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PART I : The Known World.   
 This area covers the initial extents of what was to become to world of Mystara from the Expert set and its' copackeged module The Isle of Dread. The Known World as defined here extends from the Atruaghin Plateau and Principalities of Glantri in the west to the eastern edge of Brun including the island kingdom of Ostland in the east and from the Thanegioth Archipelago to the south to the Principalities of Glantri and Heldannic Territories to the north.

Aengmor/Alfheim

Aengmor (City of)
Location: South of Glantri and Ethengar, north and west of Darokin, former Broken Lands.
Area: 60,000 sq. ft. (5,400 m2)
Population: 15,000 (75% shadow elves, 15% various humanoids).
Languages: Elvish (shadow elf dialect, Oenkmarian dialect), Tharian Common, and other goblinoid tongues.
Coinage: Bright (gp), shine (sp), glint (cp), kalafi (varnished strips of hard, bark-like fungus, they come in 10 gp, 50 gp and 100 gp denominations). Oenkmarian coins can also still be found: Quetzal (gp), axolotl (cp), ixitxachitl (jade ingots).
Taxes: Unknown.
Government Type: Independent city, formerly part of the Shadow Elves' Kingdom.
Industries: Military, mining (gold, copper, tin, jade), fungus production.
Important Figures: Xatapechtli (Atzanteotl's minion, shadow elf, male, M15)
Flora and Fauna: Mosses, fungus, leeches, mosquitoes, striders (bipedal lizards).
Further Reading: GAZ 10 - The Orcs of Thar, GAZ 13 - The Shadow Elves, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3.

Description: by Dorrik Stonecleaver

Due to the shadow elf civil war and the following clashes we were unable to get a report from the Aengmor area. Actually we sent there our accomplished archaeologist Julius Fyodorov, the one who wrote about the rising of Aengmor in last year's Almanac, but as of today we get no news from him. Anyway, in order to give you an overview of the former Jewel of the Depths, we charged our correspondents all-over the Old World to collect rumours and tall tales about the City of Aengmor.

One thing that might be of interest to the reader is how the shadow elves distinguish the city of Aengmor and the nation of the same name. Apparently, they don't have the same name. Both shadow elves and elves that I have talked to confirm that there is a difference between the two, but humans (and other demihumans) can't hear it. They claim it has to do with the sensitivity of their elven ears. Of course, when humans talk about Aengmor to the elves, the elves become just as confused because the humans can't pronounce the difference either.

The Land

"The city is built on a series of concentric plateaux over what was probably the top of a rocky hill. Though usually wrapped by smoke (probably coming from the local foundries), it's sometimes possible to see a huge maze of narrow, chaotic streets. Except the heavy walls there're a couple of notable buildings in the city. On the top of the central plateau there's a big temple, like the Thothian ones but with stepped sides instead of sheer surfaces. North-east of the temple there's a circular arena, much smaller than the Thyatian coliseum, but similar in shape. The city also has parks and a couple of lakes."

Young gnome in Serraine.
"Soldiers told me that the shadow elves conquered all the Eastern Broken Lands [11,600 sq. mi (26,100 km2). Ed.] killing or enslaving all humanoids out there."

Darokinian farmer in Corunglain.
"The road is completely blocked, you can no more cross the Eastern Broken Lands now. Before it was dangerous, now it's suicidal. Shadow elves kill humans on sight. The only way to bring these carts back to Darokin is crossing through New Kolland and the Great Crater, unless you want to travel the long way through Fort Sablestone and the Sind desert."

Glantrian army officer talking to a Darokinian merchant.
The People

"Ruthless xenophobic shadow elves, that's what they're!"

Anonymous adventurer
"Shadow elves are not so bad, you know. It's just that they mistrust the other races and so they appear evil and aggressive. My word, they're a misunderstood race. Do you remember what happened a few years ago when some unscrupulous Thyatian kidnapped two of their children? They (rightfully) blamed humans for that and were ready to wage war on Darokin. Fortunately someone was able to stop both armies just in time, otherwise there would have been a real carnage for a misunderstanding. Hear me, my friend, let them learn the ways of diplomacy and they'll look less evil."

Dav Curan, adventurer.
"We've managed to capture an orc alive a few months ago. Actually he was so frightened that he spontaneously surrendered. We tried to ask him about Aengmor, he looked scared and grunted a few words about Oenkmar, evil elves rallying humanoids and a feathered serpent. Not much in my opinion. I don't know what's going on there, but it's certainly something dangerous. Believe me."

Darokinian Sgt., Ft. Nell.
Recent History

Before the Great War the Broken Lands, probably the most desolate and inhospitable land in all Brun, were home to thousands of goblinoids. Forgotten by Immortals, humans and dwarves too (not to mention elves) these rugged lands were probably the most dangerous area in all the Old World. But things changed dramatically in AC 1006. A meteor crashed in the Kurish Massif creating the Great Crater. Life was never the same in the Broken Lands. The feared orcish leader Thar and King Kol IV of the kobolds moved their hordes to the Great Crater (Western Broken Lands) to better raid on Glantri as well as Darokin. Only a few tribes remained in the Eastern Broken Lands. In AC 1010 brave dwarf scouts found the lost City of Aengmor floating on a lava lake in the caves beneath the Eastern Broken Lands. The mighty dwarvish army left Rockhome to defeat the hated orcs and conquer the fabled city.

In Flaurmont AC 1012, after many bloody skirmishes, the humanoids surrendered to the dwarves, but joy was to last very short, because shadow elves attacked the city. In the following months Aengmor was conquered and lost many times by dwarves, shadow elves and humanoids with heavy losses on all fronts. Dwarves abandoned the city in Felmont, Alebane's ogres ransacked the city in Ambyrmont just a few days before the shadow elves' final attack. In AC 1014 shadow elf mages managed to raise the city back to the surface and their troops secured all the Eastern Broken Lands. From then on little is known about who inhabits the city and what happens there. There has been a civil war among shadow elves and it seems that a few rebels elected Aengmor as their stronghold rallying the few scattered humanoids in the area and using them as slaves.

Don't Miss

If you happen to be in Serraine when it's cruising in the Darokin area don't miss to take an aerial tour over the City of Aengmor. The skilled gnomish pilots will bring you on a breathtaking and completely safe journey over the formerly buried city of Aengmor, something you'll never forget. Guaranteed. The tour costs 100 gold pieces, but if you show the gnomes a copy of this almanac you'll have a reduction. [Editor's Note: With the recent reports of a civil war in Serraine, its is quite probable that this tour is no longer available.]

Do Miss

If possible avoid crossing the Eastern Broken Lands, especially by night. If you go and you're surprised by shadowelves immediately drop your weapons and keep silent until they capture you. Maybe they'll spare your life and you'll have the chance to go back home, although it's rumoured that they use captives as slaves in their mines.

If someone offers you to go in the arena in exchange of freedom, then refuse. A few orcs, captured by Darokinians, said that really terrible things happen in that arena. 

Aengmor (Colony of)
Location: In eastern Darokin, north of the Five Shires and Karameikos.
Area: 17,950 sq. mi. (40,388 km2)
Population: 130,000 shadow elves.
Languages: Elvish (shadow elf dialect).
Coinage: Bright (gp), Shine (sp), Glint (cp), Kalafi (variously rated at 10 gp, 50 gp and 100 gp).
Taxes: One fourteenth of a shadow elf's earnings goes to the Temple of Rafiel and the King. Employers deduct this amount from the wages they pay and send it to the tax collector each month. Tax evasion is very rare among shadow elves.
Government Type: Semi-autonomous Kingdom under the jurisdiction of the Shadow Elves' Kingdom.
Industries: Military, mining (precious metals).
Important Figures: Tanadaleyo (Radiant Princess, shadow elf, female, F13/M13).
Flora and Fauna: Deer and other small forest animals, basilisks, gorgons, and lycanthropes. Evil faeries are also reported to have moved in. The flora is now predominately twisted, and blight oaks are practically the only trees that have managed to survive.

Also, the shadow elves have imported many of their skinwings to the surface, so they can continue to act as flying mounts for their soldiers. Some have since broken free and now live in the wild of the forest.
Further Reading: GAZ 5 - The Elves of Alfheim, GAZ 13 - The Shadow Elves, CM7 - The Tree of Life, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Filferil Feadiel

Long are gone those joyful days when the luxuriant Canolbarth forest was home of peaceful elves and merry faeries, when robins twittered in the fresh air and the sons of Ilsundal danced among evergreen trees. Now everything is dark and dangerous here, the only clear thing being the pale skin of shadow elves. [To learn more about the shadow elves' invasion check "Timeline of Alfheim Invasion" by Fabrizio of Lizzieni and Hervé of Vyonnes published in Rymskigrad by the Igorov institute. Ed.]

The Land

Gone are the mighty oaks that made Alfheim famous all over the so-called Old World (and even beyond), now the once-green forest is a dark and dry land, very similar to the dry steppe that covered the area before the arrival of Ilsundal's sons. Aengmor, as the shadow elves renamed my motherland, is located completely inside the Republic of Darokin, lying on a plain bordered by the huge Streel River (to the West), the cursed Cruth Mountains (to the South), where many friends died while fleeing to Karameikos, and the dangerous Orclands (to the North and East) home of nasty Orcs and hungry Trolls.

The forest receded a few miles since the invasion giving ground to lush Darokinian grass. The Canolbarth's trees turned into twisted version of their former selves, their gnarly and intertwined branches forming an impenetrable canopy that shrouds the forest undergrowth in darkness. New fungi of an unknown sort and strange mosses now grow under the twisted trees, but without water the once-mighty forest is slowly dying.

Gone are the rivers and the lakes, gone are the fresh streams and the small waterfalls, gone is the water from Alfheim. [this is not completely true. As far as I know the northern rivers and the Selinar lakes aren't entirely dry, because of water runoff from the Dwarfgate mountains. Ed.]. Nothing lasts of my homeland, only darkness, drought, death and decay.

The People

Gone are the sons and daughters of Ilsundal, gone is High King Oberon and his court of merry faeries, gone are the dryads and the fauns. The current dwellers of Aengmor are shadow elves, a xenophobic and violent race, a pale imitation of real elves. Shadow elves are really different from elves: they live in (disgusting) stone houses or in (even more disgusting) caves, like the burly dwarves from Rockhome. Unlike dwarves they like to sing, but they have horrible squeaky voices. The shadow elves' way of life has indeed little to do with the "standard" elvish one: usually shadow elves spend most of their time underground, because the sun is harmful to them; they don't eat bread, berries or boars, but trania, a strange food that they grow underground; they know very little about trees and usually prefer stone over wood to build their houses or temples.

These underground elves are a very religious race. Their priests, usually called "shamans", wield a tremendous power inside their society. You can recognise these shamans from the purplish mark on their forehead, this mark identifies as favourites by Rafiel [the marked ones don't belong to a particular race as written in last year's almanac. Ed.]. It's rumoured that some among them are very accomplished spellcasters, able to destroy a whole army with a simple gesture of their hands; personally I doubt it.

Another peculiarity of this twisted race is their favourite mount: horrible squeaking flying monsters called skinwings.

Recent History

Though the memory of the shadow elves' invasion is still fresh in my mind, I won't say anything here about that sorrowful occurrence, because too many people already spoke about that, often out of turn.

After the invasion the forest has never been the same again: no more elves to tend the trees, no more trees to shelter the birds, no more twittering birds to enliven the elves' lives. Anyway life has not be easy for the invaders either. The first problem has been the forest itself, because the powerful evil magic used by shadow elves has completely destroyed the forest enchantments causing the nightly rainfall to stop and thus the once-mighty oaks to slowly die. Shadow elves asked the Norwold elves for help, but they could do little to restore the original spells.

That same evil magic caused another big problem, one that should worry everyone in the Old World, not only the shadow elves: bad magic points. These sources of evil magic already existed before the invasion, but recently they grew in number and power. Strange monsters appeared in Canolbarth and odd things happened near these areas, only the Immortals know what will happen in future.

Because of their warlike nature shadow elves had also problems with peaceful Darokin: first the silly shadow elf request of extending Aengmor borders just after the end of the Great War, then the kidnapping of young princes Erian and Calenderi that put Aengmor and Darokin on the verge of a war, and finally the invasion of Oenkmar, with shadow elf troops boldly crossing the Darokinian soil as if it was their home! Unfortunately the Darokinian army has still to recover from the war against the Master to be able to face the aggressive shadow elves, so they must put up with such blatant violations of Darokinian ground.

Anyway, after the civil war that razed the forest even more, it seem that Princess Tanadaleyo decided to take the diplomatic way in a desperate attempt to save the twisted forest. As assistant to Treekeeper Jorodrin Feadiel I'm here in Rafielton with Alfheim diplomats, but I must admit that, after last years assassination attempt, I don't trust these elves very much and I think there will never be peace between us.

Don't Miss Do Miss

In my opinion there's nothing worth seeing in Aengmor and you've better keep out of the forest if you wish to live long. Anyway for those foolhardy adventurers who like to live on the edge always risking their life there's one thing to see: Rafielton, the only permanent settlement of shadow elves.

When the shadow elf troops invaded Alfheim in the fall of 1007 AC, all the elvish villages were destroyed or burned down in the short battles that occurred. The westernmost area of Alfheim Town suffered from magically-started fires too [actually shadow elf authorities blame the fleeing Alfheim elves for setting their cities on fire. Probably the truth stays somewhere in the middle. Ed.], anyway, the shadow elf decided to preserve this city and, after renaming it Rafielton, elected it as Aengmor's capital. As you may know Alfheim Town wasn't the real capital of Alfheim, but more correctly a trading post where humans and elves might exchange their goods, anyway it was also the only human-looking city with a few stone buildings and a surrounding wall and this is probably why shadow elves decided to put the capital here.

Not being so skilled in working with wood, though they're trying to learn, shadow elf decided to remove the ironwood wall and replace it with one made of solid rock. This wall and the many new stone buildings give Rafielton a gloomy dwarvish look. King Celedryl Plaza was immediately renamed Rafiel Square and covered by a linen canopy held up by tall poles, this canopy shelters the pale shadow elf from the burning rays of the sun. On the western side of the square (in the former non-elvish area) the Merchant Brotherhood Office now houses the Radiant Princess court, in front of it the former Darokinian cathedral shelters a small group of shamans. A new temple to Rafiel was under construction on the eastern edge of Rafiel square, but the civil war caused the works to stop. The dwarvish compound is now the army headquarters, while the air-force (skinwings) has its headquarters in the former Alphatian embassy. No foreign ambassador has now an official seat in Rafielton, though a permanent envoy of the DDC has a room in the only inn of Rafielton: "The Golden Skinwing".

Nothing lasts of the sky city except a few rotten axes and ropes.

Rafielton now houses roughly 15,000 shadow elves, mostly soldiers, while the majority of them live in the caves near the Sump and Weir. 

Another view on the Alfheim Invasion

As in everything, the important thing is not if Ilsundal can solve it, but if he can make Al-Kalim believe he can. And I am not so sure that the elves couldn't help, teaching the Ylari the secret of raining. That is what Ilsundal is promising them. I have also worked in a few other events in a private email, so here goes my other ideas (it is important to notice I assume Hel has infiltrated the DDC, Darokin Diplomatic Corps):

Nuwmont, 09, 1010AC: Ilsundal and Al-Kalim talk

Place: Pandius, Matera

Ilsundal is desperate about his Trees of life and proposes Al-Kalim an alliance. He will instruct his followers to teach Ylari mages the secret of raining if the Ylari would collaborate in the retaking of Alfheim. Al-Kalim says he has to think about it and, two days later, agree with the proposal if Ilsundal promises him his followers will help protect Ylaruam from any Thyatian invasion. Desperate, Ilsundal agrees.

Soon, Ylari leaders start receiving dreams of impending danger from the pale elves. In their dreams, they are helped by the Alfheim elves, who enter Ylaruam followed by a blessing rain that causes trees and flowers to grow in the desert. One month later, an elf ambassador arrives at Ylaruam, carrying gifts and soft words. Ylari leaders listen to his tale and, instructed by their dreams, promise to help.

And there is Barimoor. He has a vast underground system under Ylaruam. He is a VERY powerful Alphatian mage, questing for immortality in the Paragon path, and has spent the last centuries hoarding magical items for the day he will make the challenge. He certainly has some Nithian artifacts and agents in the Ylari government. He will not side openly with anyone, he still doesn't feel his time has come and wants to wait another century before appearing. However, underground mages who can one day find his network of tunnels are not something he would want as neighbours. And he certainly would like to have the most powerful mages in a 1000 miles radius destroyed before he challenge them. So he will use his influence to have Ylaruam siding with Alfheim.

One year later, Hel's agents discovers Ilsundal's plans of an invasion in Ylaruam. A Brotherhood meeting is called and they decide it is time to reopen their business. A few months later, the Ylari caravan is attacked.

Meanwhile, Glantrian mages and diplomats are seen in Aengmor by the Alfheim elves. One of the elves, disguised, manages to listen to part of their conversations and learn that the Shadow Elves and Glantri are now allies. Ilsundal will have to postpone his plans and he warns Al-Kalim of the news.

1012 : Al-Kalim and Kagyar talk

Al-Kalim wants the Desert Garden and has seen Ilsundal's proposal as the perfect opportunity to further his dream. He knows Ilsundal will not help him until part of Alfheim is retaken. The dwarves hate Glantri with passion and Al-Kalim convinces Kagyar to talk with Ilsundal. Kagyar asks for elven help in retaking Oenkmar and Ilsundal agrees. The first diplomatic contacts will be done through Ylari representatives. The dwarves resist the idea and Kagyar starts to convince them slowly.

1013 (end): A whole underground community of dwarves is slaughtered in Rockhome, near Darokin's border. The few survivors tell about an army of shadow elves invading their homes, killing and looting. Investigations produce evidence they have come from tunnels under the dwarven cave. The dwarves can no longer hide inside the earth as they have done in WotI.

What this means: Brotherhood's work

1014: Dwarves declare war to Aengmor

DDC diplomats are sent to solve the situation, but they fail miserably. Both parties leave the negotiations after two days of meeting. The dwarves swear the elves will pay for every dwarven life they have taken. A diplomatic mission from Ylaruam can now easily convinces them about joining Ylaruam-Alfheim alliance.

Plus

1014, maybe 1015: The Khan strikes Glantri

The Khan has not allied with any other nations, but he feels it is the right time to take the country. By now, Glantri is cleared divided, so he reasons the mages will fall easily. 
The Alfheim War
I have promised a few months ago I would work on future events and in the war for Alfheim. I have had some new ideas, so here they are.

First, let me address the problem of an elven-Ylari alliance.

Ilsundal is willing to make many sacrifices to save his beloved Trees of Life. Someone has pointed out it is said somewhere that the reason he took the Path to Immortality was to protect his creation. He feels like a father, and he won't stop at nothing to save them. He might even associate with the entropics, believing he is just using them to save his children and that he will be strong enough to deal with Entropy and not be affected by it. He views Rafiel and his Shadow Elves as demons who want to destroy the nature, after what they have done to Alfheim forest. Al-Kalim is not evil, and the Ylari will not want the Shadow Elves as neighbours, so he is a natural ally, from his point of view.

It is true that Ylari distrust magic-users and, consequently elves, since they are mages (all of them or most of them, depending on which rules you are using). However, Ylari do use magic, one of their military orders being The Order of the Spell (mounted skirmishing magic users, page 17 in Gaz 2). So they shouldn't hate mages, just because they are mages. They do believe Glantrians are "evil incarnate. Their antipathy toward all clerics and religions disqualifies them as intelligent beings." (Important foreign policies, p. 25) and relations with Alfheim are "reserved and xenophobic". Elven manners are considered rude and offensive and they are thought to practice black magic. This does make an alliance a difficult and delicate task, but not impossible.

Ylari society is composed of two factions, the Preceptors and the Kin. While the Kin treat foreigners, specially non-believers, with hostility, the Preceptors have a more modern point of view and would not hate elves just because they are elves.

So, if the Preceptors are in power, such an alliance might happen. Of course, the Kin would oppose it and might start a civil war if there is no strong reason for them to be quiet, making the alliance almost impossible. However, in 1014, a group of Ylari adventurers (PCs?), returning from a pilgrimage where they have recreated part of Al-Kalim's pilgrimage to the Old Man in the Sea, bring a scroll with Al-Kalim's seal. A day before, one of the senior priests in the Eternal University dreamed of Al-Kalim writing a letter to the desert tribes that would guide them in future events. The scroll is unsealed in a special ceremony and it contains a description of an event of the prophet's life unheard of. According to it, Al-Kalim's quest in the Plane of Water was helped by a group of Alfheim elves specialised in water magic. These elves tell him the elves from Alfheim know how to control the rain over their country and Al-Kalim tells them about the Dream of the Desert Garden.

Every attempt made by the Kin to prove the falsehood of the scroll fail, even communing with Al-Kalim. The scroll might be fake, but Al-Kalim, after his alliance with Ilsundal, is willing to make Ylari view elves in a better light. Ilsundal has promised him his elves will come to the Eternal University and teach how they control the rain over Alfheim, when their country is free from the "evil" Shadow Elves.

A few days later, a caravan arrives from Darokin, carrying one elf they claim have saved them by conjuring water when their own was lost during an unexpected sand storm. In a few months, elven ambassadors from the old Alfheim clans start arriving in Ylaruam.

Unknown to the local populace, Barimoor, the Alphatian wizard questing for immortality who lives in subterranean caves in Ylaruam, start using his agents in the government to make such an alliance easier. Shadow elves have discovered passages to his tunnels. His personal power and magical items, as well as his minions, have allowed him to kill or capture those explorers. He has destroyed the tunnels they have used in a way he can easily reopen them if necessary. The Shadow Elves, however, would have a lot of work to find his realm again but he feels that, given time, they will finally do it. He is not prepared to face them yet, but he knows he must stop them before too late. He might even use one or two of the Nithian artifacts he has collected in these centuries to get those pesky elves out of his tunnels, with unpredictable consequences.

This way, by the end of 1015, the Alfheim refugees have an ally in the desert.

Does this seem acceptable? Can anyone see where are the flaws in it (I am sure there must be some, even if minor ones)?

Darokin

The next key point for the start of the war is Hel's agents in the DDC (Darokin Diplomatic Corps). Hel has long recognised DDC as a potential problem for any plans of war she might have in the region and has devised a plan to neutralise it and even use it to her advantage. About 50 years ago, in 959, she created her first phoney religion. There were no sign of it at the time, since she created only one and one that promoted diplomacy and peace. She knew she needed time to get a strong hold in the DDC, so the head of this church, a mortal manifestation of herself, has lead the church wisely and has settled many difficult conflicts peacefully.

The church worships Sasheme Vickers, the first "Great Diplomat", from the Umbarth trading house, the man who has stopped Glantri and the Atruaghin Clans from going to war. Many tales of his life and incredible feats, none of which involved violence, but negotiation and cunning are told in Darokin and these stories have grown both in number and in details since the founding of the Church of Saint Vickers.

This religion was originated in Akesoli, home of the Umbarth house and has built a large school for diplomats there. Some of the finest diplomats in Darokin are trained in the old tradition of the first "Great Diplomat" and many people in the DDC consider it the finest school in Darokin.

Hel's plan was to use this diplomats to make alliances opposing any side that was winning the war during the WotI events. However, Alphatia was unexpectedly destroyed. She has some control over one fifth of the most important diplomats in the DDC and she is willing to use her position to further her plans for a war. At the moment, all her agents are doing is providing data that will make the Ylari and the dwarves hate the Shadow Elves. At the same time, Atzanteotl's followers among the Shadow Elves are attacking caravans heading to Parsa and Rockhome, making sure some survivors flee. He has told the elves that if the neighbouring nations fear the elves, they will let them live their own lives.

Thyatis

Thyatian agents are being very helpful in this whole affair. Thyatis is weakened at the moment and it will only gain from a war it is not involved. Emissaries from Emperor Eusebius have promised to help Rockhome against this terrible invasion from bellow and a small group of flying beasts from the Retebius Air Fleet was sent to Dengar to serve the dwarven king. Everast has politely refused their services for now, but he will change his mind when the war starts.

Rockhome

By the end of 1015, a small group of six dwarves, including Dormir, king's Everast XVI niece, arrive at Rockhome. They have been in Oenkmar, before the Shadow Elves took the city. Their tale makes Rockhome outraged and peace is no longer possible. They tell how their group have surrendered to the vastly superior forces of the elves. They asked to live in peace, so that they could go back home, but the Shadow Elves have tortured and killed most of them, before they managed to escape. They were fifteen initially, but several were killed by the Shadow Elves' attacks, as well as encounters with a few underground monsters. Finally, they came to the surface in Canolbarth twisted forest, a place of evil trees, the product of a corrupt people. They wouldn't have survived in that place if they haven't been found by a group of Alfheim elves, known as Alfheim Avengers. Some of them have come with them to Rockhome to talk with king Everast XVI about the Shadow Elves. It has been a long time since elves have come to Rockhome peacefully, but the dwarves respect their action and an audience with the king is granted.

What really happened was that the dwarves were caught by Atzanteotl's minions while in Oenkmar and were kept in a long sleep since then. They were provided with false memories and since they have no other ones, there is no reason for them to think anything happened in a different way. They were released later in Aengmor, in a place where a group of Avengers could find them and safely take them out of there. Atzanteotl had appeared to them the night before as an old oak and told them that if they could help the dwarves, an alliance to kill the shadow elves would be possible.

These group was the same that has shot one of the Treekeepers during the peace meetings in Rafielton, last year (sorry, I forgot who made that timeline). They are trying hard to start this war, even against the orders of the elder elves who are working in another solution. They are able to negotiate a treaty with Rockhome. Elves and dwarves will not fight in the same army, but they will coordinate their efforts.

Meanwhile, Ilsundal convinces many nature-loving immortals something must be done to stop this craziness. Djaea, Ordana and others start instructing their followers to prepare for war. An army of centaurs, treants, actaeons and what is left of the fairy kingdom is assembled near Reedle, in Darokin. The position is chosen because it is near Ylaruam, Rockhome and Karameikos borders, so that will make it easier for the armies to work together. Many elves arrive from Karameikos using the Duke's Road. Many druids, halflings, foresters (as well as rangers in AD&D games) join the main invasion force.

Karameikos

The efforts to convince King Karameikos to join the alliance are not as successful. The King is starting to realise the problems he has at home and his advisers tell him Karameikos might be on the verge of a civil war, Thyatians against Traladarans, so this would be a terrible time to send troops to another country. However, he knows that he won't be able to stop the elves from going to war. So he decides against forbidding them of leaving the country.

Glantri

Glantri and the Shadow Elves are now allies. An embassy was established soon after the elves of Alfheim left their country and the mages are willing to help the elves if they would teach them the details of the great spell they used against Canolbarth Forest, specially how the Shadow Elves were able to affect the Trees of Life, living artifacts of the Immortals. However, they will not be able to help their friends right now, because the Khan's horde, in a surprise attack take all Principality of Bramyra. In one week, the Principality is destroyed and the horse men are seen heading to Boldavia.

This was a desperate move of the Khan, who knows he can't keep his people united any longer if they don't start dominating the world soon. The treaty with the Heldannic Knights lead him to attack Glantri, preaching it is time to teach those devilish wizards to show the proper respect to the gods.

As a matter of fact, he was advised by a Dolores' pawn. She and von Drachenfels were behind this invasion. It was Synn's idea that the only way Glantri's Parliament would agree to invade the Khanates would be if they would start a war. The fact that Bramyra would be a natural target was a bonus to Jaggar plans. Incidentally, this also explains how Synn was able to "charm" him. Who would think about casting detection spells on a beautiful woman that is making one old dream coming true? The end of hostilities between the Heldanners and the Ethengarians were part of this plan. Jaggar has personally visited Freiburg during the war with Alphatia several times and he had several friends there. He convinced them that if the Ethengar was to attack Glantri, he could get his country to retaliate. The Heldanners could break the peace then and attack the Khanates from north, getting the khan's army in a pincer movement.

Jaggar knows the truth about Synn in 1015, but he can no longer stop the khan armies. He will have to worry about his personal revenge later. If any civil war was about to happen in Glantri, the invasion reunite the country. In less than one year, the Glantrian troops, aided by the Heldanners, should be able to destroy most of the khan's army.

Back in Darokin, many strange monster are leaving Canolbarth Forest, causing havoc and destruction in many villages. The Shadow Elves are unable to convince Darokinians they are not responsible for these attacks and the local populace start claiming for revenge after many settlements burned and many lives lost.

The pivotal event to the war is the death of one of the Trees of Life. As it dies, many elves in the Known World are made aware of it by visions. The fairy kingdom has no reason to celebrate in this day and many enraged elves all around the Canolbarth forest decide it is time to join the army. Those damned Shadow Elves will have to pay for this sacrilege.

Desperate, the shadow elves start preparing their defences. They didn't want this war, but they weren't able to stop it. They know they can't fight back without Glantrian support, specially, when Darokin doesn't move against the presence of alien armies within its borders.

The Master sends orders for his armies in Sind to attack and take Akesoli. They must secure their position before crossing Lake Amsorak. However, he holds the attack until one month after the beginning of the war, to catch everybody unprepared. 

The Shadow Elves' Invasion of Alfheim
Spring 1004: Atzanteotl Contacts Rafiel
Location: Pandius
Description: Atzanteotl meets Rafiel in the Central Dome of Pandius to ask him to take part in the Brotherhood of the Shadow. Rafiel agrees.
What this means: Atzanteotl believes Rafiel to be an entropic Immortal, so he asks him to join his side. On the other hand Rafiel learns that the Brotherhood of the Shadow's goal is to help the less powerful side (i.e. his side), so he doesn't refuse Atzanteotl offer. In the years to come Rafiel will play as a double agent for Rad.

Summer 1005: Atzanteotl Urges Rafiel to Act
Location: Pandius
Description: In a new secret meeting in the Central Dome of Pandius Atzanteotl suggests Rafiel to prompt the Shadow Elves to invade Alfheim as his participation to the cause of Entropy. Rafiel agrees and Atzanteotl offers him to provide the Shadow Elves with a new spell able to corrupt the Trees of Life, thus weakening the Alfheim elves.
What this means: With Sind seized by the Master and Alfheim controlled by Shadow Elves, Atzanteotl plans of crushing Darokin between the hammer and the anvil, thus giving the Brotherhood of the Shadow the chance of striking against Glantri, the Broken Lands, the Five Shires, Rockhome, the Emirates of Ylaruam, the Ethengarian Khanate, or Karameikos, to help whichever side the Brotherhood is supporting. Moreover the destruction of Alfheim is one of Atzanteotl's goals and Ilsundal one of his most hated enemies. Rafiel is not entropic but sees this as an opportunity to get rid of a dangerous neighbour for Glantri (Alfheim is led by the Ring of Fire) and to give his followers what he long promised them; however, he prefers not to involve his Shamans in this scheme, so he willingly accepts Atzanteotl's spell.

1005, Felmont 19: Xatapechtli Dreams
Location: City of the Stars, Shadow Elves Territories
Description: Xatapechtli, the head of the second Shadow, dreams of an ancient book about Trees of Life that is kept somewhere in Alfheim. In the dream an Azcan voice whispers him that he must find that book if he wants to take his revenge on the Alfheim elves.
What this means: Actually that dream is induced in Xatapechtli's mind by Atzanteotl, that has found a way to corrupt the Canolbarth forest and the Trees of Life. In the following months Serpent Eyes will look all over Alfheim for that ancient and invaluable book.

1005, Fyrmont 12: Theft in Feador
Location: Feador, Alfheim
Description: A group of Shadow Elves spies (Serpents) steal from Jorodrin Feadiel (Treekeeper of clan Feadiel) a book detailing what Ilsundal went through to create the Trees of Life.
What this means: Serpents found evidence of the book's current
Location: searching through the Mealidil Library Tree and quickly managed to steal it. Now Kanafasti can learn vital knowledge about Trees of Life.
What the PCs can do: If the PCs are Shadow Elves they may take part in the robbery or be part of the plot in some other way (looking for information, putting up diversions...). If the PCs are from Alfheim they may try to prevent the theft and perhaps uncover the plot.

1005, Fyrmont 27: Atzanteotl visits Kanafasti
Location: City of the Stars, Shadow Elves Territories
Description: Atzanteotl visits Kanafasti in incorporeal form and provides him with the knowledge needed to research a new spell that will eventually kill the Trees of Life and weaken the Canolbarth forest, thus allowing Shadow Elves to easily drive Alfheim Elves out of it.
What this means: Rafiel allowed Atzanteotl to provide Shadow Elves wizards with a spell that will help them invade Alfheim. Unfortunately, busy as he is in his studies with Rad, he didn't realize that Atzanteotl's magic will forever corrupt the forest, entropy being what it is.
What the PCs can do: The team of Shadow Elves wizards that is going to research that spell will surely need many components and they could hire the PCs to find them.

1006, Flaurmont 12: Research of New Spell Completed
Location: City of the Stars, Shadow Elves' Territories
Description: The team of experienced Shadow Elves wizards led by Kanafasti successfully completes the research of a new spell that will allow Shadow Elves to kill the Trees of Life.
What this means: Actually the spell is more powerful than what everybody (but Atzanteotl) think because it will corrupt not only the Trees of Life but the whole forest..
What the PCs can do: Experienced Shadow Elves wizards may take part in the research of the spell.

1006, Ambyrmont 17: King Telemon Prompts Kanafasti to Act
Location: City of the Stars, Shadow Elves' Territories
Description: In a secret meeting in the King's Palace between Telemon, Kanafasti, Xatapechtli and General Garafaele, the King urges the Royal Wizard to act now and orders the Radiant General to start drafting a wartime army.
What this means: Taking advantage of the confusion created by the meteor that struck in northern Darokin this summer, Telemon urges Kanafasti to start casting the spell.
What the PCs can do: Shadow Elves PCs may either help Kanafasti if they're experienced wizards or be drafted in the army according to their rank.

1006, Ambyrmont 24: Shadow Elves Wizards Start Working
Location: Caves just beneath Alfheim
Description: The most powerful mages among the Shadow Elves lead by Kanafasti gather in tunnels running under the Canolbarth Forest and start casting the spell that Atzanteotl gave them.
What this means: Tunnel Shapers worked hard in the last few months to build a big network of tunnels running all under Alfheim. This is the first step of the invasion, it will take at least a month for the spell to have appreciable effects and much more to kill the Trees of Life.
What the PCs can do: High level Shadow Elves wizards PCs can take part in the casting, lower level or non-wizard PCs may be needed to scout the tunnels and defend the mages from attacks by wandering monsters and Alfheim adventurers that might stumble upon those tunnels by chance.

1006, Sviftmont 4: Tree of Life Gives Ill Omen
Location: Ainsun, Alfheim
Description: As the forest begins to darken, the High Treekeper of clan Grunalf contacts his Tree of Life by casting ESP and the Tree tells him that it senses a great catastrophe coming. Soon the bad news spreads across the clan and to the other clanholds. Grunalf sages, the most learned about forestry and woodlore among the elves, gather in Ainsun to study the matter.
What this means: The darkening of the forest is the first effect of the Shadow Elves' magic, more mutations will follow in the next weeks.

1006, Sviftmont 28: The Sick Forest
Location: Canolbarth Forest, Alfheim
Description: Three weeks have passed since clan Grunalf gave alarm and the forest is even darker and more twisted. Trees stop growing new leaves and plants stop making flowers, herbivores strive to find eating. The elves are at loss to explain this strange disease, other than to guess that something in the fallout from the ash raised by the meteor that slammed in northern Darokin last summer is causing it. Trees of Life continue to make leaves, but feel a deep pain coming from the very earth trough their roots, while anxious Treekeepers search ways to reverse the process.
What this means: Actually the disease is caused not by the ash, but by the powerful Shadow Elves magic that is starting to take effect.

1006, Kaldmont 21: Death near Shieldtree
Location: Shieldtree, Alfheim
Description: Five elves are found dead and ten others seriously sick after drinking water from a nearby spring. Careful investigation reveals the water has been poisoned.
What this means: This is another consequence of the spell. By now the trees have stopped growing and leaves started falling. Small plants and many herbivores have already died. Carnivores have trouble to find game and many springs become poisonous.
What the PCs can do: If they're in Shieldtree they can be hired to investigate on this strange death.

1006, Kaldmont 28: Treekeepers meet in Feador
Location: Feador, Alfheim
Description: Increasingly alarmed by their Trees of Life that stopped growing leaves and unable to stop the process, Treekeepers from all the seven clans meet today in Feador trying to discuss on the matter. Treekepers from clan Feadiel and Grunalf agree on the need of relocating their communities somewhere else to prevent the Trees of Life from dying, those from clan Long Runner and Mealidil bitterly disagree on leaving Alfheim, though not even in the Annals of Mealiden is mentioned something similar to the current situation.
What this means: Treekepers are strongly alarmed by the withering of their Trees of Life and completely unable to reverse the process, so they start thinking of leaving Alfheim for a land not hit by the fallout of the ash raised by the meteor.

1007, Nuwmont 13: Lynnwyll Chossum Falls Ill
Location: Desnae, Alfheim
Description: Clanmaster Lynnwyll Chossum suddenly faints while working; he feels very weak and is brought home by his friends. Even the High Treekeper is much worried about his health.
What this means: This is not a natural illness, actually Carlisan, Counsellor to Lynnwyll and Shadow Elf, poisoned his Clanmaster to take his place.

1007, Nuwmont 15: Lynnwyll Dies, Carlisan Appointed Clanmaster
Location: Desnae, Alfheim
Description: After a short death struggle Lynnwyll dies, but before dying he picks Carlisan to replace him.
What this means: This is a major strike for Shadow Elves, now in full control of one of the leading clans.

1007, Thaumont 15: Council Meets in Elleromyr
Location: Elleromyr, Alfheim
Description: The Council of the Clans meets today in Elleromyr to discuss the proposal of clan Feadiel and clan Grunalf of leaving Alfheim. Only three clans (Long Runner, Mealidil and Red Arrow) vote against, so the measure passes. King Doriath charges his ambassadors in Glantri, Karameikos, Thyatis and Wendar to ask the local rulers and elvish clans for hospitality.
What this means: The once mighty trees of Alfheim are now twisted and dying, other plants are already dead and the animal population has drastically decreased. More and more among elves and fairies think that leaving is the best solution, but some still refuse to leave. Why leave: clans Feadiel and Grunalf are concerned about the Trees of Life; clan Chossum is now controlled by Shadow Elves and eager to sell cart, horses and whatever is needed for such a journey; clan Erendyl thinks this is the best thing for Alfheim. Why stay: clan Mealidil doesn't want to leave the country founded by Mealiden and thinks that an answer for the problem can be found looking in the books, it's just a matter of time; clan Long Runner mistrusts all non-elves, blames humans for this strange disease, so it doesn't want to have any contact with the outside world; clan Red Arrow is mostly concerned about the danger of such a trip, because of what's going on in Glantri, Darokin and Ethengar. What the PC's can do: Well known PCs adventurers from Alfheim may be sent to Glantri, Karameikos, Thyatis or Wendar as couriers by King Doriath. clan Red Arrow may also need experienced adventurers to scout possible flight ways across the Broken Lands, the Orcland and the Cruth Mountains.

1007, Flaurmont 11: Good News from Ambassadors
Location: Elleromyr, Alfheim
Description: By now King Doriath has received reports from all his ambassadors: King Stefan of Karameikos, King Gylharen of Wendar and Princess Carlotina of Erewan agree on giving hospitality to the elves of Alfheim, should they really need to leave the forest. Only the reclusive clan Vyalia in Thyatis refuse to help the elves.
What this means: About one month ago the Council of Clans decided that leaving the dying forest was the best way to save the Trees of Life. Now Alfheim elves know that there's someone that can host them and they've only to plan their flight. The war between the two factions of Immortals goes on as Emperor Tylion of Thyatis, advised by Vanya in her mortal form of Anya, forbids the Vyalia elves to host followers of Ilsundal.

1007, Flaurmont 23: Beholder Appears in Thornbush
Location: Thornbush, Alfheim
Description: Following a steady increase in the monstrous and evil activity near the Bad Magic Points, a Beholder appears today in the more and more dark area of Thornbush. The guards are unable to stop the multi-eyed monster and the creature starts wreaking havoc in the forest.
What this means: The increase in twisted magic level is a side effect of Atzanteotl's entropic magic.
What the PCs can do: Adventurers, either elves or human, can stage a hunt for the beholder and other evil monsters that will surely turn up in the following weeks. [Note: I put here a Beholder because it was the first thing that occurred to me, but DM are free to use this event to introduce new monsters. Take a look at the Creature Catalogue.]

1007, Yarthmont 7: Fair Folk Moves Away
Location: Dreamland, Alfheim
Description: Tonight, in a sad meeting of the Fairy Court, King Oberon decides to leave the twisted forest. The fairies will start leaving tomorrow, heading for Redstone on the western coast of the Isle of Dawn, where there is already a fairly big settlement of fairies. A small group of fairies will stop in nearby Darokin waiting for the forest to return to what it was just a few months ago.
What this means: King Oberon realized that the Canolbarth forest was every day more dangerous and inhospitable for his subjects to live in, so he decides they had better leave. Soon the elves will lose their "little brothers" and this will be both a new drive to leave and a terrible blow to their morale.

1007, Yarthmont 19: Small Elvish Settlement Destroyed
Location: North of Desnae, Alfheim
Description: A party of brave adventurers wandering in the forest stumble upon a small elvish community to find that everyone has been cruelly slaughtered. Evil monsters escaped from Thornbush are blamed for the murder.
What this means: The murder is the work of a small band of Shadow Elves that crept out of their network of underground tunnels. In the following months similar attempts to murder isolate Alfheim communities will be made.

1007, Yarthmont 20: Druid Makes Stunning Discovery
Location: North of Desnae, Alfheim
Description: A druid, member of the party which found the murdered community, casts a "Speak with the Dead" before leaving the village and discovers that the killer wasn't a monster, but a party of elves.
What this means: The druid couldn't learn which sort of elves were the murderers, but as soon as he reports his discovery to the military the fear and suspicion of Shadow Elves being behind this slaughter (and the whole thing...) spreads in Alfheim.

1007, Klarmont 16: Tree of Life Uprooted
Location: Feador, Alfheim
Description: After some months of deep research Treekeepers of clan Feadiel devised a way to uproot a Tree of Life for transportation without harming it. Today Jorodrin Feadiel (Treekeeper of clan Feadiel) and his assistants perform the ceremony and uproot their Tree of Life, keeping its roots in their original ground.
What this means: By now all plants and trees in the forest except Home Trees are dead; the Fair folk fled the forest and most animals have already died, while the number of monsters increases; and Trees of Life are nearing death too but if this ceremony is successful perhaps it will be possible to prevent the death of the Trees of Life.

1007, Klarmont 23: Tree of Life Looks Fine
Location: Feador, Alfheim
Description: The Tree of Life that was uprooted last week looks fine: i.e. not better than before, but not much worse either.
What this means: It looks as if the uprooting ceremony was successful. Now the seven clans of Alfheim know that they have a chance of saving their Trees of Life from the strange disease that struck the forest about eight months ago. In the following weeks Treekepers will be busy performing the ceremony on other Trees of Life and finding a new home for them.

1007, Felmont 1: Important Meeting in Elleromyr
Location: Elleromyr, Alfheim
Description: King Doriath, General Gilfronden, Captain Brightsword and their most trusted advisors meet in Elleromyr to plan the flight from Alfheim. The elves will split in two groups: clans Chossum, Red Arrow and Feadil will go south to Karameikos crossing eastern Darokin and the Cruth mountains; clans Erendyl, Mealidil, Grunalf and Long Runner will head north to Wendar crossing the dangerous Broken Lands and unfriendly Ethengar. Due to the ongoing humanoid invasion elves decide not to enter Glantri, where small groups of elves had already fled. The army will be split too: three warbands led by Captain Brightsword will follow the first group in Karameikos, while General Gilfronden will lead the remaining four warbands toward Wendar. A small Guard of experienced elves will be chosen to defend the Trees of Life, as soon as the Treekepers have found a safe place in Darokin where to leave them. During the meeting Shurengyla, cousin and special agent for King Doriath, tells the others about new sights of Shadow Elves moving stealthily in the twisted forest, unfortunately she has no evidence of a link between the Shadow Elves and the disease that struck the forest. However, Captain Brightsword stands up and swear to seek and kill any Shadow Elf himself.
What this means: This meeting is the normal consequence of the decision of leaving made on 15 Thaumont, soon the elves will start packing their bags and in a few months they'll leave the Canolbarth forest, now twisted, dangerous and uninhabitable. Shurengyla brought out a topic which has been haunting the mind of many elves for the last few weeks, i.e. that Shadow Elves and not the fall of the ash may be the cause of the death of their forest.

1007, Felmont 13: Arrows Miss their Target
Location: Alfheim
Description: Captain Brightsword is barely missed by arrows while patrolling the forest in search of Shadow Elves, but one of his most trusted advisors, a veteran of the war against the Huleans, is killed. The elves are unable to find the murderers, anyway they identify the arrows as coming from clan Chossum, long suspected of sheltering Shadow Elves. Brightsword decides to reach Desnae to meet the Clanmaster of clan Chossum.
What this means: This is not clumsy Shadow Elves' attempt at murdering Brightsword, but a way to draw him in Desnae.

1007, Felmont 16: Mind probe in Desnae
Location: Desnae, Alfheim
Description: Clanmaster Carlisan privately meets Brightsword, that blames him of housing Shadow Elves within his village. Using ESP Carlisan manages to learn unsuspecting Brightsword's true name and then casts charm person to put the Captain under his control. Then Carlisan assures Brightsword of not sheltering Shadow Elves and asks him to let a famous and trusted adventurer of clan Chossum join his patrolling group.
What this means: Now Brightsword, the most dangerous Alfheim Elf for General Gilfronden, is under the control of Shadow Elves. Anyway Carlisan knows that the spell effect will not last long, so he puts another Shadow Elf on his tracks with the task of casting a charm person on Brightsword every morning.

1007, Felmont 28: Starlight Legions Move
Location: City of the Stars, Shadow Elves Territories
Description: Radiant General Garafaele Galeifel orders Starlight Legions I-III to deploy in the area under Alfheim: Legion I in Alfmyr, Legion II in the Citadel of Saulia, Legion III in Narfrendal's Krak. Each Legion has 1020 elves, including 80 Skinwing Riders. [I put together the armies given in PWA II for Aengmor and City of the Stars]
What this means: Shadow Elves are getting ready for the final phase of the invasion.

1007, Fyrmont 7: Alfheim and Darokin Make a Deal
Location: Alfheim Town, Alfheim
Description: King Doriath and General Gilfronden meet elvish members of the Darokin Diplomatic Corp in Alfheim Town today. They discuss about relocating the Trees of Life on Darokinian soil with a mixed Darokinian- Alfheimer honour guard to protect them and about letting the elves freely cross Darokin should they really need to leave their homeland. King Doriath asks the DDC to keep maximum secrecy on this meeting.
What this means: Alfheim's rulers are making the final preparation to guarantee a safe escape for the elves.

1007, Fyrmont 14: Treekepers Meet Again in Feador
Location: Feador, Alfheim
Description: Treekeepers from the seven clans meet today in Feador to discuss the re
Location: of the Trees of Life. Shurengyla, cousin and special agent for King Doriath, takes part to the meeting. Treekeepers from clan Long Runner show a new spell that will make a Tree of Life look like a normal tree, thus sheltering it from hostile eyes.
What this means: By now all clans (except Mealidil and Long Runner) have performed the ceremony and uprooted their Tree of Life, so they're ready, though a bit perplexed, to relocate the dying Trees of Life in Southern and Eastern Darokin.

1007, Fyrmont 20: Clan Feadiel Moves its Tree of Life
Location: Feador, Alfheim
Description: To set a good example Jorodrin Feadiel, Treekeeper of clan Feadiel, orders its Tree of Life (actually a daughter of the one in the Sylvan Realm) moved in a forest in Southern Darokin, outside the twisted Canolbarth Forest.
What this means: Clan Feadiel is the first to move its Tree of Life, soon the other clans (except clans Long Runner and Mealidil) will start doing the same. The Trees will be relocated in the most densely forested area just beyond the Darokinian border, though not too close to it so that they will not be further affected by the sickening, or at least this is what Alfheim elves hope.

1007, Ambyrmont 1: The Council of Clans sets Evacuation Day
Location: Elleromyr, Alfheim
Description: About 11 months ago the forest gave the first symptoms of sickness, by now the forest is dead and the Clanmasters, gathered in Elleromyr for the last time, sadly decide to depart their beloved forest on 15 Ambyrmont. King Doriath and General Gilfronden are charged to carefully plan the departure. Anyway the decision is not unanimous: Beasthunter and Mealidan Mealidil, Clanmaster of clans Long Runner and Mealidil respectively, bitterly disagree on leaving the forest and warn the others that leaving the forest would only kill the Trees of Life and inevitably corrupt the elvish way of life. At the end of the meeting the Clanmasters greet each other, maybe for the last time.
What this means: The die is cast. Now that all Trees of Life but two are safely guarded in Darokin, time has come to leave the forest and reach Wendar and Karameikos, where the long-living elves can start a new life while trying to find a way to heal their withered forest. Anyway Beasthunter and Mealidil didn't order their Trees of Life uprooted yet as they're firmly convinced not to leave.

1007, Ambyrmont 2: Planning the Flight
Location: Elleromyr, Alfheim
Description: King Doriath meets his advisors to plan the flight. Shurengyla brings news from Glantri and Darokin showing that, while the humanoids are besieging Glantri City and destroying the countryside around it, their number in the eastern Broken Lands is somewhat decreased thus lowering the risk in crossing that area, and proposes to leave a few troops in Alfheim to defend the forest from likely Shadow Elves attacks. Anyway General Gilfronden still thinks that it would be a big mistake to spare troops from escorting the fleeing elves and order them to defend the twisted Canolbarth Forest. King Doriath trusts his old friend Gilfronden and decides to proceed as established on 1 Felmont.
What this means: General Gilfronden, actually a Shadow Elf spy, doesn't want to fight his brethren so, knowing that the invasion will take place in the upcoming month of Army, he advises King Doriath that he has better to preserve the army for what will be a dangerous journey.

1007, Ambyrmont 3: Messengers reach Clanholds
Location: Alfheim
Description: Messengers from King Doriath reach today the various Clanholds bringing the latest news about the evacuation. The flight will take place as decided on 1 Felmont: clans Chossum, Red Arrow and Feadiel, escorted by three warbands lead by Captain Brightsword will go south to Karameikos crossing eastern Darokin and the Cruth mountains; clans Erendyl, Mealidil, Grunalf and Long Runner, escorted by four warbands, will head north to Wendar crossing the dangerous Broken Lands and unfriendly Ethengar.
What this means: Now everyone knows what to do. Elves everywhere in Alfheim will finish to pack their bags and load their carts and beasts of burden, then they'll pull out of the dust their old swords, bows and spellbooks to prepare for what looks like a very dangerous trip. What the PC can do: Adventurers from Alfheim may organize armed rear-guards to protect their fleeing family, or may instead decide not to flee in order to defend their abandoned village from unscrupulous thieves, dwarves and humanoids.

1007, Ambyrmont 4: Beasthunter and Mealidil meet
Location: Mealidor, Alfheim
Description: Clanmasters Beasthunter and Mealidil meet today in Mealidor to discuss the message from King Doriath that they received yesterday. Both leaders are firmly convinced not to leave their homeland, but they must admit that the forest has grown increasingly dark, dangerous and inhospitable in the previous months and in spite of their long researches they haven't found the way of saving the dying Trees of life yet. They decide to stay and go on with the research until the spring, but they also decide to let the other clanmembers free to make up their mind whether to leave or to stay.
What this means: Both Clanmasters still think that they've better not to leave, but they certainly noticed a growing fear and uneasiness among their clans, so they decide to stay with the Trees of Life but without compelling the others to do like them. Obviously King Doriath and General Gilfronden won't be satisfied with this decision, the former because there will be few armed elves to escort the main group in the dangerous journey, the latter because the invading Shadow Elves will find a certain opposition in taking over Mealidor and Pinitel.

1007, Ambyrmont 10: Starlight Legions take Stand
Location: Shadow Elves Territories
Description: General Garafaele receives news about the Alfheim elves moves from his cousin Gilfronden and orders Starlight Legions I, II and III to deploy in the tunnels under the Canolbarth forest, which were built by Tunnel Shapers about one year ago.
What this means: Knowing that the surface elves will flee the twisted forest on 15 Ambyrmont, the Radiant General urges his troops to cover the 6,000 feet that divide Alfheim from the Shadow Elves Territories. The upward thrust of more than 3000 armed elves will surely drive several monsters out of their homes and many of them will pop up in Alfheim and attack the fleeing elves.

1007, Ambyrmont 15: Elves leave the Twisted Forest
Location: Alfheim & Darokin
Description: In a move that shocks the Darokinian folk, but, of course, not the well-informed DDC, the elves of Alfheim flee their country. Several long queues made of thousand of carts, horses and elves dot the Darokinian landscape departing like tendrils from the twisted forest and heading north-west to Corunglain and south-east to Selenica. Only about half the elves from clans Long Runner and Mealidil flee with King Doriath, the others decide to stay in Alfheim to defend their Trees of Life, their villages and their Clanmasters.
What this means: More than 70,000 Alfheim elves flee their twisted and darkened forest, as planned in the previous months. Even if the elves and the Darokinians are friends, such a huge exodus will surely cause a little friction with human farmers, as the fleeing elves cross their fields or frighten their cattle. Anyway this is a minor problem for the fleeing elves, when compared to what awaits them when crossing the Broken Lands or the Cruth mountains.

1007, Ambyrmont 17: Shadow Elves Strike
Location: Canolbarth Forest
Description: During the night well armed Shadow Elves troops enter the twisted forest creeping out of tunnels and quickly overwhelm the small groups of elves that stayed to defend their homeland, but they must retreat before dawn, because they aren't light-adapted yet. The fiercest fights take place by Pinitel and Mealidor, where the most numerous groups of Alfheim elves are, but, thanks to their superior number, the Shadow Elves manage to defeat their opponents before dawn. Before fleeing north the few survivors from clans Long Runner and Mealidil manage to disguise their Trees of Life using a spell. (See Fyrmont 14). A small group of Shadow Elves, equipped with magical amulets that allow them to ignore the effect of normal light, fights its way to Alfheim Town only to find abandoned buildings. For the first time skinwings fly over the darkened forest.
What this means: The Shadow Elves invasion has grown overt. General Garafaele decided to launch the attack on Army 1, a fasti day according to the Shadow Elves calendar, to further boost the morale of his troops and to please Rafiel and his shamans. As planned the Starlight Legions found almost no resistance in invading the forest, now their main problem is to adapt to sunlight, though the darkening of the forest caused by Atzanteotl's spell will make this easier. Anyway they'll secure their total control of the forest in about twenty days.

1007, Ambyrmont 18: Reactions to the Invasion
Location: Darokin City, Corunglain, Nemiston, Darokin
Description: Darokinian and elvish authorities receive news of the invasion from the fleeing member of clans today at about midday and react in different ways: In Darokin City a worried Chancellor Corwyn Mauntea puts his remaining troops on alert, as well as the Magistrates whose holdings border the Canolbarth Forest, meanwhile, knowing that the Darokinian army would be unable to stop a possible attack from the twisted forest, he urges the DDC to get in touch with this unknown invader. In Corunglain messengers from Clanmasters of clans Long Runner and Mealidil, whose Trees of Life are still in the Canolbarth Forest disguised as normal trees, prompt King Doriath to send back some troops to defend the forest, but the King, advised by his old friend General Gilfronden, decides to spare his troops for the long and dangerous trip through the Broken Lands and Ethengar. Anyway King Doriath allows groups of fearless adventurers from both clans to go back to Alfheim to collect news about the invasion. News of the invasion reach Captain Brightsword in Nemiston and he himself sees big birdlike creatures (actually Skinwings) flying over the forest. He is eager to order his warbands back into Alfheim to fight those much-hated Shadow Elves, but he knows that he has to cross the Cruth mountains before winter comes, so he decides to reinforce his rear-guard and to reach Selenica as soon as possible.
What this means: Shadow Elves were long seen as an elven legend outside Alfheim, so Darokinians are worried and shocked to see that they really exist, moreover Darokin never considered Alfheim as a possible threat and his armed forces, much reduced after the war against the Master, would be completely unable to stop an attack coming from the very centre of the Republic. The diplomatic way is again the only hope for Darokinians in the event of an attack. General Gilfronden doesn't want to fight his brethren, this is the true reason for his refusal to send troops to defend the forest. Besides he will surely warn the Shadow Elves that groups of adventurers are coming, so that they can be ambushed, thus providing him with a new argumentation to support his idea of not using troops in an impossible defence of the twisted forest.

1007, Ambyrmont 28: Party time at Atzanteotl's mansion
Location: Pandius
Description: There's a lavish party tonight at Atzanteotl's mansion in Pandius to feast the utter defeat of Ilsundal. Hel, Alphaks and Rafiel attend the party.
What this means: The invasion of Alfheim was a major stroke against Ilsundal, one of Atzanteotl's main enemies. Rafiel is not entropic and doesn't hate Ilsundal, but he has to attend the party to avoid Atzanteotl's suspicions.

1007, Sviftmont 9: Alfheim Town renamed
Location: Alfheim Town, Canolbarth Forest
Description: General Garafaele, accompanied by Princess Tanadaleyo (who personally participated in the attack (see "Son of Dawn")), enters today in Alfheim Town welcomed by his cheering troops, sets his headquarters in the former dwarven Guildmasters' Hall, the largest stone building in the town, takes possession of the city in the name of King Telemon and renames it Rafielton. King Celedryl Plaza is also renamed King Telemon Square. After exchanging messages with King Telemon via scroll of communication, Garafaele orders his troops to prepare the city for the King's visit.
What this means: This is the first official act of the Shadow Elves in former Alfheim. By now Garafaele's legions have conquered the whole, and somewhere they even occupied the Darokinian borderlands. Now they're celebrating their victory, but soon they'll have to start rebuilding and it will be a hard task. General Garafaele plans to destroy the wooden buildings in Rafielton and even the ironwood wall that surround the city, to replace them with the more familiar stone buildings and a solid stone wall.

1007, Sviftmont 17: Tanadaleyo crowned
Location: Rafielton
Description: In the square named after him, King Telemon renames the newly conquered Canolbarth Forest into Aengmor, after a near-legendary city they built and lost more than two thousand years ago, then he crowns his daughter, the Radiant Princess Tanadaleyo, as Governor of Aengmor. The Radiant General Garafaele is named Warlord of Aengmor. In a long speech the Radiant Shaman Porphyriel announcing that the prophecies of Rafiel finally came true and now they have a place on the surface where they can live under the sun and among green trees (or so they think), moreover she sets this day, King 5 according to the Shadow Elves calendar, as a new fasti day. Meanwhile in their underground cities other shamans are preaching similar things to the whole Shadow Elves population.
What this means: Everyone is happy here, let's see why: Tanadaleyo is ambitious and has long dreamed of being Princess of Alfheim, now her dream has come true. Garafaele has finally succeeded where his predecessors failed: conquering Alfheim and gaining a bright place in the Shadow Elves history. Telemon has long coveted the Canolbarth Forest and now he has it, and he did all this without help from the shamans !!! Porphyriel is happy because she can claim than the conquest of Alfheim is the will of Rafiel, thus strengthening the faith of his people in Rafiel, which was quickly dropping after centuries of privations and unfulfilled promises. 

As you may know I'm in charge of the Shadow Elves (SE) for the Net-Almanac. According to the Net-Almanac, in the last months of AC 1015 the SE suffered the invasion of the Schattenalfen. That invasion was the final part of a big plot set up by Atzanteotl. A key point in that plot was the control of Atzanteotl on the SE spymaster Xatapechtli, and thus on the whole Second Shadow (or at least on the covert branch).
After that war the SE have to rebuild their Spy Network.
The following article is a preview about the New Second Shadow.

Important note: we would like to change the names of the New Second Shadow and its branches (those marked by _ _) into something more elvish. Suggestions are welcomed, as well as general opinions.

Special thanks to Hervé Musseau for proofreading and to the "Star Wars - Rebel Alliance Sourcebook" for inspiration.



The New Second Shadow

During the Shadow War, in the latest months of AC 1015, the Shadow Elves realised that their spy network, the Second Shadow, had been infiltrated by followers of Atzanteotl and thus had become completely unreliable. The Spymaster Xatapechtli himself had disappeared.

(Note: Xatapechtli is currently in the City of Aengmor, leading the "evil" shadowelf followers of Atzanteotl in the area. The "good" shadow elves ignore this, though they suspect it.)

After the war King Telemon decided to rebuild the spy network from scratch, appointing a former spy, X (Note: his/her/its identity will be revealed in the 1016 almanac), as new Spymaster.

In a few months X was able to recreate a reliable spy network: the New Second Shadow.

The New Second Shadow is divided into three branches, all of which answer directly to the Spymaster.

_Analysis_: this is the Second Shadow branch in charge of analysing and interpreting data acquired by operative agents and other sources. This kind of work is the least adventurous and craved one in all the whole spy business, but it's nevertheless a vital one.

Members of Analysis are usually retired operatives, wounded spies that need a period of rest or newly recruited agents that are learning the job, while waiting for an operative assignment. Analysis is the branch of the spy network that houses the largest number of Wanderers (Note: see the AC 1015 Almanac for the new Wanderers policy).

Besides its main HQ in the City of the Stars, Analysis maintains an additional office in Rafielton and members of Analysis can also be found in the newly founded shadowelf embassies in the Old World (Note: more about this in 1016 Almanac). Analysis officers often attend diplomatic meetings disguised as aides.

_Counter-Intelligence_: usually referred to as simply "Second Shadow", this is the branch of the spy network that every shadow elf knows about. Largely based on the pre-war "legitimate Second Shadow", the main task of this branch is to root out intruders into the shadowelf lands and spy network. Before the invasion of Alfheim this branch was mainly concerned with humanoids and occasional human or dwarven adventurers, then its enemies shifted to Alfheim Avengers and corrupted shadow elves. Though the logistic base is the same as that of the old Second Shadow, training procedures and modus operandi have been largely revised to account for the new tasks and the new enemies this branch has to face.

HQ of Counter-Intelligence is in the City of the Stars and its members are rarely seen outside the shadowelf lands.

Recruiting requirements and equipment are the same listed in GAZ 13 for the "legitimate" Second Shadow (page 37).

_Covert Operation_: this secretive branch, usually known as "Serpent's Eyes" among its members is the one in charge of doing the actual spying, infiltrating foreign lands, spreading rumours among enemy population, sabotaging, assassinating and so on.

This branch has suffered heavy losses during the Shadow War with many of its agents defecting to Atzanteotl's forces, and so has to be completely rebuilt. The Spymaster has taken care of selecting the new agents himself, trying to remove the most chaotic attitudes that made them easy preys of Atzanteotl.

Serpent Eyes usually are organised into small cells. (Note: more about this later in the Almanac).

Members of this branch usually work in foreign lands, but a few of them can also be found in the Shadow Elves' territories, especially in Aengmor, looking for subversives.

One of the most important Serpents is Carlisan, Clanmaster of Clan Chossum in Karameikos, and the whole Clan Chossum houses many members of this branch, some of which have even infiltrated the Alfheim Avengers.

Recruiting requirements and equipment are the same listed in GAZ 13 for the covert Second Shadow (page 51). 

Atruaghin Clans

Atruaghin Clans (Territories of)
Location: Along southern shore, west of Darokin and the Five Shires.
Area: 46,380 sq. mi. (104,355 km2), with 19,172 sq. mi. (43,137 km2) on the plateau itself.
Population: 230,000 humans. (On the plateau: Bear Clan: 45,000; Elk Clan: 30,000; Horse Clan: 70,000. In the lowlands: Tiger Clan: 60,000; Turtle Clan: 25,000. )
Languages: Atruaghin, although each clan has its own dialect.
Coinage: Coinage is uncommon, as most use barter for goods. The few coins that do exist are called Cloud (5 sp) and Land (cp).
Taxes: None.
Government Type: Numerous independent tribes, each led by a chief and/or shaman, loosely collected into larger clans.
Industries: Trapping, fur production, leather production (especially Horse and Turtle clans), pottery and woven goods (Bear Clan), woodworking (Turtle Clan). The Tiger Clan is known for its raids into Darokin.
Important Figures: Powakuan Sleeps-With-Open Eyes (Bear Clan chief, human, male, F10), Tulabal Shadowfall (Elk Clan Chief, human, female, F4/T13), Hovar Duck Watcher (Elk Clan shaman, human, male, Pr14 of Atruaghin), Eyela Moonstalker (Horse Clan chieftainess, human, female, F10), Naravipa Dagger Tooth (Tiger Clan chief, human, male, F17), Eelsha Spider's Kiss (Tiger Clan cleric, human, female, Pr10 of Atzanteotl), Talinguk Rolls-His-Canoe (Turtle Clan chief, human, male, T13).
Flora and Fauna: Horses, buffalo, birds of prey and many types of snakes can be found atop the large plateau. Down in the jungle below, great cats are often encountered, as are other typical jungle beasts. There is even rumour of a huge green dragon lairing somewhere in the region.
Further Reading: GAZ 14 - The Atruaghin Clans, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Ryuk-uk Tshaa

It is with grave misgivings that I submit to you this chronicle of the way of life of the Atruaghin peoples. The study of human cultures, tribal though they may be, is not my field of scholarly interest. Even were it so, I fear that to attempt to condense the cultures of an entire people, particularly one so wonderfully diverse as those of the Atruaghin clans, into a few paragraphs, is a tragedy.

For a more comprehensive treatment of these folk, however, I refer you to the writings of my colleague, Hoo-ti Ruk, who has done extensive ethnographies of the Atruaghin people. (Attempts to contact the above mentioned Hsiao were unsuccessful. He was last seen mounting an expedition to Davania in 1013 AC. Ed.).

The Land

The predominant feature among the lands of the Atruaghin people is the great Atruaghin plateau. An immense natural wonder, rivalled in stature only by the Adri Varma plateau to the northwest of Glantri. Such is the majesty of this plateau that the Children claim Atruaghin himself raised the plateau in ancient times, using his powerful magics.

It is atop this plateau that the majority of the Atruaghin peoples live. To the northwest, where the plateau dips downwards, live the peoples of the Horse clan, on a combination of grassy plains and soil rich lake regions. To their east live the Bear clan, in large pueblo cities built in the side of the plateau. Bear clan farms line the upper ridge, catching the rains that blow northwards from the Sea of Dread. South of the Bear clan, in thick forests, live the tribes of the Elk clan.

Below the plateau, to the east, live the deadly tribes of the Tiger clan, in their thick jungles. On the lands south of the plateau, along the shores of the Sea of Dread, live the Turtle clan, plying the seas in their canoes.

The People

Outland scholars have long divided the Children of Atruaghin (as they often refer to themselves) into five major cultural traditions- the Bear, Elk, Horse, Tiger, and Turtle clans- though such distinctions are broad generalisations that do not do these people justice. In any event, the Children themselves do not use such terms to identify themselves, and regard outlanders who do with amusement.

The Children are largely tribal in nature, though the extent of their social organisation varies between cultural groups. Individual tribes of the Turtle and Elk clans, for instance, primarily consist of small bands of extended families, that seasonally come together as a tribe. Leadership among them is very informal, and it is only in instances of great necessity (such as war) that the clan acknowledges one overall chieftain. Such a system suits these peoples well, as their hunter/gatherer lifestyle does not accommodate itself to more than a semi-sedentary means of living. (They move around a lot. Ed.)

The Tiger and Bear clans, on the other hand, have very complex social structures. These people live sedentary lifestyles, building large cities and relying heavily on farming as their means of subsistence. They are very much like modern nations, with very formal leadership - the Tiger clan in particular denotes itself as a kingdom (a fact which seems to have slipped by outlander scholars, so keen on presenting them as 'primitive barbarians'). Both nations also have organised religions as well, as opposed to the largely shamanic ways of the Elk and Turtle clans. It is interesting to note that, whereas the Bear clan priests complement the role of the chieftain, the Tiger clan priests seem to wield as much (if not more) power among those people than the monarchy.

The peoples of the Horse clan deserve special mention, as they have perhaps been most wronged by outland scholars. My observations show that there are really two separate, but closely connected, groups that make up these people. There are the plains tribes, which roam the steppes on their horses year round, and the village tribes, which live a largely agricultural lifestyle around the lakes on the northern edge of the plateau. Both groups interact closely, which undoubtedly has led less observant scholars to assume they were one and the same. As to their religious activities, the village people have more formal priestly organisations, while the plains folk rely predominantly on shamans.

Additionally, I must note here that the Horse clans do in fact have spoken languages. Many tribal dialects, in fact. They do not use their spoken language with outsiders, however, only amongst their own tribes. In dealings with others, they use the sign language they have become renowned for. The nonsense about the plains folk not using bows in hunting is untrue as well. They use the bow and arrow most often in hunts; it is only when performing acts of bravery to improve their status, or impress outsiders, that they attempt to take down buffalo with close quarter weapons.

Recent History

The Atruaghin region was largely unaffected by the Great War years ago, primarily due to the sheer logistic improbability of an invading force being able to take and hold the plateau.

A group of Alphatian mages, fleeing the sinking of their continent, arrived on the plateau and subjugated the various tribes of the Bear clan, in 1010 AC. They were driven off by the Children of Atruaghin by the following year, though the World Elevator that connected them to Darokin was destroyed.

Recently, maps of trails through the interior of the plateau have allowed Darokinian merchants to resume trade with the Children. I should note here that, while visiting the Bear clan, my keen vision espied activity at the base of the plateau where the World Elevator once conducted commerce. I can only presume that Darokinian merchants are perhaps seeking to repair the enormous contraption. What effects this might have amongst the merchant houses of the Republic are certainly beyond my ability to comment on.

Last year, Eelsha Spider's Kiss was confirmed as the Tiger Clan high priestess, following the death of the former high priest. In the subsequent months, she has apparently utilised her influence in her position to spur the Tiger clan to vicious raids on Turtle clan tribes and nearby Darokinian towns in the Tenobar region.

Don't Miss

I noted during my brief stay among Bear clan cities a surprising degree of outland clothing (notably Sindhi and Darokinian) and trade goods. It would appear that Old World merchants are beginning to make great inroads into this previously isolated region of the world. I am unsure if that is a good thing or not.

Additionally, while asking about the Bear clan manner of building cities on the side of the plateau, I was mildly surprised to learn that there were legends of a time when the Bear clan lived on the ground below the plateau. Bear clan priests tell of large cities, thriving centres of commerce between Bear clan peoples and those of other peoples in the surrounding areas (I suspect these people must be early settlers of the Darokin region and perhaps Tiger clan people, in the days before the split between clans). There was a disaster of some kind that destroyed the cities and drove the survivors to return to their home on the plateau, though what sort of disaster is unclear. The tales speak of wars and invasions, from Tiger clan peoples or some other, outside force. It would be interesting to see whether any record of these cities may exist in ancient Darokinian scrolls, or even if remnants of these cities still remain below. 
Theology of the Atruaghin People
Okay, in the vein of the post on Spirits among the Ethengars, here are my thoughts on religion among the Children of Atruaghin, plus some random thoughts.

Clerics among the Children

IMO, clerics among the Children of Atruaghin should be (generally speaking) generic clerics of the Atruaghin pantheon, rather than Specialty priests. Only a select few (say, 10%) of the clerics should be Specialty Priests of the various Immortals, for the purposes of being the primary leaders during specific Immortal honouring rituals. This just seems (IMO) more in keeping with the general theme of native peoples worshipping/paying homage to their ancestors.

Further, existence of clerics should vary according to the type of society of the Children. Clerics will be far more prevalent among the Tiger and Bear clans than among any of the others, for instance. This has its basis in real-world native cultures, and seems to me to fit the cultural contexts provided in GAZ14. The Bear clan, with their kivas and more structured societies, for instance, are more likely to have ritualised, formal clerical positions than are other clans, notably the nomadic Horse clan. As a general rule, here is how I would quantify this:

	Entirely clerics
	Tiger clan* (more info below)

	Most clerics, least shamans
	Bear clan

	More clerics than shamans
	Turtle clan

	More shamans than clerics
	Elk clan

	Most shamans, least clerics
	Horse clan


Shamans among the Children

As I pointed out elsewhere, I am more inclined to make the Shamans among the Children equivalent to the shamans among the Ethengarians (i.e., not Specialty Priests of Atruaghin, but another class altogether). This seems to me more in keeping with the spirit (no pun intended) of native shamans. Such a class could easily have been brought to the Children by Atruaghin, after his wanderings around the Known World (brought back from Ethengar).

After undertaking a successful vision quest (if it isn't successful, the shaman isn't... a shaman, that is), the shaman gains his spirit guide. Unlike Ethengar shamans, this spirit guide actually inhabits a living creature and thus acts similar to a familiar. It is from this spirit guide and the world of the Spirits that the shaman derives the bulk of his powers (though some, notably Atruaghin's Wrath, are still derived directly from Atruaghin himself).

I also think this interpretation of shamans is more strictly in keeping with the definition of shamans in modern anthropological terms- where a shaman is one who gains his powers after undertaking a quest of some sort, or vision; it is a self-learned ability (which wouldn't seem to be the case so much if Atruaghin were guiding them), whereas a cleric is taught their abilities (and seems more in keeping with traditional Immortal/Cleric relationships). It also makes them somewhat more self-sufficient, and not as dependent on the Immortals. They would have a more balanced relationship with nature and the Immortals than other clerics (i.e., they serve the Immortals out of true faith more than because they get something out of it). This would seem in keeping with Atruaghin's attempts to make the Children more self-sufficient.

I also sort of like the explanation that I will now put forth- their ties with the Spirit World, and less earthly concerns as a reason for their being less technologically advanced than other societies (a relationship they share with similarly spiritual people, like the Ethengarians, who are less technologically advanced than other nations).

Further, it puts interesting speculations on the possibilities of future Atruaghin/Ethengarian relations, if such ever comes about.

Tiger Clan

Something has always bugged me about the Tiger Clan, that being, GAZ14 notes that the only clerics among the Tiger clan are clerics of Atzanteotl. But they then proceed to give them their own patron Immortal, Danel Tigerstripes. How does he still exist, if he has no clerics?

My answer has been that, though he is not allowed clerics by decree of Atzanteotl, the majority of the people of the Tiger clan (the non-clergy) pay homage to Danel rather than Atzanteotl. Possible repercussions of this relationship will likely be explored in the upcoming almanac.

Other Notes

I've always felt the Children got the short-shrift in GAZ14. Giving such a wide and diverse range of cultures such a tiny area to live in seemed sort of wrong to me, not to mention that there is very little real information given in GAZ14 as compared to other Gazetteers (not even an adventures section! Or good DM's section! Not to mention 5 or 6 full pages used for Immortals, and the same amount wasted on characters of the Clans... grrr.)

At any rate, I think there are likely many other types of native cultures hiding among the regions of the clans. There is certainly a wide area in which to place such cultures- regional bands can fit in many of the surrounding areas of the Plateau, etc.

For my part, I moved the Elk Clan off the plateau and placed them in the area immediately surrounding the plateau on the ground (I changed the map hexes on that side to correspond to the forests the Elk Clan populates above). That opened up more room for the nomadic Horse Clan to roam, and provided the Turtle Clan with additional support from Tiger Clan incursions (which should otherwise wipe out the less tactically adept Turtle Clan). I also rule (though I've not yet placed anyone in particular) that other clans- smaller in number; more like bands- live in the surrounding areas, and on the Sindhi side of the plateau as well.

I've also toyed with the idea of having some bands of Children who live *within* the Plateau, as opposed to on or outside of it.

Also, long ago when Bruce first did his write-up on the Savage Coast (notably Smokestone City), I placed bands of Children in the pampas areas west of Smokestone City and the rest of the Savage Baronies. They seemed to fit in very well... remnants of an early western migration of Children (I never actually specified how they got there- maybe driven west when the Wogar tribe attacked the Plateau way, way back?) 

The Broken Lands and Oenkmar

Broken Lands (Goblinoid Territories of the)
Location: South and south-east of Glantri, north of Darokin.
Area: 11,600 sq. mi. (26,100 km2) on the surface, with an unknown amount of territory underground.
Population: 5,000 goblinoids.
Languages: Elvish (shadow elf dialect), Tharian Common (most dialects), and most other goblinoid tongues.
Coinage: Any, as all are stolen from neighbouring lands. No local coins are produced.
Taxes: Whatever a horde leader can take.
Government Type: Feudal monarchy.
Industries: Warfare above ground, while fungus growing and mining (of gold, copper, tin, and jade) take place underground.
Important Figures: Deimos (human lich, male, M18).
Flora and Fauna: The Broken Lands are just swarming with creatures driven out of human lands. This includes herds of goats, giant ants, rock baboons, every race of goblinoid, giant lizards, rats, giant scorpions, and giant spiders.
Further Reading: GAZ 10 - The Orcs of Thar, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3.

Description: by Alasdhair MacCallum

If there is any place on Mystara that one could consider a part of the Pits [AD&D: Mystaran name for the Abyss] made real on our world, it would be the Broken Lands. Only the most foolhardy would enter the area voluntarily, and unfortunately, that list includes any merchant who wish to travel between Darokin and Glantri. Since it's a major trade route between the nations, I have travelled through the Broken Lands several times, so I can give this description from my experiences.

The Land

Unfortunately, not much beyond the sight of the two major caravan routes are known of the area, and my knowledge is just as limited. From what can be seen, the Broken Lands are an endless series of winding ravines, high cliffs, rocky outcropping, jagged hills, sharp mountains and impassable wasteland. Needless to say, one rarely travels here for the scenery.

Along the Vesubia River, a beaten path barely 3 meters (10 feet) wide is all that guides the caravan from one end to the other. The river itself is convoluted, twisting and turning too many times to be counted. Greater rapids dominate almost its entire length. Still, there are a few spots where the water slows down, and at two of these, the caravans actually ford across the river.

The Vesubian trail crosses straight through the mountains of the area, making an arduous climb a daily event. Even the walk back down is dangerous and the slopes are very steep. Near the Glantrian end of the trail, off to the East, one can barely see a huge mountain peak covered in snow; this unnamed mountain is about the only sight on this side of the broken lands.

A second trail follows the Streel River to Ethengar. This trail is wider than the Vesubian trail. Since it passes through a rough valley, it often reaches widths of up to several hundred meters (yards). Although no less exerting than the Vesubian trail, there is definitely more scenery. First, after leaving Corunglain, there are two active volcanoes, each belching fire and lava down their slopes. Of course, because of the dangers of the volcanoes, the caravan route fords across the river and makes its way into the high mountains.

In the mountains, it passes along the base of Mount Valdomir, named after a Traladaran merchant who died here. Mount Valdomir reaches incredible heights and is perpetually covered with glaciers.

Once back along the river, both the trail and river pass in a huge canyon located between two very high plateaux. Often, unless the sun is at high noon, the caravan will remain in the shadows of the cliffs on either side of it.

Finally, a dangerous swamp known as the Mucks, where entire caravans have been known to be sucked down into the mud, is all that remains in the way to Ethengar.

The People

The people of the Broken Lands consist of nothing but barbaric goblinoids who follow the rules of the jungle. The strongest one leads the groups simply because he kills anyone who challenges him. Those goblinoids who manage to take charge of large groups often style themselves kings and queens, but these titles mean nothing in the civilised world of men and elves. And that is about the extent of civilisation in the Broken Lands.

Along the Vesubia river, trolls are the most frequent encounter. They mindlessly attack any caravan they see, not even fearing their own death. This of course makes them formidable opponents. Be warned: if you travel in the area, make sure to always - and I do mean ALWAYS - have a fire handy in case of a troll attack.

Near the Streel River, orcs and gnolls are the major threat to caravans. Although easier to deal with than trolls, they are more numerous and a lot craftier, making this journey dangerous in its own way. On the interesting side, these goblinoids seem to outright fear Heldannic Knights, remembering clearly the massacre the Knights caused on their people during the Wrath of the Immortals. Having a few Knights with your caravan is therefore a very good idea. Another idea that caravan leaders enjoy is to have some of their men dress up as Heldannic Knights, which causes the same effect. Of course, the Heldannic Knights themselves view this as heresy, so such activities are not without risk either.

Recent History

The Broken Lands have been without any true leader since Thar united the tribes under his banner [having lost most of his previous horde to Prince Kol of Glantri. Ed.], and invaded Rockhome while the dwarves where in the middle of a civil war. Thar lost that battle and never made it back to the Broken Lands. The only other goblinoids of note, King Alebane and Nizam Pasha, also left the Broken Lands, each striking out in their own direction. Only a handful of the goblinoid who lived here now remain, and even that population is dwindling.

Now, various new kings are trying to dominate the area, but none have had much success. As such, this only helps to create anarchy among the goblinoids. Only one has had any success so far; an individual named Deimos. Deimos' race still remains a mystery as none have seen him, but many speculate he is an orc [Adventurers who defeated Deimos after this account was written describe Deimos as a former human lich. Ed.].

But another threat has risen in the area - literally. The City of Aengmor is now the base of a group of shadowelves who themselves are trying to dominate the tribes of the area. Since the goblinoids are too busy bickering among themselves for power, the shadowelves are succeeding rather easily. I can only speculate that in a few years, all that remains of the Broken Lands will belong to the city of Aengmor. Still, on the brighter side, the constant battles between the shadowelves and goblinoids have made caravan travel much safer in the area than it has been in years.

Don't Miss

The only sight worth seeing in the Broken Lands, if one is powerful enough to survive the trip, are the twin volcanoes along the Streel River. These volcanoes are the only two in the Old World which spill lava down their slopes. The three volcanoes in Glantri, as well as those in Rockhome are ash volcanoes, belching out destructive clouds of burning ash [more information on the volcanoes are available in the Geology of the Old World entry in the Mystara Miscellanea. Ed.]. This makes them a unique sight found nowhere else in the Old World.

These lava flows follow predictable paths and are usually easy to avoid, so one can safely navigate in the area to good vantage points. Still, many have died when they believed they were safe (hence the reason the trade route takes a long detour around the area), so do not attempt anything without an expert to guide you along. When in a safe area, a favourite hobby of some is to place an item into the lava edge then remove it slowly. The lava will cool down and solidify, placing the emerged sections of the item in solid rock. These "items-in-a-rock" make good merchant curiosities, since most people believe that magic was involved somehow. 
Whatever happened to ... your favourite humanoids
Okay. Here it is. My take on what became of our beloved humanoid leaders following WotI:

Thar: Well documented, no need to relate.

Yazar: Presumed dead following WotI. (see PWA 1012).

Haa'k Hordar: One of the only tribal leaders left in the Broken Lands during WotI. She didn't join Alebane in his attack on Oenkmar, preferring to stay in Trollhattan and eat. She died of old age in 1013, while sitting on her throne (trolls have short lifespans- she was really pushing it, IMO). Her trolls have been pushed out or slain; many of them went to join their besieged brethren at the keep of C'Kag.

Zar: The aged Generalissimo of Kol is bedridden, awaiting his last days. He cannot speak, jaw being locked permanently together around the arm of a Glantrian soldier (his dreaded rabies). Kol spends many a moment with him, regaling him with tales of the glorious Empire of Kol. He will die happy.

Ohr'r: No longer chief of Bugburbia; the title was usurped by an upstart cub. Ohr'r doesn't care- being back in Glantri brings back memories of the good old days for him. He got in touch with friends from the Fellowship of the Pouch, and is now the Guildmaster of their branch in South Monsterland. (Okay, so all humanoids are thieves. He mainly does a lot of recruiting for his allies in the Fellowship when they need muscle or scapegoats.) He is happy with the current state of affairs in Glantri.

Doth: Any joy at the death of his wife, Queen Yazar, was short lived. Now he is forced to pay homage to a kobold?!?!? Thar was bad enough, but Kol? He sits and schemes against King Kol, but is too ineffective a leader to present any real threat. His goblin subjects are just waiting for him to die, to replace him with a real king.

Hool: Hool followed Thar gladly to the war with Glantri (Thar freed his homeland from High Gobliny rule many years ago). However, after many years of living under Kol's rule in South Monsterland, he sought a new path. His shamanic dreams were realised when, at the beginning of 1014, Wogar granted him a vision and a quest- to lead the latest humanoid migration: to retrieve the Blue Knife!

Nizam-Pasha: Nizam-Pasha is hopelessly insane now (which only makes his followers all the more dedicated to him). Ranivorus wants to make use of him before he is too far gone. When Ranivorus heard of Wogar's quest, he decided to send Nizam along as well, for some sinister plan that only the immortal knows. Nizam agreed, both out of religious zeal as well as to get away from Ohr'r and the bugbears.

Xilochtli: Vanished with the Blue Knife after Oenkmar was raided. Atzanteotl sent him who knows where. (I don't have any ideas here- I was thinking maybe Davania? Like the Bogdashkan tribal lands?)

Moghul-Khan: Conspicuously absent from the war, Moghul-Khan remained in the Bls (with Haa'k and Alebane)- he had nothing to gain from war with Glantri. When the Heldanners raided, Moghul and his people disappeared, presumably slain. In reality, they went underground, into the tunnel system under Ethengar where the Tangut Orcs, Moghul's allies, reside. He would have been content to stay here, but for the intrusion of...

Hutai-Khan: Hutai left with Thar to wage war on Glantri. At the conclusion of the war, he returned home, throwing off the yoke of control of the hated Thar and Kol. When he heard of Alebane's expedition to Oenkmar, he rallied his hordes for a return trip to that hated place. He sought vengeance on Xilochtli. He had tracked X. to the temple of Oenkmar, but was denied revenge when X. was transported away by his master (along with the blue knife). As for the defeat of the humanoids in Oenkmar...

Hutai-Khan's arrival in Oenkmar would have been awhile after Xilochtli's flight, according to PWA3. He would never have been able to catch him. Still, his motivation in returning there would not have changed (he didn't know the high priest had turned tail).

It would make for some interesting role-play, I think, having HK trying to lead his troops back to Oenkmar, considering his Quest not to discuss the city:

(HK and Alebane talk prior to their going)

HK: I understand you're going to raid... someplace?
AB: Yeah. City called Oenkmar. Heard of it?
HK: ...
AB: Anyway, it should be a lot of fun.

(At a war session with his advisors, in Oenkmar)

Advisor 1: Why Hutai-Khan never look at maps of city I draw? Him never want to talk about where we go.
Advisor 2: Me think he look at map when we all gone. Him know city real good.
Ad1: Me think you right. Him must want all credit for self. Rassimfrassim...

... Hutai-Khan, Alebane, and the new leader of the Oenkmarians, Tlatepetl, along with a number of their minions, managed to escape the doomed city with the assistance of Ximanga and his thugs. Together they made their way back to the Broken Lands- into the tunnel system where Moghul-Khan's hordes lay waiting. Fighting (of course) broke out, but eventually Alebane and Tlatepetl managed to form an alliance. All four leaders agreed to join forces, whereupon they left the underground and approached the orc keep of Dast, in northern Darokin. Fighting again broke out, but the orcs in Dast were weakened (many of their numbers had left to join the Great War), and couldn't long hold. From this new fortified position, the alliance began to take over the Orclands. Their main foe was the Trolls of C'Kag and their orcish minions (the trolls had finally taken over Gruuk). Allies came for both sides- the Hooplak hobgoblins and the orcs of Xorg joined the Humanoid Alliance, while trollish refugees from Trollhattan joined with the C'Kag forces. Finally, after many years of fighting, the HA has managed to take control over the Orclands. Theirs is a tenuous alliance at best- religious discord between the Hobgobland and Yellow Orkia factions; the Oenkmarian faction looks down on the other humanoids; and there are many malcontents among the trolls. The alliance holds, but for how long is anyone's guess.

A few other notes:

Ximanga: Once on the surface, he and his thugs left the other humanoids to pursue mercenary careers in the known world. He and his band could be a real asset to certain unscrupulous powers out there- perhaps Thyatian agents will employ them; maybe they will form a rival guild with the Thug's guild in Glantri.

Alebane: Many defeats and pains have weakened this once strong willed ogre. Now he has begun to fall under the influence of his Huptzeen ring- which has pushed him to the position he is in the Orclands of Darokin. It wants Alebane to start a war with the Republic, but such a move could only serve to shatter the alliance of the humanoids of the Orclands. Alebane has resisted thus far, but is weakening.

Tlatepetl: Not much info on this guy. I figure he's a bit of a snob (he's Oenkmarian, after all), and will seek to gain full control of the humanoids of the Orclands.

I thought about a possible background for this guy. I figure he's probably either a Hobgoblin or an Orc, given his military proclivities. Given that most of Oenkmar's population is Orcish, I decided he should be a red Orc. At any rate, my idea for his background is thus:

Pictlan the red orc was the greatest Tlachtli player ever known in Oenkmarian history. His team, of which he was naturally captain, consistently defeated all comers for many years running. Unfortunately, they had one bad season, and (as is the case often in the game of Tlachtli), it was to be their last. The team was going to be sacrificed on the altar to Atzanteotl. Lord Zotl Tehuantipoca, a big Tlachtli fan, had long admired Pictlan's leadership ability on the field, and saw an opportunity he couldn't pass up. Zotl offered Pictlan freedom if he would become a general in the Oenkmarian army; Pictlan agreed. Zotl's ally, Xoteczuma, replaced Pictlan with an orc who had been magically altered to look like him. Pictlan was freed, and came to work for Zotl, changing his name to Tlatepetl, so the clergy wouldn't find him. He cherishes a hatred for the Oenkmarian clergy to this day.

Also, I sort of like the idea that Xoteczuma and some of her Oenkmarian Wokan allies are now working with Tlatepetl in the Orclands.

Mokamet-Qadi: This gnoll is the son of the "powerful Gnollish qadi" that Nizam-pasha got his sabre from (GAZ10). He is a powerful wokan, and has gained the assistance of human mercenaries to train his hordes. With the backing of troops from the Gnollheim hills, and his recently acquired Nithian spellbooks, he will prove a nuisance at least to the Emirates.

Additionally, a note on the Great Migration:

I figured that the lands of the Tiger clan would be as good a location as any to initially send the Migration. Naturally, once the Migration reaches there, the Atruaghin Clans will go nuts (remembering the invasion of the 'noids many years ago) and fighting will break out. I figure this won't necessarily end badly, though, once Atruaghin learns the reason for the 'noid migration. He will probably convince his immortals (and, thus, the Atruaghin people) to aid the Supreme Hool in his quest for the Blue Knife, for a couple of reasons:

1) Atruaghin is Atzanteotl's mortal enemy; anything that can put a kink in his plans will suit Atruaghin- I figure stopping one of Atzan's big kahunas is a good reason.

2) Atruaghin doesn't want any more bloodshed among his people than is necessary. The other Atruaghin immortals will likely agree (some more reluctantly than others).

3) The Red Orcs (the primary force in the migration), share many cultural elements with the Atruaghin people, which may make communication more easy between the two groups. Indeed, perhaps a better relationship may be reached between the two, which will help to allay fears of the 'noids among the Atruaghin people. 
Darokin

Darokin (Republic of)
Location: West and north of the Five Shires.
Area: 68,964 sq. mi. (155,169 km2), not including the Orclands, which is only nominally under control of the Republic.
Population: 1,260,000 humans, plus a scattering of elves, dwarves, and halflings.
Languages: Thyatian Common (Darokinian dialect), but many other languages are represented among the populace.
Coinage: Daro (gp), half-daro (ep), tendrid (sp), passim (cp). For transactions involving large amounts of money (larger than 500 daros), a CLOC - Certified Letter of Credit - is used.
Taxes: 5% of annual income (8% for incomes over 100,000 daros), collected annually on Thaumont 1. Every 5 years, a net worth tax is assessed; anyone whose income has increased since the last assessment must pay 5% of the gain in taxes. There is also a 3% sales tax.
Government Type: Republic Plutocracy; it is a republic as leaders are voted in, but only the wealthy can apply for positions of power, therefore Darokin is also a plutocracy.
Industries: Agriculture, fishing, mercantile ability, and diplomacy.
Important Figures: Corwyn Mauntea (President, human, male, T6)
Flora and Fauna: Herds of cattle, horses, sheep, goats, and buffalo. The various mountains around the nation are home to mountain lions and bears. Malpheggi Swamp is known for its crocodiles and giant lizards, as well as being the refuge for roving gangs of bandits and goblinoids.

The southern part of Darokin is mostly covered with oak forests, while to the north, evergreens dominate. Around the nation of Aengmor, blight oaks can be encountered within the borders of Darokin.

The northeastern section of Darokin is known as the Orclands and is completely dominated by bands of goblinoids.
Further Reading: GAZ 11 - The Republic of Darokin, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Ursula Bremen

It is with the utmost pleasure that I am able to submit this description of my home, the Republic. It is a particularly nice change to be able to write a report that hasn't been carefully censored to relieve it of any potentially dangerous information. Without further ado, allow me to introduce you to the highlights of this land that I love.

The Land

The wealth of our nation can be traced back to the resources of the very land we live in. The vast Streel Plain - rich, fertile farmlands - provides food for all of Darokin's population, and the surplus is exported to many of our neighbouring countries, as well. A long history of struggles against outside oppressors, notably goblinoids from the northern Amsorak Mountains and the Broken Lands, has ensured that most of our heartlands are free and safe for people to live in.

Merchants and fishermen alike prosper in the waters of Lake Amsorak and the Streel river, while the surrounding mountains provide a wealth of natural resources to mine. Even the great, dismal Malpheggi swamp harbours hidden treasures - oil, exotic plants, and more - though it is only the most daring of merchants who attempt to take advantage of those.

The People

Derogatorily termed the "Land of Leftovers" by outsiders, the Republic boasts one of the single most diverse populations of any nation in the Old World. Thyatians, Karameikans, Ylari, Glantrians, elves, dwarves, halflings - all contribute to the long and rich cultural and racial history of the nation.

The people of the Republic benefit from the great wealth of our nation, perhaps more so than any other nation. Though there is a significant minority of truly wealthy people, even the most poor citizens (those of the Copper class) are still more well off than lower class citizens of other nations... and there are more opportunities for raising one's status in Darokin than anywhere else, too!

Most of the nation is ruled by the Outer and Inner Councils, with a heavy influence from the various Merchants' Guilds. There are still a number of dominions that are more feudal in nature; they are owned and governed by individuals, and their ownership is inherited. Such Borderlands tend to be less organised and often more dangerous than Heartland territories. Occasionally a Borderland is absorbed into the Heartland when its owner dies without an heir, or when the Council buys it out.

Recent History

Darokin's economy suffered greatly during the Great War, but has been steadily on the rise ever since. The DDC (Darokin Diplomatic Corps) was largely responsible for the creation of the Western Defence League in AC 1010, a union of Old World nations that mutually agree to provide assistance to each other. The WDL consisted originally of Darokin, Karameikos, the Five Shires, Ylaruam, and Rockhome. Rockhome withdrew over the Oenkmar incident in AC 1012 and Ylaruam withdrew in the midst of their civil war last year. The WDL hopes to renew its ties to these countries, as well as induct new members.

Trade with the nation of Sind has been steadily on the rise, following the events of the Great War, and ties have been renewed with the Atruaghin peoples to our south - notably with the Bear Clan on the northern side of the plateau. Tiger clan attacks on the Tenobar Borderland territory have been on the rise since the induction of a new high priestess last year.

Don't Miss

The city of Athenos is certainly a notable spot for tourists to visit. One of the largest cities in the nation (pop. 15,000), it is also one of the most ethnically diverse. The port town boasts travellers from all over the Old World- Ierendians, Minrothaddan, Sindhi, even the occasional Yavi. The Hin quarter is the largest population of halflings in Darokin next to the town of Hinmeet, and the city and surrounding regions boast the largest concentration of Makai tribesmen outside of the Ierendi Islands. Having one's fortune told by a Makai Oungan (shaman) is a popular tourist attraction.

The Averoigne Quarter is also popular. Averoignians fleeing the Forty Years War in Glantri [c.788 AC. Ed.] ended up in the region of Athenos, which was then a minor port town. The Averoignians were among the earliest settlers of the region, along with the Makai (many of whom had fled there centuries earlier, following Thyatian invasions of the Ierendi Isles). When the Athenos Canal was finally completed in 868 AC, and the city burgeoned as a major commerce centre, the Averoigne and Makai cultures were already well ensconced within the populace. They remain so to this day, and the Averoigne Quarter is one of the greatest legacies to their influence. Athenos is also one of the few cities in Darokin (Selenica being the other one) where most of the population is bilingual (speaking Darokinian and Sylaire).

Another site of interest is the Great Wall. Work began on the Great Wall of Darokin way back in Sviftmont AC 1010 [see PWA1, ed.] and was finally completed in Vatermont of AC 1014. The 6 meters (20') high wall runs for 200 kilometres (125 miles), from Fort Fletcher to Corunglain City, following the southern edge of the Broken Lands. It is a remarkable feat to have built such an immense project by human hands. I also find it rather amazing to stand on the wall, look to the horizon, and still being able to see the exact same wall stretch all the way out of sight. 

Orclands (Goblinoid Territories of the)
Location: Northeast of Darokin and Aengmor, southeast of Rockhome.
Area: Approximately 12,936 sq. mi.
Population: Estimated at around 15,000 goblinoids (primarily orcs).
Languages: Tharian Common (most dialects, but Orcish dialect is the most common).
Coinage: Any (mostly stolen).
Taxes: Whatever can be taken from one's underlings.
Government Type: Coalition of semi-autonomous nations, each ruled by a chief.
Industries: Warfare, subsistence herding. Limited mining (primarily in the region of C'Kag).
Important Figures: Alebane (King of Xorg, ogre, male, F10), Hutai-Khan (Khan of New Hobgobland, hobgoblin, male, F9), Moghul-Khan (Khan of Dast, yellow orc, male, F9/rumored to be a Devil Swine), Tlatepetl (Governor-General of C'Kag, red orc, male, F10), Khordarg (Red dragon, male).
Flora and Fauna: Aside from the predominance of goblinoids in the region, many monsters can be found here. These include animal herds (primarily deer), apes (snow and white), black bears, mountain lions, and wolves. There are rumours that a large red dragon made its home in the area near C'Kag a long time ago.
Further Reading: GAZ 10 - The Orcs of Thar, and GAZ 11 - The Republic of Darokin.

Description: by Ryuk-uk Tshaa (Ed. note: As this account was written' early in 1014 AC, before Ryu left to join up with the Great Migration, we are happy to be able to expand upon it with additions from an intelligence report by Ursula Bremen)
While searching for missing genealogical data linking the Trollhattan trolls to their ancestors in Trollheim (In the Broken Lands and Vestland, respectively. Ed.) my companion Starkad and I found ourselves in the Orclands, where decidedly interesting developments were taking place.

The Land

The mountains of Orcland are an even more harsh, barren territory than those of the so-called Broken Lands. Sheer mountain bluffs, almost perpetually covered in snow, are the predominant feature here in the Dwarfgate Mountain range. Vegetation is minimal, and the few animals that we have seen appear woefully undernourished.

The People

The majority of the goblinoid denizens are orcs, of the so-called 'common orc' variety. There are a surprising number of Orcus Hyborianus species intermixing with those of the species Orcus Porcus here (For more on the various species of goblinoids, see the 'Orcs of Thar' gazetteer by Sir Bruce Herdland, a noted Glantrian scholar. Ed).

Of the other goblinoid denizens, there is a large population of red and yellow orcs, with a smattering of hobgoblins and ogres. I suspect this is a very recent development, with displaced goblinoids fleeing their ancestral homes in the Broken Lands due to Shadow Elf incursions there. The sheer increase in numbers here in Orcland seems odd, though, as the Great Crater is a noted haven for goblinoids since the Great War. I suspect other factors at work.

The region of C'Kag was until recently inhabited primarily by trolls with a reputation for being uncharacteristically expansionist, particularly in a species of such low social sophistication.

Recent History

The Orclands have always been a bone of contention for Darokin. The lands themselves have long been considered the Republic's, due to the fact that no one else wanted them (which is perhaps suitable for the 'Land of Leftovers', as Darokin is sometimes called). This has often led to diplomatic difficulties with surrounding lands, who assumed the Republic had some control over the raiding goblinoids who made their homes there.

In the years prior to the Great War, goblinoid activity was at a suspiciously low level. It was suspected that the orcs of the area were busy defending themselves against the trolls of C'Kag. Such concerns took a back seat when the hordes of Hule began their war with the Republic.

Recently, the goblinoids have once again become very quiet. Some of those stationed at Fort Hobart informed us that the Republic suspects another internal goblinoid war is taking place, but they are unsure of with whom. Darokinian forces are staying on the alert.

From a report by Ursula Bremen-

"... reports of their demise was premature. The ogre king Alebane, the hobgoblin Hutai-Khan, and a General Tlatepetl (see attachment E), apparently survived the Shadow Elf assault on the city of Oenkmar (now known as Aengmor- see attachment F) in 1012 AC. We suspect that they escaped by way of (CENSORED), and made their way to the surface.

"It appears as if they returned near the Orclands, where they formed an alliance with the orc Moghul-Khan (Moghul-Khan has been holed up in Dast since the end of the Great War. See attachment H). From there, it appears they spent the majority of the next year conquering the Orclands from the trolls of C'Kag, who had dominated the region since before the Great War. It is possible that (CENSORED) supplied the goblinoids with arms; we have sent an agent to investigate.

"The goblinoid coalition is now in control of the Orclands, though theirs is a tentative alliance at best. Religious differences plague the denizens of Dast and New Hobgobland (formerly Grukk). The greatest threat seems to be the keep of C'Kag, which has been under heavy construction. General Tlatepetl is still an unknown, and it has been difficult to get an agent in past his patrols. We hope to (CENSORED)."

Don't Miss

There is a great deal of activity around the region of C'Kag. New construction is being built by the trolls, now apparently the slaves of red orcs. Starkad is quick to point out the effectiveness of the buildings as military fortifications (Ed. note: Ryu noted at a later date that these structures bear a strong resemblance to buildings in the lands of the Tiger Clan). We were unable to stay for long, for fear of being spotted by the heavy patrols in the area. Starkad also reports that he spotted a red dragon in the vicinity.

From a report to the DDC by Ursula Bremen-

"... red dragon that has raided the surrounding lands for the past few weeks has returned to the mountains near C'Kag. This may bode ill, as Darokinian agents have suspected for years that there was some force masterminding the trollish attacks in the Orclands (see attachment L). (CENSORED) will remain in the region to investigate this development." 
Thought on Darokin
The Daro, or Darokinians are descended from an Antalian/Traldar mix. In this case, the Antalian influence comes from a group of Antalians who had lived on the Ethengar Steppes from 2400 BC through 2000 BC; at that point in time, they were driven south into the Dwarfgate Mountains by the invading horde of Oltec-Neathar peoples who would one day be known as Ethengars (the proto-Ethengars migrated north and east along the Streel River, from the area of modern Darokin; they were remnants of the Taymoran Slave Caste and Serf Caste). The proto-Ethengars drove groups of the steppe-dwelling Antalians south and east (the north was held by stronger, Norse-Antalian tribes and the west was in the grip of the Thonian Ice Age). The lowlands and plains of modern Darokin were held by more powerful relatives of the proto-Ethengar (almost entirely Neathar, with some Oltec descent, these people were descended from the Serf Caste and Merchant Caste of the Taymora). So the Taymoran Neathar folk held the lowlands and plains, and the Antalians held the mountains; then in 1500 BC the Nithian Ptahr al-Dar clan colonised the areas corresponding to modern Karameikos, Thyatis and Darokin, intermingling with the native Taymoran Neathar. Within 100 years, the Nithian culture of these peoples had "regressed" to a more barbaric state, and the combined people came to regard themselves as the Traldar. The Southern Traldar (south of the Cruth-Black Peaks-Altan Tepes range) were more "advanced" culturally than their cousins to the north, in the lands of modern-day Darokin (this was in part due to the influence of the Hutaaka as well as their closeness to the sea; they kept more in contact with other, more advanced cultures). The Northern Traldar also had a greater admixture of Oltec culture than those of the south (more Slave Clans were found in the farming plains of the north than in the more mountainous south during the Taymoran Era), as well as Antalian influence from the Antalians of the Dwarfgate Mountains. Also note that the Dunael folk of the Isle of Dawn (the Mystaran equivalent of the RW Celts) were descended from Antalian and Oltec peoples (having evolved ca. 2200 BC); so the Northern Traldar actually had more in common with the Dunael than with the Southern Traldar (Northern Traldar were Neathar-Oltec-Antalian- Nithian mix; Southern Traldar were Neathar-Nithian-Oltec mix). [If you watch the Hercules/Xena shows, the Southern Traldar were the "Civilised", citified Achaeans of Hercules, and the Northern Traldar were the "Barbaric", rural Celtic types of Xena].

In 1000 BC the Beastmen Races surged forth from the Broken Lands, destroying everything in their wake; this included most of the Northern Traldar and many of the Southern Traldar (around 1 in 10 Northern Traldar survived the invasion; about 1 in 5 Southern Traldar remained in their lands after the invasion). The Beastmen also pushed the Antalians out of the Dwarfgate Mountains; these peoples survived the destruction of "Civilisation" better than even the Southern Traldar, as they had less of it than even the Northern Traldar (the casualties among the Northern Traldar were due to the fact that they felt the brunt of the initial Beastman Blitz, not due to collapse of infrastructure, as was true for many Southern Traldar Kingdoms).

The Antalians moved into the plains and lowlands that the shattered remnants of the Northern Traldar lived in, and merged with these people. Precariously placed between the Red Orcs of the west and the emerging Elven Nation of Alfheim in the east (the Canolbarth being founded in the area of Mealidor in 800 BC, the forest reached as far west as the River of Monsters by 500 BC), the Humans of the land, like their cousins to the south, by 500 BC began to identify themselves as descended *from* the Traldar, rather than being *of* the Traldar. The Northern Traldar/Antalians became known as the Traladaro, while the Southern Traldar became known as the Traladara. By 200 BC the Traladaro had shortened the name to simply Daro. The languages of the two peoples were even more greatly divergent, as the Daro had been very strongly and directly influenced by the Antalian peoples (there was also a great deal of influence from the Elves). The Daro tongue was *based* on the Antalian language, with strong influence from their Traldar antecedents; the Traladara language was *based* on Traldar, with influence from Thyatian and Kerendan (which were Antalian-Traldar and Antalian-Dunael languages, respectively). [I think that the real-world relationship would be somewhat similar to that of the RW Norman French vs. Romanian]. So the Darokinians are, in fact, descended from a Hattian-type people (the Hattians being mostly pure-Antalian); there is also the Celtic and "Italianate" influence (Traldar, or "Achaean Greek", in this case, but close enough). [I suppose that the Northern Traldar might also have been compared to the RW Dorian Greeks in their pre-civilised state (ca. 1600 BCE, RW), as much as with the Celts].

[The idea that the Daro are descended from numerous different peoples, I think, comes from the section in GAZ 11 titled "Land of Leftovers" (pages 4 and 5). In this section is described the migrations of peoples from different lands into Darokin, the majority of which take place from 725 through 925 AC. Prior to this period, there were a few other periods of in-migration; first and foremost were the Alasiyani migrations of the late 200's, which resulted form the Thyatian and Alphatian settlement of the Alasiyani desert and surrounding regions. ]

By 250 AC, the Attleson Dynasty was still strong and longed to expand eastward. The Prince of the City State of Salonikos (descended from a long line of Southern Traldar Kings, but thoroughly Darokinian in culture) had long resisted the overtures of the King of Darokin to become a vassal. Mithras II showered gifts on the Alasiyani Sheikhs for their support in destroying the upstart prince. The combined forces of the Darokinian Knights and the Alasiyani Nomads destroyed the forces of the Salonikan Prince, and the City State fell. Many of the Alasiyani settled in the new Darokinian Principality, where the most powerful of the Sheikhs was made Archduke under Mithras II. Eventually, the city came to be known as Selenica, and the culture became thoroughly Darokin, as the Alasiyani merged with the local peoples (many of the Alasiyani who did not wish to settle in Salonikos were granted passage through the kingdom to the Sindhi border, where they were welcomed as mercenaries and kindred spirits).

During the early half of the reign of Attleson Kings (88 AC through the late 300's AC, the "Golden Age" of Darokin) the kingdom reached its maximum extent, and its kings were hale and sane. Some small in-migration occurred during this time, mostly from the surrounding lands which the Attleson Kings had added to the Kingdom (parts of Traladaran Sindhi and Alasiyani territories were held by the king; there were also the trans-Sierran settlement north to the Red River, but little ever came of them). The latter half of the Attleson Dynasty (ca. 400 AC though 725 AC) saw three larger in-migrations occur:

--- a number of Flaemish clans (beginning around 400 AC; many of the Flaems, like their Alphatian cousins, found they had not nearly as much magical power as previously; those of little magical prowess but otherwise quite talented found their way into Darokin, where their talents were more appreciated);

--- the in-migration of a fair number of Thyatians, Kerendans and Hattians in the early to mid 500's AC. The Empire of Thyatis had a period of Theological chaos during the rule of the Theostridaes of the II Kerendans Dynasty (dedicated purely to Vanya in her Most Bellicose Aspect), the Hattian Knights of Vanya were at their peak of power until Zendrolion V "The Inquisitor" was slain by Tarantius I "The Kind". The cities were not safe for those who followed the more tolerant Pantheon, let alone for those who revered a faith that did not include Vanya; thus, a number of urban folk left mainland Thyatis, either for the colonies or elsewhere, including Darokin. The Linton House is descended from a Thyatian/Hattian family from this migration.

--- the years 640 through 660 AC saw the reduction of Alphatian power on the Isle of Dawn and the rise of the Thyatian standard, until the entire Isle of Dawn was a Thyatian dominion by 660 AC (the Oesterpolitian, or Redstone Dynasty, was based not in Thyatis City itself, but rather in the Great Citadel at Redstone). Many of the native nobility and merchant class loyal to the Alphatians fled the land, either to Alphatia proper or to other lands, including Darokin. Many Danoia and Dunael fled to the inland regions of Darokin, settling in the Borderlands; many Amancerians and Daumancer settled in the more urban regions.

The most common factors of all three of these in-migrations was the fact that all these peoples were assimilated *by* the Daro culture; they left some mark, but not enough to cause any major evolution on the part of Daro society (these were in-migrations, *not* invasions). The Daro still spoke Daro (a language evolved from Traldar with many Antalian influences, *not* a dialect of Thyatian, which is an Antalian derived language with influence from Milenian, which in turn is a derivation of Traldar); there were a sufficient number of borrowed words and phrases to indicate minor evolution in the language, however, and this would become more pronounced as more peoples migrated into Darokin in the 8th through 10th centuries. The difference between "Low Daro" (the more "bastardised" dialect) and "High Daro" (the purer, more stilted dialect) is about the same as that between "American English" and "Queen's English"; enough that there is social status differentiation, but not enough that they are by any means different languages (Darokinian Thieves Cant is equivalent in this respect to a Cockney accent, with Dickensian thematic throughout, and more than a dash of Monty Python).

Modern Darokin (or, at least the more recent history of it...) The 8th through 10th centuries AC saw numerous wars and revolutions which caused massive migrations of peoples across the land.

--- First came the migration of the Erewan Faction of the Erendyl Clan in Alfheim in 700 AC; most of the Erewan would stay in Darokin for a period of time before finally moving on to the Highlands in 710 AC; some would remain in Darokin (a number of the Erewan who remained in Darokin would intermarry with Umbarth House).

--- The unification of the Kingdom of Sind under Rajadhiraja Narenda ul Nervi in 714 AC caused the migration of a number of Sindhi (and Darine); mostly, these Sindhi would remain west of Lake Amsorak, but some would make the crossing and settle in Akorros or Darokin City.

--- In 720 AC, Morphail Gorevitch-Woszlany, Lord Count of Rymskigrad in northern Traladara brought the baronies of Volaga and Ivorga under his control (he had earlier in the year dedicated himself to the service of the Immortal Nyx, and had become a Greater Nosferatu). Over the next five years northern Traladara was in a state of war, as the Count of Rymskigrad attempted to conquer the lands of the Duchy of Halavos (modern Kelvin). The war destroyed the economy of the northern Traladaran states (long since fallen from the grasp of the Attleson Kings), and many of the natives fled elsewhere, including north into Darokin. In 725 AC Rymskigrad fell to the forces of the Duke of Halavos, and the Count of Rymskigrad (known in Traladaran legend as the Black Count of the Moors) was staked through the heart by the Duke himself (unfortunately, the Count was saved by his minions before the Duke had the chance to finish the job). With the destruction of Rymskigrad, the trickle of refugees to the north became a flood, as the entire population of Rymskigrad fled the purge of the Duke of Halavos (the northern territories of Traladara have yet to recover from the decimation and out-migration of the population at this time). The Traladaran refugees settle in the area around Selenica, protected by the wiles of their cousins, the Darine Gypsy folk.

--- In 728 AC the Alphatian Colonies in Alasiya got the upper hand on the Thyatian Colonies and destroyed numerous settlements. Thyatian, Amancerian, Espadi and Hattian colonists either returned to Thyatis or decided to move on to the new territories opening up in the Highlands; they travelled through Selenica en route to the northwest, and while passing through met up with and joined the Rymskigrad refugees. Thus a very large and mixed group of peoples left for the Highlands in early 729 AC; while many would complete the trip to the Highlands, nearly as many would stop on the way in Darokin and remain in a town or village where they either felt at home, or when they felt they just couldn't go on any further.

--- It must be noted that this period (early to mid 700's AC) was a turbulent one in the history of Darokin; the Reign of the Darokin Kings had come to an end with the death of Santhral II Attleson in 723 AC; local princes, dukes, marquis and barons would openly assume power, and many petty wars were being fought over local land and rights. The merchant class, who had gained power over the last century, was the unifying factor throughout the land (they were the ones to guide the refugees throughout the kingdom, milking them for all they were worth in some cases). Many lords welcomed the opportunity to settle their territories with the Traladaran, Thyatian, Amancerian, Espadi and Hattian refugees; it meant more income and the growth of their own territories.

--- At the same time that the Thyatian, Traladaran, Hattian Espadi and Amancerian refugees were heading to the Highlands, refugees of another sort were also fleeing to that land. The d'Ambrevilles, fleeing from their own native world, arrived in the Highlands in AC 728; by 729 AC, a number of the d'Ambreville clan and their allies would discover that their magical prowess was less on this world than it was on the old (similar to the loss of power experienced by the Alphatians and the Flaems, but different in essence). Many of the less-magical Averoigne would settle to the south, just as the Flaems had done three centuries ago.

--- In 735 AC Donatello "The Black" Matrongle, last legitimate member of the Matrongle Royal Line of Ierendi, disappeared while exploring southern trade routes; the Council of Lords of Ierendi seized full power and began the Forty Year Terror. Many merchants and commoners fled to Athenos or Port Tenobar; for a brief period, the might of the Darokin "Navy" grew, as these expatriates added their expertise to the Daro efforts.

--- With some exceptions (notably, an influx of peoples from Klantyre and Averoigne in the late 740's AC), the next 50 years were ones with little in-migration; mostly, peoples were moving within Darokin itself, as the balance of power shifted from one prince to the next, or as war flared up in one province or another. Many of the Ierendi returned to their native land in 775 AC after the Merchants Rebellion limited the power of the Council of Lords (and allowed for the popular election of a King and Queen); many of those born in Darokin remained, however, and continued to thrive in their adopted land.

--- Beginning in 784 AC the Highlands experienced over forty years of incessant war; many of the peoples there returned across the Broken Lands or through Fletcher Pass and settled in Darokin, like many had done 60 years before. This was also the time of the Orcwars (beginning in 800 AC), the Highlands Gold Rush (801 AC, attracting many Dwarves and other prospectors) and the time of The Plague (802 through 805 AC, with sporadic outbursts for the next 50 years), all of which was centred just north of Darokin, in the Highlands or in the Broken Lands.

--- Darokin was badly hit in The Plague, as over 30% of the populace was taken (naturally, a higher percentage in the cities than in the countryside). Dwarves, who were immune to The Plague, were driven out of the Highlands in what is known as the Years of Infamy; many of these Dwarves settled in Darokin and the mountainous Sindhi territories. The mainland was mostly quiet for a human generation, as nations recovered from The Plague (except, of course, the Highlands, which were in the middle of the Forty Years War).

--- The Alasiyan wars heated up in the mid 820's AC under the leadership of Suleiman Al-Kalim; the Alphatian and Thyatian colonies, much harder hit by The Plague than were the Alasiyani, could not resist the "Desert Wind" of the Faithful, and the colonial presence was driven from the desert within five years (725 through 730 AC); the founding of the Confederated Tribes of the Emirates of Ylaruam followed in 731 AC. This was also the time of the founding of the Highlands Republic, under the leadership of Lord Alexander Glantri. Following the formation of these nations came the usual banishments and migrations (on the part of the losing side, of course). All Dwarves were expelled from the Highlands Republic, and many Thyatian and Alphatian settlers decided to leave the Emirates (though Suleiman Al-Kalim did not force them to leave, they felt decidedly uncomfortable under the new regime); many non-Faithful of the Emirates also fled (mostly Hazar, they would settle either in Selenica, with the Espadi in Provincia Septentriona or in the Duchy of Tel Akbir in Thyatis).

--- A similar out-migration from Ylaruam and the Highlands took place in 858 AC, with the foundation of the Council of Preceptors and the University of Eternal Truth in Ylaruam and the Light of Rad decision in the Highlands Republic (then renamed the Republic of Glantri, or more commonly, the Principalities of Glantri).

--- Thereafter followed forty years of peace and growth, until the reign of Thyatian Emperor Gabrionus IV "The Conqueror" Tatriokanitas (890 AC through 913 AC), who re-established Thyatian dominance across the Empire and inspired more than a little intolerance. Many Thyatians and subject peoples decided to move on to greener, more tolerant pastures; this included Darokin and Glantri (well, Glantri for those who had magical talent, Darokin for those who didn't). Thus, another wave of Amancerian, Thyatian, Hattian, Kerendan, Daumancer, Ispan, Danoia and even a few Caerda, Nuari, Ochaleans and Alphatians moved into Darokin or on to Glantri (and again, more Traladarans after the conquest of Traladara in 900 AC).

--- Many believe that the Great Merger of 927 AC, which once again created an organised central government in Darokin was partially a result of the influx of immigrants; the reforms enacted at the Second Great Merchants Council in 934 AC included many references to the rights of immigrants, and reinforced the Darokin "Open Door" policy vis a vis Political Refugees.

--- Other than an influx of Traladarans and Thyatians at the formation of the Grand Duchy of Karameikos in 970 AC, there have been few major in-migrations in the last 100 years.

Though many a Darokin citizen can proudly claim descent from immigrants, many are more likely to identify with their Darokin antecedents.

 Darokin Merchant Lords
As you know, GAZ11 does not give a great deal of information on important persons of Darokin (instead choosing to concentrate on unimportant ones ;) So I present here the proposed ages and levels of merchant house lords, along with reasons for choosing a specific age.

Proposed ages of Darokin Merchant House Leaders, AC1000

Corwyn Mauntea 46 (PWAs), Merchant 25
Lucius Linton 67, Merchant 23
* His third son, Corwyn Linton, is 38, and I assumed he got the third son around age 30.
Bertram Hallonica, 59, Merchant 20
* His father Rypien died in 988, probably around 70-80 years old. Nathalie Kalimi, 68, Merchant 18
* She is the widow of Vardon Kalimi, who retired in 971 (probably dying shortly thereafter). So Nathalie is probably quite old as well. Elissa Pennydown, 26, Merchant 17
* Pennydown was founded around 930, and Elissa is the great- granddaughter of the founder, so she should be quite young. Greenleaf Vickers, 27, Merchant 15
* He is a descendant of Sasheme Vickers, the first great diplomat, which presumably means he is not a son but farther along the line. Assuming the DDC was founded around the Great Merger or some time later, Greenleaf should be quite young.
Eshram al-Azrad, 44, Merchant 14
* This is arbitrary.
Arturo Franich, 51, Merchant 13
* Franich was founded in 937, and Arturo is the son of the founder, so he should be in the late middle age.
Mendel Callister, 47, Merchant 12
* Again, this is arbitrary. 

Darokin Adventurers'' Guild 

This is something I created IMC (currently 1004 AC).

Adventurers who want to set up shop in Darokin are strongly advised to join the Adventurers' Guild.

The Guild is open to both native and foreign adventurers. Joining the Guild is pretty simple: you just need to enter the nearest office of the AG (you can find at least one in the main Darokinian towns, the main guildhall being in Darokin City in First Avenue), state the name of your group and personal data of each member and finally pay the due fee. The Darokin Adventurers' Guild charges an annual fee of 500 daro, plus 0.5% of all proceeds made by guild members.

In exchange the Guild offers: almost certain job, reductions in selected shops, legal assistance and general support. Being expelled from the Guild is as easy as joining it. Offences that can result in expulsion include cheating the public, giving the Guild a bad name, committing serious crimes (including not paying taxes). 

Darokin City Sixth Avenue

This is something I wrote a while ago for my campaign (or should I say "my former campaign" ... :-( )

It's a description of a short tract of the Sixth Avenue in Darokin City before WotI.
Note: Me stands for Merchant.

Sixth Avenue - West Bank

Most of the shopkeepers have the home above their shop, but some of them live elsewhere in Darokin City. Usually those houses have also an underground cellar used to store goods.

Right Side (coming from Old Bridge)

Bookmaker: Mercutio Miggs (T4, Me4), 40 years old handsome man, owns this little shop, where people can bet on almost everything: wrestling matches, weather, harvesting season...
Mercutio is also a member of the Thieves' Guild and sometimes he secretly sells stolen stuff.

Doctor/Dentist: Beltramo Aumerle (C1 of Khoronus), 53 years old, has here his medical office. He is assisted by his wife Viola Faulconbridge (NM), a young (31 years old), beautiful and big-breasted girl.
Beltramo doesn't use magic, just herb, ointments and his healing skills.
Viola, born in Athenos, is always looking for handsome adventurers for nightly adventures...

PC: the building that now houses the PC was inhabited by a couple of young Darokinians, Paolo Beltramo and Helena Sheridan, until last month. They operated a financial agency, offering assurances, loans and various money investments. Paolo and Helena suddenly disappeared about a month ago. Neighbours say that they "were a well matched couple and they worked very hard".

Carpenter: the old Martino Huxley (F3, Me6, 55 years old) has here his shop, where he works with his three young sons Sebastian (F2, Me4, 22 years old), Sasheme (F1, Me2, 25 years old) and Paolo (NM, 16 years old).
In a few months Sebastian will marry Giletta Rand, daughter of a timber trader from Hendry, and will settle in Hendry. Martino is looking for a replacement.

Left Side (coming from Old Bridge)

"Attleson's Axe" Tavern: this tavern is managed by Royce family: Santhral (F3, Me5, 52 years old), Mitrissa (T1, Me5, 49 years old), Wesley (F1, Me2, 26 years old) and Yasmina (C1, 22 years old).
Santhral and Mirissa live at the second floor, while their son Wesley and his wife Yasmina bint Fuad (of Alaysian heritage) live in the East zone of Darokin city.
Santhral is the typical host: always-happy, not too inquiring and always helpful. His wife Mitrissa, though no longer young, is still attracting. Wesley and Yasmine are really fond of each other. Recently though, Wesley has lost too many daros in bets, so he's tempted to recover that money in quick and not-so-legal ways.
Wesley's older brother, Henry, was killed a few years ago by orcs, when he was on duty at Ft. Fletcher. Obviously his family doesn't like humanoids. This tavern is a meeting place for all sort of people: merchants, adventurers, con-men...

Armourer: Shawn McEvans (F10, Me7, 47 years old), son of a Klantryan immigrated, former sergeant in the Darokinian army and expert of weapons, is the owner of this armour shop. He has a shop-boy, Ivan Sergyev (T1, 15 years old), son of Karameikan immigrants.
In this shop, affiliated to House Pennydown, armours or just sold, not built. There're several armours, mainly leather ones, on the shelves. If necessary made-to-measure armours can be ordered to House Pennydown and will be available in a few days.
Shawn secretly sells also stolen Glantrian magical items. Ivan is a secret member of Thieves' Guild.
Furrier: the halfling Giff Gibberlin (Woodrake 3, Me9) is the owner and sole employee of this little fur and hides shop affiliated to Arden House, a minor House.
Giff usually buys the hides from hunters or adventurers, but sometimes he leaves the shop for a few days to get back full of furs and hides.

Rezak Xygar: Rezak Xygar (M12, Me2, see GAZ 11) has here his office of mage-for-hire.
Rezak is often away for work. He does not teach magic nor researches spells and magical items, but from time to time it's possible that he hires some adventurers to retrieve a particular magical item or a long lost book.

Wheelwright: the brothers Dirk and Johan van Limburg (both NM, 33 and 25 years old respectively) moved here from Bergdhoven (Glantri) a couple of years ago, because of political reasons and now they operate, on behalf of Franich House, this profitable wheelwright shop.
The two brothers like drinking and sometimes they can bee seen somewhat tipsy in the tavern or walking in the night while singing. Because of their past life, van Limburg brothers do not like mages, especially Glantrian and Alphatian ones. 

THE CHURCH OF DAROKIN
by MARCO DALMONTE

Pantheon of the Church

Asterius (Head): Patron of Trade and Communications

Koryis: Patron of Peace and Prosperity

Ixion: Patron of Law and Honesty

The Twelve Watchers: Patrons of Crafts and Work

Valerias: Patroness of Love and Charity

General Description of the Church

Darokin is "a land of leftovers" and the Church of Darokin reflects this mishmash of cultures and faiths. The Immortals worshipped by the church are all in friendly terms among them and above all some of them have been largely followed in Darokin long before the foundation of the Church itself, so they are well liked by the Darokinians.

Asterius is the unchallenged Head of the Pantheon, since he's always been the most revered deity in Darokin (as patron of Trade and Communications, the basis of the Darokinian society). The First Patriarch who founded the Church back in AC 930 is himself a devout priest of Asterius: he realised that to unite the Darokinians from the religious point of view he would have needed a strong religious figure to take as an example, and Asterius the Trader was the best candidate.

However, he also understood that the Church of Darokin should have been a polytheistic cult in order to incarnate the real spirit of the nation, a country based on the multiracial integration. This way he also added to the pantheon the other Immortals who best embodied the ideals of Darokin: freedom, honesty, sacrifice and equality.

Darokin is the most advanced, democratic and liberal state in the Known World (and possibly on Mystara). Almost every church has at least one "mission" in Darokin's territory, (mostly) peacefully competing and coexisting. Usually there are clerics from different orders in towns large enough to support several clerics. They generally engage in petty competition, but they share the same general goals of prosperity and protection for the villages. The Church of Darokin embodies the epithet of the "typical Darokinian church", and draws many traditions from the other faiths affiliated to it. But this doesn't mean that the Church of Darokin worships ALL of these Immortals (it would not last much if it put side to side a cleric of Koryis and one of Thor, for example). The Church of Darokin worships those immortals that most embodies the "spirit of the nation", a spirit of freedom, sacrifice, equality and endurance against the adversities. Asterius, Ixion, Koryis, the Twelve Watchers and Valerias are the ones that fit this role.

As a final note, it must be said that the Church of Darokin is not the most powerful church of the Old World, nor it is much widespread (aside from Darokin itself), mainly because it is a church founded FOR the Darokinians. It is surely the most important in the Republic, however the Church of Darokin is NOT the official state religion, because Darokin has no state religion whatsoever: this way nobody gets offended or can be punished for what is normally believed a very personal matter. The Church respects the right to worship other faiths, but it constantly tries to "direct people on the right way" as much as the other cults do. However, it will never issue a holy crusade against a nation or a faith just because it goes against the Church's precepts, unless it threatens directly Darokin or the very existence of the Church of Darokin.

The common vestment of the cleric of the Church is a besant tunic with a golden circle on the upper torso. Each cleric uses the holy symbol of its deity.

History of the Church

The Church of Darokin is a young church much like that of Karameikos. It dates back to the X century and was founded in AC 930 by father Simon Stone, a priest of Asterius, who is now its High Patriarch.

The different Immortals worshipped by the Church became popular in Darokin in different periods. The most ancient one is obviously Asterius, whose faith dates back to the I century AC, when the first merchants began to prosper and to grow in power under the protection of the elves and of the Eastwind dynasty. Valerias is the worldwide Patroness of Love and she was already worshipped in Darokin at the same time Asterius was, probably brought there by some Thyatian priests. The Twelve Watchers were already known and worshipped in Darokin by all the workers (much like Asterius) during the Attleson dynasty, while Koryis' faith was first introduced in Darokin by fleeing Alphatians (Koryis is an Alphatian deity in origin) in the IX century AC (after the Ylari kicked them off the Alayisian Basin) and later by Ochalean priests who came to Darokin at the beginning of the X century. Similarly, Ixion's faith was one of the last additions, brought to Darokin by Alphatians (IX century), Ethengarians (as Tubak, in the II century) and fleeing Ispans who chose to settle in Darokin instead of going to the Savage Coast at the beginning of AC 900.

The High Patriarch of the Church is an old wizened man in his eighties named Simon Stone, who happens to be also the founder of the Church. He is a cleric of Asterius who felt the need to unify the faiths of his beloved land to make the citizens feel more akin and closer to each other and to destroy any possible cultural and ethnic barrier still present in Darokin after the Great Merge. He founded the Church at the age of 30 and has subsequently assumed many potions of Longevity in his youth to fight against the passing of time only for one reason: to accomplish his dream. After the Church of Darokin has affirmed itself as the most prominent in Darokin, he stopped drinking potions and continued to age normally. He is now 83 (real age 115) and has already chosen his successor, a promising cleric of the Twelve Watchers in his thirties. The current patriarch will surely die before AC 1020.

Organisation of the Church

The Church is ruled by its High Patriarch (currently Simon Stone, C36 of Asterius), who is helped by a Council of Archbishops (clerics of all the Immortals worshipped) representing all the regions of Darokin (very similar to Darokin political government). The High Patriarch also has a special advisor called Holy Legate (currently Lino Volterra, C12 of the Twelve Watchers) that helps him in the bureaucratic affairs and examining diplomatic and religious issues presented weekly by the other priests. The Holy Legate is personally chosen by the High Patriarch among his more experienced clerics (of level 9th or higher) and he is destined to become the new High Patriarch at the death of the current one. There are only three exceptions to this rule:

1.If the Holy Legate dies before the succession. In this case, if the High Patriarch is still alive, he chooses a substitute. Otherwise if he's dead already, the Council of Archbishops votes to elect the new High Patriarch (there must be a majority of two thirds of the voting members to elect the Patriarch).
2.If the High Patriarch decides he is not worthy anymore to succeed him. In this case he simply chooses another successor and has the right to abstain from giving any reasons for his decision.
3.If at the death of the High Patriarch the Council of Archbishops decides (with a majority of two thirds as explained above) the Holy Legate is not worthy of the position. In this case however, the Council MUST explain the reasons for this decision and the voting must be based on the reasons and proofs put forward by the detractors of the Holy Legate (that's to say: no proofs of his faults, no motion against him can be passed).

There is one Archbishop for each major city of the Republic (with a population of 10,000 or more) for a total of seven Archbishops in the Council (the Archbishop of Darokin City is the High Patriarch himself who also lives there). The Archbishops administrate the religious and commercial business of the Archdiocese they represent, which is made up of smaller Bishoprics each one administered by a Bishop. The Archbishops have also the power to impeach the election of a new High Patriarch and to issue new proclamations or religious laws (majority of two thirds of the voting members needed), which must then be approved also by the Patriarch (he has the power to veto anything). The Archbishops are elected among the Bishops of a specific Archdiocese by all the other Bishops and Archbishops: the ones that obtains the most votes wins the title. The Archbishop remains in charge until his death or until he is expelled by the Council or by the High Patriarch for some strong reason (in this case even the Patriarch needs a reason to exhautorate an Archbishop). The Archbishop must be at least 7th level in power to be elected.

There is one Bishop for each Heartland inhabited by Darokinians, for a total of 33 Bishops. Each one administrates the religious and commercial business of the Bishopric he's in charge of and must always answer to his direct superior, the Archbishop of the Archdiocese his Bishopric belongs to. The Bishops have the power to ordain Priests and to publicly boycott those firms or individuals that go against the preachings of the Church and that threaten it or Darokin. For stronger and legal actions they must first ask permission to the Archbishop and then sue the offender legally (using Diplomats or Judges). The Bishops are chosen by the Archbishop that rules the bishopric they belong to among available the Priests of level 7th or higher. The Bishops remain in charge until they die or they are promoted to Archbishop or they are expelled from the clergy (see above). To become a Bishop a cleric must have reached at least 7th level and there must be a vacant charge, of course.

There is usually one (or more) Priest(s) for each village (with a population of 300 or higher) in Darokin, and each Priest has one or more Acolytes that help him. The Priest attends the ordinary and daily duties of the common cleric: he visits the followers to help them, he preaches every day during the holy mass to strengthen the faith of his parishioners, he attends the sick ones and offers solace to those who ask for it. He is also the spokesman of the common people when dealing with the hierarchy of the Church and can present petitions of any kind or any other request to his superiors (the Bishop or Archbishop -even though some Bishops don't particularly like to be stepped over). The Priest can enlist new Acolytes inside the order and teach them the basis of the faith in order to let them become priests in the future. Finally, he is the first defender of the village and of the Republic and must always show this to other people with his actions. The Priests are automatically ordained by their Bishop when they reach 3rd level and they are usually given the duty to found a new parish. If no villages are big enough to become a parish inside the Bishopric, then the Priest is allowed to move to another Bishopric or Archdiocese (thus changing the superiors he must answer to) or to become a missionary in another country or to stay within an already existing parish to help its Priest(s). No more than four priests are allowed to live in a single parish, though. A cleric must reach the 3rd level to be a Priest.

Finally, on the lowest step of the ladder of the clergy there are the Acolytes, the novices who want to become priests of the Church and study with a priest to obtain the required experience. They have no powers basically and must always obey the priests, helping him in his businesses and in turn he teaches them the precepts of the faith and the way to become a good cleric. The Acolytes must petition a Priest to enter the church and the priest has the right to choose or reject the applicants. A priest cannot have more than five acolytes with him. The Acolytes are always cleric of 1st or 2nd level and must not leave the priest until they reach 3rd level and are ordained Priest of the Church of Darokin. If they do go away they cannot enter the Church anymore, but this doesn't mean they will loose the clerical powers they've gained, provided they continue to worship and work for the Immortal they've chosen.

Wandering Priests of the Church

The Church of Darokin allows the existence of wandering priests, clerics that do not stay within a specific parish or Archdiocese but roam around the world trying to spread their beliefs. It tolerates them but do not really "encourages" them to take this road, because they feel that the priests should better stay and work for the welfare of Darokin. However the clergy know that it is its duty to spread the word of their Immortals, and for this only reason it permits the clerics who ask for it to go around the world in what is commonly referred as "cathechistic mission". The wandering priests (or Missionaries) now answer directly to their Archbishop and they must contact him every 5 years to keep him informed of their progresses and successes. If however the Archbishop is not satisfied or feels the need to call the Missionary at home for a special job, he can do it and the priest must answer immediately or be later trailed inside the Church hierarchy for insubordination. The Wandering Priests (Missionaries) must have reached at least 3rd level to leave their parish.

Ethics of the Church

The Head of the Church Pantheon is Asterius, and the Ring of Darokin is opened to every Immortal who has a particular love for that country (the Twelve Watchers are only Initiate but they/he is a distinguished member as his other Hierarch colleagues).

The Church exists to help Darokinians (or anyone else) live together in spite of the differences existing between them. The Church teaches to tolerate others, to work for the community and the welfare of the state and to behave honestly, because only the honest and trustworthy people will be rewarded both in this life and in the afterlife. The Church also operates many hostels for the beggars and the poor people unable to find a work (few in Darokin, so it's an easy job).

The Afterlife

The Church of Darokin teaches his followers to worship all the Immortal Patrons, and each one has a heaven for the souls to go in the afterlife. However, since nobody can be perfect and worship equally all immortals as a real saint (like High Patriarch Simon Stone), each believer will go to the heaven he mostly deserved basing on his actions in this life (for example: if he helped maintain or restore peace, he could go to Koryis', Valerias' or Asterius' heaven - -Asterius is patron of communication and this is the basis for every peace talk). This is the list of the heavens:

Asterius (Patron of Trade and Communication): Crystal Halls

Koryis (Patron of Peace and Prosperity): Fields of Dreams

Ixion (Patron of Law and Honesty): Bright Kingdom

The Twelve Watchers (Patrons of Crafts and Work): City of Perfection

Valerias (Patroness of Love and Charity): Hall of Roses

But what happens to those who don't live up to the beliefs of the faith? The Church of Darokin condemns more the false believers than the non-believers: in fact, the first ones have sworn to follow and to worship the Immortals but they haven't done it at all, whereas the second ones may not follow the immortals' ways, but at least they never pretended to. So there will be punishment for those who trespass against immortal laws, be them believers or non-believers.

Among non-believers, those who acted following the Church principles even without worshipping Immortals will be given a second chance to recognise their error and to bow to the greater powers: they will be reborn on this land until they swear fealty to one immortal.

Believers will be given another chance to prove themselves worthy of the heavens and will be reborn on the world (Outer Plane) where the heavens exist: there they will have to overcome adversities and find their way to the Immortal Heaven before the end of their life, or they will be condemned to wander forever outside of the heaven, being allowed to see what they lost but not to enter. They will then live in a state of non-life, which will be somewhat between life and undeath, free to act as they will until the time will come when the Immortal will forgive them all and open the doors of his heaven to these lost souls.

Non-believers will instead be sent to Limbo, where they will linger forever trying to escape the fiends and demoniac beings that prowl that desolated world, without hope for a better tomorrow.

NOTE 1: According to Bruce Heard's articles on Dragon, Limbo is where people not faithful to their beliefs go. The Church of Darokin identifies this place with the Hell of non-believers because it's populated by those who didn't follow their moral and ethic beliefs and who are now condemned to live as independent people, detached from the deities and from each other. There could be no worse place for a church that preaches communion, peace and friendliness among people. To the Church of Darokin Limbo is basically a big representation of the real world clouded in a perpetual dusk by a cap of dust. The inhabitants cannot see each other clearly, thus they cannot distinguish clearly between other souls and demoniac spirits that haunts that wasteland, and so they live in constant fear.

NOTE 2: of course, what happens to non-believers is highly debatable, since this category comprises all the atheists (and there are many). This is just what the clerics think, not necessarily what really happens. As for other religions, the Church of Darokin tolerates them as long as they don't preach beliefs or an ethic code that go against the church principles.

Resurrection and Undead

According to the Church of Darokin beliefs, real followers have only one chance in life to prove they're worthy of the Immortals' reward (heaven). Thus the priests of the Church are forbidden to Raise or Resurrect any dead believer: after all, they have already been judged by the Immortals once they died, and the priests cannot oppose the immortals' will in any way. Any priest discovered to perform such a ritual will be expelled immediately from the Church. However, the priests are not forbidden to Raise non-believers, especially because they will then have the chance to convert the non-believer and to make him see the true faith. They will usually try to know the way the non-believer acted in his life and the way he died, and only after evaluating the pros and cons he will judge if there can still be hope for his soul or not. This way, about a week will usually pass before a priest of the Church of Darokin decides whether to raise a person or not.

For the same reason, the enemy of the Church is the Undead race. The priests of Ixion in particular fight a personal crusade to eradicate this plague from the face of the world, considering undead no more than souls that have been negated their final judgement. It is their duty to put these restless dead to sleep once and for all, both for their sake and for the livings'. The priests of the Church refuse to Animate or Speak with the Dead because it is considered immoral and unclean to meddle with the afterlife. The followers respect and pay tribute to their beloved dead ones, but they must never try to communicate with them nor to bring them to life again, because this way they will negate them what the Immortals have arranged for them.

For these reasons, the priests that belong to the Church of Darokin have not access to the spells Speak with the Dead and Animate Dead, getting instead the use of Protection from Poison (3rd level Druids' spell) and Control Temperature 10' radius (4th level Druids' spell). 
DAROKIN NPCs
Darokin, land of merchants, is home to a number of power-brokers and up-and-comers...But not everyone in this magnificent centre of mercantilism is a fast-talking, wheeling-and-dealing merchant; below are a few examples of other people to meet in Darokin.

GIOVANNA D''ESTE

Giovanna is the eldest daughter of--and sole heir to--shipping magnate Octavio d'Este of Este, east of Corunglain. But Giovanna is more than a simple heiress. She is a remarkable young lady who has, through her passion and determination, become the foremost patron of the arts in all of Darokin. When she was but five years old, her father hired the best tutors available in such diverse subjects as music, languages, and the natural studies. Giovanna became one of the most well-educated young ladies in all of Darokin; but what truly attracted her, "sometimes to distraction," as her father would say, was fine arts and literature. Giovanna discovered that the newer painters and sculptors of northern Darokin (persons of Caurenzian descent, like herself) were being neglected in the cities for pieces in the older, Traladaran-influenced style. Artists in the northern towns and cities of Este, Akorros, and Corunglain were languishing in obscurity while their revolutionary style, which enhances Thyatian realism with an air of stylised perfection and an attention to light and shadow on the human form, was threatened with extinction. Giovanna, then only sixteen, appealed to her father to grant her an allowance to be spent not on frivolities, but on the patronage of three of these artists, who are now (two years later) becoming recognisable names in Darokinian art, thanks to this remarkable young lady's support: Angelo Buonotti, Leonardo da Verona, and Artemmisia Orazio. Giovanna is also known to support literature, and has recently paid to publish the controversial work of Niccolo Machionella, whose support of a strong, central monarchy at the expense of mercantilism and republicanism have earned him the wrath of the Old Guard. (Giovanna's support of this writer has earned her and her father the repudiation of some of their former merchant friends.)

Appearance. Giovanna is a lovely young lady of dark Caurenzian hair and eyes. She tends to dress in the dark velvets and brocades common to northern ladies. She carries herself with an air of authority and even superiority, but persons approaching her will find her friendly and open, with a quick smile.

Personality. Giovanna tends to be coolly professional in business dealings, but persons who earn her patronage are quickly considered friends. She is warm and engaging in conversation, and rapidly becomes the centre of male attention at any social function.

What She Says. "Castiglioni writes that a true daughter of the aristocracy should be educated in the finer arts as well as the domestic arts, for she shall be required in her adulthood to entertain and converse with men of distinction. Surely you wouldn't want your wife to be thoroughly boring, Callan?" (to Chancellor Mauntea's eldest son Callan, in response to his disdainful remark concerning women's education)

What Others Say. If only she would approach the business with such dedication... (Octavio d'Este, Giovanna's father, with a smile)

CASSANDRA VARSHO

Once, Cassandra was young wife with a successful merchant husband and two small children. She was bright and cheerful, and enjoyed planting flowers and making up games for her little boys. Then, one day, her husband came home from a week-long business trip, packed his bags, and left. And he took the children with him. Cassandra pleaded with him to know what she had done, but he would not say a word, only ushered the boys into the carriage and drove away. Cassandra was shattered; she took to sleeping on the front steps of her house, lest her husband drive the children by and she not see them. The neighbours feared that she was going mad. Finally, an anonymous message arrived; it informed Cassandra that her husband had left because a local woman--a personal enemy--had convinced her husband that she had been unfaithful to him. Knowing that she had been wronged, but having no way of finding her husband and children to tell them so, Cassandra broke down. She sat in the house, in the dark, for months. At last, her fevered mind offered up an idea; Cassandra sold all her belongings, her house, and property. She bought a small building in the capital and hired a retinue of puppeteers. From that day on, the Darokin City Children's Puppet Theatre has offered low cost entertainment for children of all ages. Cassandra watches every crowd, hoping to see a glimpse of her boys, for they loved puppets and puppet shows above all else, and their father would deny them nothing. Surely they will come today...

Appearance. Cassandra is a beautiful, graceful woman whose figure resembles that of a dancer. But closer inspection reveals that her clothing is shabby, her face is pale, her long black hair is dishevelled, and her eyes are ringed with dark circles.

Personality. Cassandra is a tragic figure who lives above her theatre, and never appears openly in public. Therefore, visitors to the theatre might see her only when she pulls the curtain aside before every act, searching the faces of the children in the crowd.

What She Says. No direct quotes are attributed to Cassandra, who seldom speaks even to her employees.

What Others Say. "Poor dear. She has suffered so much." (Holy woman Mother Sabine-Rosaire, who has prayed with Cassandra for her family's return)

CAPTAIN TYR

Captain Tyr is a crusty old sea captain who runs a carriage and buggy service in Athenos. Upon his retirement from the navy in 1007, Tyr found that his military pension was not exactly what he had expected it would be. He tried to find work as a merchant marine, but his captain friends had no positions to offer. He took odd jobs here and there, but found them for the most part tiring and humiliating. Then he hit upon the idea of giving carriage and buggy tours of the city for a small fee. The tourists loved his dry wit and inside-out knowledge of the sea port area, and Tyr was an instant success. Today, Tyr sometimes even professes to enjoy his second career better than his first (just not around his buddies).

Appearance. Tyr is the stereotypical old sea captain: weathered face, wild white hair, and eyes with a permanent squint. He dresses in old naval uniforms for effect, and usually has a corncob pipe jammed into one corner of his mouth.

Personality. Tyr is a gruff-sounding but cheerful soul who always makes his customers laugh. He delights in seeing children's faces light up when he tells tales of hurricanes and pirate raids, and often gives young honeymooners rides for half-price.

What He Says. "Step lively there, young sir; ye never know when the sea serpents 'ave crawled up under yon buggy step!" (common saying to children as they board)

What Others Say. "Tyr is a grand Athenosian institution." (Avral Linton, Townmaster of Athenos)

SHALLATARIEL

Shallatariel is the Ambassador to Darokin from the Kingdom of the City of Stars. He is a young elf, and the proud first ambassadorial representative from his kingdom to Darokin. His job is mainly to provide Darokinians--and other foreign ambassadors--with a positive view of Aengmor (Shadow) elves (contrary to what they might have been told by Alfheim refugees); the Darokinian government still tends to deal directly with King Telemon in matters of actual importance.

Appearance. Shallatariel is a young (130), vibrant elf with the extremely pale skin and white hair common to his people. He has pale blue eyes and a ready smile. He prefers to dress in flowing silk tunics in deep, rich colours.

Personality. People are often surprised by Shallatariel, because he is everything they expect an Aengmor elf not to be: friendly, happy, and...well, elven. He is perfectly comfortable in just about any social setting (except one involving a great deal of sunshine), and loves to meet people from exotic places.

What He Says. "Really? Tell me all about it, every detail." (common saying upon meeting someone from a land to which he's not been; to date, Shallatariel has been to central and southern Darokin)

What Others Say. How clever of the Shadow elf government to think that this charming little boy could make the entire world forget their crimes." (Stellara Ariesseu of Clan Mealidil, head of the Alfheim refugees in Darokin)

ZAHALANI HAWKRUNNER

Zahalani, the granddaughter of Bear Clan chieftain Powukuan Sleeps-With-Open-Eyes, volunteered herself for the position of Ambassador to Darokin upon the reopening of full-scale foreign relations with the Republic in 1016. Zahalani convinced the chieftain and the clan elders that their people--in order to avoid exploitation by foreign merchants--needed a formal diplomatic relationship with Darokin, rather than the former, informal method of dealing with Toney House. She has, during her tenure, managed to calm her old grandfather's suspicion of foreigners, and has also become a spokesperson for the well-being of the Children of Atruaghin living within Darokin.

Appearance. Zahalani is now a striking woman in her late 20s, with the black hair, grey eyes, and bronze skin of her clan. She is of average height and voluptuous, and stands with a proud carriage. She dresses in dyed wool tunics or dresses, and on formal occasions wears her hair in two round buns above her ears.

Personality. Zahalani is confidence personified. Many a diplomat or merchant has had his resolve tremble and crack under the strain of Zahalani's calm gaze, dusky voice, and slow smile. She is far from a cold fish, though; she loves the Darokin City night life, and is fast becoming the toast of the town.

What She Says. "What an excellent product, sir; I'm certain that my people would be delighted to purchase it in great abundance. Now, about the cost..." (overheard during a meeting with a member of Toney House)

What Others Say. "One more minute of that voice and those eyes and I would have forgotten to be a gentleman...How much did I lose this time?" (Morgan Toney, exiting said meeting an hour later) 

Thoughts on Selenica

Ah, yes, Selenica. You've touched on my favourite city in Darokin, Brun, and all Mystara for that matter. Why do you ask? Potential.

I am running a name-level campaign in which the characters are to take over the Known World (minus Thyatis and the Savage Coast). The characters certainly don't know this, as well as how much Selenica means to their plans. I've found that most of the basic Mystara modules were based in Karameikos.

As a result, I feel more comfortable with how beginning players can advance from that domain. I'm not experienced enough in the land of Glantri to visualise a beginning to end lifetime campaign there. I do, however, own that GAZ and love it!

The party, put simply, ascended to power in Traldar through leading civil war in Karameikos. Their native Traldaran heritage aided in the skipping of their expected baronial right after they led a large force to vanquish the Baron at Fort Doom once and for all. Bargle the Infamous escaped. Once his cousin was vanquished, Duke Stephan began the process of solidifying his move towards kingship. The Thyatian bloodlines in Traldar escalated in their exploitation of the majority Traldarans. Tensions rose while the player character's promised barony was appointed to a Thyatian. The Five Shires could not control their own large pirate populace as they wreaked havoc in West Karameikos. In Karameikos, the minor revolts were viciously and abusingly quashed by the Thyatian nobles. The obvious internal problem was ignored by Duke Stephan while visiting Thyatis ensuring that empire's border to the west was quite stable, and at the same time, working out important trade promises before he declares himself king back home. Civil War erupts...... bare with me Gordon, I'm actually skipping a lot of stuff.... The Karameikan cities close down, protecting what they believe is their loyal populace, but retaining their mostly royal armies. Penhaligon is the first to fall. All villages and minor towns support the revolution. Led by the player characters, the high resolve rebels take Specularum, including a dramatic personal swordfight with the party's best fighter and the Duke.

The Civil War wasn't over yet. All remaining keep forces and loyal armies(paid with gold reserves) converged on Kelvin to help Desmond defend his central city named, of course, Kelvin. That is where the final battle took place, on the scale of The White Tower in the Tolkien series. Desmond has longed for the opportunity to gain control of Karameikos through marriage into the royal family, but now that the point is moot, wanted to insure his dominance would remain after the Civil War died down. The Five Shires' pirate and military factions moved its border well past Luln, stealing everything for its own hordes. Pirates at sea could not be found since the best and easiest neighbour to rob was by way of land. The Shires' torn and the Clans divided, the Shires can do little to restrain the half of its country bent on thievery for risk of their own Civil War. The Land of Traldar, under one banner after the fall of Kelvin, unite their forces and rout the halfling forces all the way to Shireton. Even the families that were against the piratical invasion of Karameikos attempted to defend their homeland, to no avail. After the Five Shires fell, the Clan Leaders sued for peace. The new kingdom of, aptly named, Traldar agreed to keep a military force in the Shires while naming it the Hin Protectorate of Traldar. All appropriate taxes went to Traldar for rebuilding and civilian reparations. The ten years that followed, the kingdom(led by the player characters) of Traldar and the Hin Protectorate actually formed a good working relationship. The bloodlust died as fast as it escalated, and Traldar would often give the hin many benefits and trade profits to keep the hin quite comfortable(as long as they continued to manufacture trade goods to the benefit of Traldar). The capital of Traldar was placed in Lavv, the liberated name for Kelvin, while the hub of sea commerce and navy forces remained in Specularum(remaining so for commercial purposes as well as preventing to liberate it in the name of Marilenev). A unified and invigorated Traldar boomed, with Lavv swelling to a rough estimate of 90,000.

Thyatis, first distracted and now crippled after WofImm, pressured Traldar to allow their border to extend all the way to the Rugalov River up to Lake of Lost Dreams. If not, Thyatis threatened to stabilise the area and reclaim as a true Duchy of the Empire. Traldar agreed, with the assurance of Thyatis that once all that land was given to the Empire, the border would be honoured. Both agreed as well as thought they had the better part of the treaty. Traldar thought they saved their kingdom as well as respect. Thyatis secured the land to the river, truly thinking this would be a more stable border to the dangerous and excitable nation of Traldar. They were in no position to defend the homeland after the massive war. Thyatis also secured an important benefit with the treaty. The reputation of Thyatis alone postured them to do well in this deal, for they were in no position to back up their threats of force. The advantage Thyatis truly sought was to secure and protect the alliance with the Vyalia elves east of Rugalov River. They alone produce the divisions of Forresters, a resource that was too dangerous to potentially share with Traldar. Along the River, an incredible neutral zone was in the making. Forts were built to oppose one another. Towns and villages raced to outpace each other in growth and opportunity from the ocean all the way north to the Lake of Lost Dreams. Materials and fine goods to cultivate these areas as well as attract people were all coming out of the trade hub of Selenica....

Ah, Eric, you finally get to Selenica....

The greedy trade houses raised tariffs on goods to astronomical levels. Traldar sanctions and military threats proved unsuccessful. Can you guess what happens next? Darokin was weakened by the Master of Hule, which occurred during the Traldar Civil War(which they influenced Fort Doom and Thyatian nobility{Kelvin}), weakened by the Wrath of the Immortals, and now has trade hampered by Shadow Elves. All roads lead to Selenica, but circumstance has made it more of an island city than ever. The same circumstance also forces the trade houses to raise tariffs and charges in order to maintain its normal(rich) cash flows. Too bad for them, from the Traldaran perspective.

The invasion of Selenica from Traldar is launched. The rotating armies of Selenica converge to protect the city. The road to the west is cut off from the Traldaran siege. The messenger party from Selenica heading west for help is surprised by a marauding Shadow Elf party. Before the last messenger is slain, he tells the Shadow Elves of the siege currently taking place at Selenica. The messenger, bonded and gagged, is taken to the capital of Aengmor. The queen hears the message, then slays the messenger. She has more important plans her kingdom is preparing for(Aengmor under the Broken Lands) and wants nobody outside her forest to know that the Shadow Elves could have involved themselves. This buys her kingdom more time to prepare for the underground siege of the Holy City of Aengmor.

Selenica falls, Traldar extends its border west and halts. Gordon, take the old west border of Karameikos and picture a line drawn north to the elven forest (old Alfheim). That now serves as the new border of the Traldar kingdom.

The heightened neutral zone with Thyatis raises to alarming intensity.

The Thothian wheat plague hits Thyatis hard. Half of the neutral zone patrols are recalled to help police the capital and neighbouring townships. Thyatis now has a greater threat than aggressive Traldar, the threat from within.

The Traldar military and farming machine is in full swing. To ease tensions with Thyatis, Traldar sends loads of grain through Specularum as well as foodstuffs from the Hin Protectorate. Selenican food surpluses due to the rare Aengmor rains are also delivered through land caravan across the Rugalov River. This will greatly improve the relationship for years to come between Traldar and Thyatis. Helping pacify the internal strife and starvation of the Thyatian people will be on every foot soldier and centurion's mind the next time Thyatis wants to harass Traldar.

Darokin cannot afford troops from its posts to retake Selenica. The Hin Protectorate border must be maintained. The Swamp force needs to keep the lizard-men in check. The Akesoli forces to this day have Sind troops knocking on their front door. The Broken Lands are more volatile than ever with renewed vigour under King Kol and the escalation in the Great Crater. Bands of Shadow Elves are eerily marching across Darokin land toward the northwest, showing that they are anything but a friendly, inclusive nation.

The Emirates of Ylaruam, however, are building their border forces. They have a lot at stake for the lifeblood of food that flows from Selenica. They had many investments in trade and protection, as well as a powerful Ylari guildhouse influence, which have all gone to pot now. Rumours of a Holy War with Traldar are brewing. Would Thyatis like to see Ylaruam fall? Think about it.

Lavv, which was Kelvin, is completing a tremendous palace. During underground excavation from Hillforge dwarves, a massive underground labyrinth is found. The player characters, believing it to be sacred ground, explore the catacombs. They then, indeed, find the tomb of Halav. The sword of Halav is recovered. A pilgrimage soon follows as rumours spread like wildfire in the kingdom of Traldar that their king now possesses the Sword of Halav. Elation permeates as people excitedly prepare for their own Holy War against the sand devils of Ylaruam. 

The Sisterhood of the Fens:
This small, secretive group of magic-users was first formed in 873 by the Hedge-Witch Semba Arkari. Madam Arkari was the wise-woman of Andelham, a small farming village on the edge of the Malpheggi Swamp in Southern Darokin, to the South and West of Elstrich. An herbalist and chirurgeon, she also happened to possess true magical powers - powers which caused fear, resentment and (finally) hate in her parochial and superstitious neighbours (unlike most Darokinians, those dwelling in the Southern regions remain ignorant and fearful of magic and its workers, even to this day). One terrible night, Madam Arkari's cottage was set ablaze, her implements and paraphernalia destroyed; Madam herself was driven from her home by the torch-wielding mob. She managed to escape them by disappearing into the depths of the nearby Malpheggi Swamp, where she proceeded to make her new home*. With her spellbooks destroyed, Madam Arkari was forced to recreate her spells and powers from the ground up, adapting them to her new environment; she used these spell-variants to keep intruders away from her home.

Within a few years, the legend of the "Witch of the Fens" had spread far and wide; people would speak her name in a whisper, and make warding signs against evil whenever she was discussed. Every strange or unfortunate circumstance, from milkless cows and stillborn children to droughts and even eclipses, was attributed to her influence. Witchcraft and magic became ever more feared and misunderstood in the rural villages of Southern Darokin, and practitioners of the art were reviled or - in some cases - executed. A few brave (or desperate) young women who possessed magical talent fled to study under Madam Arkari, eventually forming the Sisterhood of the Fens.

[*NB: Andelham cannot be found on any modern map - the village was abandoned in the Summer of 894 after three years of severe drought, and razed to the ground by the worst storm on record the following Winter. None of the former inhabitants ever returned. Strangely, both dry spell and storm affected only Andelham and its environs....]

Members of the Sisterhood, commonly known as "Fenwitches", have all the powers and abilities of standard Magic-Users; however, they also have access to spells and skills available nowhere else. A Fenwitch may learn any common spell, if a teacher can be found (Mage scrolls are useless to her, as the Sisterhood lacks the spell Read Magic). Due to their sheltered location and secretive practices, the Fenwitch spell list is somewhat more limited than that of standard Mages. The following "standard" spells are known and taught by the Sisterhood:-

Spells by level:

1st: Analyse; Detect Magic; Hold Portal; Darkness (reversed form only); Protection from Evil; Read Languages; Shield.

2nd: Detect Evil; Detect Invisible; ESP; Levitate; Locate Object; Phantasmal Force; Web.

3rd: Clairvoyance; Dispel Magic; Fly; Slow (reversed form only); Infravision; Prot. from Evil 10' Radius; Prot. from Normal Missiles.

4th: Charm Monster; Confusion; Growth of Plants; Ice Storm/Wall; Polymorph Self; Polymorph Other; Remove/Bestow Curse.

5th: Animate Dead; Conjure Elemental (Water or Air); Contact Outer Plane; Dissolve/Harden; Feeblemind; Magic Jar; Telekinesis.

6th: Death Spell; Geas/Remove Geas; Invisible Stalker, Lower Water; Move Earth; Stone to Flesh/Flesh to Stone; Weather Control.

7th: Charm Plant; Create Normal Monsters; Lore; Magic Door/Magic Lock; Power Word Stun; Summon Object; Teleport Any Object.

8th: Dance; Mass Charm/Remove Charm; Permanence; Polymorph Any Object; Power Word Blind; Symbol; Travel.

9th: Contingency; Gate/Close Gate; Heal; Immunity; Power Word Kill; Prismatic Wall; Shapechange.

Some of the specialist versions of common Mage spells - mostly created by Madam Arkari herself - are detailed below:-

Dream Pollen
Level: 1
Range: 20'
Duration: 2d6 Turns
Effect: sends creatures within range to sleep


This variant Sleep spell does not, despite its name, necessarily require pollen to function; any particulate vegetable matter (poppy seeds, a dandelion clock, ground tree bark, etc) will do.

The caster must hold a handful of such matter in her left hand while casting the spell; at its finish, she must blow sharply on the "pollen", spraying it in an area measuring roughly 10' x 10'. All creatures of less than 4 HD in that area will immediately fall asleep (no saving throw) for 2d6 Turns, unless shaken awake. Creatures with more than 4 HD are not affected. Victims of this spell can be usually slain with a single blow from a weapon, if desired.

The spell is most often used to capture intruders without resorting to combat. Those affected by the spell will often awaken unharmed, but bound hand and foot; in some cases, they may be left where they fall, but deprived of their weapons, their implements - and their clothes....

River-Torch
Level: 1
Range: touch
Duration: 1d6 Turns + Turn per caster's level
Effect: Creates a light-source


This variation on the standard Light spell requires a simple bulrush, a common river plant, as a focus. The caster touches the bulbous head of the bulrush at the spell's completion, which causes it to burst into ghostly green flames. These flames do not consume the bulrush, nor can they be used to ignite other matter. The River-Torch casts light to the same range as the standard Light spell, and may be carried by anyone (or placed in one location) once it is cast.

The River-Torch cannot be extinguished by wind or water; only a Dispel Magic spell, or the will of the caster, can cause the spell to end before its duration expires. When the spell fades, the bulrush crumbles into dust.

Verdant Elixir
Level: 1
Range: touch
Duration: special (see below)
Effect: charms 1 individual


This adaptation of the Mage-spell Charm Person has seen frequent use amongst the Sisterhood, particularly at those times when their sect has come under heavy scrutiny and condemnation.

The spell requires that a herbal infusion, such as willowbark tea, be brewed by the Fenwitch - a Herbalism skill roll is required to ensure that the decoction can hold a dweomer. The brew is then enchanted with this spell, and given to the chosen recipient to drink - no more than an hour can pass between enchantment and consumption, or the spell fades. The liquid must be consumed by the drinker of her own free will (although she need not know that it is more than just a restorative), or the spell will fail. The enchantment takes effect with no saving throw, and functions more or less identically to a Charm Person effect, with a saving throw allowed approximately once per week to break the Charm; however, A Fenwitch who chooses to keep her Charmed and ensorcelled companions for any length of time will have them drink more regular doses "for their health", to reinforce her control.

This spell, one of the first taught to the apprentice Fenwitch, is the basis for many other potion-based spells - For example, Hali's Golden Philtre (a 3rd-level spell) acts as a Hold Person spell on each person who drinks it (the spell can enchant enough Philtre for four individuals). Many Fenwitches have their individual favourites; DMs are encouraged to come up with their own variations.

Fenland Javelin
Level: 2
Range: 80'
Duration: See below
Effect: Enchants 1 missile + 1 per 3 levels


This spell, like the River-Torch spell above, requires bulrushes as a material component. The caster must touch the head of the rush when casting; this causes the entire bulrush to stiffen and lose flexibility, and to glow with a green radiance. The Fenland Javelin (so called because it is thrown like a long dart) may be hurled by the caster, or anyone she gives it to, at any living target within range. Although it does not hit automatically, the thrower gains +1 on "to hit" rolls. If the missile strikes, it explodes with a bright green flash, causing 1d6 + 2 points of damage to the target. If it misses, it vanishes at the end of the round after it is thrown, and cannot be reused.

The caster may enchant one Javelin at 3rd level, two at 6th, three at 9th, etc. The enchantment lasts for one round per level of the caster; only one Javelin may be hurled per round by any one person, but anyone may throw a Javelin with the caster's permission. Unused Javelins fade away harmlessly at the end of the spell's duration, consuming the bulrushes in the process.

Marsh Mist
Level: 3
Range: see below
Duration: See below
Effect: Reduces visibility


This spell simulates the powers of the Invisibility spell; it calls up thickening tendrils of mist from the swamp (or other wetlands), weaving them into a thickish bank of fog which covers an area of 500 square feet. Visibility is reduced by one-third within the affected area; those within it may make out the shapes of other objects and people without too much difficulty - with the exception of the caster, who is undetectable by either normal sight or infravision whilst within the Mist. See Invisible spells will not locate the caster in this instance, since the presence of the Mist obscures the effect.

The Marsh Mist lasts for up to two hours, unless dispelled; the caster may remain undetectable until it fades, unless she attacks another person within the Mist, at which point she becomes as visible as everyone else within the Mist.

This spell will not function in arid areas, and may have a reduced area of coverage (DM's decision) in other non-swampy locations.

Companion
Level: 4
Range: 1 mile radius
Duration: See below
Effect: Summons and binds one animal


This spell, which has no equivalent in the common spell list, summons an animal to serve the caster. The Fenwitch must travel alone to a quiet area of the swamp and enter a light trance, during which the spell sends out an empathic call to all creatures within the radius of 1 mile. Within 12 hours, one single creature will respond and travel to the caster's location, where it is allowed a Saving Throw vs. Spells to resist the binding - if successful, the DM rolls 1d6; on a roll of 1-5 it simply leaves the vicinity, on a roll of 6 it attacks the caster.

If the creature (which must be a normal animal or bird with HD less than or equal to the caster's level) fails its throw, it is bound to the caster and serves her as a Companion for a year and a day, or until killed. The Companion's intelligence increases somewhat as a consequence of the spell, allowing it to understand spoken commands. Both caster and Companion share an empathic link; if within a mile of each other, they can sense if the other is hurt, and the Companion will always hurry to help its mistress, laying down its life if necessary. The mistress may summon the Companion to her via this link. No other abilities are granted by this spell.

Once the term of service is up, the Companion is free to leave, and may never again be bound by any Fenwitch using this spell. If treated well by its mistress, however, it may stay of its own accord. The spell may be cast, successfully or not, no more than once per year by any Fenwitch, and may not be recast within a calendar month of the previous Companion's death or freedom, whichever comes first.

Note: the enhanced intelligence granted by this spell has a tendency to carry over into future generations sired or borne by a Companion; consequently, various species of swamp-based animals are growing more intelligent - even sentient - as time goes by.

Evil Eye
Level: 4
Range: 15'
Duration: See below
Effect: Paralyses one individual


This enchantment is a highly specialised version of the Hold Person/Hold Monster spells, unique to the Sisterhood. Once cast, the Fenwitch may hold the magic within her, unused, for up to 1 Turn; hence, many Fenwitches cast this spell before combat, giving them an extra edge in battle.

At any time during combat, the caster may attempt to lock eyes with a single target within range, who may be human, humanoid, or animal - magical creatures with more than one "plus" in their HD description are immune to the spell. If successful (the victim fails a Saving Throw vs. Spells at -1), the target freezes in place, and remains paralysed for 1d6 Turns (unless the effect is dispelled). In this state, the victim may be slain easily, if desired.

This power, more than any other, defines the Sisterhood in the minds of the common folk; expressions like "she'll put the Evil Eye on you!" have gone into the language, and the power is ascribed to all Fenwitches, whether of high enough level to cast the spell or not.

Phantasmal Guard
Level: 4
Range: 60' radius
Duration: Special
Effect: Creates illusionary guardian


Amongst the many tales and rumours circulated about the Fenwitches over the years, one theme in particular causes folk to make warding signs against evil more than any other; the stories which tell of the Sisterhood consorting with unclean spirits, and even binding those spirits to their will. While most of these tales are mere horror stories, they have a small basis in truth; this spell is responsible for most such tales.

This is a variation on the standard Mage spell Phantasmal Force, although it is more specific in nature. When cast on a particular spot, it sets up a warding effect to 60' radius of that point. Whenever an intelligent being (anything above animal intelligence) enters the area of effect, the spell is triggered, creating a ghostly apparition (the details are left to the imagination of the Fenwitch responsible). The illusion has both visual and audible components, and is usually set to warn off intruders in the most terrifying way possible (those with an Intelligence of 11 or less are affected as if by a Clerical Cause Fear effect, no save, the first time they experience this; those of higher intelligence may Save vs. Spells to resist). Once triggered, the spell effect lasts for up to 10 rounds before fading, unless disbelieved.

This spell is most often used by Fenwitches to guard their homes from intruders. The caster may choose to set the spell to respond to a specific race, sex, or number of beings, if she chooses, or exclude certain individuals from triggering the effect. The spell may lay dormant for up to 24 hours before being triggered; if not set off during this time, it fades away, and must be recast. Only one Phantasmal Guard may be cast on an area at any one time; each additional casting negates the earlier one.

Marsh Gas
Level: 5
Range: 30' diameter cloud
Duration: 6 Turns
Effect: Creates a foul-smelling mist


This spell calls up a bank of fog from the wetlands, as per the Marsh Mist spell; however, this enchantment draws on traces of sulphur, chlorine and other chemicals in the soil to create the equivalent of a Cloudkill effect, centred on the caster.

The Marsh Gas spell creates a sickly-looking yellow-and-green mist, centred on the caster . Visibility is reduced to zero within the effect; even Infravision cannot allow the hapless intruder to see further than the end of his nose (although Truesight might - DM's option). Creatures of 5HD or less must make a Saving Throw vs. Poison each round they remain within the cloud, or die. Those who succeed, or who have 6HD or more, instead take 1 hp of damage per round until they escape the noxious fumes.

The spell normally remains centred on the caster, moving as she does; however, she can choose to have it remain stationary (decided during casting), perhaps to block a narrow passing-place. This spell will not function in non-swampy locations, requiring as it does specific elements in the surrounding earth and water; moreover, the spell cannot be cast again within 1 mile of the last casting-place until a month has past, to allow the land to recover.

The caster herself, plus up to three others (who must be touching her and/or each other during casting), are immune to the spell's damaging effects, although even they cannot see through the Marsh Gas.

Nature's Curse
Level: 9
Range: see below
Duration: special
Effect: warps weather-patterns within limited areas


The most powerful of the unique spells in the Fenwitch's arsenal, this allows her to drastically alter the long-term weather patterns in a set area.

Nature's Curse requires a small, hollow blown-glass globe, roughly 6" in diameter, as a focus. The spell is cast on the globe, creating an image of the target area as afflicted by the desired weather-pattern, within it; the globe is then smashed, releasing the spell onto the affected area. The spell can affect an area measuring roughly one square mile per level of caster - at 36th level, enough to enclose a small village - and can reach targets up to 1 mile distant per five levels of the caster. The area must be one that the Fenwitch knows, or has studied, well enough to visualise.

The caster selects a specific, broad weather-pattern (i.e. heavy rainfall, no rainfall, snow, drought, etc) during casting, which can take up to 12 hours to complete; when the spell is released, that weather pattern gradually takes effect during the next hour. The spell's duration is dependent on the desired effect; stable, not-immediately-lethal effects - such as a rainless sky, or dense freezing fog - can remain in place for up to 6 months, while extremely violent and destructive weather (like storms, blizzards, etc.) usually last no more than three days. Due to the spell's magic, the altered weather only harms the afflicted area, although side-effects, such as heavy flooding, might spill out into the surrounding landscape.

The spell can be cancelled by Dispel Magic of sufficiently high level, by a suitably-worded Wish, or by casting another Nature's Curse - with opposing weather-patterns - on the affected area.

This spell is extremely difficult and draining to cast; the Fenwitch can make use of it only twice per year at most, and is utterly exhausted by the effort - she can move at no more than half speed, cannot fight, and cannot cast any other spells until she has had at least two days' complete rest.

Fenwitch Skills:

All Fenwitches have certain skills available for them to learn, handed down from their founder. These are outlined below:-

Herbalism (Wisdom): This skill is derived from the "Healing" skill outlined in the Rules Cyclopaedia; it concerns the knowledge of herbcraft and the ability to brew potions, poultices and decoctions from them. As per the Healing skill, a character with Herbalism may (if sufficient/correct herbs are on hand) heal 1d3 hp-worth of wounds per person, per day. The same set of wounds may not be treated twice by this skill, although new damage is subject to further healing.

Additionally, the Herbalist has the knowledge to brew cures for various mundane (NOT magical) diseases and treat ailments such as rheumatism, arthritis, boils, rickets, etc. (although not to cure them outright). This is classed as a "Wisdom" skill (rather than an "Intelligence" one) because the Herbalist must be able to diagnose ailments from limited clues, devise treatments from the available herbs and roots, and also recognise curative plants wherever they may be found.

A side aspect of the skill enables the Herbalist to simulate diseases and other ailments for disguise, or other, purposes - either by brewing a potion which causes similar symptoms or by creating "make-up" which simulates skin diseases and other disorders. A skilled Herbalist can often recognise the presence and nature of poisons, and (perhaps with penalties to their skill rolls) devise partial or complete antidotes to them. No Herbalist, unless irredeemably Evil, will ever brew poisons herself, as this contradicts everything they stand for.

This skill requires 2 slots to learn, and 1 to improve.

Circle Dance (Dexterity): This is a skill unique to initiates of the Sisterhood of the Fens, enabling the user to boost the effectiveness of the next spell she casts. The Fenwitch builds a small bonfire, then dances around it in a wild fashion for 1 Turn. She then makes a skill roll; if successful, she gains a bonus to the next spell cast (+1 to damage dice, -1 to saving throw for target, +10% to casting range/duration etc). The bonus increases by +1/+10% for each time the skill is taken.

If a number of Fenwitches dance together, the highest skill-level in the Circle applies for the roll; all participating Fenwitches gain the bonus of that skill-level. The Circle Dance can be performed only once per day, and requires 1 Turn of rest after completion, otherwise the Fenwitch is at -1 to hit and damage until she does rest. The bonus must be used within 12 hours, or its benefits are lost.

(Note: among the many tales told about the Sisterhood, one of the most popular - among the menfolk, at least - is the salacious rumour that the Fenwitches dance naked around their fire. While this may be true in some instances, most Fenwitches are far too self-conscious to behave in such a wanton fashion!)

This skill requires 2 slots to learn, and a further 2 to improve.

Deduction (Intelligence/Wisdom): This skill permits the Fenwitch to reach swift and accurate conclusions about a person, object, place or situation from observable clues. The initial skill roll allows the Fenwitch to spot, and correctly interpret, such clues, providing basic information - the equivalent of a cursory examination. If she wishes to probe deeper, a second roll, with a penalty of -1 to -4 (DM's decision) on the roll, is required. A failure either denotes that the Fenwitch sees nothing, or that she has received the wrong impressions (again, DM's decision).

Use of the skill encompasses both Intelligence (to spot telltale signs) and Wisdom (to determine what they mean), so the effective Skill level may vary according to the individual situation. The DM should decide which attribute is most applicable on a case-by-case basis.

Fenwitches skilled at Deduction are often believed to have some form of Second Sight by those who cannot see what is, to the Fenwitch at least, plainly obvious. It was fear of this supposed power, more than anything else, which ultimately caused the inhabitants of Andelham to drive Madam Arkari from their midst, long ago.

This skill requires 1 slot to learn or improve.

Cryptography (Intelligence): This skill permits the deciphering of codes and other cryptic messages. The length and complexity of the message determines any adjustments to the Skill roll; a simple, short code of transposed letters incurs no penalty, while an intricate cipher of an ancient or distant dialect might incur penalties of anything from -1 to -4 (DM's call). If the coded message is particularly long - more than a paragraph - the Fenwitch should make additional rolls; for each failure, a portion of the message will be wrongly translated, giving a false message.

If the Fenwitch fails to translate a message and the roll misses by more than 2, she cannot attempt to translate that code again until she goes up by one experience level. Conversely, if the roll succeeds by 3 or more, the Fenwitch has broken the code completely, and may use it herself with automatic success, if desired. All Fenwitches are taught the code Madam Arkari invented to write in her spellbooks; consequently, any Fenwitch can read the spellbook of another, unless that book has been further coded.

At each experience level, the Fenwitch may attempt to create one new code; roll 1d4 to determine its complexity (1 is a simple code, 4 a fairly intricate one), adding 1 to the total for each additional time the skill is taken; reduce the "difficulty rating" by 1 to determine the Skill-roll penalty incurred by others attempting to break it (e.g. a rating of 4 incurs a -3 penalty).

Note: a Read Languages spell will not decipher codes created by this Skill, although it will enable the caster to use the Skill on codes written for a foreign language which the caster does not already know.

This Skill requires 1 slot to learn or improve; Fenwitches receive it as a bonus Skill at 1st level.

Fenwitch PCs:

Players who wish to create a Fenwitch PC should use the standard Magic-User as a base, with the following changes:-

- Fenwitches must be female (and Human, if using AD&D Character Kits rules).

- Most Fenwitches are of Neutral Alignment; Lawful and Chaotic members of the Sisterhood are possible, but uncommon. If using the AD&D axes, the Sisterhood includes roughly equal numbers of Good and Neutral members - Fenwitches who turn to Evil are expelled from the Sisterhood and ostracised by their peers, becoming Renegades.

- Fenwitches must have a Wisdom score of at least 15, in addition to Intelligence requirements.

- Fenwitches do not gain XP bonuses for high Prime Requisite scores.

- Fenwitches must take Herbalism (see above) as a starting Skill/Non-Weapon Proficiency (if Skills or NWPs are used in your campaign).

- Fenwitches receive Cryptography (see above) as a bonus Skill at 1st Level; Fenwitch spellbooks are written using Madam Arkari's personal code. Consequently, Fenwitches do not receive Read Magic as a starting spell.

- Fenwitches may acquire a single apprentice at Name level, who is replaced once she reaches 4th level. A Fenwitch may never build a stronghold larger than a simple hut in a swampy region.

- Fenwitches who are publicly known to be of the Sisterhood usually receive -2 to reaction rolls in Southern Darokin, due to decades of horror stories about them. The further from the Malpheggi Swamps they go, however, the less people have heard, or believe, the tales - outside Darokin, their reaction rolls suffer no penalty.

Sample Fenwitch NPCs:

***********

Ursalla Gerodin. Female Human Fen6. Age 24. AC 9, hp 22, STR 9, DEX 11, CON 11, INT 16, WIS 16, CHA 11. AL N (NG). Dmg 1d6 (staff). Skills: Cryptomancy, Herbalism +1, Circle Dance, Deduction, Craft (Weaving). Languages: Common (Darokin), Elf, 1 unused.

Appearance: Ursalla is young and attractive, with long red-brown hair (usually worn in a braid down her back) and arresting green eyes. Her smile, like her demeanour, is shy, but genuine and likeable. She wears simple, homespun clothing, and could easily be mistaken for just another village goodwife. She serves her village as in the respected capacity of Herbwoman; only a very few folk - those she trusts implicitly - know of her Fenwitch powers.

History: Ursalla was born in the tiny village of Dervey, which is located to the North of Port Tenobar on the South-western edge of the Swamps. An unusually bright child, she was apprenticed to the Mirelle, the village Herbwoman, at the age of seven. Recognising the child's innate intelligence and magical potential, Mirelle contacted friends within the Sisterhood (although not a Fenwitch herself, she had received her Herbalist training from them) and carefully arranged magical training for Ursalla. This, of course, had to be done in secret, during the many "herb-finding trips" Mirelle and Ursalla made into the Swamp. The rest of the time, Mirelle taught her all she knew about medicinal herbs.

Despite the relative irregularity of her schooling, Ursalla proved an excellent student in both magic and Herbcraft. Mirelle chose to retire when Ursalla turned 18; the young Fenwitch took over her duties, moving into her teacher's hut. Since then, she has continued her studies in secret, excelling particularly in the art of potion-based spellcasting, while carefully maintaining her "cover". She is among the few Fenwitches to dwell permanently amongst normal folk, and keeps an eye out for likely-looking girls in nearby villages. An excellent judge of character, Ursalla makes good use of her Deduction Skill, Medallion of ESP and magic to gauge people before giving her trust - those who "pass" will find her to be a good friend.

Ursalla is likely to be the first Fenwitch the adventurers encounter, although they probably won't discover that fact until they know her better. She can serve as a (non-magical) healer for wounded party members, or her name might be suggested if the adventurers need a guide into the Swamp. She might even become a love-interest for one of the party - which would certainly make for some interesting times if Ursalla ever became the target of anti-Fenwitch sentiments....

Magic Items: Medallion of ESP (a gift from Mirelle), Potion of Healing x3, Potion of Invisibility x1.

Spells:

1st Level: Verdant Elixir*; River-Torch*.
2nd Level: Detect Evil; Locate Object.
3rd Level: Marsh Mist*; Hali's Golden Philtre*.

[*=new spell]

***********

Mad Mab, the Hag of the Swamps. Female Human Fen14. Age 68. AC 6, hp 30, STR 10, DEX 8, CON 12, INT 17, WIS 15, CHA 7. AL C (CN). Dmg 1d6/2d6 (Staff of Striking). Skills: Herbalism, Deduction, Cryptography, Knowledge (Outer Being Lore), Mysticism, Nature Lore (Swamp), Snares, Singing, Music (Harp). Languages: Common (Darokin), Elf, Lizardman.

Appearance: Mab is the archetypal "wicked witch" in appearance, with stringy grey hair, eyes like black beads, gnarled hands, and a wrinkled, leathery face. She wears many layers of faded, ragged homespun; her body is thin and bent beneath her voluminous garb. All she lacks to complete the picture is a warty nose and an evil cackle. The most surprising thing about her is her voice; it is cultured and resonant, a rich, deep contralto, completely at odds with her appearance. One look in her eyes, however, will show the observer how she obtained her name - the spark of madness lies there, the signs of one who has seen and done things which have strained her sanity past breaking point.

History: The only daughter of a rich merchant, Mab - whose birth-name was Margaret Celemorne - grew up surrounded by the best that money could buy in Darokin City. Whatever she desired would be provided by her doting Father; jewellery, fine clothes, books, anything. When, at age 14, she displayed a talent for magic, he proudly hired a young graduate from the Great School of Magic in Glantri to teach her. Sadly, a year or so later, Margaret's Father was killed when his caravan was raided by bandits; since most of his fortune had been tied up in that caravan, Margaret was left destitute, dependent on the grudging kindness of her relations to survive. Desperate to continue her magical studies - her kin refused to waste money on a tutor of any kind; what good would an education do her, after all? - she gathered her few remaining treasures and ran away, heading for Glantri.

Unfortunately for her, Margaret had never been out of the city before, and had no idea where Glantri lay, nor how far away it was. In a matter of days, she was well and truly lost. Over the next few weeks she travelled to the far South, where she heard exaggerated stories of the Sisterhood of the Fens and their great powers. Reasoning that the Sisterhood were her best chance of continuing her studies, she ploughed into the Malpheggi Swamp, hoping to track them down. They found her instead, in the form of the Fenwitch Abrana, who rescued her from certain death in a mud-filled sinkhole. She took the proud young woman on as a servant (to teach her humility), and then, a year later, as an apprentice.

Over the next few decades, Mab (the name Abrana gave her, to separate her from her old life) grew strong in magic, and became one of the Sisterhood's most respected members. Despite her great powers, however, she was never quite satisfied with her rustic life. After Old Abrana died, she became distant and unapproachable. In time, Mab grew to despise many of her less-educated (or "simple") sisters - and to disregard their strictures against "forbidden" magics. Her studies took her into the disturbing realms of "black" magic; she even uncovered long-buried texts concerning the mythical Outer Beings....

Things came to a head in 993 AC: periodically, the suspicions of the nearby settlements tended to overflow, causing the superstitious villagers to denounce supposed "witches" in their midst, and even - if sufficiently drunk - to make forays into the Swamp to drive off the "Evil Sisters of Darkness". This time, the mob actually caught a "Sister of Darkness"; Mab's young apprentice, Lori. In their drunken fury, they callously beat the helpless girl to death. Arriving too late to stop them, Mab screamed incoherent curses at the murdering villagers; something within her broke at that moment, and she poured all her power, her grief and anger, into calling up a forbidden creature of Chaos - a Greater Servitor of Akh'All. The monster literally tore the 100-strong mob apart in mere minutes. The sight of the carnage shocked Mab out of her grief; realising the extent of the evil she had unleashed, she cast her mightiest magics to try and banish, or at least contain, the monstrosity. After a titanic struggle, which devastated a large tract of swampland, she managed to force it back into the realm it came from, but at a grave cost; her powers were much reduced (from 30th to 14th level), and her sanity damaged beyond repair.

Nowadays, Mab spends much of her time winging above the Swamps and surrounding settlements in the form of a giant black raven, courtesy of a spell of her own devising. A sight of the "Black Bird" is considered unlucky, and those who see her ward themselves against the Evil Eye. Apart from these forays (which are mostly made to forage for food), Mab keeps to her dilapidated hut in the depths of the Swamp, brooding on her memories. The other Fenwitches avoid her, and prepare themselves in case her madness should drive her irrevocably to true evil....

Player characters are unlikely to encounter Mad Mab unless they travel into the Malpheggi Swamp itself, although sightings of the "Black Bird" can occur up to 2 hexes from the Swamp's boundaries. Encounters with Mab vary randomly, depending on her current mental state. At one time she might seem like a lonely, slightly dotty old woman; the next, an evil, twisted crone whose only joy is in other people's suffering. Low-level parties are advised not to push her too far; although much weaker than in her prime, Mab is still a powerful Fenwitch, and can give even a mid-level party a run for their money.

Magic Items: Wand of Fireballs (5 charges remaining), Staff of Striking (11 charges remaining), Ring of Human Control, Ring of Protection +3, Eggs of Wonder (x3), numerous Potions.

Spells:

1st Level: Darkness; Dream Pollen*; Verdant Elixir*; Shield.
2nd Level: ESP; Fenland Javelin*; Phantasmal Force; Web.
3rd Level: Dispel Magic; Fly; Marsh Mist*; Prot. from Normal Missiles.
4th Level: Brew the Wings of Omen*(see below); Curse; Evil Eye*; Phantasmal Guard*.
5th Level: Conjure Elemental; Marsh Gas*; Telekinesis.
6th Level: Death Spell; Invisible Stalker.

[*=new spell]

Mab's Spell:

Brew the Wings of Omen
Level: 4
Range: touch
Duration: 6 Turns, + 1 Turn per level of caster
Effect: Polymorphs drinker into raven-form


This Polymorph Self variant is derived from the same root as the Fenwitch enchantment Verdant Elixir; it enchants a potion which permits the drinker to take on a specific alternate form - that of a giant raven, a huge creature with a 10' wingspan.

The potion requires a number of specific ingredients, including raven-feathers (or crow, blackbird, etc - any corvid will do), human hair (from the caster) and ground willowbark. Although vast quantities of this brew may be prepared all at once, only a single dose may be enchanted by the spell at any one time. The prepared potion is inky-black, topped with a repulsive grey froth; it must be consumed within 1 hour of casting the spell, or its efficacy fades. The drinker (who need not be the caster) gains the ability to assume giant raven-form (use stats for the Giant Eagle (Hiak) from the Hollow World Adventure Book, page 22; hit points and effective HD remain the same in both forms), and to swap backwards and forwards between raven and normal forms at will, for the duration of the spell. The imbiber's clothes, and any small items or weapons carried, become part of the raven-form; spells cannot be cast whilst wearing a raven's shape. Any wounds received in one form carry over into the other. 

Ethengar Khanates

Ethengar Khanates
Location: Central plains area, north and west of Rockhome.
Area: 57,970 sq. mi. (130,433 km2)
Population: 325,000 (population down from previous years due to internal civil war in 1014 AC). There is also an unknown number of goblinoids.
Languages: Ethengarian.
Coinage: All referred to as tangs. Coins of platinum, gold, electrum, silver and copper come in 1x, 5x and 10x their normal value denominations.
Taxes: None; all property belongs to the khan. Each year, on Sviftmont 23 (the Day of Counting), all families herds are returned to the main herd. On Flaurmont 15 (the Day of Blessings) the khan divides as he sees fit all herds and wealth among the families of the tribe.
Government Type: Nomadic tribes ruled by khans (chieftains), loosely allied under a Great Khan (king).
Industries: Cattle, horse-breeding.
Important Figures: Moglai Khan, (The Great Khan, human, male, F19) and his bodyguard Gundai (a sabre-tooth tiger), Batu (Khan of the Bortaks, human male, F11), Ghazan (Khan of the Taijits, human male, F7), Huaji (Khan of the Kaeruts, human male, F15), Hulagu (Khan of the Uighurs, human male, F16), Jemugu (Khan of the Yakkas, human, male, F8), Kadan (Khan of the Kiyats, human male, F15; rumoured to be possessed by an evil spirit, HD16), Temur (Khan of the Yugatais, human, male, T16).
Flora and Fauna: Grasses and small patches of short, wiry trees called tobai trees dominate the land. On the animal side, goats, yaks, deer, ibex, dogs, bears, boars, horses, lions, lynxes, panthers, lizards and spiders are commonly encountered. Dragons, wyverns, and griffons have also been spotted in the steppes.

Finally, in the area known as the Land of Black Sand, various undead are said to be haunting the place.
Further Reading: GAZ 12 - The Golden Khan of Ethengar, AC1010 Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Ursula Bremen [Excerpted from a report submitted to the Darokin Diplomatic Corps; reprinted with permission]
Dear Sir,

I have the honour to submit my second report of the [CENSORED] mission to the Ethengar Khanates. The purpose of the mission is to report on the changing political climate and the possible dangers posed by the Great Khan's declaration of war on the Principalities of Glantri.

The Land

From the moment of the mission's entry into the Ethengar Plain (called the Sea of Grass by the Ethengarian people, due to the way the waist high grasses blow in the wind like waves on the ocean), it was evident that preparations for war were in progress. The lands of the Taijits, in particular, were particularly heavily patrolled, with a strong non-Taijit military presence in evidence. Of note, bands of Yugatai horse warriors and Keshak (the Great Khan's personal bodyguard), were present, as well as members of the [CENSORED] and the [CENSORED], two groups of the Great Khans' brataks (spies)- see Attachment B.

It is the estimation of this observer that the non-Taijit military presence is due to the civil war of 1014 AC as much as it is fortification of the Glantri/Ethengar border.

Of other note, the road leading from the region now known as Aengmor (the former "Broken Lands"- see report [CENSORED]) has been paved all the way from that region up to Bargha, an improvement from my last report, and construction of a newer trail leading through Taijit territory is well underway. Such a major construction by the Ethengarians is unusual, and I speculate that it, too, is of military significance. Specifically, for the transportation of [CENSORED], which I noted in the camp of Bargha in my last visit.

The People

The various clans have gathered in their winter camps earlier this year, following the proclamation of war by the Great Khan. Evidence of preparation for the war are present, as the warriors of the clan begin to conscript [Ethengarians do not actually conscript people, as most join voluntarily, but the term does aptly describe what is going on. Ed.] younger men in order to bolster the Great Khan's forces.

The anti-Glantrian sentiment that is always present in Ethengarian society is at a new level. Priests of the Ten Thousand Fists of Khan (see Attachment H) have been travelling to the many winter camps, stirring up feelings of hatred towards the Ethengarians' neighbours.

In the Great Khan's camp of Bargha, the number of dwarves is at an unusual high. Many dwarves from Rockhome have come to join in the war against the Glantrians, whom they have hated since the Great Persecution of 802 AC, when the dwarves were driven out of Glantri, under suspicion of bringing a plague with them to the land.

Recent History

In late Flaurmont of AC 1014, Moglai Khan uncovered the treasonous activities of Oktai, Khan of the Taijits. Our agents have uncovered information that Oktai was working with both goblinoids, under the control of Moghul-Khan (currently of Dast, in Orcland - see Attachment K), as well as Glantrian forces (see attachment L). Moglai Khan mobilised the Keshak as well as other Ethengarian forces, to attack his rival. Once evidence of Oktai's treachery was revealed by [CENSORED], the majority of the Taijits abandoned their khan to Moglai's wrath. Oktai was captured and executed on Ambyrmont 8, AC 1014. He was replaced by his eldest son, Ghazan. Ghazan had publicly denounced his father's treachery, and was instrumental in tracking down Oktai and bringing him to justice before Moglai Khan. Minor uprisings among the Taijits (see Attachment L) over the intervening months have resulted in the large presence of non-Taijit forces noted above.

On the day immediately following Oktai's capture, Moglai Khan declared war on the Principalities of Glantri. He has spent the time since then building his forces, conscripting [again, using a term most people are familiar with. Ed.] more warriors from among the clans, and building his strategy. Of note, there appears to be a lot of activity in the dwarven enclave of Bargha. I suspect that [CENSORED].

Don't Miss

The winter court of Bargha continues to be the site of great improvements. In particular, the Great Khan has begun construction on fortifications to surround the camp (see Attachment N), many of which are being built by his dwarvish allies. Their purpose is not entirely clear, as it is unlikely that Glantrian forces will attempt to invade Ethengar (should the war turn badly for the Great Khan). It is possible that Moglai Khan is using the war as an excuse to continue to upgrade and modernise his camps, or is making preparations for possible future civil wars, such as that of AC 1014. I suspect it is a little of both. At any rate, Bargha is beginning to take on the appearance of a small town- certainly the single most permanent settlement in the Ethengar Khanates.

In any case, the Ethengar Khanates are not a good place for outsiders at the moment, as the [CENSORED] are on high alert for Glantrian spies, and have been capturing and interrogating any outsiders into the Sea of Grass. 

An Ethengar Air Power
These remarks about the influence of "air power" and magic in general on Mystaran warcraft remind me of something I thought of, while poring over the MML Digest Archive -- specifically, all those posts about how hard it would be for the Ethengar to run roughshod over any of their neighbour-states, the way the IRL Mongols mopped the floor with anyone who got in their way. The discussion on the mailing list centred on the fact that all the adjacent countries to the Khanates are either mountainous (miserable terrain for horses), or gifted with too much "air power" (HK warbirds, Glantrian archmages on aerial mounts), for the Golden Khan to give his followers the victories they've been hoping for. Even the Almanacs haven't been able to give the Ethengarians much in the way of butt-kicking to do, AFAIK.

But what if we gave the Khanates a chance to muster a bit of "air power", themselves....?

So for all those Genghis Khan buffs out there, who are sick of the Ethengarians' only making quick forays into other regions and getting knocked back to square one, consider this for a scenario:

1009 AC -- As the continent of Alphatia sinks into the sea, many flying steeds (whose magical control had been dispelled during the week of no magic, and had not yet been re-established) break loose and escape their corrals, thus avoiding the fate of the land-bound populace. Among the escapees are several hundred pegasi, who flee to nearby Bellissaria.

1010-1015 AC -- In the monster-free backwoods of Bellissaria, the feral pegasi breed like rabbits, much like wild mustangs in the American west or brumbies in Australia. Able to elude humans who try to recapture them, they undergo a population explosion and spread out to many of the adjacent islands and Esterhold, seeking anywhere there is open grassland. Frequently harassed by local humans, who try to seize them or drive them out of croplands, the once-lethargic pegasi become fiery, suspicious, and temperamental.

1015 AC (spring) -- To the astonishment and initial dismay of the Ethengarians, the Sea of Flowers is invaded by thousands of wild pegasus mares and their stallion escorts. Unlike the effete white steeds of the Glantrians, which the rugged steppe-dwellers hold in contempt, these feral- born herds have grown hard-bitten, scruffy and aggressive since escaping the Alphatians, swiftly impressing the Golden Khan with their spiritedness. He immediately claims the winged horses as his personal property, and forbids any harm be done to them.

Satisfied that the presence of so many equines marks the steppe as ideal birthing-land, the winged horses accept the close proximity of the humans as an acceptable inconvenience. Although fearing to return to captivity, the pegasi soon learn to trust the steppe-dwellers; they look and dress very different from the Alphatians or Bellisarians, and do not attempt to enspell the pegasi to service. More importantly, they live with horses, smell like horses, and don't seem to abuse their equine companions. Gradually, the feral pegasi accept the humans' and wingless horses' company.

As the pegasus mares give birth, the Ethengars assist distressed foals and keep predators from the flightless young. Stallions who are injured in fights over females also receive doctoring, and herds with young are especially provisioned by servants of the Golden Khan, who dig water- holes and set out salt licks. These acts of generosity by the forward- thinking Khan cement the alliance between human and wild pegasus, and begin a new era in Ethengarian history: the era of the sky raiders.

1016 AC -- The first yearling pegasi born in the Khanates are fledged and ready for riding. Eager volunteers - human and pegasus - begin vigorous training in aerial riding and archery, learning to work as a team. By summer, they're ready for action. 

Event Date: 3rd Quarter 1014

Primary Nation: Ethengar

Other Nations Involved: Rockhome, Darokin, Thyatis, Glantri

Event Description: Calling the clans together the Golden Khan announces he is planning to build a flying force. Since this hasn't been done before he is open to suggestions on how best to accomplish this. The result is that each clan must research the three main possibilities, the Spiritual (i.e. shamans), the Arcane (i.e. hakomon & magic users) and the Natural (i.e. animal trainers & riders). Which ever clan provides the best example shall form the cadre of this new force. He gives them one year to prove their prowess.

What this means: The next year Ethengar will have many monster hunters, both for creatures to be tamed and as components for magical objects. Each clan becomes extremely protective, to protect their chance to form the nucleus of this new force and to protect against rivals trying to sabotage them. Which means it is a opportune time to be an adventurer in Ethengar, hired to spy, steal or protect the projects. Also flying magic becomes expensive as Ethengarian agents buy up anything they can.

Event Date: 3rd Quarter 1015

Primary Nation Involved: Ethengar, Xantha

Other Nations Involved: none

Event Description: Last year the Golden Khan announced that he wished to build a force that could deal with air attacks. This year the representatives of the 3 branches are demonstrating their results. The camp has many trained creatures including griffons, hippogriffs, pegasi, a couple of rocs and even a blue dragon. There are also several mechanical devices presented by Ethengar and Rockhome inventors. There is also a wide assortment of magical devices. Only the spiritual branch is quiet, until they are asked to display their abilities. Many different possibilities are demonstrate several are unworkable, such as griffons wanting to eat the horses or the brooms of flying. Others cost too much to implement on a large scale, such as the magically constructed flying horses or the amount of food the blue dragon consumes. One of the most impressive is the flying performance of several pegasus riders. This display impresses the Golden Khan that he decides his attacking force should most definitely include them. The shamans display seems primarily defensive as they summon spirits which have flying animal forms but refuse to fight unless in humanoid form. This plus their ability to control the weather makes them a supporting element. Several horses enchanted with permanent fly spells are also displayed. However the horses are unused to flying and the possibility of the Day of Dread or dispel magic spells leaves this to be less than desired. At the end the Golden Khan wants more pegasi to fill out his flying forces and assigns several shamans to assist in this matter. After two months the shamans return with an agreement from a new spirit lord, which claims to be the patron spirit of all pegasi. The exact details of this agreement are not yet fixed as the Golden Khan and the spirit lord argue about specific responsibilities and duties.

What this means: Ethengar is on its way to building up an air force. This gathering could also let players pick up air magic and mounts at good prices as those that weren't selected to be continued are getting rid of their stock. Also if the PC's are working for a particular branch might try and sabotage other displays or protect their own from sabotage. 

Five Shires

Five Shires
Location: Along the south shore, west of Karameikos, east of Atruaghin territories.
Area: 10,660 sq. mi. (23,985 km2)
Population: 210,000 halflings, 10,000 other demi-humans and humans.
Languages: Thyatian Common (Darokinian dialect). Some hin sages can speak Lalor, the ancient language of the halflings.
Coinage: Yellow (gp), Star (sp), Sunset (cp).
Taxes: None. Each year, the Clanleaders determine what money and chores need to be done to maintain their strongholds and towns. Clan members then share in cost and labour (according to their wealth) to accomplish these chores. This usually comes out to about 5 to 10% of their yearly income.
Government Type: Each shire is governed by a council of clanleaders with their elected representative, a sheriff.
Industries: Agriculture, especially vegetables (peas, beans, radishes, mushrooms, carrots, onions, and asparagus).
Important Figures: Joam Astlar (Sheriff of Seashire, halfling, male, F9), Tarisco Highnose (Sheriff of Highshire, halfling, male, F7/T7), Maeragh Littlelaughts (Sheriff of Eastshire, halfling, female, F8) Dulene Darkeyes (Sheriff of Heartshire, halfling, female, F8), Sildil Seaeyes (Sheriff of Southshire, halfling, female, F8).
Flora and Fauna: As well as all the normal flora and fauna usually found in the Five Shire's climate and terrain, this land also has many faerie-type creatures (like dryads or wooddrakes), as well as the unnatural monsters (such as lycanthropes and vampires) typical of unsettled forest areas. Various goblinoids can also be found in the northern Cruth Mountains.
Further Reading: GAZ 8 - The Five Shires, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Joshuan Gallidox

Hello dear readers. I am glad to hear that, despite my absence as editor of the Almanac that you continue to purchase future volumes in the series. Since last year, I have been travelling through my homeland as well as spent a rather extensive visit on the isles of Ierendi. I believe that I must have once more embarked upon Yallara, that continuous urge to wander that many Hin acquire during their youth. I guess being editor of the Almanac was just not my purpose in life. But that doesn't prevent me from writing about my adventures.

So, to you, dear and faithful readers, I give the description of the Five Shires - the homeland of the Hin (Halflings, as you probably refer to them. Ed.).

The Land

By far the most beautiful land in the Old World, the Five Shires are dotted with pleasant hills, green fields, and large stands of woods. This scenic paradise is due to moist air blowing inland from the Sea of Dread, only to leave its water behind as it rises and cools in the mountain air. This creates many rivers ensuring fertile land within the Shires.

During the winter months, the Black Spires block the cold Continental Sweep Winds from the north, keeping the land warmer than most other nations of the region. This does not mean that there is no snow in the Shires. Quite the contrary; heaving coastal storms are common, bringing plenty of rain to the mountains, which usually fall as snow. The northern mountain roads of the Shires are often blocked during the winter months, closed to all but the foolish. The rest of the Shires, however do tend to be snow free.

Eastshire is, logically enough, the eastern-most shire. It is mostly farmlands that feed off the Wardle River. Eastshire is the land most often visited by non-Hin, a practice on the rise since the fall of the dread Black Eagle Baron of the former Fort Doom.

Heartshire is a rural hill country that was once rich with mineral and metal deposits. Now, the mines are mostly depleted and the inhabitants are broiled up in industry. Almost everything is made or crafted here; everything but cloth, that is.

Highshire is mostly wilderness, with high mountains, rolling hills, and dark forests. New mines have been opened in the area, and the local economy is on the rise.

Seashire is the coastal country, characterised by its numerous ports and harbours. It is the wealthiest of the Shires because of its booming trade with other nations. Seashire boasts the largest towns in the Five Shires, including the capital Shireton, as well as Thantabbar. The numerous rocks and islands doting the Sea of Dread in Seashire's territory are also the most notorious pirate haven this side of the Old World.

Finally, Southshire is the most settled region of the Five Shires. Its woodlands have long been turned into productive farmlands and many well-used roads criss-cross the countryside.

The People

When thinking of halflings, most people immediately stereotype them as mischievous and childlike. Another common belief is that we are lazy and fear to leave the safety of our homes. While it is true that Hin are creatures of comfort and many never leave the town of their birth, it does not mean that all Hin are the same.

Unlike true children, Hin have far more respect for the property and dignity of others. Vandalism is unheard of in the Shires. Also, halflings have none of that wide-eye innocence that can be plainly seen in all human children.

Upon the arrival at adolescence, many Hin experience the Yallara. This is an urge for excitement and adventure. Some grow out of becoming yallaren after only a year, while others - like me, from the look of things - never do. It is during this time that Hin travel the world and can often be found in just about any civilised land. It is from the returning yallaren that the people of the Five Shires manage to learn about the goings-on in the rest of the Old World. Hin are often a lot more knowledgeable than humans about the world around them.

Most Hin are simple farmers, brewers and shopkeepers. They are always merry and happy. Nothing is more enjoyable to them that a warm fire, a good ale and a moving story. Still, a few are bold, daring, and even dangerous. Ask any Thyatian unfortunate enough to encounter a ship full of Hin pirates. These halflings have a well-earned reputation of being a danger of the Sea of Dread.

Finally, Hin do not worship any of the traditional Immortals like the members of other races do. Instead they revere Hin Heroes; Hin who have accomplished great deeds during their lives, often saving the Shires against incredible odds, and now watch over the Hin forever (essentially, they are Immortals; the Hin just call them Heroes instead. Ed.). Despite this, Hin priests are still rare. Those that do exist are called Masters, and their goal is to protect the Five Shires from all dangers. Very rarely do they ever step foot off of the sacred grounds of the Hin nation.

Recent History

Although the Five Shires have faced more than enough invasions, conquerors, and rebellions in the distant past, their recent history is rather uneventful; and that's just how they like it. During the Wrath of the Immortals, several Hin units marched to the aid of Darokin when Sind invaded their lands. They were also present to repulse a goblinoid horde pouring out the Broken Lands shortly afterwards.

In AC 1012, the Five Shires was one of the founding nations of the Western Defence League and has remained a member since. The Five Shires also invaded the Black Eagle Barony recently, after King Stefan Karameikos granted them permission, of course. Unfortunately, the Black Eagle escaped his punishment and is now hiding in the magical nation of Glantri.

This Fyrmont, Shireton will be the host of the famous World Games. This will obviously bring many foreigners to the burrows of the Hin, who will only be too glad to show the humans and other races how Hin truly live and behave. I believe this will be the ultimate enlightenment on outside knowledge of the ways of the halflings.

Don't Miss

One site often visited by travellers to the Five Shires is the ancient and mysterious ring of stone pillars known as Ringrise. Since I've described this site before in Joshuan's Almanac, I'll talk about something else this year.

Mistmyr Falls is the name of the large waterfalls at the head of the Cruth River along the Karameikan border. Mystmyr Falls is actually a series of several smaller waterfalls in a row, with a net result of water dropping over 300 meters (1000 feet) in about 120 meters (400 feet) of distance. The rush of water is so fast and violent that a fine spray always enshrouds the foot of the plunge in a roiling mists. Rainbows can be seen everywhere, creating such beautiful scenery. Hin children from nearby villages can often be seen playing under the safer sections of the falls, enjoying the sensation of water falling from above.

Another place of interest to some visitors of the land would be Shumbril Tower, also known as The Hin's Own Magic & Mysteries Shop. Here, gentle Alace Shumbril (human, female, M8) sells various potions and spell components. Occasionally, she even has a magical item or two available. I mention this because Shumbril Tower is the only place in the Five Shires where a wizard can find spell components - unless he's willing to go out in the field and gather them himself, that is. 

Hin Clans
I've compiled a list of Hin Clans, their strongholds and the Shire they are located in. If anyone had made up some more info on any of these, feel free to share that info. This list will be on my Homepage when I can get around to convert it into Html. enjoy:

Alehill
Wardlystone, Highshire

Barrowhin
Brookbank, Heartshire

Battlebur
Stillport, Seashire

Belnose
Leafkindle, Seashire

Boldnose
Mallowfern, Highshire

Brambleshun
Stillport, Seashire

Bristlebur
Deepmoss, Seashire

Cindertoes
Fishtickle bridge, Heartshire

Dappleglade
Shadowgate, Heartshire

Darkforest
Bramblerose, Southshire

Deepdell
Fishtickle bridge, Heartshire

Elintel
Sateeka, Heartshire

Evershade
Ringrise, Highshire

Fastbuck
Werescalot, Highshire

Fellwood
Ober's Mimbur, Highshire

Fernscatter
Moon Hill, Seashire

Fernshiver
Longflask, Highshire

Flintfoot
Shireton, Shireton

Forestfar
Sateeka, Heartshire

Foxfollow
Flagonford, Southshire

Gladsing
Ober's Mimbur, Highshire

Gullybuck
Fishtickle bridge, Heartshire

Hairytoes
Sateeka, Heartshire

Hardflask
Tothmer, Southshire

Heartwood
Shadowgate, Heartshire

Heatherford
Moon Hill, Seashire

Hoefurrow
Mallowfern, Highshire

Horsetail
Flagonford, Southshire

Idlewise
Tothmer, Southshire

Ilingall
Fishtickle bridge, Heartshire

Janthobell
Shireton, Shireton

Journeyfoot
Rollstone Keep, Highshire

Kittledance
Sateeka, Heartshire

Knackknell
Tothmer, Southshire

Lamintar
Sateeka, Heartshire

Leafshine
Thantabbar, Seashire

Littleglade
Stillport, Seashire

Longbuck
Ober's Mimbur, Highshire

Longquaff
Shireton, Shireton

Lowbranch
Ober's Mimbur, Highshire

Mistwalker
Shadowgate, Heartshire

Mouldwalk
Leafkindle, Seashire

Nimblefoot
Tothmer, Southshire

Nixnoddle
Longflask, Highshire

Nogknock
Shireton, Shireton

Nudgestone
Tothmer, Southshire

Ogglemurk
Rattlecart, Southshire

Omblestaff
Flagonford, Southshire

Pipesmoke
Flagonford, Southshire

Plashdeep
Rundegos, Southshire

Plodmoor
Shireton, Shireton

Proudstride
Leafkindle, Seashire

Pytchplume
Fishtickle bridge, Heartshire

Quaeromore
Waymeet, Highshire

Quicksilver
Thantabbar, Seashire

Quiverjump
Wardlystone, Highshire

Quizzinglass
Burny, Seashire

Raggedleap
Longflask, Highshire

Rallytongue
Mallowfern, Highshire

Roaringbras
Ober's Mimbur, Highshire

Roughleep
Shireton, Shireton

Rummelmore
Moon Hill, Seashire

Sharpstone
Ringrise, Highshire

Shindlewood
Wardlystone, Highshire

Slowleaf
Shireton, Shireton

Standfast
Thantabbar, Seashire

Stoneplow
Wardlystone, Highshire

Stormhin
Thantabbar, Seashire

Stormweather
Bramblerose, Southshire

Stoutbottle
Moon Hill, Seashire

Streamford
Deepmoss, Seashire

Summergarth
Fishtickle bridge, Heartshire

Swiftfeet
Aercruth, Highshire

Tallthicket
Brookbank, Heartshire

Tangleberry
Ober's Mimbur, Highshire

Treeshadow
Deepmoss, Seashire

Trencherman
Bridle, Highshire

Trundlestump
Nobs boots, Highshire

Tumblebrook
Wardlystone, Highshire

Upplemiir
Rundegos, Southshire

Vailwash
Tothmer, Southshire

Vermsquash
Ringrise, Highshire

Vindlewalk
Burny, Seashire

Voluteye
Bramblerose, Southshire

Wanderfence
Rattlecart, Southshire

Wanderthorn
Ringrise, Highshire

Watcheye
Werescalot, Highshire

Whisperrun
Sateeka, Heartshire

Winegullet
Rundegos, Southshire

Woodgrot
Stillport, Seashire

Woodwort
Burny, Seashire

Xebel
Moon Hill, Seashire

Yollershield
Tothmer, Southshire

Zindlestone
Flagonford, Southshire

Zurdannach
Aercruth, Highshire 

An idea for the Five Shires: Black Steel
Five Shires -- another example: they discover some rare ore in their backyard. It has the property of causing common metals (bronze, iron, etc) to remain liquid (like quicksilver) or semi-liquid (like putty). The metal originally needs to be melted, and the ore is then added. When the metal cools, it retains its liquid or semi-liquid properties until sprinkled with a certain powder. It's the rage in Thyatis and other progressive states like Darokin and Glantri. The hin keep a watchful eye over the ore and protect the composition of the alchemic powder jealously. They create a Guild of the Ore to protect the interest of the Shires during the exploitation of the ore and the manufacturing of the powder. Naturally, should anyone steal any amount of either, the guild has a specially trained group of halfling bounty hunters who will stop at nothing to regain the stolen goods. The Shires otherwise will negotiate with legitimate buyers. Now, of course, certain nations may now be eyeing the Shires for possible annexation just to acquire the wondrous ore. The hin understand this and have begun a military build-up for the occasion, as short-legged as it may be. A contingent of Ierendi pros is not impossible, in exchange for some ore and powder. As an alternative to the above, the ore could have other properties such as rendering metals translucent or reducing their weight (down to zero or a negative weight -- thus causing the metal to levitate).



A new sect is growing among the Hin. It alters their behaviour over time, using trickery at first and brain-washing techniques later on, maybe some magic. This causes the sect's members (victims) to suffer a temporary change in alignments, at least as long as they remain within the sect. In the long run, the sect is similar to RW-India thugees. Now we have a secret sect of halflings killing foreigners for religious reasons (or in many cases, for political reasons in order to advance the evil schemes of the shady master of the sect). Who could that be? Political and nobility figures pretty high on the sect's hit list. The Shires' ore may also have a special place in the sect's beliefs.

Let's see... Bargle (still alive BTW???)
How about "The Master", at least by proxy.



From what little information I have about the halfling's clan relic (Cyclopaedia, pp 145-146), the Crucible of Blackflame can be used to craft magical weapons using an oil of distilled moonlight. This oil is captured over a long period of time with a magical netting of shadowstuff "woven" from the shadows cast by the Blackflame. The time involved in creating the netting (200 years) and distilling an ounce of oil (7-10 years) are enough to make these items very rare, and items made with them extremely valuable.

What if the Keeper of the Flame found an ancient ritual that could allow the hin to actually forge weapons from this shadowstuff, or make some kind of alloy? Daggers and short swords capable of dealing extra damage under shadowy lighting conditions, perhaps even draining strength as a shadow would? Maybe these weapons are able to hit shadows, even if they have no "plus to hit"(hmm.... BlackSteel, anyone?)? I'd imagine these shadow weapons would also be lighter than usual, or are only lighter when used in shadowy conditions.

Perhaps this information was lost for good reason by a Keeper of the Flame, and has been re-discovered by a secretive group of halfling assassins. Maybe they're in a league with Bargle, and have stolen some of the oil of moonlight so that the wizard can use it to forge a cache of shadow weapons, which the assassins plan to use on various and sundry sheriffs, so that the assassin guild's own candidates for the positions can rise to power.... 

Halflings, Blackflame and Glaurants

Here's some stuff I've been working on lately, involving the Nightmare Dimension. Let me know what you all think.

- --------
Timeline
- --------

2000 BC: A series of great elemental upheavals split several large land masses from the main continent. The Taymora civilisation is destroyed. Meditor elves are left on the newly made islands in the Sea of Dread. (PC3)

1750 BC: A series of great volcanic eruptions and earthquakes split several large land masses away from what is now the Five Shires and Atruaghin clans area; aboriginal (Neathar-descended) peoples called the Makai and lizard men called Malpheggi are stranded on the new islands. (HW)

1720 BC: Land masses split further, forming the Ierendi islands south of the Five Shires. (GAZ4, PC3)

Dimensional instabilities erupt between Normal and Nightmare space in the region now known as the Five Shires. The only immediate effect is the appearance in certain isolated caverns of a substance from the Nightmare Dimensional Plane of Fire.

On the southern continent of Davania, certain artifacts of Lhomarrian origin register the dimensional instabilities. Constructed to keep a watch for any resurgence of the Carnifex Tyranny (locked behind dimensional barriers millennia previous), the artifacts have since come into the possession of the halflings living along the borders of the Aryptian Desert. Halfling elders begin to study the artifacts more closely, in an attempt to understand the reasons behind their activation.

1700 BC: Elves find an artifact of Blackmoor in the Broken Lands and trigger a cataclysm which buries the Great Horde of Loark. Loark dies, the remains of the Horde break apart. Elves are driven out of Glantri by local cataclysms. (GAZ13)

Dimensional instabilities cause a group of Nightmare creatures (now known to halflings as Glaurants) to be shunted into Normal space in the subterranean caverns beneath the Five Shires. Most of the creatures are driven insane by their transit, and go on a mindless rampage.

1695 BC: Those Glaurants that were not driven insane by their shift into Normal space have built themselves a subterranean city. They begin to explore the new world around them.

1693 BC: A group of Glaurants return from an expedition to the surface world. Finding a world of blinding light and uncomfortable warmth, the Glaurants opt to remain hidden underground in their new domain.

1650 BC: The subterranean Glaurant civilisation has reached its apex. Several cities have been constructed in caverns beneath the Known World, and the Glaurants alternately war and trade with other subterranean races.

1500 BC: The Glaurant civilisation is in a steep decline. Insanity runs rampant amongst the Nightmare creatures, and the theocracy is but a shadow of its former self.

1494 BC: A terrible plague strikes Chitlacan, killing almost two thirds of its population. Atruatzin, himself a survivor of the disease, is driven from Chitlacan by his rivals, who are secretly supported by the Immortal Atzanteotl. Atruatzin and his loyal followers retire to the mountain fortress of Quauhnahuac. (HWR1)

Entering the caverns beneath Quauhnahuac, Atruatzin leads his people on a mass migration that will eventually take them all the way through the interior of Mystara to the surface world.

1470 BC: Atruatzin and his followers encounter the outposts of the Glaurant civilisation, and are savagely attacked by the degenerate race of Nightmare creatures. They are forced to flee the area, and follow the caverns further north, towards the area now known as the Broken Lands.

1468 BC: Atruatzin and his followers find a resting-place, where they build a temple to the old Immortals. They name it Mictlan, after the legendary land of the dead. (HWR1)

1420 BC: Underground elven wanderers stumble upon Mictlan, and overthrow the humans. Those elves who have been seduced by Atzanteotl declare that the temple is sacred to him, and he has given them victory over their enemies and a place to call home. These elves become the Schattenalfen. Most of the elves are uneasy about this alien Immortal, but they are weary, and so they settle and build the city of Aengmor. Atruatzin escapes alone. (HWR1)

1400 BC: The Varellyan civilisation has expanded inland to the beginning of the Adakkian Sound, by the Brasol Range. Contact is made with the halflings living there. Halfling lands are appropriated by King Prial to build a great port city in his honour at this location. The is the beginning of a 100 year long feud which will result in the halfling migration to Brun. (Geoff)

1374 BC: King Prial II, eager to continue his father's tradition of excessiveness, plans the construction of a grand series of temples and paved roads around the port city of Priallus. This would take away even more halfling land. Local halfling clan leaders lodge protests with the local governor, but to no avail. (Geoff)

1326 BC: King Naxith decides to rid his nation of the "halfling problem" once and for all. For the past twenty years the conflict has intensified to the extent of open war throughout western Varellya. Several army divisions are called in to "restore order". (Geoff)

1300 BC: The Halflings, though excellent fighters, are woefully outnumbered by the enemies. They are forced to flee en masse by a great fleet of sailing ships to the north (modified HW). By this time the Oceanians are being threatened by the Night Dragons. (Geoff)

Almost three quarters of the halfling race in Davania choose to emigrate from the region in order to survive the Varellyan incursions. Having finally deciphered the workings of the Lhomarrian artifacts, the halfling elders decide to lead their people towards the strange dimensional instabilities detected centuries ago. They lead their people on a generally northward path, towards the region now known as the Five Shires.

The coming of halflings to Faerdinel and the building of Faerdinel Keep. Hin contact the Gentle Folk (failing elven race). (GAZ8)

Those halflings that remain behind in Davania adopt a nomadic existence in and around the Aryptian Desert, where they continue to battle the remnants of the Carnifex Tyranny (such as the Sis'thik) that dwell in that region.

1290 BC: Atzanteotl surrounds Aengmor with lava, slaying many underground elves. The survivors flee into the deepest tunnels and recesses below the Broken Lands. (GAZ13)

1104 BC: Underground elves discover the Refuge of Stone and take the name shadow elves unto themselves. Building work begins on the City of the Stars. Myfallar the Old is chosen as temporary king. (GAZ13)

1040 BC: Tarasfir is enthroned as the first King of the Shadow Elves selected by the shamans of Rafiel. (GAZ13)

1000 BC: Gentle Folk disappear. Orcs invade the land and enslave the hin. The realm of Othrong is founded. To the east, gnoll tribes invade Traldar territory and a great war begins (perhaps displacing the orcs who came to the halfling lands). (GAZ8)

976 BC: First contact between Shadow Elves and the Glaurants; Shadow Elf explorers encounter a group of the degenerate Glaurants in the caverns to the southeast of the City of Stars. Both groups are horrified at the sight of one another, and conflict ensues. Casualties are high, and prompt King Tarasfir to declare the southeastern tunnels off limits. Shadow Elves begin construction of fortifications in the region.

746 BC: Hin discover Blackflame deep under the mountains; Orcstrife continues. (GAZ8)

Digging in caverns beneath the Black Spires, halflings break into caverns formerly occupied by the Glaurant civilisation, now abandoned. A halfling woman, Eiira Casplardaun, discovers Blackflame burning along the shores of a subterranean lake. She is astonished to discover that she is able to touch it without harming herself.

738 BC: A halfling expedition to seek out more Blackflame in the caverns beneath the Shires encounters a group of Glaurants. They are driven off by the creatures, and give them their name (after the gulping language used by the Nightmare monsters).

The Deep Glaurants

Deep Glaurants are a race of creatures that are native to the Nightmare Dimension. There, they have a hideously evil civilisation. They are ruled by a powerful theocracy, and live in large stone cities. They utilise the Nightmarish equivalent of iron weapons and tools. They have a heavily stratified and orderly society, and practice dark rites to Entropic Immortals. Their lawful ways are considered an abomination by the more "normal" chaotic races, such as the Diaboli.

On Mystara, the Glaurants have become a degenerate version of their Nightmarish glory. Their theocracy has degenerated into a primitive form of shamanism, and they have fallen back to stone age technologies. Since their bodies have never undergone the proper dimensional shift to adjust them to Normal space, they still operate on Nightmarish levels- they see in darkness as if it were light, they prefer cold to warmth, etc. Additionally, insanity is a common trait among their race. They are largely chaotic and unorganised, but have been known to form into powerful raiding bands.

Blackflame

When the Old Ones created the great Dimensional Barrier, one unforeseen side-effect was the skewing of the normal dimensions of the planes of the cosmos. This skewing resulted in the so-called "Nightmare Dimension"- essentially an alternate universe that runs parallel to the Normal universe known to humans of Mystara. Additionally, the dimensional skewing caused a perceptual shift from the Normal universe, such that Nightmare creatures see and experience things in a way almost completely opposite from Normals- they see in darkness like Normals do in light; they crave cold as normals do warmth, etc. Chaos is the standard way of operating, and Law is perceived as evil. Occasionally Nightmare and Normal creatures are able to perceive one another- such as through the phenomenon of dreaming- and both are horrified at what they see.

Those few sages who know of the Nightmare Dimension tend to ignore that the dimensional skewing affected all the Inner Planes of existence, and not simply the Prime. One reason for this is that when objects from the Nightmare Dimension are dimensionally shifted into Normal space, their nature is transformed to be compatible with their new environment- Nightmare creatures would see and feel in a manner similar to Normals, and elements from the Nightmare Dimension would seem take on the appearance of their Normal space equivalents. Only in a few isolated instances, where Nightmare creatures are not properly dimensionally shifted before entering Normal space, can such phenomena be seen in their natural forms. Such is the case of Blackflame.

Blackflame is the Nightmare Dimensional equivalent of Normal fire. It originates on the Nightmare Dimensional Plane of Fire, and is occasionally found in isolated locations beneath the region of Mystara known as the Five Shires. Dimensional instabilities in the area allow Blackflame to exist in its natural state, rather than appearing simply as Normal fire (as it would if properly dimensionally shifted). The properties of Blackflame are essentially opposite those of Normal fire- it is cold, it burns items considered non-flammable by Normals, it gives off darkness rather than light. The planet of Terro, the primary world of the Nightmare Dimension, is in orbit around a giant ball of Blackflame- its equivalent of the Mystaran sun. Blackflame fulfils many of the same needs that Normal fire does for Normals. As a result, encounters between Blackflame desiring Glaurants and halflings can be very savage indeed.

Halfling Denial

The phenomenon known as "Denial" among halflings living in the Shires region allows them to cause magical effects to go awry, or to cease functioning, on occasion. It is commonly believed that this ability derives solely from the connection between the halflings and the land that they have so diligently fought and tended for, and is thus a function of willpower.

In actuality, the story is only partially correct. It is a function of the dimensional instabilities in the Five Shires region wrought by the cataclysms of millennia past. The weakening of the barriers between Normal and Nightmare space cause the difficulties in the operations of Normal and Nightmare magicks in the area (similar to the way Nightmare creatures, such as Diaboli, are unaffected by Normal magic). In some strange way, however (perhaps due to their inherent defences against magic), halflings are able to consciously focus these instabilities to work for them, to "deny" magic use in their immediate vicinity. 

BlackFlame

Here's a REALLY odd idea, for how to reconcile the MML-created "Nightmare Dimension" theory on blackflame's origin -- and the hins' evident predilection for the Thought-Sphere -- with Gaz8's reference to the ruling Hierarch of Energy having created the stuff:

What if blackflame were, indeed, created and sent to the Shires by the Full Hierarch of Energy... but by the NIGHTMARE DIMENSION'S version, not Ixion? After all, it'd make sense for the ND to have its own quintet of Full Hierarchs, since it's got its own Immortals: Full Hierarchs, whose spheres would correspond to Nightmare versions of Energy, Matter, Time and Thought, plus a Sphere of Stasis as the chaos-loving NDs equivalent of Entropy. And such reigning ND-Immortals might well consider their KW counterparts to be twisted perversions of themselves (!), since the views they hold on stability vs choice (order vs anarchy, as Lawfuls call it, or stagnation vs freedom as Chaotics do) would place them directly at odds. In effect, the ND-Full Hierarch of Energy would be an "anti-Ixion", who'd regard the Sun-Prince as OPPOSED to the Energy-Sphere as it exists in the Nightmare Dimension.

Perhaps when the rift opened between dimensions in the Five Shires, this hypothetical "anti-Ixion" got an all-too-clear glimpse of the KW dimension, and was repelled by how Ixion uses his position as master of Energy to enforce order (ick!) and a strict religious hierarchy (aughhh!) on subordinate Energy-Immortals and his mortal worshipers like the Oltecs. To try and sabotage these "evil" practices of his/her Normal counterpart, "anti-Ixion" altered blackflame to make it useful to a Mystaran race -- the hin -- whose natural affinities lay with (Normal) Thought ... the very Sphere which opposes Ixion's, within the Normal continuum. Hin Heroes who then attained Immortality in the Sphere of Thought, under the sponsorship of as-yet-undetermined Mystaran Immortals (probably Frey & Freyja, IMO; Odin doesn't seem light-hearted enough for most hin to look up to, and Korotiku's a bit TOO light-hearted ;-D), also inherited custody of blackflame from "anti-Ixion", after the rift's closure made any contact between the two dimensions too difficult to be feasible. 

Glantri

Glantri (Principalities of)
Location: North of Darokin, south of Wendar, west of the Ethengar Khanates.
Area: 116,650 sq. mi. (262,463 km2)
Population: 597,500 humans, with a small percentage of them elves and half-elves [D&D: just elves]. There is also an unknown amount of goblinoids in the Principality of New Kolland.
Languages: Thyatian Common (Glantrian dialect), Alphatian Common (Flaemish Dialect), Elvish (Belcadiz and Erewan dialects), Sylaire (also known as Averoignian), Traladaran (in Boldavia), Ethengarian and numerous goblinoid languages.
Coinage: Crown (pp), ducat (gp), sovereign (sp), penny (cp).
Taxes: Quarterly income tax of 10% as well as a hearth tax of 1 ducat per household. Also, almost every activity - including speaking in public, carrying weapons, wearing armour and spellcasting - requires a license of some sort with fees ranging up to 50 ducats a year for each activity.
Government Type: Magocracy, ruled by a wizards' council. Only mages can be nobles, and their voting power in the council is determined by their rank (prince, duke, count, etc.)
Industries: Various, as each principality specialises in something different. See below for details.
Important Figures: Jaggar von Drachenfels (Prince of Aalban, human, male, M24), Carnelia de Belcadiz y Fedorias (Princess of Belcadiz, elf, female, F12/M18), Juliana Vlaardoen (Princess of Bergdhoven, human, female, M14), Morphail Gorevitch-Woszlany (Prince of Boldavia, human vampire, male, M19), Urmahid Krinagar (Prince of Bramyra, human, male, T5 dual-classed to M14), Carlotina Erewan (Princess of Erewan, elf, female, M10), Dolores Hillsbury (Princess of Fenswick, human, female, M14), Brannart McGregor (Prince of Klantyre, human lich, male, M20), Jherek Virayana (Prince of Krondahar, human, male, M18), Kol (Prince of New Kolland, kobold, male, Wd7/M10), Isidore d'Ambreville (Princess of Nouvelle Averoigne, human werewolf, female, M11), Malachie du Marais (Prince of Morlay-Malinbois, human werewolf, male, M11), Harald of Haaskinz (Prince of Sablestone and Grand Master of the School of Magic, human, male, M17).
Flora and Fauna: Because of the magical interferences and summoning of countless mages, absolutely any plant, animal, or creature - whether native to Mystara or not - can be found within the principalities.
Further Reading: GAZ 3 - The Principalities of Glantri, PC4 - Night Howlers, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, Joshuan's Almanac, and Glantri: Kingdom of Magic boxed set.

Description: by Alasdhair MacCallum

Known as the Kingdom of Magic by many around the Old World, Glantri isn't even a true kingdom. It's a collection of independent principalities each ruled by a Wizard-Prince with several smaller independent dominions owing fealty to one of the Princes. If only one word could be used to describe Glantri, I believe I would choose "Chaotic." There are more rules in this nation (often conflicting at that!) than anywhere else in the Old World, with license for almost anything you can imagine. I dare say they've even tried to place a license for breathing on a couple of occasions. Their bureaucracy is a mess, and trying to get something done quickly is next to impossible unless you do it illegally.

Despite all this, it is the land of intrigue, backstabbing (both political and literal), and most of all, magic. That is why I love it so. Everyone knows Glantri is a nation of mages for mages. All wizards are automatically higher in social standings than non-mages. Non spellcasting races such as dwarves and halflings are abnormal to Glantrians and are often chased out of their land.

Clerics and Priests are also disliked by Glantrians. Although they have recently been permitted to cross the Glantrian borders, it is still punishable by death for any of them to openly preach about their religion or Immortals.

Glantri, above anything else, is isolated. High pine-covered mountain tops surround the entire nation. Whether it's the impassable Wendarian Ranges to the north, the rugged and sharp Broken Lands to the south, or simply the high cliffs of the Great Northern Wildlands to the west, very few trails permit entry into this nation.

The Land and The People

Because Glantri is actually a mix-match of peoples, cultures, and lands, I have taken the liberty to combine the Land and People sections for this nation. As such, I will describe each Principality in turn, giving both a brief description of the land as well as the culture found within.

Aalban is a principality of plains and pastures. Despite this peaceful look, it is the most militaristic dominion of Glantri. Warriors and mercenaries are plentiful in the area, and the locals are renown for their remarkable siege weapons and equipment.

Belcadiz is a lightly forested area that serves as the home of the famous winemaking elves. Not only is their wine in high demand throughout Glantri, but so is their metalwork, something unheard off for elves anywhere else on Mystara. Belcadizians are hot-tempered, easy to offend, and enjoy nothing better that a sword duel or two to try and prove their superiority.

Bergdhoven, resting in northern Glantri, is relatively flat. It is a picturesque land with wild flowers growing almost everywhere. These flowers are the base of Bergdhoven's perfume and oil industry. They also attract several mages who need the rare flowers for rare or unique experiments.

Boldavia is a word that causes many to shiver as that principality is often associated with rumours of powerful undead and necromancers. The local Traladarans, who live in small villages among the craggy bluffs and forested hills, are a superstitious lot and are accredited with all the undead legends of the area that spread through Glantri.

Bramyra is a principality that was created to serve as the first line of defence should the Ethengarians decide to invade Glantri. There is nothing of note here except for the vast herd of sheep that roam the hills.

Erewan was once the home of many famous poets, scribes, and artists. Now, the Erewan elves sulk and whine about the goblinoid dominion, spreading false reports about several evil deeds Kol and his minions apparently committed. These elves have been threatening to leave Glantri if the Princes don't fix the situation. So far, all the Princes have been ignoring them.

Fenswick is the newest dominion granted to the remarkably charming and attractive Dolores Hillsbury. As yet, not city or town has been built as the Princess is content to let her land prosper with its logging industry. This principality is almost completely in the mountains.

Klantyre, the famous fog-shrouded highlands, is another place where the sheep are probably the most interesting feature. The weather is the second most popular subject for the inhabitants; they often wager as to whether it will rain 3 days out of five or 4 days out of five.

Krondahar is one of the most cultivated lands in Glantri. The locals are renown for their silk as well as their leatherworking.

Morlay-Malinbois is a forested land where werewolves are probably as common as non-werewolves. In fact, they are considered full citizens while within this principality and have all the rights that any Glantrian would normally have.

New Kolland can best be described as a giant hole in the ground. Created by a meteor impact and then populated by goblinoids, Kol was appointed Prince of the land in return for preventing goblinoid raids into Glantri. Despite this, humans travelling into New Kolland are considered fair game by the locals and Prince Kol.

Nouvelle Averoigne was famous as the home of the late Étienne d'Ambreville. It is also renown for its cuisine, and theatre plays are so popular they often sell out months in advance. Nouvelle Averoigne is flat near the river, but gets significantly more hilly further inland.

Sablestone is home to Harald of Haaskinz, the Grand Master of the Great School of Magic. There is nothing much in this principality either, except for stubborn farmers who continuously demand that the wizards just leave them alone.

Finally, there's Glantri City, home of the Great School of Magic and capital of the magocracy. In this city, canals replace the traditional roads of other cities, making the gondola the only way of getting around. Glantri is the heart of fashion and style for the nation, and any new trend will soon be copied by all of high-society. Currently, the dark gothic style of Boldavia is in favour, where aristocrats dress up as vampires and werewolves (or at least how they imagine vampires and werewolves would dress).

Don't Miss

Unfortunately, now is not the time to plan a visit to Glantri. The Ethengarians have declared war against Glantri, and the nation is scrambling to marshal its defences. If you are of the mercenary type, then you are most welcome to help defend the land, but otherwise, for your own safety, I would suggest postponing any visit this year. 

Fairly Complete Glantri Timeline
Well, I received a number of requests for this, so here it is; everything (to my knowledge) ever published on Glantri timeline dates. Here are a couple of notes:

c.- My circa dates, for the large part, tend to mean +/- 5 years from the given date. This is just sort of arbitrary on my part.

References:

HW=Hollow World Boxed Set; GAZ#=self explanatory; CoM=Champions of Mystara Boxed Set; DoM=Dragonlord of Mystara; DkoM=Dragonking of Mystara; GKoM=Glantri: Kingdom of Magic Boxed Set; JA=Joshuan's Almanac; PWA(year)=self explanatory; PC#=Creature Crucible #

3500 BC: 4 Southern elf clans (Celebryl, Felistyr, Porador, and Gelbalf), move to Glantri. They war and trade with Blackmoor.(GAZ13)

3000 BC: Great Rain of Fire; Blackmoor is obliterated. Survivors of the elven colony in Blackmoor flee into the newly-formed Broken Lands and below the surface. Temporary ice-age in Glantri.(GAZ13)

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

Among these migrants are the Truedyl clan (i.e., the future Gentle Folk); another clan will eventually become the Icevale elves; Still more will become the Schattenalfen.(HW, by extrapolation)

1700 BC: Local cataclysm. The elves disappear and the Broken Lands become unstable.(GAZ3)

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

c.528BC: A few Sheyallia elves, fleeing the Serpent Peninsula and the Plain of Fire, settle in Glantri.(CoM)

395 AC: The Flaems colonise the lands; the Radiance is discovered in Glantri.(GAZ3)

Glantri is ruled by a Council of Dukes and Wizards; Seven Duchies under the jurisdiction of an Archduchy.(DoM)

400 AC: The Flaems discover that other, enemy Alphatians are in possession of the mighty Alphatian Empire to the east.(HW)

450 AC: The city of Braejr is built.(GAZ3)

490 AC: Dragonlord of Mystara.

495 AC: Dragonking of Mystara; Glantri is now a kingdom.(DkoM)

525 AC: Joint expedition with Darokin into Broken Lands; Chief Sitting Drool is captured.(GAZ10)

526 AC: Peace treaty between Sitting Drool's hordes and Glantri/Darokin. (GAZ10)

595 AC: Ethengar raiders oppose the Flaemish in numerous skirmishes; the Khan's horsemen are driven out.(GAZ3)

645 AC: Ethengar attempts a major invasion but is defeated at Skullhorn Pass.(GAZ3)

662 AC: The Flaemish attempt to invade Ethengar, but the expeditionary force is utterly massacred in the steppes.(GAZ3)

c.700AC: Morphail Gorevitch-Woszlany is born.(JA)

700 AC: The Erewan faction of the Erendyl clan leaves Alfheim for Glantri.(GAZ5)

720 AC: Morphail Gorevitch-Woszlany is cursed by Alphaks and becomes a nosferatu.(GAZ3)

728 AC: The d'Ambrevilles and their vassals arrive from Old Averoigne, establishing a French-like culture in the wooded valleys of northwestern Glantri.(PC4)

Rumours of good lands in western Glantri lure the disgruntled Thyatian survivors of destroyed Alasiyan colonies. They decide to pioneer there. (DotE)

730 AC: Settlers come to Glantri; frictions between Flaems and settlers. (GAZ3)

Settlers to Glantri include fair elves, and humans from Traladara and Thyatian colonies in Ylaruam.(HW)

743 AC: The d'Ambrevilles bring more settlers from their mysterious homeworld. House Crownguard also uses this magical passage to Glantri.(GKoM)

784 AC: A Thyatian settler kills a Flaemish lord; war is declared.(GAZ3)

785 AC: Battle of Braejr; settlers are driven south of the Vesubia.(GAZ3)

786 AC: Arrival of Halzunthram.(GAZ3)

788 AC: The Flaemish are defeated at the Battle of Braastar; Halzunthram captures the council; Glantri becomes an Alphatian dominion; elves become independent; the Flaemish revolt.(GAZ3)

The Treaty of 788 gives the south to the elves, the north to the Flaems, and the west to other settlers.(GAZ3)

c.800AC: Fernando de Casanegra is born.(GAZ3)

802 AC: Gold Rush; plague; Years of Infamy.(GAZ3)

Plague is sent by the Immortal Yagrai, spreading to Glantri.(GAZ10)

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

812 AC: Carnelia de Fedorias is born.(JA)

828 AC: The dwarves are expelled and Lord Alexander Glantri ambushes Halzunthram; the Alphatians are defeated, marking the end of the Forty Years War.(GAZ3)

Many dwarves depart on Guild ships to join the craftsmen of the Minrothad Isles; they settle on Fortress Island.(GAZ9)

829 AC: Lord Glantri founds the Republic of Glantri and reforms the council.(GAZ3)

845 AC: Construction of the Great School of Magic.(GAZ3)

Etienne d'Ambreville discovers the Radiance, and uses it to attain Immortality.(WotI)

858 AC: Nobility reserved for wizards only; council members gain the hereditary title of Prince.(GAZ3)

859 AC: Illegal nobles are expelled and the wizards crush a minor rebellion.(GAZ3)

c.867AC: Gilles Grenier is born in Old Averoigne.(GAZ3)

875 AC: The School of Magic is completed.(GAZ3)

884 AC: After much strife, the Elven Principality divides into Erewan and Belcadiz.(GKoM)

888 AC: Igor Gorevitch-Woszlany is born.(PC2)

896 AC: Chateau d'Ambreville disappears from New Averoigne without a trace, taking the d'Ambrevilles with it.(PC4)

Etienne, 7th Prince of New Averoigne, disappears with his family.(X2)

898 AC: New immigration wave; the population mixes freely; frictions decrease.(GAZ3)

911 AC: Carlotina Erewan is born.(JA)

920 AC: Economic agreement signed between Glantri and Darokin, allowing free passage for all merchant caravans. Business is booming in Glantri City.(GAZ3)

c.925AC: Uthar Aendyr is born.(GAZ3)

927 AC: Brannart McGregor is born.(JA)

c.930AC: Volospin Aendyr is born.(GAZ3)

934 AC: Harald of Haaskinz is born.(JA)

935 AC: Frau Hildegarde is born.(GAZ3)

c.940AC: Glantri arranges an exchange treaty with the goblins of High Gobliny, under the rule of King Oth.(HWA1, with extrapolation w/GAZ10)

943 AC: Rolf von Graustein is born.(GKoM)

945 AC: Jaggar von Drachenfels is born.(JA- notice the discrepancy with his mothers' b-date in 935?!?!?!)

958 AC: Jherek Virayana is born.(JA)

960 AC: Margaret of Hillsbury is born.(PWA1011)

961 AC: Kol XIV is born.(PWA1012)

962 AC: Innocenti di Malapietra is born.(PWA1012)

968 AC: Urmahid Krinagar is born.(JA)

970 AC: Marchioness Mariana Terlagand dies; Guildmaster of Spokesmen, Meister Rannigar Budulug and his accomplice, Narda Shelyn, conceal this fact from the public.(GAZ3)

c.970AC: Thar imprisons Baroness Myra McDuff, has a child by her (Angus McDuff/McClintock), and slays her. Forces from Ft. Nordling drive him and his army back into the mountains. Myra becomes a ghost and perpetuates the belief that she still lives.(GAZ3, GAZ10)

c.975AC: Igor Gorevitch-Woszlany flees Boldavia, having betrayed a number of Prince Morphail's vampire pawns to a pair of paladin vampire-hunters; he adopts the cover Erik Helsing.(PC2)

979 AC: The d'Ambrevilles and their estate return to New Averoigne. Chateau d'Ambreville is destroyed, and the House of Sylaire erected in its place. Sire Malachie du Marais and Dame Genevieve de Sephora enter Glantri from Old Averoigne. An epidemic of wolf lycanthropy begins.(PC4)

980 AC: Arbana Jerbat come to Glantri to live out her old age; in reality, she is an Alphatian spy sent to keep an eye on Prince Aendyr.(GAZ3)

982 AC: Sire Malachie du Marais wins control of the Barony of Morlay deep within the Valley of Wolves.(PC4)

Juliana Vlaardoen is born.(JA)

983 AC: Prince Morgaithe von Drachenfels dies, leaving his heir, Jaggar, to take up his title.(GKoM)

985 AC: Founding of the Canine Protection Society in Glantri.(PC4)

988 AC: Lathan Aendyr is born; Bartolomeo di Malapietra is born.(GAZ3)

989 AC: Prinz Jaggar von Drachenfels marries Frau Gertrud ?, in order to more firmly unite the factions of the family.(GKoM)

990 AC: Don Sancho de Belcadiz is born; Angus McGregor is born.(GAZ3)

991 AC: Carnelia de Belcadiz y Fedorias becomes Princess when her father dies and her husband goes missing.(JA)

994 AC: Several victories against orcs from the Broken Lands earn Prinz Jaggar the title of Warden of the Marches.(GKoM)

Sean McAllister is born; Thylera Aendyr is born.(GAZ3)

999 AC: Dona Maria de Belcadiz marries Don Carlo, constable of New Alvar.(JA)

1003 AC: Bramyra is enfeoffed; Urmahid Krinagar becomes the first Prince of Bramyra.(PC4)

1004 AC: Sablestone is enfeoffed; Harald of Haaskinz becomes the first Prince of Sablestone.(PC4)

1005 AC: Baron Malachie du Marais marries Vicomtesse Diane de Moriamis; soon after, the Viscounty is enfeoffed. Malachie du Marais becomes the first Prince of Morlay-Malinbois.(PC4, GKoM)

1010 AC: The Duchy of Fenswick is enfeoffed; Dolores of Hillsbury becomes the first Princess of Fenswick.(PWA1010)

1011 AC: South Monsterland is enfeoffed; Kol XIV becomes the first Prince of New Kolland.(PWA1011)

Everything else is pretty well documented. Other than that, my timeline consists of a bunch of speculation on birth dates, dates nobles received their dominions, as well as some other stuff that only pertains to another project I'm working on. 

Glantri Tavern Series

Taverne du Sanglier Ivre (Drunken Boar Tavern)
This unique Glantrian tavern is located in the town of Loupmont (Details of Loupmont are in PC4: Night Howlers). On the map of Loupmont, it is the southernmost building of the group of buildings that is south of the northwestern gate of Loupmont.

The tavern is a sturdy, two-story, sort of light coloured wooden building. Above the yellow letters of the sign is a mural of a boar dancing on its hind legs, with a mug of liquor, a red nose, and a crazy, intensely amused look on its face. It was done by a famous Glantrian artist. It is open from 10 to 10. It has decent prices for drinks, but the owners original brews, "Les Spiriteux du Visions Strange" cost 4 times as much as the normal drink. These are detailed later. Inside are excellent oaken bar stools, chairs, and large round tables, which the owner really likes, and really does not like them abused in any way. In the tavern area, along with wooden beams, the roof is held up by 4 tusks of gargantuan boars, with intricate carvings of important events of Glantrian history, going from each corner to the centre, even though the roof is prism-shaped. There is a large fireplace on the southwestern wall, beside the bar. The bar is in the centre of the building, against the wall that separates the tavern from the rooms. The door to these is between the bar and the stairs, which are on the northwestern side. The few rooms behind the tavern area (in the northwestern rectangular part of the building) are available for a slightly more expensive cost than the local inns, as this is a tavern, not an inn. Upstairs lives the owner, in a large room. There is no rivalry between the Drunken Boar Tavern and Taverne du Loup Savage. In fact, the owner is friends with Villebois. Perhaps they went adventuring together in the past. The tavern is a meeting place for groups of werecreatures.

The owner of the tavern is Jacques-Pierre Pommetæte. His stats are: Magic-User 6th; AC D&D: 8, AD&D: 10; hp 15; #AT 1; Dmg 1D4 (dagger) or by spell; MV D&D: 120' 40', AD&D: 12'; ML D&D: 9, AD&D: 75%; AL D&D: neutral, AD&D: true neutral (with good tendencies); STR 9, INT 18, WIS 17, DEX 14, CON 12, CHA 16, COM 15 (These ability scores were rolled using the method of rolling 4D6, and dropping the lowest roll.). 20

He has skills such as: alchemy, herbalism(2), magical engineering, brewing(3), cooking(2), gambling, storytelling, food tasting, fire-building, etc. His additional languages include dwarf and halfling. He has most of his weapon specialisation/mastery in dagger. These various skills are neither complete nor necessary. The DM should modify everything to their own taste, of course.

His personality and background are:

Pierre is a somewhat retired adventurer, who was born on the day of Thaumont 15th, 967 AC. He was born and raised in Loupmont. He learned how to run a tavern from his uncle Marinois, who previously owned the tavern. His uncle was also a wereboar. When he was 19, he began avidly adventuring, and continued to help at the tavern between adventures. When he was 23 years old and 3rd level he served for two years in La Garde d'Obsidienne as Sire Malachie sometimes needs a wizard or two, and then returned to a life of adventuring. When he served in The Obsidian Guard, he was given an obsidian dagger +1 instead of a sword, as he is a wizard, which he still has, among other magical items.

In 996 AC, his uncle was brutally murdered by an evil travelling member of The Fellowship of Were-Hunters who met him in wereform in La Foræt des Ombres, on the trail to Vignes. As Marinois had no sons, Pierre inherited the tavern from him. He lost much of his adventuring ambition and settled back down in Loupmont to run the Drunken Boar Tavern.

Pierre is an active member of The Canine Protection Society (or practically, but not officially a member if you don't allow wereboars in this organisation in your campaign). He often performs tasks and occasionally goes on adventures to help Sire Malachie, The Canine Protection Society, or werecreature society in general. He might go on adventures in PC4 like The Black Horse, The White Wolf of Morlay, or similar ones. He goes on adventures about two to four times a year now, leaving the tavern in the hands of someone that has been working for him for a long time, who he trusts. In the his spare time, he does magical research and whatever other magely things mages do, and reads because of curiosity and for fun. He is a 6' 1", 210 lbs. portly man, with a pinkish tint of skin and dark brown hair and eyes. He is a friendly person who likes conversations, a good bartender. He is not afraid to say what he wants when he wants to or has to. He will not speak or act very foolishly though. He has an average spellbook, and always has spells that he might need memorised, in case of a bar fight, and that could help with bartending. He first tries to sleep, charm, hold, etc. troublemakers, and he has also devised a spell called Pierre's Stunning Missile, that is identical to magic missile except that it does double damage, which is non-lethal.

Pierre's famous original brew, his specialty is "Les Spiriteux du Visions C9trange", or "Liquor of Strange Visions", locally known as "The Weird Liquor". There are versions of it for all standard drinks. One might ask for "a mug of weird ale" for example. Pierre buys a certain type of extremely aged cheese from a local farmer, who is named Bob or something. This cheese is not normally consumed at such an age, because of the old and extensive growth of the mould, which is hallucinogenic and tastes very bad. There is actually a sort of cheese mould like this on earth. In this state, the mould probably has a negative effect on the body if eaten much, or even a little, but it is a medieval time, and no one really knows about this. The mouldy parts are removed from the cheese. Then, it is included in the mixture when the liquor is fermented. Afterwards, concentrated juice of the appropriate type is added, because most people find the taste of the mould disgusting. Pierre has the base ready, and mixes the desired type of juice or other liquor with it for customers. Popular mixtures that he keeps on hand are with standard drinks mixed with the concentrated juice of their ingredients, or with mint, apple cider, wine, and whisky. he also sells bottles of desired mixtures, and the base so one can mix their own desires.

When someone quaffs it, they will begin to hallucinate in 2D3 plus their constitution adjustment minutes. Pierre has experience, so the recipe includes enough so the drinker is normally still in touch with reality. Because of this, the effect on the body is probably not as bad as it would be otherwise. This probably depends on constitution. Anything from their imagination and memory can appear. This probably depends on intelligence and/or wisdom. If a character frequently drinks this brew, it should eventually effect certain organs of their body adversely, probably their brain. 

The village of Estin
Here we go (in Joshuan's words, and in Estin. not Kern):

Perhaps the low point of the entire tour occurred during my visit to the barbaric frontier principality of Sablestone. Upon entering the village of Estin, I immediately noted that there were eight or nine taverns and inns clustered together in the village, a remarkable number for a town of this size. I hoped that the large number of establishments would mean that they were forced to be very high quality in order to compete. They each looked quite well-kept, as did the entire town. It reeked of humanity, of course, but apparently the military presence in town kept the external appearances neat and tidy. After making a long, tiring journey (such as the one I had just made) one needs a good ale (or six), so I hurriedly decided to go into the first tavern I came to. That tavern was the Tarnished Sovereign Saloon, a two-story wood and plaster affair with neat red trim. We stepped in off the peaceful streets of Estin, and into a completely different world.

I was simultaneously blinded and deafened as I entered, an experience not entirely unlike being bashed in the head with a giant cymbal, but considerably less enjoyable. Were I not of such extraordinary fortitude, I may never have recovered, but, being the strong individual that I am, I was able to adjust in only a couple of minutes. The tavern was extremely dark, and the brilliant sunlight outside only heightened the blinding effect of the scantily-lit interior. A "band" (if it can be so called) was on a stage to the right of the door. One tone deaf man was torturing what looked to be half of an old cast-off calliope while another bashed metal plates with complete disregard for anything even remotely resembling rhythm. A pleasantly short, if rather dirty, woman, who appeared to be upset over the lack of the attention which patrons paid her, was shrieking at the top of her high- pitched voice an approximation of what was supposed to be a tender love song. Various patrons were shouting to one another in order to be heard over the clatter. I began walking toward a seat at the bar as far from the band as possible, but I felt something strange under my feet. It was slippery and spongy at once. Looking down, I saw the floor was covered with a layer of sawdust. I thought this remarkably strange, but any mystery is best pondered over a fine ale, so I continued to the bar. The bar, for our gentle readers who may be unfamiliar with this term, is long counter. The patrons sit on one side, using the counter top as a table, and the bartender stands on the other side pouring drinks, which are kept behind the bar. this particular bar had stools on steel posts bolted to the floor, so I climbed up onto a stool and immediately noted that they were brutally uncomfortable. I had to sit on my legs to reach the counter (which had been made ridiculously high by some obviously incompetent carpenter), and the wooden stool bit into my shins, threatening bruises if I stayed too long in this position. I managed to get a seat at the end of the bar furthest from the "musicians," next to a man (I think) who had apparently passed out long ago. The bartender came over, made one of the customary rude comments regarding my height, to which I made an answer regarding his bald spot, and asked me what I wanted. I ordered an ale. He poured me a mug, and I took a sip of some of the foulest ale this side of Port Tenobar.

As I choked down the putrid liquid, I looked around at the other patrons (by now my eyes had almost fully adjusted to the dim surroundings). There were several women wearing very skimpy outfits, and about a dozen rough- looking men drinking. The men were all particularly dirty, perhaps from one of the nearby mines. One man and woman near me were screaming at each other about something I couldn't quite follow, but they soon went up to a room together. I watched one nasty-looking character spit, not into the provided spittoon, but right on the floor. I suppose the mystery of the sawdust was cleared up at least. I firmly believe that one should never waste a drop of ale, so I forced myself to gag down the entire mug (only once have I been unable to do this, at the unfortunate Port Tenobar incident). One thing I will say for that ale is that it did seem to have a high alcohol content, but I needed something better. Fortunately I always carry a few pints in case of just this sort of situation. The bartender returned to me, seeing the empty mug. I declined his offer for a refill, and asked if the other establishments in town were similar to this one. The man replied that, to his great embarrassment, this is actually one of the quieter, cleaner inns in town. The patrons at the Sovereign were primarily miners, whereas the really lively inns were frequented by soldiers. As he finished telling me this, a shouted conversation between two miners suddenly escalated when one grabbed a chair and smashed it over the head of the other. The companions of each joined in, and soon, the entire tavern was engaged in a brutal brawl. The women seemed as adept as the men at brawling, and the bartender simply looked on. One patron apparently mistook me for a chair and tried to attack his assailant with my head. I dare say that the poor fool will never make THAT mistake again. The constabulary soon arrived, broke up the fight, and demanded that several of the initiators pay for the damage to the inn. My ordeal had tired me greatly, and I needed a place to drink my own ale. From what the bartender had said, this was one of the safest places in town to sleep, so I decided to order a room. I was careful to ask for a private room, which I was forced to pay for by the hour. I probably should have simply slept in the street, for the bed was terribly lumpy and crawling with bugs. Soon after I laid down I had to fight off a mangy young woman who didn't seem to be able to comprehend that I didn't want her services.

In the morning, I simply left this atrocity as soon as I could get myself up (alright, perhaps it was early afternoon, not morning). The inn had gotten steadily louder through the night, so I was able to get much less sleep than I would have liked. I decided to try my luck at another tavern, so I walked over to the Musky Rat Inn. As I was about to open the door, a muscular, but scummy, man crashed through the window hear me, onto the street. He reeked of the same foul ale that the Sovereign had served, and I heard a similar cacophony from within. I wisely decided to turn and leave without a moment's more hesitation. Now that I think about it, except for my splitting headache, leaving Estin was by far the best part about the village. 

Seven Secret Crafts of Glantri member lists
I saw Cthulhudrew's post about the membership of the seven secret crafts of Glantri. Good job and a handy list, but he did miss a few ;) Here are the (to my knowledge) complete lists for 1000 and 1012 AC:

1000 AC

Alchemy

	Genevieve de Sephora
	High Mistress

	Isabelle d'Ambreville
	3

	Guillaume d'Ambreville
	3

	Jakar Daron
	3

	Rolf Graustein
	3

	Malachie du Marais
	3

	Diane de Moriamis
	3

	Antonio di Tarento
	3


Dracology

	Jaggar von Drachenfels
	High Master (star)

	Eachainn McDougall
	3 (gold)

	Erik Helsing (from Serraine)
	3 (red)

	Helgar von Drachenfels
	2 (white)

	Ezechiel Naramis
	2 (black)

	Aliana Nyraviel
	2 (blue)

	Galladin
	1 (jade)


Elementalism, Air

	Volospin Aendyr
	High Master

	Serena Aendyr
	3

	Margaret Hillsbury
	3

	Emeth Urbaal
	3

	Arbana Jerbat
	2

	Gertrud von Drachenfels
	2


Elementalism, Earth

	Innocenti di Malapietra
	High Master

	Hildegarde von Drachenfels
	4

	Murl of Vlaardoen (from Minrothad)
	4

	Giovanni di Malapietra
	3

	Lucrecia di Malapietra
	3


Elementalism, Fire

	Vanserie Vlaardoen
	High Master

	Wilhelmine Vlaardoen
	4

	Sinaria Verlien
	4

	Gherynid (from Ierendi)
	4

	Pieter Vandehaar
	3

	Rowena Krollnar
	3

	Juliana Vlaardoen
	1


Elementalism, Water

	Harald of Haaskinz
	High Master

	Quentin McGregor
	3

	Sean McGregor
	1


Illusion

	Jherek Virayana
	High Master

	Lan-Syn Virayana
	4

	Urmahid Krinagar
	4

	Ralindi Virayana
	2

	Rejladan Virayana
	1


Necromancy

	Morphail Gorevitch-Woszlany
	High Master

	Brannart McGregor
	4

	Boris Gorevitch-Woszlany
	3

	Youri Ivanov
	3

	Angus McGregor
	3

	Piotr-Grygory Timenko
	2

	Laszlo Wutyla
	2


Cryptomancy

	Carlotina Erewan
	High Mistress

	Eleesea Erewan
	4

	Norelia Erewan
	4

	Bethys Erewan
	4

	Franz Lowenroth
	3


Witchcraft

	Carnelia de Belcadiz
	High Mistress

	Isabella de Montebello
	3

	Szasza Markovitch
	3

	Carmina de Belcadiz
	2

	Victoria de Belcadiz
	2

	Gilles Grenier
	2

	Esmeralda Erewan
	2

	Yolanda de Belcadiz
	1


And 1012 AC

Alchemy
	Genevieve de Sephora
	High Mistress

	Isabelle d'Ambreville
	3

	Guillaume d'Ambreville
	3

	Jakar Daron
	3

	Rolf Graustein
	4!

	Malachie du Marais
	3

	Diane de Moriamis
	3

	Antonio di Tarento
	3

	Jissel de Gheyn (p.79 in GKoM)
	4!


Dracology
	Jaggar von Drachenfels
	High Master (star)

	Eachainn McDougall
	3 (gold)

	Erik Helsing (from Serraine)
	3 (red)

	Helgar von Drachenfels
	2 (white)

	Ezechiel Naramis
	2 (black)

	Aliana Nyraviel
	2 (blue)

	Galladin
	1 (jade)

	Miguelito de Belcadiz
	2! (I suggest green or blue)


Elementalism, Air
	Serena Aendyr
	3?

	Tereis Haaskinz
	4!

	Natacha Datchenka
	2!


Elementalism, Earth
	Innocenti di Malapietra
	High Master

	Hildegarde von Drachenfels
	5*

	Lucrecia di Malapietra
	3?

	Tresh Barukta (p.111 in GKoM)
	at least 2!


Elementalism, Fire
	Sinaria Verlien
	4

	Gherynid (from Ierendi)
	4

	Pieter Vandehaar
	3

	Juliana Vlaardoen
	2!


Elementalism, Water
	Harald of Haaskinz
	High Master

	Dominick Haaskinz
	3!

	Gerrid Rientha
	3!

	Quentin McGregor
	3

	Sean McGregor
	3!


Illusion
	Jherek Virayana
	High Master

	Lan-Syn Virayana
	4

	Urmahid Krinagar
	4

	Ralindi Virayana
	3!

	Rejladan Virayana
	1


Necromancy
	Morphail Gorevitch-Woszlany
	High Master

	Brannart McGregor
	4

	Boris Gorevitch-Woszlany
	3

	Youri Ivanov
	3

	Angus McGregor
	3

	Piotr-Grygory Timenko
	2

	Laszlo Wutyla
	2


Cryptomancy
	Carlotina Erewan
	High Mistress

	Eleesea Erewan
	4

	Norelia Erewan
	4

	Bethys Erewan
	4

	Franz Lowenroth
	3


Witchcraft
	Carnelia de Belcadiz
	High Mistress

	Isabella de Montebello
	3

	Szasza Markovitch
	3

	Carmina de Belcadiz
	2

	Victoria de Belcadiz
	3!

	Gilles Grenier
	2

	Esmeralda Erewan
	3!

	Yolanda de Belcadiz
	1


*Hildegarde von Drachenfels is once again listed as being at 5th Circle. While this is probably just a typo copied from GAZ3, you could decide that she's just about ready to venture into ruined tower of Sirecchia and challenge Innocenti for the mastery of Earth Elementalism. This should not be too hard for her, since Innocenti lost a lot of levels to his wraith relatives.

? As Drew said, it's uncertain whether Lucrecia and Giovanni are alive. However, I think Giovanni is most likely dead since he was the Constable of Lizzieni which was destroyed. Serena Aendyr also stayed at the capital, so she might be alive - and in fact, she *might* be the new High Mistress of Air Elementalism.

! This denotes a change from GAZ3 - either a rise in level or a new member. 

Glantri Nobles

Okay- figured out my rationales last night:

John Beaumarys-Moorkroft: We all seem to be agreed that he becomes the new Archduke of Westheath.

New Duke of Hightower: My rationale at the time (before 1012PWA), which I still hold to be sound, is that Eachainn McDougall (described as an old warhorse) would maintain his position on the other side of Skullhorn Pass, in order to provide a non-Ethengarian (or Glantrian/Ethengarian) counter to Urmahid Krinagar. Most of the nobles- including Jaggar- would likely have supported his stay here, either by voting against any attempts of him to move, or by encouraging him to stay.

That being said, it seems to be at least acceptable canon (PWA1012) that Eachainn McDougall has moved. In that case, he is the New Duke of Hightower.

New Marquis of Dunvegan The only ones I can think of that would want to move are: Alasdair McAllister, Sinaria Verlien, Emeth Urbaal, and Aliana Nyraviel. That being the case, here's my rationale of their backing:

Alasdair: 16 (Crownguard) + 25 (Sylaire)
Sinaria: 17 (Linden)
Emeth: 22 (Silverston)
Aliana: 21 (Ellerovyn) + 16 (Ritterburg) + 25 (Singhabad) + 16 (Bramyra)

Notes: Igorov abstains. Sylaire backs McAllister (a fellow member of the Brotherhood of the Radiance). Sirecchia abstains, though I could see him backing McAllister. Ritterburg, Singhabad, and Bramyra (if allowed, he's the new Prince), would all (IMO) back the most militarily qualified person- that being Aliana Nyraviel and her militia of Griffon mounted knights. Alhambra wouldn't back Aliana, and if they didn't abstain, their vote still wouldn't be enough to reach the 80 required.

The issue goes to Parliament, and I don't see any of the contenders getting a 2/3 majority. Looks like it's a duel between McAllister (M13 and Radiance user) and Nyraviel (E9 and 2nd circle Blue Dracologist). I don't know who I'd bet on, personally.

For argument's sake, let's assume for some reason Nyraviel didn't want the position. Then McAllister is the likely new Marquis of Dunvegan. Virayana is surrounded by Klantyrians... he'd better watch his step. :)

New Count of Glenargyll

This is where it gets interesting. :)

Candidates: Rowena Krollnar, Arbana Jerbat (though a good point is made about her being too far away to spy on Volospin, though I note that she is also here to spy on Glantrian secrets, not just the Aendyrs, though that is a primary goal), Griseo Fulvina, and Antonio di Tarento.

Voting:

Rowena: 17 (Linden) + 25 (Sylaire) + 15 (Igorov) + 16 (Ritterburg) + ?
Arbana: 22 (Silverston)
Griseo: ?
Antonio: 16 (Sirecchia)

Notes: Sirecchia votes for Tarento, IMO. Fulvina is described as a "follower" of Innocenti's, whereas Innocenti has a "favoured customer status" with Tarento. Since these are secret ballots, I say Innocenti backs Tarento- though of course he'll tell both that they had his sole support. ;)

Sylaire and Igorov, IMO, back Rowena. Primarily because both Etienne and Morphail are the types to be influenced by a charming lady such as she- not just because she's described as beautiful, but because they are charming, socialite types themselves, and would have more reason to interact with her and be won over by her. IMO.

I don't see Alhambra as being terribly concerned, though I could see Carnelia voting for someone other than Rowena (probably Arbana) just because she is catty and doesn't care for the competition of a beautiful lady.

Ritterburg backs Rowena for a twofold reason- none of the candidates is suitably militarily qualified, but she is neither Alphatian nor Thyatian, and doesn't have any particular enmities therein. Also, her leaving would vacate Berrym, which opens that for Herr Lowenroth, and opens the barony of Adlerturm- which can then be filled with a new Baron who is (hopefully) Loyal to House Ritterburg, giving Jaggar nearly complete control over the territories around Aalban.

At any rate, that leaves Rowena only 7 votes short of the required 80, with many Houses still left to cast a vote. IMO, then, Rowena Krollnar becomes the New Countess of Glenargyll.

New Viscount of Berrym

The candidates: Franz Lowenroth. Both Pieter Vandehaar and Isabella de Montebello decline to run, as the Principality of Sablestone (which isn't enfeoffed until next year) is still being considered by the Council.

It isn't a complete victory until the votes come in, but:

Franz: 16 (Ritterburg) + 15 (Igorov) + 16 (Klantyre) + 17 (Linden) + ?

Notes: Klantyre and Linden toss their votes in with Lowenroth, as that opens up a vacant Barony that they can hopefully instil their supporters into (in prime territory; near their dominions). Igorov... I forget what their rationale was, exactly, but I know I had one.

At any rate, even if he doesn't win at Council, I believe Lowenroth could take it in Parliament. Therefore, Franz Lowenroth is the New Viscount of Berrym.

Which leaves the Vacant Barony of Adlerturm for prospective newcomers to take. And they will likely be heavily petitioned by Houses Ritterburg, Linden, and Klantyre at the least. 

Glantrian Nobles v3
Once again, here's the 3rd version of Glantrian nobles' advancement. I'm trying to find a result that would be acceptable to all (or most ;) list members and would make it into the Almanac. Of course, everyone does what he wants in his campaign...

1003 AC:

Urmahid Krinagar, C. of Skullhorn, establishes Principality of Bramyra. Since it is in the same area as his county, there are no other changes. His CV and PV are 16, while P. Jherek's PV reduces by 6 to 33 (note that some voting points were calculated incorrectly in GAZ3).

1004 AC:

Harald of Haaskinz, A. of Westheath, establishes Principality of Sablestone. This is where things get interesting. Barony of Kern is established for Harald. Westheath is up for grabs. People generally agree that John Moorkroft is the new Archduke, Eachainn McDougall becomes the Duke of Hightower, and Alasdair McAllister becomes the Marquis of Dunvegan.

The above changes the voting points as follows: Sirecchia loses 9 points from PV, reducing it to 26; Singhabad gains 1 point, rising to PV of 34. McGregor loses 1 point from his CV, reducing it to 15. Crownguard's PV rises to 35.

Next comes County of Glenargyll.

Ezechiel of Nathrat is out (he has special interests in his current dominion), as well as Diane of Malinbois (she simply doesn't care). Rolf of Blofeld doesn't want to go that far away as transporting his precious constructs would be difficult. Gilles of Fausseflammes also does not want to move that far, besides his dominion is nice and larger than usual. Griseo Fulvina won't compete because his assignment is to spy on Agostino di Malapietra in Ylourgne, and Verazzano is closer to the fortress than Glenargyll.

We then have Redstone, Bergen and Castelbianco. The votes:

Arbana: 22 (Volospin)
Rowena: 17 (Vanserie) +25 (Etienne) +17 (Jaggar) = 59
Antonio: 16 (Innocenti) +15 (Morphail) +25 (Jherek) +16 (Urmahid) = 72

* Etienne hates Sirecchia, so he votes for Rowena (he always had good relations with Flaems).

* Jaggar votes against Sirecchia and Silverston.

* Morphail votes for Antonio because he hates Linden and Silverston, and hopes to use Antonio in the future.

* Jherek and Urmahid would vote against Linden, but Jherek has this philosophy of female inferiority, so the Ethengarians vote for Antonio. I don't think they know that Antonio is the head of the thugs, and his shadiness is not proof alone, after all, how many Glantrian nobles are *not* shady?

* Carlotina abstains as she does not consider any of the three worthy.

* Harald abstains as he does not want to support Antonio, but neither does he want to alienate Sirecchia (to whom he's still grateful); and generally, he prefers to stay pretty much out of the treacherous politics IMO.

None is the clear winner, but Antonio would need only one vote to win, so if you don't want to deal with the Parliament mess, have either Brannart or Carnelia vote for him.

Right, then the barons compete for viscounty of Castelbianco. Obviously, all the undead barons of Boldavia and Klantyre will not be competing. Malachie du Marais can also be left out. That leaves us with Franz of Adlerturm, Isabella of Egorn, and Pieter of Oxhill.

Franz: 17 (Jaggar), +21 (Carlotina) = 38
Isabella: 18 (Carnelia), +25 (Jherek), +16 (Urmahid), +22 (Volospin) +16 (Innocenti) = 97
Pieter: 17 (Vanserie)

* Jherek and Urmahid, obviously, vote against Ritterburg and Linden.

* Same goes for Volospin.

* Carlotina votes against Linden and Alhambra.

* Innocenti votes against Ritterburg and likely for Alhambra, to oppose Sylaire.

* Etienne abstains (he dislikes Pieter because of his violent methods, but does not wish to alienate Linden by voting against him). Even if he votes for Pieter, there is no affect of the outcome.

* Brannart abstains (he's not interested - none of these candidates immediately benefit his enemies Morphail or Etienne).

* Both Morphail and Harald also abstain since they have no interest in this case.

Isabella is the winner and the new V. of Castelbianco. Alhambra now has a PV of 30.

The Barony of Egorn is now available to a new noble. Either use Gerrid Rientha from GKoM, or give it to a PC/NPC of your campaign.

1005 AC:

Malachie du Marais marries Diane de Moriamis and becomes P. of Morlay-Malinbois. His CV and PV are 15 (10 from prince, 5 from viscount). Barony of Morlay ceases to exist. The PV of House Sylaire is reduced to 36.

After the declaration of war, Carlotina Erewan loses the title of Chamberlain (reducing her CV to 17 and PV to 28), and Jaggar von Drachenfels gets the title (increasing his CV to 21 and PV to 37; note that he is also Viceroy of Nordling).

1006 AC: The meteor strikes! All the Silverston nobles die; Caurenze and allied dominions of Erewan (Nathrat and Soth-Kabree) are destroyed. Ouch. Ellerovyn's PV is reduced to 17.

Antonio of Glenargyll and Griseo of Verazzano join House of Haaskinz, raising its PV to 29.

Since there is a shortage of baronies, the Council decides to abolish the viceroyalty of Ylourgne (nobody attacks from that direction anyway) and establish a barony there. Vincienzo di Randazzi wins the dominion (or, you can give it to a PC). He joins the house of Marais, raising their PV to 19.

Urmahid Krinagar is appointed the new Chancellor, raising his CV and PV to 22.

Margaret of Fenswick does not join any house, preferring to mourn Prince Volospin.

1008 AC:

Vanserie and Wilhelmine Vlaardoen die of the plague. Juliana inherits Bergdhoven.

It is unclear as to who gets the title of Treasurer, since later Dolores Hillsbury apparently gets it. We'll assume that Juliana holds the title for the time being.

1009 AC:

Etienne d'Ambreville disappears. Isidore inherits New Averoigne, but Harald of Haaskinz gets the Grand Master position. Isidore's new CV is 15 and PV is 26; Harald's are 24 and 39, respectively. There is also a brief struggle between Isidore and Henri.

1010 AC:

Margaret Hillsbury dies and Dolores appears. Fenswick is made a principality.

Since Juliana Vlaardoen is not very experienced yet, she loses the title of Treasurer and Dolores gets it to herself. Dolores's CV and PV are 20; Juliana's are 15 and 30.

1011 AC:

Jaggar loses the title of Chamberlain to Isidore. Jaggar's CV and PV are 17 and 33, Isidore's are 19 and 30.

Kol becomes P. of New Kolland. Dolores's influence is such that he gets to create a *viscounty* of Blackstone. His CV and PV are 15.

1012 AC:

Mirn Krollnar replaces his mother Rowena as Viscount of Bergen (GKoM). Sergei Wutyla inherits his brother Laszlo's Barony of Mariksen and breaks off from House Igorov (GKoM).

Etienne d'Ambreville reappears, although it is not widely known. In the future, he may reclaim his principality from Isidore, but it remains to be seen.

Council voting power as of 1012 AC:
Jherek 25
Harald 24
Urmahid 22
Dolores 20
Isidore 19
Carnelia 18
Jaggar 17
Carlotina 15
Brannart 15
Morphail 15
Juliana 15
Malachie 15
Kol 15

Parliament voting power as of 1012 AC:
Haaskinz 39
Singhabad 34
Crownguard 34
Ritterburg 33
Igorov 35 (with Mariksen)/31 (without)
Linden 30
Sylaire 30
Alhambra 30
Krinagar 22
Fenswick 20
Marais 19
Ellerovyn 17
Kol 15

For comparison, Singhabad + Krinagar = 56, Sylaire + Marais = 49, and Fenswick + Kol = 35.

Anyway, we also seem to be in agreement that Isabella de Montebello will become a Viscountess. The only argument here is of which Viscounty (Bergen, Castelbianco, or Redstone). ;) Also remember that whoever is the ruler of Redstone dies, and I'd rather kill off ugly old hag Arbana than beautiful young Isabella. ;) 

Glantri Economics

Hello everyone,

Since you already know that I'm crazy about Glantri, and I recently started attending a couple of accounting courses at my school, I'll start posting the statistics for Glantrian dominions. They will indicate the dominion population, income, and XP gained by the ruler. I used the rules Bruce posted several years ago in Dragon magazine, with a few additions of my own, which I list below:

First, while Bruce gave a system for determining the tax income, he did not speak anything about resource or standard income. Since the numbers in Rules Cyclopaedia were not built to work with Bruce's alterations, here's a system I developed for determining the other income types.

Resource Income

First, determine the resources of the dominion. Either assign the number and the type based on the available info, or roll randomly on the tables in RC. Then, divide the population into groups according to territory type and check the following table:

	Territory Type
	Anim
	Veget
	Miner

	City
	10
	5
	15

	Large Town
	8
	4
	12

	Small Town/Suburban
	6
	3
	9

	Village/Rural
	2
	1
	3

	Borderland
	1
	0.5
	1.5

	Wilderness
	0
	0
	0


Income is given in sp per inhabitant

Example: suppose a dominion has a small town of 4000 people, and 20000 rural population. It also has 1 animal and 1 vegetable resource. Thus, the town generates 4000*6=24000 sp for animal and 4000*3=12000 sp for vegetable resources. The rural people generate 20000*2=40000 sp for animal and 20000*1=20000 sp for vegetable resources. The dominion's total resource income is 24000+12000+40000+20000=96000 sp, or 9600 gp.

The rationale for this system is that people in rural areas use many resources themselves, while urban people often engage in trade, thus producing more revenue.

Standard Income

This one is also too excessive at 10gp per family, especially since you have to pay taxes on it in cash. I reasoned that people in urban areas would be more available for service than in borderlands, Here's the standard income table, in gp per inhabitant:

	City
	2

	Large Town
	1.6

	Small Town/Suburban
	1.2

	Village/Rural
	0.8

	Borderland
	0.4

	Wilderness
	0


Example: the dominion mentioned above would generate 4000*1.2=4800 gp of standard income from the town, and 20000*0.8=16000 gp in rural areas. Standard income can be used for holidays, visiting nobles, and such. It can be used for paying taxes to a liege in a feudal system (e.g. Karameikos, but not Glantri, where taxes must be paid in cash).

Okay, these are the additions, and now I'll explain the format in which I'm going to send those statistics.

First, I mention the terrain, population level, and cash taxes. I assumed there is a village in every lesser dominion, where 20% of total population lives. Note that I determined the population using GAZ3's rules, not Bruce's (well, actually GAZ3's rules are also Bruce's :) I also tried to assign resources to each dominion. In case of principalities, the resources are usually known. For lesser dominions, I assumed that each has 2 resources (the most common result on the random table). Dominions with clear terrain have a vegetable resource, forests have animal or vegetable, hills have animal (or mineral if close to mountains), and mountains have mineral (or animal if close to other terrain). I then calculated resource income based on these. Then, I show the standard income.

Next, I calculate the Council tax (which is 20% of all three income types, payable in cash). I then subtract the tax from the sum of tax and resource income to get net cash income. From this, I subtract the overhead (I used the table in Bruce's article). This gives me the cash available to the ruler each month (for paying troops, researching spells, etc.).

Finally, I calculate the yearly XP. I included both tax and resource income in XP, I then calculated the XP for 10 years and showed the level each ruler would achieve by 1010 AC (I assume the starting XP was at midpoint of the level). I also presented an alternate XP calculation (for those who like less power) which includes only tax income in XP.

House of Ritterburg
House of Ritterburg
Aalban
Main resource: 1 animal (swine), 1 vegetable (cabbage/potatoes/grain/beer)
13 hexes: clear; rural; pop. 14560; tax 1456 dc
9 hexes: clear with river; rural; pop. 15120; tax 1512 dc
Leenz: small town; pop. 4500; tax 1350 dc Graez: village; pop. 1300; tax 130 dc
Total Population: 4500 town/suburban, 30980 village/rural

Tax Income: 4448 dc
Resource Income: 13344 dc
Standard Income: 30184 dc

Council Tax: 9596 dc
Net Cash: 8196 dc
Overhead (60%): 4918 dc
Available Cash: 3278 dc

With 213504 XP/year, in 10 years Jaggar von Drachenfels gains 2135040 XP, rising from M30 to M36!
Alternate: 53376 XP/year, rises from M30 to M34.

Berrym
Main resource: 2 animal
7 hexes: hills; rural; pop. 2800; tax 280 dc
Berrym: village; pop. 700; tax 70 dc
Total population: 3500 village/rural

Tax Income: 350 dc
Resource Income: 1400 dc
Standard Income: 2800 dc

Council Tax: 910 dc
Net Cash: 840 dc
Overhead (45%): 378 dc
Available Cash: 462 dc

With 21000 XP/year, in 10 years Narda Shelyn gains 210000 XP, rising from M15 to M16
Alternate: 4200 XP/year, does not rise in level.

Blofeld
Main resource: 2 mineral
6 hexes: mountains; borderland; pop. 336; tax 16.8 dc
1 hex: hills; rural; pop. 280; tax 28 dc
Blofeld: village; pop. 154; tax 15.4 dc
Total Population: 434 village/rural, 336 borderland

Tax Income: 60.2 dc
Resource Income: 361.2 dc
Standard Income: 481.6 dc

Council Tax: 180.6 dc
Net Cash: 240.8 dc
Overhead (35%): 84.3 dc
Available Cash: 156.5 dc

With 5057 XP/year, in 10 years Rolf von Graustein gains 50570 XP, not rising in level (but he probably gains lots of XP from creating constructs, so he might actually rise a few levels).
Alternate: 722 XP/year, does not rise in level.

Adlerturm
Main resource: 1 animal, 1 mineral
4 hexes: hills, river; rural; pop. 1680; tax 168 dc
3 hexes: hills; rural; pop. 840; tax 84 dc
Adlerturm: village; pop. 630; tax 63 dc
Total Population: 3150 village/rural

Tax Income: 315 dc
Resource Income: 1575 dc
Standard Income: 2520 dc

Council Tax: 882 dc
Net Cash: 1008 dc
Overhead (50%): 504 dc
Available Cash: 504 dc

With 22680 XP/year, in 10 years Franz Lowenroth gains 226800 XP, rising from M12 to M14.
Alternate: 3780 XP/year, does not rise in level.

General Statistics

The House of Ritterburg provides the council with 11616 dc/month.
Aalban: fairly good dominion, though not great.
Berrym: I think this is not worth the bother... well, perhaps Narda Shelyn just wants the title.
Blofeld: great resources, but no population to work them.
Adlerturm: the lowest noble in Ritterburg controls a better dominion than the two others... 
House of Sylaire (including Marais)
Nouvelle Averoigne
Main resources: 1 vegetable (food), 2 animal (furs and meat)
6 hexes: clear, river; rural; pop. 10080; tax 1008 dc
2 hexes: clear; rural; pop. 2240; tax 224 dc
1 hex: clear, river; suburban; pop. 1680; tax 504 dc
10 hexes: hill, river; rural; pop. 4200; tax 420 dc
5 hexes: hill; rural; pop. 1400; tax 140 dc
1 hex: forested hills, river; borderland; pop. 210; tax 10.5 dc
1 hex: forested hills; borderland; pop. 140; tax 7 dc
Vyonnes: large town; pop. 5200; tax 2080 dc Ximes: small town; pop. 2500; tax 750 dc Perigon: small town; pop. 1200; tax 360 dc
Total population: 5200 large towns, 5380 small towns/suburban, 17920 villages/rural, 350 borderland

Tax Income: 5503.5 dc
Resource Income: 27517.5 dc
Standard Income: 29252 dc

Council Tax: 12455 dc
Net Cash: 20566 dc
Overhead (65%): 13368 dc
Available Cash: 7198 dc

With 396252 XP/year, in 10 years (1000-1009) Etienne d'Ambreville gains 3962520 XP (which doesn't mean much).
Alternate: 66042 XP/year.
In 1011-1014, Isidore d'Ambreville gains 1585008 XP, rising from M11 to M22 (but by the rules no higher than M15).
Alternate: 264168 XP, rising to M13.

Touraine
Main resources: 1 animal, 1 mineral
5 hexes: hills; rural; pop. 1400; tax 140 dc
2 hexes: hills, river; rural; pop. 840; tax 84 dc
Touraine: village; pop. 560; tax 56 dc
Total population: 2800 villages/rural

Tax Income: 280 dc
Resource Income: 1400 dc
Standard Income: 2240 dc

Council Tax: 784 dc
Net Cash: 896 dc
Overhead (45%): 403 dc
Available Cash: 493 dc

With 20160 XP/year, in 10 years Genevieve de Sephora gains 201600 XP, rising from M20 to M21.
Alternate: 3360 XP/year, does not rise in level.

Fausseflammes
Main resources: 1 animal, 1 mineral
5 hexes: forested hills, river; borderland; pop. 1050; tax 52.5 dc
4 hexes: forested hills; borderland; pop. 560; tax 28 dc
Fausseflammes: village; pop. 400; tax 40 dc
Total population: 400 villages/rural, 1610 borderland

Tax Income: 120.5 dc
Resource Income: 602.5 dc
Standard Income: 964 dc

Council Tax: 337 dc
Net Cash: 386 dc
Overhead (35%): 135 dc
Available Cash: 251 dc

With 8676 XP/year, in 10 years Gilles Grenier gains 86760 XP, rising from M9 to M10.
Alternate: 1446 XP/year, no rise.

Malinbois (data from PC4)
Main resources: 1 animal, 1 vegetable
3 hexes: forested hills, river; borderland
3 hexes: forested hills; borderland
1 hex: hills; borderland
Villages: pop. 2417
Total population: 2417 villages/rural, 2083 borderland

Tax Income: 345.85 dc
Resource Income: 1037.55 dc
Standard Income: 2766.8 dc

Council Tax: 830 dc
Net Cash: 553.4 dc
Overhead (40%): 221.4 dc
Available Cash: 332 dc

With 16600 XP/year, in 5 years (1000-1004), Diane de Moriamis gains 83000 XP, rising from M11 to M12.
Alternate: 4150 XP/year, no rise.

Morlay (data from PC4)
Main resources: 1 animal, 1 vegetable
4 hexes: mountain; borderland
2 hexes: forested hills; borderland
1 hex: hills; borderland
Villages: pop. 1919
Total population: 1919 villages/rural, 1081 borderland

Tax Income: 245.95 dc
Resource Income: 737.85 dc
Standard Income: 1967.6 dc

Council Tax: 590.3 dc
Net Cash: 393.5 dc
Overhead (35%): 137.7 dc
Available Cash: 255.8 dc

With 11805 XP/year, in 5 years Malachie du Marais gains 59025 XP, not rising in level (he now has about 585000 XP).
Alternate: 2951 XP/year, no rise (540000 XP).

Morlay-Malinbois (data in addition to Morlay and Malinbois figures above)
Main resources: 2 animal, 1 vegetable
Villages: pop. 2982
Total population (all principality): 7318 villages/rural, 3164 borderland

Tax Income: 890 dc
Resource Income: 4450 dc
Standard Income: 7120 dc

Council Tax: 2492 dc
Net Cash: 2848 dc
Overhead (55%): 1566 dc
Available Cash: 1282 dc

With 64080 XP/year, in another 5 years Malachie du Marais gains 320400 XP, rising from M10 to M13.
Alternate: 10680 XP/year, still no rise (but will rise very soon).

Analysis

Nouvelle Averoigne is a great dominion, mostly because of the town of Vyonnes.

Other dominions are rather mediocre. Even the new Morlay-Malinbois isn't that good compared to other principalities. 

Clan of Alhambra
Belcadiz
Main resources: 1 mineral (gold, metalwork), 1 vegetable (wine & fruits)
3 hexes: mountain; borderland; pop. 168; tax 8.4 dc
13 hexes: hills; rural; pop. 3640; tax 364 dc
4 hexes: heavy forest; rural; pop. 2240; tax 224 dc
1 hex: clear; rural; pop. 1120; tax 112 dc
1 hex: clear; suburban; pop. 1120; tax 336 dc
New Alvar: large town; pop. 5100; tax 2040 dc
Total population: 5100 large towns, 1120 suburban, 7000 rural, 168 borderland

Tax Income: 3084.4 dc
Resource Income: 12337.6 dc
Standard Income: 15171 dc

Council Tax: 6119 dc
Net Cash: 9303 dc
Overhead (60%): 5582 dc
Available Cash: 3721 dc

With 185064 XP/year, in 10 years Carnelia de Belcadiz gains 1850640 XP, rising from attack rank H to M!
Alternate: 37013 XP/year, rises to attack rank J.

Satolas
Main resources: 2 mineral
6 hexes: mountain; borderland; pop. 336; tax 16.8 dc
1 hex: hills; rural; pop. 280; tax 28 dc
Satolas: village; pop. 154; tax 15.4 dc
Total population: 434 rural, 336 borderland

Tax Income: 60.2 dc
Resource Income: 361.2 dc
Standard Income: 481.6 dc

Council Tax: 180.6 dc
Net Cash: 240.8 dc
Overhead (35%): 84.3 dc
Available Cash: 156.5 dc

With 5057 XP/year, in 10 years Fernando de Casanegra gains 50570 XP, not rising in level.
Alternate: 722 XP/year, no rise.

Egorn
Main resources: 1 mineral, 1 vegetable
5 hexes: mountain; borderland; pop. 280; tax 14 dc
2 hexes: clear; rural; pop. 1120; tax 112 dc
Egorn: village; pop. 350; tax 35 dc
Total population: 1470 village/rural, 280 borderland

Tax Income: 161 dc
Resource Income: 644 dc
Standard Income: 1288 dc

Council Tax: 418 dc
Net Cash: 387 dc
Overhead (35%): 135 dc
Available Cash: 252 dc

With 9660 XP/year, in 4 years Isabella de Montebello gains 38640 XP, now having 764000 XP. She then becomes viscountess of Castelbianco, gaining 13512 XP/year, by the end of 1009 almost rising to attack rank D.
Alternate: 1932 XP/year, in 4 years has 733000 XP. In Castelbianco, 2256 XP/year, by end of 1009 has 747000 XP. 

House of Crownguard
Klantyre
Main resources: 1 animal (sheep), 1 vegetable (lumber etc.)
16 hexes: clear; rural; pop. 17920; tax 1792 dc
1 hex: clear, river; rural; pop. 1680; tax 168 dc
3 hexes: hills; rural; pop. 840; tax 84 dc
6 hexes: hills, river; rural; pop. 2520; tax 252 dc
Glenmoorloch: small town; pop. 3200; tax 960 dc
Tavish: small town; pop. 1900; tax 570 dc
Total Population: 5100 small town/suburban, 22960 village/rural

Tax Income: 3826 dc
Resource Income: 11478 dc
Standard Income: 24488 dc

Council Tax: 7958 dc
Net Cash: 7346 dc
Overhead (60%): 4408 dc
Available Cash: 2938 dc

With 183648 XP/year, in 10 years Brannart McGregor gains 1836480 XP, rising from M33 to M36.
Alternate: 45912/year, still rising from M33 to M36.

Dunvegan
Main resources: 1 animal, 1 mineral
4 hexes: hills; rural; pop. 1120; tax 112 dc
1 hex: mountains; borderland; pop. 56; tax 2.8 dc
2 hexes: mountains, river; borderland; pop. 168; tax 8.4 dc
Dunvegan: village; pop. 336; tax 33.6 dc
Total Population: 1456 village/rural, 224 borderland

Tax Income: 156.8 dc
Resource Income: 784 dc
Standard Income: 1254.4 dc

Council Tax: 439 dc
Net Cash: 501.8 dc
Overhead (40%): 200.8 dc
Available Cash: 301 dc

With 11290 XP/year, in 4 years (1000-1003) Eachainn McDougall gains 45160 XP, now having 720000 XP. He then becomes Duke of Hightower (see Singhabad info), gaining 20160 XP/year for 6 years, by the end of 1009 rising to M12.
Alternate: 1882 XP/year, now has 682000 XP. At Hightower, 3360 XP/year, now has 702000 XP.

Glenargyll
Main resources: 2 mineral
6 hexes: mountains; borderland; pop. 336; tax 16.8 dc
1 hex: hills; rural; pop. 280; tax 28 dc
Glenargyll: village; pop. 154; tax 15.4 dc
Total population: 434 village/rural, 336 borderland

Tax Income: 60.2 dc
Resource Income: 361.2 dc
Standard Income: 481.6 dc

Council Tax: 180.6 dc
Net Cash: 240.8 dc
Overhead (35%): 84.3 dc
Available Cash: 156.5 dc

With 5057 XP/year, in 4 years Alasdair McAllister gains 20228 XP, now having 995000 XP. He then becomes Marquis of Dunvegan, gaining 11290 XP/year for 6 years, by the end of 1009 rising to M14.
Alternate: 723 XP/year, now has 978k XP. At Dunvegan, 1882 XP/year, now has 989k XP.

Uigmuir
Main resources: 2 mineral
4 hexes: mountains; borderland; pop. 224; tax 11.2 dc
2 hexes: mountains, river; borderland; pop. 168; tax 8.4 dc
1 hex: hills; rural; pop. 280; tax 28 dc
Uigmuir: village; pop. 168; tax 16.8 dc
Total population: 448 village/rural, 392 borderland

Tax Income: 64.4 dc
Resource Income: 386.4 dc
Standard Income: 515.2 dc

Council Tax: 193.2 dc
Net Cash: 257.6 dc
Overhead (35%): 90.2 dc
Available Cash: 167.4 dc

I don't provide XP statistics here, as Myra McDuff doesn't gain XP. You can calculate them yourself if you want. 
House of Singhabad (including Krinagar)
Krondahar
Main Resources: 1 vegetable (silk), 1 animal (cattle)
8 hexes: hills; rural; pop. 2240; tax 224 dc
8 hexes: clear; rural; pop. 8960; tax 896 dc
1 hex: clear, suburban; pop. 1120; tax 336 dc
4 hexes: clear, river; rural; pop. 6720; tax 672 dc
Braastar: large town; pop. 7500; tax 3000 dc
Total population: 7500 large town, 1120 suburban, 17920 rural

Tax Income: 5128 dc
Resource Income: 15384 dc
Standard Income: 27680 dc

Council Tax: 9638 dc
Net Cash: 10874 dc
Overhead (60%): 6524 dc
Available Cash: 4350 dc

With 246144 XP/year, in 10 years Jherek Virayana gains 2461440 XP, rising from M27 to M36!
Alternate: 61536 XP/year, rises to M31.

Hightower
Main resources: 1 animal, 1 mineral
5 hexes: hills; rural; pop. 1400; tax 140 dc
2 hexes: hills, river; rural; pop. 840; tax 84 dc
Hightower: village; pop. 560; tax 56 dc
Total population: 2800 village/rural

Tax Income: 280 dc
Resource Income: 1400 dc
Standard Income: 2240 dc

Council Tax: 784 dc
Net Cash: 896 dc
Overhead (45%): 403 dc
Available Cash: 493 dc

With 20160 XP/year, in 4 years John Beaumarys-Moorkroft gains 80640 XP, rising from M16 to M17 (now has 1505000 XP). He then becomes Archduke of Westheath (see Sirecchia info) and still gains 20160 XP/year, by the end of 1009 having 1625000 XP (no rise quite yet).
Alternate: 3360 XP/year, by end of 1009 has 1458000 XP.

Skullhorn
Main resources: 1 animal, 1 mineral
6 hexes: mountain; borderland; pop. 336; tax 16.8 dc
1 hex: hills; rural; pop. 280; tax 28 dc
Skullhorn: village; pop. 154; tax 15.4 dc
Total population: 434 village/rural, 336 borderland

Tax Income: 60.2 dc
Resource Income: 301 dc
Standard Income: 481.6 dc

Council Tax: 168.6 dc
Net Cash: 192.6 dc
Overhead (35%): 67.4 dc
Available Cash: 125.2 dc

With 4335 XP/year, in 3 years (1000-1002) Urmahid Krinagar gains 13005 XP, now having 1288000 XP.
Alternate: 723 XP/year, now has 1277000 XP.

Bramyra
Main resources: 1 animal, 1 mineral
7 hexes: mountain; borderland; pop. 392; tax 19.6 dc
12 hexes: hills; rural; pop. 3360; tax 336 dc
2 hexes: grasslands; rural; pop. 2240; tax 224 dc
Bramyra: small town; pop. 2300; tax 690 dc
Skullhorn: village; pop. 154; tax 15.4 dc
Total population: 2300 small town, 5754 village/rural, 392 borderland

Tax Income: 1285 dc
Resource Income: 6425 dc
Standard Income: 7520 dc

Council Tax: 3046 dc
Net Cash: 4664 dc
Overhead (55%): 2565 dc
Available Cash: 2099 dc

With 92520 XP/year, in 7 years (1003-1009) Urmahid Krinagar gains 647640 XP, rising from M15 to M19.
Alternate: 15420 XP/year, rise from M15 to M16. 

House of Sirecchia (including Haaskinz)
Caurenze
Main resources: 1 mineral (stone/gold/gems), 1 vegetable (olives)
4 hexes: hills; rural; pop. 1120; tax 112 dc
2 hexes: hills, river; rural; pop. 840; tax 84 dc
7 hexes: clear; rural; pop. 7840; tax 784 dc
9 hexes: clear, river; rural; pop. 15120; tax 1512 dc
Lizzieni: small town; pop. 4500; tax 1350 dc
Oreggiano: small town; pop. 2400; tax 720 dc
Total population: 6900 small town/suburban, 24920 rural

Tax Income: 4562 dc
Resource Income: 18248 dc
Standard Income: 28216 dc

Council Tax: 10205 dc
Net Cash: 12605 dc
Overhead (60%): 7563 dc
Available Cash: 5042 dc

With 273720 XP/year, in 6 years (1000-1005) Innocenti di Malapietra gains 1642320 XP, rising from M20 to M31 (limited to M26)
Alternate: 54744 XP/year, M20 to M22. Unfortunately, in 1006, this fine dominion gets blasted.

Verazzano
Main resources: 1 mineral, 1 animal
4 hexes: mountain; borderland; pop. 224; tax 11.2 dc
3 hexes: hills; rural; pop. 840; tax 84 dc
Verazzano: village; pop. 266; tax 26.6 dc
Total population: 1106 village/rural, 224 borderland

Tax Income: 121.8 dc
Resource Income: 609 dc
Standard Income: 974.4 dc

Council Tax: 341 dc
Net Cash: 389.8 dc
Overhead (35%): 136.4 dc
Available Cash: 253.4 dc With 8772 XP/year, in 10 years Griseo Fulvina gains 87220 XP, rising from M16 to M17.
Alternate: 1464 XP/year, no rise.

Castelbianco
Main resources: 1 mineral, 1 animal
3 hexes: mountain; borderland; pop. 168; tax 8.4 dc
2 hexes: hills; rural; pop. 560; tax 56 dc
2 hexes: hills, river; rural; pop. 840; tax 84 dc
Castelbianco: village; pop. 392; tax 39.2 dc
Total population: 1792 village/rural, 168 borderland

Tax Income: 187.6 dc
Resource Income: 938 dc
Standard Income: 1500.8 dc

Council Tax: 525.3 dc
Net Cash: 600.3 dc
Overhead (40%): 240.1 dc
Available Cash: 360.2 dc

With 13512 XP/year, in 4 years Antonio di Tarento gains 54048 XP, not rising in level (he now has 879000 XP). He then becomes Count of Glenargyll (see Crownguard info) and gains 5057 XP/year for 6 years, by the end of 1009 rising to M13.
Alternate: 2256 XP/year, no rise (now has 834000 XP). Becoming Count of Glenargyll, gains 723 XP/year, now has 838k XP.

Westheath
Main resources: 1 mineral, 1 animal
5 hexes: hills; rural; pop. 1400; tax 140 dc
2 hexes: hills, river; rural; pop. 840; tax 84 dc
Westheath: village; pop. 560; tax 56 dc
Total population: 2800 village/rural

Tax Income: 280 dc
Resource Income: 1400 dc
Standard Income: 2240 dc

Council Tax: 784 dc
Net Cash: 896 dc
Overhead (45%): 403 dc
Available Cash: 493 dc With 20160 XP/year, in 4 years (1000-1003) Harald Haaskinz gains 80640 XP, rising from M25 to M26 (now has 2855000 XP).
Alternate: 3360 XP/year, no rise (now has 2788000 XP).

Sablestone
Main resources: 1 vegetable, 1 mineral
36 hexes: clear; rural; pop. 20160; tax 2016 dc
Kern: small town; pop. 1500; tax 450 dc
Estin: village; pop. 900; tax 90 dc
Total population: 1500 small town/suburban, 21060 village/rural

Tax Income: 2556 dc
Resource Income: 10224 dc
Standard Income: 18648 dc

Council Tax: 6286 dc
Net Cash: 6494 dc
Overhead (60%): 3896 dc
Available Cash: 2598 dc

With 153360 XP/year, in 6 years (1004-1009) Harald Haaskinz gains 920160 XP, rising from M26 to M32.
Alternate: 30672 XP/year, rises from M25 to M27. 

House of Igorov
Boldavia
Main resources: 1 mineral (salt), 1 animal (fish & caviar), 1 vegetable (potatoes/vodka)
3 hexes: mountain; borderland; pop. 168; tax 8.4 dc
4 hexes: clear; rural; pop. 4480; tax 448 dc
3 hexes: forested hills; borderland; pop. 420; tax 21 dc
13 hexes: hills; rural; pop. 3640; tax 364 dc
3 hexes: hills, river; rural; pop. 1260; tax 126 dc
Rymskigrad: large town; pop. 6500; tax 2600 dc
Total population: 6500 large towns, 9380 rural, 588 borderland

Tax Income: 3567.4 dc
Resource Income: 21404.4 dc
Standard Income: 18139.2 dc

Council Tax: 8622.2 dc
Net Cash: 16349.6 dc
Overhead (65%): 10627.2 dc
Available Cash: 5722.4 dc

With 299662 XP/year, in 10 years Morphail Gorevitch-Woszlany gains 2996620 XP, rising from M28 to M36!
Alternate: 42809 XP/year, rises to M31.

Pavlova
Main resources: 1 animal, 1 mineral
4 hexes: mountain; borderland; pop. 224; tax 11.2 dc
3 hexes: forested hills; borderland; pop. 420; tax 21 dc
Pavlova: village; pop. 161; tax 16.1 dc
Total population: 161 rural, 644 borderland

Tax Income: 48.3 dc
Resource Income: 241.5 dc
Standard Income: 386.4 dc

Council Tax: 135.2 dc
Net Cash: 154.6 dc
Overhead (35%): 54.1 dc
Available Cash: 100.5 dc

With 3478 XP/year, in 10 years Natacha Datchenka gains 34780 XP, now having 860000 XP.
Alternate: 580 XP/year, now has 831000 XP.

Palatinsk
Main resources: 1 animal, 1 mineral
6 hexes: forested hills; borderland; pop. 840; tax 42 dc
1 hex: mountain; borderland; pop. 56; tax 2.8 dc
Palatinsk: village; pop. 224; tax 22.4 dc
Total population: 224 rural, 896 borderland

Tax Income: 67.2 dc
Resource Income: 336 dc
Standard Income: 537.6 dc

Council Tax: 188.2 dc
Net Cash: 215 dc
Overhead (35%): 75 dc
Available Cash: 140 dc

With 4839 XP/year, in 10 years Youri Ivanov gains 48390 XP, now having 573000 XP.
Alternate: 807 XP/year, now has 533000 XP.

Vladimirov
Main resources: 1 animal, 1 mineral
5 hexes: mountain; borderland; pop. 280; tax 14 dc
2 hexes: forested hills; borderland; pop. 280; tax 14 dc
Vladimirov: village; pop. 140; tax 14 dc
Total population: 140 rural, 560 borderland

Tax Income: 42 dc
Resource Income: 210 dc
Standard Income: 336 dc

Council Tax: 117 dc
Net Cash: 135 dc
Overhead (35%): 47 dc
Available Cash: 88 dc

With 3024 XP/year, in 10 years Szasza Markovitch gains 30240 XP, now having 855000 XP.
Alternate: 504 XP/year, now has 830000 XP.

Kutchevski
Main resources: 1 animal, 1 mineral
6 hexes: mountain; borderland; pop. 336; tax 16.8 dc
1 hex: forested hills; borderland; pop. 140; tax 7 dc
Kutchevski: village; pop. 119; tax 11.9 dc
Total population: 119 rural, 476 borderland

Tax Income: 35.7 dc
Resource Income: 178.5 dc
Standard Income: 285.6 dc

Council Tax: 100 dc
Net Cash: 114.2 dc
Overhead (35%): 40 dc
Available Cash: 74.2 dc

With 2571 XP/year, in 10 years Piotr-Grygory Timenko gains 25710 XP, now having 400000 XP.
Alternate: 429 XP/year, now has 379000 XP.

Mariksen
Main resources: 1 animal, 1 mineral
5 hexes: mountain; borderland; pop. 280; tax 14 dc
2 hexes: forested hills; borderland; pop. 280; tax 14 dc
Mariksen: village; pop. 140; tax 14 dc
Total population: 140 rural, 560 borderland

Tax Income: 42 dc
Resource Income: 210 dc
Standard Income: 336 dc

Council Tax: 117 dc
Net Cash: 135 dc
Overhead (35%): 47 dc
Available Cash: 88 dc

With 3024 XP/year, in 10 years Laszlo Wutyla gains 30240 XP, now having 405000 XP.
Alternate: 504 XP/year, now has 380000 XP. 

House of Linden
Bergdhoven
Main resources: 1 vegetable (flower & perfumes), 1 animal (fish)
8 hexes: clear; rural; pop. 8960; tax 896 dc
12 hexes: clear, river; rural; pop. 20160; tax 2016 dc
Kopstar: small town; pop. 4500; tax 1350 dc
Altendorf: small town; pop. 2800; tax 840 dc
Total population: 7300 small town/suburban, 29120 rural

Tax Income: 5102 dc
Resource Income: 15306 dc
Standard Income: 32056 dc

Council Tax: 10493 dc
Net Cash: 9915 dc
Overhead (60%): 5949 dc
Available Cash: 3966 dc

With 244896 XP/year, in 8 years (1000-1007) Vanserie Vlaardoen gains 1959168 XP, rising from M28 to M36! Afterwards, in 2 years Juliana Vlaardoen gains 489792 XP, rising from M9 to M12 (rules limit this to M11).
Alternate: 61224 XP/year, in 8 years Vanserie gains 489792 XP, rising from M28 to M31. Afterwards, Juliana gains 122448 XP, rising to M10.

High Sonden
Main resources: 1 mineral, 1 animal
3 hexes: hills; rural; pop. 840; tax 84 dc
1 hex: hills, river; rural; pop. 420; tax 42 dc
2 hexes: clear, river; rural; pop. 3360; tax 336 dc
1 hex: mountain; borderland; pop. 56; tax 3 dc
High Sonden: small town; pop. 1169; tax 351 dc
Total population: 1169 small town/suburban, 4620 rural; 56 borderland

Tax Income: 816 dc
Resource Income: 4077 dc
Standard Income: 5121 dc

Council Tax: 2003 dc
Net Cash: 2890 dc
Overhead (55%): 1590 dc
Available Cash: 1300 dc

With 58716 XP/year, in 10 years Sinaria Verlien gains 587160 XP, rising from M21 to M25.
Alternate: 9792 XP/year, rises from M21 to M22.

Bergen
Main resources: 2 mineral
6 hexes: mountain; borderland; pop. 336; tax 16.8 dc
1 hex: hills; rural; pop. 280; tax 28 dc
Bergen: village; pop. 154; tax 15.4 dc
Total Population: 434 village/rural, 336 borderland

Tax Income: 60.2 dc
Resource Income: 361.2 dc
Standard Income: 481.6 dc

Council Tax: 180.6 dc
Net Cash: 240.8 dc
Overhead (35%): 84.3 dc
Available Cash: 156.5 dc

With 5057 XP/year, in 10 years Rowena Krollnar gains 50570 XP, not rising in level.
Alternate: 722 XP/year, does not rise in level.

Oxhill
Main resources: 2 mineral
6 hexes: mountain; borderland; pop. 336; tax 16.8 dc
1 hex: clear; rural; pop. 560; tax 56 dc
Oxhill: village; pop. 224; tax 22.4 dc
Total population: 784 rural, 336 borderland

Tax Income: 95.2 dc
Resource Income: 571.2 dc
Standard Income: 761.6 dc

Council Tax: 285.6 dc
Net Cash: 380.8 dc
Overhead (35%): 133.3 dc
Available Cash: 247.5 dc

With 7997 XP/year, in 10 years Pieter Vandehaar gains 79970 XP, rising from M11 to M12.
Alternate: 1143 XP/year, no rise. 

Clan of Ellerovyn
Erewan
Main resources: 1 vegetable (fine woods), 1 animal (horses)
9 hexes: hills; rural; pop. 2520; tax 252 dc
6 hexes: clear, river; rural; pop. 10080; tax 1008 dc
4 hexes: clear; rural; pop. 4480; tax 448 dc
3 hexes: heavy forest; rural; pop. 3360; tax 336 dc
1 hex: heavy forest, river; rural; pop. 1680; tax 168 dc
Erendyl: small town; pop. 4800; tax 1440 dc
Total population: 4800 suburban, 22120 rural Note: Erewan's population is greatly reduced following the war (see GKoM)

Tax Income: 3652 dc
Resource Income: 10956 dc
Standard Income: 23456 dc

Council Tax: 7613 dc
Net Cash: 6995 dc
Overhead (60%): 4197 dc
Available Cash: 2798 dc

With 175296 XP/year, in 10 years Carlotina Erewan gains 1752960 XP, rising from attack rank H to M!
Alternate: 43824 XP/year, rises from H to J.

Soth-Kabree
Main resources: 2 animal
7 hexes: hills; rural; pop. 1960; tax 196 dc
Soth-Kabree: village; pop. 490; tax 49 dc
Total population: 2450 rural

Tax Income: 245 dc
Resource Income: 980 dc
Standard Income: 1960 dc

Council Tax: 637 dc
Net Cash: 588 dc
Overhead (40%): 235 dc
Available Cash: 353 dc

With 14700 XP/year, in 6 years Aliana Nyraviel gains 88200 XP, having 588200 XP when she dies from the meteor.
Alternate: 2940 XP/year, by 1006 has 517640 XP.

Nathrat
Main resources: 2 mineral
5 hexes: mountain; borderland; pop. 280; tax 14 dc
2 hexes: hills; rural; pop. 560; tax 56 dc
Nathrat: village; pop. 210; tax 21 dc
Total population: 770 rural, 280 borderland

Tax Income: 91 dc
Resource Income: 546 dc
Standard Income: 728 dc

Council Tax: 273 dc
Net Cash: 364 dc
Overhead (35%): 127 dc
Available Cash: 237 dc

With 7644 XP/year, in 6 years Ezechiel Naramis gains 45864 XP, having 545864 XP when he dies from the meteor.
Alternate: 1092 XP/year, by 1006 has 506552 XP. 

House of Silverston
Blackhill
Main resources: 1 vegetable (fruits & vegetables), 1 mineral (black stone & tar pits)
9 hexes: clear; rural; pop. 10080; tax 1008 dc
3 hexes: clear, river; rural; pop. 5040; tax 504 dc
1 hex: clear, river; suburban; pop. 1680; tax 504 dc
5 hexes: hill; rural; pop. 1400; tax 140 dc
4 hexes: hill, river; rural; pop. 1680; tax 168 dc
Eriadna: large town; pop. 5500; tax 2200 dc
Volnay: small town; pop. 2500; tax 750 dc
Total population: 5500 large town, 4180 small town/suburban, 18200 rural

Tax Income: 5274 dc
Resource Income: 21096 dc
Standard Income: 28376 dc

Council Tax: 10950 dc
Net Cash: 15420 dc
Overhead (65%): 10023 dc
Available Cash: 5397 dc

With 316440 XP/year, in 6 years Volospin Aendyr gains 1898640 XP, rising from M22 to M35 (but rules limit this to M28).
Alternate: 63288 XP/year, in 6 years rises to M25. Then he presumably dies when his dominion gets crushed.

Fenswick
Main resources: 1 mineral, 1 animal
3 hexes: mountain; borderland; pop. 168; tax 8.4 dc
1 hex: mountain, river; borderland; pop. 84; tax 4.2 dc
1 hex: hills; rural; pop. 280; tax 28 dc
2 hexes: hills, river; rural; pop. 840; tax 84 dc
Fenswick: village; pop. 343; tax 34.3 dc
Total population: 1463 rural, 252 borderland

Tax Income: 158.9 dc
Resource Income: 794.5 dc
Standard Income: 1271.2 dc

Council Tax: 444.9 dc
Net Cash: 508.5 dc
Overhead (40%): 203.4 dc
Available Cash: 305.1 dc

With 11441 XP/year, in 10 years Margaret Hillsbury gains 114410 XP, rising from M14 to M15.
Alternate: 1907 XP/year, no rise.

Wylon
Main resources: 1 mineral, 1 animal
5 hexes: hills; rural; pop. 1400; tax 140 dc
2 hexes: mountain; borderland; pop. 112; tax 5.6 dc
Wylon: village; pop. 378; tax 37.8 dc
Total population: 1778 rural, 112 borderland

Tax Income: 183.4 dc
Resource Income: 917 dc
Standard Income: 1467.2 dc

Council Tax: 513.5 dc
Net Cash: 586.9 dc
Overhead (40%): 234.8 dc
Available Cash: 352.1 dc

With 13205 XP/year, in 6 years Emeth Urbaal gains 79230 XP, rising from M12 to M13.
Alternate: 2201 XP/year, no rise.

Redstone
Main resources: 1 animal, 1 mineral
5 hexes: hills; rural; pop. 1400; tax 140 dc
2 hexes: hills, river; rural; pop. 840; tax 84 dc
Redstone: village; pop. 560; tax 56 dc
Total population: 2800 rural

Tax Income: 280 dc
Resource Income: 1400 dc
Standard Income: 2240 dc

Council Tax: 784 dc
Net Cash: 896 dc
Overhead (45%): 403 dc
Available Cash: 493 dc

With 20160 XP/year, in 6 years Arbana Jerbat gains 120960 XP, rising from M9 to M10.
Alternate: 3360 XP/year, no rise. 

House of Hillsbury
House of Hillsbury

Fenswick
Since PWA mentions that Jaggar von Drachenfels campaigned for Fenswick's borders to be extended south to Belcadiz and east to Glenargyll, here's a rough diagram of what I assume the new borders are:
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m=mountain hex, h=hill hex, f=tower of Fenswick, capital letter means a river in the hex

Main resources: 2 animal (sheep/goats, fish)
16 hexes: mountain; borderland; pop. 896; tax 45 dc
1 hex: mountain, river; borderland; pop. 84; tax 4 dc
1 hex: hills; rural; pop. 280; tax 28 dc
2 hexes: hills, river; rural; pop. 840; tax 84 dc
Fenswick: village; pop. 525; tax 53 dc
Total population: 1645 rural, 980 borderland

Tax Income: 214 dc
Resource Income: 854 dc
Standard Income: 1708 dc

Council Tax: 555 dc
Net Cash: 513 dc
Overhead (40%): 205 dc
Available Cash: 308 dc

XP/month: 1068 

House of Kol
House of Kol

New Kolland
Main resources: 2 mineral (craterdust, bluestone, possibly normal minerals)
Total population: 29560 (figure from GKoM). I assume that 20% (5910) lives in permanent settlements and is thus considered rural. Others are borderland.

Tax Income: 1774 dc
Resource Income: 10641 dc
Standard Income: 14188 dc
Note: I doubt Kol gets all possible income every month, so reduce these figures as desired. In particular, standard income is probably almost nothing (humanoids don't perform many useful services).

Council Tax (assuming full income collection): 5321 dc Net Cash: 7094 dc
Overhead (60%): 4256 dc
Available Cash: 2838 dc

XP/month: 12415 (Kol should be rising in levels pretty quickly if you give him that much XP). 

History of the Individual Glantrian dominions
On Tue, 28 Oct 1997, Harri Mäki wrote:

> I'm interested in individual dominions, f.e. was New Averoigne among the
> original principalities and what about Klantyre or Boldavia. When Etienne
> became prince. Who was prince before him if he wasn't prince from the
> beginning and so on.
According to Mark of Amber, Etienne was the first Prince of New Averoigne. Interestingly, though, in his very first appearance (X2: Castle Amber), he is noted as being the *seventh* Prince of his house. In light of MoA, I take this to mean that he was probably the seventh leader of the House of Amber (including his ancestors on LaTerre), but first Prince of New Averoigne.

As for dominions...

In the beginning, there were (IIRC) 7 Flaemish Duchies, under the jurisdiction of an Archduke in Braejr and his council of Mages. Their alliance was loose, though, and they rarely came together under common action (from the Dragonlord of Mystara).

Later, c. 490 AC or so, the Archduke declared himself King and united the lands under Flaemish rule. There were also definite elvish dominions at the time, but not under direct rule of the Flaems.

Before Halzunthram's arrival, many peoples were migrating to Glantri- Thyatians (many of whom, I feel, were displaced/expatriate Hattians), Traladarans, Ethengarians, and others. This led to conflicts, in which the land was divided up between them- the Thyatians got a Duchy; the Ethengarians got one; the elves; the Traladarans; and the Flaems. (IIRC- though it is never explicitly mentioned what sort of dominions are created for them).

The arrival of Halzunthram skewed all this, and eventually led to the creation of the Uber-dominions- the Principalities. Of these, I'd argue that Boldavia, Krondahar, Belcadiz, Aalban, Blackhill, Caurenze and whatever the name of the Flaemish principality is.

Blackhill was founded by Alphatians left in the wake of Halzunthram's departure, likely by "good" Alphatians (those in opposition of Halzunthram, who came to Glantri for legitimate reasons). The Hattians split off from the Thyatian main body at this time- when new dominions were being settled in the wake of Halzunthram and they ended up in the only location left (present day Aalban) where they bumped into the Alphatian refugees (the ones who backed Halzunthram). Both being expatriates of their people, they reluctantly agreed to ally themselves, and formed the Principality of Aalban (a union that would have wide reaching consequences- Hattian military might combined with Alphatian mastery of magic; a powerful combination; a true "super-race"). *Note- this isn't entirely canonical, but it seems logical to me.*

The lands that would become New Averoigne were already well established in the central areas of Glantri, but didn't become enfeoffed under Etienne until sometime later. Presumably the same would go for the Klantyrian lands, which were likely being established around the same time, though the canon isn't entirely clear (IIRC). I'd say that both Klantyre and New Averoigne were established sometime before 800 AC, though, likely shortly after the Light of Rad decision in 758.

Erewan split from Belcadiz in the early 800s (I forget exactly when), and we all know about the later Principalities.

I've done some workups on a couple of individual "lesser" dominions, too, if anyone's interested in seeing them. 

Deaths of Glantrian nobles
Here's a third article about Glantri - didn't I tell you I love that country? ;)

This is a small article containing thoughts on possible surviving members of Aendyr and Di Malapietra families. Just to illustrate the possibilities for future events.

Volospin and Thylera Aendyr are dead because they stayed at Silverston.

Uthar Aendyr is probably dead because he stayed at Volnay.

Lathan Aendyr studied at the Magic School, but we can suppose that he graduated before 1006 AC (he was M5 in 1000 AC) and stayed at Silverston as well.

Serena Aendyr spent her time voting at the Parliament, so there is a possibility that she is alive. But even then, she cannot claim Blackhill as the principality itself was completely destroyed. Well, the ruins of Silverston are still there, but half of former Blackhill now belongs to New Kolland, so at least Kol and Dolores would oppose revival of Blackhill.

Innocenti di Malapietra is, of course still alive.

Giovanni di Malapietra is probably dead since he lived in Lizzieni.

Letizia di Malapietra is probably dead unless she went to Juliana Vlaardoen. If so, she would be living at Linden, but would not be considered a noble since she is a fighter.

Agostino di Malapietra could very well be alive, since he was the Castellan of Ylourgne. After Ylourgne became a barony, he would find himself without a post. However, since Giovanni is now dead, Agostino might campaign for re-establishment of Caurenze (with himself as the Prince of course) if/when someone finally kills Innocenti.

Bartolomeo di Malapietra studied at the Magic School and so might be alive. If he is, Agostino will certainly try to kill him. If Bartolomeo graduated before 1006 AC (likely, since he was M7 in 1000 AC), then he would likely be staying in Sirecchia and die.

Lucrecia di Malapietra is likely to be alive since she stayed in the capital. As she is a mage, she could also be a possible heiress to Caurenze, leading to a conflict with Agostino.

Oh yes, just to be complete, the other nobles who died at some point in WotI:
Emeth Urbaal
Arbana Jerbat
Ezechiel Naramis
Aliana Nyraviel
Hippolito de Belcadiz (killed by Henri d'Ambreville)
Mikhail Gorevitch-Woszlany (killed himself)
Rowena Krollnar (killed by a summoned fiend - or, as I prefer, by the one that gave her the scar - and inherited by her son Mirn)
The Vlaardoen couple
Laszlo Wutyla 

Laterre and Old Averoigne
Dimension of Myth

An alternate dimension which has been visited by Immortals and high-level mortal adventurers on several occasions, and one which strongly resembles the multiverse, is called the Dimension of Myth.

The world corresponding to the Known World in that dimension's Prime Plane is very much like our own planet Earth as it was in the Middle Ages; each nation and culture corresponds very closely to a nation and culture of Earth. However, in that dimension magic works and magical creatures that are merely mythical here are very prevalent. Like Mystara,

Laterre is populated by humans and demihumans, wondrous creatures and savage monsters, familiar animals and plants. This is the world where the households of Sylaire and Klantyre (the d'Ambreville and McGregor families and their dependants) came from before they settled in Glantri on the Known World. In the land of Averoigne, there was magic, as on Mystara - but it was forbidden, and its practitioners burned alive at the stake. In this nation lived the wealthy d'Ambreville family. Many of the d'Ambrevilles were brilliant scholars, and some of them were sorcerers. Unfortunately, eccentricity verging on madness was a common family trait, so it was very hard for the d'Ambrevilles to keep their magical researches secret.

As a general rule, this dimension is populated by worlds, creatures, Immortal beings, and themes which strongly resemble the mythologies of our Earth. However, these elements, instead of being blended together as they are on the Known World, are kept separate according to their real-world cultural backgrounds; for instance, characters will see pegasi and dryads in the worlds of Greek myth, but never in the worlds of mythologies where winged horses did not appear.

Averoigne could be part of a magical Europe around A.D. 1600 in HR4 .

Timeline of Events

On Laterre:

662 Marie-Hélène de Montagnevert born.
665 Camille de Montagnevert born.
684 Camille and Michel d'Ambreville marry. Richard d'Ambreville born.
689 Marie-Hélène and Marcel d'Ambreville marry.
692 Étienne d'Ambreville born.
695 Charles d'Ambreville born.
699 Simon d'Ambreville born.
700 Geneviève de Sephora born.
701 Isabelle Gravelotte born.
707 Magdalène d'Ambreville born. Isidore de Foret born.
709 Michel d'Ambreville, leader of the family, dies in battle; his wife Camille assumes control of the family.
710 Henri d'Ambreville born.
715 André-David de Foret born.
725 Gaston d'Ambreville born.

Eventually King Húber the Kind of Averoigne begins to suspect the family and investigate the rumours of witchcraft. The king's suspicions would inevitably lead to public exposure, seizure of properties, and execution. The d'Ambrevilles would have to flee to some less civilised part of the world to avoid this fate, abandoning their wealth and sophisticated lifestyle.

But young Étienne d'Ambreville, an accomplished magician, suggests an alternative. In his adventures, he'd discovered a way to travel between worlds. He'd found a land where the d'Ambrevilles might feel at home. If the family went there, they might not have to build a new nation out of wilderness, nor was it likely that their old enemies from Averoigne would ever follow them. After debating the matter, the family agrees. The world they choose to flee to was Mystara.

727 Guillaume d'Ambreville born. Richard marries Isidore de Foret.
728 Étienne creates a magical gate, enabling the d'Ambrevilles and their dependants to leave the world of Laterre.

During the final days of the transfer of goods through the magical /gate/, disaster strikes. The forces of King Húber the Kind attacked sooner than expected, and Marcel is killed while valiantly protecting the rearguard. Marie-Hélène badly injured but survives.

Étienne constructed an enormous magical gate between Laterre and Mystara. While politically adroit allies stalled the king, the most powerful d'Ambreville magicians transported all the clan's goods, animal herds, servants, favourite retainers, and treasures across the barrier. Then they moved their entire castle, Chateau d'Ambreville, to the new world piece by piece. The king of Averoigne, alerted that there was unusual activity in the d'Ambrevilles's dominion, sent his troops there, but they were too late. A rearguard commanded by Marcel d'Ambreville held off the soldiers until the transfer was complete. Although the soldiers killed Marcel and decimated his warriors, all they found were the castle's foundations. The d'Ambrevilles had escaped.

On Mystara:

728 The d'Ambrevilles and their vassals, persecuted in their world of origin, arrive in Glantri.
743 The d'Ambrevilles bring more settlers from their mysterious home world. Brannart McGregor and House Crownguard also use this magical passage to Glantri.

In 747, the Council of Lords prohibited the teaching of clerical views or practising of clerical magic. The penalty for violating this law was death by burning.

The law made the d'Ambrevilles uncomfortable. Étienne's brother Simon was a cleric, and most of the rest, remembering the burnings performed by the Inquisition in Old Averoigne, had no love of the new law.

979 Petit-Singe manages to open a gate from Nouvelle Averoigne to the castle in the mists, as well as one of Étienne's old gates from the castle to the land of Old Averoigne.

A band of adventurers finds the castle, explores it, discovers its secret, and travels to Old Averoigne through the silver gate. There they find the magical items needed and use them to restore Étienne.

Adventurers are drawn to le Chateau d'Ambreville and break the curse. Étienne is released from his dormant state. The chateau crumbles into ruins; all the d'Ambrevilles except Étienne age and die.

Étienne visits Old Averoigne to see what had happened there since the d'Ambrevilles left. Little had changed; a new generation of rulers still hunts magic-users and burnt them as witches. If anything, the nation is in worse shape than ever.

But he discovers that an old friend of his, one who had not come to Mystara, is still alive. Geneviève de Sephora, now posing as her own great-granddaughter, still rules the territory of Sylaire from her great tower. She is delighted to see Étienne and weary of the worsening situation in Averoigne. She makes him an offer for safe passage into Glantri. She'll help him transport her entire tower to Mystara for him to live in and help him rebuild his life. He agreed.

Together, they move the great tower of Sylaire, carried stone by stone, through a magical gate back to Nouvelle Averoigne.

Malachie du Marais comes to Nouvelle Averoigne from Laterre thanks to the family's magic. Dame Geneviève de Sephora follows hot on his trail.

House of Crownguard, Principality of Klantyre

Origins: The McGregors came from the same world as the d'Ambrevilles, from a land similar to medieval Scotland. The McGregors arrived in Glantri when one of them found the d'Ambrevilles' magical gate (see House of Sylaire for details). Wanted and persecuted for witchcraft in their own world, many made the transition to this world, and today's nobles of the House of Crownguard are their descendants.

These otherworldly settlers are human - only their culture and accent distinguish them from Mystarans.

Ties to the House of Sylaire: After moving a substantial number of people, the McGregors were unable to keep the gate open. This loss provoked the anger of the d'Ambrevilles, who also were in the process of bringing more people over. Since then the d'Ambrevilles have carried a grudge against the McGregors.

The Houses of Crownguard and Sylaire have long feuded, the d'Ambrevilles angry that the McGregors used /their/ magical gateway to reach Glantri. Crownguard's passage prevented some d'Ambreville retainers from making it through before the portal closed.

McGregor, Sir Duncan: This brave highlander had to follow his clan into new Averoigne, leaving his beloved Scotland behind.

House of Sylaire (La Maison de Sylaire), Principality of Nouvelle Averoigne

Origins: The d'Ambreville family, some of their friends, and their retainers came long ago from a parallel world similar to medieval France, where sorcery was forbidden and mages burned at the stake. The d'Ambrevilles left through a magical gate and settled in Glantri. However, the clan has never told outsiders details of their mysterious home.

In the years following their return to Glantri, the d'Ambrevilles managed to assist the passage of other spell-casters from their world to this. These people are now nobles faithful to Sylaire; they, with many of their servants and retainers, now form a fair portion of New Averoigne's population. Most speak both Common Glantrian and French. They were quick to call their new domain "La Nouvelle Averoigne," and rule it the more to resemble their homeland. Alas, they brought with them the curse of lycanthropy, spreading it through New Averoigne's hills.

These otherworldly settlers are human - only their culture and accent distinguish them from Mystarans.

Ties to the house of Klantyre: The d'Ambrevilles accuse the McGregors of losing one of their /gates/ through negligence. Étienne hated the members of House Crownguard for using one of the d'Ambreville gateways to

Mystara.

Sire Gilles Grenier came from Old Averoigne with the d'Ambrevilles when they opened their portal. He murdered his wife Sabine in a fit of passion when in Old Averoigne, and now his potions are /cursed/.

Sire Malachie du Marais is one of the mages who made it across the magical portal to New Averoigne. Although they both belong to the House of Sylaire, he is a fierce enemy of Dame Genevieve de Sephora, who has been stalking him since the times of Old Averoigne.

Dame Geneviève de Sephora used to be the chatelaine of Sylaire in Old Averoigne.

The Mansion and the Tower
The Dungeon
Room 125: Storage: Treasure
In the centre of the west wall is a strange object. It looks like a large gate-like doorway that appears to be made of pure silver. In it are three keyholes. This is a magical /gate/ leading back to the other- dimensional realm of Old Averoigne. It requires three identical special silver keys to unlock.

When three keys are inserted in the door and turned simultaneously, the gate will open, revealing a multicoloured mist beyond; characters entering the mist will appear in a roadside clearing in Old Averoigne. This is a one-way gate; there is no similar gate in that clearing to allow return. The companion gate is in a hidden cave on the old d'Ambreville property in Old Averoigne and may be entered the same way; it brings characters to a wooded spot just outside Chateau Sylaire.

This and that on Laterre

10,000 copper pieces and 1,000 silver pieces are a fortune in Laterre.
Étienne and the others concealed their magical powers while on Laterre.
In Old Averoigne women were expected to fulfil certain restricted roles in society, and "soldier" was not one of them.
Richard, not Étienne, was the oldest of Camille's children, and on Laterre he would have become the family patriarch. 

The great Crater

Introduction 
In the dark years of the Great War, a meteor slammed directly into the Silver Sierras of Glantri. The principalities of Caurenze and Blackhill were almost devastated, as were numerous smaller dominions. Worse yet, within a year, the largest horde of humanoids seen in decades came tearing through the devastation from their caverns and homes in the neighbouring Broken Lands. Led by the mighty King Thar, the humanoids embarked on a campaign of terror in the beleaguered Glantri. 

At its height, Thar's horde occupied most of southern Glantri, extending as far as the capital of Glantri City itself. After weathering a terrible plague, Glantri managed to rally its own forces enough to drive the horde back towards the Great Crater, where they were met by the forces of Darokin and its allies. 

Yet even attacks by the powerful Heldannic Knights couldn't dislodge Thar's hordes from their new home in the Great Crater, however. Further, the humanoid situation seems to have stabilised in Glantri, as they have become somewhat legitimised under the reign of their new ruler Prince Kol. 

As with most things in Glantri, however, appearances can be deceiving. Welcome to New Kolland and the lands of the Great Crater. 

Geography of the Great Crater 

The Great Crater is far from being the uniform geographic locale some cartographers have depicted it. It actually contains an astonishing variety of terrain, almost as extensive as its close neighbour, the so-called Broken Lands. 

The tall mountains of the Silver Sierras and the Kurish Massif form the southern boundaries of the Great Crater. In some places, the devastation caused by the impact of the meteor and subsequent tremors resulting from the event have caused the mountains to collapse and become broken, rugged lands not unlike those found along the borders of the Broken Lands. In other areas, huge clouds of ash and dust left from the impact have accumulated in such massive quantities that they stretch as far as the eye can see. Such a build-up of ash has had a tremendous impact on the formerly fertile valley regions north of the Great Crater. 

Within the Great Crater itself, the Red River, fed by runoff in the high mountains, forms a tremendous waterfall as it pours over the rim, landing thousands of feet below. There, it pours into the crater left by the impact of the meteor, forming Marrow Lake. The lake itself is putrid and dirty, full of ash that is picked up by the Red River as it makes its way southward. There is an almost perpetual cloud of steam in the air of the crater, making it difficult to see into it from above. The source of the heat is not entirely clear, but sages have suggested it is caused by either the still-cooling meteor, or the close proximity of a nearby lava flow to the east (kept from spilling into the crater by less than a mile of rock). 

Though quite a lot of ash pits and rocky terrain covers the floor of the crater, the areas surrounding the lake are full of lush vegetation. Some curious nature of the terrain in the region makes it particularly receptive to harbouring new and unusual vegetal growth- primarily various types of fungi; possibly remnants of the growth magics used by the former Alphatian inhabitants of the region still exist in the soil. 

The caverns surrounding the Great Crater are extensive and ancient, but were not a viable route of transport for raiding humanoids from the Broken Lands until the meteor impact, laying so deep below the mountains as they do. There is one large underground lake, fed by a tributary from Lake Amsorak, in Darokin. Vegetal growth abounds, as do new and heretofore unknown types of fauna. Additionally, there are many subterranean links both to the Broken Lands to the east, as well as to caverns leading further north into Glantri, and west below the mountains of Sind. As yet, very few have explored the extent of these subterranean highways, so it is unknown whether there may be intelligent inhabitants that have not yet been encountered. 

Principality of New Kolland 

Surface: 3,808 sq. miles (68 hexes) - note: this does not include subterranean area. 
Population: 8,200 humanoids (total population includes only those tribes directly subservient to Kol) 
Kolland: 4,200 
Orcus Dominicus: 1,500 
Goblinia: 1,400 
Ogrelords: 750 
Trollburg: 350 

Net Income: Negligible 

New Kolland, also called South Monsterland, is the home of the humanoids of the Great Crater. Despite the prince's best efforts, attempts to tax the populace have met with no gain. The primary source of income is a monthly tribute to the ruler of gains made from raiding and looting. As those gains are most often in non-monetary tender (cattle, stolen weapons and armour, etc.), New Kolland does not generate any appreciable amount of income to contribute to the crown. This does not bother the Council overmuch, as their main concern is that the humanoids are kept in some degree of control. 

Recently, the Prince of New Kolland has been selling off mineral rights in the area, as well as issuing hunting permits (for the non-intelligent monsters in the area only) at considerable prices in an attempt to raise some form of viable income. The region is rich in mineral resources, but it is difficult to organise the humanoids to mine the area. 

Tribes of New Kolland 

Kolland: The tribe of Kolland (for which the principality is named) makes its home in the area surrounding Prince Kol's siege of Blackstone. The hilly terrain around the capital is similar to that of the Kollander's former home in the Broken Lands. 

The Kollanders also live in the extensive caverns immediately below Blackstone, along the southwestern edge of the Great Crater. Their subterranean home is sufficiently far removed from those of other humanoids such that Kollanders are rarely disturbed by outside raids. The sole exception to this are the Trollburgers, who sometimes roam into Kolland by way of their caverns beneath the kobold lands. 

The population of Kolland is primarily kobolds, with common orcs and gnolls being the two most prominent lesser races. 

Orcus Dominicus: The tribe of Orcus Dominicus consists of the former members of Orcus Rex, in the Broken Lands. After having led the hordes of the tribe to Glantri, their leader King Thar seemingly abandoned them. This has led to some degree of resentment amongst the orcs towards their former ruler. 

Currently, they occupy the subterranean caverns of the southeastern Great Crater, and the eastern edge of Marrow Lake. In the far east, their tunnels gradually rise and connect up with the subterranean regions of Orcus Rex, in the Broken Lands. They share a subterranean lake with their neighbours, the Trollburgians, which is fed by a tributary of Lake Amsorak. 

Orcus Dominicans get along surprisingly well with the Kollanders and their aboveground neighbours, the Ogrelords. Border wars with Goblinians along Marrow Lake are not uncommon, and the Dominicans are constantly on guard against their Trollburgian neighbours. 

The population of Orcus Dominicus is mainly common orcs, with lesser populations of kobolds and gnolls. 

Goblinia: The tribe of Gobland resides almost entirely underground, occupying the northern end of the Great Crater in caverns beneath Ohr'r and Tombstone. The only surface regions they lay claim are the ash pits and rocky wastes that surround the northern portions of Marrow Lake. 

Goblinians get along well with their bugbear cousins above them, but often find themselves at odds with the tribe of Orcus Dominicus, their neighbours to the east, and the trolls of Trollburg to the south, who like to roam the marshlands. They are sufficiently far removed from the hated Kollanders that clashes between the two tribes are rare. Skirmishes with Shadow Elf troops in the eastern caverns near Orcus Rex are common. 

The population of Goblinia consists almost exclusively of goblins and bugbears, though hobgoblins are not uncommon. 

Ogrelords: The Ogrelords are a loose confederacy of remnants of the tribes of Ogremoor, South Gnollistand, Hobgobland, and Red Orcland. As their respective tribal leaders broke up the hordes in anticipation of conquests elsewhere (i.e., Alebane and Hutai-Khan), or for a mass migration (i.e., Hool and Nizam-Pasha), those hordes that opted to remain in the region were eventually forced together out of necessity. Other, stronger tribes took over the surrounding subterranean lands, and the hordes had to learn to cooperate in order to maintain their ground. 

The hordes of the Ogrelords occupy the caverns along the eastern rim of the Great Crater, and often emerge into the hills of southern Glantri to stage raids. Their cavern system eventually slopes down and connects with the subterranean regions of Ogremoor, in the Broken Lands. 

They get along amiably with the humanoids of Orcus Dominicus, who occupy the caverns below them, as well as with the bugbears of Ohr'r- though the bugbears and Ogrelords sometimes raid one another during slow months. Encounters with Shadow Elves in the caverns near Ogremoor are infrequent, but their greatest enemies are the Hill Giants and Bargda of New Threat, who have made repeated attempts to force the hordes of the Ogrelords to work for them. 

Virtually any sort of humanoid can be found amongst the population of this disparate tribe. 

Trollburg: The trolls of Trollburg, are a recent addition to the tribes of the Great Crater. Having mostly remained in the Broken Lands during the Great War, they were driven out of the region by Shadow Elves seeking to regain their former city of Aengmor (c. 1012 AC). Unwanted by most of the other humanoids, they managed to find themselves a home deep beneath the caverns of Kolland, with access to the steamy, marshy areas surrounding Marrow Lake. 

In their opinion, they get along well with all the other tribes of the Great Crater. In actuality, they are strongly disliked by just about everyone else, due to the numerous raids staged by the trolls on neighbouring lands. The trolls don't see anything wrong with it though. They tend to be very cooperative in any sort of joint humanoid activity, which is the one reason Kol tolerates their presence. The trolls have not yet encountered the Shadow Elves in their new home, but given its proximity to subterranean Shadow Elf territory, it is only a matter of time... 

The population of Trollburg consists almost exclusively of trolls, though one may occasionally chance upon a member of another humanoid race in their caverns. In such cases, the individual is virtually guaranteed to be one of two things- a spy for another tribe, or dinner for the trolls. Sometimes both at once. 

Surrounding Regions of the Great Crater 

Tombstone- pop. 1,500 humanoids, plus unknown numbers of undead; includes subterranean regions. 

The town of Lizzieni, in the former Principality of Caurenze, was greatly damaged during the meteor strike of 1006 AC. The town's Thyatian inhabitants, fleeing both the massive ash clouds and the humanoid invasions of later years, completely abandoned their homes, mostly fleeing northwest into the dominions of Castelbianco and Verazzano. 

Today, the town is populated completely by humanoids- predominantly thouls and hobgoblins- and undead, who have been rampant in the region since the meteor strike. The thouls, by far the most numerous of the town's inhabitants, are able to keep the undead in some degree of check, through their shamans and through undead hunts (feasting on corporeal undead, such as zombies and ghouls). While the Council of Princes debates on what to do with the town, demands for clerics in the surrounding regions (notably Castelbianco), are on the rise. 

The thoul shaman Al-Nahmi rules the renamed town of Tombstone from the ruins of Circus Lizzieni. The quakes caused by the impact of the meteor opened up tunnels beneath the coliseum that run far beneath Glantri itself. 

The thouls often war with their neighbours in the town of Ohr'r, mostly in the subterranean areas. They have little regular contact with the other humanoids of the region, though two potential Goblinian usurpers have begun to make overtures of alliance towards the thouls. 

Ohr'r- pop. 1300 humanoids including belowground terrain; approximately 600 live in the town of Ohr'r itself, along with 200 humans) 

In the years following Thar's invasion of the Great Crater, the humanoids managed to control much of the lands of Glantri- almost to the city itself. When Glantri was finally able to push the humanoids back into the crater, the former town of Volnay remained firmly under the control of bugbears led by Chief Ohr'r. Since then, Ohr'r has renamed the town in his own honour, and the tribe of Bugburbia has emigrated from the Broken Lands to the town and tunnels beneath it. 

Constable Ohr'r has renewed his ties to the Fellowship of the Pouch (the thieves guild of Glantri), with the result that the town of Ohr'r has become a popular haven for mercenaries and persons of ill repute seeking employment with the underworld element of Glantri. For this reason alone, the town has gained a semi-legitimate status in the realm. Humanoids (primarily bugbears and goblins) are the main inhabitants, although the numbers of humans are on the rise. 

The old bugbear lives most of the year aboveground, these days, in his 'palace' (the former city hall). Meanwhile, belowground, younger bugbears plot to wrest control of the tribe of Bugburbia from him, though no individual has yet risen to prominence. 

Ohr'r maintains no diplomatic contact with New Kolland, much to Prince Kol's chagrin, though he still has ties with his cousins in Goblinia. The bugbears despise the necromantic practices of the thouls to their northwest, and are often in conflict with them. 

New Threat- pop. 200; 70 Bargda, 130 Hill Giants 

In 1006, a large warband of hill giants tore through the southern lands of Glantri. They ransacked the Viscounty of Nathrat, which was still recovering from the ravages of the meteor. They were unusually organised, led as they were by a band of Bargda, who had apparently been living for decades in the high mountain reaches. Lord Ezechiel Naramis and his elvish minions were killed almost to a man, and the giantish races took up residence in the ruins of his keep. 

Renamed New Threat (possibly a perverted humanoid pronunciation, though the appellation is well earned), the Bargda continue to direct their hill giant minions from their new capital. Worse still, they have managed to outfit themselves with the armour worn by Naramis' army- armour that had been forged out of a mysterious anti-magical ore that he had discovered in the southern hills near Glantri. It is fortunate that he was too paranoid to tell anyone where this ore lay hidden, or the denizens of New Threat might be even more formidable than they are. 

The elvish armour was too small for their giantish bodies, and so in typical humanoid fashion, they wear the armour piecemeal. The result is that they have varying degrees of magical resistance, depending on which race is encountered (the Bargda keep the best bits for themselves). A typical encounter will yield the following percentages of Anti-Magic: 

Anti-Magic Percentages: Bargda- (1d4) x 10% 
Hill Giants- (1d2) x 10% 

(Note: if playing PC humanoids, as detailed in GAZ10, award an armour type/location x 50%; i.e., an arm piece yields 5% AM, as do two knee pieces). 

The giants of New Threat do not ally themselves with any of the other humanoids (despite joining in the Ethengar/Glantri war, which was purely for their own enjoyment). They have recently made attempts to dominate their nearest neighbours, the Ogrelords. They are a serious threat in the region, doubly so due to their magical resistance. 

Celedyl- pop. 250 

The new barony of Celedyl is the southernmost of Glantri's dominions. Established on the ruins of the former Camp Huledain, its ruler Qenildor Erewan has built it into a fortified community since the days of the Great War. 

Most of the population consists of Qenildor's army- fellow elves who joined his guerrilla war against the humanoids. As typically happens, a large support group of families and profiteers has followed the band and set up with them. Celedyl also provides a sanctuary to the halfling renegades who followed ex-sheriff Jaervosz Dustyboots to Glantri in pursuit of Ludwig von Hendriks. 

Qenildor maintains close contacts with his mother, the Princess Carlotina Erewan, and his recent induction into the nobility has only strengthened their bond. They have already begun to coordinate efforts between his small army and her troops in Fort Huledain. He has also asked, and been granted permission, to have a daughter of the Erendyl Tree of Life set up in Celedyl. 

Curiously enough (perhaps related to the mysterious magical growth legacy of the Blackhill people), the land around Celedyl has been quick to support vegetation. Qenildor plans to initiate a reforestation project whenever he gets the resources he needs to do so. 

Silverston- pop. 60 

The ruined tower of Silverston now is home to one of Kol's chief advisors, the goblin Broknag the Sly. After ingratiating himself with the kobold by providing him with the military skills of Ludwig von Hendriks, Broknag was granted permission to have the tower. He spends most of his time therein, with his clan. He has recently stumbled across a vault belonging to the tower's former owner, Prince Volospin Aendyr, that survived the devastation wrought by the meteor. Craving whatever treasures might lay within, he has been seeking a means to bypass the magical wards guarding the vault, but to no avail. 

Soth-Kabree-(pop. ? 

The region surrounding Soth-Kabree is home to numerous griffons, remnants and descendants of the famed griffon riding force of the former Countess, Aliana Nyraviel. Their presence has been noted as a possible problem to open up a new trade road from Eriadna through the southern barony, and into Darokin (in order to bypass the Shadow Elf controlled Broken Lands). 

The keep itself is rumoured to be haunted, though tales vary as to what may lurk within the keep. Stories of tentacled, other-planar creatures, to an ancient Nithian sorcerer have surfaced, as have reports that the voice of the former countess herself has been heard wailing through the night. As yet, no one has mounted an expedition to find the truth of any of these rumours. 

Fort Huledain- pop. 900 

Fort Huledain- formed in 1010 AC as a means of curbing the humanoid menace. Carlotina Erewan was voted Viceroy of the fort in a narrow decision between her and Brannart McGregor. Carlotina's 1st and 2nd banners stay here, where they are tied up between stifling undead raids in the Thyatian counties to the northwest, and the giant menace of New Threat to the south. In between, they are also forced to deal with the occasional humanoid raid. Duty at Ft. Huledain is very dangerous, indeed. 

Sirecchia- pop. 60 

Ruins are all that remain intact in the once proud Viscounty. The Thyatian villages that filled it are abandoned, mostly burned and ransacked or shattered by the tremendous quakes that the meteor generated. Some few Thyatian families have returned to the region since fleeing during the Great War, but none are located within miles of the former capital, the Manor Sirecchia. 

Within the tower, which still stands whole and erect (if a bit unkempt and overgrown with vegetation), lives the sole occupant and ruler of the Viscounty, Prince Innocenti di Malapietra. A shell of his former self, he has all but abandoned the few subjects he has left, leaving it to the village council to provide a spokesperson to the Parliament. 

Eriadna- pop. 6,000 

Eriadna provided a haven for Alphatians fleeing the destruction of Blackhill, as well as some Thyatians from the Principality of Caurenze, though not for long. Shortly after the impact, humanoids laid siege to the town for months. Though never fully conquering it, the town was severely pillaged and looted, and the population, which had risen dramatically, was reduced nearly to the levels it was before the Great War. 

Today, Eriadna is still recovering. The town boasts two walls- one inner wall that had always been present; and one outer wall (still under construction) to protect those areas that had developed since the days following the founding of the town. The recent founding of Fort Huledain has been a boon to the inhabitants, as they receive a great deal more protection than before. Yet still do the Eriadnans look over their shoulder, fearful that the humanoids might return in force... 

Corran Keep- pop. ? 

South of the Great Crater, on the Darokin side of the border, stands the solitary Corran Keep. Long abandoned by any human occupants, there is nevertheless strange nocturnal activity around the fortification. The humanoids avoid this area, as they are frightened away by the structures eerie phosphorescent glow in the evening. 

Saints and Scoundrels of the Great Crater 

Al-Nahmi, shaman of Thanatos and chief of Tombstone. (Th 14/Sh 9; Th 9Sh- S 15, I 10, W 16, D 9, Cn 17, Ch 13) 

Shortly after Thar led his legions out of the Broken Lands, in caverns far below, the thouls stirred. Driven by their shaman, Al-Nahmi, they roused themselves from their centuries of idleness and followed in the wake of the orc-king's legions. Though normally despised by other humanoids, the thouls were welcomed as comrades in arms against the hated Glantrians. 

Al-Nahmi led her people to the abandoned town of Lizzieni, where they remain to this day. There they prosper in the caverns and undead haunted hills of the former Principality of Caurenze. 

She is a follower of Thanatos, and seeks to spread his entropic ways among the surface world. She has few ties with any of the other humanoid leaders, save for the two goblin princes, Wart and Throng, who have made overtures of alliance with her recently. 

Blackie, Henchman of Ohr'r. (Bu 12/W 3; Bu 9F- S 15, I 12, W 9, D 18, Cn 10, Ch 8). 

Ohr'rs right hand bugbear is descended from a group of Ursus Bipedis Oriensis that were brought to Glantri many years ago at the behest of one of its nobles. Blackie (whose name, translated from Ochalean means, literally "Black Death"- Blackie is his nickname), served as a slave labourer in the gold mines of Belcadiz until the invasion of Glantri, when he and many of his kinsmen freed themselves and joined their humanoid cousins in their raids. 

Since then, the enigmatic figure has risen to prominence amongst the bugbears of Ohr'r. The tall, wiry, black and white bugbear cuts an exotic picture even amongst his kin, and the rumours of his mysterious mystical practices are often whispered about in hushed tones in the bars of Ohr'r. The legend of his single-handedly (and weaponlessly) taking down a Glantrian patrol during the war only add to his mystique. 

Blackie handles administrative duties for Constable Ohr'r (such as they are among humanoids), and seems to be ever present at his chief's side. It is supposed that Ohr'r is grooming him to be his successor, rather than one of the chief's many lazy whelps. Regardless of the truth of this rumour, there is little doubt but that Blackie will be the next leader of Ohr'r. He has already permanently removed a number of upstarts who would be king- without the knowledge of Constable Ohr'r. 

Broknag the Sly, Advisor to Prince Kol, cleric of Wogar. (Go 10/8; Go 10T/8Sh- see PWA 1012) 

Broknag wormed his way into Kol's graces by presenting the kobold with Ludwig von Hendriks, his current military advisor. Since then, the goblin has used his influence to garner arcane secrets for himself, notably by taking control of the late Prince Volospin Aendyr's ruined manor. He has also attempted (unsuccessfully thus far) to worm his way into various legitimate sorcerer's guilds and organisations in Glantri. He hopes to utilise such magical knowledge to advance the cause of the humanoids of the Great Crater, or at least help put them on a more equal footing with the rest of Glantri. 

Broknag is strongly dedicated to the humanoids of the Great Crater and to Kol (in that order), and thus is greatly disturbed by rumours he has heard about the Black Eagle's discontent with the current state of affairs... 

Bruun Halfwit, son of Kano Arrow's Whisper, (aka Simm of the Grasping Dark). (Go C25; Go P17 of Thanatos- S 13, D 8, Cn 14, I 8 (13), W 6 (18), Ch 10 (12). Statistics in parentheses are those of Simm in Bruun's body. Note that Simm is unique in his ability to surpass Goblin racial level limitations, and should be treated exactly as a human cleric/priest.) 

Like his father, Kano Arrow's Whisper, Bruun is a hulking figure of a goblin. As a child, he often came to the aid of his cousin, Throng Cracktooth, when the other goblins would taunt and beat him. Between Bruun's might and Throng's brains, no task seemed beyond the two goblins, and they quickly rose to positions of influence in their horde. 

Their relationship was such that, upon Throng's delvings into the secrets of their fathers, Bruun happily and heedlessly followed his cousin into what would ultimately be their ignominious end. 

The Immortal Thanatos, intrigued by the cousin's investigations, Magic Jarred the souls of his deceased servants, the Blood Brethren (see HWA1-3) into the bodies of the two young goblins. Then he released his minions into Glantri, to wreak chaos and misery upon that hated land. 

Currently the cleric Simm of the Grasping Dark possesses the body of Bruun. Together with his brother Koresh Teyd, he works to usurp the rulership of the humanoids of the Great Crater from its current batch of leaders. To this end, Simm has made contact with Al-Nahmi and her thouls, also followers of Thanatos. He also uses his powers and influence as Bruun Halfwit to convince the Goblinians that the time of Doth is past, and that new blood is needed to restore the goblins to their glory. He has noted, with wary eyes, Koresh Teyd's interest in the affairs of the Magocracy of Glantri. 

Chokk Trollgrinder, Chief of the Ogrelords. (Og 9; Og 9F- S18, I 9, W 7, D 12, Cn 16, Ch 9). 

Originally from the Orclands, Chokk left to join the Legion while still a youth, eventually becoming one of Thar's right hand men. When his former commander deserted his troops, he loyally gave his allegiance to the apparent successor, Prince Kol. His soldierly discipline served him in good stead when he was selected to serve with the Black Eagle in training Kol's horde. The Black Eagle was so impressed with the ogre that he suggested Chokk be chosen to whip the unruly hordes of the eastern hills into shape. Kol agreed and, with some assistance from the Prince and his military advisor, Chokk became chief of the new tribe of the Ogrelords. 

Chokk maintains regular diplomatic contact with Kol, to whom he has sworn his allegiance. As long as Kol remains in power, the kobold will have the services of the unambitious ogre. The ogre's control over the hodgepodge of hordes he commands is threatened by the denizens of New Threat, and he has appealed to Kol for assistance. He doesn't care overmuch for the Black Eagle, whom he resents losing command of the legion to. 

Doth, King of Goblinia. (Go 15; Go 8- see GAZ10) 

Doth was overjoyed at the death of his wife, Yazar, in 1010 AC- especially since it was the first assassination attempt to succeed against her bombastic majesty! He didn't have long to gloat, however, as his tribe fell to the military might of Kol's hordes shortly thereafter. Even the eventual capitulation to the kobold's rule by his hated rival Thar couldn't please Doth for long. 

Since then, the goblin king has brooded in his cavernous home, taking out his frustrations on his subjects and his orcish neighbours. His advisors resent him and feel he is responsible for their current plight, as the loss of Yazar's military genius was devastating to their war with the kobolds. Still fearful of their liege's rage, however, they simply content themselves to wait for the old goblin's impending death. 

Giovanni di Malapietra, 2nd Circle Earth Elementalist. (Wraith, HD 9**/9MU) 

Brother to Innocenti di Malapietra, Giovanni was slain during the events of the Great War. Like many of the inhabitants of the region impacted by the meteor, he arose from death, his malignant spirit returning in the form of a powerful wraith. Still endowed with his magical abilities, he quickly gathered an army of undead to his side, and attacked Manor Sirecchia, where his hated brother still lived, unaffected by the meteor. 

Though his army was destroyed- along with a number of his undead relatives enlisted to his cause-the attack was sufficient to drain much of Innocenti's strength and drive him further towards madness. The vengeful Giovanni would have rallied another strike, but for the misfortune of crossing paths with the thoul shamaness Al-Nahmi. Her clerical abilities enabled her to control the wraith, and he currently serves the thouls in Tombstone, often using his Earth Elementalist abilities to expand and modify their subterranean homes. 

He senses that Al-Nahmi is barely able to hold him in check, and constantly plots for the day when her control over him slips. That, and a desire to destroy Innocenti di Malapietra are all that drive this evil undead. 

Gorgath, the bargda ruler of New Threat. (16 HD Bargda- see Creature Catalogue) 

Though larger and more ferocious than most of his kind, Gorgath shares his race's hatred of almost everything not bargda. He led his people down from their mountainous homes when the meteor impacted, determined that humans had caused the disaster. They took their revenge on the elvish viscounty of Nathrat, then joined in the raiding of Thar's humanoids. Since then, they have consolidated their control over their lowland homes, and brought giantish hordes in the area under their wing. Now they carry out a reign of terror over the hills of southern Glantri, upon both human and humanoid alike. 

Meanwhile, Gorgath hopes to include the ogrish races (and perhaps the trolls) in his dominion, and eventually carry out his schemes of revenge and destruction against the entire Glantrian populace. 

Innocenti di Malapietra, Viscount of Sirecchia, High Master of Earth Elementals, Former Prince of Caurenze and Viceroy of Ylourgne. (MU 17; H 13W- see GAZ3, PWA 1010-1012, GKoM) 

Thought dead following the impact of the meteor in 1006 AC, the former Prince of Caurenze resurfaced years later, as he aided the sinister Dolores Hillsbury in a plot to assassinate Prince Jaggar's wife. Though his title of Viscount was restored to him, his influence was a mere fraction of what it once was. That, combined with hauntings Sirecchia Manor by his deceased relatives, has driven the already paranoid Innocenti into the depths of madness. Today, he rarely ventures forth from his home, even to participate in Parliamentary procedures. It is only a matter of time before he does something rash... 

Jaervosz Dustyboots, former Sheriff of Seashire. (Hf 8; Hf 8F/9T- see GAZ8, PWA 1010-1012, Joshuan's Almanac) 

Jaervosz Dustyboots, a longtime foe of the Black Eagle Baron, has come to the lands of the Great Crater in hopes of bringing von Hendriks to justice. Having abandoned his title of Sheriff, he acts without the legal jurisdiction of the Five Shires, but with his people's hopes and support nevertheless. He has recently taken up with Qenildor Erewan, with whom he has discovered a common, if not entirely identical, purpose. Both men see the Black Eagle as a key figure in the humanoids' organisation, and are working together to achieve their goals. At the same time, the two are becoming fast friends, seeing qualities in one another that are very similar. 

Khorguul, chieftainess of Orcus Dominicus. (Or 12; Or 9F- S 14, D 14, Cn 11, I 13, W 9, Ch 17.) 

Khorguul nurses a strong hatred towards her distant relative, Thar. He killed her father during his bid for rulership of Orcus Rex, back in the Orcwars of 975 AC. In the years since then, she has grown to a position of power in the tribe, plans for revenge ever-present in her mind. When Thar bowed down before Kol in 1010 AC, the much impressed Khorguul offered her assistance and that of her horde to the kobold. The two of them worked to gradually dominate the other hordes in the region, and Khorguul rose to become the chieftain of the entire (renamed) tribe of Orcus Dominicus. 

She is wholly loyal to Prince Kol, and between his kobolds and her orcs, the two have managed to keep the hordes of the Great Crater in some degree of control. She has heard of Thar's efforts to the far east, and keeps a watch for the day when he might return... 

Kol XIV, Prince of New Kolland, Viscount of Blackstone, Viceroy of the Great Crater, King of the tribes of South Monsterland, High Doge of Kol. (Ko 26/ Wo 5; Ko 7Wd- see GAZ10, PWA 1010-1012, Joshuan's Almanac, GKoM) 

The ambitious Kol managed to attain his current status due to the influence of powerful allies, but the tenuous nature of those alliances are beginning to show. His chief ally, Dolores Hillsbury (aka the Night Dragon, Synn) has begun to lose her sway in the political arenas of Glantri, and his advisors- notably the Black Eagle- are starting to play out their own agendas... which may or may not involve the kobold ruler. Thus far, his charismatic presence and position with the Council of Princes has allowed him to keep hold of his power, but that may not be enough. Unlike his predecessor, King Thar, Kol doesn't have the dominating personality that can keep other humanoid leaders in line. Together with his friend General Zar (and later with the Black Eagle) Kol's charismatic wheedling combined with his allies' military might was enough to influence the humanoids. Without the Black Eagle's strength, Kol may find himself gobbled up by the hordes he rules. 

He maintains diplomatic ties with most of the humanoids of the Great Crater region, and despises those that refuse to acknowledge his authority. He recently hit upon the tactic of issuing bounties on the heads of his rivals- under the guise of legal 'hunting licenses' for adventurers. He is well aware of the Black Eagle's superiority complex, and is not blind to Ludwig's practice of hiring human officers to command the legion. 

Ludwig von Hendriks, the Black Eagle, Military Advisor to Prince Kol, Commander of the Legion. (F 16; 13F- see GAZ1, PWA 1010-1012, Joshuan's Almanac, GKoM) 

The former Karameikan baron has been hiding out in the Great Crater since 1011 AC, when he was rescued from the Five Shires by Broknag the Sly. Since that time, he has used his keen military mind (he worked with numerous humanoid hordes during his reign as a Karameikan baron) and contacts to train and supply the humanoid hordes of the Great Crater. Though far from the most efficient fighting force, they have benefited greatly from his leadership- most notably the well disciplined (for humanoids) kobolds. His efforts have been helped by the aid of his lieutenants, most veterans of Thar's Legion. 

He chafes under the rule of Prince Kol, however, viewing the kobold and his humanoids as inferior beings. The loss of his barony in Karameikos, combined with his current state, has severely embittered the man; the fact that non-magic users cannot achieve nobility in Glantri has only strengthened this feeling. 

Following his efforts during the Glantri-Ethengar war, he has achieved a notoriety among the Glantrian populace, and a degree of hero worship. He has recently been approached by the Followers of the Claymore, an underground movement decrying the magocracy. What ends he hopes to achieve by an alliance with them is unclear, but with the Black Eagle's reputation for double-dealing and treachery, it can't be good. 

Morphail Gorevitch-Woszlany, Prince of Boldavia, Baron of Igorov, Viceroy of Tchernovodsk, High Master of Necromancy. (M 28 and Nosferatu; H 19W(n)- see GAZ3, PWA 1010- 1012, Joshuan's Almanac, GKoM) 

The dread lord of Boldavia has taken an interest in the region of the Great Crater, though he has kept it hidden, using his usual subtlety. Ever since the events of the war, the region south of Glantri has been ripe with necromantic activity- an area that the nosferatu noble sees as his domain of control alone! 

For the moment, Morphail simply observes events in the area, not interfering. He views the undead-hungry thouls as a source of possible irritation for him, though a minor one. Mostly, he sees the area as a possible place for his expansionistic tendencies. More undead nobles under his control would help him consolidate his silent reign on Glantrian power... if only something could be done about all the clerics down there... 

Ohr'r, Constable of Ohr'r. (Bu 16; Bu 10- see GAZ10) 

The ageing Ohr'r has taken to his new roles as constable and guildmaster of the Ohr'r branch of the Fellowship of the Pouch as if born to them. He spends most of his time counting through his enormous profits, and leaving the delegation of leadership to his assistant, ?. His only real concern is why his good friend, Prince Jaggar von Drachenfels, refuses to return any of his messages (Jaggar was instrumental in gaining Ohr'r his position as leader of the tribe of Bugburbia). 

Qenildor Erewan, Baron of Celedyl. (E10;E 9F/8W- see GAZ3, GKoM) 

Sire Qenildor Erewan is the newest member of the Glantrian nobility, having been awarded a barony in late 1015 AC. Located on the site of the former Camp Huledain, Qenildor named his barony after his long lost father, Celedrin. Ever since his father's disappearance during a raid into the Broken Lands, Qenildor has nursed a hatred for the humanoids. His feelings have grown ever stronger in recent years, as his people suffered the most under the humanoid raids of 1007 AC. 

After fighting them as a renegade for years, he has finally decided to try fighting them within the confines of Glantrian law as well, by using his baronial influence. Unusually impatient for an elf, he is attempting to take a longer term view of things. Doubtless his burgeoning friendship with the halfling Jaervosz Dustyboots is colouring his attitude. 

Throng Cracktooth, son of Udan Axe-Thrower, grandson of Yazar grandson of Yazar (aka Koresh Teyd). (Goblin MU25; Goblin W/Nec 17- S 8, D 13, Cn 7, I 14 (18), W 12 (13), Ch 9 (10). Statistics in parentheses apply to Koresh Teyd in Throng's body. Note that Throng/Koresh is unique in his ability to surpass normal goblin racial level limitations- to progress as a wizard at all, in fact- and should be treated in all ways as a human magic user of the same level.) 

Prince Throng shares the canniness of his father, Udan Axe-Thrower. The slightly built young goblin was often beaten by his peers, one such incident resulting in the broken tusk that earned him his epithet. Throng studied all he could of his legendary father's illustrious (if short lived) exploits amongst the goblins of the Broken Lands. His interest was only heightened upon the advent of the migration to Glantri, the last known location of his father (see HWA1: Nightwail). Making contact with friends of his father's, he began the journey down a long, dark path that would ultimately claim his very soul. 

Dark investigations carried out by Throng and his cousin, Bruun, resulted in the Immortal Thanatos capturing their souls and replacing them with the reincarnated spirits of his greatest living servants. the Blood Brethren. Much as their fathers before them, Throng and his cousin were doomed to be pawns of a much greater evil. 

Today, Throng is wholly possessed by the spirit of Koresh Teyd, also known as the Nightkiller. A powerful mage, Koresh Teyd is slowly using his powers and charisma to undermine King Doth's authority amongst Goblinians, so that he and his brother Simm can take control of the goblins (and ultimately, the humanoids) of the Great Crater, and issue in a new reign of terror in the Known World. 

King Doth hardly suspects the weakly Throng capable of such a feat, and thus Koresh Teyd's work proceeds apace. Seeing the wokan Kol acknowledged as a legal ruler in Glantri, the more powerful Nightkiller is intrigued by the possibility of attaining his own dominion in the Principalities. Such an event would undoubtedly cause friction between himself and his cleric brother, Simm... 

Strange Things 

Among the many creatures found in the Great Crater region, there are some that are unique or unusual to the area. 

Ursus Bipedis Oriensis 

Average Size: 6' + d20 inches. 
Fitness (d6): 1-3: Skinny 
4-5: Normal 
6: Fat 

Long black fur with bands of white; face white with black around the eyes, giving the appearance of wearing a mask. Favour long, kimono style Ochalean clothing. Often practice strange, mystical martial arts. Nomads of the hills and forests of Ochalea. 

Spitting Worm (AC 6; MV 90'/30'; HD 6; Atk 1 spit; Dmg 2d8 spit or 2d4 bite; Spit: Save vs. Breath Weapon for 1/2 Dmg). See PWA 1012. 

History of Glantirian Principalities

I've been planning to write something about history of Glantris various principalities and their ruling houses. I have made some research about subject and I have some presuppositions to made which I want to you know and comment before I send any other works for list. I don't have either G:KOM or Mark of Amber so if there is anything in the following that's against information in those accessories please let me know.

Settlers

According to various sources Thyatian settlers became to Glantri around 730 AC. They were escaping fighting in Alasiyan colonies in nowadays Ylaruam. Traladarans come around same time period. d'Ambrevilles and their first followers came some in 740's and McGregors and their followers in 750's. Alphatians come with Halzunthram in 780's. Interesting question is when Ethengarians came. I have seen somewhere that they came during the 40 year war in 788-828. That might be possible because of the chaotic situation in area, but anyhow I just wonder why they were allowed to stay after war. One possibility is that they offer their help to Halzunthram's enemies and were essential to victory.

Morphail and Traladarans

Interesting point is that Prince Morphail was made Nosferatu by Alphaks around 720 AC and Traladarans came to Glantri about 10 years later. This makes one wonder Alphaks' motives. Maybe Alphaks was behind Morphail's and his followers migration to Glantri. Alphaks want someone powerful enough to make chaos amongst Flaems in Glantri. He fulfilled Morphails wish to become immortal by making him nosferatu and as the repayment he wants Morphail to take his people to Glantri. Morphail does this and heads for Glantris northeastern forests.

Halzunthram

Halzunthram and his followers came to Glantri in 788 and probably were decisive force in the Battle of Braejr were Flaems to combined forces of elves and settlers. The Glantri was divided in the three parts Flaems get north, elves south and settlers west. This makes Traladarans position in nowadays Boldavia interesting, that area was definitely in north. Solution might be that Traladarans were only settlers that Flaems accepted because leaders of Traladarans were mages like Morphail. Traladarans might even have fight at the Flaems side. In GAZ3 they say that Boldavian are mixed Traladaran and Flaemish people and if remember correctly that is only case there is any mention for Flaem to mix with any other people.

Before 788 Glantrian council was composed of 7 Flaemish dukes and 1 archduke. After peace I think the council was probably recomposed so that there was 3 Flaemish, 2 elves and 2 settlers so that it can represent all the Glantrian people. After Halzunthram's taking over and recalling Glantri to Alphatia's colony council was probably dismissed.

Alexander Glantri

In 829 Alexander Glantri declares the republic and reforms the council. Now there are seven members in council representing various ethnic groups in Glantri. There are 1 Flaemish, 1 elf, 1 Traladaran, 1 Ethengarian, 1 Thyatian, 1 Alphatian and 1 for mixed Hattian/Alphatian group in northern Glantri. I think that in that time was also created parliament for other nobles and nobility system that exists still, I mean that baronies farthest from the capital and so on. Also offices like judge, spokesman, chamberlain and treasurer and 3 viceroys are probably created. It might be that each viceroy get the responsibility for building castle in place were council wants it to be build. By the way is anywhere mentioned Alexander Glantri's year of death?

d'Ambrevilles and McGregors

Interesting point in council reformation is why d'Ambrevilles and McGregors don't get representative in council in that time. Both groups have been in Glantri already nearly hundred years, much longer than Ethengarians if accept the hypothesis that they came during the war. Possible solutions may be that they were still not very populous groups or that they were not influential enough, which is hard to believe at least for Etienne d'Ambreville or they might have been fighting for Halzunthram, but then again were most of the Alphatians. Any ideas? Apropos I think that the only reason for the expulsion of the dwarves after the war was not that they were blamed for the plague. I think that equal reason would be that they fight at the side of Halzunthram, he might even have called them to Glantri.

Back to d'Ambrevilles. Etienne becomes immortal 845 and begins to build the Great School. I think Etienne must have been very influential in taking the Light of Rad decision in 858 and in expulsion of illegal nobles after that. And because of that I think that creation of his principality must be somewhere in 860's or 870's. Fine moment would be the completion of the Great School in 875. And I think that principality of Klantyre is created at the same time because other princes want to have someone who hates Etienne as a prince so that Etienne doesn't get too much power.

Light of Rad

At the same time that this decision was made members of the council gain the hereditary title of princes and there are created principalities of Aalban, Belcadiz, Bergdhoven, Blackhill, Boldavia, Caurenze and Krondahar. As I say before perfect time for creating principalities of Klantyre and Nouvelle Averoigne is in my opinion in 875. Principality of Erewan is created in 884.

I think that's everything at the moment. Please let me know if there are any flaws or mistakes. If anything goes as I have planned first princely house would be von Drachenfels. 

History of House Ritterburg,


version 2

Origins

The von Drachenfels are an old Hattian family. Their roots lie deep in Hattian history and even further back to the time of Blackmoor, even though it is difficult to retrace their bloodline that much behind in the mists of time. The oldest record in their history book tells how they took part in the revolt of AC 313 as one of the three noble families which led the Hattians against the Thyatians. Forced to emigrate once the revolt was crushed by the Imperial cohorts, the von Drachenfels fled to the Alasiyan colonies, where they lay down for years. During the following centuries they earned the respect and trust of many other Hattian families living in exile and finally led them to Glantri in the eighth century, when the opportunity arose to claim those lands for their own.

The Migration

Our story really begins after the leader of the family, Heinrich von Drachenfels, fell in a skirmish against Alasiyan nomads in AC 719. His 22 year old son Otto succeeded him as leader of the Hattians. Otto soon realised that the ongoing war against Alphatians and Alasiyans was a lost battle, because the empire did not support its colonies enough. He began to look for a way out of the situation. In AC 728 rumours about the rich and sparsely populated lands behind the mountains in the Flaemish Highlands attracted Otto's attention and he began to plan his followers' migration.

The Battle of Hedjazi, where Thyatian forces were decimated by Alaysians, forced Otto to act swiftly and gave him a good opportunity to present his migration plan to other leaders. He immediately contacted some of the surviving leaders of the Thyatian colonies, Graf Hans von Graustein, Barone Giuseppe di Sfonti, Lord Tiberio Glantri and Lord Cesare Fulvina and proposed them to join their forces and migrate westwards, cutting all ties with Thyatis and founding new dominions of their own. They all shared Otto's mistrust towards the current Emperor, Lucinius VII, and had been often mistreated by the imperial Senate, so they accepted Otto's suggestion and began preparations for the migration.

The migration started in the late fall of 728 and by the first months of AC 729 the various families reached to Selenica in Darokin. There they met another migrating group of Traladaran refugees from the south led by Morphail Gorevitch-Woszlany, who were on their way to the same direction. Leaders of the two migrations thought that it was in the best interest of everyone if they travelled together. After a hard trek through the mountains and the goblinoid infested Broken Lands, the refugees reached the Highlands in AC 730 and separated again. Traladarans claimed the north-eastern forests and hills were only few Flaemish outcasts were living. Thyatians led by Glantri settled between Isoile and Red River in the area of modern Hightower. Hattians under the leadership of von Drachenfels and von Graustein settled at the shores of Red River in the area of later Eriadna and Volnay. Thyatians and Kerendans led by di Sfonti and Fulvina settled between Red River and Arnus.

First years in the Highlands

Herr Otto was tired man when he reached the Highlands. He was very tired of fighting and only wanted to get some peace. He was a cleric of Vanya but not very religious and not really a wartime leader. He had been the nominal leader of the migration, but only nominal. He made a wonderful figurehead with his imposing frame and noble outlook, but real leaders were Tiberio Glantri and Hans von Graustein, and Morphail Gorevitch-Woszlany joined the duo after Selenica.

Otto was very disappointed when frictions with the Flaems living in the settled area began to occur rather frequently. Leaders of the Flaems made it very clear that the settlers were not welcome. Otto tried to speak for a peaceful settlement, but Tiberio, who had married Otto's sister Griselda during migration in 729, was adamant: they would not give an inch to the Flaems. Otto gave up and so frictions soon became major skirmishes.

Lord Glantri fell in battle in AC 734 and with him the settlers lost the only leader capable of uniting them. Otto gave up the next year and made a deal with local Flaems. They divided the area were Hattians had settled so that both sides were satisfied. Otto promised that they would never settle beyond the Red River and never paid any attention to the settlers' protests. He finally got what he most wanted: peace.

After the peace treaty with Flaems Otto concentrated his efforts in building a castle (Schloß Tallenberg) for himself and his family and tried to oversee the welfare of his people. He was always very much loved by Hattians and so the mourning was very deep when he died in a building accident in AC 740 at the age of 43.

Der Große Führer

Otto's only son Joachim was only 20 when his father died, but he was already a capable ruler. He was nearly 7 feet tall, a robust and well-built young man with cunning eyes and a clever expression. He had a high self-esteem and a hot-blooded nature. He was not capable of staying in one place for too much time: he was very active and worked round the clock, enjoying drinking wine after a hard day's work. And he had a dream: he saw himself as a King of the united Highlands. To realise that dream Joachim understood that he had to maintain a peaceful relationship with the Flaems and to improve and strengthen his ties with the Kerendans. At first that went easy, since he got well along with his cousin Claudio Glantri, having been friends since childhood. Eleven years passed without any great conflicts. The most dramatic even in those years was the coming of the Kaelics led by McGregors from the d'Ambrevilles home world in AC 743. They settled at the feet of the Colossus Mountains between the rivers Fen and Til, where there were few other people living because of the climate. Their coming irritated the Flaems, but not so much to worsen the relations towards other groups.

But in AC 751 Joachim made a mistake. He married Luise van Agt, daughter of the one of the Flaemish dukes. Duke Rodolfus van Agt was the most conciliatory of the Flaemish leaders and Joachim hoped to ease tensions with this political marriage. He also hoped to get more power. But he made a big miscalculation. Other Flaems were furious with van Agt for allowing a lowly non-Flaem to "pollute" their bloodline. Joachim's Thyatian and Kerendan allies saw this act as a grovelling towards the Flaems. Relations between Flaems and settlers deteriorated rapidly and minor skirmishes began again. And this time Hattians and Joachim von Drachenfels fought at the side of the Flaems. During the following five years Joachim showed his brilliant military skills. He had trained Hattian troops excellently. When skirmishes stopped in AC 756 everybody acknowledged that Joachim von Drachenfels was the best military leader in the Highland area.

The following years were happy for Joachim. He still dreamt about a kingdom of his own, but now he was devoted to family life. He loved his wife and in AC 757 she begot their son Sigmund. Luise was also the only person who had any control over Joachim. Joachim was now somewhat overweighed for much drinking and tired for over-working. During the first five years of life of Sigmund, Joachim rested under his wife's watchful eyes and got his youthfulness back. Then in 761 disaster struck: Luise died at childbed. Joachim was stricken with sorrow and so he decided to concentrate his efforts in his big dream to get over the sorrow.

Joachim began to send envoys to the Flaemish archdukes, to McGregors, to Sylaire, to Boldavia, to the elves and even to Ethengarians living on the eastern side of the Colossus Mountains. He proposed negotiations for building a unified state with all the different cultures. He even got some negotiation start but without any concrete results. Flaems didn't want to share their power with others, Ethengarians didn't want to deal with Flaems and elves refused to acknowledge the humans' right to possess these lands, and so on. Joachim tried diplomacy for the following eight years, until in AC 769 he finally understood that his efforts were useless. During these years he adopted the white colour of peace and negotiations, which then became the main colour of House Ritterburg. He dressed up at a white longhemmed coat, white leather trousers and big black leather boots. He also began to feel first signs of gout at this time.

From AC 769 on his plan had changed: he now wanted to unite only Hattians, Thyatians and Kerendans first and then he would have conquered the other people using his military strength. In 776 he finally convinced the leaders of the other two groups to sign a military pact with him. In that pact leaders agreed to form a united front against the other groups in the Highlands. The others also agreed to acknowledge Joachim as supreme leader of all their three armies in case of war. During these years Hattians began to refer to Joachim as Der Große Führer, not only for his political and military merits but also because of his enormous size (he weighted over 150 kgs after over-eating and - -drinking in the past years).

Joachim started then provocation's against the Flaems hoping that they would start a war. He was surprised by their patience. They withstood insult after insult until AC 784, when the proverbial drop brimmed over the vase. In that spring he met his brother-in-law Willem van Agt, and after drinking heavily they began to argue. When Willem blamed Joachim for Luise's death, Joachim suddenly stroke him death with one blow. Joachim did not intend to do anything like that, but when he understood what he had done it was too late. The Flaems were furious and declared war at the Hattians. At first all went well for Joachim and his allies. They conquered a vast stretch of land and even arrived to the Flaems' capital Braejr in 785, but there Joachim's gout got so bad that he was confined to bed. In the following battle the Flaems were victorious and the allies had to retreat south. The following year Joachim succeeded in negotiation with the elves, who joined the fight against the Flaems. Another lucky strike came at fall of AC 786, when an Alphatian mage named Halzunthram contacted Joachim and offered his help. He would ally with Joachim and bring a contingent of Alphatian battlemages with him. Joachim was suspicious at first, but since he realised that those troops were just what he needed to win the war in a short time, he accepted Halzunthram's alliance. He was sure that Alphatians posed no problem to him, and that he could kick them out after the war if need arose.

During the following year Flaems were pushed north step-by-step, until in Flaurmont 17th AC 788 the Flaems were totally defeated at the Battle of Braastar. At the age of 68 Joachim was at the top of his military and political career. As the undisputed leader of the allied troops he accepted the surrender of the Flaemish leaders. But only a few minutes after the Flaemish surrendered the excitement of the moment and the strains of the last decades took their toll. Joachim von Drachenfels' heart failed him in this historic moment and he died.

The Forty Years War

The leaders of the allied troops were dumbfounded by Joachim's sudden death and they didn't know what to do. There was no one else to assume Joachim's position. His 31-year old son Sigmund didn't have any of his father's leadership qualities. He was a slim, weasel-looking man, who enjoyed feasting and celebrations. He looked like a clown compared to his father. Titus Glantri and Ottone di Sfonti, the two most prominent among other leaders both lacked the charisma of Joachim von Drachenfels. They both knew that Joachim would have declared himself King of the Highlands, but they realised that no one else could do that.

So together with Sigmund they decided to call the leaders of the elves and the Flaems for secret negotiations for the future. They left Halzunthram out because they assumed that he was leaving the area after the war. In the negotiations all parties agreed to establish Republic of the Highlands. The Flaems withdrew all claims to the lands south of Isoile and Fen rivers and all lands east of Vesubia and Fen rivers were assigned to the elves. The parties also agreed to establish a council composed of 3 Flaems, 2 elves, 1 Kerendan, 1 Thyatian and 1 Hattian to rule the country.

Everyone was happy except for Halzunthram: he had no intention to leave the Highlands and now he felt betrayed by the Hattians. But Halzunthram had one ace in the sleeve that the others didn't know. In fact, Sigmund von Drachenfels was totally under his control. Sigmund saw Halzunthram as the man he always wanted to be, a cultivated, sophisticated, good looking leader with superior intelligence, and lived in his shadow, worshipping him much more than he did with his father. With Sigmund's help Halzunthram captured the council when it met for the first time. Halzunthram declared the Highlands an Alphatian colony and proclaimed himself High Governor. The response was immediate. Elves declared their independence and the Flaems revolted. Sigmund left his whole army under the leadership of Halzunthram while he stayed at home to amuse himself with other light-hearted Hattian and Thyatian nobles. He had no intention to take any part in the warfare and trusted Halzunthram's capacities. Halzunthram was also receiving more troops from Alphatia, so Sigmund thought that with his Hattian army it would take only a couple of years to beat the Flaems again.

When the war prolonged and Halzunthram's demands to Thyatians and Kerendans began to grow, Sigmund was the only leader who didn't speak against Halzunthram and when Thyatians and Kerendans in AC 796 joined the Flaems Sigmund kept his Hattians at Halzunthram's side. At the spring of 801 Halzunthram declared that the rebels were vanquished. He began to divide the country among his followers and to give titles to them. To Sigmund he offered the position of Count of Ritterburg, but only if he would remove his house and Hattian followers to the area west of Aalban river in the north. He wanted the area were the Hattians have been living for himself. Much to the other Hattians' dismay Sigmund agreed and the Hattians were thus forced to pack their things up and to move to the area assigned to them the following year. There Sigmund ordered a new magnificent castle to be built for his family and guests: this will later be known as Schloß Ritterburg.

In AC 802 a revolt threatened Halzunthram's control over the region. Dissidents had been negotiating with elves and Ethengarians living east of the Colossus Mountains and in that year the Ethengarians agreed to join to fight against Halzunthram. The rebels promised them area in the west side of mountains if they won. They had also been negotiating with Étienne d'Ambreville in the west and with Morphail Gorevitch-Woszlany in the north-east, but they both decided to stay out of this fighting. Also the Kaelics, who had retreated to the mountains, didn't want to take any part in these events. Halzunthram's troops were divided: Hattians were in the north and Alphatians in the south. Sigmund was still out of the fighting, being happy with his new hunting grounds in the Wendarian Mountains. During the following two years the rebels slowly beat Halzunthram's troops back.

In 804 Halzunthram realised that he could enlist the dwarves (who had rushed in the Highlands after gold findings in 802) as fresh troops. Fatefully, in that same year a plague began spreading in the area and many people started to blame the dwarves for that because they seemed the only ones unaffected. However Halzunthram couldn't care less and besides he needed the dwarves' help badly. He informed the dwarves that he allowed them to stay if they joined his armies. With the help of the dwarves the war reached a stalemate situation until AC 806, when the elves finally joined the fight because of the dwarves fighting for Halzunthram. So Halzunthram had to bring again more troops from Alphatia to compensate the situation.

In these years a new generation of people had grown seeing nothing but war. The old leaders' popularity among these folk was very low. The first and foremost representative of this dissatisfied generation was Wilhelm von Drachenfels. When Sigmund died at the age of 56 in a hunting accident, his 25-year old son Wilhelm took his place as head of the Hattian families. Wilhelm was his father's opposite in many ways. He was somewhat plump and didn't like parties. He was a devout follower of Vanya and had been taking part in the war since he was 16... and now he wanted to stop it. Wilhelm didn't like war and despised Halzunthram even more, but for present he chose to continue to fight with him. But in the secret he contacted the rebel leaders and began to negotiate with them to switch side. Negotiations were hard because rebels didn't trust him and he had also to keep the negotiations secret to Halzunthram's spies. Wilhelm went on with this doubleplay for seven years. Then in 820 the information leaked to Halzunthram, who went mad at the young man's treachery. Halzunthram was indeed trusting him all the time: he had even married his niece Charlana to Wilhelm in 811 to keep him in his side.

Once discovered, Wilhelm openly switched to the rebels' side. The following year Morphail and his Traladarans joined the fight against Halzunthram and some of the Alphatians also switched side tired of Halzunthram's promises for quick ending of the war. These two years were decisive for the war. Only thanks to the arrival of new Alphatian troops could Halzunthram continue fighting for another six years. Then in AC 828 Lord Alexander Glantri, who had become leader of the rebel coalition, finally ambushed and captured Halzunthram. The Forty Years War was finally over.

Wilhelm von Drachenfels

At the end of 40-years-war Wilhelm was 40-years old. He had been battling for over 20 years of his life. During the last 15 years he had rebuilt his grandfather's army again in prime shape. During his father's time army's morale had decreased considerably: Sigmund was never in field with his army and there was lack of inspiring leadership. Wilhelm repaired all the damages, he removed one by one all the Alphatian commanders of the Hattian troops and replaced them with his own men. After betraying Halzunthram he rapidly became the second in command among the rebel leaders after Alexander Glantri.

When the war was over, negotiations began about the future of the Highlands and the fate of the Alphatians remaining there. The first decree of the new leaders was the expulsion of dwarves from Glantri. They had continued fighting even after Halzunthram's death so there was no mercy for them. Leaders agreed in their negotiations that they would declare Glantri a republic, that was an easy decision. They all agreed in forming a parliament composed of two bodies to rule the republic: the Council and the House of Lords. The House of Lords was open to all the nobles, while the Council would have been formed by six members to represent major population groups: one member for Flaems, one for Ethengarians, one for Thyatians and Kerendans, one for Alphatians who betrayed Halzunthram, one for Traladarans who also joined the Republic and one for Hattians and Alphatians who stayed loyal to Halzunthram. (At this point d'Ambrevilles in the north-west stay outside of the new republic, and also the elves withdraw from the alliance after the war, they both join the land later.) The debate on the presence of the last group was most controversial, because at first most thought that they should have been expelled. But then Wilhelm said that he wanted to invite them among his Hattians, because most of their leaders were his wife's relatives. He also promised that if they started creating any problems then he could have been blamed for it. The others agreed mostly because they thought that in that way they could weaken Wilhelm's powerbase. They also decided that all the aspiring nobles had to make their claims to Council, which then examined them and declared which of them were valid.

In 829 Alexander Glantri declared the Republic of Highlands founded. Members of the new Council were Alexander Glantri, Wilhelm von Drachenfels, Frederick Vlaardoen, Birkai Virayana, Morphail Gorevitch-Woszlany and Vortram. At the first meeting other members decided that the capital city of Braejr would now on be known as Glantri City. They also divided the Council positions: Vlaardoen was named Supreme Judge, Glantri Chancellor, Vortram Chamberlain and Virayana Treasurer. At that point Wilhelm proposed to build two forts at the borders of the land and that the remaining members both got a responsibility for one of them. So Morphail was charged of building a fort on the Ethengarian border and Wilhelm on the Wendarian Mountains.

The following years were peaceful for Wilhelm. He concentrated on building Fort Nordling and devoted his spare time to family life. Then in the end of AC 835 one of the most dramatic Council meetings took place. There were no controversial issues to debate and all was going smoothly until Vortram suddenly blasted Alexander Glantri to ashes. Before others got Vortram down, he had also managed to kill Birkai Virayana. Vortram was promptly executed the day after, declared insane by the three remaining Council members. Wilhelm was then offered Glantri's position as Chancellor but he refused because he wanted nothing more than to build his fort and be left in peace. So Lucchino di Sfonti was appointed new Chancellor, becoming Thyatians' and Kerendans' representative after Glantri. The following week the Council passed a law in memoriam of Lord Glantri and the land was officially renamed Republic of Glantri.

Wilhelm von Drachenfels'' last years were eventless and he died in 840 at the age of 52. After the war heavy drinking and eating with few exercise deteriorated his health rapidly. Also the stress for wanting to build an impassable fort took its toll, since he made a new addition every month in order to make Fort Nordling the best defended castle in the world. At Wilhelm's death, after 11 years of building the keep was not ready yet.

Friedrich von Drachenfels

Wilhelm's oldest son was 28 when his father died. He was very much his father's opposite. He was slim, didn't eat nor drink much and was very intelligent. In fact he was the first magic-user since a very long time in the house. His Alphatian mother realised his potential when he was very young and gave him the preliminary teachings about magic. Wilhelm wanted him to become a soldier like himself and his predecessors. So when Friedrich was 12 his mother sent him secretly away from the house to Nouvelle Averoigne, where he became the pupil of Étienne d'Ambreville. They liked each other immediately and began a lifelong friendship. Friedrich was a brilliant student and learnt very quickly. When he came back to Ritterburg in 832 at the age of twenty, he had surpassed many older mages. At first his father was furious with him, but when Friedrich took also interest in military matters and began to study ways to mix magic with the common Hattian warfare techniques his father forgave him. Friedrich also began to hunt dragons in the Wendarian Ranges with his brothers. These forays gained great fame to them. This habit had then occupied all later generations of Drachenfels's.

In AC 840 Friedrich had already shown brilliant tactical skills with normal and magic-using troops. So there were no objections among his younger brothers when he officially took the leadership of the house. Friedrich was also very stubborn and when after becoming member of the Council he got an argument with Frederick Vlaardoen, Supreme Judge of the Council, about a minor legal problem, he wasn't able to give up and so the two didn't speak to each other for seven years. Friedrich didn't even speak to Frederick's son Moritz. The first Vlaardoen to whom he spoke was Jacob Vlaardoen, Frederick's cousin, who became Council member in 850. Friedrich finished Fort Nordling in 842 and attended Council meetings from that year every time during the next 15 years. In 845 he was the first one to support Étienne d'Ambrevilles's petition to accept Nouvelle Averoigne in Glantri and to construct a school for magic-users in Glantri City. Both were controversial issues but at the end Étienne had its place in the House and broke the ground for the Great School of Magic.

The Principalities of Glantri

In 852 Étienne, who was now prominent member in the House of Lords, told Friedrich about his ideas of making Glantri a state ruled by magic-users only. Friedrich was thrilled by this idea and they began thinking about how this could be realised. Friedrich thought that the best way was to prepare the move thoroughly for some years. He was convinced that it should be a declaration made by the Council the best way to herald this change. Shortly after Friedrich began telling some of his trusted friends in the Council about Étienne's plan. Toktai Virayana, Jacob Vlaardoen and Morphail Gorevitch-Woszlany all expressed their support to Friedrich during the following year. Two other members were more problematic. The Alphatians had been fighting for over ten years among each other and their current leader, Ambrosion, Treasurer of the Council and niece of Vortram, was challenged by Vortram's daughter Mariadna. The other problem were the Thyatians, whose leadership had always been in the hands of warriors. Their current Council representative was Giovanni di Sfonti, Chancellor of the Council. So all the others decided to wait at least until the Alphatians solved their inner fighting before taking any real action.

In 854 both problems were solved. First Giovanni di Sfonti died unexpectedly and was succeeded by his niece Matteo, who was a magic-user. Then both Ambrosion and Mariadna died in two weeks time. Supporters of both side got together and proclaimed Mariadna's 21-year-old son Vitalin Aendyr as the new count. At the first meeting of the Council after these events Friedrich was appointed as new Chancellor. But before the Alliance of the Wizards had any time to make their move, Matteo di Sfonti was murdered and a furious infighting among his relatives to gain the leadership of the house followed. During the first three months about 20 close and not so close relatives of Matteo disappeared or were murdered. At the end only one contender was left to present his claim to viscountship: Matteo's cousin Borso di Sfonti, who luckily was also a magic-user.

In the summer of 855 all Council members knew of Friedrich's plan and supported the scheme. They decided that the best moment for the declaration would be the 30th anniversary of Halzunthram's defeat in AC 858. During the following three years all of them gathered secretly their strengths and supporters in the House behind the scheme. They also decided that they would take the hereditary titles of Princes and that each of them would rule over a large principality. When the declaration was issued in 858 during the Light of Rad there was not much opposition. Of course the non-magic wielding nobles rebelled, but they were rapidly crushed without any real efforts.

Friedrich, now Prince of Aalban, had tried to get support from all his brothers for the plan. He had given them all hints about what was going to happen but they hadn't realised how big the change was going to be. Some of them didn't mind and gave immediately their support for Friedrich. His oldest brother Franz, Baron of Leenz, was first against the declaration, but when Friedrich, who was some kind of a misogynist and who had never married, promised to make Franz's son Ernst to his heir and to give Franz a position only second to him in new principality, Franz gave him his support. Two younger brothers, Bruno and Kurt, took instead arms against Friedrich and organised a rebellion. It took Friedrich seven years to defeat them, and only in 866 they gave up their arms and stopped fighting. They were then expelled to Darokin.

One consequence of the Light of Rad decision was that the elves announced their desire to join the state now. Elven troops also helped somewhat in crushing the resistance in south in 859. This came at some surprise to some of the Princes but in fact Friedrich had opened secret negotiations with Don Fernando de Belcadiz and Charan Erewan already in 856 about this. To Friedrich´s great surprise Don Fernando was easily persuaded and after his acceptance Charan also accepted the proposal. Because of the elven help in past and now new Council of Princes decided to create an elven Principality and took Don Fernando de Belcadiz to the Council, of course this was also agreed already in negotiations between Friedrich and the elves. He was given a task to build a fort against the border of Broken Lands.

Der Alte

Friedrich did have a major role in crushing the rebellions with his combined fighter-mage troops. For that he was awarded newly created honorary title of Warden of Marches as a nominal head of the army of Glantri. He also had a major role preventing relations with Darokin from breaking. He had to counter all the misinformation expelled nobles were spreading against Glantri in Darokin and also in Wendar. But he succeeded in that. In 868 Friedrich published his celebrated book about warfare and magic, Über Kriege und Magie, which later became a must-read for all Glantrian military leaders. After that, Friedrich mainly concentrated on making his principality richer and its people happy. He became a very much loved figure among Aalbanese, frequently touring the countryside in his old shaggy uniform, and so he earned the nickname of Der Alte.

The major events during his last years were the opening of the Great School of Magic in 875 AC and the founding of the Principalities of Nouvelle Averoigne, Klantyre and Erewan. Friedrich supported totally Étienne d'Ambreville when he asked for the enfeoffment of Nouvelle Averoigne after the opening of the Great School. He also supported the establishment of Grand Master title as a Council office and Étienne's claim for that title as founder of the School and most prominent magician in Glantri. Likewise he supported Robert McGregor's plead for enfeoffment of Klantyre in the same year, because he somehow liked the old scot. Council decided to give Robert McGregor the task of building a fort on the western border with Sind.

The division of the elven principality was a much more difficult matter. Elves had been quarrelling among themselves for some time already. But then in 884 Erewan elves surprised everyone for demanding their own principality. Friedrich sided with the majority in the Council when they decided that a division would be the best solution for everyone. This broke all friendly relationships between Friedrich and Fernando de Belcadiz, much to Friedrich's grief. This also strained somewhat Friedrich's relations with Étienne, since the Council decided to take Fort Ylourgne from Nouvelle Averoigne under the direct control of the Council and elect Charan Erewan as its viceroy. It was Friedrich's task to reason with Étienne and get him to agree without resistance. It was very much triumph for Friedrich that he succeeded in this without hurting touchy Étienne.

Friedrich died in his sleep in AC 886 at the age of 74. The following week was national mourning in the whole Glantri and there was not a bad word said against him. Even the princes of Bergdhoven and Alhambra said some fine words about him. In Aalban all the people was afraid about the future under "Dumkopf", as they called Ernst von Drachenfels.

Ernst von Drachenfels

Often a lesser person follows after a great leader in history. The same happened also in Aalban in 886 when Ernst followed his uncle as prince and had already happened in 788 when Sigmund had followed his father Joachim. Ernst was already 42-year old and a total failure as magician. He was a big, over-weighted brute. His similarity with his grandfather Wilhelm was astonishing in all other matters except brains.

Ernst was 15-years old when Friedrich named him his heir. His father Franz hired immediately a magician to teach Ernst the basics of the arcane art. That was everything he ever learned about magic. He had difficulties even with the most simple spells. But he was nonetheless a magic-user and he couldn't be discarded when Friedrich died. In fact it was rumoured that if Friedrich had lived couple of years longer, he would have passed Ernst and named his son Albrecht as his heir. Albrecht was only 16-years old when Friedrich died. In the Council there was never any discussion about giving Ernst any charge other than viceroy of Nordling. In fact, Étienne d'Ambreville even made a point about not giving even that to him. Ernst started hating Étienne from that point. Ernst thought himself as a great military man and resented Étienne's attitude towards him. The Council also decided that from now on all the nobles had to be graduates from the Great School. This decision was made so that there wouldn't be anymore men like Ernst in the Council or in the House of Lords.

Ernst was like his grandfather also in his obsession with Fort Nordling. In his 11 year long reign he spent all the wealth Friedrich had collected in making the fort even more formidable than it was. He ruined the economics of Aalban totally with this obsession. When he died he had taken enormous loans against his possessions. He also neglected the army.

One major happening during his reign was the disappearance of Castle d'Ambreville and all the d'Ambrevilles with it in AC 896. The whole Nouvelle Averoigne was also covered with impenetrable mists. This caused turmoil in Glantrian politics, because Étienne d'Ambreville had been major mover in country. The Supreme Judge Toktai Virayana I also happened to die about the same time. Ernst was happy and hoped to get a promotion in the Council. But that was hopeless, he was again passed over. Ernst died in AC 897 at the age of 53 for over-eating. No one was unhappy with his passing.

Albrecht von Drachenfels

Albrecht was 27-years-old when he took the leadership of House Ritterburg. He was tall and lean, some would even say a handsome young man. He was more intelligent than his father and definitely a better magician. He was an outgoing socialite who had been educated in the Great School in Glantri City. He liked parties and good company and took friends easily. His great-uncle Friedrich had sent him to school to learn from the best possible teacher: Étienne d'Ambreville. During his time at school he also befriended prince Fernando de Belcadiz and young Filippo di Sfonti, who was 12-years younger than him. The old elf-prince liked the easygoing Aalbanese and taught him some basics of elven magic. Albrecht was also a success in the city's social life, he was quite a lady's man. He also met his future wife Selena, cousin of Prince Pelagiri Aendyr, in Glantri City. They married in AC 893.

In 902 Albrecht was elected as Chancellor of the Princes after the death of Willem Vlaardoen II. His election was due mostly to the support of Fernando de Belcadiz, who had been selected as Grandmaster after the disappearance of the d'Ambrevilles. Albrecht had great success in this position too. Foreign ambassadors liked him and his parties.

The most important event during his term was the dealings with Darokin in 920-21. After hard negotiations an economic agreement was signed with the Republic. Then in early 921 Glantri's ambassador to Darokin began to hear rumours about bribing of some high-position Glantrian officials during negotiations. Investigations revealed that the Treasurer of the Council Owain Aendyr had taken heavy bribes from some Darokinian merchants for his support. It was also discovered that he had stolen money from the treasury. Owain was promptly removed from the Treasury and fell in disgrace. This also broke relations between Albrecht and his wife's relatives in Blackhill.

Besides this his life was pretty eventless. He partied in Glantri City, mostly with Filippo di Sfonti, who became Prince of Caurenze in 912 after his brother's murder. Albrecht died in 940 at the age of 70. He had been prince for 43 years and was deeply sorrowed by common Aalbanese.

Johann von Drachenfels

Johann was already middle-aged, a 45-year old competent wizard, when he followed his father as Prince. In his younger days he had been as social as his father. He had been a good-looking, fun-loving young man. Everyone liked him. However, during the years he had become more reclusive and he was increasingly obsessed with magical research. So when he became Prince he immediately asked his younger brother Georg to help him. And when Johann was made Viceroy of Ylourgne, he sent his cousin Gerhard there and gave him and Georg free hands in military matters. Years went easily on and the only problems were some humanoid raids from mountains. But Johann didn't have to worry about these because Georg took care of these. One major problem was inheritance. Johann and his wife Sophie were childless. Everyone assumed that Georg would be the next prince if he outlived his brother, but Johann didn't comment the question.

Major alteration for his reclusive life of studying came in 950. Johann was in every measure the greatest magician of that time and by far the best wizard amongst the von Drachenfels' family. In that year he was chosen as Grandmaster of the Great School of Magic and had to move to Glantri City. In fact he was relieved: now he could leave all matters concerning Aalban to his brother and concentrate totally to magic. He was one of the best grandmasters the Great School had. Students and other teachers liked him and he liked teaching more than politics.

Then in 956 many began to spot some changes in Johann. He began to forget thinks, he didn't remember what he was doing or saying, he disappeared and was later found in odd places without any knowledge what he was doing. His erratic behaviour began to affect everyone in the School increasingly. Something had to be done. Georg von Drachenfels came before the Council and proposed that they let Johann to keep his status as Prince but that they removed him from his Grand Master's position. His brother was clearly becoming senile and couldn't take care of his responsibilities anymore. Georg said that because he had already taken care of Aalban for years he didn't want to replace his brother as Prince. He had no ambitions to that position and would have waited for Johann's death. The Council agreed to these proposals and elected Johann as Viceroy of Nordling. Johann's successor as Grandmaster, Charan Erewan, liked Johann and let him keep his quarters at the Great School. Johann von Drachenfels wandered the corridors of the School for the next four years before finally disappearing in 961 at the age of 66. Nobody found him anymore...

Georg von Drachenfels

Georg was 64-years old when he at last took the formal position of Prince of Aalban and viceroy of Nordling. He was not so great as a magician as his brother, but he was definitely better as administrator and politician. He was an imposing massive man with enormous moustaches and sidebars. He was already nearly bald. He had always been number two in Aalban. He was not so intelligent as his elder brother Johann and he was the first to admit that. But he had a deep sense of responsibility. He had been at first afraid of the possibility to become a Prince: he had no ambitions, he was shy and wanted to stay out of the limelight's. But when his brother asked him to help in governing Aalban, his sense of responsibility was so great that he couldn't refuse. So when he became a Prince in 961 he was probably the best prepared von Drachenfels to ever take that position. He had been de facto Prince for already over 10 years.

His succession was secure, his son Morgaithe was already 40-years old and his grandson Jaggar 16. In fact most Aalbanese thought that Georg would step down after couple of years. He was planning to do just that but at first came some financial problems which delayed his resignation, because he knew that his son didn't understand anything about economics.

Then in 966 he was quite surprisingly chosen as Chamberlain of Glantri. The elven Princes were Grandmaster and Supreme Judge so Georg was chosen as best available candidate because of his sense of responsibility and because of his knowledge of the Glantrian countryside from his youth in the Army. Georg was a success in this position, he bettered the road conditions all over Glantri and built some new bridges in strategic places.

Georg remained Prince of Aalban until his death for natural causes in 978 at the age of 81.

Morgaithe von Drachenfels

Morgaithe was already 57 when he succeeded his father. He was physically not so big as his father, but an imposing figure anyway with his full beard and shining white uniform. He was more militarily oriented than both his father and uncle together had been. He and his wife Hildegarde had been waiting already over 20 years for the day Morgaithe would have become a Prince and were in a hurry to realise their plans.

Morgaithe was chosen as Viceroy of Ylourgne. He immediately began to suppress the orc tribes living in the surrounding mountains. His plan was first to pacify humanoids and then to conquer the Adri Varma Plateau. He was waiting for easy victory, but somehow there seemed to be an endless number of orcs and other humanoids in the mountains.

In AC 979 one of the major events in Glantri's history took place: the return of the d'Ambrevilles. This took everyone by surprise. Among the Princes there were only the elves and Morphail who remembered the d'Ambrevilles personally, so there was quite a turmoil. After Étienne was again recognised as a Prince he immediately demanded back his position as Grandmaster. Most Princes, and Morgaithe amongst them, recognised that he had a certain privilege for that. But still majority thought that it would be wrong to force out the current holder, Jherek Virayana III, without any fault on his side, so the demand was turned down. Next happened something that broke Morgaithe's relation with Étienne: he demanded the viceroyalty of Ylourgne for himself. Morgaithe was furious because he had made all his plans on conquering humanoid tribes around Ylourgne for all these years and definitely didn't want to be removed from that place. Morgaithe succeeded in getting the majority of the Council to his side in this issue and Étienne had to be content with the viceroyalty of Monteleone. After this episode Morgaithe was always against everything Étienne supported.

Then in AC 983 disaster came: Morgaithe fell in battle against the orcs. Hildegarde was devastated, all their plans were blown away. Hildegarde put all her remaining hope in their 38-years-old son, Jaggar. He had always been at his father's side and accepted his plans, so Hildegarde hoped he would avenge Morgaithe's death. One other soothing matter was that Jaggar was still unmarried, so Hildegarde would have stayed for the time being as mistress of Ritterburg.

Jaggar von Drachenfels

Jaggar immediately took his father's crusade against humanoids to a new level. Within the following four years he butchered every humanoid he found within 80 mile from Ylourgne. Then he became bored, there was no challenge in killing humanoids. He began to think about marriage. He realised that if he had died, his sister Helgar would have inherited Aalban. Jaggar had begun to dislike his mother's meddling in his matters and Helgar's rulership meant that Hildegarde would have been the real ruler. In the last two years Hildegarde had been presenting young women to Jaggar as possible wives. Jaggar had turned all of them down because he knew that they were all totally under his mother's control.

Then in 989 he shocked his mother announcing his marriage with Gertrude Krema, member of the family he knew his mother hated. Hildegarde was born in Ludenburg family, which was one of the few pure Hattian families in Aalban and which had always been proposing about removing Alphatian influence out of Aalban. The Krema family, on the other hand, although originally Hattian, had adopted Alphatian ideas and had made marriages with Alphatian families. Jaggar wanted to heal some of the wounds amongst Aalbaneese nobility with this Alphatian-Hattian marriage, but he also wanted to teach a lesson to his domineering mother.

After marriage Jaggar began to search a way to get out of Ylourgne to do something else than scout the mountains. The possibility came when in AC 991 the Supreme Judge Alfonso de Belcadiz was killed. Jaggar immediately announced his candidacy. To his great dismay he lost the competition to Jherek Virayana. Most of the Princes considered Jaggar too militarily oriented to be a good judge. Jaggar took his defeat as an insult and developed deep hatred towards Ethengarians afterwards.

Only one month later Chancellor Mario di Malapietra was poisoned in reception of foreign ambassadors. This gave Jaggar a new opportunity. He didn't want a chancellorship, but he knew that Volospin Aendyr wanted that position. Volospin was currently Viceroy of Nordling and Jaggar promised him his support if he would have supported Jaggar's claim to Nordling. If Jaggar was to be stick with some viceroyalty, he would rather be Nordling than Ylourgne. There was no difficulties in the Council session: Volospin was chosen as a new Chancellor, Jaggar got Nordling and the new Prince of Caurenze, Innocenti di Malapietra, got viceroyalty of Ylourgne, much to Étienne d'Ambrevilles great annoy.

In AC 994 Jaggar was given the position of Warden of Marches because of his brilliant strikes against humanoids of Broken lands. The position had been open since death of Don Alfonso de Belcadiz, because Princes had not agreed to whom to give it. After Jaggar's victories there was no more obscurity about the best candidate.

And the rest is told in official books...

Summary

Heinrich von Drachenfels b.671 d.719

Otto von Drachenfels b.697 d.740

Joachim von Drachenfels b.720 d.788

Sigmund von Drachenfels b.757 d.813
          First Count of Ritterburg

Wilhelm von Drachenfels b.788 d.840
          Viceroy of Nordling 829-840

Friedrich von Drachenfels b.812 d.886
          First Prince of Aalban
          Viceroy of Nordling 840-854
          Chancellor of the Princes 854-886
          Warden of Marches 859-886

Ernst von Drachenfels b.844 d.897
          Viceroy of Nordling 886-897

Albrecht von Drachenfels b.870 d.940
          Viceroy of Nordling 897-902
          Chancellor of the Princes 902-940

Johann von Drachenfels b.895 d.961?
          Viceroy of Ylourgne 940-950
          Grand Master of the School of Magic 950-957
          Viceroy of Nordling 957-961

Georg von Drachenfels b.897 d.978
          Viceroy of Nordling 961-966
          Chamberlain of the Land 966-978

Morgaithe von Drachenfels b.921 d.983
          Viceroy of Ylourgne 978-983

Jaggar von Drachenfels b.945 d.?
          Viceroy of Ylourgne 983-991
          Viceroy of Nordling 991-?
          Warden of Marches 994-
          Chamberlain of the land 1004-1011 

History of House Alhambra,


Version 2

First Years in Highlands

The Belcadiz elves arrived in the foothills of the Colossus Mounts in the middle of the 6th century. No one knows where they came from and they haven't told it anyone so far. Their leader at that time was a cultivated elder elf, Don Miguel de Belcadiz. He was as diminutive as all male amongst Belcadiz elves, but he had an authoritative aura around him. He had a steel grey goatee and drooping moustaches. His fiery temper had been soften by the age.

Elves settled in the area around modern New Alvar. From the beginning they had hostile relations towards denizens of the Broken Lands and there was much fighting.

Don Miguel was not happy with this situation and decided that they should move to the north to get more distance from humanoids. This was a fateful decision, because at the shores of the Vesubia river the elves met the Flaems: the clash was immediate. The Flaems had been fighting with all their neighbours since their coming to the Highlands and they considered the elves only as a new threat. Elves had to retreat back to woods around the foothills of the mountains after only a couple of years of war.

The raiding went on for another couple of years. Then in AC 565 Don Miguel contacted the leaders of southern Flaem holdings and proposed a meeting. That was arranged at the meetings of Red River and Vesubia. Don Miguel arrived with his retinue only to realise that the Flaems had set up a trap. The elves were seized and ceremoniously sacrificed in the holy fire of the Flaems. The elves were of course furious for this betrayal. This is something that still burns in their memory and is very much the reason for their bad relations with the Flaems.

Don Manuel de Belcadiz

The next leader of the elves was Don Miguel's eldest son, Don Manuel, a middle-aged elf with a great military talent but a very rash temper. Thanks to his military genius, the less numerous elves were able to keep their positions against the magical might of the Flaems during the 7th century. There were not two peaceful years in a row during the whole century, but one must also acknowledge that one of the reasons that there was no peace was Don Manuel's temper. At first he executed all messengers from the Flaems and when his councillors at last got him at the negotiation table he couldn't stand any demands from the Flaems.

At the beginning of the 8th century both sides were finally tired of fighting. In AC 702 they made a truce and the southern Flaemish lords promised the lands between Vesubia and Colossus Mounts to the elves. Don Manuel was relieved but uneasy: he had nothing to do in times of peace. After couple of months he decided to break his daily monotony and began the construction of castle Alhambra in the mountains. This splendid castle-palace was finished in 711.

In AC 710 something happened that changed everything: the Erewan elves came to the Highlands from Alfheim. Their leader, Charan Erewan, immediately contacted Don Manuel and acknowledged his authority, asking permission to settle amongst the dark-skinned elves. The alliance between two elven clans was sealed in AC 712, when Don Manuel's eldest son, Don Fernando, married Charan Erewan's sister Charlena. The two young elves had fallen in love immediately after their first meeting two years earlier, but it had taken some time to convince the leaders of the desirability of this marriage. In the same year Don Manuel and Charan Erewan also decided that the area was too crowded for both elven groups. Don Manuel proposed that the Erewan elves would move to the woods between Vesubia and Red River were only a few Flaemish woodcutters were living. Unfortunately Don Manuel didn't even bother to ask permission from the Flaems. So, immediately after the Erewan elves moved there, the Flaemish lords declared that the elves had broken the truce and began raiding again. Many raids were targeted against the Belcadiz elves and in AC 717 Don Manuel fell defending the newly established city of New Alvar.

Don Fernando de Belcadiz

After don Manuel's death the elves where ruled by the new generation. The new leader don Fernando was only 136, his wife Charlena 125, his younger brother Alfonso 62 and his brother-in-law Charan Erewan 175-years-old. They were all still young for elven standards. Don Fernando had been living all his earlier years in the middle of the fighting against the humanoids or the Flaems, but contrary to most other elves of his generation he was already tired of it. He was more mild-tempered than most other male elves of his clan. All he really wanted was peace, so that he could concentrate on family life with his beloved wife, Charlena.

At first it looked as though that would remain only as dream. He couldn't control elder clan leaders who wanted to avenge his father's death, so the skirmishing continued on and on for 13 years without any great gains for either side. Then in AC 730 settlers from Alasiyan and Traladaran lands changed the situation.

When the settlers came over the Broken Lands, the elves were at first wary of them. But then Don Fernando realised that if he established good relations with them, he could use them as a buffer against the Flaems. He met the leaders of the settlers and promised them a safe route through the elven forests to the more open areas at the river valleys, if they would protect the forests from the aggressions of the Flaems once they settled there. The leaders realised the motives of don Fernando for making this proposal, but as they had no desire for either settling in the forests or fighting their way through it, they accepted the proposal.

The move was brilliant. The other elves were at first against it, but when they realised that the settlers were not a threat to them and that in the future fighting would continue between different groups of humans, even the most reluctant leaders admitted the genius of the move. They could now concentrate their troops against the humanoids.

The next years were peaceful for the elves. The settlers and the Flaems were fighting against each other and the elves were left in peace. Don Fernando kept good relations with the first generation of the settlers, but when the second generation came to power the relations began to deteriorate. Especially leaders of the Thyatian settlers demanded more support against the Flaems, so after AC 754 Don Fernando broke all relations with the settlers.

When Joachim Von Drachenfels sent his envoys to propose a unified state in the area in AC 762, Don Fernando announced that the elves had no desire to let the humans decide anything concerning their lands. They wanted to keep their independence and if someone tried to take it away from them, they would resist with arms. One thing which affected the decision was that Don Fernando and the other elven leaders recognised Joachim's thirst for power and didn't like it.

These were happy years for Don Fernando. There was generally peace in elven forests. Some humanoid raids happened but that was all. The only dark cloud was that he and Charlena didn't get a child. This was not a big problem for them because as elves they had all the time in the world, but anyhow after 40-years trying the thing began somewhat to preoccupy them.

The Forty Years War

When the all-out war broke between the Flaems and the settlers in AC 784, settler leaders again approached the elves. Don Fernando's answer was same as 20 years earlier: the elves didn't want to take any part in a war among humans.

Then in the spring of AC 786 Joachim von Drachenfels came in person to negotiate with the elven leaders. He was well prepared and used just the right arguments. He promised to recognise their independence at the end of the war and he also told them that this was a good opportunity, maybe the last one, to avenge the deaths of Don Manuel, Don Miguel and countless of other dead at the hands of the Flaems. Don Fernando was still against the war, but he knew that he couldn't control the younger generation led by his own brother Don Alfonso. Those younger elves would have joined the settlers' cause anyway, so Don Fernando gave away and promised his support to the settlers.

During the next years the elves fought side-by-side with the settlers and the newly-arrived Alphatian battlemages in every major battle. Don Fernando didn't personally take part in the fighting, he left the leadership of elven troops to Don Alfonso and Charan Erewan. At the battle of Braastar the elven longbowmen were decisive in guaranteeing the victory. To Don Alfonso, the battle was personally both a triumph and a tragedy. He slayed alone the Grand Duke Willem van Drees and six of his bodyguards. On the other hand, his only son, Felipe, was among the casualties.

Don Fernando arrived in Braastar immediately after receiving the announcement of Joachim von Drachenfels's death. He took the leadership of the elves in negotiations leading to the establishment of the Republic of the Highlands, while Don Alfonso hurried home with his son's body. The negotiations were surprisingly easy because everyone was looking for peace. The Flaems were so totally defeated that they had no objections against anything the allies wanted them to accept, so the settlers got the ownership of the lands they had already occupied and the elves also got the same recognition. Don Fernando also surprised everyone when he announced that the elves wanted to join the new republic. The composition of the new council was also Don Fernando's idea. The settler leaders would have liked a council were there were 1 Flaem, 1 Thyatian, 1 Kerendan, 1 Hattian and 1 elf. Don Fernando's opinion was that this would have been unfair for both the Flaems and the elves, so he proposed that there should be 3 Flaems and 2 elves instead of 1 for both. This was accepted after some negotiations.

Don Fernando and Charan Erewan took the elven seats in the council. They were present at the first meeting when Halzunthram made his coup and captured the council members. At first it seemed that everyone had submitted to his coup, but then the elves made a daring strike under the leadership of don Alfonso and released the imprisoned Flaemish and elven council members. The Flaems revolted immediately and the elves declared their independence.

Don Fernando was disappointed of the human treachery and once again he wanted to take no part in what was happening in the north-west. Luckily for the elves, Halzunthram was interested in crushing the Flaems more than anything else and so they were left in peace. Only after AC 796, when Thyatians and Kerendans joined the Flaems in the rebellion, were the elves approached. Don Fernando was adamant the elves would have taken no part in the fighting unless someone attacked them first.

Don Fernando's opinion began to change only after Halzunthram enlisted the dwarves to his side in AC 804. The elves had had problems with them for two years already. The dwarves had been filtering through the Broken Lands since the gold findings in AC 802 and the elves didn't like them digging in their forested hills. The situation with the dwarves went from bad to worse, until Don Fernando announced in AC 806 that the elves joined the fight against Halzunthram. Again he left the leadership of the elven troops to his brother Don Alfonso.

The war went on for 22 years and the elven troops suffered great losses during those years. They were mostly fighting against dwarven and Alphatian troops in the southern Highlands. Don Fernando's greatest contributions were his negotiations first with Wilhelm von Drachenfels and then with Morphail Gorevitch-Woszlany. Without his efforts Morphail probably wouldn't have joined the rebels in AC 822.

The Republic of the Highlands

The negotiations after the death of Halzunthram were difficult for Don Fernando. His every instinct was against joining the humans in the new regime, but he also realised the advantages that it would bring to elves. They would have allies against the humanoids of the Broken Lands. The other point was that although he was sure that most current human leaders would be his friends, he couldn't be sure about the future generations. His brother Don Alfonso pressed him also very hard for joining, because he could think only its military advantages. But at the end in spite of everything this Don Fernando's decision was not to join the new republic.

When Don Fernando heard about Alexander Glantri's death at the hands of Vortram in AC 835 his trust in humans was nearly destroyed: it was the umpteenth proof that one could never trust them. He was saddened also because he had seen in Alexander the only man capable to hold the republic together. Fortunately his foreboding was erroneous.

When in AC 858 the Light of Rad decision was declared, Don Fernando had already changed his mind about humans. Friedrich von Drachenfels had contacted him and Charan Erewan in 856 and told them about the coming change. Don Fernando thought that reserving rulership to more intelligent people would lessen the chaos, improve the cohesion of the country and lessen the possibilities of wars. Unfortunately in this his foreboding went wrong. He decided to join the Glantri after the decision and Friedrich promised him a position in Council and status of Prince. So when Don Fernando declared in 859 elves willingness to join the Principalities only Prince to object was Jacob Vlaardoen I. Don Fernando was given place in Council as Prince of Belcadiz and Marquis of Alhambra.

At the first meeting of the Council Don Fernando was appointed to build a fort against the border of the Broken Lands. Don Fernando was not pleased with this, but he gave the supervising of the building to his brother. Elves surprised everyone when they announced in 861 that Fort Monteleone was finished.

Next year Don Fernando was chosen as Chamberlain of the Land. With this office he was happy. He was by nature a diplomat and an administrator and could now use his talents to their best for building new roads and bridges, and tending forests.

Personal Tragedy

Year 858 was a happy one for Don Fernando, for his son Don Carlo was born. Every elf was happy for Don Fernando and Dona Charlena, because their long efforts had at last born a fruit. Next two years were the happiest in their life. But then dark clouds began to gather over the Belcadiz. Something seemed to be wrong with their son. He had difficulties learning to speak and when at the age of 5 he could at last speak something, it was obvious that he wasn't mentally at the level of other children of the same age. Don Fernando and Dona Charlena were devastated when it was clear that their son wouldn't ever learn even to read. All this was kept secret to the outside world. They said that Don Carlo had a bad health so they didn't want to strain him by meeting with outsiders.

When it was absolutely sure that there was no cure for Don Carlo, Don Fernando was so devastated that he decided that his son should never meet other people. He took him to a secret place known only by him and some clan elders and afterwards announced that his son had died. Dona Charlena guessed what had happened and never forgave his husband that he did that without consulting her first. She was told later where Don Carlo was and given permission to visit him there.

Don Fernando hoped that they could give birth to another child to succeed him, but these hopes were crashed in AC 869, when Dona Charlena, on her way back home from a visit to his brother Charan, was slain in an ambush by some orcs. Don Fernando felt like his whole world was crumbling around him.

Don Fernando blamed his brother-in-law for his wife's death and broke all relations with Erewans. This hostility culminated in the division of the elven Principality in AC 884. During these 15 years, the Erewans were reduced to second-class citizens in the Principality of Belcadiz. There were harsher sentences for them, harsher taxation and so on. The division of the Principality was a hard pillow to swallow for Don Fernando and it broke his good relations with Friedrich von Drachenfels, but anyhow when Friedrich died two years later even Don Fernando couldn't say a bad word about him.

Don Fernando's Last Years

When Étienne d'Ambreville asked Don Fernando to give classes in the Great School of Magic after it was opened in AC 875, he was delighted. He could now find relief only in his work in Étienne's school. So it was no surprise that after d'Ambrevilles's disappearance in AC 896 he was chosen as new Grandmaster.

He now spent all his time in the school or in rare visits to his mentally retarded son. At first the new responsibilities seemed to revive him, but after AC 910 his state of mind began to worsen. He visited his son more and more frequently and everyone in School realised that every time he came back from Alhambra he was more depressed. Then in AC 912 he made a surprise announcement that he would give up his position as Prince to his brother Don Alfonso, which also meant that he would give up his position as Grandmaster. He went back to Alhambra and only two months later Don Alfonso announced that his brother had died at the age of 331.

In fact, Don Fernando hanged himself in his son's chamber. He had considered his life and seen it as a total failure. He had surrendered the independence of the elves to humans, he had caused the division of the elven Principality, he had made everyone's life miserable. He couldn't stand it anymore. He also considered killing his son first, but in the end he couldn't do it.

Don Alfonso de Belcadiz

Don Alfonso was 257-years old when he became Prince of Belcadiz. He was in many ways the opposite of his elder brother. In his younger days Don Alfonso was quick-tempered, easily insulted, always waving his rapier at the slightest insult. Now he had somewhat calmed down. But anyhow he was more a warrior than diplomat or administrator like his brother had been. Moreover he had four living children so continuity was secured.

In his younger days Don Alfonso had led the elven warriors in retaliations against humanoids and northern neighbours when necessary. He had also been the warleader of the elven troops first in the war against the Flaems in 780's and then against Halzunthram. In those years rests his claim as greatest Belcadizian warrior ever. After the wars he had been his Brother's deputy first in ruling Alhambra as Marquisate and then as Principality. After Don Fernando broke relations with Erewan elves, it was Don Alfonso who realised the oppression of the Erewans. He ruled the Erewan part of the Principality like a military dictator for 14 years. In fact, Don Alfonso never liked Erewans, who he considered as intruders.

After Don Alfonso became a Prince, he heard from the clan's sage, Don Rodrigo de Belcadiz, that his nephew was still alive. He was surprised but could visit him only after Don Fernando's death. His hatred toward Erewan elves only grew when he saw Don Carlo's condition. He blamed them for polluting the Belcadizan blood and immediately forbade marriages between the two elven groups. He never visited Don Carlo again and even forbade Don Rodrigo to speak of him. The only reason Don Carlo survived further was because Dona Leontina, Don Alfonso's wife, took a pity of him and took care of him, helped first by Don Rodrigo and then by his son Alejandro.

After taking a seat in the Council, Don Alfonso was elected as new Supreme Judge, much to his surprise. The previous judge Antonie Vlaardoen V was chosen as the new Grand Master and there was no one else who wanted the position. Don Alfonso was not happy with the situation either, he had hoped to become a Viceroy of some fort, preferably Monteleone. But he realised the advantages of the position and accepted it. He knew that with that position he could harass Erewan elves in Glantri City "legally". Aside from this, Don Alfonso proved a fair Supreme Judge, since he could take a neutral position in human politics; he also relaxed the laws somewhat as his Chaotic nature demanded. In AC 937 he was also given a title of Warden of Marches, because of his superior war experience.

Don Alfonso also had one domestic problem: his oldest son Don Hippolito. From the beginning Don Alfonso saw that Don Hippolito would have been a disaster as a ruler, and Dona Leontina had the same opinion. But they didn't agree about who should replace him. They also agreed that their youngest son Don Ricardo was not capable either. Dona Leontina's favourite was the second son Don Diego, while Don Alfonso preferred their only daughter Dona Carnelia, with his husband Don Miguel.

In AC 985 Don Alfonso at last decided to settle the question. He called his family together and announced his decision to pass Don Hippolito. He demanded everyone to swear to honour this decision after his death. Don Hippolito understandably was furious for this and left immediately. Don Alfonso put the question of choosing between Dona Carnelia and Don Diego before the others. Don Ricardo immediately made known his support for his brother. But then came a surprise when Don Diego gallantly announced that he supported his sister and his husband Don Miguel to avoid more family quarrels.

Nobody at that time expected that Don Alfonso's death would come in six years. Don Alfonso's hot-temper cost him his life. In AC 912 he was challenged to fight during a court session and without much pondering he accepted the challenge from an unknown stranger. Only this time he met a better rapierist than he himself was. Don Alfonso was 336-years old when he died heart pierced in the middle of Alexander-Plaza. His killer vanished immediately after the deed was done.

Dona Carnelia de Belcadiz

Everyone was shocked when they heard about Don Alfonso´s death. It was so sudden and unexpected. Dona Leontina immediately announced that she had no claims to be a ruler and that she would retire to the Convent. After that Dona Carnelia called his husband Don Miguel back from a mountain expedition, but got no answer. After couple of weeks she realised that she was now sole ruler of Alhambra at the age of 179. She was as shocked as his father when she was told about Don Carlo, now a 133-years old "cretin". Dona Carnelia chose to keep his cousin's existence secret as his father did. Some members of the family have a strange feeling that there is some great secret that is not told to them, but nothing has yet been discovered. Currently, only Dona Carnelia, Dona Leontina, and the clan's sage Don Alejandro know of Don Carlo's existence.
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House of Ellerovyn,


Version 2

Split in Alfheim

In AC 700 old king Celedryl had died in Alfheim. There was two prominent contender for the throne: Doriath and Charan, both former advisors of king Celedryl and both from the Erewan clan. Their own clan was evenly divided between their supporters, but among other clans Doriath was looked more favourably because of his more neutral attitude to different clans. So the result was a defeat for Charan.

At first it seemed that he would accept the decision. He however bear a grudge not against Doriath but against the other clans who had refused to support him. His pride couldn't stand to stay in Alfheim as a "might-have-been-a-king". He search a place to go. At last he thought about the Highlands behind the Broken Lands. There were already elves, although not like the elves in Alfheim, but elves anyhow and they might need help fighting against humans in the area. Charan informed closest friends and relatives about his decision to go there. He was greatly surprised when they all said that they would come with him. At the end nearly all of his Erewan supporters left with him.

It took nearly ten years for them all to get there with all the planning and fighting on the way. They left Alfheim at the fall of 700 and then they stayed over 2 years in the area of Corunglain before they made their first attempt in summer 703. They get through only at their third attempt in summer 709 and arrived to forests of Belcadiz-elves at the winter of 709-710.

First Years In Highlands

Those ten years changed Charan somewhat. He looked older than his 168 years would assume, he was more matured, determined and he was more modest, although his pride wouldn't have allowed him to recall the trip during the harsh years in Darokin.

Charan contacted immediately Don Manuel de Belcadiz, leader of the local elves and acknowledged his authority and asked a permission to settle amongst his elves. The alliance between two elven clan was seal in AC 712 when Don Manuel's eldest son Don Fernando married Charan's younger sister Charlena. Two young elves had fell in love immediately after their first meeting two years earlier, but it had taken some time to convince the leaders of the desirability of this marriage. Charan had immediately liked don Fernando and his father, but there were other elves at both side who needed persuasion. Don Fernando's younger brother don Alfonso was one who they couldn't persuade to accept the marriage. Also for some reason both Charan and don Alfonso immediately disliked each other.

At the same year Don Manuel and Charan decided that the area was too crowded for both elven groups. Don Manuel proposed that the Erewan elves would move to the woods between Vesubia and Red River were there was living only a few Flaemish woodcutters. Unfortunately Don Manuel didn't even thought about asking the Flaems what was their opinion. Immediately after the Erewan elves had moved there, the Flaemish lords declared that the truce was broken and began raiding again. Brunt of the raids were targeted towards the Belcadiz elves and in AC 717 Don Manuel fell defending newly established city of New Alvar. Skirmishing between the elves and the Flaemish continued for the 13 years. Erewans also get their part of raids but whereas Belcadiz-elves retaliated, Erewans usually only harassed the Flaems when they were returning and not followed them to their areas.

Coming of the settlers from the Alasiayan land in 730 was a lucky strike for the elves. Charan realised immediately their value and supported Don Fernando against the other elven leaders, when Don Fernando had promised settlers a safe route through the elven lands. All skirmishes with the Flaems ended. During the next 56 years there was a peace in Erewan lands. There were some humanoid raids from Broken Lands, but nothing serious. Like Don Fernando Charan also refused to take any part in wars amongst humans. During those years there were build tower of Ellerovyn in AC 754 and town of Erendyl in AC 766. Charan also in AC 756 at last announced his marriage to his distant cousin, Meralia. They have been dating already over one hundred years and some elder relatives had already begun to worry if they would ever marry.

War years

When Joachim von Drachenfels approached personally Don Fernando de Belcadiz in 786, Don Fernando immediately called also Charan Erewan and other leaders of the Erewan-elves to negotiation. Charan realised soon that Don Fernando have to join with Joachim and his allies because of the pressure from Don Alfonso and younger generation. Charan had no desire for war or meddling with human affairs, but in the end he also decided that his elves would join the fight. He made this decision only because he wanted to reserve the elven solidarity.

Charan decided to lead personally his troops. During the fighting in the next two years Charan and Don Alfonso de Belcadiz lead elven troops in the field. Whereas Belcadizian elves fought in hand-to-hand with human troops, Erewan elves were used as longbowmen and in surprise attacks behind the enemy lines. During these years Charan and Don Alfonso developed reluctant respect for each others abilities as warleaders: Don Alfonso was great inspirational leader, who was always with his troops in the forefront, whereas Charan was more planner and strategist.

After the Battle of Braastar and the death of Joachim von Drachenfels, Charan stayed in Braastar and take part in the negotiations of the future with Don Fernando. Charan was not very sorry about the death of Joachim, during the last two years he had seen through him and he hadn't liked what he saw. Charan was also very worried when Don Fernando told him during the negotiations that it was his opinion that the elves should join the humans in one state. Charan understood Don Fernandos reasoning, but he didn't like the idea. He also realised that if Belcadiz-elves join the humans, Erewans couldn't stay out. So in the end he had to agree with Don Fernando. So settler leaders were positively surprised when two elven leaders announced their willingness to join the Republic of Highlands. When the Republic was announced Charan took the other elven seat in the new Council of the State.

After Halzunthram's coup Charan was imprisoned with Don Fernando and three Flaemish council members. Charan was furious of this and blamed partly Don Fernando of the happening. This would have never happened if they had stayed out of the affairs of the humans. This was first major friction between Charan and Don Fernando. After Don Alfonso had rescued them Charan's attitude softened a bit towards Don Fernando, but anyhow he had decided that he don't want to have anymore dealings with humans.

During the 40-years war rebel leaders knew the attitude of Charan, so they tried persuade only Belcadiz-elves to join them. Charan refused to join the fighting still when Don Fernando join the rebels in 806 because of the dwarven troops fighting at Halzunthram's side. Only after Don Fernando's personal appeal to him in AC 808 Charan joined the fighting. He still keep his troops out of the major battles and concentrated only to defend Erewans own areas.

Before entering the war Charan mostly concentrated building defences against possible attack. Also in AC 793 his son Celedrin was born.

Years after war

This time when the negotiations begun after the war the two elven leaders both agreed that they should stay out of the human affairs. Next years were quiet for Charan and his elves. He was of course shocked when he heard about the death of Lord Alexander Glantri in 835.

Charan was not happy with Don Fernando's decision to join the principalities after the negotiations with Friedrich von Drachenfels, because he had very great doubts about the state ruled by human magic-users. He saw them as a chaotic bunch of individuals who would probably quarrel with each other about every possible issue. But this time he also realised that his elves would be in a troubles if they stay alone so in the end he accepted Don Fernando's decision and announced Erewans willingness also to join the principalities.

Charan now took a seat in the House as a Marquis of Ellerovyn so that there would be at least one voice for some orderliness. He didn't also exactly like the decision to include most of the Erewan areas in the new Principality of Belcadiz. He was afraid that at the long run there would be difficulties between two elven groups.

If you leave politics out everything seemed to be fine. But then came the dark clouds. Charan had been happy for his sister and Don Fernando when they had their child at last in 858. Dona Charlena told immediately to his brother about problems with Don Carlo when they become to show up. And after Don Fernando had announced that his son Don Carlo had died and Dona Charlena had told to Charan his suspicions about the death, Charan directly demanded Don Fernando to explain what had happened. This was last straw for Don Fernando, he refused to speak about the matter and two elven leaders never spoke to each other after this. And when Dona Charlena died in orc ambush in 869 all was lost.

First Charan could only protest in the House about the treatment of his elves in the hands of Don Alfonso in elven Principality. Only after the enfeoffment of Nouvelle Averoigne and Klantyre in 875 Charan realised what he must do. He began to lobby for an other elven Principality for Erewan elves.

Principality of Erewan

The reason behind the creation of Principality of Erewan was not so much Charans work for it but the results of the investigations against the alleged misconducts of the ruling Belcadiz-elves against the Erewans. Chancellor Friedrich von Drachenfels was appalled at the results. His support for the division was a decisive factor. Don Fernando de Belcadiz was of course most prominent opponent. In the summer of 884 Charan Erewan found himself member of the ruling Council.

At first the Council was somewhat unsure what kind of a charge they should give to Charan. But then Robert McGregor pointed that there was Fort Ylourgne, which was the only major fort in Glantri that was not in direct control of the Council. They should take its control from Étienne d'Ambreville and made Charan as Viceroy of Ylourgne. Most of the Princes agreed with this, they could give a snap to arrogant Étienne. Étienne of course was not happy with this, but Friedrich von Drachenfels reasoned personally with him and managed to calmed him. Charan was not happy at all with this because Ylourgne was so far away. He would have rather stayed without any charge.

Council meetings were not so difficult to Charan as he had imagined beforehand. Don Fernando was mostly away tending his duties as the Chamberlain of the Land and they actually met only 5 times during the next 12 years.

These were busy years for Charan. He had to divide his time between Council meetings, Fort Ylourgne and creating some kind of infrastructure to his Principality.

New Charges

Year 896 meant promotion also to Charan Erewan. That year was busy for Council. First died Supreme Judge Toktai Virayana I and then disappeared Castle d'Ambreville and all the d'Ambrevilles. Race for the two highest position was on. Charan watched the humans amazed, he was again disgusted at their power-hungriness. The choice of a new Grandmaster was easy, because everyone acknowledged that Don Fernando de Belcadiz was most able for that charge. But then nearly everyone else wanted to be new Supreme Judge; only Charan and Morphail Gorevitch-Woszlany refused to compete. After much behind-the-scenes discussions current Treasurer Kenneth McGregor was chosen. Charan's election as new Chamberlain of the Land after Don Fernando was nearly unanimous; for Charan's great dismay Don Fernando was against this.

Charan was satisfied with his new charge. He haven't been content with his viceroyship, he didn't like stone castles or any castles. Now he could done something more suitable for him. When he got engrossed in his duties he was surprised when realised just how good Don Fernando has been in that job. His respect for his brother-in-law was somewhat restored.

Soon after becoming Chamberlain, 902 to be exact, Charan found the Radiance. He began to study this strange phenomena and become absorbed with it. He soon found the dangers of these studies, when in very short time his both feet got a withering disease and he lost his ability to walk normally. He continued to tend his duties as Chamberlain but for now on he always moved on horseback if outside or with levitate spell if inside.

He continued to be Chamberlain until the crisis with Grandmaster Johann von Drachenfels in 957. When it was decided that the Council should remove Johann from the charge Charan immediately announced his candidacy. Charan had long gone realised that if he wanted to continue his studies with the Radiance, he must get rid of Chamberlainship and now he realised that as a Grandmaster he would have all the utilities of the School in his disposal. Charan was chosen because there was no better alternative. Of course Supreme Judge Don Alfonso de Belcadiz was most prominent opponent.

As a Grandmaster Charan was mostly concentrated in studying the Radiance. He left administrative and teaching duties mostly to his aides. Students only saw him at the beginning and the end of the terms. During the years other personnel of the School saw his health gradually weakening, as his strange disease slowly spread. At last in 973 Charan delved too deep and he was turned a zombie-like creature by Radiance. Before he could flee from the School the other mages who didn't recognise him anymore managed to destroy the unknown undead. At the age of 431 Charan Erewan had disappeared like his predecessor Johann von Drachenfels.

Celedrin Erewan

Celedrin was 180-years old when he followed his father as a Prince of Erewan. He has seen his father's strange disease spreading and had been afraid that it would kill him, but this sudden disappearance was totally unexpected. Celedrin wasn't totally inexperienced in governing, although he hadn't shown any interest to it. Still he had some natural charisma and was very likeable. Some of the "older" princes liked his boyish manners.

Celedrin was chosen as Viceroy of Ylourgne. He was at first delighted because he liked to do something new. He was however very soon bored with the fort and spend more time in Broken lands fighting with the humanoids there. So the five years Celedrin was Viceroy of Ylourgne went fast enough and 978 he was chosen as a new Chamberlain after Georg von Drachenfels.

Celedrin find this charge more suitable for him because of the variance of the duties. Still he could enjoy the charge only for 5 years. In 983 Celedrin was killed by humanoid raiders in the age of only 190 years.

Carlotina Erewan

Celedrin's successor was his 172-years old wife Carlotina. Their two boys were still too young to become a Prince. Carlotina was also chosen to continue his husbands duties as a Chamberlain.
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House of Glantri
Years in Alasiyan Marches

Glantris were an old Thyatian military family. They came to the Alasiyan lands in 621 when Lord Gustavo Glantri was named as military-governor of Western Alasiyan Marches. He was a stern, nearly cruel leader, who centred all power on his own hands. He was an imposing figure, with full beard and a body as fit and well proportioned as any painter could have painted it.

He died in 660 at the age of 64 and was succeeded by his son Lord Konstantius. He was as talented and imposing as his father has been. But he had a difficult temper and he quarrelled with his 3 half-brothers so during his governorship Thyatians began to lose ground increasingly to the Alasiyan nomads. He was not very popular because of his rash judgements and was not mourned when Alasiyans captured and executed him in 675. He was 42 years old.

The position of Glantri-family in the area was already so strong that it surprised nobody when Lord Konstantius' half-brother Lord Johannes was named next military governor. He was so talented as his father and half-brother had been in military matters but again very imposing figure. Whereas his father and half-brother were warriors he was a warrior-priest of Vanya and very fanatical for that. During his governorship Vanya's worship spread very fast amongst the Thyatian settlers in the area. He again united the Thyatian side of the war and stopped the advance of the Alasiyan nomads for a while. He died in his bed in 699 at the age of 62.

Lord Johannes'' son Lord Ericus was not interested in staying in Alasiyan Marches and had went to Thyatis City already in 792. So the next military governor was Lord Gustavo Glantris last remaining son Lord Carlo. He was again not a warrior but a priest of Tarastia. However he had got a military education when he was young. He was not somewhat shorter than his father and half-brothers had been and also already because of his age (47) somewhat plump. He was already balding and used only goatee instead of full beard of his ancestors.

Lord Carlo was very stern in his faith, his judgements were extremely harsh and he silenced any opposition with very severe punishments. So it was not very surprising that he was not very popular amongst other nobles and normal people. Lord Carlo took a war against Alasiyan nomads and Alphatian settlers in whole new level. Instead of only defending Thyatian settlements he send his troops in the desert to attack oasis' of nomads and even over the desert to attack Alphatian settlements. His popularity amongst the military began also decrease because of these very tough military expeditions. So when he died unmourned in 711 at the age of 61 everyone was relieved.

Tiberio Glantri

Lord Carlo's only son Lord Tiberio was only 17 when his father died. Because of his young age he was passed by in the selection of new military governor. There was send a new man from the Isle of Dawn, Lord Pontius Gardius.

Lord Tiberio had got a best possible education there was. He spoke already several languages fluently, he was gifted in music, understood arts and so on. He was also very gifted in military matters, he had already taken part in couple of expeditions and had showed his talents. Most of all he was possessed with foresight. He saw instantly that Lord Pontius would led Thyatian troops to military catastrophe and criticised his leadership. This was of no avail because Lord Pontius had some very influential supporters in Thyatis City.

During the next years in wars against the Alasiyan nomads Lord Tiberio showed that he was a brilliant general. He led his troops from victory to victory and it was only because of his talents that disaster came only in 728. Lord Tiberio was already before the Battle of Hedjazi sure that Thyatians would lose it. it was only because of his brilliant cavalry operations that even some of the Thyatian troops get away from the battle.

When Otto von Drachenfels contacted him after the battle and presented his migration plan to Highlands, Lord Tiberio immediately realised that this was the right way out of the impossible situation. He also remembered that his ancestor Darius Glantri had went there as an ambassador about 200 hundred years earlier. It was because of his immediate support that the others agreed too. Lord Tiberio would have logical choice for the leadership of the migration after Graf Hans Graustein had rejected the position. Lord Tiberio however realised that Herr Otto was better option. Lord Tiberio was not very imposing, he was inherited his fathers plumpness and was even shorter than Lord Carlo had been, Herr Otto was a head taller than he and looked a noble whereas he looked more like a clerk.

When the migration reached Selenica in 729 Lord Tiberio married Herr Otto's sister Griselda. It was his second marriage, he had already in 714 married Lord Cecare Fulvina's cousin Lucrezia. She had however died in childbed when their son Claudio was born in 716. This new marriage made the relations between von Drachenfels's and Glantris even closer than they been earlier. They have been in friendly relations since Herr Otto had in 718 married Lucrezias younger sister Lucia.

In Selenica they also met Morphail Gorevitch-Woszlanys migration from Traladaran lands. Lord Tiberio was only one to oppose the joining of the groups. There was something he didn't like in Morphail and he agreed to be in touch with him only because of the common goal.

When the migration arrived in the Highlands in 730 the refugees from the Alasiyan lands separated amongst the scattered southern Flaemish farmers. Lord Tiberio and his followers settled in the forefront against the Flaemish heartland in the area of modern Hightower.

When the skirmishes with the Flaems started nearly immediately Lord Tiberio was adamant, he would not give up his area, he wanted to settle right there where he is. If the Flaems want a war they would get a war. He already saw that this war would got his life, but he believed in faith so strongly that he didn't mind. Lord Tiberio lead the troops of the settlers during the next four years with varying success. He won more battles than he lost, but the victories were usually very costly. He fell in battle in 734 at the age 40.

Claudio Glantri

Tiberio's only son Lord Claudio was only 18 when his father died. He was slim, plain youth, who had none of his fathers military abilities. He was as intelligent as his father and much more artistic, but those were not the qualities needed in that time. Luckily he had his fathers old teacher Alexius Steltarius for help. Steltarius was already over 70-years old, but his political abilities were still intact. Before he died in 737 he helped Lord Claudio through the hard times. He realised that Lord Claudio didn't like the fighting, so he advised Lord Claudio to appeal to his ancestors, Darius Glantris, good name amongst the Flaems. This was just the right thing to do and the truce was settled in 736.

After that Lord Claudio concentrated his efforts for building home for himself and his stepmother. He began to build Castle Glantri in the place were there is now Hightower. He also took the title of Count Glantri. Castle was finished in 739. After that Lord Claudio spent his time in feasts, celebrations and hunting. His castle became the centre of art circles and scholars amongst the settlers. Years went fast and only disturbance was his stepmother Griselda, who was worried because Lord Claudio didn't get married. In fact she began to worry if he is at all interested in women.

Happy years ended in 751 when Lord Claudio's cousin Joachim von Drachenfels married Luise van Agt, a Flaem. Lord Claudio couldn't care less. But he also couldn't stop his supporters for blaming Joachim marriage as a grovelling towards Flaems. This lead rapidly to skirmishes between Flaems and settlers and for other settlers great surprise Joachim took the side of the Flaems. Lord Claudio was very unhappy of this development. In 753 he began to talk about leaving the Highlands and giving his title to his cousin Titus Glantri. His advisers talked him out of this for now.

When skirmishes stopped in 756 everybody acknowledged that Joachim von Drachenfels was the best military leader in the highland area. During those five years also Titus Glantri had shown that he had inherited his family's military abilities. Although Lord Claudio was happy when the peace returned, he realised that he couldn't stand the life in the area. He also saw that Titus would be far better ruler in prevailing conditions than he himself could ever be.

So in 759 Lord Claudio announced that he gives his position as Count Glantri to his cousin Titus. Couple of weeks later he left Highlands for Thyatis City were he lived amongst artists and scholars as a respected patron until he died in 789 at the age of 73.

Titus Glantri

Titus was son of Tiberio's younger brother Drusio, who hadn't followed his brother to Highlands but stayed in Thyatis. Titus was born in 722 and was given military training. In 742 he had suddenly decided that his possibilities would be much better in Highlands than in the army of Thyatis. His arrival to Castle Glantri in 743 surprised his cousin Lord Claudio totally.

Titus was not very charismatic person, he was short, stout, coarse-features and even ugly. But he was also intelligent, strong-willed, brave, dutiful and industrious. He soon rose one of the closest advisors of his cousin Lord Claudio. It was however a surprise when he was in 751 given a command of the Thyatian troops in the area. During the next 5 years He showed that he is second only to Joachim von Drachenfels in military ability. He also got married in those years. In 754 he married Hedvig Graustein, Hans Graustein's youngest daughter and next year was born their only children, daughter Hadriana.

Then in 759 Lord Claudio announced his resignation and Titus Glantri became in the age 37 second Count Glantri. He had anticipated that Lord Claudio would eventually do that. In fact Titus had on purpose told Lord Claudio about life in Thyatis City and so increased his desire to go there.

Lord Titus now began to train his army because he realised that the peace could not last long. There were hotheads amongst both the settlers and the Flaems and he wanted to be ready when the fighting would start again. When Joachim von Drachenfels in 761 began to sent envoys to various rulers of the Highlands area for negotiations for building a unified state, Lord Titus was very sceptical from the beginning. He saw differences between various groups more clearly than Joachim.

Lord Titus however used the opportunity to better his relations with Joachim, because he realised that together their military talents might be enough against the others if the war should begin. So when Joachim changed his plans in 769 Lord Titus was amongst the first support his plan of military pact between various settler leaders. Still it was only in 776 when they finally convinced Barone Carlo di Sfonti to join them. Di Sfonti who's areas were farthest away from the Flaemish lands was very hard to convince that it would be in his interests to send his troops in the case of war out of his own areas. Joachim von Drachenfels was acknowledged to be supreme leader of the troops in case of war and Lord Titus to be his second-in-command.

When the war then came in 784 it didn't surprised anybody. Joachim von Drachenfels and Titus had been provoking the Flaems already for years. Joachim and Titus lead settler troops rapidly to the Flaemish lands and in 785 they arrived to the Flaems' capital Braejr. There Joachim's gout got so bad that he couldn't take part in the battle. Titus lead the troops against the city, but this was not his area. He was brilliant commander in open field but not against fortified city. The Flaems were victorious and the settlers had to retreat south. This defeat was an enormous loss to Titus' reputation.

But after that all went well. Next year Joachim von Drachenfels succeeded in negotiation with the elves. And then in 786 arrived Alphatian, Halzunthram. It was only because of Joachim's strong pressure that the others accepted the Alphatian amongst them. Now the alliance was strong enough to push the Flaems to north. The Flaems totally defeated at the Battle of Braastar in 788. Lord Titus stood right next to Joachim when he accepted the surrender of the Flaemish leaders.

And then Joachim died. Lord Titus was a loss what to do. He realised that he himself was not a charismatic enough to take a leadership. Viscount Ottone di Sfonti was already over 80-years old and Joachim's son Sigmund had any of his father's qualities. After some talking Titus and Ottone realised that now they must negotiate with the Flaems and the elves about the future.

In the negotiation Lord Titus lead the settler side, Ottone was too tired to take part. Council with 5 members (1 Thyatian, 1 Kerendan, 1 Hattian, 1 Flaem and 1 elf) was Titus' proposal, he soon agreed with Don Fernando de Belcadiz's counter-proposition of Council with 8 members (3 Flaems, 2 elves, 1 Thyatian, 1 Kerendan and 1 Hattian).

Halzunthram's coup became as total surprise for Lord Titus. He was at first very angry, but soon Halzunthram and Sigmund von Drachenfels talked him and Ottone di Sfonti to their side. Titus was already 66-years old and had began to feel the signs of getting old. So he decided that if they could get a peace at the leadership of Halzunthram, even if he was an Alphatian, that was enough for him. And Halzunthram also promised him status as the first noble in the area as Duke of Glantri, Ottone di Sfonti was made Viscount of Sirecchia.

Lord Titus now left a command of his troops to his generals and retired to Castle Glantri. Next year for his great joy his daughter Hadriana came back from Thyatis City were she was sent 19 years earlier for education. He had also with him her 1-year old son, Alexander. Titus was happy for seeing his grandson. Hadriana never mentioned a word about the boys father and Titus was tactful enough not to ask when he saw that Hadriana didn't want to talk about him.

When the war was prolonged and Halzunthram demands began to grow, Lord Titus began consider again his alliance with Halzunthram. Also for some reason Hadriana was strongly against the alliance. Titus contacted in 794 Matteo di Sfonti, Ottone's nephew, who was because of Ottone's old age the real leader of the Kerendan faction, and proposed him that they should open secret negotiations with the rebel Flaems. Negotiations went on for nearly two years until in 796 they got an agreement and Thyatians and Kerendans joined the Flaems.

Lord Titus again lead his troops to war. But his physics didn't anymore stand the strain. He died in his bed in 797 at the age of 77 for the complications after wounding in the battle.

Hadriana Glantri

Hadriana was already 42-years-old when she became a leader of the Glantri-faction of the rebels. She was tall, lean, short-haired, plain-looking woman in her prime physical condition. She usually were men's clothes and among the soldiers she was "one of the guys". Titus had sent her to Thyatis in 770 to get education there. After getting through military academy there Hadriana been in the Thyatian army for five years and then began career as professional adventureress. Only reason she gave for her coming back to Glantri was that she wanted to give home for her son.

Hadriana was brilliant commander in battles and she fought side-by-side with her men, but she had also some defects. First of all she had no sense of military strategy. And secondly she absolutely hated Alphatians, and that included also Flaems. When asked about this hatred she always gave some vague answers about some difficulties during her adventuring career. She was also very self-willed, things were done either her way or not at all. Because of that and his hostility towards the Flaems it was usually Matteo di Sfonti who kept in touch with the Flaem leaders and tried to co-ordinate their operations against the Alphatian troops.

Rebels were slowly pushed back by Alphatian and Hattian troops because of the division of the rebel troops. It was very hard for Matteo di Sfonti to keep the alliance together, because Hattian troops were between his troops and the rest of the rebels. At the Spring of 801 Halzunthram was so confident that he declared that the rebels were vanquished. But then he made mistake, he divided his own troops by removing Hattians to the north to the area west of Aalban river.

This was a heaven sent opportunity for Hadriana, when Hattians were on their march to north she harassed their troops and slowly led her own troops west, where they joined Matteo di Sfonti and his troops. She had some reasons to do that. For one Castle Glantri was in ruins, there were only one tower standing after Alphatian battlemages assault last year, and Hadriana wanted to take her son to a safe place. She left Alexander with di Sfonti family where he had a company of his own age amongst Matteo's children.

Matteo now left his own troops to the hands of Hadriana, because he wanted to concentrate on his efforts to get more allies to rebels. He sent envoys to don Fernando de Belcadiz, to Morphail Gorevitch-Woszlany, to the Ethengarians living eastern side of Colossus Mountains and to the Kaelics, he himself travelled over the Glantrian Alps to visit Étienne d'Ambreville, whose magical capabilities he was well aware of. Only success was with the Ethengarians who were promised area in the west side of mountains.

Attack of the Ethengarian horsemen and hakomons over the Colossus Mountains in the summer of 802 took Halzunthram by surprise. Braejr would have fell if the rebels only have co-operated. The Ethengarians were approaching from the east and the Flaems from the north. Hadriana was with her troops at the western side of Isoile river, but at the last moment she decided to go to the north and attack Hattian troops coming from there. Original plan was that she should keep the riverside so that the Alphatians from the south could not enter the city or the defenders could not escape. When the Ethengarians, who of course were not experienced in siege warfare, saw that Hadriana's troop left their positions, they also retreated. This left only the Flaems in the battlefield.

Matteo di Sfonti had his hands full, when he tried to assure the Ethengarians and most of all defeated Flaems that no one has betrayed anyone. He was also furious to Hadriana. Hadriana didn't care a bit, she lead her troops north to fight with the Hattians there. During the next three years Hadriana harassed the Hattians and their connections with the Alphatians in south. She didn't care about Matteo's pleas to lead her troops to the south. She even occasionally robbed supplies from the Flaems. Disaster came in 805 when Hattian troops strengthened with some dwarven units beat her totally in the battle near modern Vorstadt.

Hadriana and handful of his men escaped and fled over the Wendarian Ranges to Wendar. In her frustration after the defeat she stayed there for four years. Not until 809 she decided to went back. Before leaving she tried to get Wendarian humans to ally with her. She couldn't persuade them but at least she managed to hire troops, so that she had nearly 100 men when she left.

She went first over the mountains to Boldavia. Her plan was to persuade Morphail Gorevitch-Woszlany to enter the battle. Plan was good, but when she met the sinister lord of Igorov, it was she who stayed in Boldavia for two years. It was not until 811 when Hadriana led his troop of Wendarian and Boldavian troops till the battle.

When Hadriana came back after six years of absence, she was 55-years-old. She was still surprisingly fit and agile, but there was something more harder in her than earlier. She was more ferocious in battle and she had get some very powerful magical items. Most disturbing to both his allies and enemies was that she only attacked at nights. Her troops attacked in the Alphatian villages and troops and usually slaughtered everyone. His troops, although their number seemed to stay at same level, were so small that they had not very great affect on the war.

After seven years Hadriana's allies began to suspect that there were something wrong with her. After some consultation with his immortals Matteo di Sfonti realised that Hadriana was totally evil, she would be even greater danger to the Highlands than Halzunthram. He told what he had found out to Alexander Glantri. It took some time to assure Alexander, but at last when he had met his mother for the first time in 17 years, it became very clear of him what his mother has become. Three days later Alexander Glantri strike with his own hands stake through his mothers heart. Matteo di Sfonti then stroke her head off.

Alexander Glantri

Alexander Glantri was 30-years old when he was declared to be Duke of Glantri after his mothers death. He was of medium height and plain looking, but when he started to speak his charisma was overpowering. When people met him first time he at first seemed to be just a one more clumsy fighter. But that was all forgotten when Alexander get a chance to talk about future, his dreams, his plans for Highlands.

After Hadriana had left Alexander with the di Sfonti family, Matteo di Sfonti had raised him like his own son. Matteo had 7 children of his own, 5 sons and 2 daughters, and Alexander had quite a happy childhood with them. When Alexander grew up, Matteo soon realised that he had more talent for military matters than any of his sons and although not as intelligent than some of them he had more wisdom than all of his son together had. So before Alexander had turned 20, he was already commanding the remaining troops of di Sfonti's.

Alexander Glantri was first amongst the rebel leaders to took up the difficult question about the future of the Highlands in 814: What they will do after they have vanquished Halzunthram? Others have been avoiding this question so far in fear of breaking the alliance. Only sure thing was the promise that had been made to Tulai Virayana, leader of the Ethengarians, that they get the area of their own at the western side of Colossus Mountains. And even that was something that the Flaems had difficult to accept. But Alexander Glantri's strong vision of multiracial Highlands was something that broke the opposition even the most of the Flaemish leaders. Besides that Matteo di Sfonti's and Don Fernando de Belcadiz's diplomatic skills were crucial to keeping alliance together in 810's.

When Wilhelm von Drachenfels contacted rebels secretly in 813, Don Fernando and Alexander persuaded other leaders to took this seriously. Don Fernando supported the negotiations because in his opinion there were no harm even if this was some plot of Halzunthram and Alexander because he wanted to believe that Wilhelm was as tired to the war as he himself was. This was most serious flaw in the character of Alexander Glantri, he wanted to believe others and the purity of their motives.

After 818 the war began at last to go clearly against Halzunthram, rebels were harassing his troops everywhere. Then in 820 Halzunthram found out about Wilhelm von Drachenfels's betrayal. Wilhelm was forced to switch side openly. Next year Don Fernando de Belcadiz at last succeeded to persuade Morphail Gorevitch-Woszlany to join the rebels. Also at the same year some of the Alphatians lead by one Vortram, who's father had been made Count of Silverstone by Halzunthram in 803, decide to join the rebels in hoping that they end the war.

All seemed to be lost for Halzunthram, but then he brought again fresh troops from Alphatia and managed to keep fighting. In 822 his troops capture Matteo di Sfonti, who is returning from Linden where he has been negotiating with the Flaems. Matteo is promptly executed for high treason. After this Alexander Glantri is clearly leader of the rebels, even the Flaems recognise this.

War goes on still for six years. Halzunthram's troops are slowly pushed back everywhere, separated and hunted down. Finally in 828 Halzunthram's headquarters are found. In the ensuing battle, both sides have great casualties. One of the losses is Galeazzo di Sfonti, Matteo's eldest son, who had followed his as a leader of di Sfonti family. Battle was over after Alexander Glantri personally captured Halzunthram, who tried to escape. Others wanted to execute Halzunthram immediately, but Alexander refused that and said they should give him a fair trial later.

Republic of Highlands

After the war began hard negotiations of the future. Alexander's ideas about multiracialism was accepted by everyone. Biggest disappointment for Alexander was the refuse of the elves to join the Republic. Also Étienne d'Ambreville refused when asked to join the negotiations. Hardest part was to convince Morphail Gorevitch-Woszlany of the advantages of joining, but in the end that was achieved. It was also very hard for Alexander to got others to accept the right for Alphatians, both those who join the rebels and those who supported Halzunthram till the end, to stay in Republic. In the end Alexander with the support of Wilhelm von Drachenfels succeeded also in this.

At the first meeting of the new Council Alexander was chosen as a Chancellor of the Council. Others also decided against his will to rename Braejr as Glantri City. Also in the first meeting of the House of Lords Alexander was given a title of Archduke of Westheath, he was to be a first amongst the nobles of the Republic.

During the next years Alexander Glantri concentrated his efforts to creation of diplomatic relations with Darokin and Thyatis. There weren't any problems with these two countries so task was relatively easy. Much harder were negotiations with imprisoned Halzunthram about relations with Alphatia. He also send some Alphatians back to Sundsvall to obtain recognition of the independence of the Highlands. Finally in 833 Alphatia withdraw all claims and at the same year Halzunthram was released and send back to Alphatia.

In 832 Alexander Glantri married Julia di Sfonti, Matteo's younger daughter. They have grown together and this marriage had been in the air already over 10 years, but first there was a war and then Alexander was busy with the creation of the country. But at last in 832 they decided that now was the time to settle down. Next year was born their son Alexius.

In 835 Alexander began to get some very disturbing information from Boldavia. At last he connected his mothers condition for his staying with Morphail Gorevitch-Woszlany. He contacted Morphail and presented the information he had got to him. Alexander demanded explanation and hinted about his suspicion concerning his mother. Morphail of course denied everything with very arrogant manner. Alexander told to Morphail that he is going to examine the matter until he finds the truth.

Alexander Glantri died in Council meeting at the end of 835 at the age of 47. Alphatian member of the Council suddenly blasted him to the ashes. Also Birkai Virayana is killed in ensuing fight before Vortram is captured. For some reason three remaining member, Morphail, Frederick Vlaardoen and Wilhelm von Drachenfels didn't want to examine the matter more and execute Vortram the day after. Alexander is succeeded in Council by Lucchino di Sfonti, Matteo's fourth son.

The following week Council pass a law in memoriam of Alexander Glantri and the land is officially renamed Republic of Glantri. They also decide to start building a mausoleum to him in the Glantri City.

Alexius Glantri

Alexander's son Alexius was only 2-years old when his father died. His mother Julia was to be ruler of Westheath till Alexius comes of age. Julia had idolised his husband and she raised his son in this idolising. When he grew everybody saw that he was externally his fathers image. Difference was that he didn't have his fathers mental capacities. He was rash, hard headed youth, bend on partying and other indescribable vices with some of his cousins.

Alexius took the title from his mother in 853. Next year after the death of his uncle Giovanni di Sfonti, he demanded the place in the Council for himself. He was however passed by in favour of his cousin Matteo di Sfonti. This cooled his relations with di Sfonti's somewhat. Alexius renewed his claim after Matteo di Sfonti's murder in the first day of 855. But Thyatians and Kerendans couldn't decide about their Council member for three months because of the infighting amongst the di Sfontis. Finally there were only his other cousin Borso di Sfonti left and the decision was between them. Alexius was again disappointed when Borso was chosen.

When the Council announced their Light of Rad decision in 858, Alexius was first to raise his voice against it. He declared that this was not was his father had in mind for the country and that he wouldn't accept the decision. Alexius was logical choice to lead a rebellion but their numbers were too few and he didn't have his fathers military skills. He had to fled to Darokin in 859. He lived there rest of his life, gaining minor fief at the border of Five Shires. He died in 889 at the age of 56.

Summary

Carlo Glantri b.650 d.711

Tiberio Glantri b.694 d.734

Claudio Glantri b.716 d.789
          First Count Glantri

Titus Glantri b.722 d.797
          First Duke Glantri

Hadriana Glantri b.755 d.818

Alexander Glantri b.788 d.835
          First Archduke of Westheath
          Chancellor of the Council 829-835

Alexius Glantri b.833 d.889 
In my version di Sfonti's are first family in the house and di Malapietra's second from the middle of the 10th century.

History of House of Sirecchia

Giuseppe di Sfonti

Di Sfonti's were an old Kerendan family that have migrated to the western Alasiyan Marches in the early 6th century. They had got a title of baron in the beginning of the 7th century and had established after that their position as one of the leading families in the area.

In AC 707 Giuseppe di Sfonti followed his father Enrico as a baron, in the early age of 23. Giuseppe was a handsome young man with a long blond hairs. He had got a best possible education there was, he spoke besides Thyatian, Alphatian, Alasiyan, elvish and dwarvish, all fluently. He was much admired by others, but not loved because of some of his characteristics. Giuseppe was highly intelligent and could not cover it up. He despised people of lower intelligence and he had a very nihilistic view of world. He was also cynic and very violent under his pleasant appearance.

Giuseppe also didn't care about military very much. He wanted to solve problems with the Alphatians and Alasiyans negotiating not fighting. When he told this to Carlo Glantri in AC 708, he was accused of treason and only Cesare Fulvina's mediating saved him. When Lord Pontius Gardius followed Carlo Glantri as a military governor in AC 711, Giuseppe was more careful and only put forward a question if negotiating was possible. It was not.

After that Giuseppe left military matters to the others and concentrated on his favourite pastime: hunting with hawks. He also married again in AC 715. His first wife had died in childbed in AC 713, when his second son Massimo was born. Giuseppe brought also this time his wife from Thyatis City.

When the war with the Alasiyan nomads and Alphatian intensified year by year Giuseppe saw clearly that there was a disaster coming. He tried to speak with his influential friends in Thyatis City about the matter, but to no avail.

When the disaster came in the Battle of Hedjazi in AC 728, Giuseppe supported from the beginning Otto von Drachenfels' idea of leaving the area. Giuseppe had not so bad relations with the nomads, because he had always treated them better than the other Thyatians. But he also knew that it would be a suicide to stay alone in the area. His third wife was also pregnant and he wanted to get her somewhere where she could give birth safely.

During the migration to the Highlands Giuseppe was a constant annoyance to the other leaders. He complained about everything and when he was needed he was mostly somewhere hunting. Only time during the migration he was of any use, was when the migration reached the woods of Belcadiz elves. Giuseppe was the only leader capable of speaking elvish, so it was he who succeeded in negotiating safe passage for them through the woods. Giuseppe absolutely charmed some of the elven leaders and especially some of the elven ladies. Giuseppe was already nearly 50-years old, but with his flowing blond hair and boyish manners he still looked like 30-years old. His manners and language were faultless. Giuseppe later spoke often about this as an example of the benefits of the good education.

Giuseppe led his followers to the banks of the Red River . There he began to build a new home for himself and his family. Village of Oreggiano was founded in AC 731. At the same year Giuseppe was nearly killed in an assassination attempt. He was furious when it was revealed that the culprit was his eldest son Enrico. Everyone else was horrified when Giuseppe himself tortured his son to death.

Giuseppe's folk was mostly spared from the fighting with the Flaems in 730-34 because their area was farthest away from the areas of the Flaems. Giuseppe began to use the title of Baron of Oreggiano. In AC 743 his son Massimo disappeared when in hunting trip in Glantrian Alps. (It was only in AC 788 revealed that the Flaems had captured him and that he had died in prison in AC 764.)

Giuseppe's end came suddenly in AC 750. He was already 66-years old, when he died in fever, but he still looked at least 20 years younger.

Corrado di Sfonti

Corrado was 21-years old when his father died. He was born during the migration in Selenica and as a third son, he was not intended to follow his father as a leader of the family. It was only after Massimo's disappearance that his education was started as a future leader.

Corrado was in appearance like a mirror image of his father, but that was the only similarity they had. Corrado didn't have his fathers intelligence and so he was also much more simple person. He also didn't have his fathers tolerance towards others, his father had always spoken for peace with the Flaems, but Corrado was thirsty for military glory.

So when Joachim von Drachenfels married a Flaem in AC 751, Corrado was amongst the first to blame him as a traitor. When the skirmishes began Corrado led personally his troops with his younger brother Manfredo. He left the matters in Oreggiano to the hands of his fathers cousin Ottone.

Fighting went from bad to worse, Corrado had no military capabilities. Problem was that he couldn't admit that. Corrado led his troops from defeat to defeat until in AC 754 he died in fever.

Manfredo di Sfonti

Manfredo was 22-years old when he became a baron. He had inherited his looks more from his mother than his father. He was still a handsome, but dark-haired and taller than his brother. He was also more capable in military matters. He had long gone realised that Joachim von Drachenfels and his troops were superior to their army. So after his brother had died, he made a peace with Joachim and returned to Oreggiano.

Manfredo now lived a peaceful life concentrating mostly hunting and settling his people over Red River. In AC 759 he married his cousin Constanza. When Joachim von Drachenfels proposed a unified state in AC 761, Manfredo's answers were evasive. He didn't believe that a unified state was possible and he didn't like the idea of a leadership of Joachim von Drachenfels.

In AC 766 Manfredo went to a hunting trip with his cousin Carlo. That was the last time he was seen. Carlo return from the trip badly wounded and told that they have encountered a group of ogres. He had escaped only after he had seen Manfredo killed. (In fact Carlo had planned all this, he had himself killed Manfredo.)

Manfredo's son Ruggiero was only 2-years old so Carlo was chosen as a nearest relative to be a guardian during his minority.

Carlo di Sfonti

Carlo was a son of Giuseppe's younger brother Alessandro, who had died with his wife during the migration in Ac 729. Giuseppe had taken 3-years old Carlo and his sister Constanza to be raised with his children. Giuseppe's third wife, mother of Corrado and Manfredo, had never let him to forget that he was not her child. Carlo had grown to hate his younger cousins who get always what they wanted from their mother.

Carlo was happy when Corrado died, because he knew that after Manfredo he was next in line to barony. Carlo was cruel and vindictive but he managed to control these traits so good that Manfredo never realised that Carlo hated him.

Carlo had begun to plan killing Manfredo immediately after Ruggiero was born. Only thing Carlo was happy in Ruggiero´s birth was that Constanza died in child bed, so if Manfredo didn't marry again there would be no more children. It took Carlo over two years to realise his plan.

Ruggiero lived only 3 months longer than his father. Carlo took the title of baron before the end of year 766. As a ruler Carlo was efficient but hard. There were no rights to complain about his decisions and his taxes, but then again everything worked. He took care about everything, there were not so a small detail that he didn't interfere in.

During the years his relatives began one by one to disappear or die in accidents. Until in AC 777 there were left only old Ottone and his young nephew Matteo. In the previous year Carlo had at last agreed to make a military pact with Joachim von Drachenfels and Titus Glantri against the possible Flaemish aggression. Joachim and Titus knew however that they couldn't trust Carlo. So when Ottone and Matteo attacked suddenly against Oreggiano in 777, Joachim and Titus refused to help Carlo.

Most of Carlo's troops switched side during the battle and Matteo killed his cousin at the steps of his palace. Carlo was 51-years old. After the battle Ottone was announced as a baron of Sirecchia and people accepted him as their new leader.

Ottone di Sfonti

Ottone was already 70-years-old, when he was proclaimed as a new leader of the Kerendan faction. He was a cousin of Giuseppe and had followed him with his younger brother Massimo from the Alasiyan lands in AC 728. Ottone was a reclusive mage who had only taken part in politics when he had been helping young Corrado after Giuseppe's death. After Corrado's death he moved to Sirecchia where he built a tower for himself.

Ottone had been handsome when young, but now he was bald, clean shaven, stooped old man. He had never been married and had no children. He was also as cynical as Giuseppe has been, uncaring and somewhat unscrupulous. He had waken to Carlo's dealings only after his brother's death in AC 776. Matteo fled to Sirecchia and told about his father's and mother's deaths in the hand of assassins and how he had barely escaped.

They planned carefully their attack to Carlo. Matteo travelled to get promise of support from Joachim von Drachenfels and Titus Glantri. When that was obtained Ottone declared that Carlo was unfit to rule and Matteo led troops to Oreggiano.

After Carlo's death Ottone declared Matteo as his heir and went back to Sirecchia. He left most of the ruling to Matteo and interfered only in the most important things, like relations with the allies.

Ottone was actually satisfied when it seemed that Joachim couldn't provoke Flaems to attack. He was happy with his magical experiments and was afraid that war might interfere with them. When the war broke up in AC 784 he however honoured his promises and gave his support to Joachim. Ottone gave actually all his troops to Joachim, because both he and Matteo weren't actually warleaders.

Ottone stayed whole war in Sirecchia whereas Matteo was with Joachim and Titus in war field as an advisor and negotiator. Ottone only left Sirecchia in AC 788 immediately after hearing Joachim's sudden death. He took some part of the negotiations after reaching Braastar, but because of his advanced age he mostly left them to Matteo. He tried to warn others about the dangers of overlooking Halzunthram, he had from the first seen through him, but others didn't care his warnings.

After Halzunthram's coup Ottone let everyone know that he had been right. But on the other hand he didn't much care, it was same for him who ruled the country if there was a peace. Ottone submitted to coup and went back to Sirecchia as a viscount.

Ottone left ruling again to Matteo and went back to his experiments. Ottone didn't leave his tower never again. He died in his bed in AC 795 at the age of 88. In that time most of the residents of Oreggiano had already forgotten that he, not Matteo, was their Viscount.

Matteo di Sfonti

Matteo was 40-years-old when he became a leader of his people also nominally. He had been real leader already nearly twenty years because Ottone had left nearly everything to him.

Matteo was a quiet, unimposing man. But everyone liked him. He was friendly with the people, he was nearly everyday seen walking amongst the commoners. He has large family, five sons and two daughters. He was more like a benign merchant than a noble. It was very hard for people to imagine that Matteo had killed Carlo di Sfonti 20 years earlier.

When Matteo became a viscount he had already been negotiating with the rebel Flaems and in 796 he switched with Titus Glantri to their side. At first he tried to lead his troops against the Hattian troops but he soon realised that he was not a warleader. He left the leadership of the troops to his eldest son Galeazzo, who show himself to be a good leader.

Matteo concentrated on keeping the rebel alliance together and trying to get new allies to them. He send envoys to the elves, Ethengarians and Kaelics and to Morphail Gorevitch-Woszlany. He personally tried to persuade d'Ambrevilles's to join the rebels. Negotiations took years and in the end he succeeded persuade only the Ethengarians join the rebels in 801.

In AC 802 combined rebel forces attacked to Braejr and might have conquered it if only Hadriana Glantri hadn't left his positions to attack Hattians in the north. This rashness of Hadriana nearly destroyed the alliance. Matteo had a busy time trying to ensure the Ethengarians and the Flaems, who had got the most of the beating, that no one hadn't betrayed. He was so furious to Hadriana that he called his own troops to come back. He had given them to Hadriana's command in 801. His son Galeazzo however refused the command and stayed with Hadriana with the troops.

During this time Matteo also removed his family from Oreggiano to the more secure Sirecchia. In 804 he also again contacted don Fernando de Belcadiz after the dwarves had joined Halzunthram. He realised that this was the best time to approach the elves again. It took however two years to convince the elves to join the rebels.

Galeazzo came back to Sirecchia in the end of 805. He had managed to escape with some of his men from the disastrous battle of Vorstadt. He had followed Hadriana some way to Wendar, but then decided to turn back and go to Sirecchia. Matteo took him back with open arms, he didn't mention his disobedience in any way. But Galeazzo had to submit to the command of Alexander Glantri now.

Matteo had raised Alexander like his own son since Hadriana had left him to Sirecchia in 801. Alexander was more capable in military matters than Matteo´s own younger sons, so he had been clear choice.

After AC 806 Matteo was always in some journey to negotiate with the other leader of the allies or trying to obtain new allies for the rebels. He tried for many occasions to persuade d'Ambrevilles's, but they were adamant in their refusal to take any part of the fighting. For some reason also Halzunthram honoured their neutrality. Kaelics were other group that always refused to take part. They stayed in their mountain fastnesses.

Hadriana Glantri had returned to the war field in 811 with Wendarian and Boldavian troops. After couple of years Matteo began to sense that there was something terrible wrong. It was however only in AC 818 than he got his suspicions confirmed. There had been some hints, Hadriana and his troops only fought and travelled in night time, they were unusually efficient and ferocious and so on.

It was his most difficult task ever to told about his findings to Alexander Glantri and then to convince him that he is telling the truth. When Alexander had met his mother, he at last believed Matteo. They then destroyed Hadriana and dispersed his troops. They told to others only that Hadriana had died without any explanations.

Major break came when envoys of Wilhelm von Drachenfels contacted Don Fernando de Belcadiz in AC 813. Matteo and most of the others took it as a hoax, but Alexander Glantri and don Fernando persuaded them to take it seriously. After some years even Matteo recognised Wilhelm's sincerity. There went however seven years before Wilhelm switched side openly.

After this war began to go against Halzunthram. He had to bring again more troops from Alphatia. In 822 travelling cost at last Matteo his life. Alphatian troops captured him, when he was returning from Linden where he had been negotiating with the Flaems. Matteo was promptly executed for high treason. He was 67-years old.

Galeazzo di Sfonti

Matteo was succeeded as Viscount by his 45-years old son Galeazzo. He was already tired man, he had seen war since he was 11 and been in war since he was 18. 27-years of war had clearly left their mark on him. He was grim, humourless, bitter man, who lacked his fathers intelligence. He was bitter for his father for putting Alexander Glantri before him.

He probably was better warrior than Alexander, but he lacked totally his charisma. He was blunt, rude and only his wife and son made him smile. Even his brothers were afraid of him. He was however steady, upright, fair and square with his rulings.

He was killed in the battle of the Forty-years war. When Alexander's troops finally in 828 find the headquarters of Halzunthram, Galeazzo was among the first to die. He was 51-years old.

Astolfo di Sfonti

Galeazzo's son Astolfo was 27-years old when his father died. He was more cultivated than his father, his mother had taken care of that. He had not been taken in any part of the fighting. His father had wanted to spare him from his own unhappy years.

Astolfo was confirmed as a Viscount of Sirecchia by the House of Lords in 829. He was not very interested in parliament matters and let his uncle Lucchino to represent him. He spent his time mostly in hunting and parting with his relatives. Astolfo was however interested in literature and he managed to collect very sizeable library to Sirecchia.

Astolfo was very much liked by people and it was a quite a shock when the wild boar killed him in AC 834 in the age of 33.

Lucchino di Sfonti

Astolfo's successor as Viscount was his 47-years old uncle Lucchino. This was the last time di Sfonti's were unanimous when selecting the new leader of the family. Whereas all his brothers were fighters, he was more like his father Matteo. He was by far most intelligent of the brothers and consequently his father had given him the best education of the lot.

From the very early age he had been with his father in his negotiations during the Forty Years War and it was sheer good luck that Lucchino wasn't with his father when he was captured. After that he was family's negotiator during his brother's leadership and was only possible choice for parliament representative after the war.

When Alexander Glantri was murdered in AC 835 there was no question amongst the Thyatian and Kerendan nobles that Lucchino should succeed him as their representative in Council. Lucchino was also chosen to succeed Alexander as the Chancellor of the Council, because Wilhelm von Drachenfels who was only alternative refused the position.

Lucchino now used his position to bring architects from the Thyatis to build a new town of the Lizzieni in the area where his folks lived. He constructed Lizzieni to replacement for Oreggiano as main town in the area. Lizzieni was filled with marble buildings and great avenues. He also began the building of Circus Lizzieni in AC 838.

Lucchino was loved by common people but he had his enemies also. Soon after assuming the viscountship he drove Astolfo's young sycophants out of Sirecchia. This got him some very dangerous enemies. But it was not till AC 849 than they succeeded.

Lucchino was murdered in the age of 62, when he was opening newly-built Circus Lizzieni.

Giovanni di Sfonti

Selecting Lucchino's successor wasn't anymore easy. He didn't have any child, so main contenders were his only living brother Giovanni and Borso, son of his deceased brother Mario. Mario has been older than Giovanni and Borso put his claim on that fact. After much quarrelling Giovanni was chosen.

Giovanni was 59-years old when chosen. He was already somewhat fat and had always been clumsy, ugly and slow-moving. In the horseback he was mainly embarrassing. Lucchino had also been somewhat fat, but he had been good rider. Selection of Giovanni was mostly caused by the reason that most of his relatives thought him more easy to control than young Borso.

For his great surprise Giovanni was also chosen to succeed his brother as a Chancellor, because that time nobody else wanted the position. Giovanni however showed himself to be a good Chancellor and Viscount. He surprised everyone. He was more independent and intelligent than nobody had suspected. He had always been in the shadow of his brothers and now he showed to everyone one that he has talents too.

Giovanni also continued Lucchino's lavish building plans in Lizzieni, which nearly destroyed his finances.

In AC 850 childless Lucchino adopted his older sisters Filippa's son Matteo to confirm his succession. Everyone had waited him to name Borso to his successor but Giovanni showed his independence also in this question. He chose Matteo because he had shown no interest in ruling.

Giovanni died in bubonic plague in AC 854 in the age of 64.

Matteo di Sfonti

Matteo was 36-years old, when Giovanni died. His position was not secure, because Borso and his supporters were against it. However House of Lords confirmed his position as new Viscount. His selection as a representative in the Council was also contested by Alexius Glantri. But other Thyatians and Kerendans favoured more him than somewhat arrogant Alexius. He was chosen as a Treasurer of the Council.

Matteo's father and mother had died in the last years of the War and he had been raised by his uncle Lucchino. He had realised boy's intelligence and decided to make him a magic-user. Matteo was handsome, lively and pleasant mannered man. Everyone waited very much from him.

His murder in AC 855 was a great shock to everyone in Glantri.

Borso di Sfonti

Matteo's murder was followed by furious infighting among his relatives to gain the leadership of the house. During the first three months of AC 855 about 20 close and not so close relatives of Matteo disappeared or were murdered. At the end only one contender was left in Sirecchia to present his claim to viscountship: Matteo's 35-years old cousin Borso. He was also chosen to be representative in the Council in spite of Alexius Glantri's protestations. He succeed Matteo also as a Treasurer.

Borso's father Mario had died in AC 826 and he was also raised by Lucchino and also raised as a magic-user. He had been very good friend of Matteo until Giovanni had chosen Matteo as his successor.

Borso had inherited his father's and uncle's tendency to fatness, but was however attractive and cultured. It was difficult for people to believe that he was behind his relatives murders and disappearances, but appearances can be deceiving. Inside he was vindictive and petty-minded and very power-hungry.

Borso also had something his predecessors didn't have since Galeazzo. Borso had married in AC 840 Barbara Löwenroth, daughter of one Hattian baron from the north. And they had a son Galeazzo. So Borso had a legitimate heir. Which was especially important after the Light of Rad decision and the establishment of the Principality of Caurenze.

Borso proved to be a good ruler in his principality. People generally liked him and he managed balance the finances of both Caurenze and Glantri after the brief rebellion in AC 859. There were some restlessness in Caurenze, but nothing very serious.

In the Council Borso supported enfeoffment of both Nouvelle Averoigne and Klantyre in 875. He was not in friendly relations with Étienne d'Ambreville but he recognised his power and understood the benefits of his becoming a Prince.

In his last years Borso also called his last living cousin Bernabo to Sirecchia from Thyatis. He was not sure about his son capabilities and informed that if he would die before Galeazzo was 30-years old Bernabo should succeed him as a Prince.

Borso died in AC 878 at the age of 58 for food-poisoning. Everyone suspected at first murder but there was found no proof of that.

Bernabo di Sfonti

Borso's son Galeazzo was only 27-years old when his father died, so he had to accept that Bernabo will be new prince. And for everyone's great surprise he accepted that without any complains.

Bernabo was 54 when he became the second prince of Caurenze. He was also elected to succeed his cousin as a Treasurer.

Bernabo's father Gino was youngest son of Matteo di Sfonti. Gino was send by his father to Thyatis City to try to get support from the Empire or at least hire mercenaries to fight against Halzunthram and the Alphatians. Thyatis was not interested in the happenings in the Highlands. Instead Gino met one mercenary leader Guglielmo di Tarento, who was interested in going to Highlands. Guglielmo lead his troop to Sirecchia and stayed there after war.

Gino married his sister Isabella and stayed in Thyatis City with him. Bernabo was their second son and was educated to be a magic-user.

Bernabo was short, dark, stocky man with thick hair and very prominent nose. He was not a typical mage, he was not very interested in learning or literature or anything like that. He was instead typical di Sfonti, he was interested in hunting, dog-breeding and especially in horse-breeding. Only in ten years he developed for Caurenze best horses in whole Glantri.

Unusually for di Sfonti Bernabo wasn't afraid of his relatives. He liked them and get brilliantly along with everyone. Even Galeazzo somewhat liked him. He was very easy going although bit impulsive.

He had one serious defect, he couldn't see women as anything else than a mean to sexual pleasure. Consequently he never married, he only had one time relationships.

Bernabo died in AC 885 in the age of 61. He had some venereal disease, which faded him away. In his last year he had in practise been a vegetable. After his death was revealed that his disease was a reason why Galeazzo had accepted his rule. Bernabo had told to Galeazzo that he wouldn't last too many years and Galeazzo had promised to wait.

Galeazzo di Sfonti

Galeazzo was 34, when Bernabo died. He was for a di Sfonti a very handsome man, tall and fair and consequently very vain. In his younger days he was quite a daredevil, he liked women, hunting, hawks, dancing and gambling. As a magic user he was nearly as bad as Ernst von Drachenfels, who became a prince just year after him.

Of course he had somewhat calmed now. He had married Margherita Fulvina just couple of months before his father died in 878 and had now two young sons. Of course the Council didn't elect him Treasurer, because of his reputation. He was elected as Viceroy of Sablestone when former Viceroy Robert McGregor was chosen as a new Treasurer.

As a ruler Galeazzo proved to be very competent. People liked him because he had none of his father's vindictiveness or petty-mindedness. He liked to wander amongst the common people and listen their complaints. He gave splendid displays in Circus Lizzieni and in spite of this he kept the treasury of Caurenze in prime condition.

After d'Ambrevilles's disappearance in 896, the Council chose Galeazzo to succeed Kenneth McGregor, who was chosen as a new Supreme Judge, as a Treasurer. He also continued to be as a Viceroy of Sablestone. Because disappearance of the one Prince Council decided that for the time being one viceroyship should be connected with the position of a Treasurer.

Galeazzo didn't have time to prove him himself as a Treasurer in country wide. There was one vice of youth he hadn't left: women. In 897 Galeazzo realised that he had got same disease that have killed Bernabo.

Galeazzo's end became much sooner than Bernabo's. Galeazzo died in 902 at the age of 51.

Gianmaria di Sfonti

Gianmaria was 23 when he became a new Prince. He was also chosen as a Viceroy of Nordling. He was a handsome youth, much like his father. He was however much more serious minded because of the responsibilities he had had already over three years because of his fathers illness.

In AC 905 he married Katherine von Drachenfels, cousin of Prince Albrecht. This was only major happening during his rulership. Gianmaria was drowned in his bathtub in 912 at the age of 33 by his servants. Those years in Caurenze where so eventless that people later tend even to forget that Gianmaria had been their Prince.

Filippo di Sfonti

Because Gianmaria had died childless he was succeeded by his 30-years old brother Filippo. He also succeeded his brother as Viceroy of Nordling.

Filippo was in many ways his brothers opposite. He was plain looking, dark man, who had enjoyed pleasures of life during his years in the Great School of magic in Glantri City. There he had met Albrecht von Drachenfels and they had had some adventures in night life together. They stayed friends for rest of their lives.

After coming back to Sirecchia Filippo grew jealous of his brothers position. After Gianmaria's death everyone supposed that Filippo was behind the murder. But there was no evidence.

In 914 Filippo married Eleonora von Drachenfels, Albrecht's youngest sister. After marriage Filippo ended his night trips and left all other women. Their marriage still was not very happy. They had three daughters and after that Filippo didn't touch Eleonora.

Filippo grew very stingy when his grew older, he also became mean and bad-tempered. It was very difficult to deal anything with him. He was however in 937 chosen to succeed Malcolm McGregor as a Treasurer. He also kept Fort Nordling.

In his later years greatest problem for Filippo was his succession. All his three daughters has together as much magical talent as had his left boot. Of course he could linger on still some of his grandchildren had enough age but what about if he should die too early.

There were of course his son-in-laws who were all magic-users, but he didn't like anyone of them. One was too loose with money, one was too stupid and one was too power-hungry. He was still wondering what to do when he died suddenly in heart attack in 847 at the age of 65.

Enter di Malapietra's

Within one week of Filippo's death, died also two of his son-in-laws with their families. First burned Alfonso and Margherita Novellara and their children with their house in Oreggiano and only two days later Fernando and Anna Bozzolo were murdered with their children.

There were left only Francesco and Lucina di Malapietra. Of course everyone thought that Francisco was behind the deaths of his wives relatives, at least with the murder of Bozzolo's. But there was no proof what-so-ever to connect him with these.

So Francesco di Malapietra was confirmed as a new Prince of Caurenze. But before that we must tell something about his father.

Vincenzo di Malapietra

Vincenzo was younger son of Ercole di Malapietra, senator of Thyatis. He was a wild youth, he spent money lavishly, was enthusiastic swordsman and passionate womaniser. He spent more money than his father would give, so he soon fall in deep debts.

Vincenzo was spared from his debtors by emperor Gabrionus IV. Emperor promised to pay Vincenzo's debts. His condition for that was that Vincenzo would travel to Glantri to be his spy there. Vincenzo was in so difficult position that he had no alternative but to accept.

So in 898 Vincenzo di Malapietra, aged 25, arrived to Glantri City. He was soon accepted at the highest social circles, because he was entertaining, polite, flirtatious. Especially Thyatian-speaking nobles took him in their circles in open arms. Of course he was no magic-user, but he was a man-of-worlds compared to many Glantrians.

In 899 Vincenzo married Livia Fulvina, youngest daughter of Viscount Giulio Fulvina. Two years later was born their son Francesco.

Vincenzo was a socialite. He spend his life in celebrations and was not a very effective spy. In fact most of the reports he sent back to Thyatis were more or less made up. He just told people there what he thought they wanted to hear.

At first Vincenzo had been bit depressed about his "banishment to backwoods". However he soon realised that it was more fun to be a big fish in Glantri than just one of the shoal of small fishes in Thyatis.

Vincenzo died in 923 at the age of 50. His body just didn't stand anymore his very consuming lifestyle.

Francesco di Malapietra

Francesco was 46-years old when he became a Prince. He was also confirmed to continue in his father-in-laws positions as Treasurer and Viceroy of Nordling.

Francesco was in many ways his father's opposite. He didn't enjoy big occasions. He was pale and restrained. But this outer look was somewhat deceptive, behind that he was jealous and power hungry.

Vincenzo had sent him to study in the Great School, because he had realised that that was the way his son could reach the nobility in the Glantri. That was the only thing Francesco was later thankful for his father. Francesco showed himself to be very talented in magic. He graduated as a primus of his class.

At first Francesco was happy when his father died, but then he realised how much his father had debts, which where now in his responsibility. It took Francesco nearly four years to pay all debts back.

Then in 930 Francesco just vanished. Nobody knows where he was. He returned to Glantri City in 939. He was even paler than before and his magical skills were in a whole new level compared to earlier.

Francesco began immediately after returning to court Lucina di Sfonti, youngest daughter of Prince Filippo. Lucina was already 35-years old and everyone had assumed that she would die as a spinster. Reason for his unmarriedness was that she clearly had not everything in right places in her head.

It took Francesco two years to get Lucina's mother Eleonora to approve the marriage. Filippo didn't like Francesco, but he was ready to marry Lucina to anybody. Lucina was happy with Francesco and somehow it seemed that during the years Francesco also learned to love his wife.

After Francesco had assumed the status of Prince it very became apparent that he was very determined to keep the title in his family. Within two years all the remaining di Sfonti's were dead or disappeared.

Beside that and his tendency to be little paranoid Francesco proved to be a good Prince for Caurenze. He spent money more readily than his father-in-law. Circus Lizzieni was opened again, Filippo was closed it in 932 because of the costs of its maintenance.

As a Council member Francesco soon made von Drachenfels' furious. He had irritating habit to address Prince Albrecht as uncle, which he in fact was to his wife Lucina. Albrecht didn't like the disrespectful tone in Francesco's voice. Francesco also called Johann and Georg cousins, Johann didn't pay any attention to that, but Georg was as furious as his father. During Filippo's reign the relationships between two families had been very close, but Francesco soon made that history.

In 957 Francesco was chosen to succeed Charan Erewan as the Chamberlain of the Land. This was part of the arrangement after Johann von Drachenfels had become unable to continue as a Grandmaster. Francesco was only one of the Princes who wanted the status of Chamberlain. He had been content as a Treasurer, but wanted to get rid of Nordling.

Francesco tried to be a good Chamberlain, he travelled around Glantri and personally inspected roads, bridges and forests of the country. But he had really no talent for that kind of job. After six years he began to neglect his duties and when he died in smallbox in 966, everything was in a neglected condition. It took Georg von Drachenfels for some years to clean the mess Francesco had left.

Mario di Malapietra

Mario was 24, when his father died. He had inherited his grandfathers disposition. He enjoyed good company and celebrations. He had healthy appetite and he drank heavily, so he was already somewhat plump. He was even more intelligent than his father and already in a young age surprised elder people of his knowledge especially in philosophy and law.

Mario was chosen to be a Viceroy of Nordling. That however last only six years. In 972 he was chosen as Chancellor of the princes after the death of Prince Cadwallon Aendyr. He was youngest of the Princes but in that year older princes thought that as advantage in the job. Also everyone realised that Mario's nature was perfect for hosting foreign ambassadors.

Mario was not much as a negotiator but everyone had agreed that as a Chancellor he arranged best parties ever for foreigners. He made everything possible to get his guests to enjoy.

Mario had only one ambition, he wanted to become a Supreme Judge. Unfortunately Supreme Judge in that time was Alfonso de Belcadiz, so he realised that it might stay as a dream only.

It''s ironic that Mario and Alfonso died in same year in 991. Mario was poisoned in a diplomatic dinner. He was only 49-years old. Culprit for the deed was never found.

Innocenti di Malapietra

Mario's successor was his 29-years old second son Innocenti. For some reason Mario had passed by his oldest son Giovanni and named Innocenti as his successor. Mario had never explained the reason, but everyone suspected that reason was that Mario's wife Letizia detested his oldest son.

Innocenti was chosen to be a Viceroy of Ylourgne just to annoy Prince Étienne, who didn't like him at all.

Summary

Giuseppe di Sfonti b.684 d.750
          First Baron of Oreggiano

Corrado di Sfonti b.729 d.754

Manfredo di Sfonti b.732 d.766

Carlo di Sfonti b.726 d.777

Ottone di Sfonti b.707 d.795
          First Baron of Sirecchia
          First Viscount of Sirecchia

Matteo di Sfonti b.755 d.822

Galeazzo di Sfonti b.777 d.828

Astolfo di Sfonti b.801 d.834

Lucchino di Sfonti b.787 d.849
          Chancellor of the Council 835-849

Giovanni di Sfonti b.790 d.854
          Chancellor of the Council 849-854

Matteo di Sfonti b.818 d.855
          Treasurer of the Council 854-855

Borso di Sfonti b.820 d.878
          First Prince of Caurenze
          Treasurer of the Council 855-878

Bernabo di Sfonti b.824 d.885
          Treasurer of the Council 878-885

Galeazzo di Sfonti b.851 d.902
          Viceroy of Sablestone 885-902
          Treasurer of the Council 896-902

Gianmaria di Sfonti b.879 d.912
          Viceroy of Nordling 902-912

Filippo di Sfonti b.882 d.947
          Viceroy of Nordling 912-947
          Treasurer of the Council 937-947

Francesco di Malapietra b.901 d.966
          Treasurer of the Council and Viceroy of Nordling 947-957
          Chamberlain of the Land 957-966

Mario di Malapietra b.942 d.991
          Viceroy of Nordling 966-972
          Chancellor of the Princes 972-991

Innocenti di Malapietra b.962
          Viceroy of Ylourgne 991-1010 
History of House Linden
Origins

Vlaardoens are one of the oldest Flaemish families in Glantri. Only them and Verliens could trace their ancestry directly to old Alphatia without any doubts. They are also only one of the old ducal families of Kingdom of Braejr still living. Their forefather in Old Alphatia was general Vlaardoen, one of the leaders of the Followers of the Fire in Civil War that destroyed Old Alphatia. During the years before coming to Mystara general's descendants began to use his name as a family name to honour his legacy.

Appearance of the Vlaardoens ha always been a prime example of Flaemish heritage. Without exception they have had flaming red hairs and very pale complexion. And excluding few shunned individuals they all have been accomplished fire-wizards.

Wilhelmina Vlaardoen

In AC 707 old duke Barnar Vlaardoen died in the age of 77. He was succeeded by his only still living child, his daughter Wilhelmina. Wilhelmina was 27-years old and unmarried. She had no personal attractiveness, in fact her appearance and behaviour were mannish. She even had small red moustaches. Besides this she was capricious and stubborn and have absolutely no want to be a ruler.

In this some what unhappy situation the salvation came in the person of Wilhelmina's uncle Filred Vlaardoen. He promptly took the reins and married Wilhelmina to his own son Achilles. After stormy start Wilhelmina actually began to like his husband and following year was born their only child, Barend. Their marriage was happy in the meaning that they liked each others company, love had nothing to do with it. Achilles has his adventures with other woman, but Wilhelmina didn't pay any attention to them, as long as there were no children as a result. She was truly sad when Achilles died in AC 751 in the age of 79 after 44 years of marriage.

Filred was real ruler of Linden until his death in AC 721. At that point he had trained Wilhelmina and Achilles to govern by themselves. Actually after Wilhelmina had took interest in governing and politics, she proved to have talents for both. She instinctively understood the problems of Flaemish politics: power balance between ducal families and the settler question. She carefully sought to promote her family's interests without openly affronting the other houses. Even so, she encountered strong opposition from the other dukes, when she tried to promote peaceful relations with the settlers. Her influence was decisive when the Flaems decided to let Traladaran settlers go through their areas to north-eastern forests.

Biggest disappointment for Wilhelmina was that his own son defy her policy. When the fighting between southern Flaems and settlers began in late AC 730 Barend left Linden against his mothers wishes to fight against the settlers. Achilles encouraged he to do that, but Wilhelmina never found out that.

When King Anton in AC 738 instituted an official policy of welcoming and integrating settlers, Wilhelmina whole-heartedly supported it. Afterwards many historians have wondered Wilhelmina's tolerant attitude towards settlers knowing the normal racism of Flaems. One probable explanation is that just because Linden were so far away from the southern fighting zone Wilhelmina could be tolerant because settlers were not a threat to Linden at that point time.

Greatest shock for Wilhelmina came in AC 747 when the Council banned clericism. Ban itself was not a shock, she approved that. Shock was that Barend, already accomplished warrior-mage, was named to direct the operation against the clerics. Only now she realised what a fanatic her son was. She openly renounced Barend's "Burning Council" as not a just court. And when Barend in AC 750 began to burn settlers, Wilhelmina was really horrified. She totally understood that the deed probably would compromise all Flaems in the eyes of the settlers.

When the fights started the following year, Wilhelmina just announced that it was to expected to happened and withdraw from the Council. She was deeply disappointed in the politics and then Achilles died. Wilhelmina closed herself in Linden for rest of her life, she refuses all summons to Braejr even if they came from king personally. At this point of life she would have disinherit Barend if there had been some other possible close relative alive.

Wilhelmina died in AC 767 in the age 87 without having seen his son for 20 years. Her only solace during these years had been her daughter-in-law Maria and her 8 grandchildren, who had visited her regularly.

Barend Vlaardoen

Barend was already 59 when he succeeded his mother. He was typical mail Vlaardoen by appearance, bit stocky but hardened body and stately carriage, flaming red hair and full beard. In fact if you are ever allowed the visit the ball room of Tower of Linden pay attention to family portraits. You are amazed how similar male Vlaardoens are with their leonine hair. Main difference is how big is each individuals beard. Of course there are couple of exceptions.

Barend had not been in Linden for 20 years and didn't arrive there until AC 770. He staid with Flaemish troops, which commander he was named in AC 766, in the south left Linden in the hands of his old teacher Benedict Moroden and his favourites. This however was not a good decision. Moroden's rulership was harsh for common people and in AC 770 there broke out riots against him. Barend had to left settler harassing and take the reins by himself. Moroden and the leaders of the riots were promptly executed.

Barend was purposeful as a ruler, he had an iron hard will and he kept everyone and everything in strict discipline. Unlike his mother he was a totally racist Flaem. He know no mercy against his opponents. For him there was no such thing as conciliation.

Earlier when leading persecution of clerics, Barend organised a council to serve as a special court before which everyone suspected of clericalism could be brought to trial. All members were Flaems, and nearly everyone have same conviction than Barend.

Barend wanted to teach southern settlers that the only they were permitted to enjoy wealth was because they were expected to be meek and obedient servants of the kings will. He wanted to restore respect for the Flaems amongst all classes of settlers. He wanted to prove to the settlers that the only cure for disturbances was royal tyranny of the king. Consequently by AC 771 he had become most hated Flaem amongst the settlers.

Barend's most enduring achievement was probably his children. He had married Maria Morend in AC 727 and during following 12 years they had two sons and six daughters. Their marriage was very happy. Barend cemented his alliance with other leading families by marrying daughter to every other ducal family and his younger son Willem married a daughter of a king.

Barend died embittered in AC 779 at the age of 71. He hadn't succeeded to reach one of his prime goals: to lead an all-out war against the settlers. He blamed that Averoignian dandy Etienne d'Ambreville for this. Etienne had been a stabilising factor against Barend's warmongering.

Andreis Vlaardoen

Barend's older son Andreis was 46-years old when he succeeded his father. He was somewhat shorter than his father and kept his beard short trimmed. Otherwise his appearance was exactly like his fathers. His nature was however totally different. He was as tolerant as his father was intolerant towards the settlers. He was energetic like his father but much more intelligent and especially much more politician. He had adopted some of his grandmothers thoughts about politics and about the settler problem.

He has been since youth the favourite of the King, because of his exceptional intellectual capacity. King had permitted him to take part in all important political discussions because of this. He had a capability to understand what were motives of the others when he could concealed his own under meaningless conversation.

In Linden common people take as their own Duke, because he loosened the control his father had kept them. Unfortunately his ideas about peaceful relations with the settlers were extremely unpopular especially amongst the other nobles in tightening atmosphere.

When the war broke in AC 784 Andreis was only one to speak for the negotiations. He was murdered in Braejr in the age of 51. He was deeply sorrowed in Linden.

Rodolphus Vlaardoen

Andreis' successor was his 17-years old son Rodolphus from his first marriage. Rodolphus' mother Theodora had died in childbirth and his raising was left to his stepmother Martha. Rodolphus looked even in this young age like a typical Vlaardoen with only two exceptions: he of course had yet no facial hair and even in later years he wore only moustaches, and he was very tall (212 to be exact). He was a talented young man, quick learner, energetic and extremely strong willed. He was also extremely healthy, he suffered none of the normal childhood sicknesses. He grew to be a giant for man in every possible way. He concentrated to everything he did totally, there were no such thing as half-finished to him, everything was either finished or not finished.

Rodolphus took immediately leadership of Linden's troop to his own hands. He dismissed old generals who were against that. He soon proved to be a very capable commander despite his young age. He grasped the importance supplies and during the following four years his troops were only one's in Flaemish side which have no shortages of material and food. He also realised that a small force that could be kept well in hand was far more efficient than a large army which had to devote time and energy to looting.

Rodolphus' part in victory of Braejr in AC 785 was not yet prominent, older Dukes and their generals were in limelight's at that battle. But during the following three years Rodolphus' star rise above all the others. It was soon clear that he was only leader in Flaemish you could compare to Joachim von Drachenfels or even Titus Glantri at the other side. At the final battle in Braastar in AC 788 Rodolphus was last of the Flaems to surrender. He even considered continuing the fighting, but as King and most of the older generation were dead, he decided that it would be needless.

Rodolphus took part at the negotiations after Joachim von Drachenfels' death. His position amongst Flaems was such that the other surviving nobles couldn't pass him by. Amongst common Flaems he was already a national hero. After negotiations he was chosen as one of the three Flaemish members in the new ruling Council of the Republic of Highlands. Consequently he was arrested by Halzunthram when he made his coup. After that Rodolphus considered all Alphatians as his personal enemies.

Alfonso de Belcadiz' daring strike released also Rodolphus. He and his shell mates Jan Pieinants and Cornelis Postbrad escape to north. There they immediately rose Flaems rebellion against Alphatian rule. During following years small Flaemish forces lead by Rodolphus are harassing Alphatians everywhere in north.

Rodolphus' hate of Alphatians developed during following years to hate of nearly every other races, only elves are exception. Rodolphus was against secret negotiations with the Thyatians and Kerendans when they approached Flaems in AC 794 but was outvoted by others. Rodolphus was the only one who didn't think their situation as desperate.

During these heavy war years there surfaced also other traits in Rodolphus. He began to get a heavy outbursts of rage and he began to drink heavily. Especially this latter feature was not liked by others, because it normally meant that Rodolphus challenged everyone else in drinking contests. And if you were 170 tall Thyatian envoy, you can imagined what it meant to that poor guy. Rodolphus also personally began to take part in interrogations of the prisoners and some say that he even personally tortured and executed them. It was mostly because of these happenings that Alphatians began to call Rodolphus as "the Red Devil".

Disaster at the Battle of Braejr in AC 802 didn't improve Rodolphus' view about other races. Hadriana Glantri's stubbornness caused the breaking of the siege and death of the most Flaemish troops who were left alone against Halzunthram's troops. Jan Pieinants and Cornelis Postbrad both fell in that battle and Rodolphus in the age 35 was oldest Flaemish commander in the field.

Years went by and the war continued with varying success. Rodolphus welcomed the elves when they join the battle in AC 806. He was still only 39-years old but everyone around could see that 22 years of war began to show in him. He was still brilliant in the field but otherwise his behaviour began to be more and more irrational. He clearly began to develop a paranoia towards possible traitors. Peak in this was reached in AC 818 when he accused his only son Achilles of treason and conspires with the Alphatians. Achilles was sentenced to death and Rodolphus watched the whole execution and personally made sure that his son was dead.

After this everyone around Rodolphus were just waiting when he loses his mind totally. There were however nothing they could do, Rodolphus was still a hero for common people and soldiers. Actually everyone else in this point were hoping that he will die in battle. However he always seemed to survive without even getting any wounds. End becomes at last in winter of AC 825 when Rodolphus after heavy drinking fell through the ice. He didn't drown but get cold and died in the age of 58 after 41 years without interruption in war field. You could say that Rodolphus was a classical case of a person burning his candle from both ends.

Actually you could say that Rodolphus' death saved the Glantri. If he would have been living still in AC 828, he would have never agreed to join the Republic and the war would probably have continued.

Frederick Vlaardoen

Rodolphus has no living children, so title of Duke went to his 51-years old half-brother Frederick. He was only child of Andreis' second wife Martha. Frederick was a miniature version of his "big" brother being only 175 tall. He also used shortly trimmed beard and no moustaches. Temperamentally he was also milder version of his brother. He was much more tractable when dealing with the others especially the allies. He also show considerable military skills now when emerges from the great shadow of his brother. During last three years of the 40-years war the co-operation between Flaemish and their allies worked for the first time without any frictions.

In negotiations after the war Frederick showed also very great political and diplomatic talents. He agreed with Alexander Glantri's vision about the future of the area and was instrumental to get other Flaemish nobles to accept the establishment of the Republic. After this it came to no surprise that the other nobles choose him to present them in the Council. Only think Frederick was unhappy for was the degrading of Linden to Viscounty, but he forgot this when Alexander offered him the position as Supreme Judge, the most powerful position in the Council. And Flaemish people continued to call him Duke anyhow.

Frederick proved to be excellent choice as Supreme Judge. During the first years of the Republic he had to build judicial system from the scratches and unite the five different systems (Flaemish, Thyatian, Alphatian, Traladaran and Ethengarian) into one. Most of his innovation are still in use. He also could mostly keep his prejudices not affecting his work.

Frederick even have good working relations with Vortram, Alphatian Chamberlain, but those where shattered in AC 835 when Alphatian killed Alexander Glantri in Council meeting. Frederick had liked Alexander and couldn't see this act as anything else than final proof that you should never trust them. He was not very sorry that Birkai Virayana died also, because of the old prejudices against Ethengarians. So when Morphail put forward that they should execute Vortram immediately to show that there is no mercy to traitors, Frederick supported him against the protestations of Wilhelm von Drachenfels that they should interrogate Vortram first.

There is some evidences that Frederick investigate matter later, but he never told what he found out. Anyhow he never trusted Vortram's successor Ambrosion and kept close watch in his doings.

In AC 845 Frederick welcomed d'Ambrevilles's when they petitioned to acceptance to join the Republic. He was with Friedrich von Drachenfels staunchest supporter of them. Of course this meant more power for Flaemish in the House of Lords as two new nobles, Etienne d'Ambreville and Gilles Grenier, joined their old allies voting block.

Frederick died in AC 847 in the age 73. He was greatly mourned by Flaems, who saw that he had bring a peace to them.

Moritz Vlaardoen

Frederick was succeeded by his 21-year old grandson Moritz. Frederick's son Michel had fell in battle in AC 827. His son Moritz was left for his grandparents to raise. Moritz was young, ambitious and intelligent. Frederick had given him the best possible education there were and let him took part in governing Linden so that he would know what to do after Frederick's passing away.

Other Flaemish nobles choose him bit unexpectedly to represent them in council. Reason was that others didn't want to be in constant touch with non-Flaems. In the Council Treasurer Toktai Virayana was chosen as a new Supreme Judge and Moritz inherited his position as a Treasurer.

Moritz had always loved stories about exploits of his great-uncle Rodolphus and idolised him since childhood. In the Council he wanted a bold and vigorous foreign policy against the Ethengars. He wanted to be a war hero too.

Unfortunately this dream was not to come true. Moritz died in 850 suddenly in smallpox.

Jacob Vlaardoen

Moritz was not married, so he has no child. His heir was his grandfathers cousin Jacob Vlaardoen. Jacobs father was Andreis' younger brother Willem, who had died in AC 778 when Jacob was only 1-year old. Jacob was raised with his 3-years older cousin Frederick. But whereas his cousins Rodolphus and Frederick were militarily oriented mages, Jacob was mostly interested in research.

War times were hard for Jacob because there mostly were not time for proper research. He tried to be helpful but was mostly in the way. Rodolphus considered him nearly useless. Most important happening for Jacob happened in AC 821, when Frederick forced him to marry. Jacob had not been very much interested about opposite sex, but now Frederick forced him to recognise that since Rodolphus and Frederick had so far no children he was next-in-line to inheritance of Linden. In the age of 44 Jacob married Fredrika Verlien, cousin of future Count Vidar Verlien. It was great surprise to everyone that during the following 5 years they got three sons.

After the war Frederick made clear that he had to stay in capitol, so Jacob should took care of Linden. Jacob proved to be very efficient in this role. Linden was totally reconstructed during 829-834. Following thirteen years were most happy of Jacobs life, he could totally concentrate on the research work in Linden. His wife had died already in AC 827 and he had given his sons to be raised by his wives relatives.

Then when Frederick died all changed. Moritz couldn't stand the old mage and drove him out of Linden. Following three years Jacob stayed also in High Sonden. He was very bitter for Moritz about this, he even didn't have time to take his laboratory equipment's with him.

So when Jacob inherited the Viscounty of Linden in AC 850 in the age of 73, he was already embittered and disappointed man. His prime years were spent in war, he had been forced to marry, his relatives had treated him badly. He was already stooped by the age and grey haired, although his hair were still as thick as they have been 50 years earlier.

In the Council Jacob also inherited Moritz' position as a Treasurer. He proved to be as harsh in this role as in Viscount. He didn't appreciate anything, nothing was done well enough. His sons were no good. His attitude towards other Council members were nearly patronising, he even treated Baron Morphail as an incompetent apprentice. So it was quite a surprise when he was in 854 chosen as a new Chamberlain after Count Ambrosion's death. In fact reason was that everyone else wanted him out of the Treasury and the only other possible promotion would have been position as a Chancellor and that was clearly out of the question.

When Friedrich von Drachenfels in AC 853 approached Jacob and told him about the plans to make Glantri a country ruled by magicians, Jacob supported him immediately. In fact this was only matter in Council Jacob didn't cause any troubles. He was last one to accept the joining of the elves to the country. It took Etienne d'Ambreville and Friedrich von Drachenfels nearly two months to get him to accept this.

Jacob Vlaardoen I, first Prince of Bergdhoven died of stroke in AC 860 at the age of 83. There were few who mourned his death.

Johan Vlaardoen II

Jacob was succeeded by his second son Johan. Jacob's oldest son Moritz had died already in AC 846 in laboratory accident. Johan was 35, when he become a Prince. He had inherited all the appearance straits of the previous Vlaardoens, in fact he was very handsome with his neatly trimmed flaming hair and beard and stately carriage. He was soon nicknamed as a Red Prince.

In spite of his fathers belittling Johan had a brilliant intelligence, he was perfectly honest and had an enormous capacity to work. He was precise and clear in his style and prudent in his diplomacy. These were all traits that impressed his contemporaries. But he had his faults also, he was cool and even haughty towards anyone who was not his personal friend. And this trait only got worse when dealing peoples outside noble status. Consequently he never was very popular.

In Council Johan continued his father's work as a chamberlain. He unfortunately never got a possibility to show his abilities. He was murdered by highwaymen in inspection trip to the area of Nouvelle Averoigne in AC 862. He was only 37.

Andries Vlaardoen III

Johan was unmarried and was succeeded by his 36-years old younger brother Andries. Andries was large and handsome, happy and captivating. He had none of his brothers haughtiness. He liked people and people liked him. As a youngest son he had been mostly spared from his fathers harassment's.

Unlike his brother he had been married in AC 849 with Viscount Leopol Pieinants sister Alexandra. And they also had two children. There were first time since Andreis Vlaardoen happy family ruling Linden. Of course this was not totally true. Andries was quite a lady-killer, he had many mistress's and he was even not too picky when selecting them. There happened a few very stormy family meetings during Andries' and Alexandra's marriage.

In the Council Andries was nominated as a Viceroy of Monteleone, when former Viceroy don Fernando de Belcadiz got the position of Chamberlain. Andries was quite happy with this, in his opinion Chamberlain had too much responsibilities. He never tried to get an other position, because he was not interested in politics. He was happy spending money and keeping court in Linden or in Monteleone. He also enjoyed the irritation his status caused amongst the elves.

There was only one flaw in Andries' perfect life. He absolutely hated Friedrich von Drachenfels, who had dubbed him clown as a Prince.

Andries was ecstatic when the Great School was opened in AC 875 and heartily supported Etienne d'Ambrevilles's petition for Principality. He immediately send his 6-year old grandson Paulus to School, but was very disappointed when he flunked only after three years in there.

Andries died in AC 882 in the age of 56. There were never released any explanations, but there were some ugly rumours about the circumstances. They mostly concentrated in Andries trying to do something that his physique didn't stand. There were mentioned also certain elven lady, but that is hard to believe considering the relations between Vlaardoens and the elves in general.

Willem Vlaardoen IV

Next Prince was Andries' 32-years old son Willem. He was as handsome as his father, but unlike him he was reserved and stiff, hard and unscrupulous. He also was a great admirer of Friedrich von Drachenfels. People said that he knew Friedrich's famous Über Kriege und Magie by heart. He was however more politician and diplomat than soldier.

Willem had two great tragedies in his personal life. His only child Paulus had no talents for magic, which was unheard in the history of family. And his wife Anneken couldn't get more children. Second tragedy was both personal and political. Willem's sister Paola had married Vlandoor Vandeeker, from the rich gemcutter-family, in AC 873. Then in AC 877 Vlardoons sister Anneke disappeared from Kopstar and some ten years after became the fourth wife of Prince Toktai Virayana. This cause enormous uproar in Bergdhoven and Willem had to broke all relations with his sister and her family. After this Willem hated Ethengarians and was against everything they propose for rest of his life.

In the Council Willem continued to be a Viceroy of Monteleone until AC 889, when he was chosen as a Chancellor after Vitalin Aendyr's death. During this time most momentous event was the splitting of the elven Principality. For everybody's surprise also Willem supported this. He knew quite well that the relations between the two elven groups were not good and saw this as measure to lessen their power at the House of Lords.

Willem's election as a Chancellor was caused by the reason that all the other options were even more worse. Willem of course was happy. He loved Linden and stayed there whenever he could and Glantri City was closer than Monteleone. He was not greatly interested in the administration of his own principality however. His only concern was to have the support, moral and financial, for his policy from there.

Willem was actually not so bad as a Chancellor. During his term there were not so many issues with the other countries, so his duties were actually minimal. He also enjoyed parties enough to got through obligatory diplomatic dinners.

Willem was happy when he could help his old teacher Porfir Massza to establish Viscounty of Bergen in AC 894. Willem had insisted already for some time that old Porfir had settled the area and that he reserved the title. In AC 894 that at last succeeded, when Ernst von Drachenfels also admitted that it would be good to have a dominion in military point of view.

In AC 896 after d'Ambrevilles disappearance and Supreme Judge Toktai Virayana's death Willem was a candidate for both open positions. He lost both voting's. He didn't like don Fernando de Belcadiz getting the Grandmastership, but had noting personally against Kenneth McGregor, who was chosen to be a Supreme Judge.

Willem died in nondescript circumstances in Linden like his father in AC 902 at the age of 52. Rumour were that he was murdered by Flaemish purist, because his admiration Drachenfels'.

Antonie Vlaardoen V

Willem had no eligible children, so the next Prince was his 61-years old cousin Antonie. Antonie was son of Jacob Vlaardoen's oldest son Moritz. He had been 19 when his grandfather died, but because Jacob has named Johan as heir after Moritz's death he was passed over. In his younger days Antonie had been very handsome, with usual Vlaardoen characteristics: flaming red hair and brilliant pale skin combined with big blue eyes and a fine profile. Now he of course was already bit greyed and stooped and his eyes have got a watery colouring.

Antonie was interested in politics and philosophy, so he had served as a representative in Parliament for both of his predecessors, Andries and Willem. He was ambitious, energetic and excellent political tactician. Since he had realised that Willem would probably never got a eligible heir, Antonie were using his connections in capital make sure that he was to be next Prince. He also used his time in Glantri City for studying in the library of the Great School. It isn't exaggerating to say that he is the most well-red Vlaardoen in whole history of the family.

Antonie had also his darker side besides these admirable characteristics. He was power-hungry, arbitrary, cynical and unscrupulous, vain, self-indulgent, lover of luxury and splendour. Some times he had also great problems for covering his opinions about others. And of course he had one common trait with his uncle Andries: women. It has been said that he was even worse in this respect than Andries, especially after his wife's death in AC 881.

In Council Antonie was made Viceroy of Sablestone. He absolutely hated that position, Sablestone was so far away that he never visited personally there. Then in AC 906 Kenneth McGregor, the Supreme Judge, died. Antonie announced his candidacy immediately and to his great surprise he proved to be the only candidate. Other Princes either didn't want the position or didn't believe in their chances.

Antonie was ecstatic with the power he got. He was a good judge and devoted himself for his duties. He left Bergdhoven to his son Isaac and stayed in Glantri City. But that last only four years, then he found the Radiance. After that he began to neglect his work, because the researches needed to master the new magic.

In AC 912 Grandmaster don Fernando de Belcadiz announced his resignation. Antonie again announced immediately his candidacy. This time he had a competitor, also Momai Virayana II wanted the position. Antonie won only with a narrow marginal.

Now Antonie could concentrate fully in researching the Radiance. He of course kept courses from his speciality area fire magic, but otherwise he stayed mostly on his laboratory. This went on for eight years, until he was found dead in his laboratory in AC 920. The official cause of death was announced to be carbon monoxide poisoning, he was 79-years old. His last meal was found to include onions, potatoes, tomatoes and two bottles of Brolsch lager.

Isaac Vlaardoen VI

Antonie's son Isaac was 55-years old when he became the Prince. He was, unlike the other Vlaardoens, small, weaselly man with thin hair and ugly features. He had suffered all his life from his father expectations he couldn't fulfil. He had no will of his own. First there was his father, then his wife.

Isaac was chosen to be a Viceroy of Ylourgne in the Council. Following year he was chosen also as a Treasurer after Owain Aendyr had to resign, because of the Darokin Trade Treaty Scandal. He was not chosen because of his abilities, he was chosen because most powerful Princes (namely Momai Virayana II, Alfonso de Belcadiz and Albrecht von Drachenfels) wanted to put treasury in the hands of officials for time being.

Isaac's time in Treasury was the time of the officials. He didn't took any part in the decision making, in fact most of his assistants considered him to be mad. He was murdered by one minor clerk in AC 927 in the age of 62.

Simon Vlaardoen VII

Isaac had no children, fortunately some would say. He was succeeded by his 61-years old brother Simon. Simon was again typical Vlaardoen. When their father had died it was suggested that Isaac should be passed over, but Simon refused this. He was not ambitious, he was totally satisfied for being his brothers representative in Parliament. Of course he also wanted to avoid quarrelling with his sister-in-law Paola.

Simon was skilful and shrewd politician in Parliament, but otherwise impatient and incapable for sustained effort. If some of his plan's didn't go right from the beginning, he gave up and got depressed. He also had an inclination to mysticism, which he tried cover. He once even visited the mystics of Lhamsa. Albrecht von Drachenfels once said about him: "There is something missing from him. I just don't know what."

Simon also succeeded his brother as Treasurer and Viceroy of Ylourgne. He proved to be a bit more better than his brother. Anyhow his officials still continued to control Treasury.

Simon died in AC 936 at the age 70. He and his brother are the two rulers most of the Bergdhovians tend to forget, when asked to list their Princes.

Pieter Vlaardoen VIII

Simon's successor was his only child, 43-years old son Pieter. He was again like stereotype of Vlaardoen, only difference was that he used only moustaches. He had been a example for younger generation of Flaems. He had six children and was a devoted family man.

Pieter understood his position as a Prince so that he had to decide everything by himself. You could call him as a absolute ruler. There were not so small decision to be made that he didn't took care of it. He wouldn't and couldn't share his duties to his assistants. His thinking about ruling was also quite simple and forward, order and absolute obedience were basic presuppositions for state to exist. This thinking also meant that in his time Flaemish racism reached its peak in Bergdhoven.

Pieter was chosen to be a Viceroy of Ylourgne, but Treasury went to Malcolm McGregor. Pieter was actually relieved for this because he didn't really understood economics.

In AC 940 Chancellor Albrecht von Drachenfels died and the race for new Chancellor was on. There were two candidates Pieter and Cadwallon Aendyr. Choice between them was not an easy one for other Princes. Two candidates hated each others and were both extremely racist. Finally it was Prince Morphail support that tip the scales to Pieter's favour.

Pieter was not a great success as a Chancellor. During his time the relations with other countries were strained. He didn't nominate new ambassadors to replace old ones he called home. He didn't receive new ambassadors sent in to the Glantri City personally. There were no dinners for ambassadors.

Luckily for Glantri's foreign relations Pieter's term as Chancellor ended suddenly in AC 947. Pieter were skating when the ice broke under him and he was drowned in the age of 54.

Willem Vlaardoen IX

Pieter was succeeded by his oldest son, 36-years old Willem. He was not a racist like his father. He was friendly, little man, bit plump but otherwise noble looking. He was intelligent but weak and very stubborn, well-meaning but somewhat neurotic. And although not racist and not so hard ruler as his father, his views were otherwise strictly traditional.

Willem had married Maria-Katarina Verlien, Count Vexier Verlien's nephew, in AC 934. Their marriage was extremely happy and they were very popular couple in Bergdhoven. Unfortunately they couldn't get a child.

Willem was chosen to be a Viceroy of Monteleone in Council. He was not happy with this decision, because he didn't like the elves. Being not a racist meant to him that he was not racist towards other humans, non-humans were not included.

Willem however proved to be a good manager. He showed talent with fiscal matters and it wasn't great surprise when he was chosen as a Treasurer in AC 957 after Francesco di Malapietra's election as a Chamberlain.

Willem's life ended suddenly in AC 961. He was murdered by Flaemish racists in Kopstar. He was only 50-years old.

Wilfrid Vlaardoen X

Willem was succeeded by his younger brother Wilfrid. He was 48-years old giant. He was nearly 2 meters tall, big bearded and already somewhat balding man. He was unfortunately inherited his fathers nature. He was not very intelligent, but inflexible and proud. He was suspicious and stubborn, with a love of minute detail. His character was somewhat irresolute. Charan Erewan said about him that he was basically good and obedient child, but that his sense of omnipotence had made him totally unconcerned about everything. All went well simply because he existed. Actually these traits made Wilfrid most hated Vlaardoen since the days of Barend.

Wilfrid was chosen to continue his brother's work in Treasury and in Monteleone. He was not very good in these positions. As he was convinced of the importance of his family in Glantri's history, he found no better retort to the insults of other Princes than a threat to withdraw to Linden, as if this would be the greatest punishment he could inflict on his opponents. Many times it was only her wife's energy and persuasion that prevented this from happening.

Wilfrid had married Magda Pieinants, daughter of Duke Edelmiro Pieinants, in AC 934. They had a happy marriage and Magda was probably the only one Wilfrid ever really listened.

Wilfrid died in a heart attack in AC 972 at the age of 59.

Vanserie Vlaardoen XI

Wilfrid was succeeded by his 32-years old son Vanserie.

Vanserie also inherited the positions of Treasurer and Viceroy of Monteleone in the Council. He had to relinquish the Viceroyalty in AC 979 to Etienne d'Ambreville after his return to Glantri. Vanserie was actually relieved because he hadn't like Monteleone and it diminished his work.

Summary

Wilhelmina Vlaardoen b.680 d.767

Barend Vlaardoen b.708 d.779

Andreis Vlaardoen b.733 d.784

Rodolphus Vlaardoen b.767 d.825

Frederick Vlaardoen b.774 d.847
First Viscount of Linden
Supreme Judge 829-847

Moritz Vlaardoen b.826 d.850
Treasurer 847-850

Jacob Vlaardoen I b.777 d.860
First Prince of Bergdhoven
Treasurer 850-854
Chamberlain 854-860

Johan Vlaardoen II b.825 d.862
Chamberlain 860-862

Andries Vlaardoen III b.826 d.882
Viceroy of Monteleone 862-882

Willem Vlaardoen IV b.850 d.902
Viceroy of Monteleone 882-889
Chancellor 889-902

Antonie Vlaardoen V b.841 d.920
Viceroy of Sablestone 902-906
Supreme Judge 906-912
Grandmaster 912-920

Isaac Vlaardoen VI b.865 d.927
Viceroy of Ylourgne 920-927
Treasurer 921-927

Simon Vlaardoen VII b.866 d.936
Treasurer and Viceroy of Ylourgne 927-936

Pieter Vlaardoen VIII b.893 d.947
Viceroy of Ylourgne 936-940
Chancellor 940-947

Willem Vlaardoen IX b.911 d.961
Viceroy of Monteleone 947-961
Treasurer 957-961

Wilfrid Vlaardoen X b.913 d.972
Treasurer and Viceroy of Monteleone 961-972

Vanserie Vlaardoen XI b.940 d.1009
Treasurer 972-1009
Viceroy of Monteleone 972-979

Juliana Vlaardoen b.982
Treasurer 1009-1011

This is a bio of Jherek as I use him in my campaign; an expansion of the bio included in the GKoM set. *N-C WARNING*: I have also included the stats as I use them (*please* don't write to point out that he doesn't have an 18 INT in the books, I know this). Again, feel free to link to this on my site, or copy it to your page, just give credit. ;-)
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JHEREK VIRAYANA IV

(Prince of Krondahar, Khan of Singhabad, Supreme Judge of the Council, High Master of Dream Magic)

Prince Jherek, born in AC 958 to Prince Jherek Virayana III and San-Jai Mahka Virayana (his favourite wife--the prince later built a lavish tomb to honour her memory which is considered a marvel of modern architecture), took the throne of his thriving principality AC 989 when his father fell to his death while climbing the treacherous "Naked Mountain" (a 1400-foot sheer cliff wall that not even snow clings to) in search of the elusive "snowtree" (a fabled crystalline plant which only grows high in the Colossus Mounts, and which has the consternating habit of melting before it can be brought down to the lowlands for study). Jherek inherited his passion for learning and education from his father, and studied magic at the Great School, where he specialised in illusions. While at the School, he stumbled across the Secret Craft of Dream Magic, and realised that he had found his true calling. Having founded numerous schools, art galleries, and libraries, Jherek believes himself a very civilised man, never once seeing the hypocrisy in his culture's treatment of women. The prince, in fact, has three wives and an estimated twenty concubines. His wives are Lady Lan-Syn (his secret favourite and true love/best friend), Lady Aleah, and Lady Waira. Jherek has two legitimate sons, Sir Ralindi (by Aleah) and Sir Rejladan (by Waira), as well as numerous illegitimate sons and daughters by his concubines.

Prince Jherek has gained fame for the sumptuous banquets he holds for visiting nobles. He also enjoys organising "monster hunts" into the Colossus Mounts. Mountain tigers are the usual prey, although sometimes parties hunt convicts and enemies of Krondahar instead. "Prey" that manages to survive an entire day receives clemency.

PERSONALITY. Jherek is a calm and confident man, who carries himself with an air of dignity uncommon among the Glantrian nobility (i.e., not done simply to impress). Jherek is not a difficult man to understand: He wants the best for his people and his realm, the best for Glantri, and the best for his sons, whom he loves above all else (including himself). He takes whatever action proves necessary to help that which he loves and seems not overly concerned with personal honour or prestige. He is open-minded and fair (less so toward women), but is quick to crush those who cross him.

APPEARANCE. Jherek is a man of average height (5'10"), who keeps his build lean and muscular. He has dark brown hair, lighter brown eyes, and a long, thin, drooping moustache. He prefers to keep his sallow skin tanned with frequent trips into the mountains. Jherek dresses like an Ethengarian lord (perhaps falsely fostering the connection between himself and the Khanates which plagues the paranoid spirits of some princes of Glantri), in long, ornate robes and headgear (the malgai hat--made of plush with a velvet upturned brim and pointed crown). In the winter, he wears costumes decorated with much fur (he prefers silver fox). Prince Jherek also adheres to an ancient Ethengarian custom which declares that a man grows his hair and does not cut his braid (which may be decorated with tiny bells or beads for dress occasions) until he is beaten in combat (Jherek changes this to "until he is beaten in a magical duel"). Needless to say, Prince Jherek still has his braid.

WHAT HE SAYS. Patience and careful interaction with others are the secrets to remember, my son. Vengeance and betrayal bring you little but heartaches and enemies (to eldest son Ralindi).

WHAT OTHERS SAY. He must be up to something (Count Alasdair McAllister of Klantyre).

JHEREK VIRAYANA (20th-level Illusionist/High Master of Dream Magic): AC 2 (Ring of Protection, Dexterity bonus); Thac0 9 (Weapon Expertise, staff +3); Saves (include ring of protection bonus) ppd 8 / rsw 3 / pp 5 / bw 7 / sp 2 ; hp 48; Damage 1d6+6 (Weapon Expertise, staff +3); SA Weapon Expertise (staff), Spells, Dream Master powers; STR 14 / DEX 17 / CON 14 / INT 18 / WIS 16 / CHR 16 ; AL N; ML 15.

Languages: Ethengarian, Thyatian, Belcadiz, Caurenzian, Kaelic, Averoignian.

Proficiencies: Spellcraft, Astrology, Meditation, Read/Write, Riding (Land), Hunting, Etiquette, Artistic Ability (Architectural Design), Engineering.

Spells:
Level One--Audible Glamour, Burning Hands, Colour Spray, Phantasmal Force, Soothe the Beast, Unseen Servant.
Level Two--Mirror Image, Deafness, Finery and Freshness, Hypnotic Pattern, Improved Phantasmal Force, Knock, Scare.
Level Three--Alternate Reality, Blink, Fly, Phantom Steed, Spectral Force, Suggestion.
Level Four--Confusion, Improved Invisibility, Phantasmal Killer, Dimension Door, Fear, Fumble, Hallucinatory Terrain, Shadow Monsters.
Level Five--Advanced Illusion, Faithful Hound, Shadow Magic, Demi-Shadow Monsters, Hold Monster, Shadow Door, Dream, Seeming, Feeblemind.
Level Six--Eyebite, Shades, Demi-Shadow Magic, Programmed Illusion, Project Image.
Level Seven--Magnificent Mansion, Simulacrum, Phase Door, Prismatic Spray, Shadow Walk.
Level Eight--Polymorph Any Object, Permanency, Screen.
Level Nine--Weird.

Dream Master Abilities: Hypnosis (3x/day); Dream Alteration (2x/day); Delirium Tremens (1x/day); Dream Travel (1x/week); Dreamlands (1x/month).

Known Magical Items: Staff of Striking (fully charged), Carpet of Flying, Ring of Blissful Slumber, Ring of protection +5 / +2 to saves. 

LADY LAN-SYN VIRAYANA
Lan-Syn was born in Braastar, Krondahar, in AC 970. Her father was Ranjit Krinagar, a Krondaharan nobleman and good friend of then-prince Jherek Virayana III; her mother, Medu-An, was Ranjit's strong-willed, high-born first wife. Lan-Syn and her older brothers, Urmahid and Khahak, grew up happy and confident, lavished with their permissive father's attention and surrounded by the love of their mother, two lesser wives, and their few half-brothers and sisters. The thirteen-year-old Lan-Syn developed a close friendship with the prince's son, Jherek Virayana IV (her brother Urmahid's twenty-five year-old best friend) when Urmahid left to operate as a spy in Ethengar for the Council of Princes; Lan-Syn was terrified for her brother, and relied heavily upon Jherek for emotional support. The relationship scandalised Krondaharan nobility--it is just not proper or fitting for a high-born young lady to mix with men, no matter what the nature of the relationship. Ranjit allowed the friendship to continue for a while, but when his business began to suffer because of the disgrace, he was finally forced to put an end to the situation. He spoke to Prince Jherek, who advised his son, who was now a student at the Great School of Magic, to break off all communication with Lan-Syn. Jherek complied, and Lan-Syn was shattered. She withdrew from all her friends and family, and her mother--fearing for her daughter's life--pleaded with Ranjit to allow Lan-Syn and Jherek to continue their friendship. Ranjit stood his ground; he had a family to support through his business, and he would not lose his livelihood because of a spoiled child. At long last, the man lost his temper, and Lan-Syn was beaten and confined to her rooms.

But Lan-Syn had her mother's spirit--she not only escaped, she ran away to Glantri City, where she gained entry into the Great School. She took advantage of her property-control rights to use her intricate gold and silver jewellery (intended as a future dowry) for tuition. Ranjit was completely scandalised. He had no choice; he turned to his friend, Prince Jherek, and asked for advice. The prince spoke to his son, who promptly took Lan-Syn as his first wife (young Jherek was not exactly dismayed at this reaction; he had had his eye on the tempestuous Lan-Syn for a while now).

Jherek allowed Lan-Syn to continue in her magical studies, although he insisted that she learn at home, under his own guidance. In time, he also taught his wife (who proved to be nearly as adept at Illusion magic as was Jherek himself) the Secret Craft of Dream Magic.

Soon after his father was killed in a falling accident and he took control of Krondahar, Jherek developed a passion for a woman named Aleah--an accomplished thief whom he had met through Lan-Syn's brother Urmahid. When he asked Lan-Syn for her consent to their marriage, Lan-Syn assented with great poise and dignity, as she did two years later when Jherek wished to marry Waira, although she deeply resents both women for "seducing" her husband.

PERSONALITY. Over the years, Lan-Syn has been careful to maintain with her husband the strong friendship which brought them together, although she is no longer the passionate, headstrong girl she once was. She loves Jherek more than life (as he, indeed, loves her), and understands that he finds it necessary to marry again, as well as to keep numerous concubines (that is to say, she understands her native customs, although she does not necessarily agree with them). However, the prince will never know how deeply jealous she is of the others, especially Aleah, and how much it breaks her heart that she was never able to give him the son he wanted.

APPEARANCE. Lan-Syn is a woman of classic beauty, with strong features, high cheekbones, and sharp eyes. She is tall (5'9") and statuesque, with an hourglass figure that belies her years (Lan-Syn does, in fact, take potions of longevity, and appears to be about thirty-five years of age). She has dark brown hair and golden-brown eyes, which offset the slightly pale, golden hue of her skin. Lan-Syn dresses in the traditional manner of central and eastern Ethengar: a del with high shoulders and the collar, hem, and sleeves decorated with intricate designs. On formal occasions, she styles her headdress by fastening her hair with silver and gold grips, then mounting the arrangement with strung pearls and gems. In public, she frequently wears a sheer silk scarf over her hair for reasons of modesty. On all occasions, Lan-Syn carries herself with the quiet grace and submissive dignity which have made her a nearly-legendary figure among Krondaharan commoners.

WHAT SHE SAYS. Of course, sir, I shall do as my lord husband wishes in any matter (To a visiting petty noble who drunkenly and brazenly suggested that Jherek share Lan-Syn with him for the evening. The enraged prince graciously made the man the "main event" in the next day's hunt).

WHAT OTHERS SAY. How any Averoignian poseur can be in the same room with her and still believe themselves to have even an ounce of class is beyond me. (Princess Carnelia de Belcadiz y Fedorias, a longtime friend of Lan-Syn)

LAN-SYN VIRAYANA (17th-level Illusionist / Dream Master of the Fourth Circle): AC 3 (Ring of protection, Dexterity bonus); Thac0 14; Saves (include Ring of protection bonus) ppd 8 / rsw 3 / pp 5 / bw 7 / sp 4 ; hp 39; Damage (by Spell); STR 11 / DEX 16 / CON 12 / INT 17 / WIS 13 / CHR 15 ; AL CN; ML 13.

Languages: Ethengarian, Thyatian, Belcadiz

Proficiencies: Read/Write, Spellcraft, Meditation, Astrology, Etiquette Spells:

(As Lan-Syn has learned her magic from Jherek, she has the same spells as he, according to her level.)

Dream Master Abilities: Hypnosis (3x/day); Dream Alteration (2x/day); Delirium Tremens (1x/day); Dream Travel (1x/week).

Known Magical Items: Ring of Protection +5 /+2 to Saves; Wand of Illusion (fully charged; a gift from Jherek, the wand is inlaid in gold and gem dust) 

Here is Aleah's bio. A couple of notes: first of all, I don't know if OD&D has thief abilities or not; we use AD&D rules, so I have included them here anyway.

Second note: WARNING--Aleah is quite a handful, and is very much a wicked seductress. If you don't like stuff like this (nothing explicit, only a little risqué), you might want to skip Aleah.

'Nuff said.

Jenn

LADY ALEAH VIRYANA

Aleah was born in Glantri City in AC 970, the daughter of a minor noble Krondaharan silk-trader and his second, Makistanian (Ylari-Ethengarian) wife. All through her younger years, Aleah was nothing but trouble, running with rougher and rougher crowds in the capital, stealing first from expensive shops and boutiques (the owners of which discreetly charged her stolen items to her wealthy father), and then apartments and houses of the nobility. She was finally arrested, at seventeen, after breaking into the apartment of a Boldavian lord in order to gain proof of his vampirism so that she could blackmail him, for the fun of it (Aleah always does things for the "fun" of it). Her father disowned her and disavowed her existence. Aleah, having always been wild but still with a good streak, now went completely bad. She quit thieving and began to make waves on the Glantri City social scene, using her looks and her body to claw and backstab her way to fortune. She had brief flings with many men (all of whom sorely regretted it afterward), including Urmahid Krinagar of Krondahar.

Aleah came to the attention of Prince Jherek Virayana IV in 989 when Urmahid introduced them at one of his infamously wild parties. Smelling a way to put herself back on top and spite her father, she poured all her wicked ways into Jherek's seduction (the prince was interested in her sexually, but had no desire to be married to anyone other than his wife, Lan-Syn). She maintained his interest with mind games, never letting him have her. Finally, Jherek, his mind fevered with lust for Aleah and the desire to break this sibyl to his will, married her. Aleah was triumphant. Little did she know what she had gotten herself into. Jherek, an extremely conservative and traditional man, increasingly resented after the marriage that a mere woman had been able to play him like a deck of cards. Slowly, methodically, and with great cruelty at times, Jherek broke Aleah, crushing her spirit and taming her like a wild animal. Then, just as slowly, as if to savour the experience, Jherek built her back up, into the woman he now wanted as his second wife.

A year later, Aleah gave birth to Ralindi, Jherek's firstborn legitimate son. It infuriated her to the point of threatened rebellion against her husband that he did not name the child after himself (a family tradition that stretches back to Jherek Virayana I, who founded Krondahar), instead preferring to wait for Lan-Syn to give birth. Aleah spent three days imprisoned in Jherek's fortress in the Demiplane of Nightmares for this offence. She never said another word against Jherek, his wives, or his decisions again.

PERSONALITY. Aleah is, like others of Chaotic and Evil alignments, only impressed by sheer force; therefore, she finally affords her husband a respect borne of fear. She treats Ralindi and Rejladan (Waira's son) with the cool respect owed to them as their father's progeny, though she has never shown any genuine interest in her son outside of Jherek's presence. The other wives--Lan-Syn and Waira--receive only basic politeness around Jherek, and calculated ignoredness otherwise. To everyone else, Aleah plays her master-role: the dangerous seductress. She has actually completely mastered this role since marrying Jherek, since the pressure to perform sexually at the end of the seduction has been utterly removed (Aleah wouldn't dare be unfaithful). Aleah enjoys controlling the objects of her attention, and can be brutally cruel if they do not respond exactly as she wishes.

APPEARANCE. Thanks to potions of longevity, Aleah still appears to be the same sultry, twenty-year-old dominatrix she was when she and Jherek met. She inherited her mother's half-Alasiyan looks--black hair worn long and straight or pulled severely back in a spiked silver clip, smoky grey eyes, and dusky skin. She is of average build (5'7"), but voluptuous. Aleah prefers clothing in the Glantrian style (although Jherek can coax her into traditional Ethengarian robes for formal occasions), with low necklines and tight waists.

WHAT SHE SAYS. I believe that one of the servants has neglected her duties today, husband. Shall I get the whip?

WHAT OTHERS SAY. That is the most bewitching, unsettling, and unladylike woman I have ever met. It would be sheer pleasure to see her again (Dominick Haaskinz, upon meeting Aleah for the first time).

ALEAH VIRAYANA (12th-level thief):

AC 3 (Ring of protection, Dexterity bonus); Thac0 11 (Dagger +3, weapon proficiency); Saves ppd 11 / rsw 10 / pp 10 / bw 14 / sp 11; hp 45; Damage 1d4+5 (Dagger +3, weapon proficiency); STR 11 / DEX 16 / CON 13 / INT 12 / WIS 15 / CHR 11; AL CE; ML 9.

Languages: Ethengarian, Thyatian

Proficiencies: Read/Write, Etiquette, Endurance, Climbing, Rope Use, Tumbling, Dancing

Thief Abilities: Pick Pockets 80 / Open Locks 75 / Find and Remove Traps 25 / Move Silently 70 / Hide in Shadows 40 / Detect Noise 25 / Climb Walls 80 / Read Languages -0- / Backstab x4

Known Magical Items: Ring of Protection +5, Dagger +3 

Here's Waira...compared to Aleah she's a churchmouse, but I think she's interesting. :-)

Jenn

LADY WAIRA VIRAYANA

Waira, born in AC 976, is the daughter of the ultra-rich Krondaharan spice and silk dealer Arghun Subutar and his fifth wife, Ni-Jin. Growing up, Waira was very close to her shy and loving mother, who was browbeaten and shunned by Arghun's other, jealous, wives. But Arghun genuinely loved Ni-Jin, and defied convention (having more than four wives is considered extremely arrogant) to marry her; he was gentle and caring with her, and adored young Waira above all but his eldest son. So Waira grew up secure and confident, and with a fairly high view of (or at least certainly no bad opinions of) marrying as a lower wife.

At the age of fourteen, she was betrothed to the new Prince of Krondahar, Jherek Virayana IV, as his third wife. Jherek had married his second wife, Aleah, only two years before, and had an infant son by her. But it was commonly known that Aleah was no mother: Jherek needed a mother for Ralindi as well as a woman who would bear him more sons. Waira's father, pleased at having made such a prestigious match for his darling daughter, sent her off to Singhabad with her sumptuous dowry jewellery and trousseau; it was Waira's first time away from home.

On the wedding night, Jherek made it clear to Waira that there would be no emotional attachments of the kind her parents had enjoyed; he was kind, but distant, and frightened Waira with vague threats of discipline if she did not obey his wishes. Waira complied, but wept when he left her chambers immediately after consummating the marriage. The next morning, though, her absent husband sent gifts of food, clothing, and servants, and Waira began to believe that she could win him over if only she was patient and understanding. She slowly adjusted to life at the palace, caring for young Ralindi as if he were her own (this earned her the eternal wrath of Aleah--although she wanted nothing to do with her son, neither did she want Jherek's "snivelling brat" wife to have him).

Waira gave birth to her own son, Rejladan, in AC 993, nearly two years to the day after her disappointing wedding night. Surprisingly, Jherek immediately warmed to her after the birth, lavishing attention upon her and the new baby. Waira fell in love with her husband then; but time passed, and Jherek's attention turned once again to his favourite, first wife Lan-Syn. So Waira went on with her life, raising the boys with competence and confidence. When Ralindi was eight and Rejladan six, Jherek hired a private tutor to educate them, and Waira suddenly had a lot of time on her hands. Then one day, she was watching the boys practice with their physical trainer, and had an idea; with Jherek's permission, she hired a female fighter from Klantyre to train her in the use of the sword, just to keep herself busy and in shape. Jherek didn't quite understand her new passion for fighting, and grew suspicious of the trainer for a while, but thought it amusing. Waira found new self-confidence and stamina, and climbed rapidly through the levels to the eighth level, surpassing even her teacher.

Then, in AC 1008, Waira--three months pregnant--took a bad fall in practice and miscarried. Jherek was sick with grief, and furious. He melted down Waira's weapons and armour, and forbade her to pick up a weapon ever again. After that, Jherek all but ignored her completely. But tragedy soon struck: Rejladan disappeared, and Waira broke down completely. Jherek, half-insane with rage and fear as well as guilt, came to Waira. They comforted each other, and Waira finally grew close to her husband of seventeen years.

Jherek and Ralindi found and rescued Rejladan in AC 1011, from a strange pocket dimension in which Lady Sinaria Verlien had trapped him. Re-united with her precious son, Waira was happy. Today, she still misses the swordplay of years gone by, but Waira is content just living her life.

PERSONALITY. Waira is the least dynamic of Jherek's three wives; she has none of Lan-Syn's grace or Aleah's fire. Instead, Waira is a dull little mouse. In fact, she is intimidated into silence by Lan-Syn, and terrified of Aleah. Although she has resigned herself to the fact that it will never happen, Waira still carries deep within the ember of a hope that someday her husband will love her. Unfortunately for her, the marriage was simply one of convenience. Since she was banned from fighting, Waira has taken to doing pretty much nothing but whiling the days away in the gardens, or by a window; the other wives call her lazy, and Aleah will occasionally even arouse Jherek's ire against her.

APPEARANCE. Jherek supplies all his wives with potions of longevity; therefore, Waira appears to be about thirty years of age. She is plainly pretty, with long wavy medium brown hair framing her heart-shaped face. Her hazel eyes highlight the coppery-gold tones in her skin. At 5'6", Waira is petite, but she hides her figure under loose dels in the plain style of western Ethengar. Her smile is quick when she is complimented (a rare occasion), but her blush is quicker in times of embarrassment (a not-so-rare occasion). If she is actually engaged in conversation, Waira opens up, making expansive gestures with her hands and widening her eyes.

WHAT SHE SAYS. Mind your teachers, and write me only when you have a break from studying and after you've written your father. (To Rejladan, upon his leaving for the Great School of Magic; palace staff say that Waira shut herself in her room for a week after the carriage pulled away)

WHAT OTHERS SAY. Isn't it funny--people call me a cat and her a mouse. Ah, to be allowed to live up to my end of the bargain and be rid of her once and for all! (Lady Aleah)

WAIRA VIRAYANA (8th-level Fighter (retired)):

AC 3 (Ring of protection, Dexterity bonus); Thac0 13; Saves ppd 10 / rsw 12 / pp 11 / bw 12 / sp 13; hp 55; Damage -none- (banned from using weapons); STR 14 / DEX 16 / CON 16 / INT 12 / WIS 10 / CHR 10; AL N; ML 12.

Languages: Ethengarian, Thyatian

Proficiencies: Read/Write, Blind-Fighting, Endurance, Riding (Land), Etiquette

Known Magical Items: Ring of Protection 

PRINCIPALITIES OF KRONDAHAR AND BRAMYRA
RULERS (TITLES)

Bramyra: Prince Urmahid Krinagar (Chancellor of Princes, Count of Skullhorn Pass, Dream Master of the Fourth Circle)

Krondahar: Prince Jherek Virayana IV (Khan of Singhabad, Supreme Judge of the Council, High Master of Dream Magic)

SIEGES

Bramyra: Skullhorn
Krondahar: Singhabad

ROYAL FAMILIES

Bramyra: Rinnath (wife), Terrigis (daughter), Lan-Syn Virayana (sister), Prince Jherek Virayana of Krondahar (Lan-Syn's husband)

Krondahar: Lady Lan-Syn (wife), Lady Aleah (wife), Lady Waira (wife), Sir Ralindi (son), Sir Rejladan (son), Sir Jherek (son), Prince Urmahid Krinagar (Lan-Syn's brother)

AREA

Bramyra: 120 sq. mi.
Krondahar: 160 sq. mi.

POPULATION

Bramyra: 7,450
Krondahar: 24,860

CAPITALS

Bramyra: Bramyra (pop. 2,300) Krondahar: Braastar (pop. 6,900)

BRIEF HISTORY

Bramyra: Enfeoffed in AC 1003 as a buffer against raids from Ethengar. Prince Urmahid, a member of Prince Jherek's family, was formerly a spy for Glantri in Ethengar and was a personal enemy of the Great Khan.

Krondahar: One of Glantri's original principalities, settled by wizards exiled from Ethengar for their wizardry.

PHYSICAL CHARACTERISTICS

*GEOGRAPHICAL OVERVIEW

The Colossus Mounts bar the way between Glantri and its longtime foe to the east, the Khanates of Ethengar. Many ancient battles were fought amongst these peaks, and the battlefields remain--many of them reportedly haunted. Among the tallest mountains in the area, some of the Colossus peaks reach 25,000 feet or more. Most of the time, clouds obscure the tops of the tallest ones, so mapmakers can only estimate their height. Large valleys lie nestled where mountains meet. Hills rolls ceaselessly like waves across the terrain. Both these features demonstrate the land type most common in central Glantri: grassland. Visitors find extensive farming in these valleys, including the Vesubia River Valley (extending from the Broken Lands north to the towns of Glenmoorloch and Vorstadt). The grasslands in most valleys boast rich soil and mild weather, allowing farmers to raise a variety of crops. The hills of Glantri, too pronounced to make good farmland, prove excellent pasture for grazing cattle, sheep, and goats. All manner of high grasses, thistles, large ferns, and juniper grow in the hills, along with briars and hawthorns. Hidden among these plants are rare herbs useful in medicines and magical preparations. Navigating the hills is no easy task; strangers find it easy to lose their way. The trails are few, and the sheer number of high hills in the haphazard patterns makes it difficult to travel a straight line.

Bramyra: Bramyra lies in eastern Glantri, in the foothills of the Colossus Mounts bordering the Ethengar Khanates. The land is mostly covered in grassy hills, which slope downward, losing height as they gradually fade into the flat grasslands of the international border and Ethengar. The Prince's siege, Skullhorn, is a large fortress in the western part of the principality--at the base of the pass into the mountains and the Glantrian interior. The capital, Bramyra, sits along the border in the plain.

Krondahar: Krondahar, in east-central Glantri, consists mostly of lowland plains to the west along the Vesubia River valley, low hills in the central part of the principality, and mountains in the east, where the Colossus Mounts border the principality. The Prince's siege, Singhabad, stands in the foothills in east-central Krondahar, with the nearby mountains making for dramatic scenery. The capital, Braastar, lies on the Vesubia in the western flatlands.

*CLIMATE AND ENVIRONMENT

Bramyra: Summers in Bramyra are mild, with high temperatures usually ranging in the 50s and 60s. Winds typically come from the south or southeast, which means that Bramyra is directly in its path. These winds can grow quite strong, bringing hail and electrical storms. In the Skullhorn Pass, the winds blow hard enough to whip up small stones and pebbles, creating a deadly, rocky hailstorm. Strong winds can also expose Bramyra to prairie fires which rage routinely in neighbouring Ethengar in late summer. In winter, snowfall is heavy enough in most areas to block mountain passes, making even the best roads unusable.

Krondahar: Krondahar enjoys the shelter of the mountains during fall and winter, although the freezing of the Vesubia River at this time makes trade and travel difficult. Spring is treacherous in Krondahar: Rain often chokes roadways with mud, and the Vesubia frequently overflows its banks, although floodwaters seldom rise dangerously high.

*ECONOMICA

IMPORTS

Bramyra: Precious woods, tea, coffee, ivory, semiprecious stones, gold, gems, horses.

Krondahar: Tobacco, tea, coffee, ivory, semiprecious stones, gold, gems, horses, rare books.

EXPORTS

Bramyra: Potatoes, turnips, cattle, basketry, woodwork.

Krondahar: Silk, fine leather goods, mounts (special miniature breed), spices, cattle, metalwork, jewellery.

*EDUCATION, DEFENCE, AND LAW

EDUCATION

Bramyra: Following the efforts of his brother-in-law Prince Jherek, Prince Urmahid has implemented compulsory testing for magical ability among his young subjects, but has not yet (nor does he plan to) founded any formal school to train those who demonstrate magical aptitude.

Krondahar: Prince Jherek has instituted compulsory testing for all his subjects for magical ability between the ages of six and seven years. Males who demonstrate magical ability must attend a public school until age thirteen; females, if their father or closest male relative permits, may learn from a female tutor or attend a cloistered school for girls in Braastar until they are of a marriageable age. The school for boys, Jehangir Academy, teaches boys to read and write in both Ethengarian and Thyatian, to read magic, melee and self-defence (armed and unarmed), court etiquette, and how to properly acquit their positions as representatives of Krondahar.

The school for girls, Prince Jherek Virayana II Convent for Girls, teaches girls with magical aptitude how to read and write in both Ethengarian and Thyatian, to read magic, court etiquette and how to properly serve family and guests, and how to keep the codes of feminine behaviour.

MILITARY

Bramyra: Prince Urmahid is Count of Skullhorn Pass, and hence commander of Skullhorn Pass Camp (in the mountains; Urmahid does not actually administer the camp--that dubious honour falls to Sir Duncan McGregor, Captain of the Skullhorn Pass Camp). As such, Urmahid controls the Camp garrison of 500 infantry, plus the Skullhorn garrison of 120 elite cavalry-based archers. He also keeps 60 personal guard on hand to maintain order among the principality's small populace.

Krondahar: Prince Jherek, as Supreme Judge of the Council, commands the Constabulary of Glantri, and controls all armies and militia stationed in the capital to defend the city and maintain order, as well as to patrol the Isoile and Vesubia River valleys up to 48 miles away. He maintains a personal garrison of 150 infantry and 50 cavalry with lances (soldiers of this garrison regularly patrol the land), plus 15 city guards in Braastar and 10 elite guards for personal defence.

LEGAL OVERVIEW

Bramyra: Bramyra follows Glantrian law, plus most of the laws of Krondahar, as passed down to Prince Jherek by his predecessors. There is one major exception: despite hostilities and political suspicions, Bramyra relies heavily upon trade with Ethengar for its survival; therefore, charges of dealing in contraband (any Ethengarian merchandise) are not taken seriously in Bramyra.

Krondahar: Prince Jherek is the Supreme Judge of the Council of Princes, and as such submits all new laws to the Council and enforces them at every level. He is a stern but fair man, and enforces the law using a rigid, traditional method of interpretation. Thus, Krondahar follows Glantrian law to the letter, supplementing it with traditional Ethengarian laws which his family brought with them when they immigrated to Glantri centuries ago. Most remarkable among these laws are the codes which apply to the legal status and treatment of women. Women are citizens in Krondahar, though they are still considered the private property of their fathers or husbands (or closest male relative). Lines of succession are drawn through male descendants. Polygamy is legal and practised among the nobility (poorer families would be hard-pressed to add extra mouths to feed); the typical Krondaharan / Ethengarian nobleman has three to four wives. Traditionally, the honour of the family relies on the wife's good conduct and fidelity. The man is the patriarchal family authority, provider, and the source of the family's well-being. The wife is subject to the husband's orders, and may be beaten or raped if she does not submit to her husband's will. According to the law, a man is entitled to the following from his wife/wives: (1) Fidelity; (2) Obedience according to the accepted standards; (3) Breast-feeding, if possible, of the children born from the marriage; (4) The management of the household and its organisation; and (5) Deference towards the parents and close relatives of the husband. However, the wife has legal rights as well, and must receive the following from her husband: (1) Financial support as stated by law, such as food, clothing, housing, and medical care; (2) The right to be treated equally with other wives; (3) The authorisation to visit her parents and the right to receive them according to the limits imposed by the accepted standards; (4) Complete liberty to administer and dispose of her possessions with no control on the part of the husband, the latter having no power over his wife's possessions. The husband has control over divorce from his wives. In traditional Ethengarian law, he may declare himself divorced without any court appearance; in Krondahar (and Bramyra), the husband must appear before the court and declare his divorce and the reason(s). The husband retains all custodial rights, although it is becoming common for men to allow their wives to keep children until the age of six (when they are tested for magical ability). It is also legal for a man to divorce a wife if she does not bear him sons, since this is her highest purpose (interestingly, neither prince has put away their wives Rinnath and Lan-Syn). Recent laws also require the husband to obtain the consent of the first wife before taking subsequent wives and before legally acknowledging any bastard-born children, although the law does not define consent or specify how it is to begotten.

CULTURE

Note: The cultural heritage and development of Bramyra and Krondahar are nearly indistinguishable. Therefore, information in this section is presented in a unified format; notable differences will be treated within.]

FOOD

Peasants in Bramyra and Krondahar eat, generally-speaking, the same vegetable-laden diet typical of the Glantrian low-born. The culinary habits of the nobility, however, are exceedingly lavish. Although the nobles of House Singhabad are of Ethengarian descent, once in Glantri they found Ethengarian food far too austere to serve to courtiers accustomed to the cuisine of exotic Belcadiz, subtle Nouvelle Averoigne, or spicy Caurenze. So court cooks added liberal amounts of cream, ghee (clarified butter), yoghurt (for which Krondahar is famous), spices, raisins, and nuts to meat dishes, pullaos (rice dishes), and samosas (savoury filled pastries). They developed their own delicacies and cooking methods, as well. The number of meat dishes were increased and often included spiced meats ground with wheat. Slowly braising meats or vegetables with a spiced yoghurt and butter sauce in a tightly-sealed pan--a preparation known as dumpukht--is associated with Krondaharan cuisine. Tikkas--spiced and barbecued beef, mutton, or chicken--are also popular. Vegetable dishes include dhal (lentil mush), spicy spinach, cabbage, and peas. Baked and deep-fried breads, such as roti, chapattis, puri, halwa, and nan, pepper the menu. Those early cooks also developed their share of sweets: the rich, mountain-frozen confection known as kulfi (made of ground almonds and pistachios, cream and sugar, and flavoured with saffron), and the jilebi, a swirl of fried pastry soaked in sugar syrup. The most common sweet is barfi (it pays to overlook the name), which is made of dried milk solids and comes in a variety of flavours. To wash it all down, there are a very few brewers in Braastar, but their fare rivals that of Berghdoven to the northwest. Tea with milk is appreciated and loved by everybody, in any season. Tea is an essential part of the daily diet.

DRESS

Class also determines, to an extent, how one dresses in Bramyra and Krondahar. The peasantry fashions their clothing--usually plain brown or grey homespun tunics and trousers or belted robes--themselves, and they tend therefore to resemble the peasant class anywhere. Members of the nobility, however, tend to their own personal tastes. Prince Urmahid Krinagar prefers to dress in a Glantrian manner: tunics in greys and blacks with gold trim, loose-fitting black pants, and a dark grey cloak with a hood. He is extremely fond of gold jewellery. His wife, Rinnath, dresses in traditional Ethengarian clothing, although she tends toward the plainer del (traditional robe) of western Ethengar, which is very free and loose-fitting, with a large collar. Prince Jherek Virayana dresses like an Ethengarian lord, in long, ornate robes and headgear (the malgai hat--made of plush with a velvet upturned brim and pointed crown). In the winter, he wears costumes decorated with much fur (he prefers silver fox). Prince Jherek also adheres to an ancient Ethengarian custom which declares that a man grows his hair and does not cut his braid (which may be decorated with tiny bells or beads for dress occasions) until he is beaten in combat (Jherek changes this to "until he is beaten in a magical duel"). Needless to say, Prince Jherek still has his braid. Lady Lan-Syn, Jherek's first wife, also dresses in the traditional manner of central and eastern Ethengar: a del with high shoulders and the collar, hem, and sleeves decorated with intricate designs. On formal occasions, Lady Lan-Syn styles her head-dress by combing her hair smoothly back and fastening it with silver and gold grips, then mounting the arrangement with strung pearls and gems. Lady Aleah, Prince Jherek's second wife, prefers to dress in a Glantrian manner except on the most formal of occasions, when she can be coaxed into a formal del. Lady Waira, Jherek's third wife, dresses in the western Ethengarian style, much the same as Rinnath Krinagar (above).

ARTS AND LITERATURE

Prince Jherek is fond of the arts and literature in all forms, although he prefers paintings in the Glantrian style (flattering to personages of high prestige) and a mix of scholastic and poetic literature above all else. Prince Urmahid loves music, especially traditional Ethengarian folk music and dances, which tend toward the lusty and vigorous. Both princes sponsor the arts, although Prince Jherek has actually founded numerous art galleries in Krondahar (admittedly, most of them are within his palaces at Singhabad.)

ARCHITECTURE

The domain of architecture is where Bramyra and Krondahar pull away from their Ethengarian roots. In Ethengar, there are few, if any, truly permanent structures; conversely, Bramyra and Krondahar (especially Krondahar) are renowned for their breathtaking architecture. While the palace in Bramyra is impressive, it is Krondahar which so far has cornered the market on extravagance: Prince Jherek and his ancestors built the lavish and ambitious palace fortresses, administrative buildings, and tombs that have become emblematic of the principality. The most famous of these is the Taj Mahka, the tomb built by Prince Jherek Virayana III to honour his favourite wife, San-Jai Mahka Virayana. Another distinctive building is the Barak-i-Ortu, a monument to the great general. The great dome of the monument is claimed to be the largest of its kind in the world. And, of course, Singhabad Fortress itself is awe-inspiring, with its fortified walls surrounding stately palaces, halls, library towers, and gardens. Perhaps a little truer to the name of "fortress" is the fortress at the entrance to Skullhorn Pass, built by Singhabad builders in conjunction with the Glantrian government: here, massive twin towers are spanned by an arching gateway jammed with artillery. But even military builders cannot resist adding a distinctive touch: the foundation stones of the towers as well as the keystone of the archway are carved with intricate, traditional designs. Visitors to the region interested in mountaineering might want to make a visit to two of the most treacherous climbs in Brun: Nanga Parbat and Ghonoghoro-La. Nanga Parbat ("Naked Mountain") has a 1,400-foot wall that is so steep the even snow refuses to stick (the same can be said of a number of climbers). Ghonoghoro-La (also known as "Stoneface") is the second tallest mountain in Glantri (the highest, Mt. de Glace, is in the Glantrian Alps), at 24,350 feet.

SOCIAL CUSTOMS

An especially interesting Bramyran/Krondaharan custom is the marriage ceremony. This ceremony is conducted not to marry the couple, but upon completion of the marriage contract (so, in fact, the couple is already married at the time). The groom stands, in full Ethengarian finery, on a dais at the head of a lavishly-appointed feast room, with a large crowd of family and friends present. The bride, covered head-to-toe (it is not possible to see any part of her, save her hands, which are decorated in her dowry jewellery) in long robes embroidered in many festive colours, enters and is escorted by a relative to her new husband. The husband lifts the wife's veil and looks upon her, for the first time in many cases (it is actually quite amusing to see the anxiety on the bridegrooms' faces at this moment). Then, finding her satisfactory, he turns her to face the crowd, signifying that he has accepted her as his wife. (It has happened that husbands have been very displeased with their wives at this time; in these cases, the husband leaves, and the girl--who averages about 14 or 15 years old--is left to deal with the shame of rejection). A great feast ensues, and concludes three to six full days later with the procession to the bridal chamber. (Note: This ceremony is Ethengarian/noble in origin and in the principalities is typically performed only on the occasion that a nobleman takes his first wife.)

PASTIMES

Pastimes in Bramyra and Krondahar tend to be much the same as anywhere in Glantri, although residents of Bramyra are widely infamous for their raucous partying. A great pastime in Krondahar is hunting, especially of mountain tigers (Prince Jherek, to this day, has captured 112). (Prince Jherek also occasionally organises hunts of convicts in the mountains for his noble friends--if the prisoner survives a full day and night, he is granted a pardon. In thirty years, two men have been pardoned). Recently, the art of belly-dancing is becoming popular among the rich, who maintain a number of concubines in their households. 

Advanced course at the Academy

In addition to basic courses
Linguistics
Conjure Companion
Spell Combination
Quick Casting
Mandragora Science
Agility Training
Spellflash

following courses are open IMC for *graduated* students

Specialisation - Student may choose his area of specialisation (agreed by DM). His research costs on the field of expertise are cut down by a quarter.

Basics of Construction - Student is taught to create simpler constructions, though the prices are high (and mostly explained in the monster descriptions). The caster must still research the formulas for every creature specifically.

Advanced Construction - More complicated constructions (say, 8+ HD or a couple of asterisks) are taught to create.

Spell Identification - An Int check tells mage instantaneously which spell his opponent is casting, but the mage must know the spell also.

Magical Analysis - As I have disallowed Analyse and Identify IMC, this course is useful. Researching properties of a magical item costs 100dc per level of spell in the item.

Monster Lore - Int-check tells the magical properties of any monster encountered by the mage, but this may be modified if the creature is not magically interesting (gnoll) or is exotic or unique.

Necrology - Monster-lore for Undead.

Cosmology - Basics of planar metaphysics. Allows spell research on planar effects.

Enchantment - Unless the caster takes the enchantment course, his enchantment costs are one quarter higher than described in Gaz3.

One may be chosen for each level, and they cost one ducat per day until the mage gets a level. 

I am working on a pamphlet for the land of Glantri that is meant for PCs, tell me what you think (It contains Aalban and The City of Glantri):

Glantri: Kingdom of Magic, or Malice?


Astrius Hilltopper
Gnome Illusionist-Adventurer

Glantri was once a land of joy, incantations and a complete feeling of wonder so that I, awe-struck as I was, became enchanted with it at a level that could transverse any magical bonds. However, ever since the great event that was so entitled 'The Wrath of the Immortals', such a name brought more then great horror and pain unto the people of the world than ever before conceived, the land itself has changed. I have toured the land of Glantri both prior and subsequent to the great upheaval that I have so described, I will begin at first with the great city itself that was at one time such a shining force, nay a gem of cultivation, in the known world.

Glantri City

Erstwhile the Wrath

Such great effort was placed within the city that it forced such an insight into me that my very fantastic mind was so instructed with an essence of power and beauty, all of which was fused with the very essence of the land: magic. Calm, cool waters, brightly painted gondolas pushed along by long, red poles held by friendly gondoliers, and the sounds of the passer-by merchants and those of who live within the city talking to each other so well; these were phrases that came to mind when one spoke of the canals of the great city of Glantri.

The city itself was (and still is) divided into a great many of sectors (one more sector has henceforth been added, but upon the time in which I had visited, was not in existence). These sections are so extensive that an attempt to try to trivialise their vast differences would be sent to futility, therefore, I will give them a separate subsection for each district.

The Citadel District

Governmental quarters dominated this district, as well as governmentally run facilities. The first and foremost was the great School of Magic, which was used basically to aid the magocracy of the land and to allow magical applications to reach a new level of practicality and usefulness in the lives of all men, women and people of not just Glantri, but the entire world. The next great area was given the appellation 'The Citadel.' Such a fitting name for such a place it was. It was, and yet still is, a huge pentagonal building that housed the highly elegant troops of the great battalions, called banners in this country, was housed here to be used in fortification for the city in the extreme case of invasion (which occurred during the great Wrath). The two administrative buildings in this land, denominated The House of Ministers, which houses the people in charge of the maintenance of the city, and the Parliament, which is used by the nobles, echoed with the very force of magic. (It is worth note to comment on the law of the land, it is ruled not by a king, but by a council of thirteen princes who meet and vote, as well as the nobles voting as well, this is how the land is governed). The great penitentiary of the land, the Tower of Sighs was well populated, of course, but nearly as crowded as it is now. The final place is the Alexander Platz, it was a loud, social place that was filled with so many people of affluence that one could not feel the culture in the air. This was the portion of town that was the great centre of the land.

The Merchant's Quarter

This name was, and still is, a bit of a misnomer, as it was not the only centre of commerce in the land. However, it is populated almost exclusively by the members of the merchant class. The spokesmen's guild, merchant's guild, and other guilds all were based here. The open market, a loud, lively place, was a place that was held in high esteem as a place of were both members of the lower echelon and those of a higher caste to mingle in the same locality, and was a place of greatness and equality.

Port Quarter

The very gateway into the very heart of the city, which is situated on the very nexus of the greater Isoile and Vesubia rivers, and saw treasure and spice laden ships from far off lands and was greatly related to the forms of travellers and tourists of who came in to revitalise the city.

Entertainer's Quarter

This was a place which was the very epitome of both culture and magic. The largest and greatest thespian performances in the land was held at the great Metropolitan Theatre, a huge, beautiful building that was as common for the outsiders in the land, but also a favourite trysting place for the local inhabitants of the land as well. Another great place was the Mages' Hostelry, a store which treated the visitors with the largest amount of convenience and respect through the use of great magical incantations. Such places drew in nearly half of all the visitors to the land.

Nobles'' Quarter

Prosperity is the very essence of the land that is held within such an area that I remember the scent of expense and the sight of silk was as common as water in this area. The people were open, friendly and generous, and they acted so much in grace that I wished only that so many men of wealth of the world were blessed with such a generosity. Two other sites of importance, the expensive Silver Tower Inn and the great Temple of Rad which was, at the time, the only religion tolerated in the land, were in this area as well.

West Side Quarter

The poorer district of the town was not one that was so frequented by myself, but according to my research that was conducted at the time, it was not so severely rooted with crime, and the great rampart organised crime that is now so rampant was not nearly so evident.

Middle Class Quarter

This land is held with a great throng of the average people in the land. These people, mostly of a scholarly pursuit, work as a major percentage of the wizards in the city. It holds the four greatest scholarly institutes in the land that is not associated solely to effort of magic. These four edifices, the Scribes Association, The City Library, The Sages' League, and the Scholars' Fraternity, were at one time filled with generous scholars who worked in order to aid mankind, and such aid was surely in great demand.

Since the Wrath

The first and foremost feeling that has been implanted into the very psyche of the land is that of utter mistrust. Now the once cool and crisp water have been replaced by murky depths with a sharper lesser number of people walking the streets, most of which are silent and rude. The land itself is marked by a lower average temperature and far more cloudy days and a greater number of both crimes and a feeling of unease. The most strange feeling that has befallen the city, however is the fact that now the continual light spells that have been used to illuminate the streets are starting to fail, making most of the areas dark and mysterious. The feeling has caused a sharp decline for people to travel to this land, as it has seemed to become a bit less desirable as a place to be visited.

The Citadel District

The most startling changes of which I noticed are that the people of the various institutions have become much more self-serving. Instead of the schools and judges working in order to aid the common man have now seemed only to serve themselves. Also, a strange event has caused a sharp increase of crime, the Tower of Sighs is now greatly overpopulated and such criminals have been known to vanish, no one looks into such disappearances.

The Merchant's Quarter

The mercantile district has not changed in such a dramatic way, however, it is more diversified along a cultural level set towards the rich, while a decrease in the importation of goods from lands beyond the border. It is now very difficult to purchase goods without almost being run down by a noble, and a feeling of unease and mistrust has extended to outsiders, especially dwarves, gnomes and halflings.

Port Quarter

This is an area which has suffered the lowest level of change in recent years. This area is now slower and a bit less lively, it is a rarity that foreign ships come these days, and such ships are treated with indifference. The oddest thing is that murder has sharply inclined in this area, while the amount of constables has sharply declined within this precinct.

Entertainer's Quarter

This area manages to retain an air of utter joy and grace within a land that has started what appears to be a descent into darkness. Such happiness, however, is quite obviously a mask for feelings of both unease and a sense towards dread.

Noble's Quarter

This district, which used to be the very body and exemplary force for the greatest charitable force in the land. Now, however, the nobles are using only their wealth and social facilities to serve only themselves. Also, the sense of fashion that was at one time spread towards optimism now highlights people of beauty to be pale with dark hair and dark clothing and a sullen attitude. Do to this stark contrast the feeling of discomfiture is not situated by the visitors to the residents, but the citizenry to the guests.

The West Side Quarter

Although this area of less affluence was also marked by a steady wave of both crime and corruption, such areas of the underbelly of the city have blossomed in the recent years. Now, various thievery factions vie for control of the land, including the evil thieves in the Fellowship of the Pouch to the indecorously dark 'Beggars' Court.' Do not frequent this area unless it is of most importance.

Middle Class Quarter

The land that was, at one time, the household for the greatest scholarly workers in the land and remains mostly unchanged, and yet, something is amiss. The scholars themselves are no longer focused on arts such as medicine and science, but now seem geared towards darker arts, despite the fact very few texts in a magical nature and situated here. Also, the libraries and gargoyles that adorn this area seem to be in a state of terminal decay, and no effort has been placed to rectify the now ominous decorum.

Outer District

Although the areas directly outside of the city gates always were inhabited, it is now a time for a rush towards the city itself. This area has grown in popularity for the lowest level of people to live in squalor without any protection from the ravaging monsters that now stalk the countryside. Such workers, however, appear ignorant of any danger that might befall them; I only hope that they survive long enough for the walls to encompass their districts as well.

Aalban

Erstwhile the Wrath

Aalban always was a militaristic country that was ruled by the great prince Jaggar von Drachenfels, the powerful mage who also was placed as the head of the Glantrian Army, personally leading the first (magical) banner of the great army. However, his militaristic ways were curbed by the understanding nature of his wife, Gertrud. Another fantastic enigma that I found most interesting was the complex mechanical devices that were so common in this land to aid in life. Such inventions were not nearly as advanced as a gnome's inventions, of course. Since the Wrath

After the great upheaval in the land, Gertrud died and there was no one to stay the violent nature of the prince. The number of people forced into military servitude has raised sharply, and most of the mechanical devices have become offensive in nature. Such people now seem concerned with defence against all side, even allies like Wendar. Their anxious nature has caused the men and women to feel a seething enmity towards anyone related to their age old enemies, those of Ethengar, especially the principalities of Bramyra and Krondahar. 

Belcadiz Gazetter 

Foreword 
This collection of files is my attempt to expand upon my favourite Glantrian principality, Belcadiz. If you don't have Gaz 3: Principalities of Glantri or the Glantri: Kingdom of Magic boxed set, Belcadiz is home to an elven culture of mysterious origin. Their culture is roughly that of Golden Age Spain (1492-1556). They have darker skin than other Mystaran elves and some facial hair. And they don't mind living with humans; in fact, they appear to like humans better than some other elven clans (the Erewan come to mind).

Many other people have done excellent treatments of the Belcadiz and Clan Alhambra). But I wanted to do a full clan history, which explains where they come from and why they act the way they do. So I have. Consider yourself forewarned: this is completely "non-canon," meaning I've used my imagination to shape the Belcadiz to my liking.

So, everything within proceeds from my own timeline; the history of the clan, Carnelia's bio, the creation of La Centinela. Nothing really directly contradicts the TSR source material, except that I have given the Belcadiz a religious twist, and I have tinkered with Carnelia's stats. I thought that religion fit the Belcadiz culture, period. Of course, I think that many Glantrian principalities have religious undergrounds; it was clerical magic and proselytisation which were forbidden in the Principalities, not religion itself. I believe that the sheer number of clerics popping out of the woodwork after WotI set a precedent for this. In Belcadiz, I have religion as never having been specifically outlawed by the Princess or her father, only suppressed to keep the Council pacified. I'd like to explore religion in each Principality someday, but that's another story. . .

As far Carnelia goes, I have tweaked the 2nd Edition stats given in GKoM a bit. I've given her a few more levels (no, I don't believe in demihuman level limits) and made her a specialist wizard: an enchantress. Spells are taken from the Wizard's Spell Compendium. I've also made her Chamberlain of the Land, as I'm assuming Dolores' plans will come tumbling down around her ears (as was suggested in the last few official sources) post-1015.

The Mini-Gaz also contains totally new stuff. I'm introducing a new secret society of researchers of the arcane/slayers of evil, La Centinela. Spells and magical items specific to the Belcadiz elves or La Centinela are detailed. And I've thrown in some original NPCs, including Carnelia's dueñas (remember that hilarious scene in the beginning of Gaz 3?).

So, I truly hope that you enjoy reading (and using) this Mini-Gazetteer. Please feel free to send me any comments or questions you might have. 

History of Clan Alhambra

c2300 BC. Elves, breakaways from Ilsundal's Sylvan settlement, arrive in and settle the eastern and central Savage Coast. They live alongside, thought not among, Oltecs. (Source: Savage Baronies boxed set)

c1300 BC. Goblinoid hordes decimate elven (and Oltec) civilization. Those humans and elves who remain fall to a savage, semi-nomadic existence. (Source: Savage Baronies boxed set)

c1100 BC. A small clan of elven artisans and powerful magic-users, sole survivors of a war that has completely destroyed their native civilization, desperately search the Prime for an elven civilization to live among. Their magics find Mystara, and the Savage Coast elves are the first elven culture they light upon. These alien elves (later referred to as "Los Viajeros"/"the Travellers") create a gate powerful enough to transport them to the elven lands of this strange, new world. The elves are physically different then Mystaran elves; they are slightly more muscular, and more adept at magic and metallurgy. They are darker-skinned, and have dark hair and (the males have) fine facial hair. They are also accustomed to living at peace with humans, and are not particularly "attuned to nature," as are Mystaran elves.

c750 BC. With the help of the alien magic-users, the elves are able to turn back the worst of the goblinoid raiders, and re-establish their civilization. They are strongly influenced by the alien culture, which they see as strong and beautiful. The aliens have mostly intermarried with the native elves, and have adopted the faith of Valerias, Immortal of Emotion, Beauty, and Passion, the closest to their own native religion. This new, intermingled, clan names itself Clan Destreza, a word in the alien language that reflects those elves' skill at craftsmanship and the art of magic.

c700 BC. The elves of Clan Destreza establish settlements in and around what will eventually become Torreón and Narvaez. (Source: Adapted from Savage Baronies boxed set)

c300 BC. Adventurers from Clan Feasiann and Sylvaria (from what would become modern Eusdria) set out to explore the sea coast to the east, cataloguing mysterious "Late Oltec" (actually Nithian) ruins. They also hope to make contact with any other elven clans in the region.

c290 BC. The explorers from Clans Feasiann and Sylvaria make contact with the Destreza elves.

280 BC. The elven explorers return home with startling tales of "hairy," dark-skinned elves who not only live with humans, but "who have taken the local human culture, customs, and religion as their own." (In actuality, the humans in the area had taken the unique Destrezan culture as their own.) Clan elders, recalling the tales of an ancient elven civilization "abandoned by the Immortals" because of their human ways, send elven clerics back to Destreza lands.

c250 BC. The clerics have made no progress in converting the Destreza elves to their religion, the Forest Way. In fact, some young hidalgos make a point of harassing the clerics, and local priests denounce the "outsiders" from the pulpit.

243 BC. Tydwal, a fanatical cleric of the Forest Way, is subverted by the forces of Entropy. Seeking to dominate the Destrezan civilization in order to create a power base for himself, he secretly curses the Destrezan crops. By mid-summer, it is apparent that there will be next to no harvest. Tydwal and allied clerics (still pretending to be faithful elven clerics) begin preaching that the famine is the Immortals' punishment for Clan Destreza abandoning the Forest Way. This time, a few elves listen.

242 BC. Many elves have dies of the mysterious famine; only the mild winter, and the help of their human neighbours, have kept the entire population from starving. Tydwal knows he must somehow cut the elves off from their human support in order for his plan to work. First, he and his followers make a show of "blessing" the fields this spring. Then, behind the scenes, he again curses the newly-sown fields. Then, back in town, he announces that he has had a "vision," which revealed to him the cause of the elves' woes: the humans. At first, the elves refuse to believe the foreign cleric. But as another summer passes without the crops growing, young elven hotheads confront innocent human travellers in the area. Tempers flare, and a human and his twelve year old son are killed. From this point, tension (at best) and violence characterize the elven-human relationship in the area.

241 BC. Many elves die of hunger this winter, without human aid. More and more, the desperate elves of Clan Destreza are listening to the foreign clerics, who are now united under Tydwal.

240 BC. Nearly a third of Clan Destreza have converted to the Forest Way of Tydwal (now also known as the "Naturalista" faith). They take it as a sign of divine approval when, this fall, they reap a bumper-crop of grains and fruits. Clan leader Isauro Ximenez gives Tydwal a public commendation for his role in the "salvation of the people."

235 BC. Following a private council with Tydwal, Isauro Ximenez publicly converts to the Forest Way faith.

233 BC. Ximenez declares the Forest Way, under the control of Tydwal, to be an official religion of Clan Destreza equal to the state Church. Riots follow his announcement, as hot-headed young elves set fire to the Naturalista chapel.

201 BC. Isauro Ximenez is assassinated as he exits the Temple of the Holy Oak, a Naturalista church. The culprit, a dark-cloaked elf, escapes. Seizing his opportunity, Tydwal places blame for the assassination perhaps rightly) on the leaders of the Destrezan church and declares himself the de facto ruler of the clan. His supporters, which include many wealthy farmers "saved" from the famine (and human competition), strong-arm the elves into accepting the foreigner as clan leader, provided he accepts only native advisors.

c195 BC. Believing his power base to have been consolidated over the past few years, Tydwal appoints more and more foreign elves (allies in his Entropic cause) to his advisory council. Large tracts of traditional Destreza hunting grounds are turned over to Feasiann/Sylvarian gentry, as "preserves."

c195-190 BC. A small but growing number of Destrezans call for new, native, leadership, citing Tydwal's many abuses of power.

c190-180 BC. Those who oppose Tydwal's rule are increasingly persecuted. Traditionalist churches are vandalized and burned, and opposition leaders are known to vanish from their homes. A new movement, the Separatistas, arises; they advocate not Tydwal's overthrow, but an exodus from their much-changed homeland.

180 BC. The Separatistas, under the leadership of Don Fernando Vicente Olivar de Guerra, leave Destreza lands forever, in search of religious freedom. They travel first east along the sea coast, then north, hoping to find the legendary "lost clan," a group of Destreza elves who had gone in search of the old northern trade colony and never returned.

176 BC. The sea journey, in crude coast-hugging boats, is long and hard on the elves. Brutal weather batters the Dread coast this year, and twice they are scuttled; only three-quarters of the elves who left arrive safely upon the shore of the forested hin homeland. The hin welcome the strange elves, and tell them of the Gentle Folk (Clan Truedyl), who had come from "the north." The elven refugees head north, overland.

174 BC. A particularly harsh blizzard forces the elves to winter in what is modern Darokin. Many die of famine, disease, and exposure in this cold new climate.

173 BC. Spring finds the elves weak and their numbers severely depleted. The small human clans of the area are reticent to help such a large number of refugees, but they tell them of an elven land to the east. Reluctantly, the elves journey to Alfheim, where they are at first welcomed.

162 BC. Over the past decade, the elves have recovered from their ordeal and adapted to the climate and customs of Canolbarth. Now they are ready to make a permanent settlement in Alfheim. They petition the king for a small grant of land in southern Alfheim. King Alevar says that he will consider the matter.

160 BC. The king of Alfheim agrees to allow the elves a small tract of forest in the south. In return, they agree to keep their lands safe from human incursion and humanoid raids.

157 BC. Responding to complaints that "humans" have settled in southern Canolbarth, King Alevar dispatches a unit of troops to the area. The soldiers return with unsettling news: the new elven settlers are building a human-style town, Alvar del Bosque, on their granted lands.

153 BC. After years of debate, negotiations, and go-between messages, King Alevar of Alfheim issues an ultimatum to the elven settlers: cease construction of Alvar del Bosque and convert the already-built sections to "proper" elven dwellings, or face expulsion. Many of the settlers, tired of running away from their problems, want to quickly fortify the town for war with Alfheim forces, but Don Fernando realizes that the refugees cannot stand against the powerful Alfheim militia. They will have to give up their way of life, or leave Alfheim. He puts the matter to a vote; the settlers refuse to abandon their culture. Alvar del Bosque will be abandoned. Don Fernando asks the King for time. They are granted the winter to prepare; they must depart Canolbarth at the first thaw.

152 BC. The Destrezan refugees are homeless once again, as they depart Alfheim in spring under guard. Don Fernando attempts to rally his people's spirits by reminding them that they had been travelling north originally, in search of the legendary lost clan. At the convocation of the Streel and Vesubia rivers, the small clan turns north, into the Broken Lands. They know nothing of the area, and expect to follow the river north through the barren land, to more liveable climes.

150 BC. The refugees finally leave the Broken Lands. Forced off the river's path by orcs, the clan wandered lost for over a year; they have lost a fourth of their number to exposure and humanoid raids. The wooded valley along the Vesubia, north of the Broken Lands, seems a haven to the elves. They settle north of the river, and begin to build a new settlement, which they name Nuevo Alvar, after their lost city in Alfheim.

50 AC. To commemorate the settlers' first century of peace and prosperity in New Alvar, Don Fernando begins construction of a fortified palace, meant as much as a monument to the clan's fierce protection of their way of life as a last bastion of defence in case of humanoid raids from the south. The palace, built of reddish stone painstakingly quarried from the mountains to the north, is named "Alhambra."

91 AC. Construction of Alhambra is complete. A group of elven elders, swelled with pride for their new life in the north, suggest that the elves have been "refugees" too long. They move that they formally form a new clan, named for their new clan centre. The motion is overwhelmingly approved, and Clan Alhambra is born. The elves name Don Fernando as the first clan leader.

178 AC. Don Fernando Vicente Olivar de Guerra, saviour and first leader of Clan Alhambra, dies at the age of six hundred seventy. After a period of mourning, the power struggle for control of the clan begins. Four families dominate the proceedings, and there can be no clear agreement. Strife breaks out amongst the factions.

180 AC. Many elves fear that the factional strife will lead to all-out civil unrest, as it did in their far-off homeland. Cries for compromise begin to build. A elven cleric, Juan Antonio de Caixas, gains support as a compromise candidate for clan leader. Caixas, however, refuses the title of clan leader, saying that the clan needs stronger leadership than that limited position can provide. He wants to reinstate the ancient elven monarchy, unheard of among their clan since before the goblinoid invasions over a thousand years ago. Many elders are scandalized, but the idea is popular with many younger elves. Caixas continues to prove his leadership skills as the elders debate.

185 AC. Juan Antonio de Caixas is named King over all the families of Clan Alhambra. The position is conditional: Caixas' power is not absolute, he must confer with the elders on all matters before reaching a decision. The elders may remove a King from power under certain circumstances, such as abuse of power, provided it is also the will of the people. The crown is not hereditary, but rather shall pass to the most capable leader upon the death or removal of the King.

362 AC. Juan Antonio de Caixas, King of Clan Alhambra, dies in his sleep. Although his reign has been largely uneventful, some suspect poison. Nothing is proven. Baltasar Leonardo de Belcadiz, a powerful warrior and wizard, is chosen to be the next King.

c700 AC. The elves become aware of increasing human settlements around their lands. To the north are the Flaems, strange magic-using humans from another world. From the south come more and more settlers from Thyatis and Traladara. Soon thereafter, more otherworldly refugees (the d'Ambrevilles) arrive and settle west of the elves. The elves take a position of neutrality as far as dealing with these humans go; they believe that if they leave the humans alone, they will be left alone in return. (Source: Adapted from MoA boxed set)

c730 AC. Travellers from Alfheim arrive in Alhambra lands and ask permission to settle there. This causes an uproar among the elders: who are they to ask for shelter, when they threw out the Destrazan refugees? But younger elves, King Baltasar included, feel that the Alfheim should be given a second chance; after all, it is a new era. They giver permission for the Erewan elves (an offshoot of Clan Erendyl of Alfheim) to settle in southern Alhambra lands. (Source: Adapted from GKoM boxed set)

747 AC. In Braejr, the Flaemish capital, the Council of Lords outlaws clerics and clerical magic in Flaem-controlled lands. The elves are shocked, but remain neutral. Soon, the burning of priests begins in Braejr, and Thyatian and Traladaran settlers revolt, and the elves watch in horror as the Flaems crush the revolt in a sea of blood. (Source: Adapted from MoA boxed set)

784 AC. War again rages in Braejr, as the elves attempt to remain neutral. Their neutrality does not last long; horrified by Flaemish atrocities, the elves enter the war on the side of the rebels. (Source: Adapted from MoA boxed set)

788 AC. An adventurer named Halzunthram takes leadership of the rebellion coalition (including the elvish armies). He shatters the Flaemish forces. A truce is negotiated, whereby the Flaems, elves, Thyatians, and Traladarans will retain independent kingdoms. but Halzunthram betrays the coalition, and conquers the region with fresh forces from his native Alphatia. The Forty Years' War begins. (Source: Adapted from MoA boxed set)

790 AC. King Baltasar is killed in battle. Desperate to quickly name a leader, the elven elders name his son, Alfonso, as King.

811 AC. The elven forces are hard-pressed. King Alfonso secretly considers surrendering to Alphatian forces in exchange for his people's freedom, but decides against it when a Traladaran leader does the same and is summarily executed.

c820 AC. A new leader, Alexander Glantri, arises from among the Thyatian forces and unites the factions anew. Under his leadership, the rebels begin driving the Alphatians back toward Braejr. (Source: Adapted from MoA boxed set)

829 AC. Halzunthram is captured by Lord Glantri's forces, and the war finally comes to an end. He forms a council; King Alfonso agrees to represent elven interests there. (Source: Adapted from MoA boxed set)

858 AC. The Light of Rad. Glantrian wizard-nobles declare that only mages can be nobles in Glantri. They establish the first Principalities, with their rulers given the title of Prince. King Alfonso, infuriated, resigns from the council and threatens to pull the elven lands out of Glantri. He quickly comes to realize that they will not let him go; Glantrian armies far outnumber his own. What's more, the elves want to be part of Glantri, with few exceptions (mostly clerics). Offered the title of Prince, King Alfonso refuses, and altogether abdicates. His son, Ralondo, assumes the title of clan leader, but not of King. He tries to decide what to do, as pressure from Glantri builds.(Source: Adapted from MoA boxed set)

859 AC. Accepting the will of his people, Ralondo takes the title of Prince; the Elven Principality is established in Glantri. Clerics go "underground," although religion is still just as strong among the elves as ever. (Source: Adapted from MoA boxed set)

860-884 AC. The Erewan elves agitate for independence from Clan Alhambra rulership. After all, now that Clan Alhambra is no longer an independent monarchy, the Erewan feel that they should have equal standing. The Belcadiz are stunned; the Erewan are living on their lands! A tradition of inter-clan violence begins. The Council of Princes is at a loss as to what to do.

883 AC. A delayed-blast fireball set by Erewan terrorists explodes at Alhambra, injuring members of Prince Ralondo's family. The Prince, in the interests of peace, offers to give up Alhambra's southern lands to the Erewan, in exchange for reparations from the Erewan and concessions from the council.

884 AC. The Council of Princes agrees to split the Elven Principality; the Principalities of Erewan and Belcadiz (named for the ruling family) are created. Prince Ralondo is made Supreme Judge of the Council of Princes. (Source: Adapted from GKoM boxed set and Gaz 3)

990 AC. Prince Ralondo is killed in a magical duel. His daughter, Carnelia, takes rulership of the clan. (Source: Adapted from Gaz 3) 

The Elven Principality of Belcadiz

General Information 

Overview
Ruler (Titles): Carnelia de Belcadiz y Fedorias (Princesa de Belcadiz, Marquesa del Alhambra, Chamberlain of the Land, Vice-Queen of Monteleone)

Siege: Alhambra

Royal Family: Immediate family includes Doña Maria (daughter), Don Carlo (son-in-law), Don Miguelito (son), Don Sancho (son), Doña Leontina (mother), Don Diego (brother), Don Ricardo (brother); plus various distant relations (all of Clan Alhambra is somehow related).

Population: 12,500

Capital: Nuevo Alvar (New Alvar), population 5,000

Physical Characteristics
Belcadiz is a temperate realm of rolling hills and dry, though not arid, soil. Conventional agriculture is thus difficult in this principality, but the elves have made the most of it, cultivating grapes, olives, and fruits. Belcadiz also encompasses a large stand of forest running to the Vesubia river valley; while the forest is protected by royal decree, the princess and her forebears have been known to sell small tracts of the tall oaks for lumber in tight economic times. The southern Colossus Mounts, which border the principality, have made those troubled times more rare in the past century, since the elves discovered (and maintained mines for) gold and silver there.

Economica
Imports: Grains, stone, wood, gems, textiles, perfume

Exports: Fine metalwork, precious metals, weapons, wine, olive oil, cured meats, lace, pottery, fruits


Culture 

Social Customs
Perhaps because of the benign climate, the Belcadiz tend to get up later in the morning and stay out later at night than the rest of their Glantrian neighbours. Shops and businesses are usually open from 9 am to 1 pm, close until 4:30 or 5 pm for the siesta and then open again until 8 or 8:30 pm, although it has become more and more common for businesses to stay open through the traditional siesta hours. Business establishments are usually closed for a day-and-a-half per week, most often Loshdain afternoon and Soladain. In general, the nightlife in Belcadiz is quite intense, the bars and dance halls staying open long past midnight. In summer, they often stay open until at least 3 or 4 am. In Nuevo Alvar, there are many places that stay open until dawn, or later.

Visitors who can afford top-of-the-line accommodations may want to stay at the paradores. Paradores are a small group of government-run hostels, very popular among the Glantrian nobility because of their fine atmosphere and excellent Belcadiz hospitality. In many cases these are restored castles or other historic or scenic sites.

For the foreign merchant, or even the casual shopper, Belcadiz has a long tradition of making high quality leather goods, clothing, embroidery and lace, jewellery (especially gold and silver), blown glass and wonderful, unique pottery. Other items to look for include antiques, the famous porcelains, and musical instruments (Belcadiz guitarras are world famous).

Festivals
The best way to get to know the inhabitants of Belcadiz is through their festivities. If there is something in the Belcadiz character that makes it stand out, it is their particular feeling for a feast and their way of celebrating it. There is hardly a free day during the year, and particularly much to choose from before and after harvest time. Each village has its own feast, whilst other cover the whole of the principality. A list of the most important festivals of the year:

Monster Hunt. The days leading up to the Glantri City Monster's Fair (Vatermont 14-18) are filled with hunts in the Belcadiz woods and hills for exotic creatures and raucous feasting afterwards.

Carnival. The carnival takes place around the Vernal Equinox, as it precedes the planting season. There are some celebrations in most towns and cities, if not a procession then an evenings entertainment in the municipal hall and the election of the "Carnival Queen." The Carnival at Fedorias is one of the most dazzling and elaborate of those celebrated in Belcadiz. Other outstanding Carnival celebrations are those at Rota, Vega, Medina, and Nuevo Alvar.

Semana de la Senora - also known (for wider, non-religious, Glantrian consumption, as Spring Fair) is the most outstanding celebration, with beautiful processions and images of venerated Immortals that are taken through the streets amid popular devotion. The different fraternities responsible for these processions in each town represent the social and professional sectors. The most outstanding holy week processions are in Nuevo Alvar, though the spectacle is worth seeing in any town or village.

Xeres Horse Fair. In Yarthmont, the town of Xeres holds its Horse Fair, where the best horses of the whole area are on show; Glantrian nobles from every principality are seen at the fair, bargaining for the finest elven steeds.

The Patio Contest (5th to 15th Yarthmont). A competition to find the best florally decorated private court yard in Nuevo Alvar.

The Rocío Pilgrimage. Towards the beginning of Klarmont, El Rocio pilgrimage each year assembles nearly one thousand people in a small hamlet where, since 280, an image of La Senora del Rocio (Lady of the Dew, believed to be an aspect of either Valerias or Calitha) has been venerated. Pilgrims on foot, on horseback or in carts and from all over Belcadiz transform the scenery of the area into a landscape full of colour and animation.

Summer Ferias. Every town and village in Belcadiz has its own feria, or fair. A traveller with much stamina could spend the summer following them. The 'day fair' takes place it the streets of the town itself. Tables and chairs are set up and the bars serve food and drink in the street, music plays from every corner. People of all ages sing and dance. Guests are always welcome. The night fair is usually in the recinto ferial just outside the town, with much the same activities, lasting late into the night.

Feria de Toros (Felmont 14). The Belcadiz release bulls into the streets of Nuevo Alvar and prove their bravery by running with them. Elves abroad in Glantri City spend the day partying and hunting down monsters in the city's canals.

Bullfighting. Year after year, art, festivity, ritual and technique meet, from Flaurmont to Sviftmont during the bullfighting season. The most important ones take place in spring, coinciding with the larger fairs. (See below for more detailed information on bullfighting.)

Grape Harvest. At the end of Fyrmont and beginning of Ambyrmont, when the grape harvest starts, there are feasts in all the wine-producing areas. The best known are those of Montilla and Xeres.

11th Eirmont is when pigs are traditionally slaughtered in rural towns. The feasts organised for the occasion are eminently gastronomic affairs.

Winter Solstice Eve is the quietest evening of the year in Belcadiz (aside from, in recent years, the eve of the Day of Dread). Even most of the bars are closed. It is an evening reserved for a family dinner and gift-giving among relatives and friends to commemorate the past year.

Verdiales Music Festival in Nuevo Alvar, on 26 Kaldmont. Musicians from local villages wearing a distinctive dress and unusual flowery headgear compete in a traditional music contest. (This festival, until AC 1010, was held on the evening of 27-28 Kaldmont, as a year's-end celebration.)

Bullfighting
Bullfighting is certainly one of the best known Belcadiz popular customs. Bullfighting has a long history in Belcadiz culture, as bulls played an important part in the religious ceremonies of "Los Viajeros" (see the History of Clan Alhambra for details). The origins of the Plaza (bullring) probably are not the Oltec ball court/amphitheatres, but rather the Destrezan temples where those ceremonies of otherworldly origin were held. While the religious significance of the bull goes back to Los Viajeros, it was the later Eastern influences that converted it into a spectacle. During the fifth and sixth centuries it was customary for the aristocracy to torear on horse's back. This was called suerte de cañas. In 8th century this tradition was more or less abandoned and the poorer population invented the bullfight by foot. Romero de Belcadiz was a key-figure in laying the rules for that new sport.

To its fans, La Corrida is considered an art rather than a sport, about the passion and challenge of man fighting against beast. It is an archaic tradition that has survived as a monument to the strength and spirit of the Belcadiz.

A corrida starts with the paseillo, with everybody involved in the bullfight entering the ring and presenting themselves to the public. Two alguacilillos, on horseback, direct themselves to the highest-ranking official there and symbolically ask for the keys to the puerta de los toriles, the door leading to the bulls. When that door is opened and the first bull enters the ring, the spectacle starts. It consists of three parts, called tercios, separated by horn-signals. There are three toreros (bullfighters) in each corrida, and each will have to torear two bulls. In the first tercio the bullfighter uses the capote, a rather large cloth in bright purples and yellows.

The second part is known as la suerte de banderillas. Three banderilleros have to stick a pair of banderillas into the attacking bull's back.

In the final suerte suprema the bullfighter uses the muleta, a small red cloth. He has to show his finesse, his mastery of the bull, and establish a symbolic symbiosis between man and beast. The corrida finally ends with the torero killing the bull with his sword.

Flamenco
Flamenco is a genuine Belcadiz art. It exists in three forms: Cante, the song; Baile, the dance; and Guitarra, guitar playing. The Dom (who have always been welcome in Alhambra lands) are very often named as its fathers, and while this is not entirely true, it is certain that the Dom played an important part in flamenco's creation. But the popular songs and dances of elven culture have also influenced Flamenco considerably.

The first written reference to Flamenco appears in 474. Its cradle was most probably the place where, between 485 and 560, the first Flamenco-schools were created: Nuevo Alvar and the Dom-influence village of Triana. In this epoch Flamenco dance started to establish itself firmly as a staple of fashionable dance halls and festivals. Early Flamenco seems to have been purely vocal, accompanied only by rhythmical clapping of hands, or toque de palmas. It was left to dedicated composers to introduce guitarra to the style. During its Golden Age (650-720) Flamenco was developed in the capital's numerous music cafés (cafés cantantes) to its definitive form.

While Flamenco remains popular in Belcadiz to this day, most elves feel that the art's "heyday" has passed. Co-opted by foreign musicians, Flamenco has taken on a new, worldly, influence that traditionalists abhor. But the art, being such a part of Belcadiz life, will not die, but will instead likely enjoy a resurgence of popularity among elves desiring to "reclaim" it, after its popularity among humans has faded.

Food and Drink
by Eldram Henries, a traveller from Fenswick
Belcadiz food? Hmm...well, so few small Belcadiz towns have proper restaurants that are up to much anyway - what people do here when they want to eat out is order tapas. Tapas are the tasty tidbits you are always served free with each drink, one of the nicest things about travelling here! When you want to have a meal, you simply take a table and order a ración (portion) of the various tapas. Usually a few raciones plus a dish of salad and bread will do a hungry couple very nicely. The custom here is for everyone to eat from the same dishes by jabbing what they want, elven style, but if you ask for individual plates they'll be brought to you. Most taverns offer a variety of tapas, including sautéed mushrooms, marinated olives, fried fish, chunks of delicious domestic cheese, and sausages simmered in sherry. And then there are eggs. The Belcadiz eat a lot of eggs, but not boiled - they either fry them (huevos fritos) or make a tortilla, which is similar to an Averoignian omelette, with potato and onion. Ham is the great delicacy here, but not the cooked kind I was used to. The local cured variety is called jamón serrano, mountain-cured ham. Try a bit to see if you like it, it's delicious but takes getting used to; the elves like it on the pink, raw side, but in the cities you can get the more cured varieties. Ideally, jamón should be a little sweet, rather than salty. There are also several varieties of pork sausage, mainly chorizo (spicy and tender) and salchichón (drier and very similar to Caurenzian salami). Beef is something of a luxury here and called ternera, which means veal although real baby veal is unknown. You can get lamb chops in most eating places: chuletas de cordero. They mercilessly over-fry them, too much for my taste.

As for wines and beers, white wine is vino blanco, and red is vino tinto, and despite the popularity of whites in the rest of the Principalities, red is the way to go here in Belcadiz. The elves are known for their red wines, especially the fine, aged varieties, labelled as gran reservas. The elves don't usually drink sweet sherry, although it can be found. The favourite is the dry, pale variety, and if you want a glass just say un fino. Most restaurant-bars will prepare you a sangría, but a less sweet and much more refreshing drink is the very popular vino de verano (summer wine) which is simply cool water and red wine.

In these parts bars sink or swim here not on the quality of their drinks, but on the quality of their tapas, which should be hot, and different for every round of drinks. Listen to the barman shout to his wife in the kitchen: "Tres segundas" (three seconds) or "Cuatro primeras" (four firsts) - they have the various tapas of the day numbered so that you can have 5 or 6 drinks without getting the same thing to munch on.

Another of the great treats in Belcadiz - gotten anywhere, not just at tapas bars - is the pan con aceite. A roll is nicely toasted in two halves and then spread with crushed fresh tomato pulp and olive oil, and a light sprinkling of salt. It sounds terrible, but once you try it you never want anything else! 

Religion in Belcadiz
What's that?
That's right, Religion in Belcadiz.

When Los Viajeros came to the Savage Coast (see my timeline), they brought with them a firmly-established religious tradition. This religion centred around a goddess of passion, emotion, beauty (and lust), who governed the fickle fertility of Nature as well as the chaotic whims of the heart. Also important in that faith was the Goddess's consort, the Horned One, represented by a charging bull. Both the Goddess and the Horned One were venerated at bacchanalia-like rites involving ceremonies, feasting, and even orgies. The Belcadiz love of bullfighting proceeds from the religion of Los Viajeros.

After fleeing the remains of their home world, Los Viajeros came to Mystara and intermarried with the elves of what is modern Torreón. Cut off from the graces of their Goddess and her consort, they were "adopted" by Valerias, who took upon herself the portfolio of the Goddess and her many aspects. The native Mystaran elves of this clan were offshoots of Ilsundal's Sylvan emigration. They were familiar with the faith of Ordana (Ilsundal was not yet an Immortal when they broke with him, citing his "arrogance," and they would never in the future adopt his faith.), though largely not devout. Eventually, all of Clan Destreza worshipped Valerias.

The Destrezans retained their religion despite human contact until the coming of the foreign elven cleric Tydwal in the third century BC. Not wanting to fight a religious conflict (and, indeed, on the brink of civil war), the devout of Valerias (over a third of Clan Destreza) fled the Coast, and eventually settled in what is modern Belcadiz, becoming Clan Alhambra. In their journeys, they learned of "new" elven patrons, such as Calitha and Mealiden. Mealiden was already badly viewed (as a follower of Ilsundal the Arrogant), and the fact that the Alfheim, his people, treated the refugee Destrezans badly didn't help matters. A small minority of the elves took to Calitha as an elven water Immortal; she is worshipped today as the Lady of the (fill in the appropriate body of water).

The elves continued their long religious tradition in the north, until the Light of Rad ratified and extended the old Flaemish Council of Lords' decree against clerical magic, extending the privilege of spellcasting only to mages, on pain of death. Unwilling to set off another lengthy civil war (the Forty Years' War was still a vivid memory), Prince Ralondo bowed to the wishes of the Council of Princes and decreed clerical magic and the proselytisation of religion illegal in Belcadiz. This ban was never fully enforced, at least until foreign adventurers, agitators, and bounty hunters took it upon themselves to persecute priests not only for spellcasting, but for celebrating their faiths at all. Except for veneration of Rad (the only tolerated state religion in Glantri, which enjoyed a subsequent popularity in Belcadiz), religion went underground in Belcadiz.

However, religious worship was never outlawed. And so the elves of Belcadiz, albeit in drastically smaller numbers than before, still gathered in their Temples for services. And today, since the ban was partially lifted after the Wrath of the Immortals war, religion is regaining lost ground. Ancient rites are still observed on holy days. Assaults against clerics in Belcadiz are not tolerated; they are punished as any other assault against a commoner (priests, by law, cannot be nobles). Princess Carnelia is a devoutly religious woman; although she makes a show of attending the local Temple of Rad, priests of Valerias advise her privately on matters of faith. 

La Centinela
[image: image1.jpg]



Mother House, New Alvar 

The old man stretched to put the folder of documents on the high shelf. Everything in its proper place, he thought, with a glance down the long wall of shelves, piled high with files and bound tomes.
The shuffling of his shoes on the stone floor as he stretched on tiptoe disguised the creature's approach. A sharp, sudden thud, the slump of the old man's body to the floor, a hiss of satisfaction followed close on one another. A hideous smile on its cracked, parted lips, the creature brandished one long, sharp claw and bent to its bloody task.
At last completed, it bent to the file, which had fallen open at the old man's feet, individual papers fluttering to the ground. A thin, forked tongue slithered out of its mouth and wet a bloody fingertip. The creature began to read. . .


La Centinela ("the watcher," or "the lookout") was secretly founded in 580 BC by Don Maximiliano Ugarte de Camillo, an elven noble of Clan Destreza (modern-day Torreón). Don Maximiliano was alarmed by the sudden, recent dark turn of the nearby Nithian colonists' magical research, and wanted to keep an eye on the wizards' activities. The first members of the order were elven wizards, who were picked by Don Maximiliano for their knowledge and their ability to determine whether the dark Nithian magics posed a threat to the elves. The six wizards reported directly to Don Maximiliano, and met monthly in that noble's study. The members vowed to be ever-vigilant, but to only observe the wizards' activities. Don Maximiliano realized that while his group might be able to gather enough information to help the elves guard against a Nithian attack (were that ever to happen), they were certainly not strong enough to intervene in the colonists' evildoings.

In 500 BC, the Nithian colonists mysteriously vanished, and all memory of them was wiped out by the Immortals. The mages of La Centinela suddenly found themselves without purpose. They recalled that they had banded together to protect the elves from evil, although none of them could say exactly what that evil was. They did, however remember that they only watched, and recorded, the activities of these evil beings - never intervened. One elf, Don Narciso de la Rosa, became convinced that this fact was the key to the mystery of why the members could remember nothing of their original mission. Over time, he convinced the others that a servant of Entropy had decided that La Centinela knew too much about his plans, and so erased their knowledge of him, along with their files and any evidence they had collected.

Convinced that Don Narciso was right, Don Maximiliano ordered that the members of La Centinela begin an in-depth dossier on the activities, known contacts, and personal goals of every servant of Entropy they could find. From necromancers and witches to liches and vampires, La Centinela focused on gathering every bit of information about the "Dark Side" it could get its hands on. Don Maximiliano's reasoning was that only by constantly striving to uncover the activities of the forces of Evil could La Centinela avenge the loss of their original mission (and their memories). It was during this period that the motto of La Centinela became, "Only through Enlightenment can we banish the Dark."

Over the next three centuries, the Centinela archive grew into a formidable (and still secret) archive of the servants of Evil. Don Maximiliano died (suspiciously) in 405 BC; eventually, leadership of La Centinela passed out of the hands of the original group. Members became more daring, pushing the envelope of the definition of "non-intervention"; they quietly acquired magical items and even a few artifacts which had belonged to the Enemy, and were known to discourage young magical apprentices who had been approached by necromancers.

In 220 BC, one member, Pedro Ribera, travelled to a small human community (in modern-day Eusdria) to investigate a man who was about to be executed for murder. The villagers testified that the murderer had always been a quiet hedge wizard, but about six months previous had begun to experiment with the black arts. As his studies progressed, strange things began to occur in the village: first, strange lights and sounds were observed at his cottage. Then, all the livestock died of a mysterious plague. Finally, people who had wronged the wizard in any way, great or small, began to disappear. The townspeople acted, and accused the man. His accusers died that very night, although he was still imprisoned. Pedro received permission to visit the man in prison. He sat silently staring at Pedro. As the investigator turned to leave, the man spoke: "I will remember you."

The townspeople were determined to go through with the burning. As the wizard died screaming, Pedro Ribera saw a dark form exit his body through the mouth. None of the other townsfolk seemed to notice. Pedro watched as the form flew up into the air above the pyre, hovered there, and then streaked back down and immediately into the body of a young woman at the edge of the crowd. He tried to rush over to the girl, but she slipped away. He hadn't even gotten a good look at her.

Pedro wrote his account of the incident as he sat in a local tavern that night, eavesdropping on the locals' conversation and flirting with the bar maid. The other customers later recalled seeing Pedro set down his tankard, already choking and turning red as he reached out to the serving wench. The poor girl must have been in shock, for she did nothing to help him, just stood and stared.

The Centinela member who retrieved Pedro's journal from the barkeep found an unsettling message scrawled at the bottom of Pedro's last entry: "Who watches the watchers?" Alarmed, and trying to ensure at least a minimal amount of safety for his charges, the precept ordered no further contact between members and the subjects of their investigations. From then on, no Centinela member would be permitted to interview suspects, or to actively try to deter people from turning to Entropy.

Reduced, essentially, to a society of scholars, La Centinela during this period became an archive of the arcane. Its strict policy of non-interference became ingrained in the organization, a staunch neutrality that would soon split the organization in two.

During the period of civil unrest in Clan Destreza lands, Centinela members uncovered a tie between Tydwal (head of the occupying religious faction) and the forces of Entropy. Tydwal's tyrannical rule was tearing the Clan apart; these Centinela members planned to expose the cleric's ties to the Dark Side and thus destroy his power base. But Centinela elders refused, upon pain of excommunication, to allow the members to intervene. Their stubbornness caused a great schism in La Centinela.

Nearly half the members - mostly in the lower ranks - called for the elders to take action. They derisively called the neutral/passive faction "La Atalaya" ("the watchtower," likening the elders to immovable stone). In flagrant violation of orders, they planned to not only expose Tydwal, but to bring him down.

But, before they could put their plan into action, nearly a third of Clan Destreza decided to leave their ancestral lands, to seek a place where they were free to worship as they pleased. Many of the breakaway Centinela faction also wished to go; the debate over the faction's course of action paralysed it. Meanwhile, Centinela elders took advantage of the faction's weakness to expunge the order of the "corrupted" element. All the dissenters were excommunicated; a few higher-ups, who possessed knowledge of sensitive Centinela secrets and/or access to the organization's vaults and archives, disappeared altogether.

This action galvanized the remainder of the dissenters. Horrified by the brutality of the purge, they fled Destreza lands with the other refugees.

Once the new clan settled in the Vesubia river valley, the ex-Centinela faction pondered their next course of action. The highest-ranking member to survive the Purge, Xavier de la Iglesia, called a convocation of his "brothers and sisters." In the year-long congress, members passed a number of resolutions. First, they denounced the actions of the main group and declared that their excommunication was invalid. Thus, they remained Centinela members, albeit of a separate and independent branch. This branch would not shy away from contact with the subjects of its investigations; in fact, it would actively seek out and destroy servants of Entropy, as well as keep an eye on strange magics and incursions of alien beings. Finally, this branch would always place the interests of its people (the Destrezan faction which would become known as Clan Alhambra) above the interests of the organization itself, no matter the danger to the members. Members would be known as Brothers or Sisters, to emphasize their kinship with the organization and its ideals.

Since that time, the New Alvar house of La Centinela has continued its investigations of servants of Entropy. It has amassed an archive of files and artifacts to rival that of the original house. However, their biggest accomplishment is that they have, for centuries, kept the forces of Evil (especially vampires) from threatening Clan Alhambra. To this end, the Centinela leadership has packed the Brotherhood with not only investigators and mages (as did the original organization), but also undead slayers, spies, diviners, paladins, fighters, clerics, and even assassins. Most of these are not full Brothers, but are hired by La Centinela; they are known as "Los Cazares" ("the hunters"). The current head of the organization is a priest of Valerias (although this is unknown to Glantrian officials, Princess Carnelia is well aware).

Whenever PCs investigate the activities of evil beings within Glantri, it is likely that a Centinela Brother or Sister, or one of Los Cazares, will cross their path. If the PCs are hunting a powerful vampire or lich, for example, a Centinela hireling may offer to join the party. Should one of the PCs become known as a slayer of Entropy, (s)he may be approached by a Brother to become a member of La Centinela.

Membership in La Centinela is "by invitation only." Characters may not petition for membership unsolicited. If they are asked to join, they will start out as an Initiate, for 1d4 years. Initiates know next to nothing of the organization, and do not know who the elders are. Their only contact with La Centinela is through a mentor, who is a full Brother or Sister.

Only after an Initiate proves himself will he be inducted as a full member, a Brother (or Sister) of La Centinela. Brothers learn of the structure and goals of the organisation. As they prove their loyalty through years of service and unswerving obedience, they gain access to the Brotherhood's files and archives, to better aid them in their research and hunting. They learn the identities of the elders, as they become trusted members.

There are six elders in the New Alvar motherhouse. The elders are charged with carrying out the will of the Precept, and with overseeing the Brothers and Initiate. They must approve all offers of membership before the person is approached by a Brother. They have sole access to the most sensitive files of the Brotherhood, and only they (and the Precept) know the location of the hidden, confiscated magic items and relics the organization has obtained through the centuries. Finally, of all the members of La Centinela, only the elders know the identity of the Precept.

The Precept is supreme head of the Brotherhood. Only the elders and the current ruler of Belcadiz know his identity. It is known, however, that the current Precept is the hand-picked successor of Xavier de la Iglesias, and that he is a high priest of Valerias. The precept's identity is kept hidden because he is a much-sought target of the organization's enemies. Should the Brotherhood ever be successfully infiltrated by a servant of Evil, that invader would have to reach Elder status in order to endanger the Precept. This is highly unlikely, as precautions. . .

. . .Yessss, highly unlikely, indeed. . .the being hissed, as it shrugged itself into the Elder's skin as if it were donning a robe. A few magical adjustments and it was as if it were born in this skin.
Letting the thin sheaf of parchment fall of the bloodstained floor, it stepped over the skinless mass of tissue and climbed the steps of the archive to the main floor above. . . 

Carnelia de Belcadiz y Fedorias

Princesa de Belcadiz, Marquesa del Alhambra, Virreina de Monteleone, Chamberlain of the Land, High Mistress of Wokanism 

Carnelia Maria Juanita Aguierre de Belcadiz was born in 820, the second child (and only daughter) of Don Ralondo de Belcadiz and his wife, Leontina. Born at the height of the Forty Years' War, Carnelia and her brothers' (Hippolito, born 812; and Diego, born 825) earliest years were spent hidden away in the safest depths of Alhambra with their mother and her ladies, as her father battled the armies of Halzunthram.

In 829, Halzunthram was captured, and the war finally came to an end. King Alfonso, Carnelia's grandfather, remained in the capital to represent elven interests in the new government. But Don Ralondo came home, and was reunited with his family. Carnelia's youngest brother, Ricardo, was born in 833.

Carnelia grew up a happy, if somewhat spoiled, child, at Alhambra. Her father's favourite, she often travelled the land with him, learning of the history of her people and their traditions. Don Ralondo was a learned elf, more interested in art, architecture, and music than in politics or warfare. He passed his love of these things to his daughter. From her mother, Carnelia learned the value of listening, and how to get her way through words and charms, rather than aggression.

In 858, the wizard-nobles of Glantri established the first Principalities, with their rulers given the title of Prince. Offended by what he saw as being double-crossed by the other Glantrian rulers, King Alfonso abdicated to Don Ralondo rather than accept the lesser title of Prince. After considering the matter, Ralondo took the title of Prince (mostly to keep the peace), and the Elven Principality was born.

Carnelia has only troubled memories of the years after the creation of the Elven Principality. The little elf girl watched as her father's pacifistic, scholarly spirit was crushed beneath the weight of the mantle of rulership. Internal strife (mostly caused by Erewan rebels) filled his days, and he became too distracted, and too cross, to spend time with the children.

Finally, in 883, the Erewan situation came to a tragic head. A delayed-blast fireball set by Erewan terrorists exploded at Alhambra, killing a number of the family's servants and injuring Leontina severely, causing her to miscarry. Carnelia and her brothers were sent away for their own safety; Carnelia went to live with her aunt Yolanda at Satolas. Meanwhile, the Elven Principality was dissected, creating the separate Principalities of Belcadiz and Erewan. Carnelia never forgave the Erewan for their treachery.

The years at Satolas were happier than those preceding, and all too brief. Carnelia learned the art of magic from Yolanda and her husband, Don Fernando de Casanegra. Somewhat of a free spirit, Carnelia raced away the hours not spent learning on the back of her favourite elven steed. She was rumoured to make appearances at ferias, dressed as a commoner. The elves, pretending not to recognize the adolescent, fell in love with her. Carnelia also, during this time, was introduced to the Secret Craft of Wokanism by the High Mistress, her grandmother (Leontina and Yolanda's mother) Juana.

In 892, word came from Alhambra that Prince Ralondo had suffered a bout of illness, no doubt brought on by exhaustion. The Prince recovered, but thereafter recognized the need to have a named heir, in case the unthinkable did occur. Hippolito, though still young, showed no talent for rulership; he was brash and cruel, and cared nothing for his people. Diego was too young, and showed more interest in his fighting skills than in learning, but would grow up; Ralondo chose Diego. Leontina, privately, convinced him, however, of Carnelia's competence. She was proving to be adept at magic-use, and was charming and diplomatic. And she truly cared for Clan Alhambra. Ralondo considered the matter a while, but ultimately chose Carnelia. She would be the first female ruler of their clan.

Carnelia must marry, declared Prince Ralondo. A flurry of suitors were presented to the young heiress. Only one, a dashing adventurer nearly twice her age named Armando del Rio, caught her eye. But Ralondo preferred Miguel de Fedorias, a decorated military officer from a distinguished family. Carnelia was frightened of Miguel, a cold elf with ambition flashing in his eyes, but Ralondo thought he would make a better ruler than the introverted Armando. Carnelia was married to Miguel almost immediately.

Miguel was kind, though impatient at any reminders of his wife's youth (he was 220, she only 72). He befriended her, and spent time teaching her the rapier and tactics of war. Carnelia warmed to him, though she could never love him. Their first child, Miguel ("Miguelito"), was born in 894. Maria followed in 897.

Although she was growing comfortable in her marriage to Miguel, Carnelia still longed for happiness. She grew closer in her friendship with her old suitor, Armando del Rio (now a married man). The two began an affair of the heart that could only have disastrous consequences for both, should it be discovered. Fortunately, Miguel - away most of the time with his Krondaharan mistress - never suspected, and Armando's wife was resigned to the affair. Miguel and Carnelia welcomed Sancho in 901; the disinterested husband did not see that the child's eyes were not his own.

Things continued in this way another two decades. Miguel was oblivious, caught up in his own affairs. Carnelia was blissfully happy, spending nearly all her private time with Armando and their son, Sancho. Armando never lost his love of adventure, though, and occasionally left on some daring quest.

The unthinkable happened in 928. Armando was killed in the mountains while hunting a rogue dragon named Varax. Carnelia, only 108 years old, was devastated. But she could not mourn publicly, and so she locked herself away for nearly a month. Miguel, perplexed, finally listened to the rumours swirling around him: Carnelia, Armando, Sancho. He left without even confronting her, stopping only to disown Sancho. From that day on, Carnelia and Miguel were married in name only - Miguel's ambition would not allow him to divorce her, and lose his chance at ruling as Prince.

Carnelia eventually emerged from her mourning a stronger woman. She recognized that she was better for having loved Armando, even through her pain. Steeling her resolve, she vowed never to let Miguel rule in her name. She spent every day with her father, learning the ins and outs of ruling. She sat in on Parliament sessions, gauging the dynamics of Glantrian politics. She honed her magic skills, and eventually took over the Craft of Wokanism upon her grandmother's death in 975. During this time, Carnelia also (secretly) sponsored the education of Armando's eldest son, Armando, at the Great School of Magic.

In 987, Miguel and a group of his adventuring friends disappeared while exploring a hidden ruin in the Colossus Mounts. Carnelia shuddered at the similarities to Armando's death. Search parties turned up nothing again and again, save a bloody piece of broken sword, and finally the party was given up for dead. Publicly, Carnelia mourned Miguel, but deep inside she was relieved at never having to engage in a power struggle with him. When her father offered to find her another husband, Carnleia refused.

Three years later, the unthinkable happened: Prince Ralondo was killed in a magical duel. Efforts to raise him failed. Carnelia, at the age of 170, was confirmed as ruler of her clan and Princess of Belcadiz.

Through the years, Carnelia has earned the love and respect of her people. She does nothing which is not in their best interest, even if it means evoking the wrath of the Council of Princes. Her strength of will is legendary, and rare is the person who can resist her charming gaze and convincing voice. She has a reputation for honour and mercy, although rumours abound of terrible things befalling those who cross her.

Carnelia is a small elf woman, still in the prime of her life, with dark, curly hair, and dark eyes. She possesses a beauty rare even for an elf. Those who encounter Carnelia at one of her legendary parties are sure to be enthralled by her quick smile and throaty laugh, but those who encounter her at work in the capital are just as likely to see a fit of temper (equally legendary). Carnelia usually wears lace-covered gowns in the Belcadiz style which accentuate her hair and complexion. When readying for combat, she dons dark brown pants, black boots, and a white blouse, strapping her rapier and wands to her side with a characteristic red sash.





Carnelia de Belcadiz y Fedorias (20th level Enchantress/14th level Fighter/Wokani of the Fifth Circle):

AC: 5 (ring +5), hp 70. STR 12 DEX 16 CON 15 INT 18 WIS 15 CHA 18. AL LN. Damage (by weapon or spell):
Rapier +2 (Weapon Grand Mastery) - damage 1d6+7/1d8+7

Non-weapon Proficiencies: Languages (Belcadiz, Thyatian, Averoignian, Krondaharan), Read/Write, Riding, Etiquette, Spellcraft, Spellflash, Blind-Fighting, Diplomacy, Herbalism, Local History (Glantri)

Special Attacks/Abilities:
Wokani Abilities: Brews and Philtres (3/day), Silver Tongue (3/day), Doll Curse (2/day), Wokani Charm (2/day), Spellbinding (1/day), Wokani Curse (1/day), Shape Change (1/week), Mortal Dominion (1/month);
Racial Abilities: 90% resistance to sleep and charm spells, +1 to attack with bow or long-sword, surprise bonus, 60' infravision, find concealed doors;
Weapon Grand Mastery (rapier).

Known Magical Items: Ring of protection +5/+2 to saves, ring of human influence, wand of frost (32 charges) wand of illusion (27 charges)

Spells:
Level One: Charm person, Sleep, Divining rod, Empathy, Filth's bane, Spirit of servitude
Level Two: Forget, Scare, Ray of enfeeblement, Enter dream, Bind, Finery and freshness
Level Three: Hold person, Empathic link, Bewilder, Battle curse, Calm, Suggestion
Level Four: Confusion, Emotion, Enchanted weapon, Magic mirror, Sleepwalking, Seduction IV
Level Five: Chaos, Feeblemind, Mind fog, Bestow enchantment, Sleepless curse, Darsson's music box
Level Six: Eyebite, Geas, Mass suggestion, recharge, Weapon return, Cathala's compulsion
Level Seven: Steal enchantment, True name, Control lycanthrope, Curse of forgetfulness
Level Eight: Mass charm, Block advancement, Antipathy/sympathy, Binding
Level Nine: Dismind, Virus charm, Mylsibis's arcane contention 

Belcadiz NPCs
Celestina de Rosas
Celestina is a mid-level priestess at the Temple of La Señora del Valour (Lady of Valour), the main temple of Valerias in the Principality. A dedicated and devout young elf, Celestina came to the Temple after a childhood spent in a home dominated by her cruel, austere aunt. After one final night of strife in her 101st year, Celestina ran away to Nuevo Alvar. Cold, hungry, and desperate, she stumbled into the brightly-lit Temple in the middle of a dedication service. She was awed by the strong devotion of the priests and followers alike, and the powerful chants and passionate invocations awakened a yearning for such feelings in her suppressed heart. Tears in her eyes, Celestina approached the high priest after the service and petitioned to be admitted as an acolyte. Since that night, Celestina has rapidly risen through the ranks of the priesthood; she is not particularly ambitious, but rather feels driven to pursue higher and higher levels of emotion, beauty, and pleasure.

In the past year, the high priests have been pleased that Celestina has expressed interest in attending state functions with them (as their aide). She has excelled in her court etiquette to the extent that she has even been invited to attend the Princesa privately with them.

But there is a darker purpose behind Celestina's interest in affairs of state: Celestina is a spy. Lured into the treacherous Thyatian intelligence circle by her lover, Thyatian ambassador to Glantri Antiochus Dragases, Celestina gathers sensitive information on Princess Carnelia when she attends on the Princesa with her superiors. She is terrified of being caught and expelled from the order, but has experienced dreams of such powerful sensuality and pleasure involving Antiochus that she is convinced she is somehow serving Valerias in her treachery. After all, Valerias is a patroness of Thyatis as well. . .

Celestina is a young Belcadiz elf, with long, dark hair and scintillating black eyes. Her beauty is exceptional even for an elf maid of her clan. She speaks in a low, sensual voice, and weighs her words carefully. She is quick to smile, quick to laugh, and quick to seduce the unwary. Celestina is often seen at duels, especially those being fought over affairs of the heart.

Celestina de Rosas (ef C7 of Valerias): AC 10, hp 28, STR 8, DEX 12, CON 12, INT 13, WIS 10, CHA 17. AL CG. Dmg 1d4+1 (dagger +1). Spells: Note: Glantrian clerics will only use their spells if they are certain of not being detected.
Level One - Bless, Command, Ceremony
Level Two - Charm Person or Mammal, Detect Charm, Enthral
Level Three - Magical Vestment, Prayer
Level Four - Tongues


Don Cristobal Narciso Mendoza
Son and heir of a minor Belcadiz noble, Narciso (as he likes to be called) is the life of the Nuevo Alvarran social scene. A preening socialite, Narciso is always "in the right": the right clothes, the right crowd, the right events. Although he trained at the Great School of Magic as a young elf, Narciso ran away from home after an argument with his father when he was 120. After years spent on his own in Darokin, living hand-to-mouth as a labourer, he finally came home. His contrite father showered him in luxury, and Narciso has not lifted a finger since.

Despite his outlandish appearance, however, Narciso is no fool; his story of his years of labour in Darokin are a lie, meant to hurt his domineering father. Narciso, not wanting to follow his father into politics, ran away to become an adventurer in the steps of his famous cousin, Saul Mendoza (see the Magical Items section of this Gazetteer). He had a successful career, and once even helped slay a black dragon in the Silver Sierras.

Narciso secretly spends many of his nights not "party-hopping" (the chaotic nature of which gives him a perfect cover story), but riding with Don Diego de Belcadiz, the Princesa's brother. Don Diego is the masked hero "Manuel," who travels the Belcadiz countryside in defence of the lower classes. He has been known to rob corrupt officials and return the money (usually extorted funds) to the poor. Narciso became Diego's partner years ago, after defeating "Manuel" in a midnight duel and ripping off his mask. Narciso's alter ego is "El Oscuro" ("the Dark One"), a black-clad avenger of the downtrodden.

Narciso is a dashing young elf with curly black hair and a quick, impish smile. He is always seen out and about in only the most fashionable attire from Glantri City. In his guise as "El Oscuro," he dresses in black leather from head to toe, hiding his identity with a heavy back mask.

Don Cristobal Narciso Mendoza ("El Oscuro") (em F10/M7): AC 9 (ring +1)/7 (as El Oscuro; ring +1, leather), hp 60. STR 13, DEX 16, CON 12, INT 13, WIS 15, CHA 14. AL CG. Damage by weapon, 1d6+1 (rapier +1), or spell.
Spells:
Level One - Filth's Bane, Draw Forth the Truth, Remove the Instrument of Death, Magic Missile
Level Two - Finery and Freshness, Rope Trick, Speed
Level Three - Torrent of Death, Fireball
Level Four - Strike of Doom/Eluding the Death Blow




"L'égaliseur"
"The Equalizer" is a master assassin from Nouvelle Averoigne. His real name is Abelard Fouquet; he is a distant relation of the d'Ambreville family. Fouquet is a master of disguise and intrigue. He is also an expert at brewing poisons, having apprenticed long ago at the alchemists' craft. However, should he not be able to get close enough to his quarry to deliver the lethal dose, Fouquet is just as capable with the dagger or crossbow. Unlike most assassins, though, Fouquet has not hardened his heart to his profession, caring only for the gold he earns. Rather, he only takes assignments which he "believes in," interviewing potential employers first as to their motivations. Only those cases about which he feels strongly will he accept. (Among those "in the know," the saying has become, "If you get him, you know you really need him.") Fouquet actually believes that by limiting his services in this way, he is doing "good," eliminating the evildoers in society who would prey on the powerless. His nickname, "the Equalizer," reflects this belief.

Fouquet is a regular retainer of La Centinela. As one of Los Cazares, Fouquet has eliminated mages (typically necromancers) and priests whom the Elders of La Centinela see as a threat.

Two years ago, Fouquet was approached by a Centinela Brother; a young woman had made contact with one of their operatives, asking for help for her home town. Bodies had been stolen from the local cemetery, and a missing person had just been found - he had been dismembered. Residents suspected that the local mage was, in fact, a necromancer, but they were afraid to confront the man. The area's lord was apathetic to the situation, and may have been under the mage's control.

Fouquet travelled to the town, and interviewed the young woman, Janelle, as well as other townspeople. The assignment perfectly suited his ideals; he took it immediately, and began to "stake out" the mage. It took time for Fouquet to learn the mage's pattern of behaviours, his habits, social schedule, and the nature of security at his tower. In that time, he also ingratiated himself to the local lord as a wealthy merchant looking to set up shop in the area. Behind the scenes, he and Janelle grew closer, and fell deeply in love. She understood his ideals and values, and even accepted his choice of profession. So immersed was Fouquet in love with Janelle that he sometimes had a difficult time concentrating on the matter at hand. But he proceeded.

Finally, the time was right for Fouquet to spring his trap. At a dinner with his "friend" the lord, he slipped a deadly but slow-acting poison into the mage's cup. When dinner was through, he went home to Janelle and waited for the inevitable news in the morning. But morning came and the mage still lived. Fouquet panicked; what had happened? Had he been found out?

Later that day, Fouquet was invited to dine with the lord. With a feeling of deepest dread in the pit of his stomach, he went. But nothing out of the ordinary happened during dinner. Fouquet arrived home to find Janelle hanging just inside the doorway, dead. The house was bathed in blood; she had been skinned alive.

Fouquet went mad with grief and rage. He killed the mage and the lord that night, and none too quickly. In the mage's tower, he found evidence that he had belonged to a society of necromancers. Fouquet swore to eliminate every last member. He has spent the remaining two years doing just that; hunting down members of Glantri's Secret Craft of Death Mastery (Necromancy).

Fouquet has recently learned, from a confidential Centinela contact, that the head of the Necromancers' society may be none other than Prince Morphail Gorevitch-Woszlany of Boldavia. The Brother, who seemed to know more than he was telling, warned Fouquet against pursuing Morphail. But vengeance burns in Fouquet's blood, and he will not be able to postpone making his move much longer. . .

Abelard Fouquet, "the Equalizer," is a human male of thirty-five to forty years. Handsome and charming, he is at home in any noble manor with his impeccable manners and knowledge of many languages. Since Janelle's murder, however, Fouquet is no longer seen in noble circles; rather, he spends his days stalking necromancers of the Secret Craft. His hair has gone grey at the temples, and dark circles fill the hollows under his eyes.

Abelard Fouquet ("L'égaliseur") (hm T20, assassin): AC 5 (ring +3, cloak +2), hp 65. STR 13, DEX 18, CON 14, INT 13, WIS 15, CHA 16. AL CN.
Damage: By weapon: 1d4+2 (dagger), 1d6+2 (crossbow, quarrels +2). Both weapons are tipped in poison, as he wishes; victim must save vs. poison or die in 1d4 rounds. A successful save equals 5d4 points of damage.
Thief Abilities: Pick Pockets 65; Open Locks: 95; Find/Remove Traps 80; Move Silently 95; Hide in Shadows 95; Detect Noise 75; Climb Walls 95; Read Languages 55; Backstab x5.
Known Magical Items: Ring of protection +3, Cloak of Protection +2, Dagger of Homing, Quarrels +2, Elven Boots, Rope of Strangling

Princess Carnelia's Dueñas
Princess Carnelia's dueñas are her closest and most constant companions. They serve not only as her chaperones, but as her ladies-in-waiting and most trusted advisors, on matters as diverse as politics and personal relationships. Carnelia has three dueñas, all of whom have been with her since her social debut and subsequent betrothal to Miguel de Fedorias: Maria, Marta, and Magdalena.

Maria de Bernaldez
Maria is the daughter of Pedro Bernaldez, a wealthy Belcadiz merchant and a good friend of the ruling family. Maria came to Alhambra when she was 92 (about 15).

Maria is a small, shy lady with black hair and brown eyes, who blushes easily. She is pleasant and friendly, though, and is good friends with a few of the other Wokani. She is Carnelia's companion in intellectual and magical matters.

Maria de Bernaldez (17th level elven wizard/Wokani of the third circle)

AC 5 (ring +5), Thac0 15, hp 50, saves (includes +2) ppd 2, rsw 3, pp 2, bw2, sp 4. Damage by spell. STR 8, DEX 15, CON 11, INT 17, WIS 13, CHA 12. AL NG.

Non-weapon Proficiencies: Languages (Belcadiz, Thyatian, Averoignian, Krondaharan), Read/Write, Riding, Etiquette, Heraldry, Spellcraft, Astrology, Dancing, Ancient History (elven).

Special Attacks/Abilities: see Princess Carnelia's Wokani (up to third circle) and racial abilities.

Magical Items: Ring of protection +5/+2 to saves, ring of human influence, wand of paralysation, amulet of recall

Spells:
Level One: Filth's Bane, Bloom, Know History, Spirit of Servitude, Drawmij's Light Step
Level Two: Finery and Freshness, Ghost Pipes, Portrait, Quimby's Enchanting Gourmet, Magic Missile Reflection
Level Three: Chastise, Drenal's Sound Barrier, Suggestion, Ward Against Undead, Hold Person
Level Four: Special Effect, Confusion, Emotion, Magic Mirror, Fire Trap
Level Five: Darsson's Music Box, Servant Horde, Teleport, Feeblemind, Spell Immunity
Level Six: Sense treason, Veil, Eyebite
Level Seven: Guardian Mantle, Teleport Without Error, Repel Undead
Level Eight: Mass Charm, Dispel Enchantment





Marta de Galdarres y Montoya

Marta is the daughter of Emiliano de Galdarres, a minor Belcadiz nobleman and successful horse breeder. She joined Carnelia's retinue at 142 (22), after her young husband, Juan Carlos de Montoya, was killed in a riding accident.

Marta is petite and slightly plump for her frame, with curly brown hair and green eyes. She is bubbly and outgoing, and enjoys socializing. She is close friends with Waira Virayana of Krondahar. She is Carnelia's companion in social and domestic matters.

Marta de Galdarres y Montoya (7th level elven wizard/Wokani of the second circle)

AC 5 (ring +5), Thac0 18, hp 25, saves (includes +2) ppd 11, rsw 7, pp 9, bw11, sp 8. Damage by spell. STR 10, DEX 14, CON 13, INT 14, WIS 14, CHA 17. AL LG.

Non-weapon Proficiencies: Languages (Belcadiz, Thyatian, Averoignian), Read/Write, Riding, Etiquette, Heraldry, Herbalism, Spellcraft, Astrology, Dancing, Singing, Musical Instrument (harp), Sewing (lace-making), Cooking (Belcadiz).

Special Attacks/Abilities: see Princess Carnelia's Wokani (up to second circle) and racial abilities.

Magical Items: Ring of protection +5/+2 to saves, ring of human influence, wand of illumination, amulet of recall

Spells:
Level One: Filth's bane, Hair, Ghostharp, Mending
Level Two: Finery and Freshness, Portrait, Quimby's Enchanting Gourmet
Level Tree: Chastise, Calm
Level Four: Cook





Magdalena de Casanegra
Magdalena is Carnelia's first cousin, the daughter of Don Fernando de Casanegra and his wife (Carnelia's aunt) Doña Yolanda. She became Carnelia's dueña at 110 (18), although the two have been close since childhood.

Magdalena is much like her cousin: beautiful, intelligent, charming, and strong, with long black hair and deep blue eyes. She is Carnelia's sparring partner, and also serves as her spokesperson at minor diplomatic functions. Magdalena also accompanies Carnelia to war when necessary; she has twice saved the ruler's life. Magdalena is rumoured to be romantically involved with Don Ricardo de Belcadiz, the Princess's brother (and Magdalena's first cousin).

Magdalena de Casanegra (5th level elven wizard/9th level fighter/Wokani of the first circle)

AC 5 at court (ring +5)/ 0 at war (ring +5, elven chain), hp 60, saves (includes +3) ppd 5, rsw 7, pp 6, bw6, sp 8. STR 12, DEX 16, CON 14, INT 16, WIS 15, CHA 16. AL CG.
Damage: (by weapon or spell)
Rapier +3/+5 versus undead (weapon proficiency; Thac0 8), 1d6+5/1d8+5
Dagger +3 (weapon proficiency; Thac0 8), 1d4+4/1d3+4

Non-weapon Proficiencies: Languages (Belcadiz, Thyatian, Averoignian, Krondaharan), Read/Write, Riding, Etiquette, Heraldry, Spellcraft, Blind-Fighting, Military Tactics, Diplomacy, Local History (Glantri)

Special Attacks/Abilities: see Princess Carnelia's Wokani (up to first circle) and racial abilities.

Magical Items: Ring of protection +5/+3 to saves, ring of human influence, amulet of recall

Spells:
Level One: Remove the Instrument of Death, Draw Forth the Truth, Magic Missile, Copy
Level Two: Magic Missile Reflection, Forcewave
Level Three: Suggestion

The Undead Slayer

A Kit for La Centinela


The Nuevo Alvar house of La Centinela actively seeks to disrupt all plans of evil beings and servants of Entropy, especially in and around Belcadiz. To this end, the Brotherhood trains many of its operatives to be Undead Slayers.

This Undead Slayer kit draws upon the kit of the same name presented in the Complete Book of Elves. I have modified the suggestions given there to fit the goals and methods of La Centinela.

La Centinela Undead Slayer 

Undead Slayers make up a large part of the lower ranks of Centinela membership. Brothers and Elders especially seek out elven initiates who are known to have hunted undead monsters, or who know a good deal of undead lore. Alternately, Elders occasionally will find a human or half-elf who is particularly sensitive to fluctuations in Negative Energy, and train him or her as an Undead Slayer. Some of Los Cazares, the henchmen affiliated with La Centinela, also function as Undead Slayers, although these do not possess Negative Energy Sense, do not learn spellcasting skills, and do not (obviously) progress through the ranks of the Brotherhood.

Role. The Undead Slayers are schooled by the Brotherhood experts in the ways of the undead. They seek to destroy undead monsters whenever they can find them, particularly in or around Belcadiz. Since intelligent undead (vampires, liches) pose more of a threat to the world than zombies or skeletons, Undead Slayers will most often be encountered pursuing one of these more dangerous creatures.

Class. Any; Undead Slayers are culled from all walks of life. Earlier class benefits are retained, except in the case of clerics defying the will of their Immortal.

Alignment. LG, NG, CG, N, CN

Weapon Proficiencies. Bonus: One bludgeoning weapon of Medium size. Recommended: Any piercing or slashing weapon, preferably enchanted or blessed.

Bonus Non-weapon Proficiencies. Blindfighting, Undead Lore.

Recommended Non-weapon Proficiencies. Ancient History, Local History (Belcadiz), Ancient Languages, Healing.

Equipment. Any material considered vital to Undead Slaying: holy water, silver mirror, sharpened stakes, holy symbol, flint and torches, earth from sanctified ground. La Centinela provides each Slayer (starting out) with a pack containing these items; restocking them is up to the character. In addition to his or her normal weapons, the character may also wish to obtain a silver weapon.

Distinctive Appearance. Most Undead Slayers have a grim, determined look - the result of the nature of their work. Slayers higher than Initiate level are veritably obsessed with death and the undead, and will be seen spending large amounts of money to learn ever more about their enemies.

Special Benefits. Centinela Undead Slayers possess Negative Energy Sense; this power allows them to sense the presence of a Negative Energy disruption within 100 yards. This greatly enhances their chances of knowing when undead are present, and thus reduces their chances of being surprised by -2. Because of the extensive nature of their training, Undead Slayers gain a +1 to hit and damage against undead foes. At Brother level, a Slayer may choose to specialize in a certain type of undead; this gains him or her an additional +1, for a total of +2 to hit and damage. Centinela Undead Slayers (not Los Cazares) also gain spellcasting ability as they advance in their craft, as well as benefits according to their station in the Brotherhood (see below).

Special Hindrances. Slayers will never turn down a chance to eliminate an undead foe, regardless of the cost to themselves - even if it means sacrificing their own lives. Such is the Slayers' hatred for the undead that they will kill even undead who have proven themselves to be good or neutral (or at least friendly to the party).

Wealth Options. Centinela Undead Slayers start out with an amount of wealth appropriate to their position in the Brotherhood; for Initiates, this means a moderate amount of gold (I suggest "comfortable" or "middle class amounts," as in the KKoA boxed set). Full Brothers are already comfortable in the wealth of the organization; the DM may choose an amount that is sufficient to maintain this standard of living, though not too extravagant. Los Cazares are mere hirelings of the Brotherhood; their Undead Slayers start with the standard amount of gold for their social class and outside profession.

Suggested Races. Elf, Half-Elf, Human. Note, however, that the Undead Slayer kit is not restricted to those races alone.

Spells. Centinela Undead Slayers are taught a few, specific magical spells to aid them in their quest. Spell progression is limited to the list below for all classes except Mage, which progresses as usual, and receives the following spells as bonus spells at the given levels.
Levels 2 - 6: Detect Undead, Light
Levels 7 - 11: Protection From Evil, Hold Undead
Levels 12 - 16: Enchanted Weapon, Enchanted Torch
Levels 17+: Destroy Undead

Progression Through the Brotherhood. A fledgling Centinela member is an Initiate for 1d4 years. During that period, he or she receives only the skills and benefits enumerated here. However, once the Initiate is inducted as a full Brother/Sister, (s)he attains a few more benefits in the battle against the undead. Brothers gain the ability to specialize in the type of undead they hunt (thus gaining an additional +1; see above). Their Negative Energy sense becomes more refined through experience, allowing them to sense fluctuations in a 200-yard radius. Plus, La Centinela is committed to aiding its Brothers in the field; the organization's mages give all Undead Slayers of Brother level an enchantment of +3 on their primary weapon of choice (one weapon only). Note: I have given no benefits here for Elder level or higher. As Undead Slayers are virtually obsessed with hunting and slaying all the undead they can find throughout their lifetimes, no Undead Slayer would accept a position as Elder (which means virtual retirement in the Motherhouse). 

Belcadiz Spells
Make Lace
Level: 2
School: Alteration
Range: 10 yards
Duration: Instantaneous
Area of Effect: 1 yard x 5 yards per level of the caster
Components: V, S, M
Casting Time: 1 round
Saving Throw: None

This spell allows the caster to magically create a particular volume of sheer lace in the Belcadiz style. The caster may specify the amount of lace desired (up to the maximum according to level of the caster) as well as the colour. The produced lace is especially attuned to accept enchantment (such as protective spells); clothing made from the lace receives a 5% bonus to their success check when enchanted. Note that this spell creates only the raw lace, not finished articles of clothing or trims, although some elven mages have expanded the spell to this use. Make Lace is a favourite of Princess Carnelia, who uses it to produce fine pink, red, or black lace for her famous enchanted gowns.

Material components are a scrap of handmade Belcadiz lace and a golden needle.

Swift Charge
Level: 4
School: Enchantment
Range: Special
Duration: Instantaneous
Area of Effect: Special
Components: V, S, M
Casting Time: 2 rounds
Saving Throw: None

This is a private spell of Princes Carnelia, used on those occasions when she must lead her elven troops into battle. Swift Charge enables a cavalry charge to proceed at 1.5 times normal speed without incurring encumbrance or charging penalties. The resulting charge is fast as a lightning strike and loud as thunder. Thus, the spell automatically lowers the morale of the opposing force by 1d4 points per banner (1d2 points if sufficiently countered by a charismatic leader or morale spells), while it gives an additional +1 to attack and +2 penalty to the enemies' AC when cast upon a force of charging cavalry.

The spell is privately held by Princes Carnelia, and is used only upon her all-elven cavalry. It affects her entire mounted force (as many as are fielded) in one large wave, regardless of position on the field of battle. The Princess must be present during the charge, though she does not need to personally participate.

The material component for this spell is one Horseshoe of Speed.

Detail
Level: 5
School: Alteration, Enchantment
Range: Caster, or by touch
Duration: 12 hours +1 hour/level of the caster
Area of Effect: Special
Components: V, S, M
Casting Time: 1 round
Saving Throw: None

The spell Detail allows the caster to add fine detail to metalwork and jewellery made from precious metals. The caster or target must have the Artistic Ability and Metalwork proficiencies.

A single metal item is selected during casting; it may be of any size, from a large bronze statue to a tiny silver ring, so long as it is made of metal. After the spell is cast, the metalworker visualizes what embellishments he or she wishes to make upon the item, and lightly touches the area with a finger. The changes take effect instantly.

Changes to the metalwork may be made or erased any number of times within the duration of the spell. Only the one, specified item may be worked upon per casting of the spell, regardless of "leftover" duration. It should be noted that Detail will decorate or "carve" metals to the height of the wielder's artistic ability, but no more (i.e., it does not increase the metalworker's talent). Additionally, the metal object selected can only be detailed, not turned into something else, cut into components, made into a weapon, or any other function the DM rules inappropriate.

This spell is becoming more popular among Belcadiz metalworkers for its ease and swiftness in detailing the region's famous sword hilts and jewellery. But older, more conservative artists scoff at this "modern" convenience, saying it corrupts their long-refined craft.

The material components of this spell are a set of metalworker's tools (which are not consumed during casting) and a pinch of fine diamond dust.

Cellar
Level: 6
School: Alteration, Conjuration
Range: 10 yards
Duration: Instantaneous
Area of Effect: Special
Components: V, S, M
Casting Time: 5 rounds
Saving Throw: None

This spell instantly prepares a large room (up to 100 square feet) to hold that liquid which the Belcadiz prize most. . .fine wine.

Cellar completely creates a ready-to-stock wine cellar, including racks and/or barrels, temperature, humidity, and light level, and will adjust the size of the cellar to fit the space available (up to the spell's limits). The effect lasts until dispelled, maintaining the space indefinitely (though it must be re-cast following the Day of Dread). Note that Cellar will create only a wine cellar, not the wine; the room but be stocked according to other methods, magical or mundane.

The material components of this spell are a glass of fine Belcadiz wine and a pinch of soil from a vineyard, both of which are poured onto the floor of the room which is to be transformed.

Resist Domination
Level: 6
School: Abjuration
Range: Touch
Duration: Special
Area of Effect: 1 creature
Components: V, S, M
Casting Time: 1 round
Saving Throw: Special

This powerful and little-known spell allows the subject to attempt to resist the fifth circle Wokani ability, Mortal Dominion. If cast upon the subject before he or she is possessed by the High Mistress, it gives a +3 to their saving throw against the ability.

Should the spell be cast upon a creature already possessed (including one whose above +3 save still failed) by the Wokani, they receive an additional saving throw each day, up to three days. The first day is at +3, the second at +2, the third at +1. If the subject saves successfully, they have psychically wrenched themselves from the Wokani's grasp. The victim's enraged spirit then wages spiritual warfare upon the Wokani: the High Mistress must save versus spell at a -4 as she is thrust from her victim's body. A successful save indicates that she has safely returned to her own body (unless it was destroyed previously). A failure to save, or if her body was already destroyed, indicates that the Wokani's spirit wanders aware yet non-corporeal, with all the dangers (vulnerability to control or attack, insanity) of that state.

Material components of this spell are a lock of the possession victim's hair, a clear crystal weighing no less than 1 lb., and either a vial of blessed water or a holy article from the victim's faith.

Fiesta
Level: 7
School: Alteration, Conjuration/Summoning
Range: Special
Duration: 6 hours + 1 hour/level of the caster
Area of Effect: Special
Components: V, S, M
Casting Time: 5 rounds
Saving Throw: None

This spell is used by high-level Belcadiz wizards to create the "perfect" party. The material components, four precious gems of no less than 1,000 gp value each, are placed by the caster at the four corners of the location of the Fiesta (i.e., the four corners of the property of the estate where the party will take place, regardless of its size). The caster must stand within this perimeter when casting the spell.

Fiesta creates every trapping of a high-class Belcadiz social event: food and wine (completely real, and of the caster's choosing); "live" music, also of the caster's choosing (from flamenco to a three-piece chamber orchestra); decor appropriate to the event; security; and a servant horde-like staff capable of attending to the guests' every whim. When the spell is finished (it may be renewed) or dispelled, all leftover food and wine vanishes, along with all the other trappings (and servants). The area of effect returns to exactly the way it was prior to the spell being cast, with the exception of any damage incurred to the property or any lingering guests.

Duel Doubles
Level: 8
School: Illusion/Phantasm, Enchantment
Range: Touch
Duration: Special
Area of Effect: Creates 2 duel doubles
Components: V, S, M
Casting Time: 2 rounds
Saving Throw: None

This spell is commonly used by young nobleman to settle points of honour over which they feel compelled to duel, but for which they do not relish the idea of losing their lives. The duellists agree before the casting of the spell to the terms of the duel (an apology, decision of a wager, etc.), and agree to abide by the outcome of the proxy fight. The duellists must be present during both the casting and the subsequent duel.

Upon the caster's touch of both opponents, Duel Doubles creates precise illusionary replicas of the duellists, down to their clothing, facial expressions, and weapons. The illusions do not speak, however, can are functional only for the duration of the spell.

The illusionary doubles function as proxies of the duellists, with their fighting (though not spell-casting) abilities, skills, and "hit points." The doubles duel to the death (until one is reduced to 0hp); the loser then vanishes. The winning double stands, salutes his duellist with his weapon, and vanishes as well.

This spell is a favourite of Don Diego de Belcadiz, used to settle fine points of honour in his (or his sister's) favour without the shedding of blood.

Material components of this spell are a scrap of clothing and a flake of skin from the participating duellists.

Wrest to Rest
Level: 8
School: Enchantment/Charm, Abjuration
Range: Touch
Duration: Instantaneous
Area of Effect: 1 undead creature
Components: V, S, M
Casting Time: 1 round
Saving Throw: Negates

Wrest to Rest is a powerful and secret spell known only to a few elite Brothers of La Centinela. The spell effectively severs the Negative Energy bond which animates an undead creature, allowing the creature's tormented body to be laid to rest.

This spell is effective only upon undead who inhabit corrupted versions of their own bodies (for example, zombies or ghouls), but not undead spirits (ghosts) or highly powerful, sentient undead (liches, vampires). The undead creature is allowed a save versus death magic at -3. If the save is successful, nothing happens, and the caster may in fact suffer an attack of opportunity. Should the creature's saving throw fail, its tie to the Negative Energy Plane is wrested from it in a howl of agony; the body falls lifeless to the ground. It may never again be animated, either as an undead creature, or in resurrection.

Members of La Centinela with access to this spell have vowed to always give its victims a proper burial following the casting.

Material components of this spell are a clump of graveyard dirt and a vial of holy water.

Belcadiz Magical Items

Portraits of Summoning
These three portraits were created by Soledad Luna, a talented painter and powerful sorceress, in the ninth century AC. All three portraits are life-sized, painted on high-quality canvas with rich oils and pigments, and framed in gilded, carved wood. The subjects of the paintings look hauntingly life-like, as though the observer could be looking not at a painting, but at a real person in the next room. In fact, observers of the portraits often comment on how like the "real thing" the works are. 

Actually, the paintings are more "real" than the observers will ever know, for when Soledad Luna finished the portraits, she bound the subjects' souls to the paintings for all eternity, to serve her will (or anyone else who holds the command word). The three portraits are as follows: 

  The Messenger. This painting portrays a young human male, about 25, in scribe's robes. He stands beside a small table atop which rests a burning candle and a sealed scroll; the fingers of his left hand rest lightly on the scroll. 

  The Adventurers. This painting portrays a small band of heroes, perhaps back from their first adventure. There are four figures, left to right: a tall, blond human female, brandishing a mace and shield; she wears white and red clerical robes. A dark-haired elf (obviously of Belcadiz origin) in plain clothes, his hair tousled, hands on hips. A very young human male, with light eyes and a lithe frame, carrying a heavy spellbook; he tries to look serious. And, on the right, a massive, red-haired fighter in red-and-black clan tartan; he stares past the artist, into the distance. 

  The Assassin. This painting portrays a lone figure, garbed in a black cowled robe, his head slightly lowered. Only the bottom half of his face is visible; he has a chiselled jaw and a thin, serious mouth. His hands are tucked into the sleeves of the robe, but where the fabric parts slightly the viewer can see the tiniest glint of steel. 

When the command word for any of the portraits is spoken, the painting shimmers and roils; in 1d20 seconds the character(s) from the portraits physically step out of the painting. They can be touched, they can speak, and function normally; for all purposes, they are "real." Each character from the portrait will obey one command from the user, provided it is "in-character" for that subject. For instance, the assassin will stalk or kill someone, but not act as a messenger in romantic tryst, while the messenger is exactly the opposite. The DM decides whether the PC's command is acceptable. When the task is complete (no matter how long it takes), the character returns to the portrait and steps back into the painting. 

The subject of each portrait can be summoned only once a month. When the command word is spoken, roll 1d100. A roll of 94-99 indicates that the summoning has failed and the painting is damaged; the soul(s) of the subject(s) is/are released as the binding spell fails. There is a 10% chance that the spirit(s) will immediately attack the summoner. A roll of 00 indicates that the summoning worked and each summoned character appears, but has broken free of the binding. In this case, the messenger runs away and becomes a high-class spy or thief (with intimate knowledge of the summoner's belongings and business); the adventurers set off on their own; and the assassin instantly turns on the summoner.

Cauldron of Brewing
This cauldron was created as a gift for Princess Carnelia by her fourth-circle Wokanis. The cauldron, a small iron pot about ten inches in diameter, is mostly a time-saving device. It instantly brews a ready-to-use magical potion, as per the first-circle Wokani ability "Brews and Philtres" (see Gaz 3 or GKoM for details). 

Use of the cauldron counts against the Brews and Philtres limit (i.e., the user cannot make more than three potions per day in this manner). Also, the user of the cauldron cannot make any potion with which she is not already familiar. For example, the Princess could use this potion to make a potion of longevity, with which she is familiar, but not a potion of giant strength, with which she is not.

Rapier of Lich-Slaying
This weapon appears to be a typical Belcadiz rapier, a shining weapon of polished steel and expert craftsmanship, with a finely-detailed guard and hilt. However, this is no ordinary sword; the rapier was enchanted by La Centinela member Saul Mendoza, a self-appointed lich-slayer. 

Mendoza built a reputation for himself slaying no less than three liches with the rapier. Alas, the great adventurer disappeared from a Klantyre inn in 1011, while investigating rumours of a high-powered lich in that Principality. His personal belongings were left intact in his room, thus eliminating robbery as a motive; La Centinela recovered the belongings, including the rapier. The sword currently hangs on a wall in the Nuevo Alvar Motherhouse. 

The rapier functions as a +1 weapon, +3 versus liches. It can detect the lich's phylactery within 20 yards, and confers upon the bearer immunity to the creature's fear aura and chill touch attack.

Rings of Duelling
These rings belong to Mario Luis de Guzman, a mage in the service of the constabulary of Nuevo Alvar. They are used to control certain magical duels within the city (i.e., duels of a personal nature; duels between high-level wizards for control of a dominion or craft must, by law, take place outside the city). There are two rings, housed in a wooden box ornately carved with magical symbols. The rings, of gold filigree with an inset ruby, are of a size to fit most men comfortably on the small finger, and most ladies on the thumb. 

Whenever two people want to duel within the city limits (which include the fields and woods outside of town), they choose their weapons: sword or other weapon, or magic. If they should choose magic, they are required by law to present themselves to the constabulary up to 24 hours before the duel is to take place. Mario Luis will prepare the rings, and will personally bring them to the chosen duelling site at the appointed time. 

To prepare the rings, Mario Luis casts five spells onto the closed box. These spells are magically stored in both rings, in random order. During the duel, the wearer of the ring must only will the spells to be released. 

Since most hot-headed Belcadiz duel to the death, Mario Luis typically enchants the rings with potentially deadly spells (see the Wizard's Spell Compendium; the DM may choose the exact spells). No spells which can cause a large amount of damage to the area, such as fireball or lightning bolt are used, and the spell levels are usually relatively low (no death spells or power words). Should neither dueller be killed, the one who has taken the least damage is declared the winner. Should both die, it is a draw. 

In some cases, Mario Luis has been asked to prepare the rings with non-deadly, or even amusing, spells for "quick-draw" contests and duel between friends simply to settle a score.

Maria's Faery Mound
This item was created by the Princess's daughter, Maria de Belcadiz y Fedorias Velasquez, for her husband, Don Carlo Velasquez. Carlo is the secret head of F.A.E.R.Y., and is in the habit of leading midnight expeditions into Erewan territory. Afraid that Carlo would be captured by Erewan's E.L.F. faction, Maria created the Faery Mound. 

The Mound is stored as a small, pebble-sized ball of an indeterminate hard, green substance. This ball radiates a strong aura of protective magic. Whenever the ball is tossed on the ground and the command word spoken, the ball erupts into a small hill, a "faery mound" which covers all creatures within a ten-foot radius, up to ten man-sized creatures. Within the mound, the space appears to be large enough for all occupants to stretch out comfortably; there is air, water, and soft ground on which to sleep. The area is protected by a silence spell, which permits those inside to converse normally without anyone outside the mound being able to hear them. However, the occupants can hear everything from outside normally. 

Outside, the mound blends perfectly with its surroundings; it appears as a small hill, in a forest clearing. It can be walked on, stomped on, even slept on - those outside will have no idea that the hill is not what it appears to be; however, its protective aura can still be detected. If someone on the outside shoves a sword through the hill, he will withdraw it covered in nothing but dirt and grass. 

The mound lasts until the command word is spoken again; at that time, it folds back up into the small green ball. The mound can be used as often as is needed; however, there is a 2% chance per use (non-cumulative) that the silence spell will fail, and that anyone outside will hear the occupants talking and laughing within.

Here's a write-up for a possible origin for the Followers of the Claymore. Note that if you don't like the Christian connections, they can easily be removed from the origin, and it should still make for a very plausible origin story.



Followers of the Claymore

On their original homeworld, the family McGregor was just one branch of a larger clan (clan Gregor) in Scotland. Clan Gregor was notoriously belligerent and warlike, and the family McGregor was even more renowned for harbouring sorcerers and committing vile rites. The rumours of their Satanic allegiances were offensive to their Christian neighbours.

In truth, while there were many members of the family that did engage in magical practices, the majority were mere warriors and farmers who were just as horrified at their relatives' activities as everyone else. Fortunately, the McGregor's reputations as fierce warriors was sufficient to stave off the attacks of enemy clans, and won the McGregors several allies among their neighbours.

As Scottish lands were increasingly being occupied by hated Englishmen, the McGregor family found themselves ever more persecuted for their supposed Satanic beliefs, and they began to be pushed out of their ancestral lands. A McGregor sorcerer proposed leaving Scotland by way of magicks he had learned from a member of the d'Ambreville family years earlier. After much deliberation, the rest of the family agreed, and began to make preparations to move to the new world of Mystara, free from the persecution and domination of the English. Several members of allied families also opted to join them in this journey.

The McGregors and their allies arrived in the highland valleys of Braejr, where they settled. The land was sufficiently like their former home of Scotland that they were able to readjust quickly. Less agreeable was the preponderance of magical practices in this new land, which equated to evil and Satanic ritual to the mostly Christian transplants. Many moved to other, surrounding lands, but most remained in the highlands, free to live their lives as they did in Scotland prior to the arrival of the English.

When the Braejr Council of Lords outlawed all clerical teachings in 747 AC, there was an outrage among clerics in Braejr. Located in the highlands, most of the Scotsmen were ignorant or uncaring of the new law, confident that distance would keep them safe. Several recalled the stories of the Roman persecution of the Christians back on their home world. In an attempt to fight back against this declaration, the Brothers of the Claymore were founded- a band of warriors and priests who committed acts of terrorism- on their own and in conjunction with other illegal clerical groups- against the mages of Braejr. Such activities only inflamed the Flaemish people of Braejr even more and led to clashes between the clerics and mages of the nation, the most notable being the Great Burnings of 750 and 754 AC. The underground nature of the Brothers' organization was the only thing that spared them from Flaemish retaliation during the rebellion of 754, when the Flaems wiped out nearly all able-bodied men of Thyatian and Traladaran descent.

When war broke out once more between the Thyatian and Flaemish communities in 784 AC, the Brothers of the Claymore (now a much more organized faction) formed one of the pillars of Thyatian aggression. Throughout the next four years, they would work closely with their Thyatian neighbours to try and wipe out the Flaemish across the land.

Tensions between the clergy and magic-users of Braejr took a backseat during the Forty Years' War (788-828 AC) when the Alphatian wizard Halzunthram appeared in Braejr. Shortly after the defeat of the Flaemish by their opposition, Halzunthram and his army declared the nation a protectorate of Alphatia. Feeling a sense of deja-vu, the Scotsmen of the highlands (the Brothers of the Claymore among them) took up arms against the Alphatians. They were determined not to be driven out of yet another land by oppressive conquerors. Together with their allies living in the rest of Braejr, they were able to defeat Halzunthram and drive out the Alphatians. An accord was signed among the allied peoples, dividing the lands of Braejr (now the Republic of Glantri) more or less equally between them, and giving the rulers autonomy from one another. The Brothers of the Claymore, satisfied that they could live in peace, free from religious persecution in their new home (now known as Klantyre), hung up their claymores and retired from their terrorist activities.

The Light of Rad decision in 858 AC changed everything. The momentous decision reserved the right to rule in Glantri to magic-users only- all other rulers were to be immediately stripped of their lands and rights. Overnight, Glantri changed from a Republic to a Magocracy. Only the fact that most of the rulers were already magic-users kept the nation from erupting into immediate revolt. Some rulers gave up their titles quietly, while others (such as the notorious Count Urnst Blofeld) fought a bitter battle to retain their titles. In the end, the magocracy won out.

For the Scottish families in Klantyre, the change to a magocracy was even worse. The new ruler, a McGregor, once again instituted the anti-clerical policies that the Braejr Council had passed many years previously (a process that was to take place elsewhere in Glantri). Prince McGregor's brutal militia began to persecute the Christians in Klantyre, burning their churches and slaying their priests. Former members of the Brothers of the Claymore, once heroes in Klantyre, were now outlaws, and were executed for their previous deeds.

Prince McGregor's policies didn't fully succeed in their efforts however. Many Klantyrians saw the Brothers of the Claymore as martyrs, and their sons and daughters reformed the group. The words and deeds of the Brothers spread quickly across the lands of Glantri, where they found equal sentiments among other clerical groups that were being persecuted. The Brothers of the Claymore reformed and renamed themselves the Followers of the Claymore as they attracted allies among the dispossessed priests and malcontent warriors of the Glantrian population.

Today, the Followers of the Claymore still persevere as an underground faction. They are led by Sir Duncan McGregor and are most active in the Sablestone region (which remains largely uncontrolled, despite the establishment of the Principality of Sablestone). They are closely associated with the Free Fundamentalist Farmers of Glantri. Both groups actively plot and plan for the day that they will be able to overthrow the magocracy and reinstitute the republic first established by Lord Alexander Glantri. The relaxing of laws in regards to the practice of clerical magic has helped the cause of the Followers, but they still long to be allowed total freedom of religious practice.



As this stands, then, the Brothers of the Claymore were a strictly Christian group, similar to the Teutonic Knights of the Real World (except that they were an underground movement, not sanctioned in any way). The current Followers of the Claymore is more of a non-denominational movement (at least in the sense that the clerics of the order are from a variety of different belief systems, mostly native to Mystara). 

Lady Szasza Markovitch


Baroness of Vladimirov, Nosferatu Witch of 3rd Circle

"A glass of wine, perhaps? And please tell me again, what was your name..."

I Appearance

Lady Szasza is a true beauty. Her father, baron Nikolai Markovitch was of Boldavian, dark origin, but her mother, lady Jacqueline Dumont was blonde Averoignian, so she is gold-hair brown-eyed pale-skinned charmer. She usually wears sexy red dresses, which work like magnets to Glantrian noblemen, and hides her paleness with makeup.

Lady Szasza uses Witches'' Charm constantly, so when she is seen, she is the queen of the party, unless countess Geneviève de Sephora present. As she avoids the company of powerful mages, and as Prince Morphail has ordered her to stay in the Boldavian area, she is seldom seen in the jet-set parties.

Although she is slightly older, she looks like she did when she was 25.

II Habits & quirks

Lady Szasza is always hunting -- men. She is a deadly seductress, whose mysterious aura makes her even more attractive. She always look men straight into the eyes and speaks slowly. Her voice is like black velvet. On the other hand, her courtly manners are perfect, and she has even got herself away from the Traldaran accent many Boldavians have.

When she does not like you, she is different. She is a professional in the elegant insults, like speaking to your companion but completely ignoring you. If she is angry, she is really angry and completely out of control. Then her voice is like deafening scream, usually yelling magical words for casting spells of destruction.

On the other words, she is slightly manic-depressive. Either she is happy or sad, angry or seductive, hot as hell or cold as ice. Her moods change like Caurenzian fashion twice in a minute, and you might never live to insult her again. As she is the favourite ally of prince Morphail, she can -- and will -- kill nearly anyone recklessly, trusting that the prince will keep her alive for seven days and nights.

As her moods swing, she is likely to fall in love with any handsome and influential nobleman available. After the mood goes away, she might just as easily drink you dead. Especially, if you betray her in any way. She is both jealous and vengeful.

III Background

Lady Szasza is the only child of late Nikolai and Jacqueline Markovitch. Her father and mother became vampires very quickly after she was born, but they never told her. Nikolai was a strong servant of prince Morphail, a necromancer who was taught by Morphail himself. Jacqueline, on the other hand, had absolutely no magical ability.

Nikolai, however, resented the magical control prince Morphail had over his wife, so he eventually allied himself with prince Brannart McGregor to overthrow Morphail. Alas, lady Szasza learned of her father's coup, and having a while ago been charmed by Morphail, betrayed her parents to the prince. Morphail got Jacqueline swiftly executed to teach Nikolai a lesson and to prevent him for worrying for anyone else.

Baron Nikolai was crushed. In the long night hours, he developed a spell, the Vampiric Counterpart, to save his daughter from Morphail's vampiric control. By her 25th birthday, when he had planned to make her a nosferatu under his, not Morphail's control, he discovered that Morphail had already made her a vampire. He also learned that Morphail had learned of this also, and that the Prince was very upset.

Baron Nikolai was murdered 995 AC by prince Morphail. Lady Szasza, still charmed and in fiery love with Morphail, succeeded him as the sole heir.

After this, however, Morphail turned his back to lady Szasza, having bored with the affair with her. Szasza felt herself betrayed, and begun developing a plan to make Morphail marry her.

IV Lady Szasza's web of intrigue

Lady Szasza wants to make herself increasingly important to Morphail. She has got herself rid of all her legal heirs, so if she dies, the barony will be fought for by gents.

Prince Morphail uses lady Szasza to control people close to noblemen in the country. He lures people to accept lady Szasza's invitations to Vladimirov, where she charms them and kills them. The vampire pawns she creates, tend to become her short-time lovers, and spies. Lady Szasza usually ensures that her pawns keep the Vampires' Law. This both widens prince Morphail's power and makes lady Szasza important to him -- if he kills the baroness, many vampires in Glantri are freed; vampirism will spread and the pawns probably want a revenge against Morphail.

The baroness has also a rivalry with the other vampire barons; baron Lazlo of Mariksen, baroness Natacha of Pavlova, baron Youri of Palatinsk and baron Piotr-Grygory of Kutchevski. She is very jealous of Morphail's attention, and constantly tries to backstab the others. She blackmails baron Lazlo of his misbehaviours and openly despises the ugly baroness Natacha. To the others, she plays a naive but charming lady, and has had an affair with baron Youri, which she tried to use to kill him. She even tried to kill the baron of Kutchevski by revealing his nature to a group of vampire hunters. The hunters failed, and now lady Szasza fears that Piotr-Grygory will learn her treachery.

V Statistics and style of magic

M12 St 16 In 17 Wi 8 Dx 13 Co 14 Ch 18 Chaotic (Witch of 3rd circle)

Lady Szasza is a witch and a necromancer. She inherited a wide repertoire of necromantic spells from her father, and has blackmailed some from Laszlo Wutyla. On the other hand, she has a developed set of curses and charms from her witch side. An example of the former is Nikolai's Vampiric Counterpart, an example of the latter is Szasza's Twelve Ravens*. Example of the two combined is Szasza's Vengeance, a powerful curse that is said to strike her killer. She has deliberately let people learn that if she is slain, the hell breaks loose.

She also brews the potions with witchcraft. Many of these are augmented by vampiric or mortal blood, and she has a quirk of making them appear like blood-red wine.

* Thanks to Ohad Shaham for this spell.

------

Lord Eachainn McDougall
The Marquis of Dunvegan, a Strategist and a Dracologist of 3rd circle

"Everyone's good in something!"

I Appearance

Lord Eachainn McDougall is a tall, athletic man with a thick beard and short, black hair. On the one hand he looks almost like a wealthy peasant man, on the other hand, he is charismatic warrior and a daydream of all the ladies of Dunvegan. His mundane charisma makes him an excellent leader and ruler, but is strongly out of fashion in the jet set of the capital.

The Marquis is a combination of mundane and arcane. In private, he both oppresses magocracy and enjoys his magical abilities immensely. To show his sympathy for the lower classes of the society, he usually wears cheapish clothes, usually of a similar style that his underlings use. His favourite colours are yellow and brown, due to his dracologism.

Yes, lord Eachainn is very strongly out of fashion.

II Habits & quirks

Marquis Eachainn is both humble peasant or soldier, and a genius tactician. Although he is not the master of etiquette, his good manners never fail him. He is always friendly to anyone except his rare enemies. If he has enemies within Glantri, he tries to ignore them. If he has foreign enemies, he usually is allowed to kill them. Mostly, he tries not to have enemies.

Marquis Eachainn has an exemplary common sense. He could be a master engineer, a master shipwright, a master smith, a master whatever, but he has become known as a master tactician. He was a talent when prince Jaggar von Drachenfels noticed him, and after that, he has become the second-best military leader in the Principalities. He is a humble man, so he just considers himself lucky to be gifted leader.

One side of lord Eachainn's common sense is that he despises the power-struggles within the country. He is little interested in politics, having left that to his spokesmen, who practically always vote in support for house Crownguard. Still, lord Eachainn tries to keep as neutral as possible, seldom taking personal sides in any conflict.

Eachainn McDougall is a good man. He obeys the spirit of the law, the letter of the law, his sense of justice and tries to make the world a better place. He never lies, even white lies are rare. And he always keeps his promises and oaths, latter of which he does relatively often.

Still, the Marquis has two weak spots. He is fond of beer, the dark stouts of Klantyre and Dunvegan. If he has a free evening, anyone who knows him can make him drink himself under the table. He never leaves from a fun party, unless he is the last guest or the host clearly shows that the party is over. He also has a habit of bickering with everyone who drinks Aalbanese lager. The other thing is that he is a gambler, especially when he is drunk. He likes to bet on always anything, and can be found from Henri d'Ambrevilles's gambling house when he visits the City.

The Marquis always pays his debts. It is probable that sooner or later he will be overdebted to Henri.

III Background

McDougalls are one of the stronger clans of Klantyre. Lord Eachainn's family has always been a loyal supporter of the McGregors, holding important positions, being castellans and seneschals, as they have been more warriors than wizards. They had been rewarded by the county of Glenargyll much earlier.

As Krinagars became the rulers of Skullhorn Pass, houses of Ritterburg, Silverston, and Linden and the clan of Alhambra decided that someone not of Ethengarian descent should guard the other end of the Skullhorn pass.

Council accepted the demand, but required the four houses to pay for the construction of a castle securing the western end. The Order of Radiance demanded the dominion to be a marquisate, so a great quarrel ensued on who would be the marquis of Dunvegan. Finally, it was voted that the count most proficient in the art of war would be chosen. And that happened to be count Eachainn of Glenargyll, which in turn became the dominion of McAllister family.

IV Lord Eachainn's web of intrigue

Lord Eachainn is a man of divided loyalties. His family has always served McGregors, but his sense of justice and friendship draw him towards houses of Ritterburg and even Ellerovyn. Before he became the Marquis, he swore fealty to prince Brannart of Klantyre, and he will not break the oath even if it forces him to betray Glantri, as the earlier oath counts stronger. Brannart, of course, has no intentions of releasing him from the vow.

Lord Eachainn has some allies. He and count Urmahid of Skullhorn Pass have strong mutual trust, even though they are not actually friends. Hence, the house of Singhabad (and later also the house of Krinagar) supports him. He respects also Lord Quenildor Erewan, with whom he has fought many practice battles.

Sir Quentin, sir Duncan, and sir Bruce McGregor are also good friends of lord Eachainn. However, if he ever learns of their contacts to the Followers of the Claymore or Bruce's religiousness, he will cut all the ties with them. He does not want to betray his friends, but also not to work with criminals as he has sworn to be loyal to the country.

V Statistics and style of magic

M11 St 14 In 16 Wi 13 Dx 12 Co 15 Ch 15 Lawful (Gold dracologist of 3rd circle)

Lord Eachainn's magic is a mixture of arcane and mundane. He prefers combat spells which let him do the work himself, spells like Haste and the dracological abilities. He is not too interested in magic, but he has invented two strong combat spells, which have made him famous. Eachainn's Sabre of Light creates a rapier-ish sword of pure energy (red or green), which is weightless and easy to use. Eachainn and Jaggar have had some public shows fencing with these spells, which have left the Belcadizians amazed. Eachainn's Plate of Silver creates a weightless shining plate mail, which he uses when leading his troops to war. 

Lady Margaret Hillsbury


The Duchess of Fenswick and an Air Elementalist of the 3rd Circle

"Did you understand or do I need to repeat myself!?"

I Appearance

Lady Margaret Hillsbury is a strong-willed lady in her mid-forties. She considers herself an important woman in an important place, so she dresses accordingly -- she is very fond of big pearls and diamonds. As the gossip says, her dresses are a lot more beautiful than she is.

She is not exactly ugly, but her attitude makes her lack of beauty far worse, as she (luckily) seldom smiles. When she smiles, the shivers run down the spine of whomever is watching.

Lady Margaret is secretly slightly upset about her age, which she tries to cover by makeup. Her makeup is never rude, as she uses a lot of money to hire expert make-up -artists. She never leaves her home (in Fenswick or in the city) without makeup.

Margaret never uses magic to enhance her looks, as she would consider that as admitting her lack of beauty. Prince Volospin, however, occasionally casts something on her without her ever noticing.

It is rumoured that the most of her jewellery is magical, given to her by prince Volospin of Blackhill. She is never seen carrying other magical items.

II Habits & quirks

Duchess Margaret is one of the most conservative nobles in Glantri. She prefers to do everything the way it has been done before. She is a strong supporter of magocracy and the order of the Radiance. She practically always supports prince Volospin, who has similar ideas as she does.

Lady Margaret is a bitter woman. She never admits her frustration, but she is upset of her aging. Even though prince Volospin has provided her some magic making her younger and slowing her aging, she is still an old woman who has never attracted attention from men. Nowadays she is offended by every male who does not show any interest on her, although she never shows these things.

Lady Margaret is also bitter from an other thing. She is fairly intelligent and wise, but she has never been a good wizard -- quite the opposite. Given the effort she has put to her magic during the last decades, she should be much more powerful than she is. Her magical talent woke very late, when she already was 20 years old.

So, the duchess rarely smiles. For her, there are two kinds of people; those she despises and those she envies. She tries to boost her ego with everyone below her, and struggles to face the stronger evenly. As she is not a good wizard, she has specialized herself on politics, intrigue and such. She is one of the very few nobles who actually understand how the Glantrian bureaucracy actually works.

If the duchess smiles, it is a smile of victory, a smile of hypocrisy or a smile of despise. First ones she usually gives to those she wins, the second ones she gives when politely saying something she does not mean a little, and the third she uses for those so much below her. All the three types of smile remind people of a smiling skull.

The duchesses fourth smile is reserved for the only person she does not envy nor despise, to prince Volospin. Volospin has earned Margaret's trust and friendship and even love over the years. As they are both business-people, lady Margaret very well understands why Volospin had to (and wanted to) marry someone of pure Alphatian blood. Lady Margaret is completely different woman when in prince Volospin's company.

Still, lady Margaret is a proficient small-talker and can be seen in the high society. She is overtly polite to everyone, so no-one knows whether she means anything or is it just highly-refined sarcasm. Not understanding her sarcasm and irony are both good ways to earn her despise.

III Background

Lady Margaret Hillsbury was the youngest child of duke Edward Hillsbury and his Darokinian wife, Darela Hillsbury. Her father was one of the more significant mages of the principalities, who fought himself from the bottom to the dukehood after his graduation to his death 912 AC - 970 AC. Duke Edward's wife was a Darokinian mundane, who was the heiress of a great fortune and over 15 years younger than the duke.

Lady Margaret was born 941 AC, as the third child. Duke Edward had been desperate as none of Darela's children showed any talent on magic. Even lady Margaret showed first signs of her talent when she was very old, 20 years. Duke Edward, however, understood that Margaret was his only hope of leaving his duchy to his family, so Margaret was put to the Great School of Magic, and the duke used fortunes to hire extra teachers for his daughter to make sure she would graduate.

After very hard, painful and long eight years, Margaret graduated with very bad points 969 AC. Her father, however was relieved and happy for her success, as was her mother.

Duke Edward had learned of the Radiance many years earlier, but had refrained himself of taking risks with the mysterious force, as he wanted to have a heir if his experiments proved to be fatal. They did, only one year after Margaret graduated and he put all his effort to his research. 970 AC he blew himself and his laboratories and spellbooks up, messing with the Radiance.

After this, lady Margaret succeeded him, at that time she was 29 years old. After her graduation, there had been some men circling her even though she had never been a beauty. She knew that they only wanted to marry the heir of Fenswick, so her haughtiness drove all of them away.

After she had reigned for five years, the would-be-spouses had seen her way of ruling, and there was no more competition for her hand. Ever.

Now she is far beyond her middle-age. Although her secret love prince Volospin has slowed her aging (she appears to be 43), she is still very much alone.

IV Lady Margaret's web of intrigue

Lady Margaret uses a lot of invisible power in the principalities. As her moves are not watched as closely as the princes', she has managed to gather herself a lot of contacts everywhere.

The most important allies she has are in the House of Silverston. Her secret love, prince Volospin, feels sympathy towards her, so they have done cooperation for at least 30 years. Alas, the prince wanted to marry a pure Alphatian, so lady Serena is between them. Still, the eternal friendship of the Chancellor of the Princes makes her a far worse opponent than one might presume.

Lady Margaret is also in very good terms with viscountess Arbana of Redstone and count Emeth of Wylon. She and Lady Arbana are a kind of kindred spirits, and they have not crossed each other -- so far.

As the family of Hillsbury has its roots in Darokin, lady Margaret inherited a fortune in addition to the duchy. She keeps her riches hidden, but the business in Darokin makes her the most wealthy noble in Glantri after the princes. She uses her fortune to sponsor other noblemen who need the money for their research, in exchange for loyalty or particular favours. Viscountess Rowena of Bergen, baron Malachie of Morlay and Agostino di Malapietra owe her considerable favours. Malachie, of course, does not use the funding to research but to fund his own principality.

The last aces in her holes come from the Glantrian bureaucrats. As she is a stern supporter of the Glantrian system, she has made many friends in high places within the House of Ministers and the parliament.

Surprisingly, the duchess has few enemies. Only the Vlaardoens want her head, as they consider her an ally of Volospin. For the same reason, prince Innocenti of Caurenze suspects her of being an Alphatian agent. Duke John of Hightower is her constant adversary, as they both know that Haaskinzes will probably find a principality soon enough, and the both have decided to get rid of the other before they have to duel.

The worst weakness of lady Margaret is her lack of magical power. She has studied magic very hard and for a very long time, but she is still an average gent. This is a secret she really tries to hide.

For the future it is important to note that prince Volospin is a married man and a gentleman, so even if lady Margaret weren't infertile, they could never have had a daughter. Of course, only the worst paparazzis would inspect this from close enough, and they are the first to spread the false rumours of their relationship.

V Statistics and style of magic

M14 St 16 In 15 Wi 15 Dx 10 Co 14 Ch 9 Neutral (Air elementalist of the 3rd circle)

Lady Margaret's problem is that though she is an intelligent woman, the magic does not flow strong in her veins. She should be a really dangerous master of magic as she has really tried for decades, but as it was painful to graduate from the Great School of Magic, it has been painful to advance even further.

She uses the common spells of destruction (Fireball). Her own spells are spells of mental domination, such as Margaret's Stern Command and Margaret's Aura of Awe. She has also bought spells from the more able mages, so she might have practically any spell, Agostino's Watchful Eyes, for an example. In addition, prince Volospin has given her a few gifts to use as her own spells, like Volospin's Crushing Stare.

Her jewellery is indeed magical. Volospin has protected her from scrying and mind-reading with jewels, but these jewels still do not protect her from his spying. She always carries a gem that creates a Prismatic Sphere around her if she is injured, and another that teleports her to prince Volospin upon a command word.

"Iron hand in a velvet glove, Madame guillotine, iron maiden -- which way ever you want to put it"

(Lady Serena Aendyr, who never understood her husband, to sir Uthar Aendyr)

---- And the spells mentioned ----

Crushing Stare by Volospin Aendyr
Level: 2
Range: 0
Duration: 1h
Area: the caster's eyes

After casting the Crushing Stare, the caster becomes the grand master of stare downs. Anyone meeting his gaze must save vs. spells, or be hypnotically locked in a stare down. The caster always wins the stare down; the victim must roll a wisdom check every round or be forced to turn (and keep) his gaze down. This spell is very hard to notice, and it can not be seen with Detect Magic. This effect seems to be small, but actually the psychological effects of this spell are tremendous. Étienne d'Ambreville and Jherek Virayana IV, for example, always address Volospin Aendyr and Margaret Hillsbury very politely. Only vampires and creatures with specific protections can stand the stare.

The greatest gifts are given for love. This one was created by prince Volospin as a gift to duchess Margaret of Fenswick.

Watchful Eyes by Agostino di Malapietra
Level: 3
Range: touch, 100km
Duration: one month, concentration
Area: special

Agostino di Malapietra's spying spell can be cast by two ways. Either the caster can use the spell to create a magical 'eye', or to view through the eyes created earlier. When creating an eye, the caster must touch the place where he wants to place the eye, and it stays there for one month. If the eye is placed on a surface, it moves if the object is moved. If it is placed on a living being, the victim is allowed a saving throw vs. spells. At one time, the caster can only have one eye per three levels active. The eyes can only be noticed with Detect Magic, if the detector is on a higher level than the caster is. When watching through the eyes, the caster must close his own eyes and concentrate. As long as he concentrates, he can watch through any eyes (one at the time) within the 100km range, but he can hear nothing.

Prince Innocenti always becomes nervous when standing in a room where is a Watchful Eye -- with a good reason.

Stern Command by Margaret Hillsbury
Level: 4
Range: 0
Duration: special
Area: everyone who hear

Margaret's Stern Command is a spell she uses when her underlings protest her commands, but which she has used even in the meetings of the Council of Princes. After the casting of this spell, the caster must give one command with a commanding (not necessarily loud) voice. Everyone who hear the command are affected, unless the caster gives it on purpose to only a few people. Everyone who is socially below the caster (in this case, her underlings, the most of the mundanes and even the most of the non-gent arcaners) are affected automatically, everyone else is allowed a saving throw vs. spells. Those who succumb to the command, must obey it immediately without questions. The Stern Command will not enforce suicidal orders, nor does it make people betray their innocent friends, etc.

Velvet hand in an iron gauntlet.

Aura of Awe by Margaret Hillsbury
Level: 6
Range: 0
Duration: 1h
Area: everyone who sees the caster

The Aura of Awe makes the caster appear very majestic and mighty. Everyone looking her act like when looking at the pope, an archmage or an emperor. Most importantly, no-one wants to offend the caster -- with words, actions or lack of either. Someone wishing to act against this spell has to save vs. spells to gather his courage. For example, interrupting the caster's speech or insulting or physically attacking her require the saving throw. If the save fails, it can be tried again five minutes later. If the caster casts offensive spells or attacks physically, everyone automatically make their saving throws, even though the Aura is not dispelled. This effect is counted as a charm effect in every way.

They say that Margaret Hillsbury is a bad wizard, but that she made this breakthrough after 11 months of research. 

Sinaria Verlien -countess of High Sonden
Appearance:

Lady Sinaria is an important noble and her appearance reflects that. She is in her late 70's but uses magic to give her an early 50's look. Sinaria has common Flaemish coloration of hair and skin. She has a very tight hairdo that is tied on top of her head. Her hair has some grey tints but these only enrich the golden-red colour. Sinaria is tall and has a commanding posture. She usually wears traditional Flaemish wizard robes of gold and red with tastefully small jewellery. She wouldn't be caught dead in adventures garb. Sinaria has a very deep voice but it is still feminine.

Attitudes and behaviour:

Sinaria is very nationalistic person. She is confident of Flaemish superiority, and the old traditions of the Magocracy. Sinaria feels that the country is going downhill with the introduction of alien elements such as technology and (Rad forbid) religion. Sinaria also feels that she should rid Glantri of the despised Kronadahars, especially the Virayana family.

Sinaria is going out of her way trying to find out about the Radiance. Not only does she covet its power, she also thinks it is the peek of magical research and a Flaemish tradition.

Sinaria thinks that she is ought to be a princess, but she is loyal to the Vlaardoens and she doesn't want to dethrone them. She is planning to take over some other principality, preferably Singhabad or Bramyra.

History:

Sineria is a descendant to a very old and powerful Flaemish noble family. Her father Garnaar Verlien was one of the strongest wizards in Glantri's history (34) as well as a cousin of lady Wilhelmine-prince Vanserie's wife. She was the only child of the family, and an apt wizard in her own right. When she was studying in the GSoM her fathers magic experiments have blown up the tower of High Sonden in a terrible magical firestorm (959AC). The tower and most buildings around it were destroyed and hundreds of people died, including Sinaria's (mundane) mother.

After Sinaria's graduation she returned to her dominion and ordered the rebuilding of the tower. Her orders were to reconstruct the tower exactly the way it was before, brick by brick.

Web of intrigue:

Sinaria is well connected with all of the strong Flaemish families. She is also friends with the neighbouring Von Drachenfels. After Vanserie's demise, Sinaria has taken the control of both the Followers of Fire and the fire elementalists master. This gives her tremendous political power in Bergdenhoven and at the capitol. She is also one of the main professors in the GSoM, giving lectures on fire magic, sound magic (see below) and the outer planes.

Sinaria has an exceptionally loyal and well trained personal guard with numbers exceeding the basic needs of her tower. She has created rings of Fire Resistance for all of them (a tremendous effort) in order to give them an edge in battlefield bombarded with magic (probably HER magic...).

Sinaria is very suspicious of sir Anton (Venseries brother), She knew Anton well from their years in school together (they even had an affair once) and finds he is acting "not himself" the last few years.

Sinaria is not married and never has (she feels that it is a non Flaemish custom) but she has three children from two different Flaemish nobles. Her eldest son Pieter (age38 wiz12 3ed circle fire elementalist) is married to Savena (age 33 wiz5) and has four children, he is the declared hair to the county.

The older daughter Visantia (age 34 wiz 9 2ed circle fire elementalist) is married to the mayor of Kopstar and lives there she is a mother to six children. The younger daughter is Andora (age 32 wiz 4) lives in Glantri city. Andora has married a Boldavian wizard to her mothers dismay. He is not even a noble!- Mikhail Zirchevski (age 29 wiz15 dracologist of the 3ed circle-white) Sinaria takes comfort that he is at least a powerful wizard and that he has given her the most gifted of her grandchildren. Katya is only 11 and she has reached 6th level... she is the current wiz-kid of the Great School. Schoolmaster Harald (or Etienne, depends on your campaign) is ecstatic about this girl and has great dreams for her. This kind of prodigy is second only too Angus McGregor , whom Harald despises.

Sinaria has many enemies. The Virayana family has declared war on Sinaria ever since she had captured and tortured Rejladan Virayana. They will try to veto every vote she makes at parliament.

Both elven clans think she is a racist (they are right...).

Stats and Magic style:

Sinaria is 21ed level in GAZ3 I think that will make her 26 in 1014AC.

Wizard 26 , fire elementalist of the 5th circle.

St12, In17, Wis11, Dx12, Co12, Ch 8 .

Her alignment is "C" in the GAZ, but I think it should be LE in AD&D terms.

Spell used: Sinaria is well versed in all fire based and circles.

*sidenote- Im using circles as spells. Protection form Elem' is 2ed level, Minor Conjuration is 4th, Major Conjuration is 6th, Full ellem' control is 7th and Metamorphosis is 9th.*

She knows "Vanserie's Flaming Exit"
She is also the creator of a series of spells based on magical soundwaves called Sinaria's soundwaves of power. She is currently teaching the lower forms of these at the Great School, many wizards know this spells by now.

In battle Sinaria will try to avoid fighting herself. If possible, she will always use Conjure Elemental, Minor Conjuration or major Conjuration. She is very good at concentration and therefore prefers her elementals to do the job for her. Sinaria will use Metamorphosis only as a last resort (she never had to use it to this date).

Sinaria also has Gate and Travel and she is well acquainted with many outer planes, as well as with specific locations in the plane of fire.

Sinaria has an artifact she keeps very secret. It is the historical Crown of Halzunthram. She acquired it during a venture to the outer planes and is currently studying it's powers.

The Crown is far more important than its historical value. Halzunthram has enchanted it with many powers. The powers Sinaria knows about as for now are:

1. Protection AC 0
2. Gives Fly ability on command.
3. Teleport self once per day.
4. Detect Magic constantly.
5. Leadership.- improves troops morale.

The powers Sinaria doesn't know about are:

1. Summons a greater Djinni for one task every year.
2. The crown has an Invisible Stalker bound to it all the times. The stalker can be released from the Crown with a command word, and given instructions as per the spell. If the Invisible Stalker is killed somehow it is not released, it simply returns to the crown.
3. Some of Halzunthram's spirit is still in the Crown. The spirit will cause a person that wears the crown to be Geased into trying to take over Glantri as king or queen. Sinaria hasn't worn the crown yet. She is a very careful person and tries to learn all she can about it first. 

You are the fairest lady in the ball. Your neck, it is so... appetizing"
Boris Gorevitch-Woszlany

"He said he will meet us in this alley, he is so mysterious and dreamy! Boy, is it just me or is this place spooky?" (Last words of a minor noble in Glantri city)

Sir Boris Gorevitch-Woszlany


Brother to prince Morphail of Boldavia, socialite and diplomat, necromancer of the 3rd circle

Appearance

Boris is a very handsome man. Born in 690AC Boris should have been very old, but Morphail has turned him into a vampire in 721AC making him 31 forever. Boris has short black hair, and deep black eyes with a reddish tint. He is not as tall as his brother, standing only 175 (5'10''). He is always wearing highly fashionable clothes and is always the most noticeable male in a crowd (that is when he wants to be noticed...) . Unlike Morphail, Boris has no accent and will always prefer Glantrian (Thyatian) to Boldavian (Taraldaran). He has a way of always sounding witty and charming, even when he is saying very harsh things at parliament.

Attitudes & habits

Boris is a vampire, and he likes it! Boris believes that mortals are not just cattle to be fed on they are beautiful toys for him to play with. Boris finds Boldavia boring, and almost never leaves the hustle and bustle of Glantri city. Boris follows Morphail's vampiric law to the word- he does not infect commoners and never kills when he feeds on them. In order to accomplish that in the city he has to play a game vampires like to call "the masquerade", that is making your victims believe you are a mortal while you are feeding on their sons and daughters. Boris delights at seeing how naive mortals can be. He deliberately gives blunt clues of his vampirism, and laughs at the poor victim interpreting these clues as funny quirks or fascinating cultural differences. Boris also likes to make people afraid. Really afraid. He believes that blood tastes better when it is pumped with adrenaline, and will use magic, atmosphere and speech to make victims tremble. Boris is very smart and has brilliant charisma he prefers to use these traits along with subtle magic to get what he wants. Boris likes politics and intrigue very much and he is the families representative at the parliament and at the capitol in general. Boris thinks very highly of his brother an is aware of his strength but thinks he should "loosen up" and enjoy himself more.

Background

Boris was the second son of the Gorevitch-Woszlany family, a union of two of the most powerful wizard families in old Taraldara. He was always aware that he is not the hair to the families lands and title so he decided to use his situation for the best. When Igor Woszlany, his father, has died he already had connections with all of the petty kings of Taraldara and lived in luxury going between his families estate, Marilnev and other kingdoms, leaving the burden of rule to his older brother. Morphail at that time was obsessed with his magical research and gaining power, and he neglected keeping an eye on the changing attitudes in Taraldara. In the early 8th century the other kingdoms of Taraldara became hostile toward old Boldavia and the Gorevitch-Woszlanys. Blaming them with dark magic and Lycanthropy. It was then when Morphail contacted Alphaks and became a vampire. When Boris returned home after being chased out of Marilnev by an angry mob, Morphail has killed him, bringing him back as a vampire. At first Boris was very angry with his situation. He locked himself in the tower and secretly began to go over Morphail's books of necromancy, looking for a cure or at least a way to break from Morphail's control. When things grew even worse in Taraldara, the entire kingdom/estate of old Boldavia had to make an exodus to the Highlands. It was after this journey that Boris has learnt to accept his situation, and as always make the best of it. In a land filled with civil war, backstabbing wizards and complex politics, Boris finally found his place. He learned to forgive his brother for making him what he is, and as time passed even thank him for it.

Sir Boris's web of intrigue

Boris is a master socialiser. He can appear at a party and become the main attraction and everybody's main man. He is very manipulative and tends to use every one in his complex games. Boris is aware that his brother watches over him, and he can get away with practically everything as long as he obeys the vampiric law.

Boris feeds on young and beautiful nobles or gentry only, and that is only after either scaring them nearly to death, or exiting them sexually. He thinks it is more "fun" that way. Boris has no preference to the gender or race of his victims. He can feed on an elven girl one night, and on a male Krondahary youth the other.

Boris knows every nook and cranny in Glantri city and where to find almost anything within it's walls.

Surprisingly Boris has very few enemies of his own. Most of his families enemies see him as just a representative of Morphail. (the McGregors and the d'Ambrevilles are the most obvious examples).

Boris has two vampiric pawns of his own. Both reside in the Gorevitch-Woszlany's manor in the city (as does Boris most of the time). Nina Haaskinz (vampire 7HD) is Harald of Haaskinz's niece. She was just starting out in the GSoM (no magic skills yet) when she was invited to Boris's manor for tea. Boris has used his wolfs and magic to make Nina so afraid she passed out. Than Boris drank her blood till exhaustion and turned her into a vampire. Nina never leaves the manor. Boris plans to use her against prince Harald someday.

Marco di Mamasercha (vampire 7HD) is a distant relative of the di Malapietra family. He looks only 11 years old, as that is the age he was turned to a vampire by Boris. Boris feeds him with commoners he finds in the city at night mostly lost children. For some unknown reason he hides the existence of this vampire-child from the knowledge of the rest of the family.

Statistics and the style of magic

M18 St 18, In17, Wis15, Dx15, Co8, Ch18 Chaotic (Necromancer of the 3ed circle)

Boris is a powerful vampire, although not as powerful as Morphail. He has all the powers of Morphail's bloodline. Boris is not all that interested in necromancy. He has studied necromancy up to the third circle in order to find a cure for his condition at first, and after that as a means of protection against Morphail and undead for practical reasons. Boris does not use the "Create Undead" power.

Boris is especially fond of illusion magic and uses it whenever possible. Boris will prefer avoiding from battle (even magic duels). If he has to fight he will use one of the more mundane combat spells (such as lightning bolt) and than try to use his vampiric powers to get out of battle. Of course, that doesn't mean people could just attack him and expect him to flee. Boris will hit his attackers back when they are most vulnerable and where it hurts most (like assassinating their family in their sleep, or making vampires of their children).

Boris has most of the spells in Morphail's spellbook up to 7th level, as well as: Hallucinatory Terrain and Mirror Image and not including Morphail's original spells part from Mundane Reflection That was taught to him by Morphail in his early career. Boris has created a spell that is a version of Hallucinatory Terrain combined with Fear.

Boris's Fearful Zone

Level: 4
Range: 50 meters (150')
Duration: 1 turn per level
AoE: up to 4 persons in an area of 100x100 meters (300x300 feet)

This spell can be cast on 1-4 people within range. All victims are allowed a saving throw against spells with a penalty of 2 to negate the affects of the spell. This spell will cause all affected to believe in an illusion affecting the area around them. This illusion effects sight and sound and will cause the area to be bizarre and frightening. The effects can differ according to the casters will.

A city at night can suddenly become empty and cold without a sole in sight, or a river could be filled with blood instead of water, or rats can be flooding the earth all around. This illusion is so real that it makes the victim freeze in its place not able to leave the spell's area of effect. The victim cant concentrate and has a -3 to all attacks and saves.

This spell is usually used in non combat situations in order to torment innocent victims. 

Suzanne du Marais 


Former Seneschal of Morlay 

What She Says: "No, that would be a most unwise move. It would benefit neither Morlay-Malinbois nor our beloved Prince Malachie." 

What Others Say: "If men had sisters as devoted as her, they would have no need of wives." (Geneviève de Sephora) 

Appearance 

Suzanne is a statuesque beauty, with sapphire blue eyes from her Averoignian father, and the flame-red hair of her Flaemish mother. She dresses in Averoignian styles, preferring the classical cuts, rather than the mod fashions of the minute. She is most often seen in formal gowns and robes, being first, the Seneschal of Morlay's daughter, and then, the Seneschal of Morlay herself for a time. It is not unknown for her to wear pants and boots, if the occasion calls for it. She is even known to have a fine suit of hunting leathers for the occasional hunt with Prince Malachie. 

Suzanne carries herself with utmost dignity and respectability, as befits her stature in Morlay-Malinbois (a lesson taught to her by her father), but she knows how to use her sweet feminine charms, if stature and respectability are not enough (a lesson she learned from her mother). In Morlay-Malinbois, she is known as the only non-wizard who can look a wizard, straight in the eye, as if he was her equal, and make him look back at her, as if she was his! 

Background 

Suzanne du Marais is the elder child of Édouard du Vrai and Suzanne Talstae. Sire Édouard was a minor Averoignian wizard, who served both in the Hall of Magistrates and the Guild of Spokesmen, and was instrumental in winning the Barony of Morlay for Malachie du Marais in AC 979. Édouard then served efficiently as Seneschal of Morlay, until his unfortunate death in AC 1001. Madame Suzanne, a flame-haired beauty of Flaemish ancestry, was a low-level mage and a school teacher in Les Hiboux, then later in Morlay. 

Suzanne, the Seneschal's daughter, was born in Château Morlay in AC 986 and named after her mother. Her godfather was none other than Baron Malachie. Extremely bright and intelligent, Suzanne unfortunately had no magical talent. Sire Édouard ensured his daughter was well educated and never at a loss for her lack of magic. 

Suzanne learned how to read and write, and do mathematics. She learned geography, history, animal lore, and four Glantrian languages (which, in Édouard's opinion, were the most politically important tongues at that time). She also learned the courtly arts, etiquette and the manners of royalty. She assisted her father in his duties as seneschal, and accompanied him in hunting trips. She learned how to ride, how to use the sabre, and how to use the crossbow (her favourite weapon). 

One fateful night in AC 1001, young Suzanne, awoken by the disturbing howls of her hunting hounds, went to investigate the kennels in Château Morlay, and found the bodies of her beloved hounds drained of all blood. What happened next Suzanne would never know for sure: a shadowy humanoid creature with fangs and bat-like wings lunging at her, then a great White Wolf pouncing upon it, and saving her life. After the bloody carnage, Suzanne had come to know what she had suspected for a time: her savoir, the White Wolf, was Baron Malachie. What she did not know, and what Baron Malachie revealed to her later, was that her father, Sire Édouard, had also been killed in an earlier attack by that "vampire." (A few days later, Malachie publicly executed a Boldavian immigrant and known criminal, stake through the heart, head cut off, mouth stuffed with garlic.) 

Suzanne, who knew no other life beyond Morlay, was now an orphan (Her mother had died at childbirth in AC 991). She was not completely hopeless though, and offered to take up the responsibilities of her father, until a replacement was found. Baron Malachie let her stay and play seneschal, although he kept a watchful eye on her work, it being unusual for a young girl to be in such an important position. Suzanne did her job admirably for a girl of fifteen. And even after finding a new Seneschal (a suspiciously long one and a half years later), Baron Malachie would still take Suzanne's opinions of various matter on his barony with weighty consideration. 

But Malachie's watchful eye became an amorous one, as the young girl blossomed into a young maiden, in the image of her beauteous mother (whom Malachie had a genuine, but gentlemanly, affection for). Suzanne too had changing affections for the ageless Malachie, from her devoted godfather to her valiant savoir to adoring master, and, as she had always dreamed, loving mate. In AC 1004, when Suzanne turned 18, the two finally declared their affection for each other and became lovers. 

In AC 1005, when the political climate was right for Malachie to become prince, Malachie was considering allying himself with the Vicomtesse de Malinbois, Diane de Moriamis. Suzanne, although emotionally troubled, understood the situation perfectly, and allowed Malachie to go through with the political marriage. In fact, it was Suzanne who came up with the idea as posing as Malachie's sister. Being fairly unknown outside of Morlay, no one would be the wiser. She legally changed her name to Suzanne du Marais, just as if she married the White Wolf. 

Malachie was extremely moved by Suzanne's sacrifice, and in return, as a sign of his true devotion to Suzanne, Malachie created a special geas called Malachie's Unbreakable Lover's Promise (See below). On the eve of the wedding, Malachie presented the spell to Suzanne, and cast it upon himself, vowing to love no other woman but Suzanne. And to this day, Suzanne and Malachie love each other still, and keep the pretence of brother and sister. 

Personality & Quirks 

Suzanne was taught at an early age never to be ashamed that she was a non-wizard. With her extensive education and natural intellect, she has come to realize that she is a more capable and a more worthy person than most wizards who know only of magic. Indeed, in Morlay-Malinbois, she is a most respected personality, by non-wizards and wizard alike. (Then again, she is not naïve enough to think that her closeness with Malachie has nothing to do with it...) 

Although her days as Seneschal of Morlay are long over, Suzanne remains sharp when it comes to matters of rulership and dominion, political and economic issues. She is Prince Malachie's most trusted and most capable advisor, when it comes to local concerns of his principality. 

Suzanne is also genuinely and passionately in love with the White Wolf. There have been many a night, after the labors of princely politics, when Prince Malachie found solace in the arms of the one person he can trust and love completely. She, of course, knows of his lycanthropic nature, and accepts him for who he is. She has even considered becoming a werewolf herself, but decided she is not yet ready for such a change in lifestyle. 

There are perhaps only two quirks in Suzanne's personality: The first is that she is deathly afraid of vampires, after her encounter with the creature that allegedly killed her father. She is even suspicious of Traladarans, and has been noted to lose all composure when visiting Boldavian dignitaries come to Château Morlay (Needless to say, these visits are now few and far between, with only Prince Malachie in attendance). 

The other flaw is that she dotes on her younger brother Noussoir. He is her only surviving blood relative, and to her eyes, he can do no wrong. All reason and logic fail when someone, even Malachie, tries to show her his misdeeds and roguish nature. To her, Noussoir will always be the poor misunderstood boy, orphaned so young, never given a proper chance, and therefore, deserving all opportunities and luxuries in life, and needing so much understanding and patience. It came to the point that she asked Malachie to cast on himself Malachie's Unbreakable Lover's Promise a second time, this time vowing never to bring harm to Noussoir. 

Web of Intrigue 

Suzanne has spent most of her life in Château Morlay, and almost all of her life in Morlay-Malinbois. On the rare occasion that she makes a trip to Glantri City, she only stays a few nights, never enjoying Glantrian high society, and always thinking back to her beloved dominion. 

In other words, Dame Suzanne is not one for intrigue. (And Prince Malachie likes it that way!) 

She is however one of the most influential personalities in Morlay-Malinbois, with local allies and supporters, all the way back from the time of her father. She has given assistance and advice to the Seneschals of Morlay, Malinbois, and Ylourgne, and the mayor of Les Hiboux (a distant cousin of her mother) owes her a favor or two. She is also perhaps the most popular non-lycanthrope among the lycanthropic societies of Morlay-Malinbois, for her effective running of the principality, making their home a true haven. 

Statistics, Fighting Styles & Magical Items 

5th-level human fighter; Str 13 Dex 14 Con 12 Int 15 Wis 10 Cha 16; AL N (D&D), NG (AD&D) 

WP: short sword, saber, light crossbow, hand crossbow, dagger 

NWP: animal training (hunting hounds), etiquette, gaming (dice and cards, which learned from Noussoir!), heraldry, hunting, reading/writing, riding/land-based. 

Languages: Sylaire, Thyatian (Glantrian dialect), Flaemish and Belcadiz (Sire Édouard insisted she learn all the influential political languages of Glantri at the time.) 

Suzanne is first and foremost "the Seneschal's daughter," and thus all her skills are geared towards the making of a good seneschal. If only for this, she has been invaluable to Malachie as an advisor and ally. She is not a real fighter, in the usual boorish sense. What fighter skills she has, she developed from the hunting trips at Château Morlay. 

Suzanne's magical treasures reflect mainly this passion for hunting. She own a leather armour +2 for hunting, given to her by her later father, and a hand crossbow +3 of accuracy, given to her by Malachie. Suzanne is still pleasantly surprised when she hears exaggerated accounts on how deadly she is with the crossbow while on horseback, but she modestly admits she is not that proficient. She also has a sabre +2, also from Sire Édouard, for one-on-one combat, but the occasion hardly comes up these days. 

Suzanne once had a special item given to her by Malachie: Suzanne's Silver Amulet. This amulet protects her from all lycanthropes, except for one, her beloved White Wolf. However, when Noussoir left, he replaced this amulet with a fake one and took the real one, hoping it would protect him from Malachie and his minions. Suzanne is unaware of the switch, and Noussoir is unaware of the flaw in his plot. 

Suzanne also has the single existing copy of Malachie's Unbreakable Lover's Promise on an ornate scroll of the finest vellum. Though she cannot cast it herself, she keeps it as a reminder of the true love between her and the White Wolf. 

Malachie's Unbreakable Lover's Promise 

5th-level Spell 
(Enchantment/Charm) 
Range: 0 
Duration: Special 
Area of Effect: the caster 
Casting Time: 1 round 
Components: V, S, M 
Saving Throw: None. 

Prince Malachie du Marais designed this specialized version of the 6th-level geas spell, with the express purpose of geasing himself into loving no other woman but Dame Suzanne, despite his political marriage to the Vicomtesse of Malinbois. Only one copy is known to exist, although it could become very popular to lovers all over Mystara. But given the circumstances Malachie and his "sister" Suzanne are in, they will probably not share the spell for the time being. 

The spell must be cast by the caster on himself, and make a promise to his lover, which he will not break, at the risk of a great punishment (usually a painful death). Like any geas, the wording must be precise. But unlike any geas, there is another way to dispel this spell, besides remove geas and wish: If the lover's love for the caster ends, the caster is then free from his promise. 

The material component of this spell is a drop of blood from both the caster and the lover, given knowingly and freely. 

Prince Malachie rushed his crafting of this spell, to make it in time for the eve of his wedding, and missed out one flaw, which he later discovered. Only one unbreakable lover's promise can be in effect for a person at a time. This means, when he cast this spell for Suzanne a second time, promising never to harm Noussoir, the spell didn't work and he is not bound to keep that promise. (Of course, Malachie never let Suzanne know this...)

Noussoir du Marais

 
Glantrian Socialite, Gossip and Blackmailer 

What He Says: "Ah! I've heard that rumour before. But the truth is actually far more interesting..." 

What Others Say: "Be careful when he's talking. But be more careful when he's keeping quiet. That means he's listening..." (Carmina de Belcadiz) 

Appearance 

Noussoir du Marais has the physical features of the typical Sylaire man: tall and slim, high-bridged nose, high cheek bones, piercing blue eyes. The reddish shade is his brown hair and the ruddy tint on his smooth skin suggests some Flaemish ancestry. 

Many people have commented how unlike Noussoir and his brother Malachie are in appearance (besides the albino skin, of course.) The Prince's supporters comment that the white-skinned Malachie is much more striking and debonair, while his detractors are quick to point out that Noussoir's features are much more handsome. 

For better of for worse, Noussoir is a hopeless fashion victim, often attiring himself in the latest of Glantrian fads. Often flashy, and sometimes even gaudy, Noussoir does on occasion manage to actually dress decently and impressively. 

Personality and Quirks 

Most people only know Noussoir socially, through the many parties and social events of Glantrian high society. The Noussoir they know is consistently well-mannered, genteel, and dangerously charming. He has a wry sense of humour that relaxes social restrictions and discretions, and a comforting sympathetic ear to most anything, even things not spoken of in polite society. 

Those who consider themselves his friends know Noussoir as a true bon vivant, enjoying every ball and soirée, and every señorita and mademoiselle. He is generous with money (which never seems to end), and even more generous with his anecdotes about the various Glantrian glitterati (sometimes fabricated, frequently true, often malicious, and always interesting). 

Then there are those who know the true Noussoir, those who have been on the receiving end of his malevolent gossip, who have helplessly begged him to keep his silence, and who have paid him time and time again in money and magical treasure. 

The only person Noussoir truly cares for is his sister, Suzanne. 

Background 

Before AC 1013, the man known as Noussoir du Marais, brother of Prince Malachie, was hitherto unknown. He was born Noussoir du Vrai in AC 991, second child of Édouard and Suzanne du Vrai, who died in giving birth to him. 

His father, the Seneschal of Baron Malachie, raised and educated him in Château Morlay. Despite his lack of magical ability, Noussoir had a quick wit and a remarkable memory. He had little passion for book-knowledge, but had a keen interest in human nature and social behaviour. Sire Édouard never begrudged his son this, knowing (perhaps, all too well) that this is what would get him through life. And Noussoir's favourite subject on behavioural study, whom he even idolized for a time, was the mysterious albino Baron Malachie du Marais. 

The happiness of Noussoir's childhood ended with Sire Édouard's death in AC 1001. According to Baron Malachie, a vampire had come to Château Morlay, killed Sire Édouard and his hunting hounds, and almost killed Suzanne, had he not transformed into the White Wolf and saved her life. What Malachie did not know at the time, was that Noussoir was a witness to the actual events; for the "vampire" that the White Wolf attacked and killed, was Sire Édouard, newly changed into a werebat with his lycanthropy uncontrolled! Malachie never revealed the truth and Noussoir hated him for it. 

In AC 1005, when Malachie adopted Suzanne and Noussoir as "long-lost siblings", Noussoir viewed it as an act of guilt for killing their father. When Malachie allowed them to take du Marais as their surname, Noussoir saw it as an insult to the memory of their father. And when Malachie proposed to marry the Vicomtesse de Malinbois, Noussoir viewed it as a direct affront to Suzanne's love for the Baron. 

On the eve of Malachie's wedding, Noussoir confronted Malachie with the truth of Sire Édouard's death, and threatened to reveal the truth to his sister. The Baron did not back down from the marriage, but he did convince Noussoir to keep his silence, and spare Suzanne the pain of the truth. (Of course, a little gold helped convince him as well...) This however, did not stop Noussoir from spreading the nastiest truths, half-truths, and untruths about Malachie's marriage to Diane de Moriamis, all done to redeem Suzanne's honour. 

For a time, during the height of the Alphatian War, Malachie could not be bothered by Noussoir's rumour mongering. But when the war was over, and Glantrians were back to intriguing and political manoeuvring, Noussoir's gossip was becoming widespread, believed and dangerous to Malachie! In AC 1011, Malachie charged Noussoir with treason, sedition and disturbing the public order. Unfortunately for Malachie, Suzanne intervened and prevented him from any definitive action. Noussoir left Morlay-Malinbois to start a life elsewhere (but not without a monthly stipend, secretly arranged for him by Suzanne.) 

In truth, the arrangement suited Noussoir like a remorhaz to ice. He adventured in Nouvelle Averoigne for a time, working with Jean-Louis d'Ambreville organize secret sects of clerics in Glantri. But he had to part company with them, when Jean-Louis discovered he had been extorting magical items and favours from the clerics. 

In AC 1013, Noussoir found his way to Glantri City and made a smashing social debut. He finally took the name "Noussoir du Marais" and passed himself off as Prince Malachie's brother. He had become the darling of the social set, and made a lot of friends and patrons. He has also received many gifts and favours from the minor nobility, which supports his hedonistic lifestyle. 

Web of Intrigue 

No one person in Glantri City today probably knows more about the ins and outs of Glantrian society than Noussoir du Marais. And for better or for worse, what he knows are actually true. 

Noussoir knows several personalities from his adventuring days ("Didn't I meet you with Jean-Louis d'Ambreville?"). He once had a liaison once with the Lady Mariana Terlagand of Berrym ("Or should I call you, Narda?"), and he is a close confidant of that tragic widower Sire Gilles Grenier ("I heard you were an expert in poisons--I mean, potions..."). He received many gifts from a certain mid-level diviner from the Great School of Magic ("But it was that student who made the advances, wasn't it?"), and he is a frequent guest of the hitherto unwed Salinas sisters of Belcadiz ("Oh! Who needs men when you've got golems and magens? I mean, as servants, of course...") 

Noussoir recently made the acquaintance of a certain Alasdhair MacCallum, a correspondent for a publisher in Karameikos, who was compiling a comprehensive world-wide almanac and book of facts. This acquaintance coincided with a sudden surge of gifts from friends, patrons and admirers, in the hopes of getting included in the book-or not. Many of Noussoir's acquaintances (thankfully) did not get mentioned in the book, but Noussoir did, and in a rather unflattering way! 

Noussoir is the perfect operator in Glantrian gossip and intrigues. There are several reasons why he has lasted this long. First, he chooses his victims well, targeting the hapless socialite fops with rank, riches and reputation, but with no real clout, and generally avoids the politically powerful and magically dangerous high nobility. He has yet to go up against an actual Prince of Glantri (besides Malachie, of course.) Second, he knows not to pressure or extort his victims too much, to point that it may be dangerous to him. Some nobles aren't even sure if he's blackmailing them, and would just voluntarily offer him gifts or favours, just in case. And third, people have the notion that an attack on Noussoir would bring on an attack from his many friends and admirers, including Malachie. Most people are unaware of the actual situation between the two "brothers", but it cannot be discounted that Dame Suzanne could easily influence Malachie to take vengeance for her brother. 

Recently, Noussoir has caught the attention of Princess Dolores of Fenswick, Malachie's arch-rival. Whether they will come to a mutually agreeable and advantageous partnership has yet to be seen... 

Statistics, Skills and Magical Items 

7th-level thief; Str 10 Dex 16 Con 12 Int 17 Wis 16 Cha 16; AL C (D&D), NE (AD&D) 

Thief Skills: CW 70%; DN 15%; FRT 5%; HS 70%; MS 75%; OL 55%; PP 20%; RL 85%. 

NWP: dancing, etiquette, gaming (dice, chess, cards, and other gentleman's games), heraldry, local history, persuasion, reading lips, reading/writing. 

Languages: Sylaire, Thyatian (Glantrian dialect), Belcadiz. 

WP: short sword, knife, stiletto 

Noussoir's social skills can easily make his the star of any party, and he prefers the garish limelight to unobtrusiveness. This is all a clever legerdemain, to draw attention away from his more subtle operations. For Noussoir is the master of the double-entendre and the threat-concealed, double-talking an intended victim in the presence of a third party, who is blissfully unaware of the dark dealings before him. 

And because people are so used to the fact that if Noussoir is present, he makes his presence felt, they are unaware that he is still sometimes there, hiding in the shadows, out of sight, but perfectly within ear-shot! 

Noussoir has a constant supply of magical items of a temporary nature, provided by his wizard friends and patrons. He has been known to have used a potion of clairaudience, philtre of glibness, Starella's aphrodisiac, and a rod of beguiling (until the charges ran out!). 

His most prized personal magical item is Noussoir's pendant. This powerful pendant is rumoured to have the powers of the following items: 
ring of mind shielding 
amulet of proof against detection and location 
medallion of ESP 90' range 
philtre of persuasiveness 
potion of clairvoyance 
necklace of memory enhancement (Tome of Magic) 
mirror of retention (Tome of Magic) 
golden amulet of truth (GKoM Test of Darkness Adventure) 
More likely, Noussoir has more than one of these objects, with one or a combination of the mentioned powers. 

Noussoir is also rumoured to have hidden somewhere a book entitled Noussoir's Tome of Secrets. Formerly a mundane book, he recently got it enchanted with a special contingency spell, that upon his untimely demise, this book will be duplicated and then teleported without error to various members of the Glantrian nobility, a Glantrian Prince or two, and a certain Joshuan Gallidox of Karameikos. 

What Noussoir does really posses is a stiletto +3 and short sword +2, +3 vs. lycanthropes (just in case Malachie sends one of his minions after him!). Noussoir also "borrowed" Suzanne's Silver Amulet and replaced it with a faux one. What he knows is that the amulet protects against all lycanthropes (as the scroll), but what he doesn't know is that it doesn't affect one lycanthrope-perhaps the most dangerous of all-the White Wolf himself!

Glantrian Dialect

OK, in answer to my own questions, here are the languages/dialects spoken in Glantri, as taken from the mailing list, and from Fabrizio Paoli's work:

Glantri as a whole: The official (Common) language is Thyatian/Glantrian dialect, meaning Imperial Thyatian (Thyatian Thyatian, not Hattian nor Kerendan) with a lot of Flaemish influence. It's probably a bit more colourful that Imperial Thyatian (RW Latin), and has a lot more vocabulary about "magic" and "wizardry", as well as "intrigue" and "backstabbing".

Glantri City: Thyatian/Glantrian dialect is the official business language and common tongue, although almost all other Glantrian dialects, and many non-Glantrian dialects are spoken here.

Aalban: Thyatian/Glantrian dialect, but with Hattian accents and nuances and some Hattian words introduced. The Aalbanese are probably strict with their grammar, so this cannot freely develop into a separate dialect.

Bergdhoven: Flaemish. This was once referred to as Alphatian/Flaemish dialect, in PWA I, IIRC, but thousands of years and miles away from the mainland Alphatians, and of course, since they hate each other, Flaemish has developed into a new language.

Belcadiz: Elvish/Belcadiz dialect (RW Spanish). Elvish is elvish, no matter where. (Or is this a humano-centric attitude?) Thyatian/Glantrian is common here too.

Erewan: Elvish/Erewan-Alfheim dialect. Erewan elvish originated from Alfheim elvish, and was starting to become a separate dialect. But when the Alfheim refugees came into Erewan, they started to merge again into the same dialect. I agree that they don't generally speak Thyatian/Glantrian dialect here, and Elvish/Belcadiz is a no-no here.

Blackhill: Alphatian/Glantrian dialect, as opposed to the Alphatian Common of the Empire, although there are very few differences. I agree that Flaemish is a no-no in this court.

Boldavia: Traladaran/Boldavian dialect (RW Hungarian), as opposed to Traladaran of Karameikos. This dialect has lost a lot of vocabulary words like "feasting" and "joy" and "carefree" and developed a wide vocabulary for "gloom" and "terror" and "sorrow". It would still be understandable to a Karameikan Traladaran, although a bit depressing. Only the nobility really speak Thyatian/Glantrian dialect.

Bramyra and Krondahar: Ethengar. Period. Thyatian/Glantrian dialect is the official language too.

Caurenze: Thyatian/Caurenzian dialect (RW Italian). This originated from Kerendan Thyatian, probably with influence of Darokinian. It still has a lot of similarities with Thyatian/Glantrian dialect, and most Caurenzans don't bother to learn the Glantrian dialect, because their Caurenzian can be understood anyway, if they can get past the accent.

Sablestone: I don't think the Haaskinz are a separate ethnic group. They probably come from the mish-mash stock, simply called "Glantrian". They probably speak just plain Thyatian/Glantrian dialect.

New Kolland: Let them speak whatever humanoid tongue they want to speak! (There goes my human-centric attitude again!) Seriously, the New Kollanders have not been away from the Broken Lands long enough to develop a new dialect. The most common tongues spoken there are (in order) kobold, orc, goblin, hobgoblin, ogre, gnoll and troll (taken from GKoM). The important humanoids will probably learn to speak Thyatian/Glantrian for official business, but I can imagine the war parties being able to speak some Elvish.

Morlay-Malinbois and Nouvelle Averoigne: Sylaire (RW French). Originated from Laterre. Thyatian/Glantrian dialect too.

Klantyre: Kaelic (RW Scottish), sometimes referred to as Klantyre. Also originated from Laterre. Thyatian/Glantrian dialect too, but not as much as in the Sylaire territories.

Fenswick: I imagine this would be like RW English (The Queen's English, not American English, of course.) Is it a variant of Kaelic? Or is it a separate language from Laterre? In MoA, the d'Ambrevilles have a valet from Fenswick, and his native language is listed as "Anglais (Fenwick)". (Yes, Fenwick with no "s"!).

I propose Fenswick has a local language, called Fenswick, straight from Laterre, closely related to Kaelic, but not quite. Only the local people in that small duchy speak it. Lady Margaret spoke it, but didn't promote it, requiring her people to speak Thyatian/Glantrian dialect. Princess Dolores actually doesn't speak it. Well, she never promoted Fenswick, her duchy, anyway, why would she promote her duchy's unknown language?

Perhaps, most of Lady Margaret's private writings (i.e. about her love for Volospin and about her research into the Radiance) were written in Fenswick, to prevent curious eyes from prying into them. And so far, it has worked, because Dolores never bothered trying to read all those books written in Fenswick! 
"Hurry, hide in this coffin, don't let my brothers find you."
Tatyana Gorevitch-Woszlany

"Je suis sur que la Boldavian potai'n est possesse mon petit Claude! "
(Camille d'Ambreville saying that she is sure the "Boldavian whore" has her grandson)

Lady Tatyana Gorevitch-Woszlany


Sister to prince Morphail of Boldavia

Appearance

Tatyana used to be a very beautiful and vibrant young woman. She is still very pretty but her "death" has taken with it all of the joy she once radiated to her surrounding. Tatyana was born in 695AC and was killed by Morphail in 720AC which froze her as a young woman in her mid twenties. She is a fairly high woman about 1.75cm (5'10") but she seems to contract at the sight of mortals, making her look much smaller and not as impressive. She has shoulder length blond hair she does not arrange in any fashion, and blue-grey eyes that seem to possess no spark or vitality. Tatyana wears fine Boldavian gowns although some of them are almost a century old, and are practically falling apart. In occasions when she has to show herself in public (which happens rarely) she will wear whatever her maids in waiting will tell her to. She cares not about what people will think of how she looks.

Attitudes & habits

Tatyana is a very unique undead. She hates being a vampire and has a high appreciation of life. Tatyana does not pray upon humans, as she has found a way to nourish on animals (see below). Tatyana is trapped in a horrible condition. She has realized that there is no way for her to return back to life, but she can't put an end to her "unlife". The reason for this is that her despised brother told her what happens to vampires when they "die", something called "the Red Death". Tatyana knows that her brother is telling the truth. Tatyana is secretly trying to find a way to destroy the Boldavian Bloodline. She dares not confront Morphail or Boris in battle for she knows there superior powers. Tatyana can stay in the sun for an hour without being damaged. She is often found looking at the sun, biting her lips with pain. She also tries to lose herself in magical research, which sometimes help in forgetting her situation.

Tatyana will try to save mortals that end up in the tower of Igorov. She can't intervene when her Brother's are actually feeding, but will try to set victims free when she thinks nobody is seeing. Morphail usually sees everything.

Background

Tatyana was once a happy and popular noble girl. She was very romantic and intelligent and was well read. She learned magic from her parents (especially from her mother Anya Gorevits ) and enjoyed it very much. She was supposed to be married to the petty king of Demetrov, but than everything changed when Morphail has made a pact with darkness. The night after Morphail turned into a vampire he killed Tatyana and Mikhail making them vampires under his control. Tatyana had almost lost her mind when she realized what she became. In a fit of rage she tried to kill Morphail but found she cannot harm him. Frustrated she tried to "kill" herself by exposure to the sun. Minutes before sunrise Morphail found her on the castle's roof and forced her down. He than told her about the "Red Death" something horrible that happens to vampires when they die for a second time. A few months later in 721AC the Gorevitch-Woszlany's had to flee Taraldara, facing a coalition of the other small kingdoms. Tatyana, refusing to leave the ancestral lands (and secretly wanting to be captured by the enemy), was nailed shut in her coffin and carried with the families caravan.

In the highlands, Tatyana has confined her self to the tower, taking only short trips to feed on the peasants. In the early 800's Tatyana has found a way to feed on animals alone using a spell she designed for that purpose (see below).

All was changed when she saw Claude d'Ambreville. In 995AC there was a huge ball in the capitol that was very important for the Gorevitch-Woszlany's. It was hosted by Carnelia de Belcadiz and she insisted that Boris should bring the prince and their "charming" sister (what was her name again?). Carnelia specified that if they wouldn't come she will be "extremely offended"- meaning she would vote against house Igorov at a crucial voting. Boris convinced Morphail that it would be a must to frag Tatyana to that ball, even if it meant locking her in the coffin again. After threats ("there will be lots of commoner blood spilled if you wont attend") and persuasions ("I am the master of undeath, you WILL go to the ball!"), Tatayana agreed to go.

That evening Tatyana went around the many rooms of the Alhambra mansion, unnoticed by the other nobles who had more important and interesting people to meet. Reaching a stylish veranda she noticed a young noble looking depressed and watching the street. She introduced herself. Claude d'Ambreville was at first startled by that woman who made no sound coming from behind him, but after that he became fascinated with her sad eyes, which seemed always to avoid strait eye contact. Tatayana asked Claude why did he look so sad. Soon Claude confessed to Tatyana all of his feelings about his cursed family, about his father who was never there and about how he feels he never "belongs". Tatyana felt she had much in common with this handsome troubled man, but she knew they could never be together. Feeling the blood coursing through her veins and the dark desire to feed she turned back and ran not hearing Claud's plea's for her to stay. She climbed a tower turned into a bat and flew as far as she can, than turning into a wolf, and cried at the moon. Minutes before sunrise, she was found by Morphail, who teleported them to Igorov.

Tatyana turned her attention to magic now. She had to find a way to make that mortal love her. Really love her, the way she loved him. After a year of trying she found a way to make her vampiric charm power into a love spell called Tatyana's Droplet of Blood (see below). She than sent a letter to Claude inviting him to meet her in disguise in a tavern in Rymskigrad. Claude knowing he has to be there on time has asked his grandmother Camille, the only member of his family whom he trusted to teleport him to Boldavia. Camille being on one of her senile periods gladly did what he asked (and by pure luck got him to where he wanted to go). Later as her mind settled she realized the consequences of what she has done and didn't forgive herself to this day.

In Rymskygrad, Tatyana has slipped a droplet of her blood to Clauds drink. Tatyana was not aware that Étienne d'Ambreville has cast powerful protective magics on his sons. And actually, Claude was never affected. Nevertheless, Claude and Tatyana confessed their mutual love to each other. Tatyana wanted to run away with Claude but realized that it wont be possible, as Morphail has warned her repeatedly in the past of the consequences of such an act. Their only hope was to stay in Igorov together. But the only way to do that and escape Morphail's domination is for Tatyana to drink Clauds blood and make him a vampire. The idea was actually Claud's and Tatyana declined at first, but soon realized that if she would not kill her loved one, one of her brothers would.

From than on the two "live" together in Tatyana's chambers in Igorov. They are secretly seeking ways to find a cure for vampirism, to find more vampires who want to end their situation, and to save mortals from being victims of vampirism and vampiric feeding. They have not succeeded yet in any of these goals, but they have eternity for trying.

Friends and foes

Tatyana's only friend in the world is her lover Claude d'Ambreville (fighter10, HD7vampire, N). She tries to find more vampires who will join her in her quests (see above) bit to no avail. Tatyana has earned the enmity of house Sylaire, because some of them blame her for abducting their sun. Claude hates his family, and advises Tatyana to keep away from those Lunatics. Tatyana is not aware that Lycanthropy is so widespread among Averoignian nobles. Claude keeps that as a secret, as he does not want to talk about it.

Tatyana hates all of her brothers. She hates Morphail for what he has done to her and the world. She hates Boris for not standing up to Morphail and for being the scoundrel that he is. Tatyana hates what Mikhail has become but she also pities him, feeling that he was once a good man, but when he became a vampire something snapped in his mind. Tatyana does know however to keep away from Mikhail in his current condition.

Statistics and the style of magic

Tatyana doesn't care about combat magic as she always avoids combat. Tatyana is reluctant to study necromancy, as she feels it is a forbidden and evil science. In the past years though, she is trying to find anti-undead spells like the first circle "protection form undead and a spell that will rid her of vampirism. She is very close to find the first one but doesn't have a clue about the second. Tatyana casts her spell in the most non- flashy way possible.

M12 St 16, In16, Wis10, Dx17, Co10, Ch9 Neutral (Chaotic Good in AD&D)

Tatyana has all the powers of Morphail's bloodline .

Tatyana's Feed on the Beast

Level: 3
Range: touch
Duration: 1 hour or until animal's death (see below)
AoE: one non magical normal animal bigger than a cat.

This weird and frightening spell is Tatyana's way of avoiding hurting innocent people. When this spell is cast on an animal at night (the animal has to be touched), the animal turns in to a beautiful human of the animals gender. The animal gets no saving throw, and the resulting human has the same scores in intelligence and wisdom as the animal (1 or 2 usually). This "human" can be fed on by vampires as if it was real.

There are two problems with this spell.
1. The creature must be killed in the time of the spells duration, or else it will become a mindless werebeast (or beastwere in AD&D).
2. After its death the creature will stay in human form as a corps. This corps must be buried or hid in some way for obvious reasons.

Tatyana's Droplet of Blood

Level: 2
Range: 1km per level of caster
Duration: until dispelled
AoE: one person

This is Lady Tatyana Gorevitch-Woszlany's (Morphail's sister) to the Charm Person spell.

This requires a drop of blood from the caster to be consumed in some way by the target. If the target swallows the blood he/she should throw a save against spells at -2 penalty or fall madly in love with the caster (gender is not an issue).

The charmed target gets no additional saves and will remain in love until killed, attacked by the caster or gets in mortal danger because of the caster. This spell is dispelled normally.



"So you think you know what pain is? I will make you wish for the pain you knew before!"
Mikhail Gorevitch-Woszlany to a thief making the mistake of entering the tower of Igorov.

"Hurt not the gifted brother, or our pact will be broken in the most horrible way imaginable!"
Alphaks the Roaring Demon to Morphail Gorevitch-Woszlany

Sir Boris Gorevitch-Woszlany


Brother to prince Morphail of Boldavia

Appearance

Mikhail appears to be a young man aging about 20. Mikhail has short wavy dark brown hair which most of the time is very disordered. He has a short beard and moustache. Mikhail's eyes are brown but, some of the time they seem very red. When Mikhail looks you in the eye it is a very disturbing thing to see.

Mikhail wears old Taraldaran garments that are sometimes stained with blood. He always has a curved slaughtering knife stuck in his belt. Mikhail radiates fear wherever he goes, not only because of his mad appearance but also an unworldly atmosphere that surrounds him in a most disturbing manner.

Attitudes & habits

Mikhail is driven by hate. Hate of the world, hate of his family, hate of himself. Mikhail truly believes that all beings on Mystara should suffer greatly, for everyone is a sinner and everyone is evil.

Mikhail is sadistic and relishes in causing pane to mortals (and undead!) when he captures them.

Mikhail loves to feed on mortals and often gets into a frenzy when he does. This often causes victims to die and rise as vampires. Mikhail likes to see his brother systematically destroying these "illegal" undead.

Mikhail scorns his brother for "being ashamed of what he is" he thinks vampires should rise up and rule mortals creating strife and anarchy all over the world.

Mikhail is aware that for some reason Morphail keeps him alive, and even saves him from trouble from time to time. Mikhail wants to see just how far he can stretch Morphail's limits.

What he would like most of all, is to be sent to Glantri city, and be master of crime and the underworld. That would be the last thing Morphail allows. Mikhail is considering the outcome of Morphail's destruction, but he hasn't reached any conclusions yet.

Background

Mikhail was the youngest son of the Gorevitch-Woszlany family. Born in 701AC Mikhail was mostly ignored by his parents because of his lack of magical potential. Mikhail growing up had some dealings with the local thieves guild, but was never an outright criminal. He was just a medieval punk.

By the time he was 18 he got to see both his parents die, and his older brothers being either away (Boris) or obsessed with research (Morphail). The only member of his family whom he related to was his sister Tatyana but they didn't have much in common. Mikhail was a wild and spoiled teenager, but he never was as insane or sadistic as he is now.

In AC720 when Morphail has attained his vampiric condition and killed Tatyana and Mikhail, something very weird has happened to Mikhail.

Instead of rising from his grave in human form, Mikhail burst out as a huge black wolf and started attacking the nearby villagers. Morphail, not understanding what has gone wrong tried to get hold of his brother in the village. Meanwhile the local priest of Petra tried to turn Mikhail. Morphail created a Wyvern to attack the villagers, grabbed his brother and fled. During and after the exodus to the Highlands, Morphail has tried to figure how to make Mikhail "sane" again. After communicating with Alphaks, Morphail realized that the Roaring Demon has some dark purpose for Mikhail and that he should leave him the way he is.

Ever since Mikhail, has terrorized Boldavia, unknowingly enjoying immortal supervision.

Friends and foes

Mikhail has absolutely no friends. The only one who doesn't completely hate him is his sister Tatyana, and she dears him very much. However, Mikhail can rely on his Brother's protection to some extent, he doesn't know exactly why, and considers this Morphails weakness. Mikhail doesn't know who or what is Alphaks, but he once talked to him in a dream (during the daysleep) and as he woke up found an "Evil Coal" in his coffin. He carries it all the time.

Statistics

Thief 16 St 19, In14, Wis8, Dx17, Co16, Ch7 Chaotic (Chaotic Evil in AD&D)

Mikhail has all the powers of Morphail's bloodline , and all the powers of a 16 level thief.

Mikhail has one of "Morphail's Evil Coal"s (not included in Morphail's four).

That coal was given to him by Alphaks himself, without the knowledge of Morphail.

Diane de Moriamis


Vicomtesse de Malinbois, Alchemist of the Third Circle

What She Says: "It takes my beautiful diamonds hundreds of years to become perfect. Why should I take sooner?"

What Others Say: "Why don't we load that devil swine onto an airship, fake and stolen jewellery and all, and drop her over Alphatia and sink their whole continent?" (Margaret Hillsbury, on how to end the War with Alphatia, as well as her enmity with Dame Diane.)

Appearance

Diane de Moriamis is a fat lady in her fifties, squat and thickset, and has a tendency to waddle when she walks. She constantly has a sour expression on her face, her eyes squinted, her pudgy nose wrinkled up, her lips in a tight pout, as if she always smells something rotten. Her expression only changes in two ways: when she finds something amusing, and she opens her mouth, ear to ear, in a sordid smile revealing her crooked yellowed teeth; or when she becomes infuriated, with which her face turns crimson, and her eyes bulge out of their sockets like fireballs about to explode.

The Vicomtesse de Malinbois always appears in public covered with pearls, gems, and other glittering trinkets. People who can see past all that jewellery will notice that Dame Diane always wears outdated clothes, antiquated dresses that were in fashion about three centuries ago. And those who are even more observant sometimes notice her auburn brown locks, set in an Old Averoignian coiffure, to be slightly off centre, or unnatural high or low along the hairline. This is because Dame Diane is hopelessly bald, and wears a wig to avoid ridicule.

Long-lived Glantrians will tell you that Madame La Vicomtesse--Though unmarried for most of her life, she has always been referred to as "Madame," as she has always been old and matronly--has appeared this way for the past three hundred or so years, never aging, but never getting younger. More than once in that span has she been likened to a wereswine with a wig--except less charming.

Personality and Quirks

People who have had the displeasure of meeting Dame Diane have found her self-cantered, obnoxious, pretentious and uncouth. Those who have been unfortunate enough to see beyond these initial impressions would likely agree, and add the descriptions of being shallow, petty, infantile, and greedy. Those who have known her for some time know that Dame Diane is also uncaring, self-deluded, hateful, and vengeful. Gladly, she is also quite impatient and too lazy to carry out any true and dangerous acts of revenge, beyond the immediate spiteful, but quite harmless prank.

Dame Diane loves jewellery. She is particularly fond of ancient and old-fashioned ones, since they remind her of her father in Old Laterre (although she will not admit this!). She is also interested in magical jewellery. For a time, Dame Diane had the reputation of being a connoisseurs in such valuable items, and had a repertoire of spells and alchemical formulae to appraise and detect their authenticity. Despite her despicable personality, many Glantrian nobles, including Lady Margaret Hillsbury of Fenswick, trusted in her skills and availed of her services (A woman that crass could not be lying!). Only recently, after she had one too many appraisals that a precious heirloom was fake (and promptly confiscated, of course) that Dame Diane was suspected of some dishonesty. Though nothing was ever proven, the Glantrian nobles have stopped bringing their jewellery to her.

Dame Diane also loves to attend soirées and banquets and balls. Unfortunately for her, many Glantrians make it a point not to invite her. There are still occasions when a host is too helpless to prevent her from coming. And it has also been known for a Prince of Glantri--or three--to invite Diane to a rival's social gathering for the express purpose of sabotage. Dame Diane is invariably bad company. More often than not, she will find an excuse to be slighted and offended at a party (usually of her own doing), after which she will cast one of her notorious spells to ruin the event. And if even Diane is having a genuinely good time, she just might cast a grease, stinking cloud, or irritation spell, just for fun.

But beyond jewellery and balls, there is one thing Dame Diane loves more--Malachie du Marais. In her eyes, her albino-skinned white-haired husband is the prince charming of her dreams, her own personal white knight, who will protect her from the evil of stepmothers, the ravages of aging and ugliness, and the humiliation of the public, and the ostracism of the nobility. Nothing he does, not even hurting her, could make her want him less.

History

Diane de Moriamis was born in Old Averoigne on Laterre, about 400 years ago, in the time of the Inquisition, when the persecution of wizards and sorcerers was at its height. She never discusses her early years, since it was such a long time ago, and they were too miserable to remember besides. The few rumours and half-forgotten stories of her past sound like a badly-written fairy tale: a silver-haired father who used alchemy to create trinkets of gold and gems, a cruel stepmother who forbade her from attending balls, hateful stepsisters, secret writings of a deadly concoction, a fateful dinner that ends in family tragedy, suspicions of murder and witchcraft, Inquisition guards, a chase, and an exodus to a new world.

Dame Diane de Moriamis arrived on Mystara in AC 728, together with the d'Ambreville family entourage. She was a lone middle-aged woman then, who had only begun to dabble in alchemy. Nonetheless, in this new land of magic-users, she was treated with respect and exaltation, something she was clearly unaccustomed to, and something that undoubtedly went to her head.

Over the next few decades, Dame Diane was in attendance at every social affair in the highlands, among the Averoignians and the Flaems, and even among the wealthier Traladaran, Thyatian and elven immigrants. While scarcely advancing in magic, Diane's ego had swelled to equal that of a Grand Master, and her appetite for hedonistic delights grew to compensate for her years of denied pleasure in Laterre.

By AC 750, Dame Diane was an ugly old woman, having grown fat with her excesses, and egotistic with her indulgences. She realized her gross state, and decided to remedy it by creating an ambitious concoction: Diane's Elixir of Eternal Youth, Perpetual Health and Unfading Beauty. The potion was an astounding failure, but it did manage to prevent Diane from aging any further, trapping her permanently in the unattractive body of a hefty matron in her fifties.

Over the next two centuries, Dame Diane became obsessed with restoring her youth and beauty. Since that incident of magical preservation, none of Diane's spells and alchemy could directly alter her own physical body. Only once ever did she succeed again, when a laboratory accident managed to dissolve all her hair, leaving her permanently bald.

During this time, Glantrian society--and the whole nation itself--was experiencing great and rapid changes. Being a wizard was no longer enough to be someone in Glantri. Political power, wealth, contacts, wit, charm, and beauty were now standard issue among the new brand of Glantrian nobility. The few times Dame Diane ventured out of her laboratory, she became painfully aware of this, and it only fuelled her desire to regain respectability, through beauty, or power, or status.

In AC 983, with the return of the d'Ambrevilles into power, and after centuries of badgering Prince Étienne for a noble title, Dame Diane was finally awarded the Vicomté de Malinbois. (Prince Étienne had originally planned to award Malinbois to Malachie du Marais, but Geneviève de Sephora barred making Malachie a Viscount, and Malachie was only too happy to be in Morlay, far away from Geneviève. Thus, thus the charge fell on Diane de Moriamis). To Diane, becoming "Madame la Vicomtesse" did not mean political dominion or the responsibilities of ruling, but a license to appear in every social affair in Glantri, and be hailed as nobility!

For the next few decades, while its ruler was out partying again, and Glantrian society methodically ignoring her, Malinbois did manage to run itself and prosper, mainly due to its proximity to Vyonnes and due to the great influx of immigrants (secretly lycanthropes) from all over the Known World.

In AC 1005, Malachie du Marais proposed marriage to Dame Diane. For years, the Baron of Morlay had been an ardent suitor, regularly sending her gifts of jewellery in gold and obsidian. To Dame Diane, the proposal was only expression of his love for her--for who could ever resist her charms?--but an affirmation of her acceptance into Glantrian society.

But the marriage to Baron Malachie did not lead to the fairy-tale life she had envisioned. Though Malachie became Prince of Morlay-Malinbois, Dame Diane received no such accolades for being the wife of a Glantrian Prince. She was not even well-accepted into the House Marais, where her Prince Malachie inexplicably refuses to look at her and talk to her, much less perform his husbandly duties, where the snake-tongued Noussoir takes no pains in sparing nasty gossip about her, and where the proud Suzanne had the insolence to treat her like an equal, as if Suzanne's relationship with Malachie made her a spellcaster!

By AC 1012 and in utter revulsion of her present state, Dame Diane retired from politics, withdrew from the social scenes, and retreated to Château Malinbois, where she forlornly awaits for her silver-haired prince charming to join her.

Web of Intrigue

If one asks Dame Diane who her friends and admirers are, she will namedrop several viscounts, a count and a marquis ("I knew them when they were still barons!"), a duchess or two ("Margaret has always been envious of my trinkets!"), and not a few Princes of Glantri ("Étienne and I go way back!"). She will quickly add though, that many of them are actually jealous of her success, her style, her wealth, and most of all, her beauty.

In truth, everyone hates Diane de Moriamis. Everyone. Even the d'Ambreville family to whom she has been loyal to for the past four centuries, ever since they saved her from the Inquisition of Old Averoigne, would rather have her back in Laterre, if she weren't useful to them. But although this universal hatred ranges from slight distaste to the uncontrollable desire to gate her into another Plane, no one has ever seriously considered doing away with her for good. In fact, Diane's saving grace, and most tragic flaw, is that no one takes her seriously at all.

In the social circles, she is a persona non grata, and the Glantrian glitterati would not mind if she never came out of Château Malinbois. Unfortunately for Glantrian society, Dame Diane is either too dense or too self-deluded to realize this, and still continues to attend the social affairs, even those she is not invited to.

However, Glantrians do love a scandal, and socialites and gossips still love to tell and retell the anecdote of her shouting match with Duchess Margaret Hillsbury, or that time when she got so drunk that she vomited all over Prince Morphail's cape, or that incident when Prince Jherek III had to leave when she was making immodest advances at him, and those episodes where she sabotaged, not one, but three of Princess Carnelia's parties.

Politically, Dame Diane is a non-entity, just a space-filler in the game of musical dominions, an extra vote for House Sylaire that doesn't really count, a permanent fixture like an unsightly mole on a face. Only once did her status as Vicomtesse de Malinbois have any significance: when Baron Malachie du Marais of Morlay married her and effected the enfeoffment of Morlay-Malinbois. For Prince Malachie, this one time act of taking her seriously had earned him her undying love and devotion, for better or for worse. Her retirement from politics in AC 1012 was a big non-event.

Statistics and Style of Magic

11th-level magic-user (D&D), 10th-level transmuter (AD&D); Alchemist of the 3rd Circle; Str 9 Int 17 Wis 12 Dex 16 Con 10 Cha 11; AL N (D&D and AD&D).

WP: knife.

NWP: Alchemy, ancient history (Glantrian), appraising, heraldry, spellcraft, reading/writing.

Languages: Sylaire, Thyatian (Glantrian dialect), and not a few curse words in Flaemish, Traladaran (Boldavian dialect), Elvish (Belcadiz dialect, which she uses for both Belcadizan and Erewan elves), and Fenswick (specially learned for insulting Margaret Hillsbury!).

Diane is pretty lazy as a wizard. After 400 years, she has only reached 11th/10th-level. Unlike most showy Glantrians, she only uses her magic for specific and practical purposes. She is not research oriented, but has managed to craft a couple of spells to her name. She is not known to have ever used magic for combat.

Diane specializes in the school of alteration. She also belongs to the Secret Craft of Alchemy and has over the centuries reached the 3rd Circle (not out of diligence, but out of sheer duration of being an Alchemist!). For the most part, Diane uses her magic and her alchemy together.

Diane uses her Alchemist abilities, find components (1st circle) and find magical components (2nd circle), to analyse the materials needed for potions and spells. Then she uses alchemical preparation (1st circle) and magical preparation (2nd circle) to create her magical concoctions, usually an oil of fumbling or an oil of slipperiness, some dust of sneezing and choking, a potion of treasure finding, and an occasional potion of poison. Using her Alchemist abilities, Diane also creates the more expensive and more exotic material components for her spells, which she finds produces a more potent effect. Diane is also fond of using transmute matter (3rd circle), not just in the glorious transformation of straw into gold and sackcloth into silk, but also in the corrupting process of turning perfume to marsh gas and gemstones into cow dung.

It is ironic that Diane cannot use any of her magic and alchemy to alter her own physical appearance, due to the preserving effect of her Elixir of Eternal Youth, Perpetual Health and Unfading Beauty. Even beautifying illusions she cast on herself appear as ghostly-images vaguely superimposed on her form, rendering them easily to disbelieve. This however does not restrict any other spellcaster's magic, although she would never deign to allow anyone to cast magic on her.

Diane's unpleasant outlook in life reflects in the magic she casts. She sees herself as an evil fairy godmother whose mission is to ruins clothes, spoils balls, and change princes to frogs. Her repertoire of spells is not necessarily dangerous, but definitely irksome.

Over the centuries, Diane has also collected numerous magical items, particularly in the form of jewellery, such as rings, amulets, bracelets, gems and the like. Though most of these items have run out of charges, and Diane is just too lazy to recharge them, she keeps a hoard of these trinkets for decorative purposes.

Here are the spells of Madame La Vicomtesse Diane de Moriamis. Be sure to read the GPD file first, to fully appreciate Diane's spells.

Wizard's Gold
(Alteration)
Level: 2
Range: Touch
Duration: Varies
Area of Effect: 10 cubic inches/level
Components: V, S, M
Casting Time: 1 round
Saving Throw: Negates
Diane de Moriamis got the idea of this spell from another alteration spell, fool's gold. Instead of giving inexpensive materials like wood and iron the appearance of gold, this spell transforms a certain amount of gold, silver, gems and other precious materials into lead, iron, and stone. The shape of the object remains unchanged. A successful save vs. spells negates the effect, and magical objects have a +2 bonus to their saves.

The duration of this spell would depend on the material components used. If vinegar is used, the spell lasts for 1 round/level of the caster. If acid is used, the duration lengthens to 1 turn/level. If a magical acid (i.e. black pudding acid) is used, the spell can last up to 1 hour/level. The spell can also be dispelled normally.

Dame Diane crafted this spell for the purpose of acquiring the jewellery of other nobles, under pretence of appraising them. Its original name was Diane's unerring appraisal of the cherished treasure, and Diane claimed it was a divination spell to reveal the true nature of a piece of jewellery. Diane would then prepare a special acid bath and other alchemical mixtures and then cast this spell, which of course, "reveals" that the jewellery is made of cheap material and therefore fake. Diane would then take the jewellery, before the spell wears off.

These days Diane seldom uses the spell herself, but she has sold copies of it (with the new name that does not include her own!) to the Fellowship of the Pouch. The spell has been known to have been used in Darokin and Thyatis, under the name philosopher's gold.

Diane's Sumptuous Feast of Vengeance
(Alteration, Necromancy)
Level: 2
Range: 30 yards
Duration: Permanent
Area of Effect: all food and drink within 10 square feet/level
Components: V, S, M
Casting Time: 1 round
Saving Throw: None
Dame Diane crafted this spell for the sole purpose of spoiling all the food at a banquet or party. When this spell is cast, all food and drink within the area of effect begin to rot and spoil, making them inedible, nauseating, and potentially poisonous.

Furthermore, anyone who has eaten any of the food has a possibility of getting sick with food poisoning. There is a 5% chance per level of the caster to become sick for 1d6 days, unless a cure disease or neutralize poison spell is cast on the victim. There is also a 2% chance per level of the caster that the victim actually becomes fatally poisoned in 1d4 days, unless a neutralize poison is cast.

Purify food and drink can restore the spoiled food, but has no effect on the victims. Magical potions also look, taste, and smell disgusting, but their magical properties are otherwise unaffected.

Dame Diane has mastered the casting of this spell, such that the changes in the food are subtle and gradual at first. The food and drink merely tastes different, then becomes unpalatable, but still edible. Afterwards, they unmistakably look, smell and taste spoiled. The nauseating finale is that the sight and odour of the food becomes unbearable, and the people must leave the vicinity, or mass vomiting will ensue. The putrefied food must then be gotten rid of, magically or mundanely.

Dame Diane originally cast this spell using a mouldy piece of Malinbois cheese, the smelliest of the Sylaire cheeses, and a glass of the finest Avergoinese champagne that had turned to vinegar. Later, she found that any kind of rotten cheese and sour wine would suffice as spell components.

Diane's Pageantry of the Grotesque
(Alteration)
Level: 4
Range: 10 yards
Duration: 1 turn/level
Area of Effect: all creatures within 10 square feet/level
Casting Time: 1 round
Components: V, S, M
Saving Throw: Negates
This spell is another of Dame Diane's favourite, which she likes to use at the glamorous Glantrian balls and parties, to which she has been invited--or not invited. The spell requires the carcass of a frog- or toad-like creature that has been alchemically preserved and shrunken in a jar of brine. The caster must break the jar, releasing a sickening vapour that quickly wafts through the area of effect.

All creatures within the area, who fail a saving throw vs. polymorph, are then transformed into ugly mockeries of themselves. Facial features become warped and bestial. Limbs become gnarled, stunted or ungainly. Skin grows slimy scales or disgusting boils. Body hair becomes wiry, tangled, unmanageably long or disappears altogether (Diane's favourite effect!). Even clothing becomes faded, moth-eaten, and garish.

All affected creatures will lose a certain number of Charisma points, depending on the kind of creature used:

	Charisma Loss
	Creature Used

	1d4 points
	Normal frog or toad

	1d6 points
	Magical frog or toad (i.e. giant frog, killer frog, ice toad)

	2d4 points
	Frog-like or toad-like monster (i.e. grippli, bullywug, slaad)



Other physical traits, attack and defence forms, special abilities, or mental attributes are otherwise unaffected, but the psychologic shock of the transformation is often damage enough. 
The caster can end the spell before its duration, and the spell can also be dispelled normally. Natural shapeshifters are affected only for one round, and can then resume their normal form.

Franz Lowenroth


Baron of Adlerturm, Cryptomancer of the Third Circle

What He Says: "Through training, we pass a spark of human intelligence on these wild lions. Now, how can we manage to pass a spark of their might on humans?" (Franz Lowenroth, to his younger cousin Hermann, after a session of lion training.)

What Others Say: "A slave of this lycanthropic trend, you say? Non, mon ami, Monsieur Le Baron is not becoming a monster for the sake of fashion. His motives are much deadlier than that, I assure you!" (Malachie du Marais)

Appearance

Franz Lowenroth is a tall, broad-shouldered man, with long, sandy-coloured hair and a short beard. He is an imposing, almost leonine figure. While he isn't fat, he has started putting on some weight. He appears to be in his early forties, but he looks slightly younger.

Franz dresses with loose clothes of various shades of brown, except when attending to formal parties or to the Parliament, where he prefers to adopt Glantri City fashion. His usual dressings are designed to allow Franz to shapechange to his tertiary form, that of a large rakasta-like humanoid, without shredding them. He can be easily recognized while in tertiary form, as his long hair doesn't disappear completely, forming instead a thick mane, quite uncommon in weretigers. His tiger form, on the other hand, is almost impossible to distinguish from a real male tiger.

History

The Lowenroth family was, at the time of the great migration from the deserts of Alasiya, a close ally of the von Drachenfels and von Graustein. Even though they only minor nobles, their prowess in battle earned them the title of Barons of Graez. Franz's ancestor led their armies well, and they also were good rulers.

The fortunes of the family reached their peak in 840 when the Baron's daughter, Barbara was married to Borso di Sfonti. In 855 Borso inherited the family title, and the position of Treasurer of the Council. But then, the law called the Light of Rad stripped Baron Dieter Lowenroth of his title. The whole family, included the few magic-users, joined the anti-wizard rebellion, but the rebels were few, and scattered. Dieter asked Borso to mediate between the wizards and the rebels, but the new Prince of Caurenze was too happy with the new status quo to accept. The rebellion was crushed, and most of the Lowenroth were executed. Only a few were saved by Prince von Drachenfels, but they never managed to recover their land or title.

From that time, the Lowenroth family has been trying hard to have some of its member graduate at the Great School of Magic. However, before Franz's father, none of the few Lowenroths who managed to graduate was accepted by the Council as a new noble, in retribution for the family's deeds. Franz's father was the first Lowenroth to graduate from the Great School and become a noble. Still, he became Baron of Adlerturm, when he was fairly old, through the political support of House Ritterburg and Clan Ellerovyn, and some of the other houses who didn't have a winning candidate at the moment. They merely thought of him a short lived ruler, considering his age and relative weakness, and one with few heirs, as Franz was the only other mage in his family, having graduated from the Great School of Magic at the age of twenty-four.

Franz himself, while being a more powerful mage, has never shown interest in the politics of Glantri City. He'd rather spend his time studying magic and zoology, or hunting with his friend Prinz Jaggar.

It was during one of such hunts that Franz first met a great cat - a cougar, specifically. He was immediately fascinated by the nature of these animals, and he managed to buy a lion from the Monster Hunters Union. As his passion for feline grew, it started influence his spell research, and he discovered or created many spells that made him able to control them, or take their shape, or to mimic their abilities.

Recently, Franz came upon an ancient scroll, bought by one of his relatives from a foreigner at the Arcanium. The buyer had given up all hope to understand the scroll, so he turned it over to Franz. On the other hand, Franz managed to decipher it, even though it was written in ancient Taymoran language, and protected by powerful enchantments.

When he managed to read the scroll, Franz was amazed and excited, as the writing discussed the ways of giving the powers of wild animals to men. After long studies, Franz was able to develop a ritual spell that could give him the powers of a tiger. Franz performed the ritual, and his success was complete.

Personality

Franz is a man with few great passions. Politics is not one of these. He supports House Ritterburg, but otherwise he doesn't even go to the Parliament, leaving the day-to-day work to his spokesmen. Only two events really managed to attract his attention: Malachie's attempt to legalize werecreatures, which he did support, and the destruction of Caurenze, which caused the syndicates of monster hunters to approach Franz patronage.

Franz is a dedicated scholar and hunter, having the patience and perseverance needed for both. He has an almost elven love of nature, though is transformation to weretiger is slightly changing this attitude.

Friends & Foes

Besides Jaggar von Drachenfels, Franz hasn't any real friend among the Glantrian nobles. He keeps good relations with the Erewan elves, with whom he shares many research interests. He also has an alliance with Malachie du Marais. It is an uneasy alliance at best, since each of them fears the other, and secretly works to undermine his supposed ally. Malachie has been setting up Richard d'Ambreville against Franz, revealing Franz's attempts to gain control of the Glantrian rakastas. On the other hand, the Baron of Adlerturm is manipulating some lupin officers of the Constabulary, who tirelessly harass the Canine Protection Society, in the hopes of uncovering some illegal dealings in their operations.

Franz as been trying to control some of the Glantrian rakasta who currently owe fealty to Sire Richard "the Lionheart". As Franz is fascinated with felines, he his also interested in this intelligent and humanoid specimens, and would like to have them serve him. But he cannot force them, as most of his stronger enchantment spells works only on unintelligent creatures, nor can he persuade them, as they see Richard as a stronger and more charismatic leader. Besides, the Glantrian Rakastas (most of whom are in fact, mountain rakastas from Kurish Massif), don't like wizards. Franz cannot understand how they could prefer a mere mundaner to the powerful as he is, and is increasingly envious of the Lionheart.

Franz also dislikes Rolf von Graustein, and despises the influence that Herr Doktor has on Jaggar's son. Technology and artificial life forms doesn't appeal to Franz, who might even be interested in joining the Anachronists (but only if they asked him).

Magic Style

Franz prefers Alterations, Conjurations and Enchantments. His charm spells work better, if not only, with felines. His other spells deal with polymorphing into lions or other cats, but he uses them less now that he can shapechange without using magic. Most of his spells deal with felines; for example a fear spell cast by Franz might have the effect of sphinx's or a rakasta's roar power, while attack spells might evoke spectral claws.

Statistics and Style of Magic:
D&D Statistics: M12/Weretiger 9, Cryptomancer of the 3rd Circle; Str 15 (17) Int 16 Wis 13 (11) Dex 12 Con 12, Cha 14; AL N; scores in parentheses for weretiger form (see PC4).
Weretiger Powers & Statistics: as standard Weretiger 9 (see PC4).
Weretiger Skills (usable only in wereform): Self Control, Leadership, Quick Change, Hunting, Transformation.
AD&D Statistics: 12th-level human (weretiger) mage, Cryptomancer of the 3rd Circle; Str 15(21) Int 16 Wis 13 Dex 12(18) Con 12 Cha 14; AL NG, slowly shifting to N; scores in parentheses for his tertiary form
Weretiger Form*: AC 3; #Attacks 3; Dmg 1d4/1d4/1d12
Weretiger Powers*: Animal Summoning, Communication, Fearful Howl, Transformation (3 slots).
Weretiger Penalties*: Bloodlust, Dietary Requirement, Chemical Vulnerability (Ginseng), Weapon Vulnerability (Obsidian).
Weapon Proficiencies: Dagger, Claws, and Bite. (D&D: Expert with dagger, other mastery spent on weretiger's natural weapons)
Non-Weapon Proficiencies/Skills: Animal training (Lions), Riding (Horse), Spellcraft, Reading/Writing (Thyatian)
Languages: Thyatian (Hattian & common Glantrian dialects)

Franz as already developed both weretiger vulnerabilities, but he hasn't still noticed. He also has never entered bloodlust. On the other hand, he his rapidly developing a strong taste for Averoignan cuisine (especially, viande saignante!). Franz believes to be unaffected by those hindrances, since he gained his status through magic and not through infection. Unfortunately, this isn't true. Franz's Taymoran magic just slowed the process, and the uncommon nature of his vulnerabilities only added strength to his belief (since he cannot be harmed by silver weapons, for example, and obsidian weapon are rather rare in Glantri).

*Weretiger stats, powers & hindrances for AD&D 2e conform to those given in "Beasts at Heart", by John W. Mangrum, appeared in The Book of Souls, edited by the Kargatane. The Book of Souls can be found at http://www.kargatane.com/

Franz is a 3rd Circle Cryptomancer and has the following Runes in his Book of Runes:

First Circle: Runes of Matter. Franz first learned to control materials that were once living (no doubt influenced by the Erewan elves), so he has a Rune of Wood and Rune of Bone, more for artistic purposes than for combat. Later, he researched the Runes of Water, Stone and Earth, which give him good defensive and movement power in his home hills and mountains.

Second Circle: Runes of Life. These are Franz's specialty, of course. He knows all the Runes for felines and for some other common predators, like bears and foxes. He also recently learned the Rune for wolves, as this could be useful in dealing with Malachie. Franz also knows the Runes for a few selected plants, particularly plant monsters like vampire roses, just for defensive purposes. He has not yet developed Runes for game animals, but will do so, if his lycanthropic nature takes the upper hand.

Third Circle: Runes of Energy. Franz has just started working on these Runes, and is progressing slowly, since his interest is mostly for the Runes of Life. Up to now, he only knows the Rune of Fire, which he decided to learn as a defence against those Flaemish nationalists.

Death By Lab Accident

Dear Mystarans:

Working on the GPD files, most of which deal with extensive history of the Glantrian nobles, I've come across one too many times that this Duke or that Countess was "killed in a laboratory accident".

Really now? How many Glantrian wizards die every day in laboratory accidents? Well, granted, post-WotI reckoning, Glantri has the most wizards per capita, and the most wizards with laboratories, so they must have the highest rate of "death by lab accident" in the whole of Mystara. But still, there must be some other way for a wizard to die, besides this tired over-used cliché of "killed in a laboratory accident!"

Here are my ideas. Feel free to contribute or refute them.

Ways to Die Mentioned in GKoM:
assassinated: Gertrud von Drachenfels
murdered: Etienne d'Ambreville, Gilles Grenier's wife, all the other d'Ambrevilles (in MoA), Brannart McGregor (in AC 1016)
killed in a magical duel: Hippolito de Belcadiz, Henri d'Ambreville
lost in an adventure expedition: Princess Carnelia's husband
killed by summoned monsters/demons/planar beings: Vlaardoen couple (allegedly), Rowena Krollnar
died of plague: Vlaardoen couple
suicide: Vanserie Vlaardoen, Mikhail Gorevitch-Woszlany,
died in the Great Meteor crash: Malapietras & Caurenzans, Aendyrs & Alphatians, Ezechiel Naramis, Alina Nyraviel
killed by a dragon: Anton Vlaardoen, Margaret Hillsbury
killed by vampire hunters: Laszlo Wutyla
killed by humanoids: Myra McDuff, Janette d'Ambreville
killed by Ethengarians: Jherek Virayana IV (in AC 1016)
killed by lycanthropes: Genevieve de Sephora's father
killed in battle: generally, not nobles

Should Occur More Often:
assassinations for political reason: by Unseen Hand, Innocenti di Malapietra, Antonio di Tarento, etc.
murder as a crime of passion: possible victims include Diane de Moriamis and/or Suzanne du Marais, Noussoir du Marais, Jherek's wives, Julianna Vlaardoen's non-Flaemish non-noble non-wizard suitor
murder in the family as a power struggle: Besides the d'Ambrevilles, who have been doing this for centuries, I can only think of Lan-Syn as a possible murder victim for her stepsons to inherit
magical duel: possible victims, most any minor noble
died of plague, sickness, or natural disease and refused cleric's help
killed by lycanthropes: especially tourist to Morlay-Malinbois
killed by humanoids: especially the Erewan elves
killed by adventuring

Never Mentioned But Surely Must Be Occurring:
killed by a vengeful dwarf, Ethengar cleric, Sindhi thugee or Ylari zealot
killed in racial tensions, extremist groups, or rival Secret Crafts
got drunk, fell out of a gondola, and drowned in a canal: very unglamorous, but must be happening!
went skating on a frozen canal in winter, fell through the ice, and froze: yet another unglamorous way to die!
suicide after a political scandal
suicide after a social scandal
fell into the Great Crater
death penalty for a crime
killed by a miscast spell: especially ambitious students at the Great School
killed by a magical practical joke: students at the Great School
killed by a curse: curse spell or a Witch's curse

Rarely Occurs:
died of old age
starvation
killed by bandits, thugs, whose only motive was to steal (They know not to steal from wizards!)

Must Never Happen Again:
killed in a laboratory accident!!!
Griseo Fulvina


Viscount of Verrazzano


AC 1014

"The people of Caurenze has been the bastion of true Glantrian culture since the time of the Great Migration, and yet we are not represented at the Council of the Princes! We, the Fulvina, Viscounts of Verrazzano, have been defenders of Caurenze for three centuries, and we won't fail now, when we are most needed! We call for the enfeoffment of Verrazzano as the Principality of Nuova Caurenze!"
(Signor Griseo's speech to the people of Verrazzano in AC 1012)

I History of Griseo Fulvina

Griseo was born in 951 AC, first son of Vittorio Fulvina, who was heir to Viscount Lamberto. Griseo and his brother, Lamberto il Giovane, were raised both to be wizards, under the tutoring of their granduncle Umberto, an expert magic user.

At the age of fifteen, Griseo was already a powerful transmuter, skilled in the art of shapechanging. But he was not yet ready to be the heir of his father and grandfather, since he had not graduated from the Great School.

Both brothers were sent to Glantri City, and Griseo easily got his degree in just three years. His younger brother, who was not as skilled as him in the family craft, was more influenced by his teachers, and developed an affinity for divination and abjuration magic.

When Griseo came back to Verrazzano, he discovered that his grandfather had "died in a laboratory accident". His relatives never talked about the incident, and Griseo never asked about it.

In AC 975, Griseo married Umberto's granddaughter Rosabianca and they had two children in the following years. In the same year, Griseo's younger sister Eleonora married Giovanni di Malapietra, who at that time was the heir-apparent to the title of Prince of Caurenze.

In AC 987, Griseo became the Viscount of Verrazzano. In AC 991, Innocenti di Malapietra became Prince of Caurenze instead of his brother Giovanni, and Griseo was not pleased. But still, he was quick to offer his services to the new Prince, becoming Innocenti's most trusted ally during the next decade--if "trusted" is such a word that could be applied to Innocenti's allies.

When the Great Meteor destroyed the Principality of Caurenze, killing Giovanni di Malapietra and most of his family, Griseo saw his next political opportunity. Griseo was now the strongest mage in the area, more powerful than either Agostino or Lucrezia di Malapietra, and with a network of allies comparable to that of Antonio di Tarento, his most dangerous competitor.

Since the end of the Great War, Griseo has been campaigning for the establishment of a new Kerendan principality in the areas not touched by the Great Crater, that is around Verrazzano. Of course, he himself would the new Prince.

II Appearance

Griseo Fulvina of medium height for a Caurenzan, but rather thin and of light built. He has deep black shingled hair and light brown eyes. He never sports beard or moustaches, and appears to be in his mid-twenties. His features and built are so similar to that of his wife, that they are almost indistinguishable.

At the Tower of Verrazzano, they both wear long, hooded robes in dark colours, and they put on some makeup to complete the effect. Not even their closest relatives can distinguish them when they do not want to be recognized.

However, when they host parties in Palazzo Fulvina in the village of Verrazzano or when they go to Glantri City, they dress with perfect Caurenzan elegance.

Griseo is very handsome, with delicate, almost elven features, but he is able to change is appearance and manners, with or without magic so well that he could just as easily pass for a Hattian man as a Belcadizan elf.

III Personality

Griseo is a dedicated wizard and an ambition politician. He is a good ruler both for his family and for his people. He enjoys his work for Innocenti first as a hobby, and then as a way to acquire information that his family can use. Rosabianca shares his tastes completely.

Griseo and most of his family are an exception to Glantrian standards, in that they almost never plot against each other, or at least they never try to kill other members of the family. Their "lawfulness" partially extends to their Princes. Griseo will never directly act against Innocenti or Harald, but on the other hand he will not help them unless he can gain something from his actions, possibly more than the Prince intended him to.

IV Web of Intrigue

Griseo is supported by his whole family. Rosabianca, his wife (12th-level thief, Assassin Kit), is skilled in non-magical disguise and often works with her husband during espionage missions. She also is the family's assassin.

Lamberto, the Viscount's younger brother (11th-level wizard), is less powerful as a wizard then Griseo, but he has a deep knowledge of divination and abjuration, which has preserved the family from the assassination attempts of the Unseen Hand. Being wiser and more insightful than his brother, he is his main advisor. He also represents the Viscount in the Parliament.

(Eleonora, Griseo's sister who was married to Giovanni di Malapietra, has unfortunately shared her husband fate as a wraith haunting the ruins of Sirecchia.)

Griseo's sons, Cesare and Giulio, are both skilled transmuters. The older son, Cesare (10th-level transmuter, Alchemist of the 1st circle), rules the Viscounty for his father. He has recently joined the Secret Craft of Alchemy, since he recognizes the family's need for more allies.

Giulio (9th-level transmuter) has left Glantri after graduating at the Great School, to travel to Thyatis and learn more about the roots of his family. While in Thyatis, he discovered that the legends about Proteus are indeed true. Now the Immortal has been tempting him with the promise of great polymorph powers, in order to convert him.

Griseo's grandchildren are still young, but they are being carefully watched and trained by the Viscount and his brother.

Among the Princes and noble houses of Glantri, only Prince Harald directly supports Griseo, though House Ritterburg is not opposed to him (They are distant relatives). Of the other houses, only the Ethengarians and the Erewan elves are interested in the possible reestablishment of Caurenze, but neither has particular love for Griseo.

Antonio di Tarento and the surviving Malapietras are all competitors of the Fulvinas. Antonio especially hates them because they are ancient nobility, and has frequently tried to assassinate Griseo. On the other hand, Innocenti has warned the Viscount of Verrazzano that Antonio was becoming difficult to control, so Griseo has taken all possible precautions against him.

As a Caurenzan, Griseo is politically opposed to House Linden, and to what remains of the Aendyrs. Also, Baron Pieter Vandehaar is a personal enemy of the Fulvina family, due to the events that led to the death of his lover's mother.

Prince Kol, and also Princess Dolores, oppose Griseo's campaign for enfeoffment, as they have plans for expanding New Kolland, and a new principality in the Arnus area would get in their way. Also, Griseo and his family think that goblinoids are only worthy as cannon fodder for the Lizzieni Circus. Griseo was rather surprised that Jaggar supported the establishment of the goblinoid principality.

House Sylaire and House Marais are generally neutral towards Griseo. Even though Innocenti hated the House Sylaire, the Viscounts of Verrazzano have been in good standing with Étienne d'Ambreville for a very long time. The longer-lived Princes, including Morphail, also recognize the importance of the Fulvina as an element of stability in Arnus river area. They too remain neutral.

As for House Crownguard, Brannart hates both Innocenti and Harald, and he was not sad at all when Caurenze was destroyed. However, he does not consider the Fulvinas worth his time. Also, the Kaelic nobles generally do not appreciate the Fulvina style of magic, as they find it weaker than the Secret Crafts.

V Statistics, Skills & Style of Magic

16th-level transmuter (Spy Kit*); Str 14 Int 16 Wis 12 Dex 16 Con 10 Cha 17; AL C (D&D), NE (AD&D).

* The Spy kit is introduced in the Savage Coast Campaign Setting Player Characters rules. If these Kits are not used, then Griseo is just a 16th level Transmuter, with a lot of skills for espionage. Bonus NWP from Spy kit are included in Griseo's stats, and should be maintained even without the Spy kit rules.

Languages: Thyatian (Caurenzan, Glantrian, Hattian and Thyatian dialects, all fluently!), Alphatian (Blackhill dialect), Elvish (Belcadizan dialect).

Weapon Proficiencies: Dagger, Stiletto, and Staff.

Non-weapon Proficiencies: Reading/Writing (Thyatian and Alphatian systems), Disguise, Information Gathering, Observation, Alertness, Acting, Etiquette, Heraldry, Spellcraft, Spell Combination, Agility Training, Quick Casting, Ancient History (Fulvina family), Dancing.

The Fulvinas have some sort of a family secret craft, of which Griseo is a part of. The Fulvinas have been experts in shapechanging magic for more than two centuries, and Griseo inherited the vast knowledge gathered by his ancestors. This means that Griseo knows every non-unique spell that deals with polymorphing (alter self, enlarge, reduce, change self, wraithform, tongues, polymorph self, polymorph other, massmorph, and polymorph any object), and that he has access to a lot of secret spells developed by the Fulvina wizards.

Griseo's personal field of research is disguise magic, a branch of polymorph magic that deals with taking the appearance of a specific individual. These spells are quite difficult, and must be tailored for the individual replicated.

"The Viscount of Verrazzano? Don't worry, he has no chance against me! I will be the next Prince of Caurenze... when we got rid of my brother, of course."
(Agostino do Malapietra, to a Thyatian envoy, who was, of course, Griseo Fulvina in disguise)

Heldann

Heldann (Heldannic Territory of)
Location: North of Ethengar and Rockhome, east of Wendar.
Area: 25,000 sq. mi. (56,250 km2)
Population: 250,000 humans.
Languages: Thyatian Common (Hattian dialect), Heldannic. Thyatian is the official language of the nation.
Coinage: Groschen (pp), gelder (gp), erzer (ep), markschen (sp), and fenneg (cp).
Taxes: 15% income tax collected four times a year. 10% tithe to the Heldannic Knights collected once a year. 1 Gelder head tax collected once a year from all those not in military service. There is also a 5% sales tax on all items but food and clothing.
Government Type: Military Theocracy.
Industries: Agriculture (wheat, barley, and potatoes), mining (iron), sheep herding and fishing.
Important Figures: Herr Wulf von Klagendorf (Oberherr, human, male, P19 of Vanya), Sir Geoffrey of Grunturm (rebel leader, human, male, C20 of law).
Flora and Fauna: One can commonly encounter sheep and elk herds, bears, boars, wolves and yeti. Rarer, but more deadly, are the snow apes, hill and stone giants, gnolls and lycanthropes. Occasionally a dragon will be spotted, but the Heldannic Knights hunt them down as soon as possible.
Further Reading: AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac. Also, several articles of the Princess Ark series can be useful.

Description: by Sir Hendrik Gultzer, servant of the Glorious Lady Vanya. 

It is with pride and honour that I write to you about the magnificent Heldannic Territories and the glory of Vanya. I hope that this entry into the Mystaran Almanac will help refute all disparaging remarks made about the Heldannic Knights and show the world the true valour behind our ideals and way of life.

I now give you a description of Heldann, the Gateway to Norwold.

The Land

The lands of the Heldannic people is harsh and unforgiving. Our winters are noted for their cold winds that pierce right down to your bones, and the summer is not much warmer. Cold waters from the northern regions of the Alphatian Sea splash upon our shores, keeping the warm months cooler than most other nations of the Old World.

The land is as beautiful as it comes, with many renown painters travelling to Heldann just to paint portraits of the landscape. Pines and spruce are everywhere, and mountain runoffs create numerous small, crystal-clear lakes.

Although covered in pines, the land is rocky and not very adequate for agriculture. Despite this, hardy Heldanners work the lowlands, producing enough food for the people to survive. Further from shore, tall rough-edged mountains dominate the land, effectively marking our border with Wendar and Denagoth.

The People

While our land is definitely picturesque, it is the people of the Heldann Freeholds that are the true heart of our nation. They are hardy and resourceful, never giving up on any task they set to heart. The fact that they manage to grow crops and even thrive in this harsh land is proof enough of this fact.

Heldanner commoners are a tall, light-skinned people most likely related to the men of the Northern Reaches. They toil the fields and are at peace with themselves and the world. The more worthy and brave among them join the ranks of the Heldannic Knights.

The majestic Heldannic Knights were once majority Hattians (from Thyatis), but now they are equally represented between Thyatians and Heldanners. They preach of conquest and glory, and as has been proven in the land of Norwold, these are not empty words. One day, as foretold by Vanya, the Heldanners and Hattians will rule the world in Vanya's name. You, the readers, may scoff at this idea, but do not say we have not warned you. Join us now and become a crusader in the armies of Vanya.

Victory and glory are assured.

Recent History

Heldann has had a remarkable growth period recently. The Heldannic Knights have converted the people of lands all the way up to Oceansend to the beliefs of Vanya and the glory of the Heldannic Knights. In fact, the land under our control was so great, we had to divide it into several territories [Notably, Heldann, Heldland, and Vanya's Rest. Ed] which, together, form the Heldannic Empire. Admittedly, a few stubbornly resisted our rulership, but our armies crushed these lawless bands who were known to trouble the other inhabitants anyway. Many have thanked us for our remarkable control on crime and punishment of all criminals.

You have probably heard about the troubles the Heldannic Knights have had within their own lands. Maybe you even heard the rumour that the priests of Vanya lost their spells. This is simply untrue! The Heldannic Knights merely chose to no longer use their spells for a period of time just to show the world that they can conquer lands without magic. And we have! On our own, we are a formidable army, yet we also have the blessing of the Lady Vanya. Do you still doubt our glory and destiny to rule the world?

Yes, there was a rebellion in our land led by Sir Geoffrey of Grunturm (there is a 100,000 Gelder reward for his head), but it has been squashed without any problems for the Knights. This rebellion is simply an event blown out of proportion. There is no truth to the rumours that we mistreat the peasants, hence causing the revolt. In fact, the Oberherr himself solved the problem by placing a new leader in the rebellious land - one of the rebels themselves. If this is not proof that we take care of our people and listen to their pleas, then what is?

Don't Miss

Freiburg, the capital of Heldann, was once a filthy and tightly-packed town. But the Heldannic Knights destroyed most of it, rebuilding it with spacious streets (so a parade of Knights on horseback could easily get through town) and sturdy buildings.

At the centre of town lies the majestic Star Chamber, a temple and barrack dedicated to the Lady. From this magnificent chamber Herr Wulf von Klagendorf rules the land and the will of Vanya is interpreted by the high priests.

Freiburg also has the most impressive city walls on Mystara. The Knights claim that nothing can or ever will breach the walls. Many architects and siege engineers agree with them. 

Heldland (New Heldannic Territory of)
Location: South-eastern portion of Norwold; south of Oceansend and North of the Heldannic Territories.
Area: 150,000 sq. mi. (337,500 km2) are claimed.
Population: 25,000 (10,000 in Landfall, 5,000 in Forton).
Languages: Heldannic, Thyatian Common (Hattian dialect), Alphatian Common (Alpha dialect). Thyatian is the official language.
Coinage: Groschen (5 gp), gelder (gp), erzer (ep), markschen (sp), fenneg (cp).
Taxes: 15% income tax collected 4 times a year. 10% tithe to the Heldannic Knights, collected once a year. Poll tax of 1 gp per year on those who refuse military service. Taxes are waived for the first 2 years for new immigrants.

There is also a 5% sales tax on all items but food and clothing (these taxes are not waived).
Government Type: Military theocracy.
Industries: Hunting, mining, lumber.
Important Figures: Governor-General Helga Schonberg (human, female, P12 of Vanya).
Flora and Fauna: One can commonly encounter animal herds such as sheep and moose, bears, giants (mountain, hill, stone, and the rare frost), goblinoids, lycanthropes, sasquatches, and wolves. Dragons also venture into the territory from the northern mountains.
Further Reading: CM1 - Test of the Warlords, Dawn of the Emperors boxes set, AC1010 - Poor Wizard's Almanac to AC 1012 - Poor Wizard's Almanac 3, Joshuan's Almanac.

Description: by Sir Hendrik Gultzer, servant of the Glorious Lady Vanya. 

It is with pride and pleasure that I describe to the readers about the glory and valour of the people of Heldland, the New Heldannic Territory. I hope that this factual documentation will also prove to the readers that all the evil and tyrannical stories heard back in the Old World are nothing more than that: stories.

So learn about the wondrous life in Heldland. Perhaps you too will be one of the brave new colonist who will carve out a home in these wild lands. Be assured, all who do will be remembered always for their help in spreading the true Glory of Vanya.

The Land

The area of Heldland stretches from the northern borders of the righteous Heldannic Territories all the way up to the foothills of the Final Range in central Norwold. The western border is marked by the impenetrable Mengul Mountains, while the eastern borders fall within the Alphatian Sea.

The land is covered with forests ripe for wood cutting, and many mines have been discovered in the numerous hills and mountains dotting the land. Although many beasts still inhabit the sparsely human populated areas, the brave Heldannic Knights constantly patrol the area, slaying any foul monster they see in the name of Vanya.

To date, only two towns can be found within Heldland. The first is Landfall, also known as the City of Thieves by the inhabitants of Norwold. Let me be the first to say that this is no longer the case; we, the Heldannic Knights, have captured and slain all thieves in the land, enforcing true laws and stability. This has only been accomplished by the divine guidance of Vanya. So those fearing this "City of Thieves" title should considered it nothing but evil rumours spread by those jealous of Vanya's happiness. [Still, plenty of other correspondents inform us that corruption in the government is still present, and that thievery is very active in Landfall. The truth is probably somewhere in between. Ed.]

The second city is our wonderful capital known as Forton, the City of Knights. A map of the fortress and town can be found in Joshuan's Almanac [p.122, Ed.], and as you can see, there is plenty of room for the hardworking farmers. City walls are been built as you read this, and soon no army will be able to defeat the Knights stationed there. Forton has already reached a population of 5000 in its first year, and we expect it to continue to prosperous into the economical power of the region.

Six other towns are planned for the region, and their construction is expected to start in the next couple of year. If you speak to official before construction begins, they may even be able to make modifications to the plan to suit your needs. All in all, Heldland is a place that is build for the people, as Vanya truly cares for her worshipers.

The People

Heldland is currently expanding, as we wish to see this proud nation become as glorious as it truly deserves. Hence, all new immigrants are given a tax break for the first couple of years.

All cultures are welcome in Heldland, although we do expect immigrants to have the courtesy to learn to speak, read, and write Thyatian. Heldannic is also a common among the farmers and peasants, so learning it would be handy as well. Also, known criminals are advised not to apply for citizenship. We deal harshly with lawbreakers. The Heldannic Territories does not, nor will it ever accept or permit any crimes within their borders.

Most people here in Heldland are the simple farmers who are glad to have the Heldannic Knights to protect them from wandering monsters and roving goblinoids. Their everyday lives are without stress and completely carefree as they know in their hearts that Vanya watches over them with her champion Knights [Somehow, I doubt this. Ed.].

Of course, other religious beliefs are permitted, but we ask that you be respectful to those who follow Vanya and keep your own beliefs within your own household.

Recent History

Heldland was founded last year (AC 1014) when Oberherr Wulf von Klagendorf determined that the nation was to large to rule for just one man. Hence, the Heldannic Territories were truly divided into several territories. The heart of the nation in the Old World, with the capital of Freiburg, is now the Heldannic Territory of Heldann. The area in Norwold was entitled the New Heldannic Territory of Heldland. Another territory under the beneficial rulership of the Knights on Davania is call the Heldannic Territory of Vanya's Rest.

Before our arrival, the land was barely populated with farmers fearful of the wilderness around them. But we brought them civilisation and protection, and now they are prospering. Yet we desire for Heldland to continue to grow, so we again invite all brave souls ready to carve out their own land to seek permission to establish themselves here in the territories.

Of course, last year we had a few setbacks. Due to a few minor problems within the ranks of the Heldannic Knights [Ed's Note: they call the lost of all their priestly spells a minor problem.], several renegades and villains inspired revolts and rebellions, causing Heldland to lose over half it's territory. But there is no need to worry about such events again. The Heldannic Knights have solved their internal strife and are now ready to reclaim their lands. Let all those false kings such of Yarrvikson [of Oceansend. Ed.] beware.

Don't Miss

An impressive sight to see is Castle Forton, located within the capital. Here, the Heldannic Knights proudly parade and march each day before spreading out into the countryside to protect and serve the weak. It is from this constant parading that Forton has earned the nick-name City of Knights.

Castle Forton itself is also a sight to see. The resplendent black lion can be seen almost everywhere, indicating clearly that the place is blessed by Vanya. In fact, the high priests claim she even walks the parapets herself every night just to witness the splendid fortress blessed in her name. And it is truly blessed. Forton has been equipped with all the latest artillery and anti-siege fortifications produced by the best gadgeteers and engineers of the Old World. I cannot describe any more for fear of revealing too much to potential enemies, but Forton is guaranteed to withstand any siege conceivable by mortals. Only Vanya herself could breach these walls, and she is on our side. 

The Story of the Heldannic Knights
Here's my take on the thing, and this is how it is IMC:

I think it makes for a better story if we say that certain Hattian worshippers of Vanya (promising fighters and clerics) received dream messages from their Immortal. She told them to secure their birthright (Heldann - their ancestral home, but the Northern Reaches in general, though this works as far as Vanya's concerned, and Heldann/Norwold could also be considered to be part of the "Greater Northern Reaches", but I digress), but before this could be done, they had to secure her sanctified place from infidels. I take it that this was around 925-930 AC.

This sanctified place of course lay in Davania, on the coast of the Gulf of Mar. The boldest and most pious, eager to prove their worth to Vanya, and to show respect for her mortal remains, made a great pilgrimage to that region, as foretold in a dream. They landed after weeks of sailing, and as one force, they stormed the shores, only to find a small settlement, populated by indigenous human tribespeople descended from the Milenians. These people were driven out, their village destroyed, and the entire region was searched until the remains of Vanya were found. The tribespeople would become the Meghaddara, a nomadic people wandering the Meghales Amosses Desert in search of a new home - plaguing Milenian city-states along the way, and also the sworn enemies of the Heldannic Knights

The remains were then reverently placed under a stone cairn, upon which was built the great fortress that Haldemar would later encounter - Vanya's Rest. This fortress is great in size (it must have taken years to build), and once complete, Vanya visited her faithful and told them they had done well, and secured her rest from unbelievers. She then told them that they had to marshal their forces, and return to Hattias, there to bring all who were true to Vanya's Path to the ultimate victory, a home of their own. The fort was probably completed around AC 930-940.

So the Heldannic Knights (as they began to call themselves) returned to Hattias, leaving a battalion to guard the fort. They scoured Hattias, taking every brave man (and woman) along with them on their Great Crusade. Around AC 940-947 their effort paid off, and enough people had been recruited and trained to make an invasion viable (and of course enough ships were built in secrecy to accommodate them).

Finally the invasion was launched, and Heldann was conquered by AC 952, and they publicly declared themselves the Heldannic Knights. 

Simbasta Vs. Heldannic Order

Now, what if these brave Simbasta, after having secured the Heldannic artifact, effectively took control of the warbirds? (Just for the sake of creating another upheaval). They decide to fly them back to Davania and use them to defend themselves against a possible Heldannic crusade to recover the artifact. I'm beginning to feel sorry for the Heldannic Knights' cruel reversal of fortunes.

The Heldanners throw in all that they've got since now, this is a religious matter as well as one of military survival in the Known World. Months later, the two armies face off for the mother-of-all-battles, somewhere in the Davanian savannah. Much violence and death is expected, especially on the side of the Heldannic Order.

The Simbasta, being paladin-like at heart, dislike this decidedly one-sided battle. They see no honour in such a massacre. After all, their culture is one where victory and glory lie in their foe bowing before the regal creatures, yielding before their might. This is all the Simbasta truly seek.

The battle begins as a Heldannic warhorse fatefully bolts ahead. The battle begins and soon the Heldannic are encircled and reeling before the fury of the Simbasta. The majestic leader of the Simbasta orders combat to halt. His warriors obey at once. He allows surviving Heldannic Knights to regroup, and sends them a messenger.

He tells the Heldannic Grand Master that the knights may regain their artifact and their warbirds. But they must first yield before the Simbasta, and accept them as their overlords in Davania. They must also swear that they may not use the power of the artifact for evil deeds. Only then could the Simbasta regain their artifact and the use of their fortress. While in Davania, the Heldannic Order becomes a vassal of the Simbasta and must honour them in all ways. Outside of Davania, they are free to act as they please, provided the artifact's power isn't used to support evil acts. As proof of their word, the Grand Master and his lords must swear on the artifact itself upon which their word and their souls are bound to the holy object. The Knights accept. The Simbasta make their entry into Known World politics, although one that is far away... Meanwhile, the knights begin to change their behaviour. 

Of heresy, Quests and Dragons

In the wake of their ignominious defeat at the hands of the leonine rakasta, leadership of the Knights feels the need to commune and atone. Perhaps with age and wisdom, Rolf von Klagendorf and his closest officers begin to feel a need to review their ways. A sentiment of failure seems to prevail among them. Bad moral among the Knights has begun weakening faith and discipline.

Herr Rolf summons his commanders. Following a ceremony of communion, it appears to them that they need to refocus their goal and redefine their philosophy. Up to now, the Heldannic Knights have been driven by the desire for colonial expansion and territorial conquest, regardless of the nature of their opponents, their right to the land, and the realm's legitimacy. Although they have expanded their military power, they have not strengthened the influence of their faith among the people of Mystara. In fact, they have accomplished quite the opposite. As it turns out, Vanya's ways have become increasingly alien to the ideals of the Heldannic Knights. The latter picture themselves as disciplined and rational. Their Immortal patron on the other hand has been more of a Chaotic Neutral influence. This is becoming more evident to Herr Rolf and the Heldannic commanders, and everyone agrees that the Order is at risk of suffering a dangerous schism. On one side are the ones with doubts about Vanya and a sagging faith, on the other are those blinded with faith and loyalty to the Order. The word "reform" comes up often during the endless palaver among the Knights.

And Vanya listens, quietly, through an unknown avatar. She broods. Dark clouds gather above the Order Sanctum Sanctorum.

The Knights break up their talks for a day of meditation and prayers. Word of the malaise at the top slowly filters down to the troops. The warriors are restless. Over the ensuing days some unrest flares up, at first in the Citadel of Freiburg, slowly rippling toward the outposts. Commanders rally their troops, priests summon their disciples for a day of prayer at the temples, but already some defection takes place. Initially, a few isolated cases take place among garrisons. But then one of the warbirds involved in the great battle against the Simbasta, "Das Sturmkondor", breaks off contact with the Order. In all evidence, it has fallen victim to the unspeakable. The news of a mutiny hit Freiburg like a roll of thunder.

Herr Rolf summons his commanders once more. The talks begin anew. A decision must be made without delay for the sake of the entire Order. Tempers and threats flare up. Swords are drawn. Herr Rolf suddenly invokes a column of flames to strike the centre of hall. Everyone steps back, in awe and fear. The flames disappear as quickly as they came. Herr Rolf addresses his commanders.

"My Companions and Brothers, this dispute has gone far enough. The time for change has come. Our quarrel will serve only to destroy the Order. Put back your swords and your words of anger, for I know now what Our Path shall be."

A lightning flashes outside the citadel's great tower. A storm begins to blow in from the sea. Vanya is restless. She replays in her mind a meeting in Pandius, moments ago. Ixion had summoned her there, along with a few other Immortals. She remembers his words when she came in, "It would seem that your pawns are giving you grief, Vanya. Perhaps we should talk?" They had discussed about the chaos that a break-up of the Heldannic Order may cause in the Known World. Entropy would have a field day, and if nothing was done, Vanya would lose the Heldannic Knights anyway. So it was decided Vanya would still be the leader of the Knights in matters of war, but that other Immortals would help balance the Order. The goal is to set the knights as a counterweight to the chaotic schemes of Entropic Immortals in particular. Following the Great War between Alphatia, Thyatis, and Glantri, it had become clear that fiends were even more at work on Mystara than ever before. The Knights would make it their goal to seek them out and oppose their evil plans wherever possible. If this meant war, so be it...

Her Rolf, enlightened during his days of communion, reveals his plan to the Knights. The scribes rewrite the Order's charter. New laws are edicted almost overnight. What comes out of the reform is an order that is more clearly aligned toward Lawful-Neutrality (just plain lawful for basic D&D). Their patron is still Vanya -- but in name only. In fact their faith becomes a generic philosophy that answers to a pool of Immortals, including Vanya. What motivates the Knights is the destruction of chaos- spawning creatures (such as lycanthropes, undead, and assorted tanarri for example -- just plain fiends in basic D&D terms). What means they use for this remains irrelevant, which leaves it open for the Heldannic Knights to use fire against fire (these aren't exactly your paladin types). This may cause the Knights to start a war if they feel there is a good reason for such. For example, if a distant nation is thought to willingly harbour chaos worshippers of Entropy, it would validate a move to conquer its land and forcibly convert the local faith to that of the Order.

Meanwhile, Herr Rolf and several top commanders begin a great quest for atonement and to reforge their new faith in themselves and in their "new patrons". They and a retinue of a few veteran knights leave Freiburg on the illustrious "Blitzenadler", heading for the Savage Coast. They have had visions of an exceedingly evil creature, a dragon called Pyre. Their quest is to prove their worth and their mettle in destroying Pyre and bringing her possessions to Freiburg. For this, the Knights obtain Glantrian amulets to resist the effect of the Savage Coast's curse. Herr Rolf leaves behind a trusted and able caretaker whose mission is to purge the Order of its unstable elements, and recapture the runaway "Sturmkondor".

Its crew has landed the ship and hidden it, expecting its levitating powers to be cut off from its artifact source (which happened a few days after it ceased to communicate with Freiburg). They have secured support from Glantrian wizards to enchant its hull so the Sturmkondor can fly independently from Vanya's artifact. Meanwhile, they search for those who left the Order, trying to enlist their services to oppose the Heldannic Order whenever they can. In their eyes, it is a soul-less and basically evil military organisation. Their mission is to create problems and divide the knights as much as possible. They begin making overtures to heads of states who have had problems with the Heldannic Knights in the past.

So Herr Rolf leaves aboard the Blitzenadler, westbound to the Savage Coast. He and his companions have all been chosen for their visions of Pyre, an evil dragon, a notorious spawn of chaos known to reside somewhere in a thick, ruddy forest. The Knights pieced their visions together and they now know enough to set sail toward Eusdria, a distant nation with whom the Knights have had prior contact.

At last they reach Othmar, the capital city of Eusdria. The Knights' clues allude to several possible locations where to seek Pyre. Leaving a token force on the Blitzenadler, the knights part ways, each investigating leads fanning out from Eusdria. Months go by.

Meanwhile, Otton Waldmarck, the caretaker of the Order in Freiburg pursues his mission with growing zeal. At first, deserters are hunted down and punished. The poor fellows are branded on the forehead with a red-hot iron. Then they receive a life sentence of hard labour at the holy citadel in Davania to atone for their lack of faith. Then Herr Otton conducts further purges, rooting out those suspected of weak faith. Everyone is watched. Paranoia prevails where zeal doesn't.

Elsewhere, a new Order is born. Under their new leader, Dalgaard Gustavson, the Wolves of Heldann swear to overthrow the Heldannic oppressor from the ancient Heldann Freeholds. Using untold treasures in the Sturmkondor's hold, they pay off Glantrian mages royally for a new enchantment of the warbird's hull. They lift anchor to seek out those the much hated Otton hasn't yet tormented or eliminated. Slowly, they weave a web of intrigue around the Knights.

In the Savage Coast, one by one, the Knights find their lead to the Pyre's lair. One at a time, the Knights fall before the dreaded wyrm. Herr Rolf finally arrives, as Pyre takes her time to gloat over the fate of a fallen Knight. As she prepares to strike the final blow, Rolf surprises here. He had been ready, poised to strike with magic and the finest steel that man can forge. He knows of Pyre's Ebon Eye and avoids gazing at Pyre's head. The dragon is badly wounded and escapes. Rolf summons the Blitzenadler at once to pursue the beast.

In Othmar, early that morning, another warbird had appeared over the city's hazy skies. The Blitzenadler's crew noticed the arrival and flew the welcome pennant. Suddenly, foreign colours rose at the visitor's main mast. It was the Sturmkondor. It dove on the Heldannic warbird's berth. The crew had little time to react as the Sturmkondor's blightbelchers ravaged the Knight's ship. Eusdrian archers attempted as best as they could to shower the swooping aggressor with flaming arrows. Alas, the Blitzenadler was soon reduced to an unsalvageable wreck. None of the crew survived. The Wolves of Heldann left as quickly as they had appeared. It was only days later that three more warbirds appeared, tracking down the path of the rebel ship. They learned of the Blitzenadler's fate, and decided to return to Freiburg and report. There were no news of Herr Rolf and his companions in Eusdria since they had left.

Otton learns of the Wolves' attack in Othmar with great anger. Sputtering in his rage, he has the crew of the three warbirds cast in iron to pay for their incompetence. He then orders a ceremony to pay homage to the fallen comrades... including Herr Rolf and his companions whom he assumes have perished in their quest. Soon thereafter, he contrives to become the new Grand Master of the Order.

Herr Rolf, meanwhile, gathers some of Pyre's treasures and hides the rest. He is intent on pursuing his quest, alone if necessary. So he moves on, without contacting the Knights. In his prayers he learns of Pyre's location. She has fled to the Wyrmsteeth Range. With his newly acquired wealth, he books passage on a gnomish flying city by the name of Serraine. He leaves the gnomes at the foothills of the Wyrmsteeth. While exploring the mountains, he unveils what seems to him like a city of gigantic proportions. Soon the truth dawns upon him that its citizens are dragons. He stays clear, knowing death would befall anyone entering. Instead, he quietly explores the outskirts for weeks, driven to the limits of human endurance by his quest. The weeks turn into months. His priestly magic allows him to survive the mountains' terrible hardship. Everything else, he steals from unoccupied lairs, including several items peculiar to dragons. He learns much the ways of the dragons while in these lands. He knows Pyre is nearby, but still can't find her.

In desperation, Rolf comes up with a scheme he hopes will force Pyre out of the Wyrmsteeth Range. He knows that a young dragon, Kindling, lives nearby. He also knows that this dragon is the son of a powerful dragon liege in these lands. Rolf had been observing the comings and goings of Kindling for some time. Following a hunch, he decides to stalk the young Kindling as it heads east, toward Norwold lowlands. Soon after reaching the foothills of the Wyrmsteeth Range, Kindling lands and assumes a human shape. Rolf decides to approach the dragon on the following day. He tricks Kindling in sharing food, which he had heavily laced with a powerful substance stolen from a lair. The substance caused Kindling to enter into a sleeping trance lasting several months. Rolf hides the body, returns to the Draconic City's outskirts, and leaves a note underneath a shiny trinket. Surely, a dragon would see this fairly soon.

The note said this: "I, the Grand Master of the Heldannic Order, Lord of Freiburg and the Holy Citadel, accuse the dragon nation of the Wyrmsteeth Range to harbour and nurture a spawn of Chaos by the name of Pyre. She has committed crimes against humankind and she must pay the price. People of the Wyrmsteeth, I command you to expel the one Pyre and submit her to the justice of those she so hideously wronged. I, Grand Master of the Order, speak in her victims' behalf. Should you refuse, be it known to all that I hold Kindling as a hostage. No harm will be done to this young dragon but he will be held until Pyre is delivered to Freiburg to receive her judgement."

Herr Rolf quickly leaves. Outside the Wyrmsteeth Range, he secures a mount, loads the human-shaped body of Kindling, rolled in blankets on a mule, and begins his voyage back south to Freiburg.

Soon the dragons discover the note. Honour among their kind prevents them from complying with Rolf's note (provided they could even force Pyre at all). A large number of dragons take off at once for Freiburg, hoping to intimidate the Knights. The population of Freiburg, in terror at the sight of several hundred dragons, flees and all directions. The dragons seem to lay siege to Freiburg, as they land outside the city. Herr Otton, puzzled by the sudden arrival, summons all warbirds to the capital. Several warbirds already hold their position above the great citadel, blightbelchers ready for battle. Herr Otton sends out a messenger to inquire about the dragons' presence. He ends up speaking with younger dragons lurking close to Freiburg. The messenger returns with various sarcastic or nonsensical answers about "spawns of chaos" but nothing constructive. Believing this to be a test of the Immortals and the dragons minions of entropy, Rolf rallies the troops for a sortie. He orders the warbirds forward as the heavy cavalry thunders out the city gates toward the closest dragons. The knights charge, singing their battle hymn. A short but brutal battle follows as the warbirds badly wound several dragons with their opening shots. Their elders order them to retreat, fearing retribution against Kindling whom they believe to be imprisoned inside the citadel. The younger, hot-headed dragons at first ignore the commands of their elders and engage these upstart humans. The knights suffer many casualties before the dragons break off contact and pull back.

Meanwhile, faraway from the battlefield, a spy reports to his master. "Heldannic Knights are greatly weakened, Katayama San. The Order's numbers have dwindled in the past months. Simbasta tribes defeated the Knights in the southern continent. The knights have also started a war against the dragons." The rakasta lord, playing with his whiskers, seems to smile as he listen to the spy's account. "Perhaps is it time to reclaim the ancestral domain, for the greatest glory of Myoshima! First, the Knight must be destroyed, as their ships may threaten us."

***

Ito Kanakada, an experienced samurai and a veteran general is appointed to command the vanguard of the Myoshiman invasion. Enhanced magic enables his flying tigers to transport his warriors and their supplies to the surface of Mystara. General Kanakada knows that this is a one way trip. The flying tigers can easily slip through the Skyshield -- and back out, unlike the humans' airships. However, his honour and that of his warriors is at stake. They have all sworn to die rather than retreat. Reconquering the ancestral world is at stake as well as the eternal glory of Myoshima.

***

Herr Rolf, at last, reaches the mighty fortress of Freiburg. He finds the city deserted, save for the occasional looters who scamper off at his arrival. Signs of a battle are evident outside the city. Some scorched marks on the ground seem all to frequent in a desolate scene of broken trees, demolished cottages, and dead cattle. Rolf silently curses at himself for being so slow to return. He reaches the main gate.

"Sentry!", he hails. "In Vanya's Name, open the gate at once!"

"Eh? Who goes there?" answers a voice behind the battlements.

"I am Wulf von Klagendorf! Are you blind, soldier?"

A head appears behind an arrow slit and quickly withdraws. "Sure, and I am the Queen of Dragons!" the voice says.

"Open the gate, I say! Or I'll open it myself and use your sorry self as ship ballast!" responds Rolf, angrily.

"Begone, vagrant! Or I'll have the watch throw you into the dungeons!" orders the voice. Herr Rolf, puzzled, wonders what is going wrong. He realises he looks nothing like a Knight, his tabard tattered and in shreds after the months spent in the wilderness. Long hair and a thick beard covering his face make him appear as a madman. He turns around and heads toward a tavern.

A few hours later, he returns to the fortress, this time clean-shaven and presentable... Moments later he is allowed into the fortress. Knights suddenly surround him, swords drawn. Their commander orders, "Stand still, stranger, or die!" In the back, Rolf sees Otton approaching. He observes Rolf carefully. Suddenly, Otton casts a spell. Surprised, Rolf fails to shake off its effects. He remains speechless as he tries to use his own magic. The area is silenced. A score of knights suddenly lunge forward, pull Rolf down to the ground, and tie him up in good order. As the Knights carry off Rolf and his sleeping captive, Otton says

"Good work, sentry. This man is an impostor. Everyone knows the Great Brother died in the west. Lock them up. I will deal with them myself." Both are quickly thrown into a dark crypt, deep inside Freiburg's dungeons.

***

General Kanakada heads first for Davania, where he plans to rally the Simbasta to their pan-felidian cause. From there and with the help of the Simbasta, the Myoshimans expect to take the Heldannic Holy Citadel and ground the Knights' warbirds for good. Should they succeed, the main body of the Myoshiman invasion force will follow, striking directly at Freiburg -- the heart of the brotherhood. Lord Katayama, the invasion's overseer, otherwise opposes a massive invasion of Mystara, fearing the Knights' lethal warbirds. Should this be the case, he would favour a slower strategy of taking over the nomadic rakasta of the Savage Coast, and other communities elsewhere on Mystara. At last, the rakasta land among the Simbasta and request to speak with their leader at once. A Simbasta warrior approaches the Myoshiman messenger, and stares down at the puny felid. Undaunted, the messenger stares back, stiff and haughty.

***

"Cursed be this Otton!" mutters Rolf. "To think I entrusted him with the entire Order!"

His face rubbing against the muck on the crypt's floor, he twists and turns angrily, trying to slip out of his bonds, only to feel them tightening up further. He kicks off a large, fat rat sniffing at him. The rat squeaks, leaps up, and comes closer. It attempts to nibble at Rolf's ear. The Knight rolls over and furiously bites the plucky rodent. It squeaks and hisses angrily. Despite his feet tied together, Rolf leaps up and hops around, trying to stomp his mighty foe into submission. The two seem to dance around until soft chuckles rise from the back of the crypt.

"Oh come now, Meinherr Wulf. Surely you can do better than this," says the amused voice. "Feeling naked without your lance?"

The rat stops dead in its tracks, and promptly darts off in the opposite direction. Cringing, Rolf hops around to face the voice, expecting the worst. A long yawn comes from the dark, followed with the sound of ropes snapping off. A large, scaly hand sticks out of the dark, as its owner stretches its body from a long sleep. "Nice place you have, Meinherr Wulf. A bit small, but nice. Now, tell me why I shouldn't just tear you to pieces. I do feel a bit peckish." Rolf had not known how long the potion would affect his dragon captive. It seems fate was turning the tables around. Panting and sweating, he tries to find a solution to his hopeless situation. "Perhaps we should talk..." he ventures with some hesitation.

"Perhaps we should!" answers Kindling. Although a young dragon, Kindling easily stood three times Rolf's size. "What did you hope to accomplish with this escapade?

"Your kin harbour a creature of chaos among them," answers Rolf.

Kindling smirks, "Truly? Well, I suppose this wouldn't be the first time. I could think of many more, and probably worse ones too. But then, what does this have to do with me?"

Rolf continues, "Her name is Pyre. She has done great harm to humankind and other races. She brings nothing good to dragonkind either."

"Well, you do have a point here, Meinherr Wulf," says Kindling in a long yawn.

"I have no choice. She must be destroyed! Vanya, my patron demands nothing less of me. I must not rest until the deed is done," declares Rolf.

"Oh, her again..." mutters Kindling, scratching his wingpit. "Well, we can't just hand her over to humans, can't we? Provided we even could. She's a treacherous and powerful one, that Pyre."

Rolf bows his head, sombre. "Then it's war. Humans against dragons. The Order will perish for sure, but you know the conflict will spread. Many of your kin will die. No one but Entropy will win." Kindling then snaps his scaly fingers. "I've got an idea!"

***

"Prepare for battle!" orders General Kanakada. These magnificent warriors on their flying tigers had circled around the Heldannic Holy Citadel, preparing to dive down from the rising sun. As the rakasta adopt their standard assault pattern, Kanakada reviews in his mind the last events with the Simbasta, not quite understanding what had gone wrong. "Didn't it make sense that these primitives should accept Myoshiman leadership?" he thinks to himself. "Why wouldn't they join the glorious cause of the rakastan hegemony on Mystara? Well, at least we have the element of surprise. The Heldannic Knights will not measure up to Myoshiman superiority." Kanakada shrugs off these thoughts, dismissing the Simbasta as ignorant and pretentious savages. The time of the assault has come. Brandishing his ancestral katana, General Kanakada then declares to his troops,

"Warriors of the Skies, raise the battle standards! Myoshima will prevail! The glory of victory will be ours alone!" Then pointing his sword down toward the holy citadel:

"Dive!"

***

"Hey, you! The impostor! Wake up!" says Otton, kicking Rolf in the ribs.

Rolf, sits up slowly and, gazing back at Otton, says, "I am not an impostor, Otton. It's me! For Vanya's Sake, can't you tell?"

"Prove it!" snaps Otton.

"Look, I have no time to waste with such foolishness. Let me out. Now!" says Rolf.

"Or what? You don't scare me. I can tell a servant of chaos when I see one."

From the darkness of the crypt, Kindling hunches down over Otton, his scales glistening in the torchlight, and asks, "Oh? Can you really?"

Otton stands there, with a gaping mouth, unable to move.

"Undo my friend's knots if you please," adds Kindling.

Trembling and shaking, the caretaker frees Rolf who grabs him by the scruff of the neck. "Now listen to me," begins Rolf. He proceeds to unveil a list of personal details about Otton's past life in the brotherhood, which only the Grand Master would have known, proving to him that he is Wulf. Otton falls to his knees and begs for forgiveness. The hardship of the work has mislead his thoughts and actions he claims.

Soon afterward, Kindling quietly takes his leave while the two knights return to the citadel's main court. Otton has the watch sound general quarters. The knights form impeccable lines in the court, readying themselves for an inspection. Otton then declares Rolf's safe return among the Order and transfers all his authority back to him. Rolf then orders the commanders to call out all their troops, individually. As the knights' names are called, they walk across the court, forming another line.

When everyone on the rosters has been called, Rolf then declares, "Those remaining, drop your weapons and remove your equipment. We all know who you are! Step out through the front gate and fly back home. You will not find Kindling!" These remaining knights, cursing and grumbling, obey the order and one by one return to their true draconic form as they leave Freiburg.

***

"What are you doing here, little one?" The voice hisses and rumbles and the large female stares down at Kindling. "You should know better than intruding upon another dragon's dwelling."

Kindling sits, coiling his tail around his paws as a sign of peace and also one of hesitation and worry. Pyre was indeed enormous and frightening. She kept her left eyelid down to cover the infamous Ebon Eye. It is an artifact that she had stolen from the druids of Robrenn. Ever since one of the druids destroyed her left eye, she had felt a deep hatred of humans in particular. She later placed the black wooden orb into her empty eye socket, using the artifact to turn her enemies into statues of ebony. The wound in her eye never really healed, causing it to fester around the orb.

Kindling, fearing for himself, bows his head, avoiding her gaze.

"I do hope you will pardon my visit Pyre, but there is something we should discuss. The urgency warrants my intrusion."

Bringing her foul-smelling muzzle close to Kindling's, Pyre rumbles "Speak up, little one." Kindling continues, "The Knights had captured me, hoping to force you out of the Wyrmsteeth Range. Their master has gotten it in his head that he has one of those quests the humans favour so much. His quest is to bring you harm. I'm sorry to point this point, but he and his knights will not stop until they reach their goal. Surely, he will die along with his knights. But this means all the humans will go to war against us. Many of us will suffer in this. I have a plan that could prevent such..."

Pyre hisses loudly. "And what makes you believe I care?"

Kindling answers cautiously, "Well, you are one of ours."

Pyre thunderous laughter echoes against the large cave's vault. Bats fly out in terror. "I am so close to mastering my entry to the world beyond, I couldn't care less about your petty little kingdom of worms! You are so bright and yet so naive, as are all the young golden ones. Too bad the knights failed to keep you. I will have to finish the job myself". With an earthshaking roar, Pyre lunges at Kindling.

*****

"Dive!"

The order is repeated as the Myoshiman warriors plunge toward the holy citadel in Davania. The rakasta warriors quickly land on the battlements and towers. Riding his flying tiger, General Kanada observes the assault. "Complacent humans!" he mutters to himself. "No sentries guard the walls. They must all be sleeping inside their cosy fortress. Indeed, who would attack them so far from their lands?"

But the truth quickly emerges as a warrior reports. "The fortress is vacant, Kanakada San! The humans fled just before sunrise and left everything behind. They must still be near." The general returns his sword to its sheath. "So be it," he decides. "They shall be dealt with later, them and these treacherous Simbasta. Send searching parties into the fortress's vaults at once. There is an object that must be found."

*****

In a fit of rage, Pyre stumbles forward as she finds out she was speaking to an image of the young gold dragon. He had tricked her, the mighty Pyre. She rushes out of her lair, catching a golden glint in the sky as Kindling flies away. She immediately dives off the side of the sheer mountain cliff, slowly gaining the speed needed to support her towering body. Her powerful wings pushing hard against the icy cold air, she utters a spell to augment her speed.

Soon she catches up with Kindling who frantically begins to dive and roll to avoid her claws. Surprisingly for a dragon this size, Pyre swoops near Kindling and catches one of his wings. Enraged by the young gold's earlier trick, she rips the skin of his wing, sending Kindling spiralling into a dark, narrow gorge. She hovers for instant and for a chance to gloat before diving and finishing off the helpless young gold, when she sees a pair of older white dragons flying nearby. They just noticed her presence and turn around to meet her.

"Greetings, Pyre. Hunting an early prey this morning?" asks one.

"I've been restless lately. This story about Eruptaar's son abducted by the humans. It just makes my blood boil!" answers Pyre.

"I agree. We should not pander to these humans requests, regardless of the price," says the other white. "It's an invitation for others to do the same."

Pyre considers his words and adds, "We should destroy these knights and especially their master. It's too bad for Kindling. I'm sure they will kill him, regardless of what we do. The humans must pay for this!"

The first white wonders, "All this talk of humans makes me hungry. So, what you got down 'ere?" he asks, peering down into the gorge below.

Pyre quickly answers, "Nothing. I just want to be alone now. Go away..."

The two big whites wheel away as one adds glancing back at Pyre over his wing, "There she goes again, keeping the all mountain goats for herself. Pfeh."

*****

The rakastan messenger comes running into the palace's main hall. He falls to his knees and bows his head before Lord Katayama. He hands him a message from General Kanakada.

"My lord, the Davanian citadel has been secured and the knights have fled. The magical item has been secured. The invasion can begin."

"At last," smiles Katayama. He walks out to a balcony overlooking the main courtyard. Hundreds of warriors stand there, their individual flags fluttering in the breeze, waiting for a word from their master. Thousands more wait outside the palace.

He finally announces, "Warriors of Myoshima! The time has come to reclaim the ancestral world. The House of Katayama will be the first to land. The honour is ours forever!" The warriors all hail the awaited news. Their commanders then shout the orders to ready their troops and prepare for the voyage to Mystara.

*****

Pyre glides over the gorge, searching for Kindling. She spots a large boulder spattered with blood amidst the rushing water of a mountain river. Large, icy boulders and cliffs line the sides of the river where it soon turns into a series of hazy, thundering cataracts. A sheen of ice covers everything near the waterfall. No other sign of Kindling. Pyre considers the waters below and the jagged rocks emerging, and decides Kindling fell to his death. If not, it would take him too long to interfere with her plan. She takes off.

*****

Several hundred knights are slowly walking across the savannah, as the sun rises higher into the sky. Vultures slowly fly overhead. During their failed campaign against their Simbasta liege, the knights have learned to lighten their armour and wear flowing white linen over their helms to lessen the Davanian sun's cruel bite. In the middle of their column, bearers pull a large, ornate chest mounted on wheels, under the watchful eyes of mounted guards.

Ahead of them, two tall, lanky figures quickly scout the path ahead. The two rakasta stand easily above the taller knights. One of them walks back to the knights and says, "So far, no sign of the Myoshiman invaders, sir." The commander of the knights answers, "Good thing. We're helpless in the open against a flying enemy. Good thing too you could run this far and this fast to warn us about their attack. We would have never been able to evacuate the artifact otherwise. I guess we now owe one to your Simbasta lords."

The rakasta smiles and adds, "Well, you do pay tribute regularly and you have sworn loyalty to them. Why should the Simbasta not defend you? Besides, the Myoshimans proved too arrogant to get along at all with the Simbasta. You know what I mean..."

The knight laughed, "Yes, we all do. I just hope the Myoshimans don't discover our subterfuge too quickly."

*****

"So, you have a problem with the knights, do you?" says the old man. He sits across the table from the one called Dalgaard Gustavsson. He looks a bit like those Minaean pirates. Smells like one too. He wears an eye patch on his left eye. At times, an odd, slimy ooze seems to roll down from behind the patch, which the old man quickly wipes off his cheek with the back of his gnarled hand.

"I know just the medicine you need," he adds, pausing when an innkeeper serves two beverages. As he leaves, the innkeeper pulls a curtain behind him, closing off the booth.

"See, there be dragons from the mountains. Lot's of 'em. And they be ready to attack, see. But the knights be holding one of 'em in the dungeons below. The dragons, they won't attack to avoid risking the life of the prisoner, see. If we could just get in, and pour this Thyatian oil I have, I could set the whole dungeon ablaze."

Dalgaard carefully considers the old pirate. "I've heard the news of the dragons too. What do you have against them, old man? And what will the fire accomplish?"

Pointing at his eye patch, the old man says, "One of 'em did this to me. They killed my crew and sunk my ship. I want 'em to pay. I want to get in and do this before I be too old for revenge, see."

The old pirate lowers his voice and leans forward, "I be sure the captive is already dead. One of my partners inside told me so. You'd have to start the fire in the dungeons to rise up into the citadel's shafts and destroy it as well. Most of the beams and floors above be made of wood. If they see fire, the dragons will know the captive be dead, see. Then, they will attack."

Dalgaard scratches his beard for a moment and then asks, "Should be easy enough for dragons to get into the castle. What's stopping them from freeing the captive themselves?"

"Ay," agrees the old man. "But they be smarter lately, these knights. They be changing their ways since the clash with 'em dragons outside the city. Now there be magical wards betraying spies and intruders. And the entrance to the dungeons, it be locked with special magic, see."

Dalgaard empties his ale and declares with a grin, "Fine. It's your plan. Here's a way to get in..." Dalgaard draws a map on a piece of parchment, explaining how to get around guarded areas he knows of. There was a well-hidden escape tunnel.

Standing up, the old man finally says with a different voice, "Why, thank you, human. This will be very useful. Look up here, now."

Dalgaard stares in disgust at the ugly festering wound as the old man lifts his patch. Suddenly, the old warrior's eyes turn black, followed with his veins and his finger nails. He opens his mouth to cry out in pain. But he quickly stiffens on his chair as the rest of his body turns jet black. Soon afterward, he becomes a statue of ebony, his awareness and soul forever locked in a blind and deaf paralysis.

*****

One by one, the Myoshimans quietly slip through the Skyshield, watching carefully for signs of the dangerous vortex. They had spread out on several miles to facilitate entry into the Mystaran atmosphere. Lord Katayama, chose an area above a large storm to mask their arrival to onlookers.

Already, they ride the storm toward Freiburg, as the living portents of a fate to come. Great balls of lightning rumble in the clouds beneath them, flashing eerie, bluish glows. Thousands of warriors sing their war songs and beat their drums to honour the Divine Winds that carry them toward their glorious destiny. It wouldn't be long now before they would reach the second objective of the invasion.

A messenger flies up to the general and shouts in the raging wind, "Katayama San, the dragons will not attack. Their leader, Eruptaar, fears for the life of his heir. The knights hold him in the dungeons. He said the dragons would support Myoshima if we could safely return the captive. They will stay in the hills until then."

Lord Katayama smiles. With the Heldannic Fleet pinned down and no one to help the knights out, it made no doubt that he could secure the fortress and strike a fatal blow to the knighthood.

Today Freiburg, tomorrow Thyatis!

*****

Slowly, painfully, the young dragon stirs himself back to consciousness. The deafening roar of the cataract overhead is almost dizzying. Overcoming the pain of his wounds, Kindling drags himself out of his cache, behind the main waterfall. He knows a small refuge nearby where he can heal his wounds and soothe his pain. An old draconic altar lies there. He had planned to make a stand against Pyre, the place being repulsive to the likes of her. He hadn't expected her to fly so fast. If he could just avoid slipping on the icy rocks. The numbingly cold water is slowing his every moves. Must move on... Just one more step...

*****

"Lady, we've got the mother of all messes on our hands!" shouts the fiery Immortal. "And you... You have plotted this out since the beginning! It was your idea, this silly quest against the dragon. I should have seen it coming! I don't know what prevents me from annihilating these knights right here, right now! The Hollow World, that's where they belong..."

The warrior princess, with a half-smile, responds, "Oh, come now! We're not to meddle with the mortals. You said so yourself."

Hammering his words, Ixion shouts, "We CAN'T have a war between the dragons, the humans, AND a whole world's worth of fanatic rakasta, all at once!" He sputters on, "The Entropics will have a field day!"

With a broad smile on her face, Vanya muses, "Oh, I don't know. I personally find this terribly exciting. It all seems so glorious and extravagant! It's almost romantic!"

Sending spirals of flames across the room, Ixion snaps back, "You... You... Go fix this mess. NOW!"

*****

Once again, the last sentry responds to the nightwatch call, and all is calm. His voice almost gets lost in the early morning's fog. The glow from the port's lighthouse tries in vain to pierce the thick and still air of the night. Sad and lonely, the distant complaint of a fog horn announces a coming storm. Thunder rolls over the sea.

Some of Freiburg's townspeople have returned since the last battle. Most have found their houses plundered and vandalised. But life goes on as the market folk already set up their booths and prepare their goods before sunrise.

Large spikes of steel and barbed hooks dominate the battlements of the Knights' fortress. Expecting attacks from the dragons, the Grand Master rushed the erection of such defences to maim, trap, or slow the large flying lizards attempting to land inside the fortress. Wide mantles of wood, painted in the Heldannic colours, have been mounted above the towers' ballistae and blight belchers.

The storm reaches Freiburg. It should have swung further north, missing the Heldannic city, but the winds had shifted. A sheet of rain now moves into the city as the storm grows more intense. Trying to protect himself from the downpour, a knight holds up a thick blanket over his head and continues to watch the west. His eyes wide open in sudden surprise, the sentry slumps forward. A long arrow shaft sticks out of his armour.

"Sound the Alarm!" another guard has time to shout. He raises his shield in a futile gesture as another arrow pierces the shield's metal and almost nails his head against the door behind him. Already, several horns are calling the Knights to the battlements. Troops come pouring out.

In the sky above the fortress, archers from the House of Katayama decimate their targets, one by one, with well aimed shots. Riding on the back of their flying tigers, the archers carefully aim their great Daikyu bows, seeking out Heldannic commanders. With their strength and the advantage of height, the long arrows seem to defeat the best-made armour. Not even the mantles protecting the ballistae seem able to stop the deadly shafts. But their first success proves short-lived. The pouring rain takes its toll on the tigers and the bows, and soon the elite archers withdraw to land inside the city. Immediately afterward, the Myoshiman warriors mass over the fortress and prepare to dive. Samurai, ronins, and house retainers all hail the House of Katayama and begin their assault against the Heldannic fortress.

At last, the Knights fight back. Quarrels and javelins, propelled by the ballistae, try to defeat the weight of the pounding rain and meet the diving warriors. Many find their mark. Suddenly, the unthinkable occurs. A lightning strikes one of the metal spikes protruding from a tower. Several Myoshiman warriors are caught it its blinding path and fall to their death. Knights standing near the spike suffer an equally deadly fate as the lightning arks out to their storm drenched swords and armour. The rocks and mortar sealing the base of the spike break apart. Loose stones and the heavy metal pole fall off the tower and comes crashing down into the fortress's courtyard, crushing several more Knights.

The blight belchers release their lethal breaths, cutting wide swaths among the ranks of the diving warriors. The rakasta try to avoid the large defences erected against the dragons. The nimble flying tigers avoid most of them. But it isn't long before several roaring beasts and their courageous warriors find themselves entangled among the barbed hooks or impaled upon the sharp poles. Deprived of their archers and forced down under the raging storm, the Myoshiman warriors land wherever they can to continue the battle on foot. Many land outside the fortress. A bloody melee spreads out to all battlements and the courtyard.

Behind the massed, fighting Knights, their clerical brethren take position and begin chanting holy verses to glorify Vanya. Galvanised by these songs, younger Knights at the heart of the battle charge forward, blind to the dangers of the battle and often at insane odds. The priests' magic conveniently bolsters the Knights' valiant defence of the fortress. Where a gate is breached, whirling blades appear and block the enemy's advance. Where Myoshiman warriors concentrate and threaten to break through the Knights' positions, columns of flames descend from the sky to strike the rakasta. The searing flames hiss and steam in the rain. On the Myoshiman side Wu-Jens respond in kind, causing holes to form in the walls and casting their own lightning bolts. Magic clashes, steel meets steel, and the raging battle grows even more furious in the storm. The bloody struggle inside the fortress proves murderous to the Myoshiman warriors. In some areas of the fortress, the disciplined Knights unexpectedly retreat before the rakasta, leaving them exposed to hidden blight belchers. Many of these magical weapons, placed behind murder holes or slits in the main tower, guard strategic areas of the fortress. As soon as their lethal magic disperses the attacking warriors, the retreating Knights suddenly charge back forward to great effect.

From a distance, Lord Katayama observes the assault. He stands on the terrace of a mansion, near the fortress's imposing main gate. His messengers signal the warriors engaged in the battle with flags and direct them as required. Lord Katayama frowns. Losses are heavier than expected, much heavier. He curses the Knight's blight belchers. With great pain however, his warriors secure the main gate and the entrance's barbican. The gates slowly open, allowing the rest of his troops to charge in.

"These Knights fight well. They were well prepared," observes Katayama. "Something went wrong. Where is General Kanakada?" he wonders while scanning the stormy skies. "The Houses of Tomistu, Kojima, and Do should be arriving now. It will turn the tide of the battle."

"There!" he shouts, pointing toward the east. "Tomitsu and Kojima!" A messenger lands near Katayama and reports. "Katayama-San, the army of the House of Do has been ambushed before reaching the Skyshield! Unidentified skyships forced them to regroup on Myoshima. The ships were not Heldannic Warbirds. Too many mages were on board and they could not be defeated. They retreated into a field of asteroids and contact was lost."

Annoyed, Katayama lets out a sigh of frustration. "Send the main body of Tomitsu against the fortress at once. Resistance there must cease! Kojima remains in reserve in the city." The messenger bows and blurts out the traditional response, "Hai..."

The rakastan onslaught gains a sudden momentum with the arrival of the House of Tomitsu. Already the Heldannic lines buckle and step back toward the main tower. Many of the Knights are trapped on the battlements, regrouping around banners, ballistae, and priests. None surrender, for today they fight before their Immortal patron. Towers at the battlements' perimeter slowly fall in enemy hands. Whenever possible surviving Knights disable their blight belchers, as they fall before the blinding whirl of Myoshiman katanas.

"General Kanakada!" shouts Lord Katayama with relief. Fifteen majestic warbirds slowly descend through the clouds. But no. The clouds reveal proud sails bearing lions of sable over fields of argent. A great cry of relief mounts from the fortress as the Knights see their warbirds arriving at last. The General had failed to capture the warbirds. Realising the terrible truth, Katayama immediately orders the House of Kojima against the warbirds.

The warbirds adopt a box formation. Three layers of five ships protect each other from the fierce waves of Kojima attackers. Well-coordinated blight belchers aboard the warbirds cut through the Myoshimans swarms. It is a bloodbath for scores and soon hundreds of attackers. With horror, Lord Katayama observes the carnage among the assaulting waves. Nevertheless, the proud rakasta push on. Retreat is not an option. No sooner than Myoshimans set foot on the first warbirds, scores of Simbasta come roaring out from the decks below. The courageous assault turns into savage butchery aboard the ships, opposing Knights and their Simbasta allies against the rakasta and their tigers. In shock and disbelief, Lord Katayama falls to his knees, staring at the disaster in progress.

Already, the lower-flying warbirds land at the city's gates, unloading the Simbasta. The powerful Davanian rakasta quickly gather and move up the city streets. Brutal skirmishes oppose the Simbasta against Myoshiman archers hiding in the houses. One after the other, the Simbasta secure the nests of archers with fearsome roars and displays of blood lust. Despite their great skill, archers slowly fall back toward Katayama's vantage point. Hesitation and doubt overcomes the Myoshiman commander. His messengers stare at him, awaiting orders. He turns his attention toward the fortress.

Suddenly, thick smoke starts coming out of the main bastion's arrow slits. The blight belchers hidden inside the fortress finally mute their odious sound. A roar of joy echoes in the fortress, as the Myoshiman press on. Lord Katayama stands back up, shouting "Yes! The Immortals are with us!" Flames soon shoot out of the main tower's openings. Knights are in disarray. The bastion's garrison comes out in the open, surrounding their Grand Master. Rolf raises his sword and rallies his troops. "My brethren and companions. The moment of truth has come. Follow me. Today we prevail or die!" Gathering their last energy, the Knights pursue their brutal combat against the Houses Katayama and Tomitsu, shouting the name of Vanya.

Not far away, Eruptaar and his dragon subjects observe the battle. The main tower is now engulfed in flames. Pyre lands near the dragon king and says, "Well, your majesty, it would seem the humans destroyed their own fortress out of spite. Your son is inside, dying. What now? Will you just sit back and watch?"

Eruptaar suddenly takes off and roars, "Kill the humans!" Like a gigantic flock of birds, the dragons take flight. Moments later the bulk of the dragons, shrieking and roaring, plunge into the formation of Heldannic warbirds. Sails are torn, masts are broken, and many fires begin. The skyships quickly break formation, trying desperately to manoeuvre and avoid the fury of the dragons.

Nearby, Eruptaar swoops by an amazed Lord Katayama. Simbasta have already reached his building. Archers and his personal elite guard of samurai bravely fight back the Simbasta. Eruptaar ignores the scene and continues on with his followers to the fortress. Without warning, the furious dragons rush into the main courtyard. The spikes of steel do their deed, cruelly wounding several dragons. Eruptaar and the others land inside, seeking out the Grand Master of the Knights. Combat stops, as the rakasta quickly retreat out of the way, and out of the fortress. Suddenly, the knights all shout the name of Vanya as their last hurrah, and charge forward, Rolf at their head. Immediately, spells go off and breaths are released. Eruptaar meets with the Knight's commander in a terrifying duel.

"Father! Wait!" The voice of the young gold fails to pierce the clamour of the battle. Kindling, just reaching Freiburg from his icy refuge of the Wyrmsteeth, circles above the fortress. He hesitates to approach its wicked defences. Beneath him, at the centre of the fortress's courtyard, Eruptaar and the Grand Master of the Order are locked in a combat to death, no longer paying attention to their surroundings.

"You! Again," hisses the cold, raucous voice of Pyre. The old dragon quickly catches up with Kindling. "I should have known that you had crawled under a rock, like the worthless, little worm you are. Now, I shall crush you for good."

Kindling, smaller and more agile than Pyre, and now very much aware of Pyre's speed dodges her attacks as best he can. Several times he narrowly shakes off her magic. Not willing to leave the site of the battle, Kindling manipulates the huge dragon into a series of spiralling dives bringing them dangerously close to the fortress's metal poles. Alas, the young gold is unable to avoid a series of barbed hooks onto which he remains stuck. Pyre realises the danger, but too late. In her momentum she crashes into the side of the main tower. She roars horribly at the pain when she discovers a metal pole piercing straight through her shoulder and threatening to rip through the leather of her wing. Hanging precariously on the side of the tower, she tries to unhook herself while her tail whips through the air toward Kindling. Under Pyre's enormous weight and frantic efforts, large rocks fall off the blazing tower, crashing near Rolf and Eruptaar. The king of dragons glances up and discovers the scene.

Kindling calls out again, "Father, the Knights are not at fault. Pyre tried to kill me and have the Knights blamed for it! She wants war between our people and the humans!"

Roaring from her pain and anger, Pyre realises her plan failed. She finally breaks free and falls into the courtyard under a shower of stones and mortar. She coils back to her feet and ends up face to face with Eruptaar. "Yes, stare into my eyes!" she hisses. She opens her purulent left eye. Surprised, Eruptaar glances at the ebon eye. The world seems to stop around them, as dragons and knights alike cease combat and observe the two huge beasts.

"Yield now or die!" rumbles Eruptaar, shrugging off the effects of the nefarious Ebon Eye. "Never!" she hisses. Suddenly, she disappears.

"Great dragon!" hails Rolf. "My quarrel is not with your kin but with Pyre alone. It was I who abducted your son. Of this I am guilty, but never did I plan to hurt him." He throws his sword to the ground and says, "Do with me as you please, but spare my warriors. Enough blood was shed today."

Eruptaar considers Rolf's words and the scene of carnage and utter devastation. The smouldering ruins of the main tower finally collapse behind them in a thunder of falling debris and smoke. The dragon then answers, "You have paid your debt, human. You and your kind will now stay out of the Wyrmsteeth for good." Moments later, several dragons manage to bring down the squirming Kindling. The huge gold then announces, "It is time to end this senseless war. Knights of Heldann, ready your swords and follow me outside!"

At Eruptaar's signal, the dragons all rush out through the fortress's massive main gate, before the startled eyes of the rakasta waiting outside. On the dragons' heels follow a horde of screaming madmen, triumphantly brandishing sword and banner. With dragons apparently fleeing before the crazed knights, the astounded rakasta panic and turn around. Many take off on their flying tigers to seek cover in a nearby forest, while the others retreat back to Lord Katayama's mansion. There, the Simbasta and the Knights quickly surround the remnants of the Myoshiman forces.

The rain finally stops as Lord Katayama stares down at the two armies. Now silent, they gaze at each other, poised for the final assault. Katayama's aides hold his flying tiger and beg him to flee before it is too late. He angrily grunts back at them, ignoring the insulting offer, and instead pulls out his ancestral katana.

Rolf appears among his Knights, riding a warhorse. He hails Lord Katayama's warriors. "People of Myoshima! Put back your swords, take your wounded, and return to your homes! This land will never be yours. There is no dishonour in this, for you have fought well. We, Knights of the Heldannic Order, pay homage to your skill and to your courage! No harm will be done to your people as you leave here, with your weapons and your heads up high!"

Lord Katayama gazes silently at the Grand Master of the Order. He glances down at his beleaguered troops, exhausted and wary. Slowly, he returns his sword to its sheath and gives an ever so brief bow of the head toward Rolf. The rakasta form their ranks and head out of Freiburg.

*****

The dashing wizard salutes the empress and announces, "Mission accomplished, Your Imperial Majesty. The Myoshiman rear-guard was forced back to Myoshima, and the attack on Freiburg failed. The remainder of the rakastan army is now returning home. There are no Alphatian losses to report."

"Well done, Admiral" responds the empress. "Maintain watch over Myoshima. Their disturbing the order on the surface may eventually spill over to the Hollow World. We can't afford any such possibility."

"As you wish, your majesty." The wizard salutes the empress and takes his leave with his body guard. On the way out, the wizard glances over to his feline follower and adds, "Yes I know, Myojo. This is a very unfortunate affair. I am sorry to have dragged you into it."

The rakastan guard responds, "It was my duty to stand at your side, Haaken-San. There will be long days or mourning on Myoshima, but I know them all too well. They will return, some day."

*****

"What now, my lord?" asks an old Knight.

"The Order has prevailed," answers Rolf. He takes a tattered banner from the hands of the old knight and climbs on top of the smoking ruins of the castle. There, on the highest pile, he plants the banner and declares, "Only the best of best remain. Our faith and strength have been forged anew, in blood and in fire. We are now a greater brotherhood and a finer knighthood. But first, let us heal our wounds and rebuild."

"Rebuild!" The old knight looks up at Rolf in disbelief. "Look around, my lord. Our fortress now lies in ruins and our fleet is in shambles. We don't have the finances to replace all this!"

Rolf leaps off his pile of debris and laughs at the knight. "You've won a battle against an army of the fiercest rakasta! You've fought another of dragons and lived to tell about it. And yet, you seem eager to give up! Come now. We haven't said our last prayer yet. I know just where to get the treasure that will pay for it all: an even greater fortress, a more glorious temple, a new fleet, with plenty of leftover to repay the good people of Freiburg for their own losses and hardship. The most precious part of Pyre's treasure lies hidden where even she would not find it. Onward, brave Knights! Cobble together what can be salvaged of our warbirds and let us sail to the Savage Coast at once. There is gold to be had."

*****

"Where is General Kanakada?" fumes Lord Katayama.

The samurai under the General's order are kneeling before their lord shogun, bowing their heads. Embarrassed, the older one reveals, "Sadly, General Kanakada has refused to return. The Simbasta ambushed our forces in a forest, using the humans and the true artifact as bait. Most of our forces were captured before we could send out news of our fate. General Kanakada was gravely wounded and unconscious. The remainder of our forces retreated to the Heldannic citadel, but several warbirds intercepted them. The great shaman of the Simbasta healed General Kanakada. When we were allowed to leave, the General requested the right to cleanse his family honour, which the Simbasta agreed to. His ashes have been returned to his family with his armour and sword."

Suddenly, a messenger runs into the palace hall. Out of breath and bearing a wound across the face, he drops to his knees and hands before the shogun, his forehead nearly touching the floor. "My lord, the Houses of Miyashika, Tokanawa, and Taikoku have rebelled. Several others are vacillating. The fortress of Kojima has fallen. The Houses of Do and Tomitsu are requesting reinforcements at once!"

The shogun walks quietly to the balcony and looks down at the palatial courtyard, now empty. "How ironic," he observes. "We, who sought to bring war to Mystara now have to fight it on our own land. So be it. Again, war it is!"

*****

Aboard the Sturmkondor, the crew pays homage to their fallen leader. They built a box made of fine wood and painted with gold. Inside, wrapped in silk and velvet lies the ebon statue of Dalgaard Gustavson. Since no priest stands among them, the senior warrior of the Heldann Wolves reads an ancient Heldann saga. At the end, all aboard vow to find a way to return him to life or avenge his fate. The lone warbird sets sail toward the setting sun.

*****

"This was a close call, lady!" concludes Ixion. "Much too close. If this Pyre had had her way, she would now be one of us. The neighbourhood is bad enough as it is, we really don't need one more like her! What about this knight of yours?"

Vanya smiles and responds, "I've removed his quest against Pyre. He has proven to me his worth and his faith. They will be quieter now. This should erase the risks of another confrontation between the knights and Pyre. She now pursues other goals, but it will not be long before she resurfaces as an even greater peril on Mystara. Now, about these knights..."

Ixion sighs, "Oh well, fine. You can have them back. But! I don't want to hear from them for a long time. Am I making myself clear, dear lady?"

Vanya bows her head in gratitude and leaves. As the large doors of bronze slowly swing shut behind her, she closes her fist, pulls her elbow back, and whispers triumphantly,

"Yes!"

THE END 

Woops, I think I did forget something. Where *IS* General Kanakada? Since I'm doing this off hand (no ref. available from the office), please let me know if I screwed up something in the process. I'm assuming Katayama is the reigning shogun of the Myoshiman empire. Here's some extra tar and gravel to patch up the story's latest pot-hole, which should go before the scene of the mourning crew aboard the Sturmkondor, in the final episode.

So...



"Where is General Kanakada?"

 fumes Lord Katayama.

The samurai under the General's order are kneeling before their lord shogun, bowing their heads. Embarrassed, the older one reveals, "Sadly, General Kanakada has refused to return. The Simbasta ambushed our forces in a forest, using the humans and the true artifact as bait. Most of our forces were captured before we could send out news of our fate. General Kanakada was gravely wounded and unconscious. The remainder of our forces retreated to the Heldannic citadel, but several warbirds intercepted them. The great shaman of the Simbasta healed General Kanakada. When we were allowed to leave, the General requested the right to cleanse his family honour, which the Simbasta agreed to. His ashes have been returned to his family with his armour and sword."

Suddenly, a messenger runs into the palace hall. Out of breath and bearing a wound across the face, he drops to his knees and hands before the shogun, his forehead nearly touching the floor. "My lord, the Houses of Miyashika, Tokanawa, and Taikoku have rebelled. Several others are vacillating. The fortress of Kojima has fallen. The Houses of Do and Tomitsu are requesting reinforcements at once!"

The shogun walks quietly to the balcony and looks down at the palatial courtyard, now empty. "How ironic," he observes. "We, who sought to bring war to Mystara now have to fight it on our own land. So be it. Again, war it is!" 

The General Organisation of the Heldannic Order
General Organisation of the Order – 

00. Introduction
Goals and Overview

The Heldannic Knight was created to further the ambitions of unruly and head-strong Hattian knights who did not get along with their Thyatian overseers. Little more than a band of armed hooligans, they flocked around an obscure clerical sect worshipping Vanya, an Immortal Patron whose primary interest is war and conquests. They created an order of knights and clerics with some degree of organisation. They grew out of hand very quickly and presented a threat to Thyatis's imperial control of Hattias. To avoid a pointless fight against the imperial legions, the order set sail to the nearest spot they thought they could invade. They took over the Heldann Freeholds and began calling themselves the Heldannic Knights. After a few generations, their order has grown into a highly organised and experienced military machine capable of threatening other nations, and a financial powerhouse. Lands that fall under their control are called the Heldannic Territories. At first, other nations' rulers, including the emperor of Thyatis, considered the knights as outlaws, but with their growing power they have been forced to deal with them. In the mean time, ethnic tension with native Freeholders remains an everlasting thorn in the side of the Order.

The goal of the Order before its clash with the Davanian simbasta was essentially to conquer anything conquerable. The order preyed on weak nations, unclaimed communities unable to repeal a major invasion, and wilderness territories. So far, their gains include coastal lands of Norwold, from Landfall to Oceansend. Outposts in faraway places were created and lost over the years.

Goals of the Order after the war of invasion from Myoshima were redefined to heal a dangerous schism that split the Order apart. Now, the Heldannic Knights' target is what they call Spawns of Chaos threatening the established order in their area of the world. These are in particular creatures from the Abyss, undead, and other powers of darkness. Ironically, the Order also considers "outlaw" nations as Spawns of Chaos. The Order is making it known to other rulers that its knights may be able to help against aggressions from Chaos, in exchange for some territory which would be donated ad eternam to the Order, or for the liberty to conduct legal, non-covert banking operations on their lands. The lawful character of the Order stands as credible warranty that financial transactions are secure and legitimate. A goal of the Order is to develop banking operations enough to influence international politics. Another is to rely on this income to finance the needs of its growing military apparatus, war and conquest remaining the ultimate quest. Fortunately, this arrangement protects many of the nations in the Known World from potential Heldannic aggression.

A growing and mutual enmity separates the Order and the Principalities of Glantri. With good cause, the Order perceives Glantri as a harbinger of chaos, while the Glantrian wizards resent the looming threat of a clerical hegemony in the region. The Heldannic Knights concern themselves with concepts of Law - but not those of Good or Bad, although improvements are forthcoming in this area, at least for the sake of diplomatic relations with the rest of the Known World.

The Heldannic Order breaks down into four main branches: one military branch which is the tool of Heldannic territorial expansion, and three clerical branches. They are the Voice of Vanya handling general administration, the Hammer of Vanya responsible for enforcing the Order's laws and ensuring orthodoxy among the military, and the Heart of Vanya whose role is to create and interpret the Order's laws. 
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 1. The Priesthood
The Heldannic Order breaks down into four main branches: one military branch which is the tool of Heldannic territorial expansion, and three clerical branches. They are the Voice of Vanya handling general administration, the Hammer of Vanya responsible for enforcing the Order's laws and ensuring orthodoxy among the military, and the Heart of Vanya whose role is to create and interpret the Order's laws.

Voice of Vanya: The Grand Master also heads this branch. It handles the administration of the Order, which includes especially finances, acquisitions and management of property, diplomacy with foreign powers, and overall decision-making for the Order. The Voice of Vanya runs substantial banking operations under assumed names in Thyatis, Darokin and in the Isle of Dawn which funds the Order's activities. It also manages these funds and any taxes collected from occupied lands. The Voice of Vanya resides mostly in Freiburg. Several members of this branch are also present at the main garrison (Oceansend, Landfall, the Holy Citadel, etc.) All important garrison commanders and a great many of the high-ranking commanders in the military branch come from the Voice of Vanya. These garrisons remain under a Grand Knight's direct authority, including any ships based there. Overall, the influence of this branch among the entire Order is considerable.

Heart of Vanya: This branch is responsible for the communion with Vanya, which includes religious services at the temples, studying holy scriptures and other sources of knowledge, interpreting the will of Vanya through omens and meditation, defining what constitutes heretical behaviour, creating and maintaining the Order's internal laws and the laws of the land, and providing magistrates to settle internal and external issues. Priests of this branch are the scholars of the Order and also provide battlefield healers. The Heart of Vanya is based at the Holy Citadel, but the branch maintains an important presence at Freiburg. Priest of the Heart are also assigned to major garrisons. The Voice of Vanya does not control activities at the Heart of Vanya but may veto new laws it may come up with. If so, a council is called upon to resolve deadlocks, which requires the participation of all available Grand Knights and Abbots in the Order. Everyone has one vote, with a simple majority deciding the council's outcome.

Hammer of Vanya: It is this branch that gets the work done. An autonomous branch of the Order, it works with the Heart of Vanya from which it receives said laws and whose decisions it applies. The Hammer primarily enforces Heldannic Laws. Religious indoctrination among common soldiers in the military branch comes from the Hammer which also watches for unorthodox thinking in the Order. It is directly involved with rooting out heretical behaviour and directs the conversion of non- believers to the ways of the Order's Immortal Patron.

The Hammer controls the screening and recruitment of new soldiers among native population, either volunteers desiring to join the Order, or natives called upon to serve under the Heldannic banner. In the latter case, all households settled in Heldannic Territories and with more than one child, must provide one adult person, male or female, capable of bearing arms. Indentured service is mandatory and lasts ten years. The Hammer also reserves the right to elevate lay brethren to the rank of knight and accept acolytes among the clerical branches. Indentured soldiers cannot rise among the Order until they make an Oath of Service. Joining the Order is a life-long affair ending either with the knight's death in the service of Vanya or a banishment from the Order following a disgrace.

The Hammer maintains an important presence among the military, as each fighting unit has at least one Chaplain. In addition to the above duties, the Chaplain provides clerical magic during battles. A priest of the Hammer is present in each Company or Lance, in addition to secular troops. In general, priests of the Hammer of Vanya are experienced with combat and well equipped. They normally fight with a war hammer, a symbol that they use generously to expound the concepts and benefits of their faith. They are physically fit for warfare and often display a natural fire and brimstone leadership style. When serving a high-ranking priest, Sergeant-at-Arms may be chosen among Chaplains of the Hammer. Together with the Heart of Vanya, priests of the Hammer can balance out the power of the Voice during times of crisis. The sect of the Southern Star that guards Vanya's mortal remains at the Holy Citadel and her artifact, the Star of Vanya, is composed solely of priests of the Hammer.

It is possible for priests to transfer from one branch to another, depending on their experience and abilities. Priests of the Hammer who are too old to bear arms generally join the Heart of Vanya. Secular knights may become priests later in their career and join any of the three clerical branches, depending on their abilities. 
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 2. The Military
The Military: The Grand Master of the Order is the supreme commander of the military apparatus. Either he or one of the two clerical Primates can lead an army. The main subdivisions of an army on a battlefield or in a major garrison require a Grand Knight. The Grand Master of the Order, the Primates, and Grand Knights are entitled a retinue of body guards, called Sergeants-at-Arms whose responsibilities include the safety of their commander and to see that orders are carried through. Sergeants-at-Arms are mounted, armoured knights.

Any land force fielded by the Order breaks down into one Vaward, one Main Battle, and one Rearward. Before combat the Vaward normally holds the left wing, the Main Battle the centre, and the Rearward the right flank. These three main combat units break down into Chapters of about 100 to 500 similar troops under the command of a Knight Banneret.

Chapters break down into infantry Companies and cavalry Lances, usually ten to a Chapter. A company includes either 20-30 men-at-arms, or 40-60 archers, crossbowmen, or pikemen. A Lance includes about ten armoured knights. A Knight Bachelor commands individual Companies and Lances. All knights of the order are entitled to a squire attending to their needs and safety. A sergeant usually helps command infantry troops and provides combat training, usually one for every ten soldier in a company.

A number of combat units are predefined before a battle as being part of a rear guard. These are experienced troops whose responsibility is to cover the army's retreat from a battlefield (a rear guard is not necessarily part of the Rearward).

All member of the Order below the rank of knight (except novice priests) are referred to as lay brethren. They receive a small monthly pay which is normally sent directly to their families and serve a ten year term. All other members of the Order receive no pay and serve for life. Generally-speaking, the proportion between knights and lay brethren is about ten for every single knight. 
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3. Ranks & Forms of Address
Military Ranks: Grand Master of the Order, Grand Knight, Knight Banneret, Knight Bachelor, the common knight, and the sergeant in decreasing order of importance. All soldiers beneath the rank of knight are addressed as "Brother" followed by their name. A common knight is called "Brother Knight" or "Brother" followed with the knight's name. When addressing any other knight, one uses the term "Sir", "Sire", "Herr", "Lady" or "Dame" as the case may be. When addressing the Grand Master, one uses the term "My Lord" or "Meinherr" (The Grand Master title pertains to both the military and clerical branches). Squire and Sergeant- at-Arms aren't military ranks but functions. One of the Sergeant-at-Arms should be a Grand Knight or a Knight Banneret who will act as the commander's seneschal. The seneschal replaces an army commander in his absence. A squire is equivalent to a common sergeant, but unlike the latter, squires have taken their Oath of Service to the Order.

Clerical Ranks: The head of each clerical branch has the title of Primate, which automatically confers the rank of Grand Knight. A Primate stands between a Grand Knight and the Grand Master of the Order as far as personal authority is concerned. Serving a Primate are Abbots, considered equivalent to Knights Banneret. Serving an Abbot (or Abbess) are Priors, equivalent to common knights. Under a Prior (or Prioress) toil Serving Brethren, standing between indentured soldiers and sergeants; they are addressed as "Brother" followed by their names. Among the Hammer of Vanya, Priors are called Chaplains. Priors and Abbots are referred to as "Reverend Father (or Mother)". The Primate of the Heart is called "Your Eminence", while the Primate of the Hammer is called "Your Grace". 
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 4. Joining the Order
One may wonder why would people willingly join the Heldannic Order. By far the largest number of volunteers comes from the humblest kind. Volunteers come from native Heldann families but also from neighbouring countries. Another important source of priests and knights are the countless sergeants serving among the indentured soldiers, seeking to improve their condition. To outsiders, the Order offers a number of attractions ranging from food and shelter for the meekest, to adventures in faraway lands, or even anonymity and a new life for those on the run from debt or another land's law. All the Order requires at first is that recruits adopt a new name, thereby severing ties with their civilian life. Other than priests of other faiths, one may find all sorts of people from every walk of life among the Order, from runaway serfs to fallen nobility.

Serving Brethren: Those desiring to join the Order normally meet Chaplains of the Hammer whose responsibility is to carefully explain the conditions of life in the Order and its duties. Wealth and personal freedom become a thing of the past. Instead, the new brother is initiated to the hardships of the Order, its laws, discipline, and the sense of belonging to a brotherhood lying above one's own death. The newcomer is given the brown robe of the Serving Brother. For a year, the newcomer experiences in particular the austerity of his condition, handling all menial tasks for priests and knights alike. Serving Brethren may be sent to abbeys and other garrisons where their help may be needed, and report to the local Chaplain. As Serving Brethren labour through their daily chores, Chaplains begin their indoctrination and the evaluation of their skills. The most fortunate are the ones with useful labour skills acquired before they joined the Order. These include blacksmiths, scribes, cooks, carpenters, and so on.

Novices: If after a year the Chaplains feel a Serving Brother does not have what it takes to pursue life in the Order, they offer the newcomer to remain a Serving Brother permanently or to leave the Order. If the Brother's behaviour is deemed unacceptable, expulsion occurs before the end of the year. If on the other hand, the Serving Brother proves worthwhile and willing to remain, the Chaplains hold the ceremony where one takes the Oath of Service. The Chaplains then allow the newcomer to become a squire or a novice priest. Noviciate goes on for an undetermined length of time, depending on the novice's abilities. A squire may be required to serve a brother knight for several years. In times of crisis, talented squires may become Brother Knights in just a few months. A novice priest may need several years as well to study theology and master other aspects of the future Prior's area of devotion. When complete, the new Brother Knight or the new Prior receive their proper attire and equipment, and are transferred to their first assignment, most likely a commanderie or an abbey. Priors join one of the three clerical branches, depending on their skills. 
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 5. Code of Conduct
Heldannic Discipline

Discipline in the Order is notorious throughout the Mystara's Known World. It is based upon a code of conduct that applies to all members of the Order, including indentured soldiers. Articles of the code are listed in decreasing order of importance and priority.

1. Devotion: A brother must honour Our Lady Vanya and none other than Our Most Gracious Guide, and in every way support Her Purpose. Brother knights and brother priests must display Her Symbol at all times, clearly and unequivocally.
2. Order: A brother must abjure and shun all portents and cohorts of Chaos, and cleanse the Order from its baneful corruption.
3 Obedience: A brother must obey Commanders of the Order immediately and without question so long as the Devotion to Our Lady Vanya and the Order are preserved.
4. Loyalty: A brother must hold fidelity to the Order above and beyond his own life and well-being. A brother must never permit harm to come directly or indirectly to a fellow brother and the Order.
5. Discipline: A brother must never break rank or abandon a post, or cause harm to the Brotherhood through lack of attention or dereliction of duty.
6. Bravery: A brother must endeavour to show courage and boldness in combat, so long as Obedience and Discipline are preserved.
7. Respect: A brother must show all due reference to commanders, to companions, and to The Law, in words and behaviour, and shun any and all profanity.
8. Self-sacrifice: A brother must entrust his life and well-being to Our Most Gracious Guide to protect the Order, a fellow brother, and the honour of Our Lady Vanya's name.
9. Humility: A brother must show humbleness in words and behaviour to all in the Order, for no mortal is fully worthy in the eyes of Our Lady Vanya.
10. Virtue: A brother must never envy, cheat, lie to, or steal from a fellow brother, wager, play games of chance, or pursue frivolous goals.
11. Cleanness: A brother must endeavour to remain clean, in body, in, clothing, and in arms so as not to soil or damage the Order's property and symbols.
12. Achievement: A brother must never offer or accept material goods or services in order to gain or entitle another brother to a greater standing in the Order.
13. Poverty: A brother must neither seek nor conceal from the Order any material wealth. Temporal goods must be conferred to the Order for the benefit of all.
14. Abstinence: A brother must steer clear of the tyranny of hard beverages and unhealthy substances corrupting the body and the mind.
15. Frugality: A brother must shun gluttony and all excesses so body and mind remain healthy, robust, and alert as shown by Our Most Gracious Guide.
16. Hardwork: A brother must labour at all times for the benefit of all, for it is through one's hardship that spring forth power and prosperity.
17. Chastity: A brother knight or a brother priest must resist the temptation of mortal flesh for it engenders Chaos and peril to the Order.
18. Celibacy: A brother must devote his time, thoughts, and efforts on this mortal world to Our Lady of Vanya, and shun matrimony and affairs of the heart.
19. Restraint: A brother must not act in anger, or in revenge, or in provocation for therein lie the seeds of Chaos and Destruction.
20. Duty to the People: A brother must protect any and all subjects of the Heldannic Territories in danger of falling before Spawns of Chaos.

Punishment: Different penalties apply depending on which rule was broken. They are listed below in decreasing order of severity. Magistrates from the Heart may at their discretion upgrade or downgrade penalties one level to reflect circumstances. For the sake of expediency, garrison commanders may apply sentences requiring Atonement and Hardship directly without the presence of a magistrate of the Heart.

Rules 1-4: Loss of the House - banishment from the Order and its lands; confiscation of arms and clothing bearing the mark of the Order or of Vanya; branding in the forehead. The Order and subjects of the Heldannic Territories may not harbour, help, or consort in any way with a branded criminal. The penalty may be upgraded to a death sentence in case of extreme and damaging cowardice, treachery, or heresy.
Rules 5-8: Loss of the Robe - the brother is permanently condemned to wear the brown robe of the Serving Brother; 1-10 years hard labour in an abbey of the Hammer, depending on the gravity of the damage to the Order
Rules 9-12: Temporary Loss of the Robe - the brother is condemned to wear the brown robe of the Serving Brother for one to three years; the brother must regain status and rank as a newcomer. Penalties for simony or murder of a brother are automatically upgraded.
Rules 13-20: Atonement and Hardship - 6-24 lashes; fasting and praying before the altar until collapse. The punishment may be downgraded to 1-6 weeks at an abbey of the Heart to pray, meditate, and repent, especially for elder, frail, or unhealthy brethren.

In case of multiple crimes, 6-24 lashes are sometimes added in addition to possible upgrading for the worst offence.

Customs: Following a battle, brother knights serving in the same Lance often seal their companionship by sharing their blood. They cut open their forearms and apply the wounds together. Although tolerated among the military, the practice is frowned upon among the priesthood as it is thought to conflict with some aspects rules 2 and 3. The fear is that fraternal loyalty may supersede faithfulness to the Order and obedience to its commanders. 
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 Amendments to the Code of Conduct
During the decades following the new Heldannic Code of Conduct, The Heart and the Voice have enacted amendments essentially to reflect practical issues.

1st Amendment - Devotion: Indentured brothers in arms of another faith than Vanya are tolerated, but must keep their faith discreet and to themselves.

2nd Amendment - Respect: A brother must take meals in silence as the Holy Scriptures are read by the brother chaplain.

3rd Amendment - Cleanness: A brother must endeavour to wear appropriate and complete attire at all times.

4th Amendment - Achievement: The Order may reward a returning brother with items of magic as appropriate to rank and achievement.

5th Amendment - Poverty: A brother is entitled to a stipend to cover minor personal costs when involved outside the Order.

6th Amendment - Celibacy: Indentured brothers in arms may take a spouse but must keep matrimonial life discreet and to themselves

7th Amendment - Restraint: A brother must forego undue cruelty to people and animals, and respect the property of Heldannic subjects and the Order. 

Heldannic Knight –

 Later Reforms to the Law
This is an update to the original Code of Conduct



Later Reforms



Married Knights (AC 1016): One of the major changes among both the knighthood and priesthood was to allow married candidates in a first move, and in a later move existing members to take a spouse in our out of the Order. This naturally implies they may have legitimate progeny. These changes to Heldannic Law came at a time when the Order needed even more recruits and desired to relax some of the older laws to adapt to the challenges of the day. There are, however, conditions to the above.

There are no further restrictions on accepting new members married before seeking to join the Order, as long as the intent of the 6th Amendment is respected. Those members seeking marriage while serving the Order have to go through a trial to determine whether the law on Chastity was violated. If not, the wedding is approved. If not, the petitioner(s) may be sentenced for breaking Heldannic Law.

The spouse cannot be a spell-caster other than a priest of Vanya. Members of the Heldannic Order must vouch for the virtue and honour of their spouse, and bear responsibility for the acts of said spouse. All progeny of the couple must be raised honouring Vanya. Provided the couple has progeny capable of bearing arms, the couple must provide at least one offspring to join the Order. Offspring may include any legitimate or adopted sons or daughters (including of a prior marriage) with proper rearing in regards to Vanya's faith.

Land Grants (AC 1017): In order to make the Order a more attractive prospect to experienced warriors - essentially members of Heldann or foreign nobility - The Order began providing small dominions to certain knights and priests as a reward for exemplary services. This was aimed in particular at the younger members of large warrior families who expected to inherit very little. These warriors were needed because of their high education crucial for their eventual gain of a higher rank among the Order. Most of these high-born adventurers were married before they would join the Order, which explains why the reform of AC 1016 on matrimonial laws was needed before land grants could be considered. Naturally, the grant of property comes with several obligatory duties.

Use and occupation of the dominion is permanent so long as the family has a legitimate heir. Lawful inheritors includes all living sons or daughters with direct blood lines to the original grantee of the Heldannic dominion. Spouses of the grantee or of legitimate heirs are not considered legitimate heirs themselves, but their progeny is (unless adopted, illegitimate, or of a prior marriage). Spouses and illegitimate heirs may become eligible if they are active members of the Heldannic Order who have taken the Oath of Service, and are in good standing. Following the grantee's death, disability (either total or temporary), or disappearance, the Order will appoint an administrator from The Voice as Heldannic Regent if the legitimate heir is too young to take on the responsibilities of rulership, usually less than fifteen-years-old. Should the grantee pass out without acceptable inheritors, or repudiate the Order, the dominion immediately reverts to the Order's ownership. The land and its buildings cannot be sold as a whole or in part, or seized to fulfil debts.

The grantee or the later heir owes fealty to his/her liege, the Heldannic Order. The grantee cannot have other lieges and remains under the jurisdiction of Heldannic Law. Should a grantee or the lawful heir be tried for a crime and sentenced to Loss of the House, the dominion is immediately seized and the whole family is expelled from the land. Generally only the first four laws of the Heldannic Code of Conduct (Devotion, Order, Obedience, and Loyalty), apply to a later heir of a dominion, especially if not a member of the Order.

The grantee must pay a 20% tithe to the Order, or a set minimum determined when the land is granted. A specified number of good quality troops must be maintained on the grantee's dominion, who should be made available to the Order in times of war (treated as mercenaries or foreign volunteers). Although no one in the grantee's family may cast spells granted by other than Vanya, spell-casting retainers may be employed. 

General Organisation of the Order –

 6. Bias & Prejudice
The Heldannic Knights do not favour one gender over another as far as functions, ranks, and statuses are involved. Separate barracks are otherwise designated for different genders to avoid discipline problems. Members of the Heart are predominantly female. The main factor influencing this tendency is Vanya's past existence as a warrior princess. All members of the Order who have taken the Oath of Service must observe chastity, the others merely celibacy. Disgrace and banishment awaits knights and priests breaking this rule. Lesser members are severely punished but not released until the end of their term.

Over the decades of the Order's existence, its founders and those who were later permitted to take the Oath of Service often harbour a dislike of races other than human. Prejudice has more to do with the knights' own arrogance and ignorance of other peoples. The bias of the knights' unfortunately goes further, although it is not openly admitted. Discrimination has been directed toward any "brethren" unable to prove clear Heldannic lineage (referring to Hattian origins). Some among the Heart have alluded to the deplorable attitude as baseless and ill-serving the Ways of Vanya. The fear is that this on-going hypocrisy not only deprives the Order of useful skills, but may also encourage dangerous internal conflicts and threaten the whole Order's cohesion. A quiet struggle goes on behind the Order's curtains. 

General Organisation of the Order –

- 7. Gear & Identification
Equipment

Archer/Crossbowman: leather armour, dagger, short sword, long bow or heavy crossbow, hatchet.
Pikeman: leather armour, buckler, short sword, dagger, 12ft pike.
Man-at-Arms: plate mail, battle axe or bastard sword, dagger.
Sergeant: plate mail, battle axe or bastard sword, dagger, one medium war horse, unarmoured.
Squire: leather armour, shield, bastard sword, dagger, 12ft pike, one light war horse, unarmoured.
Knights and Priests: plate armour; shield, lance, and depending on skills, horseman's mace, war hammer, bastard or two-handed sword, dagger. Knights and priests always have three heavy war horses and a set of plate barding.
Simbasta: Simbasta are entitled to their ancestral weapons (spears or javelins, cowhide shield).

Clothing and Identification

Lay brethren and novice priests normally wear a brown surcoat. Sergeants and squires also wear a patch sewn on the upper left of the chest displaying a white shield with a black lion rampant. Knights wear a white tabard with a large lion rampant; their mounts normally have matching trappings. Priests wear black robes or surcoats and, around their neck, a silver chain with a lion-shaped medallion. Etched inside the medallion is either a heart supporting a flame, a hammer, or a star, indicating the priest's branch. Priests serving in the military in other functions than the Hammer, wear the knights' attire. All shields used in the Order are white with the black lion rampant. Simbasta wear their normal ethnic clothing plus blankets or furs in the colder climes of the metropolitan Heldannic Territories.

Armour and weaponry appearance varies little with the geographic location of a garrison. Troops always carry some markings to identify their original garrisons. For infantry, they consist of a coloured armband on the soldier's weapon-bearing arm, indicating the province of origin. If the unit is from another town or village than the capital of the province, three ribbons hang from the armband, their colour indicating the town or village. If the unit is from a rural garrison, such as lone tower, a commanderie, or a remote abbey, a specific metal token is fastened to the armband. The armband colours are:

Freiburg: black only
Vanya's Rest: white only
Heldland: blue & white
Altendorf: black & white
Hockstein: red & white
Grauenberg: green & white
Oceansend: purple & white
Oostdok: orange only
Stonehaven: brown & yellow

For example, a black armband indicates troops from the Great Fortress in Freiburg. If ribbons are present, their colour indicates instead a specific village within Province of Freiburg. If the armband bears a metal token, it would indicate a specific commanderie near that village. In some cases, there could be just the armband and its token, indicating a commanderie near the city of Freiburg itself (whichever is the closest).

Cavalry markings appear instead on pennoncelles flying at the tip of the knights' lances. Pennoncelles show the province of origin. Ribbons (if any) are attached to the lances while tokens become metal rings fastened to the lances (lances are generally white). Tokens traditionally include a lion, a star (horseman's spur), an acorn, a clover, a sun, a moon, a rose, a thistle, (etc.), in order of importance or proximity to the closest urban centre.

Vaward, Main Battle, and Rearward always display a square standard, at least six foot large, which remains unfurled during the entire length of a campaign. The main battle's standard displays the black lion rampant over a white field. The vaward's standard is identical, but with a black border. The rearward's standard displays instead a white lion rampant over a black field with a white border. Army standards are permanently blessed in a way that bestows a +2 bonus to the morale ratings of Heldannic troops within 100 yard radius. They are impervious to darkness, continual darkness, as well as normal and magical fires. Upon command, they can radiate a continual light (at will) and dispel fog and smoke once a week within 100 yard radius.

A three-foot, square banner marks the position of a Chapter commander. A banner displays the usual black lion over a white field with its border indicating the commander's province of origin (the assigned garrison), along with any ribbons and tokens. For example, if the Chapter commander is from the commanderie closest to Hockstein, the banner's border would be red and white with a lion-embossed token circling the banner pole. Banners are blessed so all Heldannic troops fighting within 30 yards do so with a +1 bonus to hit.

Companies and lances follow a Knight Bachelor's pennon. A single tail pennon is generally attributed to a secular knight, while a commanding priest would carry a double-tail pennon. Pennons are two to three feet long and a foot wide. A pennon is either black or white (without the lion), and shows the commander's place of origin much like Chapter banners do. With ritual prayers by their pennons prior to a battle, commanders receive a temporary +1 Experience Level. In a cavalry unit, it is generally considered bad form for other knights not to join in their commander's prayer. The bonus remains until the end of the battle, or until the pennon is either destroyed or captured by enemy forces.

It is a sign of honour for a warrior to carry a banner or a pennon. Only Sergeants-at-Arms normally carry army standards. For some of the more liberal and colourful Chapter commanders (especially those who served in Davania), it's become increasingly fashionable to use Simbasta as standard-bearers, causing occasional grumbling on the part of some subordinate commanders.

Troops of various types often come from many different garrisons and are reassigned when an army is formed. They are attached to Chapters and companies according to their types so they can be used more effectively. For example, retinues from several different garrisons each include cavalry, infantry, and archers. Cavalry may be regrouped into one single Chapter in the Main Battle, while the infantry and archers are regrouped into several Chapters in the Main Battle, Vaward, and Rearward. The use of garrison markings and banners becomes crucial to control fighting units before and during battle. Unit commanders must know their commanders and their colours. 

Heldannic Sects and Groups
The Anvil of Blood



It is the sanctum sanctorum of the Order, a sect of priests from The Hammer guarding Vanya's artifact at the Holy Citadel in Davania. The sect is legitimate among the Order and known of most priests of The Hammer and the upper ranks of the other two branches. It includes only those priests who have at some point in their life guarded the artifact. These guards cannot reveal to anyone their function as present or past guardians of the artifact. The sect itself chooses who they want to join their ranks. The choice is communicated to the recipient through an anonymous message slid under one's door in the middle of the night, which the recipient may decline by not responding. Else, the recipient is to come to pray or confess at a specific time and place (most likely a chapel or a confessional expected to be empty at the time). Further instructions are left there for the recipient.
A special antechamber at the Holy Citadel leads to various chapels and priories under the fortress. Only one person may enter the antechamber at a time, and not until its previous occupant has exited. Inside the antechamber are several doors leading out. One of them requires a special mechanism to unlock. It leads to the area of the citadel that only the Anvil of Blood may access. The guardian must then put on a special uniform left on the other side of the door. It consists of red-enamelled armour and face-concealing helm, as well as a crimson tabard. Members of the sect come and go at different times to avoid meeting at the door. Few of the members know each other as a result, other than the handful controlling the sect. They are known simply as the Guides. The rest is part of a well choreographed series of actions to rotate and replace the guardians so the artifact always has at least twelve guardians at all times.
The members of the sect are sworn to defend the artifact with their life, and leave on a quest to retrieve it should it be stolen. A swift death awaits those who would reveal their function or anything about the artifact. If found lacking in any way, the guardian will find the door's intricate mechanism has changed, which is a clear sign one must depart. Members of the sect are considered the cream of the crop among priests of The Hammer, and all have in common that they had been awarded the cord. 

The Fist of Hattias



It is an outlawed sect that includes only the most hateful and brutal Hattians in the Order, especially in the military. Their goal is to promote Hattian influence and dominance among the Order. They are certainly capable to driving away new recruits that they don't like. They'd rather have no brotherhood at all, no Order, and no Laws, rather than share what they see as exclusive Heldannic rights and privileges with conquered underlings, slaves to the Order. They see the old tales of the early Hattian knights storming the Heldann Freehold and ruling as they pleased, as the true glorious destiny of the Hattians. To make things worse, a number of chaplains from The Hammer serving in the military fancy this thinking and support the sect with tacit help and a certain lack of zeal when it comes to fighting intolerance, making the sect's detection even harder. This sect entertains links with Hattian nobility in Thyatis. They know of the Partisans (q.v.) whom they consider they primary target. Some of these Hattians also belong to the Company of the Orb (q.v.). There may be a plot to eliminate or kidnap either or the Grand Master of the Order and the Primate of the Heart. Members of the Fist of Hattias have remained impervious to the influence of the Star of Vanya (q.v.), so thick is their hatred. 

The Partisans



This is an illegal sect among the Heldannic Order. It secretly harbours many indentured sergeants, priests, and knights. These are people who most likely have been victimised, presumably by members of the Fist of Hattias (q.v.). They have regrouped among this secret sect as a means to defend themselves against abuse in general, and the threat from the Hattian sect. It is generally a peaceful sect that tries to avoid fanning the fires of hatred among the Order whenever possible. Partisans have extensive links with Heldann and Norwold civilians such as tavern owners, shop keepers, farmers, fishermen, or trappers who can hide those of them whose lives are in danger. Some disenchanted members of the Order are using the Partisans' outside connections to leak potentially damaging information to various rebellious groups, such as the Wolves of Heldann. Some Partisans have infiltrated the Fist of Hattias or are also members of the Company of the Orb (q.v.). 

Company of the Orb



This sect includes in general abbots and commanding knights who have served on Heldannic warbirds. They call themselves Fellows of the Orb. The more illustrious members, known as The Witnesses, are those who have actually served in outer space, following the belief that they came closer to the divine realm of their Immortal Patron. A cheerful and boisterous ceremony awaits those who return from their first assignment in space. Their names are engraved on a metal plate, and hung on the Wall of Fame, inside the sect's main rallying hall in Freiburg.

The purpose of the sect is to gather, organise, study, develop, and protect all knowledge about outer space. The sect administrates a highly- restricted and well-hidden library and a workshop available to Witnesses. Witnesses are also required to give a complete account of what they found and observed while in service outside Mystara's Skyshield. Although membership is not an obligation, warbird commanders send into space are chosen from Fellows of the Orb or Witnesses.

The Company of the Orb is a legitimate sect that is governed by The Heart, since outer space is viewed as a sort of holy land. It is believed by most to be a stuffy, high-brow military club for warbird officers. Activities related to outer space, the library, and the workshop are, however, known only of the Witnesses and the three Primates. The sect has full jurisdiction to immediately pursue and at their entire discretion, eliminate thieves and those who learned too much. The sect commands at least one warbird and an experienced crew, and has authority to commandeer others if an important discovery is at hand, provided warbirds are not put at risk in doing so. 

The Fallen



These are knights & priest who for whatever reason have been exiled from the Order. Most of these had cause, but a few may have been wrongly accused and forced out. Needless to say these are bitter and vengeful individuals. As exiles continue they are slowly banding together and plan on forcing themselves back into the Order by A) Showing that they are worthy or B) By showing that they are strong (sounds like a STNG episode "We are strong!")

Of course this is a forbidden sect and stomped harshly where ever it is found. It is thought that this sect has found a home in the northern territories such as those controlled by Siegfried Meinhard in Landfall. 

The Eyes



This sect is a legal part of The Voice. It is known of most inside and outside the Order, although its activities and its members remain secret. The Eyes includes a relatively small number of knights and priests whose role is hire and control native mercenary spies in the various territories under Heldannic control, or others the knights covet. Most of the spies are paid foreigners, unless operations are conducted inside the Order itself. The Eyes' responsibility is to provide information to The Voice needed to better administrate the land and its people and conduct successful diplomacy abroad. Military commanders receive useful information directly from The Voice before battles or to support major campaigns. During conflicts, spies of The Eyes are often assigned directly to military commanders for practical reasons. Information is also provided to The Hammer especially in regards to tracking down outlawed sects and enemy organisations such as the Wolves of Heldann. Occasionally, The Eyes may be used to watch over the activities of The Hammer especially if leaders of The Voice suspect foul play there. As can be expected, leaders of The Eyes spend a great deal of effort trying to keep out members of The Partisans, and The Fist of Hattias for obvious reasons, not to mention spies from other kingdoms. Occasionally, a few bad apples have been known to slip in. In the recent years of Heldannic history, some of the best and most loyal spies working for The Eyes have been allowed to take the Oath of Service and become permanent members of the Order - much to the rage of the Fist of Hattias. These "foreigners" are generally more open to the ideals of The Partisans than those of The Fist, but their integrity and loyalty to The Eyes has remained unquestionable so far. 

The Pathfinders
The Pathfinders: Created in AC 1015, this fellowship is affiliated to The Voice. It regroups the knights whose faith proves the most exalted. Pathfinders for the most part are paladins whose role is to expand Vanya's faith and values, based upon the original writings of Ledeia (see timeline AC 829). It is an informal and benevolent fellowship requiring Pathfinders to preach by example. Another one of their roles is specifically to watch for abuses of power and acts of wanton brutality against the weak and the poor. In particular, they watch for manifestations of Immortal power from Entropy (Thanatos) that may corrupt the land, its people, and the Order. For the most part, they are largely autonomous trouble-shooters in the Order who operate individually. Pathfinders remain a good example of Knights Errant. Whenever a problem is encountered, their mission is to show the way to solve a conflict. They are called the Pathfinders because it is thought that they will lead the Order to golden age. The fellowship is legitimate, and its members known to the public. 

Medals and Decorations
Medals of the Order



There are five decorations that are awarded for exemplary service in the Order. They can be awarded either to military or members of the priesthood and can be worn with our without armour.



The Gorgerin: As the only decoration that can be awarded to an indentured soldier, it rewards bravery in combat. Any single chaplain or knight bachelor may request the award, which requires an approval process by the offices of The Voice. The Gorgerin looks like a crescent- shaped silver plate engraved with Heldannic motives, and with a silver chain. It is worn around the neck, with the plate resting on the chest. It symbolises the armour of the warrior. Once a day, a gorgerin provides the effect of a bless spell to the owner.

The Garter: Three Abbots of The Heart may award this decoration for outstanding work supporting the faith of Vanya, usually achieving some great feat of faith and devotion. The garter is a discreet, black band worn on the right thigh, just above the knee, symbolising humility in faith. The garter provides a +1 bonus to any Wisdom-based saving throws and ability checks.

The Cord: Three Abbots of The Hammer may award this decoration, usually for converting great numbers of followers to the ways of Vanya, or protecting the Order against manifestations of heresy and chaos. The cord is a simple, black and white braided rope worn as a belt. The black and white braid symbolises law and order, and the cord's knot, the undying loyalty to the brotherhood. Some theorise it symbolises a spiritual umbilical cord, the priest being the growing child and the Order the all- giving mother (presumably Vanya). Once awarded, the cord must always be worn The cord provides its owner a +1 to all saving throws against chaos magic (spells cast by chaotic wizards).

The Hilt: Three Abbots of The Voice or Knight Bachelors may reward with the hilt an act of great bravery in combat our outstanding leadership. The hilt involves the alteration of the recipient's weapon, including the addition of three lion head motives to its hilt. The three decorations symbolise strength of heart, body, and mind. They provide a +1 bonus to saving throws against fear and all mind-control spells when the weapon is in hand (or simply held in its scabbard).

The Eagle: It is the highest decoration awarded in the Order. In most cases, it awarded posthumously by two of the three Primates. So far, only a handful living members of the Order have received the Eagle. It is a marshal's baton made of obsidian surmounted with a small silver eagle spreading its wings. It symbolises glory above all. When calling out Vanya's name, the baton turn into a semi-corporeal melee weapon, the type that the owner normally fights with. It is equivalent to a +1 magical weapon (to attacks and damage). Against chaotic opponents of at least tenth level or ten Hit Dice, however, it has additional effects equivalent to a light belcher's "Holy Glaive" (see Artillery section).

Oak Leaves: Another form of decoration lies in the successive awards of the same decorations. For example, a priest may be awarded the cord three times. In this case, the priest would have one cord and two oak leaves. They are small oak leaves made of green enamel and gold which can be embedded in or attached to either the garter, the cord, or the hilt (the Eagle can only be awarded once in a lifetime). Each oak adds a +1 bonus to the effect of the original decoration, up to a maximum of +4. 

Vanya's Artifact
"...such are they whom Vanya chooses for herself and gathers from the furthest ends of this world, servants from among the bravest in Hattias to guard watchfully and faithfully her Sepulchre and the Temple of Our Lady, sword in hand, ready for battle."
Bernhardt von Klarwald
Historiae Heldanicae Scriptores Exteria

The most visible power of the Heldannic artifact, The Star of Vanya, is the immense telekinetic force that drives the knights' fleet of skyships. There is, however, more to know about the artifact itself.

The Star of Vanya looks like a foot-wide, four-pointed star made of some clear crystal. Vanya was not the original maker of the artifact, and to this day she still believes it was built by the Old Ones, entities that are as far beyond Immortals as Immortals are to the common mortals of Mystara. She did nevertheless discover its whereabouts and seized it for herself. Later on, when Hattian warriors decided to create their order of knights, she left the artifact at the site of her mortal remains in Davania. She then provided dreams and omens to Heldannic priests about her grave (AC 941), leading the knights to mount an important expedition to southeastern Davania (AC 952).

The knights acquired the artifact as they discovered Vanya's grave and began changing their Order around the power of the artifact itself. The artifact provided a crucial military advantage to the Knights in that it enabled them to build fairly cheaply an entire fleet of skyships that only Greater Alphatia could rival. Following the relocation of Greater Alphatia into the Hollow World, the Heldannic Knights have largely remained uncontested masters of Mystara's skies.

What is known to a select few among the Order's upper crust is that the artifact has other powers. The knights have remained unable so far to fully identify or understand them all, much less to use them. One of artifact's verifiable effects is to suspend the need for living creatures standing within a 30' radius to eat, drink, breathe, or sleep even. Living creatures don't age in its presence either - for example, if someone were killed and remained near the artifact, the body would not decay. Vanya picked up on this effect. She rebuilt her original mortal remains to look as if she were a twenty year old warrior princess. Lying near the artifact, her body has remained untouched since then, as if she were merely sleeping.

The artifact apparently has a mind of its own, with which neither Vanya nor the knights have managed to communicate. It would seem that telepathic prayers of some sort can be heard, although uttered in a foreign language. Magic was unable to translate the language. Mortals need to make a Wisdom Check when they spend a full hour within 100' of the artifact. Lawful visitors receive a +2 bonus to the ability check. Chaotic visitors instead receive a -4 penalty. Non-Lawful visitors otherwise receive a -1 penalty. A score of "1" is an automatic failure.

Mortals who fail the Wisdom check, suffer unbearable pain from the incomprehensible telepathic prayers. The pain causes blindness, halves all six ability score, adds a 5 point penalty to all saving throws, and prevents spell-casting of any sort. These effects cease an hour later.

Those who succeed the Wisdom Check simply begin to hear the strange, haunting prayers. If succeeding the check by at least 5 points, recipients also see some images and understand certain concepts, however, they are unable to copy them down using simple words. Furthermore, these images and concepts seem to fade from one's mind after leaving the artifact, like a wonderful dream that one becomes increasingly unable to recall. Unbeknownst to the recipient, a link is established at this time between the artifact and the recipient with a range of 300 yards. The link compels a mortal to act in a more strictly Lawful manner. The character's true alignment isn't affected since the modified behaviour is a result of the artifact's influence. For role-playing purposes however, the alignment temporarily moves one step closer to Lawful Neutral. The change is subtle and gradual, requiring about 24 hours to complete. As long as the artifact remains within their sight, linked characters fight and cast spells as if five experience levels (or HD) higher than their current experience levels.

The link is broken if the recipient goes beyond its range or to another plane. The link's range otherwise grows at the rate of one mile per hour until the link is broken. Once the link is broken, the artifact's Lawful influence ceases as progressively and subtly as it started. A broken link and the artifact's Lawful influence immediately resume at the latest range, anytime the recipient comes again within 100' of the artifact (no save). The problem with a long-lasting link to the artifact is that further alignment changes keep occurring each year thereafter. When reaching Lawful Neutral behaviour, the change becomes permanent with all effects described in the rules as regards to experience level, character class, and so on.

In AC 1003, regular pilgrimage to the Holy Citadel began from Hattias and the Heldannic Territories (see timeline). Ritual preparations require pilgrims to spend long hours in prayer to purify their souls before visiting Vanya's sepulchre. The chapels are located just above the artifact, within 100'. Some pilgrims run in terror (having failed their Wisdom Check), blinded and in pain, convinced their soul isn't pure enough. Most return the next day and several times thereafter until they finally see the light. Those who fare the best see what they believe are dreams sent by their Immortal patron and hear divine prayers. For pilgrims, the artifact acts like a Lawful Neutral factory. Most pilgrims reside for a month or more within the Holy Citadel before embarking for their journey back home. By the time they reach southern Brun or Freiburg, their link with the artifact may already extend this far.

In fact, the artifact does broadcast telepathic prayers to Immortals and mortals alike. It also acts as a beacon for Old Ones to locate Mystara's dimension (as far-flung as it is from the Old Ones) and assess the spiritual progress of sentient beings dwelling there. The artifact explains various truths about the universe, however, the concepts involved require the perception of dimensions beyond the 5th, which neither mortal nor immortal thought processes can handle. The prayers do elevate one's state of comprehension temporarily, but it is too soon, even for immortals, to use what is taught by the Star.

Vanya knows some of what is going on and a few of the artifact's functions. She suspects that the artifact could reveal more about the Immortal's own spiritual progress than she truly feels secure. She believes that the wrong kind of spiritual development (which she has failed to identify) could spark direct retribution from the Old Ones, a thought that sends chills down her Immortal spine. This is one of the reasons why she entrusted the artifact to mere mortals, following the logic that mortals lag behind Immortals in this regards. She also hopes this would keep the artifact away from other Immortals (none of whom know about Vanya's little secret) until she can find out more about it.

What Vanya does not know is that the artifact is both monitoring the general state of consciousness in the Mystara universe, and also setting up a crisis situation for mortals and immortals to deal with. If the situation is successfully addressed, then mortals and immortals survive until the next time the Old Ones feel a test is needed. If the situation is not addressed, the Old Ones may either change this universe to fit their purposes, or cleanse it altogether to start anew.

There are two artifacts - one weighted to promote concepts of Law and the other Chaos ideals. So far, the latter has not manifested itself on Mystara. The Star of Vanya fosters events and new thoughts supporting Law, as can be expected. The Star allowed Vanya to find it and skilfully implanted a suggestion into her mind that she leave it in the hands of her new Heldannic Order. At this point, it began discreetly influencing the thinking of the knights to favour Law as much as possible, causing reforms there. It also began providing Heldannic priests with spells related to the Law, which Vanya could never do, and various other powers such as the telekinetic fields supporting their skyships. The artifact made the Heldannic Order truly formidable. Effectively, the Star is slowly taking Vanya's place, positioning itself as the object of the knights' worship and the true source of their power. A time may come when the knights derive all their power from the artifact and devote their faith to it entirely rather than Vanya. While the artifact is acquiring an Immortal's worshippers, it learns to duplicate the Immortal's spell powers. This ability increases with the number of diverted worshippers.

The goal of the Star is to take over as much as possible of Vanya's worshipers in order to breed. The artifact can reproduce, which would cause another such Law-oriented artifact to appear somewhere in the universe, seeking yet more of Vanya's followers. Should these lesser artifacts and their "mother" manage to acquire more than two thirds of Vanya's worshipers at any time, her essence, memories, and powers would all be absorbed into the Mother Artifact (Vanya's Star). She and her progeny would then turn on another immortal and resume their quiet eradication process. Although this is a very slow process at first, taking possibly decades or centuries, it will inevitably accelerate as the two Mother Artifacts breed growing numbers of offspring and start pulling in Immortals even faster. The lesser artifacts, fortunately do not breed.

The Chaos artifact(s) would be starting the process elsewhere, fostering Chaos and becoming the parasites of other immortals. Theoretically, we'd end up with two gigantic blocks of worshipers in the universe, and very few or no Immortals at all. At this point, mortals would be pitched against each other in universe- and planar-spanning conflicts. Should one side gain the upper hand and threaten to win, all mortal population would then be absorbed as well, eradicating the entire universe's sentient population at once. The Old Ones would then start anew, repopulating the unclaimed Mystaran expanse with other, newer sentient beings.

What can be done? The Immortals need to pool together their thoughts and understand what the artifacts are truly about. So far, the first reaction of Immortals finding new magic is to keep quiet and use it to augment their own power. If they realise soon enough what is going on, they may be able to destroy the two Mother Artifacts, starting with any offspring. They can disintegrate one artifact by pooling their powers (PP's). This requires more power than any single immortal has, and in the end, there may not be enough of them left to destroy all of the artifacts. More than one of the remaining Immortals may have to sacrifice themselves in the war against these artifacts, which is the key to what Old Ones are looking for.

Immortals who had been absorbed by the artifact indeed end up meeting the Old Ones. There, they learn about the truth behind the artifact and their own failures. If the artifacts are later defeated, these Immortals return to the Prime Plane, but one Immortal level lower (Hierarchs would become Celestials, Novices would just be dead).

On the humans'' side, worshippers of the Immortals must be able to discover where their power is truly coming from. They must be willing to give it up in order to save themselves. The number of offspring a Mother Artifact can maintain depends directly on the number of worshipers it possesses. The Mother Artifact will have to dismiss offspring as its pool of worship dwindles. In so doing, a Mother Artifact would also be forced to release some of the Immortals it absorbed. With no surviving offspring, a Mother Artifact cannot hold any Immortal at all. With no source of worship at all, the Mother Artifact can easily be destroyed with Immortal Magic; mortals could otherwise cause a helpless Mother Artifact to go dormant by taking it into the Hollow World, and encasing it inside a tomb of solid lead underneath The Lighthouse.

All mortals who have heard the artifact's haunting prayers remain changed people, even though they cannot clearly recall the contents of its holy messages. They sense it is something totally beyond them, and that great events are about to change the universe. Some feel that an extraordinary visitation will soon occur, usually attributing it to their own Immortal Patron (Heldannic priests would think Vanya is about to descend among them). Others are convinced it is the end of the universe and everyone must repent before meeting their ultimate fate. The Star has the ability to call out to these people, wherever they may be, and make them travel back to the Star, should the artifact need their services.

Naturally, the goal of a campaign is not to blow it up forever. The ideas presented here are for use as a campaign background since these events could go on for decades before they truly unravel. A time traveller could investigate the artifacts and discover the Old Ones' scheme. Should all things take a turn for the worst during a time-spanning adventure, it is possible that not all Old Ones do agree with the artifacts' approach. "Dissidents" could discreetly provide help unveiling their nature or defeating them, including the ability to time-travel. 

End of the universe in a couple of centuries...it'll make Wrath look like a picnic :)

Umm... yes.

Now, don't jump to conclusions here. First off, not all Old Ones necessarily agree with "Plan A". Perhaps they have a "Plan B", or at least, some may give a little secret help to whom may deserve it to make sure our favourite setting doesn't go kablooey altogether! :)

I'm picturing this as essentially background stuff for the clerics who discover/get involved with this plotline. It's something to keep in mind and scare those in the know.

I'm not sure I explained this very clearly in my updated description -- what is the final purpose of the Old Ones in all this? Here are my thoughts. The Old Ones want to teach the Immortals something about humility and especially, *self-sacrifice*. In so doing, some of those who deliberately sacrifice themselves to the cause of the Immortals may learn a few valuable things about the Old Ones as a result -- which is fine by the Old Ones, by all means.

For the mortals, Old Ones just want to teach them a lesson of Wisdom. The Old Ones want to get the point across that mortals should recognise when to walk away from temporal power in order not to forsake their true destiny -- becoming Immortals, or in the eyes of the Old Ones, reaching beyond their normal selves rather than simply taking what is too easily given (the artifact's many powers). The Old Ones want the mortals to acquire the kind of spiritual discernment that makes them perceive what is true and what is not.

The Old Ones certainly don't want to wipe out the Mystaran universe, but they will if BOTH the Immortals and the mortals fail to learn their lessons. The least of the failures is that of the Immortals, because as long as there are mortals, there can be new Immortals, eventually. It's just a question of time, which Old Ones have plenty of. Actually, a premature success on the part of the Immortals remains highly undesirable from the point of view of the Old Ones, because it would not allow enough time for mortals to get the point addressed to them.

Total failure of the mortals is more of a problem, especially if they need to be wiped out in the end. A few surviving Immortals could conceivably create new races to replace the previous ones, but it would not be enough to make up for the overall failure of the Old Ones experiment, and they may ultimately just come over and personally finish off the last Immortals before giving the Mystaran universe a new purpose. 

Heldannic Knights – 

Historical Timeline 
AC 313 Hattians rebel and proclaim the sovereign Kingdom of Hattias. Emperor Alexian II counterattacks and defeats their armies. He re-establishes Thyatian hegemony over the northern part of the Hattian peninsula.

AC 319 Alexian II completes the pacification of southern Hattias. The bravest and most notorious Hattian warriors opposing Imperial Law are sent to the arenas to entertain the crowds. Most are sold as slaves to wealthy Thyatians. The others crowd the grim prisons of Thyatis.

AC 400 - 600 Native Hattians commonly clash with Thyatian interests. Slave and peasant rebellions succeed each other followed with regular repression.

AC 571 Thyatis builds prisons on Ierendi Islands. For the next twenty nine years, Hattian convicts are sent to these festering fiend-holes. During their many years of incarceration, Hattians dream up a secret sect that would one day break the chains of their slavery and overthrow Thyatian power.

AC 600 A massive prison revolt in Ierendi drives out Thyatians from the isles. Many of the prisoners claim to be part of a secret sect, the Storm Soldiers. Over the following decade, some quietly travel back to Hattias. The others remain behind to build families in Ierendi.

AC 650, circa The militant movement called the Storm Soldiers takes root in Hattias and starts growing. The sect forms autonomous clans hiding in the hills of Hattias, in the south at first and gradually further north.

AC 808 An obscure goat herder in the far south of Hattias, in its most desolate hills, has visions of a great warrior princess. Her name is Ledeia. The apparition tells her to take her staff, travel the land of Hattias, and listen to the visions' teachings. Ledeia's quest is to create the Church of Vanya. The young maid is a leper that no one dares to approach. No one listens to her.

AC 818 Bandits attack a village in Hattias. A frail woman wearing a hood steps on the dirt road leading to the village. She stands before the bandits and challenges their leader. When everyone is done laughing, the leader attempts to trample the woman with his horse. She skilfully unhorses him with her staff, and proceeds to bludgeon the bandit to death. She then reveals her disfigured face and orders the bandits to stand down. At the glare in Ledeia's eyes and the sounds of her voice, they obey. Soon, they become her first and most devout followers.

AC 829 The ranks of Ledeia's followers have grown. Their role is mostly to defend the weak and root out the corrupt. More often than not the wealthy Thyatian landowners seem to be paying the price of Ledeia's teachings. Attempts are made to crack down on the church. It is outlawed. The faith and its teachings go underground.

AC 844 The Church of Vanya continues to grow slowly among the more modest layers of Hattian society. The search for Ledeia continues.

AC 849 Landowners, with help from a traitor in the Church of Vanya, capture Ledeia as she performs a wedding ceremony among her followers. A short battle follows during which the landowners' private fighting forces are defeated. But Ledeia is mortally wounded. She enjoins her followers to continue her quest before she dies. She becomes a martyr. In the following years, the faith spreads even faster among Hattians.

AC 875 Thanatos begins to manipulate the Storm Soldiers to become a hate group with little interest in justice but a craving for gratuitous violence against anything Thyatian. The Imperial grip over Hattias is too strong for the Storm Soldiers to succeed with another revolt, so they concentrate on crime and terror instead.

AC 892 Some Storm Soldiers, impressed with the teachings of the Church of Vanya adopt the faith as well. The Church of Vanya harbours an increasing number of current or ex-Storm Soldiers.

AC 913 A part of the Church of Vanya focuses more on its military capability. A struggle over Hattian followers opposes Thanatos and Vanya. Although the Church of Vanya is outgrowing the Storm Soldiers' sect, Thanatos manages to influence the church with some of the crass ideals of his Storm Soldiers. An order of warriors is formed, the Order of Vanya, and the first draft of their Code of Conduct is written. It is very simple and very vague.

AC 941 A priest of Vanya, Klaus Stamhoffer receives dreams from Vanya on the whereabouts of her grave. Knights of the Order of Vanya leave on a Holy Quest.

AC 945 Klaus Stamhoffer understands that if the church is to pursue its growth and reach Vanya's ideals of warlike glory, it must escape the suffocating control of Imperial Law. It is also an attempt to sever ties with the Storm Soldiers and their corruption. Klaus Stamhoffer plans out the invasion of the Heldann Freeholds.

AC 948 The Thyatian Emperor grants the priests of Vanya the right emigrate from Hattias with their followers.

AC 950, 2nd Quarter Priests of Vanya leave Hattias and land in the Heldann Freeholds, south of Haldisvall. The ruling Haldis clan is defeated and the knights capture their capital city and its vicinity. The capital city is renamed Freiburg (the "Free City", as in freed from the Heldann heathens).

AC 950, 4th Quarter Halvard Gudmunson, last male of the Haldis Clan is born in the forest of Altenwald.

AC 951, 1st Quarter People of the Heldann Freeholds mount a series of inconclusive raids against Hattian positions. The knights remain near Freiburg, unable to advance deeper into the land. Many Hattians are still recovering from the bitter cold, Heldann winter.

AC 951, 3rd Quarter One knight, Argo Tannengrub reaches Freiburg ten years after leaving Hattias on his fateful quest. He has found Vanya's secret grave. Fra Argo receives The Eagle, the highest decoration of the Heldannic Order. He dies a few months later and is buried in Freiburg.

AC 952, 1st Quarter The Order captures the town of Ynvarhöfn (present day Altendorf). Remnants of the Haldis partisans take cover in the Altenwald, the large forested area north of the town. The Province of Altendorf is established, north of the Naga River. Georg Löwenstern is named Landmeister at age 35.

AC 952, 2nd Quarter The Order launches its fleet of war galleys and merchant ships. They set sail toward Davania, to explore an area near Green Bay where Fra Argo placed the location of Vanya's grave. Most ships are destroyed on the way due to storms. Few are seaworthy enough to return to Freiburg, but the grave is located. Later that year, work on fortifications around Vanya's grave begins.

AC 952, 3rd Quarter The Heldannic Order is founded, replacing the original Order of Vanya. Klaus Stamhoffer is voted Hochmeister of the Heldannic Order and the Landmeister of the Province of Freiburg.

AC 953, 1st Quarter Construction of the Fortress of Freiburg begins. Relations between Vanya and Odin, Frey, and Freya sink to their lowest ever. The people of Heldann oppose the knights in a determined, bitter fight using hit and run tactics.

AC 953, 3rd Quarter Vanya's artifact is discovered under her grave. Its powers begin to manifest themselves. The knights use its telekinetic powers to help in the construction of their Holy Citadel.

AC 953, 4th Quarter Haldis partisans raid isolated commanderies near the Altenwald for supplies and revenge, with the support of villagers in Altendorf. As a means of reprisals, Georg Löwenstern has three villagers executed for every knight dead or wounded.

AC 954, 2nd Quarter The first Heldannic Warbird flies and reaches Freiburg later that year. Hochmeister Stamhoffer decides to keep the warbirds' existence a state secret and only use them outside the Known World, away from Alphatia's sight.

AC 954, 3rd Quarter Southeastern hills of Heldann are under Heldannic control and become part of the Province of Freiburg. More than a hundred Haldis partisans are hanged near the border. Heldann refugees flee to Vestland where many join the Royal Army.

AC 955 Vestland politely dodges Heldannic diplomatic overtures and fails to recognise the legitimacy of the Heldannic Order.

AC 956, 1st Quarter Heldannic Knights besiege the town of Torgsdal (present day Hockstein).

AC 956, 4th Quarter One of the worst winters hits the region and takes a heavy toll among Torgsdal's besiegers. Many die of exposure. The siege is abandoned before the end of the year. Antalian sympathisers from Wendar bring supplies to Torgsdal.

AC 957, 2nd Quarter Second siege of Torgsdal. Sappers manage to breach Torgsdal's walls and the knights storm into the town, overwhelming its defenders. Tales of Heldannic brutality against everyone in the city, including foreigners and especially Wendar citizens, reach Wendar.

AC 958, 1st Quarter Wendar coldly ignores Heldannic diplomatic overtures. Torgsdal is renamed after the commander of the Heldannic army - Wilhelm Hockstein. The twenty six year old commander becomes the Landmeister of Hockstein.

AC 958, 2nd Quarter Six years after it started, construction of the Holy Citadel in Davania is completed. Among the knights, it is called Vanya's Rest.

AC 958, 4th Quarter A warbird under the command of Luftkapitän Franz Eindecker flies through a breach in the Skyshield and reaches outer space. Although breathable air fails to remains on the outside decks, the crew survives the airless void long enough for the warbird to return to safety.

AC 959, 2nd Quarter Heldannic Knights capture a Darokinian caravan on its way from Ethengar to Skolgrim (present day Grauenberg). Priests dressed up as Darokinians enter the city. They open the gates late during the night allowing advance units of the Heldannic army to storm in. It is a blood bath where almost all the Heldannic knights in Skolgrim die fighting the town militia. However, the main body of the Heldannic army arrives in time to exploit their precarious foothold inside the town. They take Skolgrim amidst tales of horrendous butchery lasting into the next morning.

AC 960, 1st Quarter Ethengar, having no centralised government at the time, is unable to consider Heldannic diplomatic overtures. Skolgrim is renamed after the Heldannic army commander, Helga Grauenberg. She becomes the Landmeister of Grauenberg at age 39.

AC 960, 2nd Quarter All the remaining lands of the Heldann Freeholds are under Heldannic occupation, except for the large forest of Altenwald. They are annexed to one of the four Heldannic provinces and referred to as Heldannic Territories. More refugees flee into Norwold as the Order marches further north to establish more definite borders.

AC 961, 4th Quarter Luftkapitän Franz Eindecker flies a new warbird equipped with breathing devices to outer space and begins exploring. The polar entrances to the Hollow World are discovered.

AC 962 Heldannic Knights seize the floating island of Oostdok in the Hollow World and commandeer the gnomes' airships. Johan Goldzig becomes the Landmeister of Oostdok at the age of 32.

AC 963, 2nd Quarter Myoshiman rakasta hail a warbird travelling near Patera, an invisible moon. First contact is established. The existence of the invisible moon is discovered.

AC 963, 3rd Quarter Construction of the Fortress of Freiburg is completed ten years after it was begun. The remains of Tannengrub are exhumed and moved to the Crypt of Heroes underneath the fortress of Freiburg.

AC 964 Heldannic knights seize some land on Patera, outside the Myoshiman Empire. The rakasta emperor is offended and the knights are expelled. Both sides suffer heavy losses.

AC 965, 1st Quarter Construction of Notre Dame of Vanya's Cathedral begins.

AC 965, 2nd Quarter Alphatians discover the Order's secret warbirds, Vanya's Rest, and how to reach outer space. They hold a Heldannic hostage on board one of their ships, the Princess Ark. Hochmeister Stamhoffer orders the Alphatian pirate, Haldemar and his band, to be destroyed by any means and as soon as possible.

AC 966 The Alphatian Empire in Norwold pretends not to notice Heldannic diplomatic overtures. Franz Eindecker, at the age of 42, is assassinated in obscure conditions in Freiburg. His navigator's log is stolen. Franz is buried in the Crypt of Heroes. An investigation begins.

AC 967, 2nd Quarter Ostland and the Heldannic Order sign a treaty of non-aggression.

AC 967, 3rd Quarter Halvard Gudmundson takes over the Haldis partisans at age 17. He forms the Rangers of Altenwald from the native woodsmen.

AC 968, 1st Quarter The warbird Adler lands on Matera, staying for seven days of geological exploration. Finding absolutely nothing of value or interest, although proud to have been the first, the Heldannic Knights make no further forays to the moon.

AC 968, 2nd Quarter Sea raiders pillage coastal towns in the Heldannic Territories. Ostland claims no involvement. The investigation of Franz Eindecker's death reveals the involvement of Landfall thieves.

AC 969, 1st Quarter The Heldannic Order starts building a fleet of war galleys with the intent to defend its coastlines.

AC 969, 2nd Quarter Bounty-hunters apprehend Franz Eindecker's killer in Landfall, and bring him back to Freiburg. During the interrogation, the suspect reveals the involvement of anonymous wizards who left Landfall after they acquired the navigator's log. The suspect is missing from his cell the next morning; a pool of acid is found in the cell. Freiburg suspects Alphatian involvement.

AC 970 The Alphatian-controlled Kingdom of Helskir ignores Heldannic diplomatic overtures. Instead they accuse the Order of plotting to invade Helskir, judging from the growing Heldannic fleet.

AC 971 Halvard visits Wendar in hopes of getting military support from King Gylharen. He fails, but gets tacit co-operation from the king. Antalian sympathisers and some elves join him and quietly travel to the Altenwald.

AC 972 Halvard and his supporters conduct several raids into open territory. Several large abbeys are raided and put to the torch. The Haldis partisans withdraw to the Altenwald with considerable booty, having outmanoeuvred the Order.

AC 973 Halvard visits Helskir where he spends much of his share of the previous year's booty buying off the Helskir. He earns a secret promise of an intervention from Helskir should he attack Freiburg.

AC 974 Nine years after construction started, Notre Dame of Vanya's Cathedral is completed and stands as a glorious monument to Vanya's Glory and the triumph of Heldannic art and architecture. In awe, a thousand townspeople convert to Vanya's faith in great ceremony.

AC 975, 1st Quarter Native Freeholders from the Altenwald set fire to Notre Dame of Vanya's Cathedral. It is totally destroyed.

AC 975, 2nd Quarter Helskir claims its independence under King Erul Zaar. Helskir becomes a political satellite of Thyatis.

AC 976, 2nd Quarter New taxes are raised to rebuild Notre Dame of Vanya's Cathedral.

AC 976, 4th Quarter An outbreak of vampirism shakes the Province of Grauenberg. All evidence leads to visitors from Glantrian Boldavia. Clerics of the Order hunt down the dangerous undead.

AC 977, 1st Quarter Construction begins to replace Notre Dame of Vanya's Cathedral.

AC 977, 3rd Quarter Rev. Mother Grauenberg reports the undead threat has been eradicated from her province.

AC 977, 4th Quarter Rev. Mother Grauenberg, at age 56, is found dead in her quarters, her life force drained from her body. In all evidence, she was bitten by several vampires. She cannot be revived. After careful precautions, her body is entombed in the Crypt of Heroes underneath the Fortress of Freiburg. The hunt goes on. Helmut Totenfuss becomes the new Landmeister of Grauenberg at the age of 51.

AC 978, 1st Quarter Famine, oppression, and over taxation spark a revolt. Altenwald rangers supporting Haldis partisans ambush and massacre a major Heldannic force near the woods. Altendorf townspeople immediately revolt, followed several days later with the townspeople of Grauenberg and Hockstein. Wilhelm Hockstein dies in combat, at age 46, while Helmut Totenfuss is besieged in his own bastion. Violence spreads through the Heldannic Territories like wildfire. Barricades appear in the streets with mobs defending them. The revolt later degenerates into banditry and wanton destruction.

AC 979, 4th Quarter The revolt is brutally put down. Thousands of native Freeholders are executed as bandits. Many more flee to neighbouring kingdoms. Altendorf townspeople are deported to Davania, and replaced with Hattian settlers. The remains of Wilhelm Hockstein are buried in the Crypt of Heroes under the fortress of Freiburg. Otto Morgenhammer becomes the new Landmeister of Hockstein at age 38.

AC 980, 1st Quarter A ranger fires an arrow of slaying at Stamhoffer during a parade in Freiburg. Clerics fail to revive the old master. The Hochmeister dies at the age of seventy. He is buried in the Crypt of Heroes, underneath the fortress of Freiburg, alongside the illustrious Tannengrub.

AC 980, 2nd Quarter Wulf von Klagendorf is elected new Hochmeister of the Heldannic Order. It is also decided that the Province of Freiburg also needs a separate Landmeister. Utha Scharnheim is elected at the age 41.

AC 980, 4th Quarter The Heldannic Charter is rewritten and voted by the Grand Council. The Order now has three autonomous branches: The Voice, the Heart, and the Hammer. Rev. Mother Maude Erstenlicht is voted Primate of the Heart, at age 49. Rev. Father Max Einaugen becomes the Primate of the Hammer, at age 42.

AC 981, 1st Quarter The Order stations massive numbers of troops near the Vestland border and initiates new diplomatic overtures toward Norrvik.

AC 981, 2nd Quarter The good Kingdom of Vestland signs a treaty of goodwill with their northern neighbour recognising the legitimacy of the Heldannic Order as a nation, and defining trade agreements. Heldannic troops return to Freiburg.

AC 981, 4th Quarter Halvard Gudmundson marries Elsa Ragnisdottir.

AC 982, 4th Quarter Wulf von Klagendorf summons a the Grand Council of Priests and proposes a series of reforms. Arguments flare up. The Code of Conduct is rewritten and accepted with a very narrow voting margin.

AC 983, 1st Quarter Darokin and Minrothad emissaries sign trade agreements with the Heldannic Order, de facto recognising Heldannic Territories as a lawful and legitimate nation.

AC 983, 2nd Quarter Rangers of Altenwald raid the town of Altendorf. Spies among the Haldis partisans warned Georg Löwenstern of the coming attack. Knights are waiting in ambush and slaughter many of the Haldis partisans. Remnants retreat back into the forest.

AC 984, 1st Quarter Under pressure from senators and pro-Hattian politicians, Thyatis recognises the Heldannic Order and normalises relations.

AC 984, 3rd Quarter Heldannic Order hires a troop of Renardois lupins from the Savage Coast. Their curse is treated and the lupin mercenaries swear loyalty to their new overlords.

AC 985, 1st Quarter Heldannic infantry probes the Altenwald to destroy Haldis camps, led by spies and Renardois lupins. Several camps are destroyed. Altenwald rangers rally and ambush the Heldannic raiders. Thanks to their lupin guides, a handful Heldannic knights escape and report back to Freiburg.

AC 985, 4th Quarter Before the end of the year, all other nations of the Known World, except Ethengar, Glantri, and Alphatia formerly recognise the Heldannic Order. Relations with Wendar remain frosty and distant. Ethengar and Glantri display suspicion of the clerical order. Alphatians are downright hostile.

AC 986, 3rd Quarter Ten years after beginning reconstruction, Notre Dame of Vanya Cathedral is completed, with adequate defences added.

AC 986, 4th Quarter Wulf von Klagendorf pushes through new amendments to the Code of Conduct. The first three amendments are voted.

AC 987 The Order founds the Heldannic Colony of Stonehaven on the Hollow World mainland, using Oostdok airships to patrol the area and allow troops to settle in. Gnomes are used as construction workers.

AC 988 Halvard, leader of the Haldis partisans, leaves the Heldannic Territories to the relative safety of Norwold. The Order posts rewards for Halvard's head. Halvard begins a campaign to rally Heldann refugees and Norwold natives to his cause.

AC 989 Norwold recruits secretly travel to the Altenwald to form a new army. The Heldannic Hammer captures enough rebels to get wind of Halvard's plans.

AC 990 The Heldannic Order launches a raid into Norwold as a pre-emptive strike against Halvard's forces. No evidence of an army is found and the raid fails miserably among Alphatian protests and demands for reparations. Wulf von Klagendorf responds in diplomatic terms amounting to an obscene gesture. The knights withdraw to the Heldannic Territories.

AC 991, 2nd Quarter Fredek Halvardson, son of Halvard Gudmunson and Elsa Ragnisdottir is born in the forest of Altenwald.

AC 991, 4th Quarter Halvard's army has successfully regrouped inside the Altenwald. It begins a series of armed reconnaissance missions in the open. Altendorf is briefly captured. Halvard withdraws to the Altenwald with a few hundred Hattian settlers kept as hostages. Georg Löwenstern dies of a stroke moment before his capture, at the age of 74. His body's ashes are scattered in the Altenwald. A statue of Georg is erected in an alcove in the Crypt of Heroes in Freiburg. Fritz Hauerfang, a young knight of 18 years, saves the day by retaking Altendorf with remnants of Georg's garrison. He becomes the new Landmeister of Altendorf.

AC 992 Halvard launches a surprise assault on Hockstein and with the help of Alphatian wizards liberates the city. Halvard calls for a new mass revolt, but many of the native Freeholders, fearing the knights, fail to show up. Since the revolt of AC 978, many key Freehold clans and families have been decimated, run out of the country, converted to Vanya's faith, bought out, or coerced into submission. Most large families have been forced to provide some of their younger members to serve the Order and receive Heldannic indoctrination (they also are hostages of the knights, which helps the Order control their families).

AC 993 Alphatian wizards teleport to Freiburg and wreak havoc on the warbirds and the surface fleet. The docks, warehouses, and the entire Freiburg fleet are engulfed in flames when the Alphatians depart. The illustrious "Adler" is among the destroyed skyships. On this signal, Halvard crosses the Naga River and launches his invasion of the Province of Freiburg with such audacity that the knights retreat to the capital. Halvard's army includes Freehold loyalists, volunteers from Wendar, and many Norwold warriors. He assaults the Great Fortress of Freiburg but fails as the Helskir fleet fails to show up at all. Halvard is captured and his army routed. Haldis partisans offer to trade their Hattian hostages with Halvard. The Order refuses, tortures Halvard for information, and then executes him in public. Halvard dies at the age of 43. Hattians in the Altenwald are put to the sword. The Order blames the Haldis partisans for this shameful and evil massacre of innocent civilians. An even more brutal repression follows. Halvard's followers not yet captured flee to Ethengar with their families, into Uighur territory.

AC 994 The tribal chief of the Uighur complains to Moglai Khan about massive encroachment of Heldann settlers on his lands. Moglai Khan leads a major raid into the Heldannic Territories. The Heldann settlers are massacred. Their mutilated corpses are dragged back to Hayavik, a village near Grauenberg. Hayavik is razed and Moglai Khan withdraws to Ethengar before the Grauenberg garrison can engage his army.

AC 995, 1st Quarter Elsa Ragnisdottir dies of despair in Vestland. Her four-year-old son, Fredek Halvardson remains in the care of a herdsman loyal to the old Haldis regime. His identity and existence remain unknown to the Order. King Erul Zaar of Helskir officially recognises the legitimacy of the Heldannic Order.

AC 995, 4th Quarter Wulf von Klagendorf supports further alterations of the Code of Conduct. The Grand Council votes the next two amendments.

AC 996 Construction of Stonehaven is completed in the Hollow World. Anna von Hendriks is elected Landmeister of Stonehaven, at the age of 24. Forty six years after the initial invasion, organised resistance of the Freeholders to the Heldannic Order has waned. Old Freehold values have wilted away under the brutal Heldannic repression. Conversion efforts are accelerated.

AC 996, 4th Quarter Thanatos takes on the appearance of Heinrich Oesterhaus, who just died. Heinrich was the master of the Hattian Storm Soldiers. The Immortal manipulates the Storm Soldiers himself, for his own amusement.

AC 997 A punitive raid into Ethengar fails as the Uighur clans ride to safety, away from the invading knights. The knights set fire to the high grasses, and withdraw to the Heldannic Territories after reports of a large Ethengarian army on the move.

AC 998, 1st Quarter The Order begins the construction of fortified commanderies in the hills along the Ethengarian border. Grauenberg's fortifications are reinforced.

AC 998, 2nd Quarter Max Einaugen, Primate of the Hammer dies at the age of 60. He is replaced with Konrad Blutfelden, age 49.

AC 999, 1st Quarter The Heldannic Order establishes ties with the Kingdom of Eusdria on the Savage Coast.

AC 999, 2nd Quarter Johan Goldzig, Landmeister of Oostdok dies of old age. His remains are entombed at the Crypt of Heroes underneath the Great Fortress of Freiburg. Karl Hundkopf becomes the new Landmeister at the age of 31.

AC 999, 4th Quarter The Grand Council proposes more changes to the Code of Conduct. The next two amendments are voted.

AC 1000 A strange, yet unknown skyship is sighted on the Savage Coast. It appears to be under the command to the Alphatian pirate Haldemar, thought to have disappeared in outer space some 35 years earlier. Several warbirds give chase. Two are destroyed, others are damaged in combat. The Alphatian pirates escape. 

AC 1001, 1st Quarter The Grand Council votes to enlarge the Crypt of Heroes. Repairs disrupt the silent resting place, but they are completed within a few months and with all the dignity due to its illustrious occupants.

AC 1001, 2nd Quarter After endless debates, Hochmeister Klagendorf decides with the support of the Primate of the Heart to allow pilgrims to travel to Vanya's Rest and pay homage to Her Grave. Most rulers of the Known World and most certainly Alphatia already know of the existence of Vanya's Rest, if not its location, somewhere in Davania. Revealing that it protects Vanya's grave should not harm Heldannic interests (although the artifact's existence remains secret). New sea transports are commissioned from the shipyards of Freiburg.

AC 1001, 4th Quarter Within a few weeks, several younger priests go missing from Notre Dame of Vanya's Cathedral. No trace of them is found.

AC 1002, 1st Quarter Rumours of terrifying nocturnal visits terrify the townspeople of Freiburg. Civilians go missing without explanation. The reports are sporadic at first, but become more frequent.

AC 1002, 4th Quarter Thincol the Brave, Emperor of Thyatis, permits Heldannic transports to pickup pilgrims from the port Southpoint in Hattias. Only citizens of the empire however may disembark, and the Heldannic Order must pay a port fee of 8 denarii per pilgrim embarking from Southpoint. The Order is allowed to purchase some land in Southpoint and build an official consulate to administrate Hattian pilgrimage locally. Some military are allowed as consulate wards.

AC 1003, 2nd Quarter A young priest is found dead, late after the midnight service. His neck bears a bite wound. The Primate of the Hammer summons his staff in the middle of the night for an urgent discussion. They fear vampires are on the loose.

AC 1003, 3rd Quarter The existence of Vanya's Grave is revealed to the faithful through the Churches of Vanya in the Heldannic Territories and Hattias. The possibility of a pilgrimage to Vanya's Rest is announced shortly afterward. For a fee, pilgrims are offered food, shelter, protection, transport to and from Vanya's Rest, and any healing that may be needed during the long journey - to the best of the Order's abilities. Although the offer is genuine, the journey remains fraught with dangers and mystery. The exact location of Vanya's Rest and the length of the journey are not specified, although indications are given that the journey may take months.

AC 1003, 4th Quarter An outbreak of vampirism wracks the Province of Freiburg. Vast numbers of experts among the Priests of the Hammer are recalled from their distant assignments to help fight the disaster at home.

AC 1004, 1st Quarter Rev. Mother Utha Scharnheim dies in a fight against a powerful undead, later identified as a nosferatu. Her remains are burned and later entombed in the enlarged Crypt of Heroes. During the burial ceremony, Clerics discover the remains of the missing people piled up inside the new mortuary cells. They all rise at once, as nosferatus, and lunge at the priests in a feeding frenzy. Horrified and panicked, serving brethren standing in the exit's stairs slam the mausoleum's portal shut, sealing everyone's fate inside. The muffled sounds of the fight cease long, painful minutes before adequate reinforcements arrive. Priests bearing all manners of holy protections crowd the doorway. Behind them, serving brethren festooned with garlic stand atop the stairs with vats of holy water, pumps, and hoses. The vampires are overwhelmed. At the end of the battle, all bodies are accounted for, except for one in the older crypt - Rev. Mother Helga Grauenberg (AC 921-977)

AC 1004, 2nd Quarter Heldannic Missionaries are slaughtered while travelling through the Ethengar Khanates. Ill-prepared for their mission to soothe the animosity between Ethengar tribes and Heldanners, the missionaries end up insulting Ethengarian pride by their own ignorance of the nomads' customs and beliefs. Meanwhile, Eugen Pfefferlind is named Landmeister of Freiburg, at the age of 34.

AC 1004, 3rd Quarter Without the benefit of a declaration of war, the Heldannic Knights send several punitive raids into Ethengar, launching deadly lance-cavalry attacks against Ethengarian encampments and slaughtering every last man, woman, and child encountered.

AC 1004, Early 4th Quarter News of the Alphatian fleet of skyships reach Freiburg. Glantrian adventurers set fire to the Alphatian skyport. The vast majority of the skyships are destroyed in a raging firestorm before the wizards can bring it under control.

AC 1004, Late 4th Quarter For practical reasons, the Order makes available to pilgrims reliable banking services. During the length of their pilgrimage, the Order offers to hold the pilgrims' travel cash to prevent theft, and to release any of it upon the pilgrims' demands with simple signed forms. The offer is legitimate and intends to protect pilgrims from theft during their journey. If a pilgrim dies while in the care of the Order, the money is then returned to the family if the pilgrim has any.

AC 1005, 1st Quarter Glantri declares war on Alphatia as part of the Wrath of the Immortals. The following day both the Empire of Thyatis and The Heldannic Order also declare war on Alphatia.

AC 1005, 2nd Quarter Messengers report vampiric activity southwest of Freiburg. Heldannic vampire hunters, known as the "Experten" track down victims and suspects like a pack of hungry wolves. Not a stone is left unturned. Not a glimmer of mercy is shown to their quarry as they smite the evil darkness from their hallowed land.

AC 1005, 3rd Quarter The pilgrimage sees unexpected popularity among Vanya's faithful. The windfall for the Order is a stronger faith among the Church of Vanya, and an increased growth in its following. Of equal importance are large amounts of cash made available by the pilgrims using the Order's banking service. The Order acquires invaluable experience in accounting, administrating, and moving wealth quickly enough to support the needs of the pilgrims and allow productive investments. The Order is learning its first lessons in large scale banking.

AC 1005, 4th Quarter A suspect matching the description of Rev. Mother Grauenberg is spotted near the town of Grauenberg, racing toward the west in a black carriage. The "Experten" pursue the suspect into Glantrian territory, never to be seen again. The narrow border with Glantri is closed and closely watched. Glantri makes no statement.

AC 1006, 1st Quarter The Heldannic Order completes its preparations for war. More indentured soldiers have been pressed into service. Mercenaries from Soderfjord, Ostland, and Renardy are stationed near Freiburg. Heldannic troops are concentrated in Freiburg and at the northern border with Norwold. Newly commissioned warships join the pilgrim flotillas sailing between the Known World and Davania.

AC 1006, 2nd Quarter The newfound pilgrimage wealth affects the local economy of Fort Southpoint. Up until recently it was a backwater of some strategic importance but with little economical value. Southern Hattias is a poor region. The passage of the pilgrims touched off economical growth in Southpoint as new buildings, called Hospitals, are built to house the pilgrims. Food and clothing is imported. Wealth trickles down through the various layers of the local population, enabling better agricultural means. Southpoint also becomes a stop for Heldannic ships coming from Freiburg.

AC 1006, 3rd Quarter Troubling news of the Myoshiman Empire reach Freiburg. There are indications they might be planning a military move against objectives on Mystara. Freiburg suspects they may be a target. The majority of the warbirds are ordered into space as a first line of observation and defence. Remaining warbirds are stationed at Vanya's Rest to patrol the region and protect the Holy Citadel. Their mission is to prevent foreign ships from following the regular pilgrim flotillas and discovering the location of Vanya's Rest.

AC 1006, 4th Quarter For reasons of their own, Alphatians reveal to Moglai Khan the fact that the Heldannic warbirds are not expected to be in Freiburg for a long period of time. The Great Khan, whose people have suffered from several savage raids by the knights, invades the Heldannic Territories with the full force of his hordes. The Heldannic Knights are totally surprised as they had already returned to their winter quarters. The border commanderies are wiped out. The nomads besiege Grauenberg and march straight to Freiburg.

AC 1007, 1st Quarter Thyatis and the Heldannic Order ratify an official treaty of military alliance. Meanwhile, hampered by the heavy winter snows, Heldannic troops failed to move back from the distant Norwold border. Rainy and muddy conditions compounded by the melting of the winter snows are considered too much of a handicap for the Order's heavy cavalry. The Great Khan destroys most bridges on the Naga River except for a few he controls. The lighter, more nimble riders of the steppes pour into Vestland and Soderfjord looking for more places to sack. Both Freiburg and Grauenberg are still under siege. Hockstein and Altendorf remain in position until new orders are received. Pilgrimage from Freiburg is interrupted. Warbirds skirmish with Myoshiman scout units near Patera.

AC 1007, 2nd Quarter Worried by news of the recent treaty between Thyatis and the Heldannic Order, Moglai Khan presses on with his plan to take Freiburg. Massive attacks are made against the city. The knights and thousands of civilians retreat from several town districts to the Great Fortress. The Ethengarians occupy the port area of Freiburg, cutting off supplies from the sea. The Heldannic sea fleet withdraws to the ports of Zeaburg and Norrvik. The remainder of Freiburg remains in the hands of the knights and their mercenaries who have erected barricades and defensive walls in the streets.

AC 1007, 3rd Quarter The garrison of Hockstein makes its move against the Great Khan, securing one of the precious bridges over the Naga River. The Altendorf garrison, reinforced with a substantial part of the Norwold border army crosses the river into the Province of Freiburg. Together, Hockstein and Altendorf forces slam into the western encampments besieging Freiburg. The Freiburg garrison attempts several sorties leading to murderous street warfare. Out of sheer military genius, the Great Khan repeals the combined assault in the west. The Freiburg garrison fails to link with the relief force. Heavy losses are reported on all sides.

AC 1007, 4th Quarter A swift-spreading plague suddenly ravages the besieged city of Freiburg. On these news, the Great Khan abruptly orders a massive withdrawal from the Heldannic Territories. But he is too late. Once home, the plague breaks out among his own people. All bordering nations shut their borders with the Heldannic Territories and Ethengar to prevent the plague from spreading further. Priests of the Order begin the difficult task of fighting off the lethal epidemic while the winter storms rage on.

AC 1008, 1st Quarter The plague in the Heldannic Territories and Ethengar worsens. Helmut Totenfuss dies of the plague in Grauenberg at the age of 82. He is succeeded by Dora Riesenstein at the age of 27. By then two tenths of the Heldann population has died, and closer to a third in Ethengar. The plague spreads into Vestland, Soderfjord, and northern Ylaruam.

AC 1008, 2nd Quarter The plague spreads through Glantri like wildfire. The many Heldannic priests are winning their war against the plague. Healthy Vestland and Heldannic forces penetrate the Khanates for yet another punitive raid against these tribes that sacked southern Heldannic Lands and Vestland communities. Due to foggy conditions and co-ordination problems, the Heldannic sea fleet stationed in Zeaburg and Norrvik fails entirely to intercept the Alphatian fleet sailing around Helskir. By the time it is sighted, the Alphatians are withdrawing to the Isle of Dawn, having been soundly defeated by the Thyatian navy. The Heldannic ships set sail to Freiburg, cursing at the lost opportunity to fight a great battle.

AC 1008, 3rd Quarter Word of the effects of what is now known as the "Pilgrim Economy" reaches Emperor Thincol in Thyatis. Soon afterward, the Heldannic Order requests the permission to open another point of pilgrimage to relieve some of the burden in Southpoint. The emperor readily agrees, for a port fee of 8 asterii. Meanwhile in Freiburg, as it was being refitted, thieves board a warbird on the docks. They manage to overpower the sentinels aboard the ship and make away with two blight belchers. The alleged thieves apparently use magic to teleport to safety with the precious weapons. Alphatian spies are suspected. The guards on duty are court-marshalled. They are judged guilty of dereliction of duty and condemned to the mines under Vanya's Rest

AC 1008, 4th Quarter The Alphatian navy decide to make an end-run around the still powerful Thyatian and Heldannic navies. Using their magic, they manage to conceal their move and land their armies in Ylaruam, at the town of Cubia. Despite local resistance, thousands of Alphatian troops disembark and march south. The Alphatian navy then leaves to stage diversionary attacks on the Isle of Dawn, further north. It joins massive reinforcements arriving from Alphatia with even more warships.

AC 1009, Early 1st Quarter Obeying words received from Vanya, the Heldannic Order declares the Broken Lands a festering nest of Chaos. At the behest of their Glantrian "ally" during the Wrath of the Immortals events, the knights feel compelled to launch a crusade against the Orcs of Thar. They make the long journey overland through the northern reaches, tip-toeing along the Ethengar-Ylaruam border, to join with the Darokin army. Shadow Elven patrols harass the knights along the way. The combined Darokin-Heldannic forces kick Thar back into the Great Crater. Emperor Thincol is furious at the Heldannic Order for occupying itself with what seems like a foolish diversion when the Alphatian navy is about to launch a new attack against the Thyatian homeland.

AC 1009, Late 1st Quarter The Alphatian navy stages a phoney invasion of Freiburg. The Heldannic sea fleet sets sail to intercept the invaders, but it is no match for the Alphatians' powerful navy. The Heldannic fleet is beaten and withdraws back to Freiburg to lick its wounds. The Alphatians sail close to the Heldannic capital, bombard it with some magic for several hours, and return to the Isle of Dawn, content that they have secured the Sea of Dawn and no further Heldannic reinforcements will reach Thyatis.

AC 1009, 2nd Quarter The Emperor demands that the Heldannic garrison of Southpoint and all escort warships anchored there move at once to the City of Thyatis. The Order agrees and also rushes its expeditionary force back from Darokin to help fight off an imminent Alphatian invasion from Ylaruam. Soon afterward, the Alphatian army enters the empire.

AC 1009, 3rd Quarter The Alphatian land forces overpower the Thyatian defences. The battled-hardened Heldannic Knights, veterans of the Orcs of Thar campaign, put up a valiant fight. In a monstrous battle a few miles from the walls of Thyatis, they courageously charge into the masses of advancing Alphatian infantry, calling out the name of Vanya. They inflict horrendous casualties to the Alphatians, but in the end, they themselves fall before the wizards' battlefield magic. Not one survives. Their names are later engraved in the Crypt of Heroes. Days after this historical battle, Emperor Thincol sues for peace with the Alphatians to save his empire. Alphatia now turns its attention to its original target, Glantri.

AC 1009, 4th Quarter The Port of Vinton in northern Hattias finally opens up for pilgrims. The Order is allowed a second consulate there. News of the Alphatian disaster reach Thyatis. Continental Alphatia has sunken beneath the seas and the war ends.

Authors'' Note: The AC 1010 Almanac states that Vanya ordered Wulf to break all diplomatic ties with Thyatis on Nuwmont 18. At this point of the timeline, this would be a catastrophic blunder for the Heldannic Order. I decided to ignore this event and replace it with another, where Vanya supports the banking development of the Order, with the goal of nibbling away at the crumbling Thyatian Empire over the next few decades.

AC 1010, 1st Quarter The Order marches into southern Norwold and reaches the Heldland River. The town of Forton declares itself an open city. The knights move in and seize it. No one is harmed. The Order creates the Province of Heldland, under Ludwig Hohenhaus, age 29. Leaving behind a small garrison, the Order marches on to Landfall and start a siege. The Myoshiman skirmishers return to the surface of Patera. A few warbirds stay behind to keep an eye on Myoshima while the others return to Freiburg. As soon as they arrive, an attack is launched on the Kingdom of Helskir which had changed its allegiance once more during the great war. Heldannic and Thyatian ships clash while they both raid former Alphatian colonies on the Isle of Dawn. The Heldannic ships continue on to Aegos to find Thyatians already occupying it. The Heldannic ships make a quick attack and move on. Emperor Eusebius demands (and receives) an apology from the Order. The Heldannic forces withdraw from the Isle of Dawn. Meanwhile King Ericall of Alpha prepares for war.

AC 1010, 2nd Quarter The Hochmeister reaches Grauenberg with troops pulled back from Landfall. He fails to break the Ethengarian siege. In spite of its reduced force, the Order still takes Landfall two months later. In Thyatis, Senator Demetrionitas faces bankruptcy. He borrows several thousand gold pieces from the Heldannic Consulate of Vinton. The affair is well publicised among the Thyatian upper crust. Meanwhile, Alphatian skyships discover the Heldannic presence in Oostdok. They return in force a month later and attack the knights. The gnomes of Oostdok spontaneously rebel and overthrow their Heldannic overlords. Karl Hundkopf retreats with his garrison to Stonehaven aboard gnomish-made zeppelins.

AC 1010, 3rd Quarter Reinforcements from Landfall reach Grauenberg. The Khan switches tactics and orders highly mobile, continuous raids instead. After weeks of Ethengarian plundering and Heldannic pursuing, the Khan reconsiders his plans and sends a messenger to the Hochmeister. The two rulers sign a peace treaty while a few Heldannic scapegoats are turned over to the Ethengarians to prevent the Khan from losing face. The nomads return home. Meanwhile, Anton Schwarznase, an aide to the Heldannic ambassador in Ylaruam, is caught spying. Released a week later, he fails to reach Freiburg alive. Heldannic warbirds discover the existence of Alphatia on a floating continent in the Hollow World. Following Karl Hundkopf from a distance, Alphatian skyships discover the Heldannic presence at Stonehaven.

AC 1010, 4th Quarter Non-human strangers called the diaboli ally with King Ericall of Alpha. Norwold's army continues to prepare for war as winter rolls in. Delayed by the Ethengarian attack in the south, the Order postpones its original plans to move deeper into Norwold. An Alphatian skyship lands in Helskir with the news of Alphatia's existence in the Hollow World. Meanwhile, Oostdok-built zeppelins with Heldannic crews engage Alphatian skyships over Stonehaven. The Heldannic fortress remains under attack for ten days. AC1011, 1st Quarter A brutal blizzard hits northeastern Brun. The''' Heldannic invasion fleet on its way to Oceansend* is caught in the storm. It is blown off course and suffers staggering casualties. The armada returns home. Meanwhile in the Hollow World, after weeks of unrelenting attacks Anna von Hendriks orders the crumbling fortress of Stonehaven abandoned. She and her sergeants-at-arms use magic to travel to the Makai Islands. Karl Hundkopf with the Oostdok and Stonehaven garrisons escapes aboard the zeppelins.

(*) Note from the Author: The Heldannic Armada was originally raiding Helskir (PWAII, page 181). I changed this as per my earlier note re. diplomatic ties between Freiburg and Thyatis.

AC 1011, 2nd Quarter In Thyatis, Senator Demetrionitas reimburses his debt to the Heldannic Order in full with a total 15% interest over a period of a year. Up north, the Heldannic sea armada reaches Oceansend. Advance infantry and cavalry units disembark and take position around the walled city. Defences are tested as the Armada blockades the port. Available warbirds remain in Freiburg awaiting the main assault and patrolling the fatherland. Two weeks later, the remainder of the Heldannic army reaches Oceansend by land. Meanwhile, King Ericall ships out reinforcements from Alpha to Oceansend and approaches dragons of the Wyrmsteeth Range. A month later, Ericall's ships skirmish with the Heldannic navy, avoiding any serious engagement. Ostlanders, breaking their treaty with the Heldannic Order, raid coastal villages. Warbirds give chase but the longships disappear into the thick sea fog. They spend several days playing hide-and-seek until the warbirds are recalled. Until then the longships stay away from Ostland to avoid incriminating their nation.

AC 1011, 3rd Quarter Dragons of the Wyrmsteeth Range attack the first few warbirds reaching Oceansend. The latter retreat until more ships arrive. A battered warbird lands in Freiburg with news of the Alphatians' existence in the Hollow World, Oostdok's fate, and Anna von Hendriks's plea for reinforcements. The majority of the warbirds assigned to the Norwold invasion are rushed to rescue Stonehaven. The remainder fly on to Oceansend. Three dragons are killed in the ensuing air battle, but the warbirds are badly damaged. They return to Freiburg. Other warbirds in the Heldannic Luftflotte remain stationed at Vanya's Rest to protect pilgrims while others pursue their missions on the Savage Coast.

AC 1011, 4th Quarter A few warbirds attack Oceansend from the air while the Heldannic Knights rout King Ericall's relief force. The Oceansend garrison chooses this time to sally forth and attack the knights' siege weapons. With the help of the warbirds, Heldannic cavalry chases the Oceansend force back into the city. King Ericall's forces inside and outside Oceansend suffer overwhelming casualties. The knights execute several of King Ericall's mercenary officers in plain view provoking consternation among Oceansend's hired troops. Olaf Yarrvikson surrenders Oceansend to the Heldannic Order a few days later. Meanwhile in the Hollow World, warbirds strike the Imperial Palace after discovering the fate of Stonehaven.

AC 1012, 1st Quarter In Thyatis, the city of Port Lucinius borrows tens of thousands of gold pieces from the Consulate of Vinton to repair and expand the current network of aqueducts. Part of the funds are quickly transferred from Freiburg to cover the loan. In Norwold, Ericall's envoys warn Wulf von Klagendorf that the people of Norwold will fight to death to defend the Kingdom of Alpha. The Hochmeister replies that the Heldannic Knights shall do as their patron Immortal commands - which does not seem to include Alpha at the moment. Meanwhile in the Hollow World, the Alphatian air fleet chases part of the warbird force out of the Hollow World. The remainder searches for remnants of the Heldannic garrisons.

AC 1012, 2nd Quarter The port of Neuhafen, newly established on the coast just east of the Altenwald, is now open to shipping. Its position next to the large forest is expected to support Wulf's plans for the expansion of the Heldannic sea fleet. The Order begins a recruiting drive, seeking new knights to join their ranks. The new port and the recruitment effort are part of the Hochmeister's plan to conquer the vast wilderness surrounding Landfall and Oceansend. Meanwhile in Thyatis, Emperor Thincol dies. His son Eusebius succeeds him on the imperial throne.

AC 1012, 3rd Quarter Rangers of the Altenwald with the help of forest druids and woodland creatures are hampering logging efforts near Neuhafen. The rangers are the survivors of Halvard's freedom fighters - mostly old men still living with their memories of a time now past. Ever since Halvard's death, they have travelled the land in search of an heir they believe still lives in the Heldannic Territories.

AC 1012, 4th Quarter Anna von Hendriks and her companions discover a visiting Karameikan skyship. The crew, which had just been ambushed elsewhere, and the Heldannic Knights all agree to set sail together toward the surface world. Meanwhile, a lone warbird spots Karl Hundkopf and his troops. Their zeppelins were destroyed in a storm and crash-landed months ago. Unable to take everyone aboard, the warbird leaves with the sick and wounded. It seeks to contact other ships outside the Hollow World to come evacuate the rest of the troops. An Alphatian skyship that had been trailing the warbird for months observes the scene from above a cloud. It returns to Sundsvall to report.

AC 1013, 1st Quarter After long consideration and finger-pointing, the three Primates of the Order agree that all is not well. Knights of the Order are almost universally disliked if not profoundly hated. It's not to say it does not deserve its reputation. But somehow, events have had a way of bringing the worst out of the Order. Although the Primates do not exactly consider the Order to be a benevolent force in the world, they can't explain many of its worst acts of repression and abuse of power. Reluctantly, the Primates conclude that faith isn't all it should be among the Order and perhaps other forces may be at work. On this thought, the three agree to begin a time of meditation and introspection to purify the Order's thoughts and soul.

Meanwhile in Thyatis, a fire sweeps through several districts of Thyatis City. A thousand people lose their lives in the blaze. Losses exceed an estimated 2,000,000 gp. With the Imperial Treasury nearly bankrupt after the war, Emperor Eusebius appeals upon the Heldannic Order to help finance the cleanup and the rebuilding of these districts.

An earthquake shakes Norwold. Shocks are felt as far as Freiburg. Oceansend suffers considerable material damage. A tidal wave ripples through the Sea of Dawn, flooding the northern coasts of the Isle of Dawn. Helskir is flooded.

AC 1013, 2nd Quarter Some of the best priests of the Voice and of the Hammer are summoned to Freiburg. They are to form the backbone of the Heldannic Inquisition under the command of Manfred Himmelbrand, age 49. Their charter is drafted, defining their goals and duties. Powers are given the Inquisitors to requisition troops, wealth, and materials to support their efforts. Meanwhile, some of the pilgrims travelling to Vanya's grave decide to stay and settle in the Holy Land. With next to nothing to work from but their fate, these courageous pioneers build their shacks in the Davanian wilderness, there to grow a meagre crop, raise a few oxen, or hunt the wilderness. Unusual lion-like rakasta, the Simbasta, are sighted in the vicinity of Vanya's Rest.

In the Hollow World, warbirds arrive to evacuate Karl Hundkopf and the rest of his troops. Alphatian skyships and Oostdok, warned well in advance of the warbird's arrival, intercept the Heldannic fleet as the troops embark. The warbirds put up a valiant fight, but caught at a disadvantage, all but one are destroyed. A battered warbird barely manages to escape the Hollow World and return to Freiburg. Heldannic troops and their commander are captured and taken to Sundsvall.

AC 1013, 3rd Quarter A small earthquake hits the region of West Portage of the Isle of Dawn. Close to 75 people perish under collapsing buildings. A tidal wave ripples through the Sea of Dawn and the Sea of Dread. Towns on the east coast of Hattias see some damage as the full force of the wave overshoots south of Hattias. Ships headed for Vanya's Rest are severely damaged. One overloaded vessel capsizes, drowning most of its passengers. After rescuing the few survivors, the flotilla returns to Southpoint.

Rufin Amantius, aide to the Thyatis ambassador to the Heldannic Territories shoots a crossbow bolt into a persistent admirer of his wife. Both Thyatis and the Order are embarrassed by the incident as the admirer was a Heldannic Knight. Amantius is forced to resign so the affair can be forgotten.

A forest fire destroys over a thousand hectares of woods in the Altenwald, near Neuhafen. Loggers from Neuhafen set the fire when they got wind of an ambush from forest rangers.

AC 1013, 4th Quarter A gale off the coasts of Norwold and the Heldannic Territories damages ten ships and kills forty people. A month later a fire destroys a hundred houses in Freiburg. Arsonists were seen leaving the building that first caught fire. They included four rather old men and three women who rode off toward the Altenwald.

A wild man travelling the Province of Heldland claims to be a prophet. He predicts that the end is near to all who listen. Priests of the Hammer capture him and question his beliefs. During the interrogation, they find out he was one of their own, a member of the mysterious and awesome Anvil of Blood. They call in the Inquisition. A few weeks later, under excruciating pain inflicted by Manfred Himmelbrand's executioners, the wild man admits he planned to found a heretical sect. The Inquisitor condemns him to ten years of meditation and atonement in a local abbey. He comes back on his word the very next day, and, as relapse, he is immediately found guilty of consorting with the forces of Chaos. He is burned atop a pyre before the end of the week. A manhunt begins to identify his followers.

AC 1014, 1st Quarter Port Lucinius defaults on its Heldannic loan. An arrangement is made that authorises the Heldannic Order to seize the aqueduct network as collateral and collect taxes related to water distribution. Further north, months after her Karameikan skyship crashed near the north pole, Anna von Hendriks arrives in Freiburg. She completed the long trek on foot from the crash site to Freiburg, through Frosthaven, the Kingdom of Alpha, and Norwold. Meanwhile in Davania, thousands of Simbasta, approach Vanya's Rest. They claim to be the legitimate owners of the region. Pilgrim settlers are captured. A Simbasta emissary, Chief Ikwanza, demands that the Heldannic Order vacates their ancestral lands. He is walked back out of the Holy Citadel.

AC 1014, 2nd Quarter Konrad Blutfelden, Primate of the Hammer, and Eugen Pfefferlind, Landmeister of Freiburg, are accused of simony. They are linked to the recruiting of notorious Hattian Storm Soldiers in exchange for gold. One of the Storm Soldiers admits he is a worshipper of Thanatos. The High Inquisitor convicts them all of heresy. Konrad, Eugen, their sergeants-at-arms, and the Storm Soldiers are all burned at the stake. Sigmund Stahlfaust, age 52, succeeds Konrad. Anna von Hendriks succeeds Eugen. Both claimed their innocence as they died. The High Inquisitor seeks other suspects in what is now dubbed the "Thanatos Conspiracy".

Meanwhile in Davania, Maude Erstenlicht, Primate of the Voice, dies sword in hand during the Simbasta assault of the Holy Citadel, at the venerable age of 83. Ingeborg Gottfried (Vanya's mortal avatar) takes on the position at the age of 42, in Freiburg. After suffering heavy losses, the Simbasta seize Vanya's Artifact. The Hochmeister urgently recalls all available warbirds to Freiburg. The Order suffers its worst crisis since it was established.

AC 1014, 3rd Quarter The entire Heldannic fleet of warbirds sails to Davania. They find Vanya's Rest abandoned. They attack the Simbasta in the open. Soon all the warbirds crash land as the Simbasta's Great Shaman finds out how the artifact works. Severely outnumbered, the Heldannic expeditionary force surrenders. Seeking merely to establish themselves as the knights' overlords in Davania, Chief Ikwanza convinces the Hochmeister to swear fealty to the Simbasta in exchange for the return of the artifact and the prisoners. For the permission to occupy Vanya's Rest, the Order also must pay a yearly tribute to the Simbasta. Wulf von Klagendorf returns to Freiburg to deal with the blossoming crisis. Days later, renegade soldiers of the Order stage a mutiny aboard the Sturmkondor. They name themselves the Wolves of Heldann, and flee to Glantri with their prize.

AC 1014, 4th Quarter Following the latest events, morale and faith are profoundly affected at all levels of the Order. The Inquisition grows even more repressive. Wulf von Klagendorf receives word from Vanya that he must leave on a quest to prove his value to Her, and save his Order. The Hochmeister, at the official age of 85, leaves on a quest to destroy a powerful dragon called Pyre in the faraway Savage Coast. Shortly after his departure, an entire village is accused of consorting with minions of Thanatos. The Inquisition burns them all at the stake.

A few months later, Wulf defeats Pyre who escapes to the Wyrmsteeth Range. Wulf follows. Unable to find Pyre, Wulf captures instead a young gold dragon called Kindling. Meanwhile, Thanatos sends word to Manfred Himmelbrand, the High Inquisitor, that Pyre has killed the Hochmeister. He tricks Manfred into believing that it was Vanya speaking. Horrified and giving in to paranoia, the High Inquisitor seizes the position of Hochmeister to face the "all-out war against Thanatos". Fearing the Inquisition's power, no one intervenes.

The Wolves of Heldann, having completed new enchantments on the Sturmkondor leave Glantri and land in a remote area of Norwold. There, a priest of Odin joins them. He directs them to a potential ally (Pyre in disguise), with whom they conspire against the Order. About the same time, Myoshima invades Mystara, starting with Vanya's Rest. The knights manage to fool the Myoshimans into believing they possess Vanya's artifact.

AC 1015, 1st Quarter Wulf befriends his captive, the young dragon called Kindling. They become companions on the way back to Freiburg. There, he discovers the abuses of the Inquisition as hundreds of crucified cadavers line the roads to Freiburg, with signs marking them as heretics. Upon Wulf's arrival, the High Inquisitor, manipulated by Thanatos, declares in the name of Vanya that the visitor is a fraud. He and his companion are both thrown into to the dungeons. Kindling escapes. Soon afterward, Wulf demands a trial by fire. The High Inquisitor eagerly accepts. Wulf walks without hesitation into the blaze of a pyre and claims that his faith to Vanya is true and that the fire cannot harm him. As the flames fail to affect Wulf, the High Inquisitor casts spells upon spells to defeat Wulf's protection. Failing this, he himself adds more wood to the pile, tosses oil, frantically screaming "Burn, I say! Burn!", while in the throws of a growing dementia. But Vanya's protects the Hochmeister. He walks out unharmed and stares down at the pitiful figure of this Inquisitor frothing at the mouth. Having proven his point, the knights overwhelmingly join their old master. The Inquisition's charter is revoked and its forces are disbanded. Manfred Himmelbrand is sent to an abbey to recover from his malady and atone for deeds.

AC 1015, 2nd Quarter Kindling meets with Pyre in the Wyrmsteeth Range. He discovers Pyre's goal to pit humanity against dragonkind. Pyre is on her path to becoming an Immortal, under the patronage of Thanatos. He barely escapes Pyre's attempt to kill him. Meanwhile, Myoshima invades the Heldannic Territories. Secure with the knowledge that they can stop the Heldannic warbirds, the Myoshimans launch a massive assault on Freiburg's Great Fortress from the air. Heldannic warbirds, filled with knights and Simbasta nonetheless arrive from Davania and threaten to tip the scale in favour of the knights. Manipulated by Pyre, the dragons of the Wyrmsteeth Range join in the Myoshimans, inflicting staggering damage to the warbirds. Wulf von Klagendorf challenges the King of the Dragons as the fortress goes up in flames. Kindling saves the day and reveals Pyre's plans to the king. Pyre escapes. The dragons leave the battlefield. The Myoshimans, believing the knights defeated the dragons, are terrified at the awful turn of events and surrender. Forgiving and eager for peace, Wulf allows them to retreat to Myoshima. He then wows to restore true faith in Vanya among the knights and rebuild the Order, free of Thanatos's corruption.

AC 1015, 3rd Quarter Wulf von Klagendorf restores an old manuscript, written by the hand of Ledeia, the original founder of the Church of Vanya. It is distributed throughout the Order and everyone is required to study it. Faith is slowly restored. Vanya grants a special prayer to its priests to ensure no one speaks in her place. Meanwhile in Thyatis, repayment of the imperial debt to the Heldannic Order is postponed. Otto Morgenhammer dies in Hockstein at the age of 74. He is succeeded by Friedrich Feuergeist, at the age of 43.

AC 1015, 4th Quarter Wulf von Klagendorf institutes a new affiliation inside the Order, called the Pathfinders. It answers to the Primate of the Voice and requires very specific qualities of its members. Their role is to offer benevolent and spiritual guidance to the Order. Before the end of the year, it is discovered that Pathfinders have the ability to heal wounds by laying their hands upon the afflicted.

AC 1016, 1st Quarter Alphatian wizards from the Hollow World lose control over an ancient spell and fill Mystara-Space with breathable air.

AC 1016, 3rd Quarter A new reform of the Heldannic Code of Conduct is ratified, allowing knights to marry or married knights to join the Order.

AC 1016, 4th Quarter Wulf von Klagendorf dies of old age. He is buried in a mausoleum underneath the old Cathedral of Notre Dame of Vanya. Anna von Hendriks and Sigmund Stahlfaust are rivals for the succession (winner to be determined).

AC 1017, 1st Quarter An additional reform is made to the Code of Conduct, allowing hereditary land grants as a reward for the best knights of the Order.

AC 1017, 2nd Quarter A fair portion of the imperial debt is repaid in cash to the Heldannic Order. The remainder of the debt is converted into Hattian lands ceded to the Order for a period of 100 years, during which they will remain under Heldannic sovereignty. The grant includes a village of 350 people, a deep water bay with 24 miles-worth of coastline, and lands extending another 16 miles inland. It is located east of the Stegger River's source and is promptly renamed Vanya Bay. The Order quickly begins the construction of a fortified port, barracks, and warehouses. Troops are moved in.

AC 1017, 3rd Quarter The Wolves of Heldann land the Sturmkondor amidst the Altenwald. They meet with the old survivors of Halvard's rangers. They reveal the possible existence of Halvard's son, heir to the Haldis Clan and all the ancestral Heldann lands.

AC 1018, 1st Quarter Pathfinders discover the hidden grave of Ledeia in Hattias. The Heldannic Order pays the nearly bankrupt Empire of Thyatis a large amount of gold for the right to build a great temple on the site of Ledeia's grave. The birthplace of Ledeia, a modest village in the hills of southern Hattias near the temple, becomes a pole of attraction to the faithful.

AC 1018, 4th Quarter The Wolves of Heldann, with the help of their priest of Odin, identify and locate Fredek Halvardson. The latter joins their group on a quest to free the Heldann Freeholds. Younger rangers volunteer as crew aboard the Sturmkondor.

AC 1019, 2nd Quarter As it leaves the Altenwald, the Sturmkondor intercepts and destroys a lone warbird. Before setting sail toward Wendar, The Wolves of Heldann leave a note on the wreckage calling for freedom and signed by Fredek Halvardson, Rightful Heir to the Heldann Freeholds.

AC 1020 Heldannic banking operations are now fairly common throughout Thyatis, Vestland, Darokin, Minrothad, and western nations of the Isle of Dawn. They commonly involve the rulers of these nations. Heldannic banking has acquired a solid reputation of reliability and integrity. Pilgrimage remains ever so popular among Vanya's faithful in Hattias. Southpoint and Vinton now operate at full capacity.

Conclusion from the Author: What is important to understand at this point is that Thanatos has effectively been defeated in his efforts to corrupt the Heldannic Knights. Unfortunately, this does not solve all of the Order's problems. The ill-fated Heldannic Inquisition managed to reach one goal, but failed in several other ways. It did succeed in identifying the more pressing issue of Thanatos's corruption, but failed to address the problem the right way, inflicting serious harm to the Order and the local population. This supported Thanatos's efforts more than anything else, but this is no surprise considering Thanatos took advantage of the High Inquisitor's own weaknesses and influenced his decisions.

One of its other failures was not to have identified an even bigger influence among the knights, the one from Vanya's artifact. Indeed, it came very close when it captured a former member of the Anvil of Blood. But the Inquisition was unable to see further into what was really going on.

A third and now more pressing threat, unknown to the Inquisition, is Odin's counterattack. His faithful followers still exist in the Heldannic Territories, as well as Frey's and Freya's. They survived as underground faiths. Odin still plans on recovering this old bastion of his. Eventually, the Wolves of Heldann - his pawns in the chess game with Vanya over the fate of this region - will start yet another civil war with the Heldannic Order, one that spreads to all of Norwold.

Fortunately, by then the Order will have eaten through the heart of Hattias, ideologically and economically. The Order effectively has become the Thyatian Empire's treasury. Nearly bankrupt, the empire is crumbling and begins to appear as a prey ripe for the quarry to many predator nations if not civil war. The Heldannic Knights, eager to protect their huge investments and possessions in the empire are likely to step in and "save the empire", effectively taking it over.

Unlike with the Heldann Freeholds, the lands of Hattias are not only of the same ethnic background but also of the same faith, considering that the Church of Vanya is the most important faith there. The rest of the metropolitan empire will quickly fall under their control, eager to benefit from the Order's wealth and a revival of laws and stability reminiscent of the empire's olden days.

Whether the Order tries to retain its lands up north then becomes highly debatable. The latter offer low productivity, a harsh climate, a population that is likely to remain hostile, and basically not much economic potential. Rather than waste vast fortunes and human potential there, it may be more practical for the Heldannic Order to sign a treaty with an independent Heldann and Norwold, evacuate these lands altogether, and focus on defending or reclaiming old Thyatian colonies on the Isle of Dawn. By then, the Storm Soldiers' movement in Hattias has no further reason for existing and disappears, save for a few individuals with criminal intentions. An exodus will follow, allowing Vanya's faithful in the northern lands to resettle in Hattias, providing a rebirth of both the old empire and the original Heldann Freeholds.

A crucial development among the new Order is its reliance on Pathfinders, a group of well-intentioned paladins who are at the origin of the knights returning to Hattias - the Pathfinders remaining true to their stated goal of showing the way. Pathfinders represent an important milestone in the Order's development, taking it further away from the original abuses and the senseless brutality of Thanatos's Storm Soldiers who formed the backbone of the Order some eighty years earlier. 

Heldannic bloopers
Here are 15 fatally-flawed announcements found in otherwise well- intentioned notes posted on the doors of various Heldannic commanderies...

1) Don't let the plague kill you. Let the Heldannic Temple help.

2) Every New Moon - Potluck Supper. Prayer and medication to follow.

3) Remember in prayer the many who are sick of our Temple and community.

4) At dawn tomorrow there will be ceremonies in the south and north ends of the Temple. New brothers will be anointed at both ends.

5) Wednesday, the Ladies Cavalry Sisterhood will meet. Rev. Mother Gertrud will sing "Put Me In My Little Bed" accompanied by the chaplain.

6) The service will close with "Little Drops of Water." One of the ladies will start (quietly), and the rest of the congregation will join in.

7) Next Soledain a special collection will be taken to defray the cost of the new temple tapestry. All those wishing to do something on the new tapestry will come forward and get a piece of parchment.

8) The ladies of the Temple have cast off clothing of every kind, and they may be seen in the Temple basement at dusk.

9) At the evening service tonight, the sermon topic will be "What is the Abyss?" Come early and listen to our choir practice.

10) The AC 1014 Spring Council Retreat will be hell on Thaumont 20 and 21.

11) The Abbot has left to fight the war. Massages can be given to the Temple prior.

12) Eight new choir robes are currently needed, due to the addition of several new members and to the deterioration of some older ones.

13) The Knights' Choir invites any member of the congregation who enjoys sinning to join the choir.

14) The Men-at-Arms prayer group will gather at dusk. Pork, sauerkraut, and boiled potatoes will be served for a nominal feel.

15) The Treasurer of the Temple unveiled the Order's new tithing campaign slogan last week: "I Upped My Pledge - Up Yours."

Bruce Heard

(adapted from *ACTUAL* bulletins in RW churches) 

The Simbasta Overseer
Following their major defeat at the hands of the Davanian Simbasta, a race of lion-like humanoids, the knights of the Order have had to yield and swear allegiance to the Simbasta on Vanya's grave. As a result, the Order must obey these regal overseers for all affairs taking place within the Simbasta kingdom. Furthermore, they cannot use their holy artifact and the warbirds for evil deeds, such as oppressing the weak and the innocent. The Simbasta consider native Heldann freeholders as a conquered people, which is acceptable, but do not tolerate undue brutality and injustice from their masters. The conqueror's law, in this case Heldannic Law, must be applied impartially to everyone. Outside of Davania, the Order otherwise remains a sovereign power. Finally, the Order must pay tribute to the Simbasta, in the amount of one tenth of its total earnings.

Having Simbasta as overseers presents problems for the Heldannic Knights. The Order honours wars and conquests, presuming it does the conquering. Aside from healing internal conflicts within the Order, profound soul-searching was needed to cope with the situation, both in terms of personal pride and religious significance. The event is crucial in the history of the Order since it is the one putting the knights back on the track to become morally acceptable to the rest of the Known World community.

The other issue concerns the present bias against non-human races. In this case, the knights are forced to respect a people whom they consider inferior savages. Despite their spectacular victory against the Order, many of the knights still haven't gained the wisdom to recognise the Simbasta as worthwhile beings but also as the bearers of a divine message. Conquerors must learn to respect a foe and never underestimate it. Provided its lessons sink in, the defeat may yet make of this Order one that is more powerful and wiser so it may better serve Vanya.

Simbasta may be present among the knights, outside of Davania. These warriors have come to test their bravery and learn the ways of the knights. It also helps verifying that the Order honours its oath. The Heart of Vanya(*) has accepted their presence with some conditions. Simbasta are subject to Heldannic Laws as long as they remain with the Order, and are equivalent to brother knights (without horses). Simbasta must obey the orders of their commander. Simbasta shamans and other spellcasters are not allowed in the Order. Simbasta aren't officially part of the Order since they have no defined terms of service (they aren't paid like other lay brethren) and have not taken an Oath of Service (**). The knights have assumed that no Simbasta would be willing to take this oath, and therefore could not earn official ranks. The situation has not occurred and hasn't been officially addressed by the Voice of Vanya (***) precisely because of the prevailing bias and the fear of provoking another schism.

Simbasta living among the knights are called Companions of the Order, or "Sir Companion". These Simbasta are few enough that they normally are organised in small detachments (a Simbasta war-party of ten to twelve members). Simbasta remain under the authority of a Knight Bachelor commanding an infantry company, with one such detachment for roughly forty or fifty such companies. One of the Simbasta among the war- party is a chieftain responsible for executing the Knight Bachelor's orders. So far, Companions of the Order have proven both reliable and outstanding warriors.

(*) & (***) Various branches of the Heldannic priesthood that run the Order, as opposed to secular knights who form the military branch.

(**) Knights and priests take this oath, swearing allegiance to the Order and obedience to Heldannic Law. The Oath of Service implies service for life (without pay). 

And More about Simbasta and the Knights
Simbasta may be present among the knights, outside of Davania. These warriors have come to test their bravery and learn the ways of the knights. It also helps verifying that the Order honours its oath. The Heart of Vanya(*) has accepted their presence with some conditions. Simbasta are subject to Heldannic Laws as long as they remain with the Order, and are equivalent to brother knights (without horses). Simbasta must obey the orders of their commander. Simbasta shamans and other spellcasters are not allowed in the Order. Simbasta aren't officially part of the Order since they have no defined terms of service (they aren't paid like other lay brethren) and have not taken an Oath of Service (**). The knights have assumed that no Simbasta would be willing to take this oath, and therefore could not earn official ranks. The situation has not occurred and hasn't been officially addressed by the Voice of Vanya (***) precisely because of the prevailing bias and the fear of provoking another schism.

Simbasta living among the knights are called Companions of the Order, or "Sir Companion". These Simbasta are few enough that they normally are organised in small detachments (a Simbasta war-party of ten to twelve members). Simbasta remain under the authority of a Knight Bachelor commanding an infantry company, with one such detachment for roughly forty or fifty such companies. One of the Simbasta among the war- party is a chieftain responsible for executing the Knight Bachelor's orders. So far, Companions of the Order have proven both reliable and outstanding warriors.

Bruce Heard

(*) & (***) Various branches of the Heldannic priesthood that run the Order, as opposed to secular knights who form the military branch.

(**) Knights and priests take this oath, swearing allegiance to the Order and obedience to Heldannic Law. The Oath of Service implies service for life (without pay). 

Paladins of Vanya 
I believe I read in one of the HK posts that though they started out as a rather nasty lot, they'll likely start evolving into a more "heroic" order in the 11th century, and it was mentioned that perhaps, but not quite, Paladins might start showing up in their ranks.

While traditional (AD&D) Paladins might remain "beyond the pale," some kind of "Vanya specific" Paladins may be possible. (IMO, D&D Paladins might be possible, with some suitable modifications similar to the below). Some 2nd edition products show how Paladins can be adapted to other roles (I.E. Horus has some CG Paladins, as does Cuiraecen from the Birthright setting.) I haven't been able to get the notion out of my head, so I thought I'd post a brief outline here. Of course, those more familiar with Vanya's faith, and the HKs specifically, could fill in the details and point out where I'm wrong. 




Paladins of Vanya



Requirements: Str 12, Con 9, Wis 13, Cha 17
Prime Req: Strength, Charisma
Alignment: Lawful Neutral
Weapons: Any
Spell Spheres: Combat, Divination, Healing.
Magic Items: As paladin
Power over undead: Turn = no, Command = no
Powers: As paladin, except no Turn Undead, cannot detect evil, no access to the Protection sphere. Can specialise in one type of sword. Unlike generic paladin, cannot be Turned by evil priests.

The Paladin is bound by the Code of Conduct. Paladins of Vanya are dedicated to the order's strictures. Knowingly and willingly committing a chaotic act (violation of the CoC) results in the permanent loss of paladinhood immediately and irrevocably. If a PoV knowingly and willingly commits an evil act, he must seek a high level (7th or more) Priest of Vanya, confess his sin, and do penance as prescribed by the cleric (this cleric cannot be the character of another player).

Violations while under compulsion (magical or otherwise) require atonement as per the generic Paladin. Paladins of Vanya may only have henchmen who are devout followers of Vanya. Normal holy swords do not provide special benefits to a Paladin of Vanya, but no doubt Vanya's priests will work on enchanting suitable weapons for their champions when the time comes.

Paladins of Vanya donate wealth and "surplus" magic items to Vanya's church as per regular Paladins, and unless otherwise specified must observe the same restrictions that apply to them.

Alternate name might be "Champions of Vanya", Champions for short, to distinguish from the normal paladin class. Whether this class is restricted only to the Heldannic Knights, or if they start appearing in other orders dedicated to Vanya as well (such as the Brotherhood of the Grey Lady) is a question for others to answer.



At any rate, the above is a very rough outline, subject to suggestions, modifications, debate, etc. 

Paladins of Vanya- D&D 

For D&D Paladins, I think they fit as-is, with the following possible modifications:


#1: as-is, with the modification that the service aid the cause of Vanya, not "the powers of Good."



#2: Unchanged.



#4: They do not receive this benefit.



#5: This one is void. A Paladin of Vanya is a born leader, and may have as many followers as he can acquire (they should be devoted to Vanya if possible).

#6: This one is also void, with the proviso that the Paladin must aid known followers of Vanya if they ask for help.

#7: The Paladin must donate wealth to the Order, retaining for himself only what is required for legitimate living expenses. 



The idea of the LN paladin for the HK is valid if nothing else was available to the Order. I did however introduce the Pathfinders (see toward the end of the HK timeline). Pathfinders are pretty much standard LG paladins. I had posted the description of their fellowship a couple weeks back I think. One of the reasons why I prefer the LG paladins is that I wanted to bring into the HK some of that goodness that was otherwise conspicuously absent. Their arrival late in the history of the Order represents an important milestone in the knights' struggle against the evil (and chaotic) influence of Thanatos, which had plagued the Order since its creation. Another reason for LG paladins is that AD&D paladins *are* lawful good by definition, at least they ought to be from my point of view. Else, they should be called "knights-with-magical-powers" or anything else you like ("Champions" works), but not paladins. Let us not mix the precious silk with dirty rags! (I'm just teasing you here).



Spell Spheres: without looking further into this issue, your choice of Combat, Divination, Healing makes sense. Is Combat the major sphere and the others minor? On the other hand, because of the effect of Vanya's Artifact, you have to add a second major involving spells related to Law (is there such a sphere in the AD&D game? I think there is.)



Powers: I agree that these paladins don't need Turn Undead -- their job is to fight undead with good, old-fashion steel (even if enchanted). On the other hand I don't understand why you crossed off detect evil. Why not allow detect Chaos instead? Why disallow the Protection sphere? I can see why evil priest cannot turn LN "Champions", but of course this would not apply to true paladins such as the Pathfinders - - they would be vulnerable to powerful evil priests.

Pathfinder paladins or Champions do not have "henchmen" so to speak. According to Heldannic Law (at least in the version I gave), they are allowed one squire. If they are commanders, they are also allowed up to six sergeants-at-arms (who are knights of lesser ranks, mostly brother knights), who themselves have their own squires. So for example, a Grand Knight might have one Knight Banneret acting as his/her seneschal, another five brother knights acting as lieutenants, and a total of seven squires, 21 heavy war horses, and seven riding horses for the squires (etc.) But no henchmen. Squires have taken the Oath of Service, which makes them active worshippers of Vanya.

Surplus magic items: According to the CoC I suggested, all HK knights are required to make a full disclosure to their commanders of what they have acquired. Their commanders then decide whether to reward the knights and allow them to keep all, some, or none of their gains. Of course, for PCs this has to be balanced so players does not feel cheated. But the knights' commanders very much have final say on this issue. Likewise, when a knight accomplishes a mission without necessarily bringing back booty or magical items, the Order can still reward the knights with magical items (taken from those items other knights weren't allowed to keep). This system isn't perfect, but its a system and it works to prevent monty-haulistic munchkinism among the Order (how's that for an oxymoron?). :o)

Naturally, Pathfinders should be able to use holy swords to their full effect, contrary to Champions.

Please don't get me wrong here -- I did like the idea of beefed-up LN Champions of Vanya. You could conceivably have both Champions and Pathfinders among the Order -- perhaps a new interoffice rivalry in the making? What if the Champions where in fact the members of the Anvil of Blood sect -- the guardians of the Vanya's artifact? This would make more sense. 

Ierendi

Ierendi (Kingdom of)
Location: South of the Five Shires and Karameikos, west of the Minrothad Guilds.
Area: 17,240 sq. mi. (38,790 km2)
Population: 58,000 locals, plus as many as 20,000 visitors during the summer tourist months.
Languages: Thyatian Common (Darokinian dialect; for trade and tourist business), Makai (native language).
Coinage: Pali (10 gp), geleva (1 gp), sana (sp), and cokip (cp). All foreign currency is also accepted.
Taxes: Tourists must pay a 10% room tax wherever they stay, as well as a 5% sales tax on food. There is also a sales tax of 5% on everything else for both tourists and locals. Locals must pay a poll tax of 10 gp per person per year.
Government Type: Constitutional Monarchy; power is held by elected members of noble families, while a king and queen act as figureheads for a year-long reign.
Industries: Tourism, fishing.
Important Figures: Reston of Akesoli (King, human, male, F16).
Flora and Fauna: There are not many monsters that can harm people found on the islands of Ierendi, with the exception of Safari Island which is purposefully populated with dangerous animals and monsters from all over the Old World. On the sea, pirates are the real danger. Sharks are rather common as well.
Further Reading: GAZ 4 - The Kingdom of Ierendi, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Joshuan Gallidox 

' 

Ah, the relaxing lands of Ierendi, known by everyone as the tourist capital of the world. And, I must admit that after spending several months there, I long to return. The trip was one of the most pleasant and comfortable ones I have ever taken during my years as a yallaren.

The Land

Ierendi is composed of a series of volcanic islands located on the southern edge of continental Brun. These beautiful islands are covered with lush, tropical rain forests with many colourful exotic animals and birds. The western shores of the various islands are rugged and steep, often containing numerous spectacular waterfalls or viewpoints. On the eastern side of the islands, almost every shore are long sandy beaches with wide sandy bays - ideal for swimming or just plain sitting in the sun. And the water is completely crystal clear and absolutely refreshing. And the water is never too cold thanks to the warm currents from the southwest.

Ten islands compose this nation. Each island has a speciality in terms of activities for the tourists. Well, eight of them do, anyway; the last two are strictly off limits to tourist and even to most natives. Of the most famous islands are Ierendi Island, Alcove Island, and Safari Island.

Ierendi is the largest island of the nation and the location of Ierendi City, the capital of the kingdom. This is where the famous Crown Tourney of Ierendi takes place.

Alcove Island specialises in deep-sea treasure hunting, with several actual sunken pirate ships serving as exhibitions. Actual treasures have even been discovered by a lucky few divers.

Finally, Safari Island is purposely populated with monsters and exotic animals. Here, local guides bring tourists on safari hunts and give guided tours of the ancient penitentiary of the island.

The other islands are mainly residential in purpose, but they also have their own, less talked-about tourist experiences. Still, I've visited most of them, and they are also well worth a trip, even if you don't hear about them very often back on the mainland.

The People

The original native humans of Ierendi call themselves the Makai. Of course, over the years additional colonisation's from both Thyatis and the Five Shires have added members of each race into the Ierendi stock. Despite this, the Makai still make up the vast majority of the Ierendians.

Makai are friendly and generous, always willing to help someone out. Of course, since most are also in the tourist business, they are also always ready to sell visitors to the islands worthless trinkets, Makai tribal good luck charms (which never really existed in their ancestral tribes), and anything else to make a silver piece. Makai are easily recognised thanks to their brown coloured skin.

The Ierendians live by the money brought in from tourist, and they know it. That's why they are always cheerful, happy, and helpful. When a foreigner is well treated and enjoys his stay, he'll return and give them more money.

On a stranger side of things, the Ierendians have a very unusual method of choosing their monarch. Each year, on Klarmont 1, they hold a fierce competition known as the Crown Tourney. Only renown and successful adventurers can even apply to participate in this tourney. Nationality is irrelevant, as is race. The male and female who score the most points during the competition are awarded the title of King and Queen for a year.

Recent History

The only thing of exception in their recent history would be Reston of Akesoli, the King of Ierendi. This daring soul first won the Crown Tourney back in AC 1007 and has been undefeated since. Reston has set a new record with 9 kingships in a row. There is talk of naming him King-For-Life.

Also of note to some sages and geologists are the recent minor eruptions of several of the volcanoes. Most have only let out small plumes of smoke and ash, with the exception of one major eruption back in Vatermont of AC 1012. Many volcanic experts speculate that the eruption was only the first of several that will soon rock the island nation. Of course, Ierendi officials deny this, expecting that any serious investigation into the matter is sure to hurt their tourist industry.

Don't Miss

To put it bluntly, EVERYTHING! There is not an island or town that is to be missed if one has the time - and money - to enjoy an extensive tour of the islands of Ierendi.

For those of limited budget, however, I recommend Ierendi Island. First of all, it is the site for the Crown Tourney, and interesting things always happen at these competitions between powerful adventurers. Reston always performs admirably, and is well deserving of the title of king. Two years ago, a red dragon participated, causing quite the uproar. This year, an impromptu challenge took place as competitors (and a few other bystanders, myself included) helped a young lady in the crowd of spectators give birth to her child. Judges awarded bonus points to the adventurers who participated. I can't wait to see what happens next year.

Also, Ierendi City is the home of the most famous Adventurers' Club. If you want to meet famous and powerful adventurers - and I'm talking about dragon-slayers, planewalkers, fiend destroyers and the likes - then this is the place to be. If you wait patiently outside their prestigious clubhouse just east of the marketplace, you'll probably see a dozen such heroes and plenty of soon-to-be-famous adventurers. Myself, I enjoyed sitting on a bench in a nearby park watching several of them display their skills to an on-looking crowd. Even more impressive is the fact that all members of the Adventurers' Club will respond to the call of the King or Queen of Ierendi should the fate of the nation depend on it. This gives Ierendi the most powerful and unpredictable defence force in the Old World. 
Ierendi Tournament Questions
OK, following Aleksei's example, here it's some of the questions I normally ask to my players when their PCs try to participate to the Ierendi Tournament. If they answer and get enough points (each question gives some points, depending on the difficulty level), then they can advance and begin the duels. It's a sort of Knowledge Test all the applicants have to pass: you need a score of at least 70 out of 150 points to qualify for the crown competition. Note that these are questions that all the PCs (and therefore the players) CAN know: there are not DMs' secrets.

As usual, i advise to answer by memory and later check in the books if you want. I'll give u the answers at the end of the week. Enjoy! ;)

DM

PS: some of questions have been changed. Normally the original questions included public feats accomplished by or caused by the group of my PCs, but since you don't know my campaign.. Anyway, if you want to use this quiz, I advise you to insert a few questions on the feats of your PCs, so to give them a bit of popularity and satisfaction. ;) PPS: after each question the value for the correct answer is indicated

ECONOMICS (Total: 30 points)
1) What's the exchange rate for 1 gp in silver pieces and electrum pieces? (1)
2) What's the name of the Thyatian gold piece? (2)
3) What's the exchange rate for 1 Glantrian Crown in gold pieces (in Glantri)? (2)
4) Name 1 imported and 1 exported good by Ierendi (6)
5) What's the wealthiest nation of the world after 1010 AC? (3)
6) Name at least two nations of the world that don't impose taxes on its inhabitants. (5)
7) What's the Sales Tax? (3)
8) Name at least one nation of the Old World that doesn't use the gold piece (2)
9) Name at least one major feature of the Darokinian economic system (4)
10) How much does a longsword normally cost? (2)

HISTORY (Total: 30 points)

1) Who was the first Thyatian Emperor? (2)
2) Who's the current (AC 1014) Emperor of Thyatis? (1)
3) List at least two important events that changed the political scenario in the old world from AC 1009 to AC 1014. (2)
4) Who is the current (AC 1014) Chancellor of Darokin? (3)
5) When and why Rockhome broke all the diplomatic relationships with Glantri? (4)
6) Who is the most prominent figure of the Ylari history and why? (3)
7) When did Ierendi become an independent Kingdom? (5)
8) What is the Spikes' Assault and when did it take place? (6)
9) What is the oldest nation of the Old World? (2)
10) When did the Heldannic Knights take over the Heldann Freeholds? (2)

GEOGRAPHY (Total: 30 points)

1) Name at least three of the Ierendi islands. (2)
2) Which nations border on Ierendi? (3)
3) List at least 6 capitals of the Old World nations (2)
4) What's the most populated city of the Old World? (1)
5) What's the name of the most important river of Darokin? (3)
6) Which countries does the Overland Trade Route cross? (5)
7) Where is the Great School of Magic (city/nation)? (1)
8) What's the longest river of the Old World? (4)
9) What's the highest mountain of the Old World and where is it located? (6)
10) Name at least three provinces controlled by the Empire of Thyatis (3)

MAGIC & RELIGION (Total: 30 points)
1) What is the holy book of the Eternal Truth? (4)
2) What is the symbol of the Heldannic Knights' Order? (1)
3) What is the official religion of Ierendi? (3)
4) To which Immortal belongs the "Silver Moon" symbol? (2)
5) Who is the Immortal Patron of Justice and Revenge? (2)
6) Name one clerical and magic-user's spell of levels 1 and 2. (2)
7) List all the powers of a (OD&D) Staff of Wizardry. (6)
8) What are the requirements a Magic-user must satisfy to cast a Wish spell? (5)
9) How many "Cure" clerical spells do exist? (1)
10) How is the Multiverse divided according to the recent Theories on the Planes of Existence? (4)

MISCELLANEA (Total: 30 points)

1) How many calendars are diffused throughout the Old World by AC 1014? (3)
2) What are the main festivals and holidays of Ierendi? (4)
3) How many of the current Sheriffs of the Five Shires are women? (3)
4) Who is Oran Meditor? (1)
5) What are the true names of the so called "Northern Reaches"? (2)
6) Name at least two nations where slavery is legal. (3)
7) Name one country where the ruler of the nation is also the head of the Church and of the army? (2)
8) List all of the current (AC 1014) Principalities of Glantri. (5)
9) When does the so called Day of Dread occurs? (1)
10) What is Chi and where is it located? (6) 

Ierendi Tournament Answers

OK, here's the answers to the questions i proposed. Since some of them are very "open", I'll list all the possible answers (those that come to my mind at least). You can also include other answers which are appropriate to your campaign if u wanna use these questions with your players. :)

DM

ECONOMICS (Total: 30 points)

1) What's the exchange rate for 1 gp in silver pieces and electrum pieces? (1) A: 1 gp= 2 ep= 10 sp

2) What's the name of the Thyatian gold piece? (2) A: Lucin

3) What's the exchange rate for 1 standard Glantrian Crown in gold pieces (in Glantri)? (2) A: 1 Glantrian Crown= 50 gp

4) Name 1 imported and 1 exported good by Ierendi (6) A: Ierendi imports: dye & pigments, cloth, animals, silk, ivory, meat, monsters and rare books. It exports: fish, precious metals, furs, salt, oil and fruit.

5) What's the wealthiest nation of the world after 1010 AC? (4) A: I admit this wasn't as easy as i thought, mainly because the values I'm basing on date back to AC 1000 (check out the Trail Maps charts). Anyway, with Alphatia in the HW, Thyatis on its knees and Glantri nearly ruined, the wealthiest nation is probably Darokin (even though it suffered greatly, too), with Rockhome second and probably Karameikos, Minrothad and the Five Shires at third place.

6) Name at least two nations of the world that don't impose taxes on its inhabitants. (5) A: Ethengar Khanates, Vestland, Ostland, Soderfjord, Yavdlom Divinarchy, Emerond

7) What's the Sales Tax? (3) A: Sales Tax is a tax assessed on the value of an item at the time of sale

8) Name at least one nation of the Old World that doesn't use the gold piece (2) A: Ethengar, Atruaghin Clans (Broken Lands is not really a "nation")

9) Name at least one major feature of the Darokinian economic system (3) A: Certified Letter of Credit (CLOC), Taxation system (Great Reckoning), Credit Houses

10) How much does a longsword normally cost? (2) A: 10 gp

HISTORY (Total: 30 points)

1) Who was the first Thyatian Emperor? (2) A: Zendrolion Tatriokanitas I

2) Who's the current (AC 1014) Emperor of Thyatis? (1) A: Eusebius Torion 3) List at least two important events that changed the political scenario in the old world from AC 1009 to AC 1014. (2) A: Alphatia's sinking, Thincol's death, the Heldannic conquest of Norwold, Hule's conquest of Sind, Karameikos becoming a kingdom, discovery of Aengmor, Aengmor coming to surface in the Broken Lands, Heldannics vs Thyatians in the Isle of Dawn and in the Alatian Islands, Thyatis repelled by Thothia, discovery of the Hollow World, founding of NACE, founding of WDL, discovery of the survival of Alphatia in the HW.

4) Who is the current (AC 1014) Chancellor of Darokin? (3) A: Corwyn Mauntea

5) When and why Rockhome broke all the diplomatic relationships with Glantri? (4) A: At the end of the Years of Infamy (AC 802-828), when the dwarves were accused of bringing the plague to Glantri and expelled. Those caught inside Glantri from then on are captured and used as guinea pigs by the wizards.

6) Who is the most prominent figure of the Ylari history and why? (3) A: Suleiman al-Kalim, the Prophet of the Desert Garden. He was the one who led the Ylari in their fight for independency against Alphatians and Thyatians in the IX century, finally uniting the Ylari tribes and giving them their own government system and their own religious faith.

7) When did Ierendi become an independent Kingdom? (5) A: AC 602 (Mad Creeg is the first self styled King of Ierendi)

8) What is the Spikes'' Assault and when did it take place? (6) A: The Spikes' Assault took place in AC 960, when the Alphatian Army besieged Thyatis City but was at the end driven out by the resistance led by Thincol the Brave.

9) What is the oldest nation of the Old World? (2) A: Alfheim is the oldest nation of the OW (the one that held the same government system from the beginning), founded in 700 BC (Mealiden crowned first King of Alfheim).

10) When did the Heldannic Knights take over the Heldann Freeholds? (2) A: In AC 950-952.

GEOGRAPHY (Total: 30 points)

1) Name at least three of the Ierendi islands. (2) A: Ierendi island, Safari island, Alcove island, Utter island, White isle, Roister island, Aloysius island, Elegy island, Fletcher island, Honor island.

2) Which nations border on Ierendi? (3) A: Minrothad Guilds, Atruaghin Clans, Five Shires, Grand Duchy of Karameikos.

3) List at least 6 capitals of the Old World nations (3) A: Thyatis City, Mirros, Shireton, Ierendi, Minrothad city, Ylaruam Town, Rafielton, Darokin City, Dengar, Glantri City, Norrvik, Zeaburg, Soderfjord, Xantha (or Bargha or Chagon-nah), Wendar Town, Freiburg.

4) What's the most populated city of the Old World? (1) A: Thyatis City (500,000)

5) What's the name of the most important river of Darokin? (2) A: Streel River

6) Which countries does the Overland Trade Route cross? (5) A: Thyatis, Karameikos, Darokin, Ylaruam, Ethengar, Rockhome, Vestland, Soderfjord, Heldannic Territories.

7) Where is the Great School of Magic (city/nation)? (1) A: Glantri City/Principalities of Glantri

8) What's the longest river of the Old World? (4) A: Streel River (880 miles)

9) What's the highest mountain of the Old World and where is it located? (6) A: Mt de Glace in Glantri (25,100 feet)

10) Name at least three provinces controlled by the Empire of Thyatis (3) A: Ok, just the most famous ones: Kerendas, Hattias and Machetos.

MAGIC & RELIGION (Total: 30 points)

1) What is the holy book of the Eternal Truth? (4) A: Nahmeh

2) What is the symbol of the Heldannic Knights' Order? (1) A: Black rampant lion on white field

3) What is the official religion of Ierendi? (3) A: Ierendi has no "official" religion. (sorry guys, i couldn't resist this)

4) To which Immortal belongs the "Silver Moon" symbol? (2) A: Asterius

5) Who is the Immortal Patron of Justice and Revenge? (2) A: Tarastia

6) Name one clerical and magic-user's spell of levels 1 and 2. (2) A: the most common are: MU lvl 1= Magic Missile, Read Magic, Read Languages, Charm, Sleep MU lvl 2= Mirror Image, Phantasmal Force, Invisibility, Web C lvl 1= Cure Light Wounds, Resist Cold, Light, Detect Evil C lvl 2= Resist Fire, Bless, Hold Person, Silence (5' radius).

7) List all the powers of a (OD&D) Staff of Wizardry. (6) A: Staff +1, Invisibility, Pass Wall, Conjure Elementals, Fireball, Lightning Bolt, Ice Storm, Continual Light, Telekinesis, Paralysis (like Wand of Cold), Create Whirlwind (like a Djinn), Final Power.

8) What are the requirements a Magic-user must satisfy to cast a Wish spell? (5) A: He must be of 33rd level and have an Intelligence score of at least 18

9) How many "Cure" clerical spells do exist? (1) A: 5 "Cure" spells: Cure Light Wounds, Cure Serious Wounds, Cure Critical Wounds, Cure Disease, Cure Blindness. (Cureall is the wizard's spell).

10) How is the Multiverse divided according to the recent Theories on the Planes of Existence? (4) A: It consists of Inner Planes and Outer Planes. The Inner Planes are: Prime Plane, Ethereal Plane, Four Elemental Planes. The Outer Planes are: Astral Planes and Outer Planes.

MISCELLANEA (Total: 30 points)

1) How many calendars are diffused throughout the Old World by AC 1014? (3) A: At least eight: Thyatis, Alphatia, Ethengar, Five Shires, Rockhome, Ylaruam, Minrothad and Shadow elves' calendars. Sind is not part of the Old World.

2) What are the main festivals and holidays of Ierendi? (4) A: The Rebirth (Thaumont 1-7), Freedom Day and Crown Tournament (Klarmont 1), Celebration of the sea (Ambyrmont 1-2) and Days of Right (Kaldmont 1-3).

3) How many of the current Sheriffs of the Five Shires are women? (3) A: 3 female sheriffs: Delune Darkeyes, Sildil Seaeyes and Maeragh Littlelaughs.

4) Who is Oran Meditor? (1) A: Ruling Guildmaster of Minrothad Guilds

5) What are the true names of the so called "Northern Reaches"? (2) A: Vestland, Ostland and Soderfjord Jarldoms

6) Name at least two nations where slavery is legal. (3) A: Thyatis, Jaibul.

7) Name one country where the ruler of the nation is also the head of the Church and of the army? (2) A: Heldannic Territories and Hagiarchy of Hule, which are theocracies.

8) List all of the current (AC 1014) Principalities of Glantri. (5) A: Aalban, Belcadiz, Bergdhoven, Boldavia, Bramyra, Erewan, Fenswick, Klantyre, Krondahar, Morlay-Malinbois, New Kolland, Nouvelle Averoigne, Sablestone (13 in total).

9) When does the so called Day of Dread occurs? (1) A: on the last day of the Thyatian calendar (28th of Kaldmont) of each year

10) What is Chi and where is it located? (6) Chi is a small town located in the Grasslands of Chi, Ochalea. 

An Idea for Ierendi

Ierendi -- example: the general idea behind the adventurer's capital (at least in the main island) is interesting. I would, however, like to see Ierendi play a greater role in the Known World community affairs of state. The most obvious that I would think of would be to create a professional expeditionary corp of mercenaries. The units would be specialised in the kinds of activities that are expected of your basic PCs (dragon slaying, vampire hunting, lycanthrope scouring, and other military-oriented commando actions), for a princely sum of course. The units are designed to be appealing to the nation rulers or other powerful nobility, taking over activities that your basic group of PC cannot handle. Picture this -- these guys are financed by Ierendi's royalty, they come with a warranty, and they can pull in major resources that individual PCs wouldn't dream of. Need fifteen armoured galleys to dislodge a major pirates' nest, no problem (it'll cost ya, but we got it). A hundred renegade dragons from the Wyrmsteeth Range are terrorising the northern provinces -- we got just what you need -- call in the airborne warriors. Where a handful heroes fail, scores of trained, experienced, and disciplined Ierendi professionals will surely succeed or your money back! You need it, we got it, on the land, on the seas, and in the air!

This may sound comical (it is), but it could become meaningful on the political arena (much like RW-American armed forces called in to settle some foreign dispute). Naturally, as the force grows and gains in experience (levels, magical equipment, siege weaponry, ships), its value goes up as well. Now, Ierendi could start taking sides for whatever reason, which would fuel potential problems. Naturally, Ierendi may want to negotiate for this army the acquisition of red steel equipment (see earlier post: Red Steel & Darokin). This is one rare instance where a nation actually could make a profit or at least break even while creating a military unit of professional and significant size, with a wide range of field expertise. 

Alternate setting for Ierendi

As yet another sideline to my ongoing Hollow Moon speculations, I'm pleased to announce that I may have done the impossible: I've come up with a viable alternate history for that most-frivolously-designed of all Gazetteer nations, Ierendi. One that actually fits into the KW's European-style setting -- unlike the implausible Hawai'i motif which Gaz4 gave it, which is thousands of miles and a few tech-levels out of place -- and meshes with what's known about the wider history of the region. Wonder of wonders, it might even (gasp) make some sense!

Yes, having a land of volcanic, tropical islands off the coast of the temperate-zone Known World isn't very logical. Yes, it's ridiculous to claim a nation of Stone Age Makai could remain culturally untouched by the outside world for two-and-a-half millennia, temporary Nithian depredations notwithstanding. And yes, running a whole island-chain as a laid-back tourist trap seems pretty silly ... especially given that every other offshore island in the Sea of Dread has been gobbled up and exploited by land-hungry Minrothaddan or Thyatian colonists. (And I don't know if anyone else has noticed this ... but you just can't SAY "Ierendi" in Hawai'ian: it's got an "r" and a "d" in it!)

But what if there's a whole epoch of Ierendian history, which never showed up in the Gaz4 vacation brochure...? History, that shows how Ierendi's veneer as a "pristine island paradise" is merely a tourist-pandering whitewash...? What if the roots of the Ierendi isles aren't in Oahu or the Big Island, but in the KW's grand and sometimes-sinister cultures of the past -- Taymora, Nithia, and the Traldar -- which would make these islands, not a displaced Hawaii, but Mystara's version of the REAL European island tourist-venues: the historic (and much more dungeon-friendly) Greek Isles of the Aegean Sea...?

Granted, some folks may like having Hawaii in their campaigns. Some might even like having Ricardo Montalban and Burt Reynolds there, as cameos (Immortals know why... ugh!). But for a totally new, totally non-canon spin on Ierendi, here's my version of how its history COULD have happened:

2500 BC: The Taymora human civilisation arises on Brun's southern coast. Its culture resembles that of Babylon, and is dominated by powerful nosferatu monarchs. As necromancers of great power, they hoard the corpses of their subjects as other leaders might hoard weapons; one such corpse-barracks is established on the coastline, at an upland site which will one day become Elegy Island. (from Mystaros' Taymora, modified)

2400 BC: One of the Taymoran nosferatu learns of a family of hereditary human albinos, living among his subjects. Intrigued by their ghostly appearance, he conscripts them as palace slaves, and soon finds that their light-sensitive pink eyes are better-adapted to serve, in his dim-lit halls*, than other humans'. He interbreeds his pale servants with normal slaves, discovering that their condition is a dominant trait which is passed on to all their children. (new)

(* - IRL albinism doesn't really work like this; if anything, albino humans tend to have eyesight which is weaker than average. However, this is a mutation induced by residual fallout from the GRoF, and isn't necessarily the same thing as clinical albinism in the real world.)

2200 BC: The albinoid slave-clan has grown much larger, thanks to Taymoran monarchs' eagerness to possess such "fashionable" and keen-eyed palace attendants. Their superior night-vision, and inability to walk in daylight without suffering severe sunburns -- although a mundane genetic trait -- are viewed as a mark of undeath by other humans in their culture. Ostracised by their fellow humans and treated as mere cattle (albeit prize cattle) by their masters, the pigmentless slaves are tolerated only by the few Aquarendi who visit Taymoran ports for trade; in deference to the elves' tolerance, they begin calling themselves by the aquatic elven name of "albarendi", meaning 'white ones'. (new)

1750 BC: Devastating earthquakes destroy the Taymoran culture and shatter the coastline, stranding humans and Malpheggi lizard men on large offshore islands. Surviving nosferatu abandon the region, as do the 'normal' Taymoran humans. The albarendi are left behind by their untrusting fellows, to fend for themselves. There are NO MAKAI in the area, at this time; rather, the centre of Makai culture is hundreds of miles away, on the lesser islands of the eastern Thanegioth Archipelago. (HW boxed set, modified)

1700 BC: The albarendi have established modest communities on the largest surviving island, fishing for a living and devising new building techniques to construct homes out of sand. They have occasional trade relations with the lizard men, but no formal government beyond village elders. Because the islands' two species, reptilian and human, are active at different times -- one by day and the other by night -- the Malpheggi and albarendi cultures seldom come into conflict. (new)

1650 BC: More earthquakes break up the islands into the modern 10 Ierendi isles. Now totally cut off by the sea, the corpse-barracks on Elegy Island is shunned by the albarendi. (HW boxed set, expanded)

Another strange island also forms at this time, seeming to rise out of the sea fully-formed and vegetated. Explorers find this mysterious isle to be home to pure white birds and apes. The albarendi naturally take the animals' coloration -- so much like their own! -- for an omen that the creatures are sacred to their own people, so protecting these beasts from harm becomes a tenet of the local religion. (Gaz4, modified)

1400 BC: The Traldar culture arises in present-day Karameikos. Aggressive pirates and explorers, they raid surrounding nations, including the western islands' albarendi. They drive the eerie 'white ones' from Safari Island and several of the smaller isles, establishing colonies there (and beginning the M-Aegean phase of Ierendi history). Small walled cities are built to keep out the hostile Malpheggi, who continue to harass the Traldar for many years; Traldar pottery, metalwork, and architecture all leave their mark on the eastern islands, while the albarendi migrate to the safety of Ierendi Island. (new)

Large numbers of olive trees are planted on the lowland isles by the Traldar, giving rise to an oil trade for which the Ierendi of today is still known. Traldar ships, sailing to deliver loads of olive oil and other trade goods, occasionally sink, scattering amphoras and precious cultural artifacts upon the seabed for future adventurers or merrow to recover. (new)

1300 BC: Relations between the albarendi and the newcomers have settled down, now that the Traldar finally realise the albinos are humans and not some sort of dead-white, night-prowling ghost. The two cultures trade and exchange ideas with one another. The Traldar tradition of hero-worship is picked up by the 'white ones', while the fiery aggressiveness of the immigrants cools down, thanks to the easy living the islands have to offer. The Malpheggi tribes become estranged from the albarendi and now view both human cultures as intruders upon "their" islands, but are too few to attack both the Traldar and albarendi, so withdraw to the interior jungles. (new)

1100 BC: Nithians colonise the Minrothad isles to the east. Because the island-Traldar are sure to fight ferociously to keep their freedom, Minroth deems it unwise to extend his reach too far west, and keeps his followers out of Ierendi. (HW boxed set, expanded)

1000 BC: Gnoll invaders pour into Karameikos and begin assailing the mainland Traldar. Emboldened by their ancestors' success at making the Nithians back off, and no longer hardened to the cruel realities of the warfare their legends glorify, the island Traldar travel in droves to offer their assistance to their distant kin (and key trading partners) ... only to be overwhelmed by gnollish hordes which -- contrary to their overblown folk tales -- really CAN'T be overcome with naught but a keen blade and a bold heart! Survivors return to Ierendi; fearing the gnolls may not stop on the coast, some of them gather their families and join King Milen on the exodus to Davania. (HW boxed set, modified)

With the Traldar warriors of the islands decimated or departed, the albarendi reclaim much of their former territory. Over several generations, intermarriage between the groups allows the 'white ones' to absorb their one-time enemies, their own albinoid traits being dominant over Traldar pigmentation. In the centuries to follow, rising superstition among mainland Traladarans will make it impossible for the now-albino Traldar islanders to rejoin the other branch of Halav's people. (new)

Nithians colonise several Makai-populated islands in the Thanegioth Archipelago. To preserve Makai culture, many intact tribes are sent to the Hollow World; others are subjugated by the Nithians and forced to work (ugh!) for a living, but retain the memories and stories of their carefree existence before the colonisation. (HW boxed set, modified)

680 BC: Turned to evil by the corrupting influence of Thanatos, the Nithian Pharaoh orders his armies to seize back the breakaway colonies of Minrothad ... and Ierendi too, while they're at it! The Imperial forces which arrive soon claim the coastlines; however, they aren't very effective in the larger islands' dense jungles, where the dimness gives the night-sighted albinos an advantage. The resulting struggle between albarendi and invader lasts for decades, and leaves many old Traldar cities and albarendi sand-villages in ruins from Nithian troops' occupation, Nithian mages' spell-practice (many walls destroyed or buildings buried), and overall neglect. Tide-washed sands and volcanic ash will eventually conceal many of these desolated communities, but a few remain exposed on Ierendi beaches and bluffs for hundreds of years, even into the Gazetteer era.(new)

Unbeknownst to anyone, the Malpheggi lizard men -- who are content to sit back and watch the Nithians and albarendi/Traldar kill each other, or to hire out as mercenaries for one side or the other as opportunities arise -- pick up a parasitic infestation from the Pharaoh's troops. A nuisance to humans, this plague will eventually prove unstoppable, and deadly, among the reptilians. (HW boxed set, modified)

Realising that the corrupted Nithians won't be content with leaving the western islands' 'white ones' alone, as the Traldar did, the Immortals transport several villages of albarendi to the Hollow Moon, where their unusual culture can be preserved. They are placed on the Haemus Isles of the Great Spindrift Sea, but soon spread out to populate other lands; nocturnal humans being so rare, they are the first human culture ever to arrive in the setting. (new for the HM ... and now you all know why I was thinking about this stuff! ;-D)

651 BC: The Nithian forces finally succeed in suppressing the last pockets of albarendi resistance. Generations of oppression follow for the albarendi, as brutal Nithian death-priests arrive to investigate Elegy Island's ruins, and many islanders are carted off as "freaks" for Pharaoh's private sideshows. The albino population rapidly declines, until only a few thousand remain by the end of the Nithians' reign. (new)

634 BC: Priests of Orisis -- driven into hiding by the Pharaoh's conversion to Entropy -- learn of the Thanatos-cult's interest in Elegy Island, and fear what horrors such legions of animated dead might be capable of if aroused. Smuggled onto the islands by defiant albarendi, they successfully foil the death cultists' efforts to raise up the ancient Taymoran dead as an army of Entropy. They mark the island with the Great Seal of Orisis, the better to bind its dead at their rest. Because of this heroic act, and their sacred duty to preserve the Seal, the cult of Orisis is later allowed to survive in Ierendi -- albeit without much of a history -- by the Immortals, even after all other traces of Nithia have been destroyed or erased by the Spell of Oblivion. (new)

500 BC: As part of their efforts to destroy Nithia, the Immortals send messages to the last surviving Malpheggi shamans, telling them it was Nithians who brought the plague, which is killing their race, to Ierendi. In a dying act of vengeance, the lizard-folk simultaneously assault every outpost of Nithians on the islands, wiping them out. (HW boxed set)

The grateful albarendi reclaim their freedom and join in the fighting, but can no more prevent their Malpheggi saviours from succumbing to the disease than the reptilians' own shamans could. (HW boxed set, modified)

Leery of the Malpheggi plague (which they don't realise is harmless to humans), and worried that slain Nithians may return in undeath (they'd worshipped Thanatos, after all!), the albarendi move the rebellion's fallen to Elegy Island, where infection won't spread and the GSoO can keep any potential undead in check. From this point on, all of Ierendi's dead will routinely be laid to rest on that island. (new)

post-500 BC: Although free, the 'white ones' have lost so many of their number and so much of their spirit to the Nithians that they regress to a village existence, forsaking much of the knowledge and sophistication brought to them by the Traldar. They soon become isolationists and "wreckers", who discourage ships from ever approaching their shores by luring those which come too close onto deadly coral reefs with false beacons in the night. Sketchy reports from sailors, of glimpsed ghost-white figures and an island of human bones (Elegy), convince the Traladarans and other superstitious peoples that Ierendi is haunted or cursed. Sceptical would-be explorers' divinations concerning this alleged realm of undead seem to confirm this -- Elegy really IS full of undead, though the fact that the Great Seal confines such creatures is never enquired about -- and no serious efforts to colonise the "islands of ghosts" are made by the peoples of this era. (new)

230 BC: A new outbreak of warfare between tritons (ancestors of the Undersea tritons) and devilfish, in waters near the Thanegioth Archipelago, make fishing in the region extremely dangerous for the "civilised" Makai (who were freed by Nithia's disappearance, also). Recalling tales of other islands to the north, which they've heard from tribes which emigrated from there to the Island of Dread*, they begin searching for a new place to live. Finding Ierendi to be sparsely populated, and similar to their homeland, they migrate en masse from Thanegioth -- which is becoming too warlike for them, in any case -- to the albarendi islands. (new)

Because the Makai are nothing like the dreaded outsiders the albarendi have feared, and their tools and weapons are obviously too meagre to pose a threat, the newcomers rapidly ingratiate themselves with the 'white ones', picking up some of their language and religion. The Makai then resume the kind of idyllic existence their ancestors led nearly a thousand years in the past. (new)

(* - These could be the Pearl Islands, if you think the Thanegioth natives from X1 are Tanagoro-descended, or a garbled description of the mainland if you consider them Neathar or Oltec. The Makai themselves, being dark-skinned, are probably NOT pure ethnic Neathar, despite the HW boxed set's having grouped them together with the Neathar tribes; given their culture and happy-go-lucky attitude, they might be more remnants of the original Oltecs ... or perhaps they're a cross between Neathar and the as-yet-unknown ancestors of the Karimari!)

Despite surface appearances, the Makai of this era are a LOT more sophisticated than those of the Hollow World or the pre-conquest Thanegioth Archipelago. They have a king, unlike HW Makai (but like the IRL native Hawai'ians), and they are also quite familiar with metalwork and can construct full-sized sailing ships. They don't let themselves forget about their old Nithian masters' technology; they simply opt not to employ it, in their daily lives. Thus, while they sometimes look like easy pickings to foreign powers, they are able to retain their independence for nearly eight centuries. (new)

Reinvigorated by the Makai and their contagious cheerfulness, the albarendi begin rebuilding their society. Since they are now so few, they congregate on one island (the one they're still on in AC 1000... although I can't recall which one that is, dang it!), leaving the rest of Ierendi to the newcomers. Although they will interact peacefully with the Makai and eventually with other outsiders, a habitual timidity thereafter keeps most albarendi on their single island: they never again build up a large population. (new)

500 AC: Explorers from Marilenev, guided westward by ancient tales of the island Traldar, investigate the rumoured 'hauntings' of Ierendi and discover only the friendly Makai, plus a small number of ultra-pale humans who definitely aren't ghosts. Commerce between the islands and mainland begins anew, and a few Traladarans settle on Safari Island. They recruit albarendi historians, to show them the ruins of the old Traldar cities. (new)

570 AC: Halflings settle several of the Ierendi islands after establishing peaceful ties with the Makai, and open shipbuilding industries there. The "modern" history of Ierendi begins. (HW boxed set)

586 AC: The Thyatians, in need of funds and resources, conquer the Ierendi islands and seize the shipbuilding facilities. Many of the forces which take part in the conquest are followers of Vanya, and -- because Traldar and Milenians seem too alike for comfort, and Vanya despises the latter -- are contemptuous of the stories which Traladarans in their grandfathers' time had spouted about "glorious Traldar ruins from ancient days". Upon discovering there really ARE such ruins on Safari Island and others, the Thyatians pig-headedly suppress the evidence, denouncing the very idea that anyone but Makai had ever lived in Ierendi. (new)

602 AC: Mad Creeg is crowned king of Ierendi after leading a rebellion of prisoners against the Thyatians. Because the islands' independence is precarious at first -- if the rebellion isn't rubbed in its face, Thyatis will write off the loss, but to cause it too much embarrassment would incite an invasion -- he humours the touchy superpower in the years to come, by keeping any archaeological research on Safari Island very, very quiet. (new)

775 AC: Ierendi's king and Council of Lords is ousted after a popular uprising. Based on ancient Traldar ideals passed down by the albarendi, the people of the islands establish a democracy in which the king is elected to office. Years later, the same ideals motivate the establishment of a Council of Citizens, and Traldar-style hero-worship plays a big part in the decision to make Ierendi's crown available to adventurers. (Gaz4, modified)

927 AC: The Great Merger. Darokin's merchant clans join together, re-forming Darokin as a powerful, unified nation. With this change, the cost of shipping goods to Sind via Darokinian caravans drops, and Ierendi's market for trade shrinks dramatically. The islands soon enter an economic slump. (new)

935 AC: To offset the lost trade, Ierendi begins touting itself as the premiere tourist destination in the Known World. The darker facts of the islands' past -- the Makai flight from a war-torn Thanegioth, the Malpheggi plague, Nithian atrocities and the Taymoran corpse-stockpiles on Elegy Island, among others -- are written out of Ierendian history books, in favour of a tempting fiction of peaceful and pristine beaches, quaint aboriginal (yeah, right!) customs, and a dash of piratical romance. In lieu of archeo-tourism, which would alienate too many potential Thyatian customers, one of the islands' more eccentric mages proposes using the ruins of Safari Island as the setting for phoney "adventure tours", the better to hide telltale evidence of Traldar greatness in plain sight. ("What? You say you found a two thousand year old pot with 'The Song Of Halav' depicted on it...? Oh, grow up -- it's just a prop!") Even the crown is made into just another bit of tourist-bait, as Ierendians commence to lie through their teeth, ingratiate themselves with wannabee "adventurers", and fleece the rest of the world for all it's worth. (Okay, so maybe they're not TOTALLY unlike the HW Makai.... ;-D)

So there's one possible way to turn Ierendi from Hawaii to the Greek Isles. Suddenly, we've got genuine ruins hiding under the facades on Safari Island, there's links between Elegy Island and the old empires of the post-Blackmoor era, and I've even got some nocturnal humans for the Hollow Moon! All it asks, is that we assume that Gaz4 is really more of a player's aid than one for DMs -- that it's as much of a B.S. "tourist brochure" as the cover blurbs make it sound like -- and its "true history" is about as accurate as the one shadow elven parents tell their kids. Given that the Ierendi gazetteer was written years before we even knew there'd BEEN a Taymora, or that Nithia had had a colony on the islands, or even that the Traldar were M-Greek (!), it's probably not out of line in the least, to revamp the islands' history in light of these revelations. Certainly, it's a lot less anachronistic to have the Sea of Dread resemble the Aegean than the central Pacific, and the tourist-trap motif is just as appropriate for Santorini as Maui anyway.

And besides ... anything's gotta be better than Hervé Villechez as a halfling. ;-) 

Karameikos

Karameikos (Kingdom of)
Location: East of Thyatis, west of the Five Shires, and south of Darokin and Aengmor.
Area: 46,750 sq. mi. (105,188 km2)
Population: 351,000 humans (40% Thyatian, 60% Traladaran) and 81,000 demi-humans (90% elves, 5% gnomes, 3% dwarves, 2% halflings).
Languages: Thyatian Common, Traladaran, Elvish (Callarii, Vyalia, Alfheim and Erewan dialects). Thyatian is the official language of the nation.
Coinage: Royal (gp), crona (sp), and kopec (cp).
Taxes: Quarterly income tax of 25% for commoners and 20% for nobles. Sales tax of 5% as well as an import tax of 1%.
Government Type: Monarchy.
Industries: Logging, mining (gold and silver), agriculture.
Important Figures: Stefan Karameikos III (King, human, male, F15), Olivia Karameikos (Queen, human, female, T12), Terari (Headmaster of the School of Magecraft, human, male, M20).
Flora and Fauna: The wilderness of Karameikos is inhabited with all sort of animals and monsters. Various reports of lycanthropes, vampires, and other undead are very common.
Further Reading: GAZ 1 - The Grand Duchy of Karameikos, AC1010 Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, Joshuan's Almanac, and Karameikos: Kingdom of Adventure boxed set.

Description: by Joshuan Gallidox 

' 

Having lived and wandered through Karameikos for several years, I am honoured to be able to describe the richness and beauties one can find in this energetic, young nation. Karameikos is a land that seeks a bright future, but is also highly respectful of the past. It is home to several large cities of civilisation, yet covered in untamed wilderness. Even the people can be divided in two direction: the Thyatians and the Traladarans. Despite all this, it is wonderfully united all in one, making Karameikos the vibrant kingdom it is today.

The Land

Thick, dark primeval forests is probably the best way to describe the lands of Karameikos. Only a few small stretches of land around the larger cities have been cleared for farmlands, while the rest of the nation is uncharted woods.

Despite being mostly wilderness, King Stefan has been working hard on creating numerous roads throughout his nation. While these roads are impressive near the cities of Mirros and Kelvin, with their fine cobblestones and Thyatian engineering, once the city walls are out of sight, they quickly turn into nothing more than a well-used trail. Still, the King's men patrol these narrow dirt roads, making them some of the safest in the Old World. Also, many villages with welcoming inns and households dot these trails, allowing a traveller to always get a comfortable night's sleep.

Further up north, the relatively flat shorelands slowly turn into rolling hills. Many veins have been discovered in these hills, and the mining industry of the nation is slowly on the rise. Soon enough, the hills turn into the towering Cruth Mountains, marking the northern limits of the nation.

To date, only five baronies can be found within the nation:

Halag, once known as the Black Eagle Barony, is a land trying to recover from a former tyrannical ruler. To date, there is no baron to rule over the land, only a castellan appointed by the king.

Kelvin is a major trade city at the heart of the nation. Almost all trade goods from the northern lands of the kingdom will pass through this walled city. A sturdy stone bridge allows caravans to cross Hillfollow River at the city gates. Strangely enough, it is illegal to cast wizard spells within city walls; a fact that annoys the mages studying at the School of Magecraft in nearby Krakatos.

Rugalov is the newest barony and the first with a Traladaran Baron. Baron Yuschiev is currently settling his land with only Traladarans and discouraging all Thyatians from even visiting.

Threshold is a smaller barony whose main industry is logging. For some unknown reason, the village of Threshold seems to create more adventurers than anywhere else in the kingdom.

Vorloi is named after the Thyatian merchant family who owns the dominion. Vorloi is one of the largest sea ports in the nation, second only the Mirros.

The People

As I have already mentioned, two peoples actually form the inhabitants of Karameikos.

The first are the ancient Traladarans who have lived here for more generations than most people can count. They are short, well, for humans anyway, and have dark hair and pale complexions. Traladarans enjoy a simple life and are often viewed as superstitious by most other humans. This has to do with their love of good luck charms, evil curses, and omens from the Immortals.

The second group consists of the conquering Thyatians. The Thyatians have so many racial stocks mixed into their Empire that there is no one Thyatian look to describe them all. Thyatians care more for efficiency and end results than the Traladarans.

Unfortunately, there is much tension between the two. Thyatians believe that the Traladarans waste too much time with their superstitions and religion. They also believe that as conquerors of the land, they are naturally superior to the Traladarans. On the other hand, many Traladarans view Thyatians as greedy, corrupt, and predatory. Older Traladarans view the Thyatians as simply the next wave of bad luck preventing them from re-attaining the Golden Age of Traldar.

In the more cosmopolitan cities of Mirros and Kelvin, interaction with other races have given the urban Karameikans a better understanding of each other. These Karameikans view themselves as Karameikans, with Traladaran or Thyatian blood being irrelevant. King Stefan calls these multicultural people the "New Karameikans." Since most foreigners usually encounter New Karameikans within these large cities, it is no wonder that they all believe the two races to be strongly united into one nation.

Whether the two Karameikan peoples will manage to solve their differences and truly unite as New Karameikans in the future remains to be seen. I, for one, hope that they do.

Recent History

Karameikos is a young nation making almost all of its history rather recent. Still, a few events in the past couple of years can be singled out for the purpose of the Almanac. Most of them pertain to Karameikos trying to make his nation strong, independent of other nations, yet united from within.

In AC 1006, then Duke Stefan Karameikos crowned himself King, declaring complete independence from the Empire of Thyatis. In AC 1012, he renamed his capital of Specularum to Mirros to better represent the Traladaran people of his nation. Also in AC 1013, Queen Olivia Karameikos began financing several public schools throughout the villages of the nation in the hopes of making Karameikos one of the best educated lands of the Old World. Finally, just this year, King Stefan granted nobility to Sir Yuschiev, his first Traladaran Baron.

On the other hand, Stefan Karameikos also removed the title of nobility from his cousin Ludwig von Hendriks. When brave hin adventurers managed to show the King just how cruel and corrupt the Black Eagle was, the Five Shires were granted permission to invade the barony and dispose of the dark baron.

Karameikos was one of the founding members of the Western Defence League, and still remains a member, just like the Five Shires and Darokin.

Don't Miss

While visiting the city of Mirros, I most definitely recommend staying a few nights at the Black-Heart Lily. This notorious inn is where the famous Yolanda of Luln began her singing career over a decade ago. If you are lucky, you might manage to hear her wonderful voice, as Yolanda often returns to the place of her origins (career wise, that is), giving free performances to the patrons of the tavern below.

The Black-Heart Lily was apparently named after a woman who broke the heart of an ancestor of Luthier Sforza, proprietor of the Lily. Although Sforza is a broad, homely man with bristly brown hair, moustache, and beard, he is a jolly fellow who enjoys sharing drinks with his patrons. He also has a good ear for events that occur on the streets of Mirros, and anyone searching for something - or someone - in Mirros could do worse than talk to him.

Even if not in the mood for socialising, the Black-Heart Lily has many comfortable rooms on the second floor, available for the reasonable price of 2 gp per night. This price includes a good hearty meal early the next morning.

Sforza has been known to accept capable adventurers into his inn on a more or less permanent basis at no cost in exchange for their services as bouncers in the tavern on the first floor. Needless to say, the bouncers here are usually capable of dealing with any trouble that might arise, so one had better be prepared to behave while visiting. 
The Elven Village of Goldleaf
Twenty miles southwest of Rifllian, in the centre of the eastern section of Radlebb Woods lies the peaceful elven village of Goldleaf. Until recently, Goldleaf was home to less than 200 Callarii elves, but now due to an influx of Alfheim refugees, there are about 300 residents. In addition to the elves, there are several halflings and one human. The village has less than 200 buildings total, built both above and on the ground. Carefully constructed tree dwellings are connected by hanging walkways and rope bridges. Well-spaced, each building has a natural quality and can be difficult to recognise amid the surrounding foliage. Only in the centre of the village can one tell there is a village at all. The village survives on hunting, fishing, gathering forest goods, some farming, and a little trade with Rifllian.

Goldleaf is loyal to King Stephen, but prefers to use elven law to settle internal matters. A council of elders governs the village and makes all final decisions, but all residents are welcome and encouraged to voice their opinions. Currently there are 3 village elders old enough to be on the council, Mendaril, Cylitheara, and Synthandria. An elf becomes eligible after reaching the age of six hundred years. Council service is not mandatory or automatic, but it is an honour to be offered a seat by the current members. Council members are required to relinquish official ties to their family by no longer using their family name. The idea is that Council members should owe first allegiance to the Goldleaf community as a whole, not just one family.

The focal point of village life is an ancient Beltara Oak, a rare and wonderful tree. Long lived, Beltara Oaks produce exceptionally strong wood and edible nuts. In autumn, the leaves turn a deep golden colour, which gives the village its name. Some believe that these oaks are wise, silent sentients that grow in areas of strong magic or great beauty. The elves of the area say that the tree was here when the elves first arrived, and will still be here after they have gone. This giant tree stands nearly 150' tall with a trunk diameter of more than 25'. No buildings or markings mar this great tree. The residents call it the "old one", to honour the ancient tree, which to them represents wisdom and strength. The village uses the area surrounding the tree as a meeting place and as the primary location for public ceremonies. The local elves have many stories about the "old one". A particularly popular legend tells of a foolish young elf, well known for his poor judgment, who fell asleep in the boughs of the "old one" and awoke with newfound wisdom. This story is partially true. In game terms, anyone within twenty-five feet of the "old one" for more than two hours gains a temporary Wisdom bonus of +1. The bonus lasts for one hour, and can only be gained once a month. The elves never cut or remove parts of the "old one". In autumn, the villagers gather Beltara nuts as they fall, and many woodcarvers gather fallen branches with which to make their woodcrafts. The villagers forbid the use of Beltara oak wood for fires.

The village does not support a "town guard" as such, but instead all residents take turns patrolling the nearby forest for danger. In an emergency, residents respond to the threat, to protect their homes and the "old one". On average the village could muster some 250 residents to its defence if the need arouse. No one can approach the village without someone watching them. Recognised visitors may enter unmolested. Armed parties of elves follow strangers or foes to determine their purpose, and if necessary, deal with them.

The village is simple, and does not have the large number of shops and inns you might find in a human town. Many village elves work from their homes, and sell or trade with other villagers for needed items and goods. Goldleaf has one Inn, The Long Candle, which doubles as a tavern, run by Pren and Shiya Shortwick and their two children Pelm and Fern. Rates are average, but the food, drink and rooms are excellent. One night for one person costs 5 crona, or 1 royal with dinner and breakfast included. Pren has an excellent selection of ales, wines and mead, many made locally. A typical dinner is venison stew or roast, wild rice with leaks and mushrooms, fresh bread and goat cheese. Portions are healthy. Breakfast is usually leftovers from the night before, with eggs, porridge or broth.

The village also boasts an excellent blacksmith's shop, run by a human named Boris Belinski; a shop selling common goods and tools owned by Thalaric and Betisa Coldstream; a healer named Kaelen Deepeyes who is the local priestess of Ilsundal. She maintains a shrine several miles to the west at the site of a small magic pool. The pool is sacred to Ilsundal, and has a calming effect on all within 100 yards of it. While within that radius, no violent act may be committed without making a save versus spells at -6. Evil creatures are at -2 while within the radius and will not usually approach willingly. Undead and extraplaner creatures can not enter the radius at all. The water of the pool is always clear, clean and cold and one drink will remove fatigue and thirst. If removed from the pond, the water maintains its special properties for 1d4 days, and then becomes normal water. Kaelen uses the water to make Holy Water and to bless the ceremonies she performs. The village has a small public stable run by the Taelin family who charges 5 crona a month to residents and 1 crone a day to visitors. The village is large enough that there is someone with just about any common skill.

The Alfheim refugees arrived a little over a year ago and number just over one hundred. The refugees hail mainly from two Alfheim clans, Grunalf and Erendyl, with a few members of other clans mixed in.. Although welcomed warmly, they have yet to integrate into village life completely. Their experiences have made them distrustful and a little bitter. So far, none of their original number sit on the council, and some of the younger refugees are beginning to make a stir. The council only invites wise and respected elves who meet the age requirement, but none of the refugees are "mature" enough yet. Regardless, they have discussed allowing the refugee's former leader, Deloran Grunalf, to act as an advisor until he is eligible for council membership in twenty short years. The council hopes this will satisfy the refugees and deter any problems without violating village tradition. The Grunalf elves are disheartened by their distance from the other Grunalf elves in Wendar, and are eager for news concerning that far northern land.

Recently, a young elven maiden named Tianna Silvermist was found murdered. A group of travellers discovered the body. Clues implicated several local individuals, but in the end the primary suspect was a human ranger named Garon. Tianna's sister, Brista, an important local figure, assisted the group in their investigation. When Garon fled, Brista and the travellers split up to search for him. Brista returned, having found no sign of the human ranger. The travellers have not yet returned or sent word. During the investigation, a small Shadow Elf outpost was discovered, hidden about a day's journey to the west. Brista found it abandoned when she later returned. Since then, she has been on her guard for signs of other Shadow Elf activity.

The Shadow Elves from the western outpost relocated when Brista and the travellers exposed them. During a confrontation between the two groups, a surprise attack by Garon slew the Shadow Elf leader. Siristel, a Shadow Elf sub-commander has assumed leadership in his place. There seems to have been some unknown connection between Siristel, Garon and Tianna. Unknown to any in Goldleaf, one of the Alfheim refugees is actually a Shadow Elf spy. Telemon appears as a normal elf of the Mealidil clan, spending his time teaching elven children the history of their people. Once a month, he disappears into the forest on a "hunting trip". During this time, he makes a report to Siristel at the outpost. He is so unassuming, that none suspect him. The outpost does not pose an immediate threat to Goldleaf or Radlebb Woods in general, but their presence could foretell possible future problems.

Several other more immediate threats concern the local people. Throughout Karameikos, the King's men patrol the major roads, but bandits still appear from time to time. Too often, Radlebb Woods offers them protection. Their presence makes travel within the forest more dangerous. Recently, a group of bandits attacked a number of caravans on the road between Mirros and Threshold. Initially believed to be rogue elves, they were later exposed as magically disguised orcs lead by a blue-skinned spell caster and his troll-like bodyguard. A group of heroes tracked them down, and defeated the orcs, but the leader and his henchman escaped. The people of Goldleaf are also plagued on occasion by the lycanthropes, vampires and nosferatu who secretly dwell throughout Karameikos, gnolls and hobgoblins from the hills to the north and several varieties of giant spiders. 

NPC STATISTICS:
Council of Elders:

Mendari (Male Elven Fighter/Mage, 7th/7th lvl}
Alignment: Chaotic Good
Move: 12
AC: 1
THAC0: 14
Hit Points: 35
Strength: 15
Intelligence: 14
Dexterity: 16
Wisdom: 13
Constitution: 11
Charisma: 15
Note: Abilities have been reduced by age.
Proficiencies: Dancing -16, Local History (Radlebb Woods) -15, Animal Lore -14, Hunting -13, Swimming -15, Riding (Land Based) -16, Bowyer/Fletcher - 15, Tracking -7
Languages: Elven (Callarii Dialect), Thyatian, Dwarven, and Traldar
Armour: Elven Chain +1, Medium Shield
Weapons: Long Sword (Specialised), Short Bow, Dagger, Spear and Footman's Mace
Magic Items: Long Sword +2 w/Continual Light and Detect Lies, Earring of Clairaudience, Potion of Flying
Age: 633
Height: 5'-1"
Weight: 119 lbs
Hair/Eyes: Long blonde hair and pale blue eyes
Spells: (4/3/2/1) Dancing Lights, Magic Missile, Spider Climb, Wall of Fog, Detect Evil, Levitate, Whispering Wind, Dispel Magic, Wind Wall, Solid Fog.

Mendaril is a relatively recent addition to the council. For most of his life, he never even considered that one day he would sit on the council. "There's sure to be someone more able," he would say. As he approached the eligible age, he began to realise that more and more, he didn't agree with the current council's decisions. He felt Cylitheara was too preoccupied by her studies and Synthandria lacked the proper perspective. So, to his own astonishment, when the seat was offered, he accepted. Before being on the council, he served Goldleaf for hundreds of years, as protector and it's foremost bowyer. He is a quiet, modest and somewhat reserved elf, who, even after 635 years, still takes enjoyment from the simple things. Although he prefers more physical pursuits, he is also an accomplished mage. Well respected, he often teaches younger elves the basics of swordplay and archery. When the refugees arrived, he was a strong advocate towards allowing them to join the community. Since then he has developed a close friendship with Deloran Grunalf and many other refugees. He is married and has two sons, both of which still live in Goldleaf.

Cylitheara
(Female Elven Mage, 12th lvl)
Alignment: Chaotic Good
Move: 12
AC: 2
THAC0: 17
Hit Points: 34
Strength: 9
Intelligence: 18
Dexterity: 12
Wisdom: 13
Constitution: 12
Charisma: 12
Note: Abilities have been reduced by age.
Proficiencies: Ancient History (Elven) -17, Astrology -18, Spellcraft -16, Singing -12, Dancing -12, Herbalism -16, Swimming -9, Animal Lore -18, Monster Lore -16.
Languages: Elven (Callarii Dialect), Thyatian, Darokin, Alphatian and Traldar
Armour: None
Weapons: Staff and Dagger +1
Equipment: Bracers of Defence AC 4, Staff of Elemental Water, Crystal Ball, Ring of Protection +2, various scrolls and potions
Age: 723
Height: 5'-1"
Weight: 109 lbs.
Hair/Eyes: Long braided light blonde hair and pale blue eyes.
Spells: (4/4/4/4/4/1)
Cylithera has an extensive spell library. In addition to the following, the DM is free to add whatever spells are appropriate, keeping in mind she does not use Necromantic or Illusion spells. Metamorphose Liquids, Insatiable Thirst, Wall of Water, Water Breathing, Watery Double, Conjure Elemental-Kin, Ice Storm, Vitriolic Sphere, Wall of Ice, Airy Water, Cone of Cold, Conjure Elemental, Rusting Grasp, Transmute Rock to Mud, Lower Water, Freezing Sphere, Part Water, and Transmute Water to Dust.

Cylithera is currently the oldest council member. During her youth, she was self-centred and irresponsible. She spent her time dancing and singing, oblivious to the passage of time. She felt as if she would live forever, and there was always tomorrow. Her father was several centuries older then her and sat on the council during this time. Since elves do not age the same as humans, they tend to show the passage of time less evidently. She never truly comprehended the reality of her father's age. Several years before the end of his eighth century, he became aware that his time to "pass on" was approaching. When Cylithera was told, she ignored the implications and continued with her normal life, believing her father would live for many more years.

When he finally passed on, she was devastated. She was forced to accept that even though elves are long lived, they are not immortal. Almost over night, she became a different person. Gone was the light hearted, care free elf maiden, replaced by a driven woman. She vowed to make up for lost time and accomplish something useful with her life. She had always been fascinated by magic, and choose to devote her time to mastering the art. The whole community recognised the change, and Cylithera quickly became respected for her single minded devotion, and skill with magic. Years later, when offered a seat on the council, she accepted, seeing it as the perfect opportunity to make a difference. Unfortunately, her devotion to magic has become an obsession. Now she spends nearly all her time studying the magical arts. From time to time, she takes an apprentice, but more often than not, she is alone with her studies. She takes her position on the council seriously, but often gets distracted and forgets meetings or other functions. When she puts her mind to it, she is a wise and insightful leader. Mendaril and Synthandria recognise this, and allow her some leeway, except when important matters are involved. To strangers, she may seem aloof and self centred, but she cares deeply for Goldleaf and it's people.

Synthandria
(Female Elf)
Alignment: Chaotic Good
Move: 12
AC: 8
THAC0: 20
Hit Points: 6
Strength: 11
Intelligence: 14
Dexterity: 14
Wisdom: 13
Constitution: 11
Charisma: 14
Note: Abilities have been reduced by age.
Proficiencies: Seamstress -16, Weaving -15, Leather Working -15, Dancing -14, Singing -14, Swimming -11, Musical Instrument (Elven Harp) -13
Languages: Elven (Callarii Dialect), Thyatian
Armour: None
Weapons: Long Sword, Short Bow, Dagger
Equipment: As needed, none magical.
Age: 659
Height: 5'2"
Weight: 95 lbs
Hair/Eyes: Long light reddish blonde and hazel eyes.

Synthandria is by all accounts an almost typical elf. She has spent her entire life in Radlebb woods. One of the local seamstresses, she has had no reason to venture farther away from Goldleaf than Rifllian. Well loved by all in the village, she is kind, giving and compassionate. Her husband has passed on, but her two children still live nearby. Her perspective on life in Goldleaf comes from hundreds of years of happiness and contentment within the protective embrace of the forest and is one of her greatest strengths. It is also her greatest flaw. She has barely any understanding of life beyond the forest. This sometimes interferes with her ability to make informed decisions about the intentions of outsiders. She is respected by the other council members, and seen as an example of what is good in Goldleaf, but also as an example of how limited experience can effect an otherwise capable leader. Regardless of her naiveté, Synthandria compliments the other council members, providing an excellent balance to Mendaril's over-protective tendencies and Cylithera's preoccupation with magic. She is the council member most directly involved with the day to day activities of the village.

Deloran Grunalf
(Male Elven Ranger, 8th lvl, Former Leader of the Alfheim Refugees)
Alignment: Neutral Good
Move: 12
AC: 3
THAC0: 13
Hit Points: 52
Strength: 15
Intelligence: 12
Dexterity: 16
Wisdom: 14
Constitution: 15
Charisma: 12
Note: Abilities have been reduced by age.
Proficiencies: Direction Sense -15, Swimming -15, Animal Lore -12, Set Snares -11, Survival (Woodland) -12, Tracking -14, Hunting -13, Cartography -12
Primary Terrain: Forest
Species Enemy: Ogres
Hide in Natural Setting: 59%
Move Silently: 67%
Languages: Elven(Alfheim Dialect), Thyatian, Darokin, Dwarven and Ogre
Armour: Leather Armour +2 and small wooden shield
Weapons: Long Bow, Long Sword, Dagger, Spear, Hand Axe and
Equipment: Cloak of Elvenkind, Long Bow of Icicles and Ring of Warmth
Age: 580
Height: 5'4"
Weight: 135 lbs.
Hair/Eyes: Light brown hair and green eyes.
Spells: 1 per day from the following list: Allergy Field, Animal Friendship, Entangle, Invisibility to Animals, Locate Animals or Plants, Log of Everburning, Pass without Trace, Recover Trail, Revitalise Animal or Shillelagh.

Deloran was the leader of the Alfheim refugees on their journey south. Today, although no longer their official leader, the refugees look to him for support. Before the invasion of Alfheim, Deloran was a cartographer who spent many months each year mapping his beloved homeland. He learned of the Shadow Elves' attack by running into a group of elves trying to escape. His knowledge of the forest and duty to it's inhabitants made it impossible to refuse their request for help. As they moved throughout the forest, they picked up other survivors. Eventually, they made there way south into Karameikos and settled in Goldleaf. Deloran believed that as soon as he saw his charges to safety, he was going to return to help his fellow elves fight off the Shadow Elves. One thing after another forced him to remain with the refugees until it was too late. Alfheim had fallen, and returning now would only get him killed. Because of this he harbours great guilt over leaving his homeland, but knows that many of his fellow refugees would have died without his help. Outwardly, he is a confidant and knowledgeable elf, but sometimes second guesses himself when important decisions are called for. In all he is proud of his accomplishments. He tends to be very protective of his fellow refugees.

Brista Silvermist
(Female Elven Ranger, 7th lvl)
Alignment: Neutral Good
Move: 12
AC: 5(3)
THAC0: 14
Hit Points: 53
Strength: 15
Intelligence: 13
Dexterity: 16
Wisdom: 14
Constitution: 14
Charisma: 13
Proficiencies: Tracking - 15, Survival (Woodland) - 14, Animal Lore -13, Herbalism -11, Weather Sense -13, Ecology (Spiders) -13, Direction Sense -15
Primary Terrain: Forest
Species Enemy: Giant Spiders
Hide in Natural Setting: 53%
Move Silently: 60%
Languages: Elven (Callarii Dialect), Thyatian, Gnoll, and Traldar
Armour: Leather armour and small wooden shield
Weapons: Long Bow, Long Sword, Hand Axe, Spear, Dagger, Footman's Mace
Equipment: Woodsman's Leather +1/+3 in natural setting, Long Sword +1/+2 vs Spiders, Cloak of the Forest
Age: 156
Height: 4'11"
Weight: 100 lbs.
Hair/Eyes: Long blonde hair and deep blue eyes.

Brista is unofficial leader of the Goldleaf defences and the sister of the recently deceased Tianna Silvermist. She is good natured and well liked by the villagers. She spends most of her time patrolling the forest and checking in with smaller elven communities in Radlebb Woods. Of all the dangers of the forest, Brista hates spiders most. As a child, Brista was captured by a giant spider and dragged back to its web to be consumed. If not for a timely rescue by the elven ranger who would later become her mentor, she would now be dead. To this day, she remembers her terror and the sickening feeling of helplessness she was forced to endure. As a result, she does not hesitate to kill any species of giant spider she encounters.

Brista is a member of the Guardians of the Wood. The Guardians of the Wood consist of members from all non-evil intelligent races found in Radlebb Woods. They act as an information network, keeping watch on areas of possible trouble within the forest. Currently, the Guardian's other members include an elder Treant, an Actaeon, a forest gnome, a human druid, a hammadryad and individuals from several other sylvan races. One night each month, Brista meets with her fellow Guardians to share news from across the forest. The recent death of her sister troubles her deeply. She feels a certain degree of misplaced guilt over her imagined failure to protect her younger sibling, and has sworn to make sure no others ever suffer because of her mistakes. To this end, she continues to search for the Shadow Elves to determine the true reason for their presence and the nature of their leaders relationship with her sister. She is very close with Kaelen Deepeyes, who she adventured with for many years.

Kaelen Deepeyes
(Female Elven Priestess of Ilsundal, 8th lvl)
Alignment: Chaotic Good
Move: 12
AC: 1
THAC0: 16
Hit Points: 43
Strength: 11
Intelligence: 12
Dexterity: 15
Wisdom: 17
Constitution: 14
Charisma: 14
Proficiencies: Ceremonies of Ilsundal -17, Pottery -13, Astrology -12, Healing -16, Herbalism -12 Religion -17, Riding (Land Based) -20
Languages: Elven (Callarii Dialect), Thyatian, Traldar.
Armour: Elven Chain, Medium Shield
Weapons: Footman's Mace (Expertise), Quarterstaff and Sling.
Equipment: Elven Chain +2, Mace of Spellwarding, Holy Symbol of Ilsundal, and several scrolls of various spells
Age: 176
Height: 4'8"
Weight: 92 lbs.
Hair/Eyes: Shoulder length reddish-blonde hair and emerald green eyes.
Spells: (3/3/3/2) Major: All, Charm, Creation, Divination, Guardian, Healing, Necromantic, Protection, Sun, Wards. Minor: Astral, Combat, Chaos, Summoning, Thought.
Special Power: Ilsundal's Awareness, priests of Ilsundal may cast one extra divination spell per spell level (i.e. 1 extra first level divination spell at 1st level and above, 1 extra second level divination spell at 3rd level and above, etc.).

Kaelan is Goldleaf's priestess of Ilsundal and resident healer. She has two acolytes and a young priest who help tend to the spiritual needs of the villagers. There is no temple in Goldleaf, but Kaelan maintains the Pool of Ilsundal (described above) and performs public ceremonies near the "Old One". Peaceful at heart, she does not hesitate to join in the defence of Goldleaf and her fellow elves when needed. She spent many years adventuring with Brista Silvermist and considers her one of her closest friends. In her free time, she makes exquisite pottery, which is gaining popularity outside Goldleaf. She sells her pottery at modest prices, using what profits she needs, and saving the rest to help others. She has recently become romantically involved with a local elf, and many believe they are destined to marry.

Siristel Celebryl
(Male Shadow Elf Fighter/Mage 7th/6th lvl, Shadow Elf Outpost Commander)
Alignment: Lawful Neutral
Move: 12
AC: 3
THAC0: 15
Hit Points: 32
Strength: 16
Intelligence: 16
Dexterity: 15
Wisdom: 13
Constitution: 14
Charisma: 13
Proficiencies: Direction Sense -14, Riding, Airborne (Skin Wing) -11, Survival (Underground) -16, Trail Marking (Underground) -13, Ancient History (Shadow Elves) -15, Sound Analysis -13, Animal Lore (Underground) -16, Swimming -16, Fungi Recognition -19,
Languages: Shadow Elven, Elven(Alfheim Dialect), Thyatian, Dwarven and Orcish
Armour: Elven Chain Mail +1
Weapons: Long Sword (Expertise), Dagger, Light Crossbow, Hand Axe
Two-Weapon Combat Style
Equipment: Long Sword +1 w/ ,Crystal of Non-Detection, +1, Crossbow Bolts (12), and Ring of Concealment
Age: 243
Height: 5'2"
Weight: 115 lbs.
Hair/Eyes: White-blonde hair and pale hazel eyes.
Spells: (4/2/2) Charm Person, Dancing Lights, Detect Magic, Friends, Magic Missile, Shield, Floating Disk, Levitate, Flaming Sphere, Acid Arrow, Scare, Mirror Image, Flame Arrow, Non-Detection, and Monster Summoning I

Shadow Elf Outpost Sub-Commander Siristel Celebryl is a complex person. He is passionately loyal to his people, a devote follower of Rafiel, and strong adherent to the Fourteen Verses of the Refuge of Stone. He is proud of his people and their accomplishments, but he is troubled by their reputation with the surface races. Shadow elves and surface elves have never been on good terms, so their opinions are to be expected, but many surface races seem to share them. He does not understand why his people have been cast as the villain during the liberation of Alfheim and the recent reclamation of the lost city of Aengmor from the hands of the savage orcs. The Shadow elves have only reclaimed what was rightfully theirs. He is not unfeeling to the suffering of the elves who lost their homes in Alfheim, but blames them for its destruction. If they had welcomed the Shadow Elves instead of resisting, war would have been unnecessary and the forest would have been spared. At times, he does not know weather to hate the surface elves or pity them. More amazing to him is the amount of lies told to surface elves, about the evil and cruelty of the Shadow Elves. During his friendship with the now deceased Tianna Silvermist, he learned many of the misconceptions surface elves hold about his people. The two, although originally enemies, had formed a strong friendship in spite of the lies. He misses her deeply, but fears his people will be wrongly blamed for her death if her sister, Brista and her companions cannot find Garon the mad ranger and prove his guilt. He has a strong moral code, but does not allow it to interfere with his duty to his people. He has sent word back to his superiors about the recent discovery of the outpost, death of the original outpost commander and his assumption of command. While he waits for new orders, he plans to relocate the outpost and continue its original mission; to gather information for the Shadow Elves' protection. Regardless of the outcome, he knows that Rafiel will guide him.

The outpost consists of eight warriors (Shadow Elf Fighters, 1st level), one lieutenant (Shadow Elf Fighter/Mage 3rd/2nd level) and one Shadow Elf mage (Mage, 4th level)

Telemon Mealidil
(Male Shadow Elf Mage/Thief, 3rd/4th lvl, a.k.a. Telemon Felestyr, Shadow Elf Spy)
Alignment: Lawful Evil
Move: 12
AC: 5
THAC0: 19
Hit Points: 13
Strength: 12
Intelligence: 16
Dexterity: 16
Wisdom: 12
Constitution: 13
Charisma: 11
Proficiencies: Survival (Underground) -16, Ancient History (Shadow Elves) -15, Ancient History (Elves) -15, Reading Lips -15, Disguise -10, Spellcraft -14
Thief Abilities: PP(40%), OL(40%), F/RT(30%), MS(40%), HS(35%), DN(40%), CW(70%), RL(0%),
Languages: Shadow Elf, Elven (Alfheim Dialect), Darokin, Thyatian
Armour: None
Weapons: Short Sword, Dagger, Light Crossbow
Equipment: Cloak of Protection +3, Ring of Gaseous Form, Dagger of Lies +1
Age: 365
Height: 5'2"
Weight: 121 lbs.
Hair/Eyes: Pale blonde hair and light hazel eyes.
Spells: (2/1) Armour, Change Self, Jump, Sleep, Spider Climb, Wizard Mark, Forget, Knock, Locate Object, and Wizard Lock

Telemon is a spy. It's not what he does, it's who he is. He is nosy by nature, always interested in what's going on around him He hates to be left out or have secrets kept from him. Early on he learned that people would pay for the kind of information he could get. He also had a love of Shadow and Surface Elf history. Eventually, he received the assignment of his dreams. He would go to live amongst the surface elves of Alfheim as a spy for his people. His cover would be as a historian. The assignment was simple and relatively low risk. He loved it. When the Shadow Elves invaded Alfheim, he feared his comfortable life was over, but quick thinking and fast talking convinced his superior to allow him to accompany a group of fleeing elves and continue his deception. This is how he came to Goldleaf. He arrived with the rest of the Alfheim refugees, many of whom he had know for many years. He had hoped they would settle somewhere larger, and plans to move to Rifllian in a few years. Once he had settled in, he sent word of his success, and an outpost was soon established. The outpost was built to act as an information relay point for any Shadow Elves within Karameikos. He recently lost contact with the outpost, but later learned that it had been discovered by a local ranger and some meddling travellers. Since then, he has been unable to re-establish contact and is beginning to suspect they might have abandoned him. Although evil, Telemon is not violent or dangerous, but he is selfish and cruel. He enjoys deceiving people immensely and will go out of his way to concoct the most elaborate, yet believable lies possible. 

Traladaran Gypsies

The Darine
The Darine (singular, Daro or Dara) are the Dom "nation" of Traladara. (The Dom are descended from the Traldar that migrated west into Sind during the invasion of the Red Orcs in 1000 BC. Never quite fitting into the local culture, the nation that formed from these refugees moved out of the region in 600 BC and haven't ever really settled down since.) As the Darine comprised the bulk of the Dom refugees, they remain the largest of the three Dom nations. Darine may be found not only in Traladara, but also in Ierendi, the Five Shires, and a few in Minrothad and Vyalia.

The Darine resemble most Traladarans in appearance: dark hair, light to olive skin, dusky eyes. They dress in even more vibrant clothing than their Traladaran cousins, preferring bright kerchiefs, scarves, and sashes, along with embroidered trousers and vests worn with billowing shirts, Both men and women typically wear a great deal of jangling jewellery, and men pierce their ears as often as do women.

The Darine diet consists of roasted meat, goat's and mare's milk, berries, and other fruit, and strong coffees.

They earn their living in various ways, mostly through services, trade, fortune telling, and entertaining, although they have a reputation for thievery. They occasionally hire out as guides. They have a knack for guiding parties safely to wherever they wish to go. They are clever, and always find ways to honour their agreements, even if these have been made with conflicting sides.

Many Darine are skilled warriors and thieves. Spellcasters are more rare and are usually women. Darine typically arm themselves with swords, daggers, cudgels, light axes, and similar weapons. Missile weapons are uncommon; longer distance weapons tend to be light crossbows or slings, while throwing daggers are popular for short-range work.

Religiously, the Darine feel a strong connection to the land, and honour Zirchev above all other Immortals. (Some also honour Halav, Petra, or Terra, but not as universally). This Darine connection to the land is strange; they love the land and its creatures, but seem unable to settle down. This is because of an ancient curse called down upon the Dom long, long ago by an evil priest in retribution for their meddling in his treacheries. Since the day the curse was pronounced, the Dom have wandered. Sages have speculated that the Darine, as former leaders of the Dom people, are so strong in their worship of nature and the land because of their failure to protect their people from the wandering curse; they seek forgiveness through their supplication.

A Darine tribe consists of a caravan of 5 to 50 members, and is usually an extended family. The Darine travel in wooden wagons called vardos (small wagons with a high arching roof and a door at the back with the driver sitting in front). Vardos are painted in vivid colours and might even have tiny windows of tinted glass, if the owner is prosperous. The vardo travels with a small menagerie of dogs, goats, and crated chickens. Each caravan is led by the elders (oldest male and female). These elders have the final say on all matters that affect the whole clan. They arrange marriages between clans to form alliances and diffuse feuds. A clan might consist of one set of grandparents, one or two of their sons, their sons' families and maybe their grandsons' families. Typically, only unmarried daughters live with their blood relatives, going to live with their husbands' families upon marriage.

Non-Darine are derisively called gorgios. While these individuals may be befriended of Darine, they can never be considered part of the Darine fellowship. There are no "honorary" Darine (or Dom, for that matter). Darine trade with gorgios for everything, preferring goods, services, and even trinkets over Royals or Daros, or the like. They often accept promises for later services in place of immediate payment. They interpret promises literally, so care must be taken in the exact wording.

Darine follow their own law, such as that is. They ignore laws they don't like, completely unfettered by guilt. To the Darine, justice is more important than the law. They also view property differently (much like to Nuari or older Makai), and so do not feel remorse over petty thefts. They view murder and rape much more harshly than even the King's courts, though, and punish both appropriately. They also dislike broken promises and lies, but think nothing of twisting the truth in their favour. Darine punishments or crimes are always fitting; for example, rape is punishable by castration, a broken promise for services by the kidnapping of a member of the offender's family (to carry out the promised service), and assault by a curse (see below) or--at the very least--a thorough pummelling. Larger legal issues, those which cannot be settled by tribal or clan leaders (such as a large feud) are settled by a kris, a Dom court with over-arching authority.

The Darine consist of two large clans subdivided into several tribes. Each clan has its own manner of dress, appearance, and traditions, though members of one clan do acknowledge members of the other as fellow Darine. All clans have at least some fortune tellers and entertainers, and characters of nearly any rogue class. Pure warriors are rare. While the Darine do not have clerics or priests of any organised religion (including that of Zirchev), this role is filled by individuals who function as healers, mystics, or oracles. Most of these are women, especially the elder women.

The two distinct Darine clans (including the subdivision in the Kaldresh clans) and some related tribes include:

Kaldresh

The Kaldresh clan consists of two separate subclans, the Kaldresh and the Manusa. The Kaldresh are "camp followers": tinkers, smiths, animal trainers, and healers. They pride themselves in their ability to supply armies, trade caravans, adventurers, and others with the proper tools needed to defeat enemies, as well as with needed healing after a battle. The Kaldresh have been known to supply both sides in a conflict, not really caring about the disputes of non-Darine, but more interested in making a living. Tribes of Kaldresh include the Kamii, Equarr, and Vatraska.

The Manusa are the rarest of Darine and are seldom encountered in numbers larger than a single family. They are the most mysterious and reclusive of the Darine and the ones closest to the oldest legends of the race. They are tinkerers in the arcane: amulets, charms, potions, and lore. Rumour says they have the power to bend time and space to their will, and that they know much of ancient evils and how best to ward off or escape them. It is believed that they guarded the Darine from the worst of the ancient curse. Tribes of Manusa include the Naiat and the Zarovan.

Vistani

The Vistani are consummate entertainers. Their camps are rife with bards, dancers, musicians, and con men. They seem to have the ability to turn even the most hostile audience into an adoring crowd, and frequently a charming Vistana can convince an entire village to gamble away months of savings on a rigged game with a smile and a few well-placed words. It is the Vistani who occasionally agree to perform as guides, having seen more of Brun than most Kaldresh clans. In these cases, the Vistana performs exactly according to the contract, not going beyond the letter of the agreement, but not falling short of it, either--although they are not adverse to negotiating a new contract if the other party wishes, for just a few more coins. . . The Vistani have a darker side; they also hire out as smugglers, kidnappers, and (in a very few instances) assassins, using their innate charm to circumvent obstacles that stymie others. Like the Kaldresh, the Vistani might accept such assignments from all sides in a conflict, performing what they view as necessary, preordained tasks. Tribes include the Canjar and the Corvara. 
A ramble on the Traldaran Gypsies
I get a picture of your typical gypsies, maybe one or two tribes, consisting of several clans. Each clan would be an extended family that travels together. Each clan would have a reputation for something different, like seers, healers, entertainers, thieves, storytellers etc. They would travel in caravans of horse drawn Vardos(sp?), with farm animals (goats, chickens, cows etc.) trailing behind. Each clan would be lead by the elders (the oldest male and female). Typically, the oldest female would be the clan's primary seer/diviner/healer. The elders would have the final say on all matters that effect the whole clan. They would arrange marriages between clans to form alliances and diffuse feuds (as well as keep the clans strong and healthy). A clan might consist of one set of grandparents, one or two of their sons, their son's families and maybe their grandson's families. Typically, only unmarried daughters would still live with their blood relatives, going to live with their new clan upon marriage. Maybe a few clans operate barges along the larger rivers, transporting goods and people for a 'small fee' and acting as river traders and guides.

PCs might be primarily thieves and bards, with pure fighters being rare. There would be several types of Gypsy kits for each class, providing appropriate skills and flavour. Maybe a specialty Gypsy Seer kit combining wizard and clerical divination spells and a Gypsy Healer Kit.

They would play the role of bards in Karameikos, travelling from place to place, entertaining and spreading news and gossip. While in town, they would perform music, songs and dance, storytelling, fortune telling, healing, as well as do some trading. Secretly, they would act as spies for the remaining Traladaran Lords and maintain an information network between them.

Being freedom loving nomads with a strong history, they would resent the current government. Many would be convinced that Traladaran people should determine their own destiny. They would feel oppressed under the often harsh rule of the new Thyatian lords. Being generally a peaceful group, they would seek to embarrass these lords instead of hurt or kill, but never at the expense of their Traladaran brothers and sisters. Truly sinister acts by a Thyatian lord might bring serious retaliation and ultimately a Gypsy Curse. Removed only if he undoes whatever he did to earn their anger.

Obviously, they would be seen differently be different people. Those of Traladaran decent would see them at best as heroes and at worst as troublemakers. Those of Thyatian decent would see them as lawless thieves and con artists. The new mixed blood Karameikans might see them as a colourful remnant of the past, or dangerous and close-minded upstarts trying to destroy the new order. The church of Traladar would turn a blind eye to their various unsavoury actions, while the Church of Karameikos and the Order of the Griffin would actively discriminate against them. Their relationship with the Cult of Halav would be vague. While they might agree with the belief that King Halav will one day return to raise the Traladaran people to new heights, they would disagree that King Stephen, a Thyatian conqueror, is Halav reborn. Local elves might see them as kindred spirits, ignoring their less honourable tendencies and enjoying their love of life and freedom.

Officially citizens, many Thyatian Lords might barely tolerate them in their lands, and from time to time declare them outlaws and thieves for real or imagined crimes. Since most people know little about them, they might mistake them as a single group, instead of several independent clans. So the actions of one clan might cause trouble for the others. In many cases, problems occurring after a visit from gypsies are blamed on them, regardless of their guilt. For example, a farmer's cow dies the day after a gypsy caravan passes through town. Superstitious townsfolk may blame the sudden death on a gypsy curse.

Several clans might travel outside of Karameikos, to Darokin, the Five Shires and Rockhome. They would see the Darokin merchant's strict mercantile ethics to be humorous, perfect for taking advantage of. The Hin of the Five Shires would enjoy their visits, seeing them as mysterious and interesting. Their sheriffs might not agree, keeping a close watch on the light fingered nomads. The dwarves of Rockhome would dislike their larcenous reputation, but enjoy the chance to trade for colourful trinkets. Few clans ever venture into Thyatis or farther north than Darokin.

They trade for EVERYTHING, preferring goods, services, trinkets and services over Royals and Cronas. The often accept promises for later services in place of immediate payment. They interpret promises literally, so care must be taken on the exact wording. Everyone knows that crossing a gypsy is foolish. Many stories told to frighten children, tell of a broken promise to a gypsy and the terrible consequences. They most common stories tell of gypsy curses and kidnapped children, but in any case, breaking a promise to a gypsy brings a harsh, but fitting punishment.

Gypsies follow only gypsy law, such that it is. They ignore laws they don't like, completely unfettered by guilt. To a gypsy, justice is more important than law. They believe that it is not wrong to steal, since if the person truly cared about the stolen item, they would not have left it where someone could steal it in the first place. They have harsh views on murder and rape, seeing both as the most horrible of crimes. They also dislike broken promises and lies, but think nothing of twisting the truth in their favour. Gypsy punishments for crimes are always fitting. A broken promise for services might be responded to by the kidnapping of a young child who will perform services in their parent's place. Meanwhile the child will be accepted as one of the clan and raised as any other gypsy child. They tend to rationalise this by saying that a parent without honour does not deserve to raise such a beautiful child, and to protect the child, they will take him and raise them properly. Assault on a gypsy would be answered with a curse like 'May you always be the target of the anger of others' or 'May the pain of your victims haunt your sleep forever.' or something nasty and poetic.

Religiously, they would have a strong connection to Petra, Halav and Zirchev(sp?). They might also have a strong connection to the land, drawn to it, but unable to settle down. This might have something to do with a curse placed upon them, or maybe a sacred charge given them by the Immortals to always travel across the land, protecting it and keeping the old traditions alive. In any case, their motivation to roam across Karameikos should be deeper than simple wanderlust. The reason might even be so old, they no longer remember why they constantly travel, they just do. The few who settle down are usually restless, secretly longing for their old life. The gypsy blood in the children of these settled gypsies usually infects them with a similar desire to wander, causing them to seek a life as an adventurer.

RLaRue
+++++++++++++++++++++++++++++++++++++++++++++++

I, too, have put together a little on the Gypsies of the Known World (the "Darine", in my campaign). The Darine, like the Traladara, are descendants of the Traldar (note that, at least in my campaign, MANY of the peoples of the Known World are descendants of the Traldar; including the Daro (the natives of Darokin are part Traldar, part Antalian); the Dairu (natives of Ochalea, heavy admixture of Oltec); the Milenians (and their descendants, the Minaeans); the Aran, or Danoia (part Traldar, part Dunael); the Alatians and Trikelians; and of course, the Thyatians (Antalian/Traldar folk)). Anyway, the Darine are descended from Traldar that migrated west into Sind during the invasion of the Red Orcs in 1000 BC (in myth the RW Gypsies were both from Egypt and India (Egypt/Gypsies); as the Traldar were descended from the Ptahr al-Dar clan of Nithians, I felt this was an appropriate origin). Never quite fitting in to the local culture, the Traldar Tribe that formed from these refugees moved out of the region in 600 BC and hasn't ever really settled down since... though the region of Traladara has become a "Homeland" for many of the clans, the Darine range all across the continent of Brun and beyond...

Mystaros
++++++++++++++++++++++++++++++++++

Bingo! In my research I found the same origins of the RW Gypsies. Historically, the gypsies (considered a separate ethnic group) were first found in north central India. It is unknown weather they lived in India as part of the caste system, or on the fringes of that society. Regardless, they began migrations from India, through the Middle East during the 9th century. Originally called the Dom, and later Rom (meaning 'the people'), they speak a language called Romany, a variation of Sanskrit with loan words mixed in. Their wanderings brought them to Europe in the 14th & 15th centuries where they gained the name Gypsy after their assumed place of origin, Egypt. They have a history as entertainers, blacksmiths, fortune tellers and horse traders. They usually practice the religion most common to where they live. They are insular and believe contact with non-gypsies to be 'polluting'. They practice marriage arrangement, have a strict moral code and have a strong sense of tradition. The Kris (an informal court) is used to address and mediate disputes, matters of common law and Gypsy custom, using it in place of established institutions. The have been and continue to be discriminated against because of their refusal to integrate into mainstream society. A rough estimate places current gypsy population at over 6 million worldwide, with several tribes and numerous groups living across Europe, the Middle East and North America.

With this in mind, and with Mystaros' notes on Traldaran descent, I think Karameikos is the perfect place for Traladaran or Mystaran Gypsies. My intent when I said they didn't travel far north or into Thyatis was not to keep them isolated. I figured that they wouldn't go to Thyatis because of hard feelings against their 'conquerors' and avoided Glantri because of the Glantrian attitude to strangers. Glantri blames the Dwarves of Rockhome for bringing a plague, what if they included the Gypsies too? I think that the idea of them travelling across Brun is cool, but was thinking about areas that might attract them. I don't picture them in Ylaruam or the Broken lands or the Northern Territories, but there is no reason they couldn't go there. Maybe taking on some different characteristics. The more I think about it the more I like it. :)

I also like the name ''Darine'', but think they should have many names. Maybe the people from Darokin call them one thing, the Karameikans call them something else, and they call themselves something completely different. 

DARINE KITS
There are two primary Darine kits which combine abilities from other, general kits as well as new abilities: the Darine Mystic and the Darine Sharpster.

Darine Mystic

The Darine Mystic is especially found in the Kaldresh tribe. The character is usually a woman. The Mystic is a master of will over spirit and matter. As such, she is a consummate fortune-teller, charmer, and faith healer, with other abilities similar to those of a Wokani.

The Mystic has a gaze attack called the evil eye. This focuses powerful negative emotions--hate, anger, jealousy--against a creature meeting their gaze. The attack is unable thrice per day, and can manifest in one of five ways. The most common are a hold (person or monster) or a curse (though fear, charm, and suggestion effects are not unknown). To avoid the effect, the target must save vs. paralysation. Failure against any except the curse afflicts the creature for 1d4+1 rounds; failing against the hold by 4 or more inflicts disabling convulsions upon the victim for three rounds. The curse effect is similar to the reverse of the 4th-level wizard spell remove curse. It can affect either a creature or an item, but the curse itself must be spoken.

Mystics advance as clerics, with the Hit Dice of a wizard, though with an additional 2 hp per level. They can automatically cast the first-level priest spell cure light wounds three times a day, as well as the first-level wizard spell charm person once a day. The Mystic can also make brews and philtres, including potions and poisons of various effects and durations (these must always be liquid, and act as the potions of the magical item list in the DMG). The Mystic can make one such potion per week.

Mystics for the purposes of spellcasting progress as priests, though with a difference: the spells the Mystic receives at first level are first-level priest spells. Additional spells received at second level are first-level wizard spells. Spells received at third level are second level priest spells, and so on, to the fifth level of spellcasting. In other words,

	Level
	Spells Received

	1
	One L1 priest (P) spell

	2
	One L1 priest (P) spell, one L1 wizard (W) spell

	3
	One L1 P, one L1 W, one L2 P

	4
	Two L1 P, one L1 W, one L2 P, one L2 W

	5
	Two L1 P, one L1 W, two L2 P, one L2 W, one L3 P

	6
	Two L1 P, one L1 W, two L2 P, one L2 W, one L3 P, one L3 W

	7
	Two L1 P, one L1 W, two L2 P, one L2 W, one L3 P, one L3 W, one L4 P

	8
	Two L1 P, one L1 W, two L2 P, one L2 W, two L3 P, one L3 W, one L4 P, one L4 W

	9
	Two L1 P, two L1 W, two L2 P, two L2 W, two L3 P, one L3 W, one L4 P, one L4 W, one L5 P

	10
	Two L1 P, two L1 W, two L2 P, two L2 W, two L3 P, one L3 W, two L4 P, one L4 W, one L5 P, one L5 W

	11+
	--No additional spells are granted past this level--


Mystics may not carry or use any weapon other than a small sickle-shaped dagger with which to cut herbs for potions.

Darine Sharpster

This character is usually found among the Vistani. The Sharpster can be a man or a woman, but is typically a man. The Sharpster is a talented charmer, confidence man, pilferer, and entertainer (usually of the hand-is-quicker-than-the-eye variety).

Sharpsters are, first and foremost, con-men. They specialise in all sorts of tricks and games designed to liven spirits and to earn a living (what gorgio morality says of this way to earn a living is of no consequence to a Darine, anyway). To this end, Sharpsters can automatically cast the first-level wizard spells charm person and alter self an unlimited number of times per day, and the third-level spell suggestion three times per week. They gain +5% to the thief ability Pick Pockets, and know Thieves' Cant wherever they travel regularly. They can also influence crowd reactions as a bard, whereupon when the Sharpster is addressing a crowd the audience must save vs. paralysation, with a -3 penalty for every three experience levels of the Sharpster. Should the saving throw fail, the group's reaction is automatically shifted to friendly; those who save feel animosity toward the Sharpster, suspecting the nature of his scheme. Sharpsters advance as thieves, and may use the weapons of that class. Some Sharpsters have been known to be multiclass fighter/thieves, but never mage/thieves or fighter/mage/thieves. 

This is how I have developed Haven for My Campaign; this is not Canon, it is what I extrapolated and developed for My Campaign. Enjoy...

The Lost Land of Haven

Location: When in the Prime Plane, the Lost Land of Haven is found in the eastern most corner of the Grand Duchy of Karameikos, north of the Vyalia Elves and east of the Wufwolde Hills. Otherwise, the Lost Land of Haven is somewhere in the land of Faerie.

Area: 1,344 sq. mi. Population: 2,880, including 1,440 Humans, 720 Elves, 480 Dwarves and 240 Halflings, as well as an indeterminate number of Faerie Folk (Haven Village, 480). Languages: Haven (archaic dialect of Traladaran with strong Daro admixture), Elvish (Londyrl dialect), Dwarvish (Haven Dialect), Lalor (old Halfling language). Coinage: Royal (gp), Noble (sp), Common (cp); barter is used more often, as coins are minted mostly for trade with the outside world.

Government Type: Limited Monarchy, advised by the Clan Elder Council.

Industries: Farming, cattle, mining

Description: Haven only lies partially within the Prime Plane. The nature of the region is such that for part of the time Haven is in the Prime Plane and the other part of the time it is in the land of Faerie [the Spirit Plane, aka the Spirit World, aka the Otherworld]. Whether Haven is in the Prime Plane or in Faerie is determined by a mysterious and convoluted series of astrological calculations known only to a very few wise sages and Vyalia Elves. Thus, few can really tell when Haven will be on Mystara and when it will be in Faerie [in other words, DM's decision]. When Haven is in Faerie the area it normally covers on Mystara is an empty land of forest and hills, bathed in mists and fogs. Sometimes voices are heard out of the mists, and on rare occasions people slip into or out of Faerie. There are a few sites where it is easy to slip in between, if one knows the path.

When Haven is in Faerie it is lit by a sun in the day and a moon and stars by night, though they are not the sun, moon or stars of Mystara. While Haven is in Faerie the borders of the land are bathed in mists, and those who step into them rarely return, as they end up elsewhere in Faerie [perhaps on the Ethengar Steppes or in the Dunadale Bogs, or somewhere else altogether, DM's choice]. While Haven is in Faerie a random amount of time passes on the Prime Plane for every day Haven spends in Faerie (roll once for the relationship for each period in Faerie):

	D10
	Mystara

	1
	7 weeks

	2-4
	7 days

	5-6
	1 day

	7-9
	1 hour

	10
	1 minute


Thus, a party can spend two months in Haven while it is in Faerie and when Haven returns to the Prime Plane discover that less than two hours have passed on Mystara, or discover that over 8 years have passed on Mystara!

When Haven is in the Prime Plane it is located in eastern Karameikos. There the land is bordered by the Lake of Lost Dreams to the south, the River of Lost Dreams to the east, the Altan Tepes to the north and the Dymrak Ridge to the west. It is a land of rolling hills and meadows, with some small stands of forests in the east. The centre of the land is dominated by the Silver Crown Mountains, a spur of low, weathered peaks reaching down from the Altan Tepes [the Silver Crowns are also known to the Traladarans as the Thunder Peaks]. In a wide valley in the middle of this circle of peaks lies Haven Village, which is the "capital" of the land, for this is where the Palace of the Silver Princess is found.

The peoples of Haven are a goodly folk, as Haven is a land where Humans, Elves, Dwarves and Halflings all live in harmony under the aegis of the Faeries. There are nine human clans while each of the other races are each made up of one clan. The Elders of each clan form the Elder Council, which is an advisory board for the Silver Princess. They are rarely called together, as there are few things that are required of the Council. They usually only meet once a year, the day before the Princesses Birthday, which is the largest festival in the land.

Notable Sites: The Palace of the Silver Princess (in Haven Village); the Hectoliths, a stand of 100 dark and ominous Standing Stones (at the northernmost point of the Silver Crown Mountains, overlooking the Volaga Rift); the Citadel of the Silver Crown, the tower of the Black Knight of Haven (above the first valley into the Silver Crown Mountains); Dreamtree, the Clanhold of the Elves (on the west bank of the River of Dreams); Syrrak, the Clanhold of the Dwarves (on the highest peak in the Silver Crown Mountains); and Galass Downs, the Clanhold of the Halflings (in the first valley into the Silver Crown Mountains).

History: The history of Haven began long ages ago in the chaos following the Great Rain of Fire. After the cataclysm, the Immortals brought the Spirit Plane, an Outer Plane charged with the essences of the four Spheres of Life, into conjunction with Mystara. The region of Haven became strongly tied with the Otherworld, and would often slip between the two planes, being part of one or the other or rarely both at the same time. The only inhabitants at the time were the native animals, as no Humans, Demihumans or Beastmen remained in the area. During the era of the Taymoran Empire the region of Haven earned a reputation to the Necromancer-Kings as a land of mists and strange magics; it became taboo to approach, and remained a land of verdant forest and wilderness until 2200 BC, when several clans of Elves broke off from Ilsundal's long march and settled in the area. They made the misty lands their home, and named it Haven, for to them it was such.

The Elves lived quietly in the region until the destruction of the Taymoran Empire in 2000 BC, when the lands to the south were destroyed and formed the northern Sea of Dread. A great number of clans sailed out to the newly formed islands and reformed their society along the lines of the sea, for such were their ancient ways. Others remained in the region of Haven and on the mainland; the bulk of these clans formed the Vyalia Tribe, while a smaller number remained in Haven proper and formed the Londyrl Clan. The Londyrl lived in relative peace and tranquillity for three hundred years until the explosion in the Highlands caused by another group of Elves in 1700 BC. The mystic damage caused to the Spirit Plane by the Blackmoorian Device affected the lands of Haven differently than they affected the Ethengar Steppes. The Planar Energies of the explosion caused Haven to be thrust into a secondary conjunction with the Dimension of Nightmares; thus, the dark beings from therein could use Haven as a stepping stone to enter Mystara. The Londyrl, while magically powerful, were not strong enough to stop the Nightmare creatures from entering on their own. Thus, they made an alliance with a clan of Sidhe native to the Spirit World. The alliance was cemented by the marriage of Lavenna, the Queen of the Sidhe to Aurille, the King of the Elves. With the assistance of the Sidhe and their magics the Elves were able to fend off the attacks from the Nightmare Dimension and seal many of the breaches between the two realms.

Peace again settled across Haven, and ruled the land for centuries more. The Londyrl lived side by side with the Traldar fro, 1500 through 1000 BC; the Traldar regarded the land of Haven as a sacred land of Sylvan and Faerie folk, and gave the Londyrl wide and respectful berth. Then, in 1000 BC, the peace of Haven was shattered by the invasion of the Gnolls from the west. Many Elves of Haven stood by the Traldar in their battle against the Gnolls, and many fell, bringing the land of Haven nearly to ruin. During the next century, peace-loving Dwarves, Halflings and Humans were invited to live in Haven if they would aid in it's defence from attacks by the surrounding barbaric tribes. These peoples were the ancestors of the modern residents, and helped to rebuild the land of Haven. The allied peoples protected Haven from all outside forces for over a thousand years (Mystaran time); they kept mostly to themselves, leaving the Traldar alone in their Dark Age. During this period Haven was not even in the Prime Plane overly much, and as a result the very land of Haven became little more than a myth to the people of Mystara. Also during this period the relationship between the Sidhe and the others residents of Haven grew more distant as the threat from the Dimension of Nightmares fell into tales of myth and legend.

The Elven King Aurille passed away in 1400 BC, and was succeeded by his wife, the Sidhe Queen Lavenna. Queen Lavenna passed on to her next incarnation in 1100 BC, leaving the land in the hands of her son, also named Aurille after his father. Aurille II ruled from 1100 through 400 BC. His son, Orollion, ruled from 400 BC through 200 AC; his wife was Rowena the Minstrel, an Elf from the Land of Aran on the Isle of Dawn. Aurille III, the son of Orollion and Rowena, ruled from 200 through 600 AC, and was a strong ally of the Attleson Kings of Darokin, especially in the face of the Thyatian threat. He opened the borders of Haven to the Daro peoples, and many Daro immigrants intermarried into the Human Haven clans during his rule. Orollion II took the throne in 600 AC; he ruled wisely for many years, until the Thyatian invasion of Traladara in 900 AC. He felt that the Thyatians would eventually turn to Haven, and thus sought out ways to defeat the Thyatians. Having been powerful in the ways of magic, he decided to seek out a solution to the threat in the land of Faerie, and went on a quest into the mists surrounding Haven. He left his daughter, Princess Argenta, to rule Haven in his stead. He has not been heard from since, and though it is believed by many that he has been killed on his quest, Argenta refuses to be crowned Queen until definitive proof is found.

In 960 AC the Palace in Haven Village was nearly destroyed; for a brief period of time the entire realm was firmly grounded in the Prime Plane as the conjunction between Haven and the Spirit Plane was overshadowed by the conjunction between Haven and the Dimension of Nightmares. An Eye of Arik, one of his many artifacts, was to blame, as it was used by the priest Catharandamus to attempt to bring Arik's Avatar into the Prime Plane. The crops withered, the cattle sickened, and the land was overrun by Goblins, Hobgoblins and Orcs. A group of wandering adventurers brought an end to the threat, and cast Catharandamus and his allies out of the land.

After rebuilding the Palace, Princess Argenta married Ellis the Pure, a Knight of the Order of the White Drake from the Isle of Dawn [Ellis had no part in the duplicity of the Order of the White Drake in the War of '59, and left the Order when it's treachery was discovered]. Prince Ellis, now known as the Black Knight (in mourning for his lost Order), guards Haven from any further incursions from the Dimension of Nightmares; he often brings in adventurers from elsewhere to send on missions to hunt down rumours of the followers of Arik and other Nightmare beings. Princess Argenta still believes her father may be alive; her Grandmother, Rowena, who appeared out of the mists of Faerie during the time of Catharandamus, knew nothing of his whereabouts, and Rowena's sponsor, Thendara (Ordana, an Immortal who works with the Sidhe-Protectors), also could not (or rather, would not) help her; thus, she seeks aid from adventurers who would brave the Mists of Faerie. Catharandamus, now mad and decrepit, keeps vigil at the Hectoliths, seeking some sign from his Patron Immortal.

Important Figures: Argentum, the Silver Princess; Ellis, the Black Knight; Ariksbane, the White Dragon; Dyramil Mellirian, Elven Clanmaster; Syrak Derkrist, Dwarven Clanmaster; Ghaerosz Merrytoes, Hin Clanmaster; Catharandamus, the Mad Hermit; Thendara, Immortal-Level Sidhe-Protector.

Flora and Fauna: Many normal animals inhabit the lands of Haven; of these, a fair number exhibit higher than normal intelligence, due to the nature of Faerie. Many Sylvan and Faerie creatures also inhabit the land of Haven, including Centaurs, Dryads, Fauns, Pixies, Sprites and even a few Treants. Very few baneful creatures inhabit the land; the most notable are a clan of Wood Imps in the region of the Hectoliths and a pride or two of Owlbears. There is also the rare foray or raid by the Goblins of the Dymrak and the Orcs of the Wufwolde Hills. Unbeknownst to the peoples of Haven, a small group of Beholder Cultists of Arik have set up shop at the Hectoliths, allied themselves with Catharandamus, and have begun contacting the local Goblin and Orc clans, who remember tales of the good times when they raided Haven 40 some years ago. 

This is my Pantheon of Traldar Immortals that I developed for my campaign to go along with the ancient Traldar history; these Immortals are the old Immortals of the Traldar, that were worshipped before the Beastman War of 1000 BC; they are still worshipped by the Traldar of the Hollow World, though Halav, Petra and Zirchos (Zirchev) are also popular Great Heroes... Needless to say, it was modelled after the ancient Greek pantheon, as the Traldar were also designed with the Greeks in mind. All of this is IMC, of course... [The Traldar Kingdoms of the HW, needless to say, make an excellent setting for a Hercules/Xena style game]!

Immortals of the Elder Traldar

 (Not including the Great Heroes**)

	Traldar Name
	Common Name
	AL
	Areas of Concern

	Asterios*
	Asterius
	TN
	Trade, Merchants, Thieves

	Cthonos
	Thanatos
	CE
	Death, The Underworld

	Daros*
	Kagyar
	TN
	Craftsmanship, Metalworking

	Dianna*
	Diulanna
	NG
	Willpower, Archery, The Moon

	Gaea*
	Djaea
	TN
	Fertility, Crops

	Heilos*
	Ixion
	TN
	The Sun and Harvest

	Hela
	Hel
	CN
	Magic, The Stars

	Khoronus*
	Khoronus
	TN
	Time, Wisdom, Rulership

	Night
	Nyx
	TN
	Darkness, the Night, Revenge

	Panos
	Faunus
	CN
	Wine, Herdsmen

	Protios
	Protius
	TN
	The Sea, Sea Travel

	Sonios*
	Ilsundal
	LG
	Forests, Music

	Tarastia*
	Tarastia
	LN
	Justice

	Tauros*
	Thor
	LN
	War, Valiant Combat

	Terra*
	Terra
	LN
	The Earth

	Tyche*
	Tyche
	CN
	Luck

	Valeria*
	Valerias
	CN
	Love, Romance, Passion


* These Immortals are the "Tarsian Twelve" of the Traldar. The home of the Elder Traldar Immortals was believed to be found on Mount Tarsus, the highest peak in the Altan Tepe/Black Peaks/Cruth Mountain Range. Though Daros/Kagyar had been the original Patron Immortal of the Traldar, the Traldar mythology developed greatly over the centuries, adapting many of the Immortals of the Earth People and the People of the Night (the local peoples descended from the Taymorans). These Immortals included Thanatos, Hel, Nyx and Faunus. Khoronus was the ostensible ruler of the Tarsian Twelve, though Ixion took the lead in many cases. These Immortals are still worshipped in much the same manner by the Traldar peoples of the Hollow World, though the Hero Cults of Halav, Petra and Zirchev are strong there as well.

** The Hero Cults revered the many Great Heroes of the Traldar people. While most were mortal men (and women) who had attained Great Hero status (such as Sclaras, still revered today in Thyatis, as well as in the Milenian Empire and Traldar Territories), a fair number were Scions of the Immortals (Darocles, the founder of Mesonias was one such). The Hero Cults of the Elder Traldar are still reflected today in the Church of Traladara, as Halav, Petra and Zirchev were Great Heroes of the last days of the Elder Traldar Unlike these three, the Great Heroes of the Traldar Hero Cults were not necessarily Immortals; a very few were Immortals, and while some others had attained Exalted status under their respective Immortal Patron, most had simply passed on as any normal mortal would, and their former Patron Immortal kept their spirit alive by granting a few spells to worshippers. The Hero tradition among the Hin of the Five Shires is also an outgrowth of the ancient Hero Cults of the Elder Traldar, adapted to the Halfling way of life and belief. 

I've thought of adding some _religion_ into Mystara. Here is the Church of Karameikos seen from a different Light. Tell me what you think

The Church of Karameikos

The White Light: The White Light is what we came from. In the beginning the world was created from the White Light. The White Light is Knowledge, Purity and Illumination

The Darkness: As the word came between the White Light and the people, the world cast a shadow. People living in the darkness forgot the beauty and purity of the White Light. They learned about greed and selfishness, and thus, Evil came upon the world.

The Moon: There were many Prophets in the Old world. But Evil was also present. The Greatest of Prophets, Asterius saw that Darkness was evil, and warned the people of the Old World. But they would not listen. As Evil turned upon itself, the Old World was destroyed, but the White Lights spared Asterius.

Asterius ascended to dwell among the Immortals, and he created the Moon to reflect the White Light at night.

Evil: Even though the Moon exists the Darkness is present. The Demons whisper lies in your ear and sow the seeds of selfishness in your mind as you sleep. The Greatest of Demons in Thanatos, but do not call out his name lest you want him to listen.

The Immortals: Most loved children of the White Light, they have sworn to protect us against Evil and lead us to the Path of Illumination. These are the most wise of the Immortals; Asterius, Ilsundal, Kagyar, Valerias and Vanya

Demons: Even the Immortals can be seduced by Darkness. So it was with Thanatos, the firstborn of the White Light. At that time he was a luminous being, but he was the first who discovered the Darkness. And thus he became its most powerful slave. For he is our greatest Enemy and even Asterius fears him. Only those who remain on the Path of White Light are safe from him. Other Immortals believed his lies and we can only trust the most wise.

Death: We come from the White Light. And to the White Light we shall return. But only if our Soul is unstained by Sin. When we die our souls are plunged into Limbo. Asterius will lead the unstained soul to his realm, the Crystal Halls of the Seven Moons. Stained Souls must remain in Limbo till Time purifies them. But this time of purification is painful and your soul is unprotected from the Demons.

Afterlife: The Pure Souls shall dine with the Immortals in the Crystal Halls of the Seven Moons, forever enlightened by the White Light.

The Book of Jowett: The Wise Oliver Jowett has written this Holy Book to guide us through the hardships of life.

Angels: Divine brilliant beings sent from asterius to guide and protect us. Eternal messengers

Demons: Alphaks, Demogorgon and Orcus and their servants. Beware these foul beings as they attempt to lead you off the Path of the White Light. 

Achelos Adventure
Information on Western Karameikos 
Hi everyone. 

About a week and a half ago, I asked if anyone would be interested in my development of Western Karameikos, loosely based on by Lloyd Alexander. Several people expressed interest, so I am posting this to the mailing list. Given the recent copyright debate, I should like to make clear that much of this material is derived from the excellent work of Lloyd Alexander and that of TSR. I'm sorry it's taken so long, but here it is... 

Geography: The Cruth Lowlands are very sparsely settled, wild, empty lands. Small Traladaran farms and tiny villages occur occasionally along the rivers or on one of many smaller tributary streams. Narrow trails, barely discernible to the untrained eye, wind through the countryside, connecting the isolated villages. The Black Peak Mountains form a beautiful backdrop for these lands (see the picture on p. 5 in KKoA). They rise from only about 1,500 feet above sea level to peaks over 5,000 feet. The two most dominating mountains are Mt. Tybor (5,100'), known to the locals as Mt. Achelos, which juts sharply out into the surrounding lowlands between the Magos and Gustos Rivers. Mt. Dread (5,400'), farther East, is a high, isolated mountain with a bad reputation; a unique situation causes Mt. Dread to be visible from many sites far away: Riverfork Keep, the village of Verge, and, on especially clear days, the treetops of the southern Canolbarth forest. Lights, possibly large fires, are frequently seen atop Mt. Dread on the Equinoxes or Solstices, and sometimes on the Day of the Dead, but for as long as anyone can remember, massive fires blaze on the Night of Fire, indicating that a great treasure must be buried on the mountain. However, few brave Mt. Dread, and even fewer return. The Mountains are inhabited by several races of giants, some of whom are rumoured to have a predilection for human flesh. The Cruth Lowlands are a very old country: broad river valleys carved in eons past by great glaciers. Towering bluffs and stony hills, canyons which wind for miles to end up simply as a dead-end box canyon, hanging valleys, beautiful layers of sedimentary rock, all rise above the marginally-forested valleys, which serve as the home for the majority of the human population. The hills are extremely isolated, inhabited by the occasional ogre or bugbear, and teeming with wildlife. The rivers run lazily through the hills; all are navigable until near their sources. The Achelos' River is officially named the Black Peak River, but the locals still use its traditional name. History: The Cruth Lowlands have always been rather sparsely settled. The inhabitants of this area were enslaved by the Beast-men during that epic invasion, until the forces of Halav drove the beast-men to defeat. Around 500 BC, this area was claimed as a kingdom by a man named Achelos Chardastes, who claimed to be a direct descendant of King Halav. Achelos established a capital on the river named for him, nearly due north of the current location of Koriszegy Keep. Achelos was a wise and beneficent king who helped protect his followers from the monsters of the area. He was also noted as a great healer and worker of miracles, so the people loved him greatly. Soon after Achelos abdicated the throne in favour of his daughter he disappeared, but the people believed that Achelos would return to protect them in the future. For the next 17 centuries, the dynasty (renamed Vargos after Achelos' daughter married) ruled the area very loosely, trying as best they could to protect it from various threats. The legends of Achelos grew greater and greater, and he was soon venerated as an immortal. Remarkably, clerics who dedicated themselves to his teachings received spells and clerical benefits. This continued for 17 centuries, until the Thyatians began attempting to conquer Traladara in 900 AC. The Cruth lowlands were the target of a military operation launched from Tel Akbir and led by the intelligent and dashing General Muktar al Harb. The King had died only a year before the invasion, and his son, Achelos Vargos (King Achelos II), took the throne. The new Achelos and Muktar were both honourable, expert adventurers, and they fought each other for years, the Thyatian invaders paying dearly for each advance they made; the Traladaran defenders slowly retreating toward the Black Peaks. According to legend, Muktar finally sent a magical army against Achelos, defeating him. Muktar established his command at Riverfork Keep, and, even through the acquisition of Traladara by Stefan Karameikos, the area has remained under the control of the invaders from Tel Akbir, now under Karameikos. The area suffered greatly from the attacks of the Black Eagle Barony, but it seemed at times that the Fury did less than it could have to prevent these raids. Sites: Riverfork Keep is still the centre of the Thyatian presence in this area. It has a village of about 500 people surrounding it, but it is dominated by "The Fury of the West," a battalion of Karameikos' Fifth Division. Many smaller villages dot the countryside. The ruins of what are claimed to be Achelos' castle, although mostly destroyed by a series of earthquakes soon after Achelos' defeat, are located on the Achelos River north of Radlebb and Koriszegy Keeps. At the foot of Mt. Tybor (Mt. Achelos) is a large cave complex which is partially unexplored. Note that while a river, a large forest, a prominent mountain, and many other geographical features bear Achelos' name, it is unlawful in these parts to refer to them as such (Thyatian names, i.e. Riverfork Woods, Mt. Tybor, etc., must be used). 

Customs: The Traladarans of this area share many customs with other Traladarans. In addition, they are highly likely to follow the immortal Chardastes (known to them as Achelos) and follow older, season-based rituals. The Traladarans also believe strongly in their would-be saviour, Achelos. They still believe fervently that Achelos will return to save his people. They resist the attempts to convert them to the Church of Karameikos, and they despise their Thyatian overlords far more than do other Traladarans. The Thyatians, on the other hand, enjoy brutally suppressing rebellion in the Traladarans. It is illegal to refer to natural features as "Achelos'" anything, and the soldiers brutally put down any insurrection. On the other hand, the soldiers do help greatly to protect all the inhabitants from attacks by Giants, ogres, or bugbears. 

Personalities: 

General Nizar al Harb: (F8, AL: LN) Commander of The Fury of the West and descendent of Muktar. Suleiman is overwhelmed by his task as commander of Riverfork Keep. He spends most of his time running the Keep itself, and the rest is focused primarily on destroying the humanoids in the area. He would prefer to live in peace with the Traladarans, but he cannot bear the threat they make to his authority. He therefore authorises his advisers to do pretty much as they wish with the ethnic population. 

About 35 years old. He has black hair, a moustache, brown eyes, and dusky skin. He's about 5'10", 165 lb. 

Captain Suleiman ibn Subay (F6, AL: LE) Administrative Captain, second-in-command. Suleiman pretty much runs the show at Riverfork Keep. He has accepted bribes from the Black Eagle Baron for years (Ludwig would send criminals to the Cruth lowlands simply to be killed by the Fury to show that they were fighting Von Hendriks). Now that this source of income is gone (in 1011, I believe), Suleiman is casting around for a new patron. In the meantime, he is perfectly content to go on brutalising the Traladarans just for the sheer pleasure of it. He has many spies, so he knows nearly everything that goes on near the Keep, and he occasionally arranges the disappearance of a "problematic guest" (i.e., anyone who tries to dig beneath the surface of affairs in the Cruth lowlands). Suleiman is completely without morals or ethics regarding anything whatsoever; Ludwig von Hendriks loved him. 

Suleiman is in his mid-thirties. He is overweight and shaves his head completely. His skin is remarkably pale for one of Tel-Akbiri descent. 

Natasha Tibonerial: (MU6, AL: CN) Magist of the Fury of the West. Natasha is the daughter of immigrants from Thyatis City. She was also on von Hendriks' payroll. She really has no interest in the Traladarans, she simply wishes to live in as much comfort as possible. She has several business ventures operating in the lowlands that she will try VERY hard to protect. For now, she believes that her best bet is to retain her alliance with Suleiman, but she would desert him if she really thought it was for her best. 

She is about 30 years old. She is 5'9", 145 lb. Long, beautiful brown hair, brown eyes. Though she is physically fit, she is not particularly attractive: her nose is large, her eyes are small, and her face just looks somewhat strange. She speaks with a slight lisp, although she is able to overcome it with concentration. These factors help make her seem harmless and slightly hapless. 

Mahmud Buqumius: (C6, AL LN) Mahmud is the chief chaplain of the Fury of the West. He is an elder of the Church of Karameikos. He is not a bad individual at all, but his primary intent is to win converts to the Church, so he has no love for most of the ethnic Traladarans and their stories of Achelos. 

Usually found in comfortable priestly robes, although he occasionally wears armour for adventuring. He is about 5'6", 150 lb. His hair is black, his eyes are brown, and he has a distinctively Alasiyani look about him. He cuts his hair very short and sometimes smears it with oil to look more fashionable. He also walks with a slight limp, and is more than happy to tell the long story of how he received his injury years ago in an effort to spread the Good Word of the Church of Karameikos into the wilderness and has never fully recovered. 

Achelos: (?, Al: N) Of course, there is currently a Traladaran leader who calls himself Achelos. He claims to be of the lineage of the Royal Family, and, from his secret base (in the caves at the foot of Mt. Achelos) he directs the effort to kick out the Thyatians from this part of Traladara. It is up to the DM to decide whether this is the real Achelos Chardastes, travelling forward in time to help his dynasty, or if the true Chardastes will return to bring a peaceful coexistence between the Thyatians and Traladarans. 

None but loyal Traladarans know his (or perhaps even her) identity. 

Achelos Story
This story should be generally known to the characters, but they might need to go to a bard or sage, or even just a local, if they do not come from Karameikos or if the DM determines they don't know the story. Two stories are here: first the Traladaran version, second the Thyatian version. The differences are subtle, but important. This is the story of the conquest of the Cruth Lowlands of Traladara by the Thyatian invaders around 900 AC These stories are fairly well-known in Karameikos, each race knowing its own version, but the facts of the conquest outweigh it: no significant magic was used in the conquest of Traladara except at Marlinev, and even there they used nothing comparable to this "magic army" which has since disappeared. People everywhere, especially Thyatians, view the magic army as sheer fiction, and this is viewed as a children's story.

Traladaran version:

King Achelos II was a great king of his land more than a hundred years ago. Things were different then. The Traladaran people ruled themselves, living free in the woods and hills of their beautiful homeland. King Achelos II ruled wisely and honourably, and there were those who said that, perhaps, the great King Achelos of old had returned in this, his descendent. The Traladaran people lived free lives in the wilds, protected by their generous king and queen, Achelos and Darilla, his beautiful wife.

However, the peace of the Traldarans was not to last. Invaders came from the land of Thyatis. They desired to take the land of Traladara, to use it to further the aims of their emperor. King Achelos II led his people in the fight to defend their land against the invaders. The forces of Achelos held the Thyatians off, repelling their attacks. The Thyatians would occasionally win a battle against isolated villages of small groups they ambushed, but every time the Traldaran heroes of the time tried to stand against the Thyatians in a fair fight, the craven enemies simply fled. The Thyatians did not seem to have any chance against the honourable Achelos.

But then came the Thyatian General, Mahmud. He took over the army invading Achelos' lands, and he forced them to fight. Mahmud personally led the charges against the Traladarans, standing his ground, even against the odds. The cowardly Thyatian soldiers were forced to fight by this fearless leader. The Traldarans resolved to fight even harder against this new threat.

For years the war slowly continued, with each side winning and losing victories. The Thyatians brought in a never-ending stream of soldiers and equipment from their empire, but the Traladarans fought on bravely. They fought to defend every inch of their land, making the Thyatians pay dearly for every victory.

One day, in the shadows of Achelos'' Mountain, General Mahmud led a battle against a much larger force of defenders. The Traldarans were routing the Thyatians when Mahmud, for the first time in his life, called a retreat. The General stayed behind defending the escape each of his soldiers, but in his valiant attempt to protect his men, he was captured by King Achelos II, himself.

All the king's advisers told him that he must kill Mahmud. But Achelos was honourable, and he had been impressed with the general's valiant behaviour. The two leaders spoke in private for many hours, and then Achelos let Mahmud go.

Mahmud returned to his camp, and soon repaid Achelos' kindness by sending a magical army against the Traladarans. Mahmud wanted to defeat the Traladarans with the magical army, but he insisted that the army not kill the King. The magical army did its job quickly, before the Traladarans even knew what was happening, King Achelos had surrendered to the rule of the Thyatians. The king retreated into the depths of the earth, where he sleeps in his stronghold, with his ancestor and namesake, until the time when Traladara needs him again.

Now there are rumours that Achelos has returned to save his people from the burdensome yoke of oppression under the Thyatians...

Now the Thyatian version:

The effort to add Traladara to the Thyatian Empire began over a century ago. Nowhere was the struggle as fierce as in the Cruth Lowlands of what is now western Karameikos. The legions fighting in this area were predominantly bands from the Duchy of Tel Akbir, and they met fierce resistance from the natives. Elsewhere in Traldara, the aboriginal inhabitants skulked around, sabotaging the Thyatian war effort. The dogs also tried these tactics in the Cruth, but their king, Achelos II, did not allow this. He taught his subjects to stand up and fight like men, and the legions were at a disadvantage because they did not know the territory.

The emperor, in his great wisdom, sent a new general to the Cruth, General Mahmud the Valiant. He tough the soldiers fighting in Traladara that they must be strong and brave to fight against these armies. He personally led them into battle against the Traladarans, standing his ground, even against the odds.

But the Traladarans continued to fight, and the Thyatians lost many men. But they continued to press forward, forcing the Traldarans to retreat ever farther in the face of progress and civilisation. One day, in the foothills of the Black Peak Mountains, the brave General Mahmud led a battle against a much larger force of natives. The Traldarans were routing the Thyatians when Mahmud, for the first time in his life, called a retreat. The General stayed behind defending the escape each of his soldiers, but in his valiant attempt to protect his men, he allowed himself to be take prisoner by Achelos so that the king would allow his forces to escape.

All the Achelos'' advisers told him that he must kill Mahmud. But Achelos was honourable, and he had been impressed with the general's valiant behaviour. The two leaders spoke in private for many hours, and then the honourable Achelos let Mahmud go.

Mahmud returned to Camp Riverfork. A few days after his return, he received an ultimatum from the Emperor: either force the surrender of Traladara in three months or face Hattian legions sent to defeat both the Traldarans and the Thyatian soldiers who, by failing, had proved their disloyalty to the emperor. Although the brave general cared not for his own life, he worried about his own men. He squandered his entire family fortune on a magic army to send to civilise the Traladarans. When he learned that the Hattian legion had landed only a few days' march away, he redoubled his efforts, sending the magical army with orders only to spare King Achelos II. Mahmud's efforts paid off, and he finally conquered the resistance effort.

Western Traldara could now take its place as a great part of the empire under the guidance of Mahmud, but this was not to be. Soon after his victory, someone attempted to assassinate the general at a ceremony celebrating the conquest. A guard attacked the assassin just as a quarrel was fired, sending it off course. Mahmud saw the quarrel speeding toward a priest celebrating the ceremony, and he dove into its path. The quarrel was coated with a deadly poison, and Mahmud was instantly slain.

The end

The party should somehow learn from a magic-user or sage studying this tale who believes that there must be some truth to the legend of a magical army. An accomplice of the NPC recently investigated: he thought that it must still exist, but he was never heard from again. What is known is that he was somehow interested in some sort of horse festival in the village of Allia-Colba. The party should either be hired to investigate the magic army or else decide to investigate themselves. On the other hand, the party could begin the adventure simply trying to fix the corruption and hatred in this part of Karameikos. 

This details an adventure set in Western Karameikos and based on by Lloyd Alexander: 

Journey part 1 

*** 

NOTE: throughout this adventure, any time the party speaks to Traladarans, they should focus on the dastardly behaviour of the Fury--they are cowardly and cruel, focusing their attacks on women, children, and the old. Thyatians should describe Traladarans as dirty, uncivilised thieves without honour. 

The party is travelling toward Riverfork Keep when they see a tiny Traladaran village named Vijohrid. There are only 12 buildings, just off the road, in a semi-circle around a public well. As the characters watch, a band of goblins (or other appropriate humanoid) mounted on wolves ride up the road from the other side. If the characters interfere, one goblin per character attacks the party, while the others go to attack the village. People run screaming from the houses as the goblins set them on fire and begin attacking those who flee. The characters should probably deal with the goblins attacking them fairly quickly, or else simply ignore them. If the characters try to protect the villagers, make sure that the Thyatian character is simply in the right place at the right time to save the most Traladarans, including one tall, lanky young man. A minute or two after the last goblin dies, a group of Fury soldiers (members of the Fury in the West, the overwhelmingly Thyatian division of the Karameikos militia based at Riverfork Keep) comes slowly riding up the road from the direction the goblins came, casually walking their horses toward the burning village. When they see the party and the Traladarans, but no goblins, they rush forward to attack the party. If the party survives, the soldiers claim they thought that THEY were the ones who attacked the village, but the Traldarans will claim (out of the soldiers' earshot) that the Fury is lying. If the soldiers survive, they say that the PCs may rest up a bit, but then they must head directly to Riverfork Keep. If not, the party should head there on their own. Before the PCs go, the Traldarans thank them for saving them and insist they stay the night. The young man saved by the Thyatian character, Lino, offers to go along as their guide. He claims to be from the countryside very near Alba-Collia, and he knows all the short cuts and hidden trails in "All Achelos' Kingdom." Try to get the party to accept him. 

*** 

The next day the party leaves after a night of feasting, travel a full day, and arrive at Riverfork Keep in the evening. They should probably choose to stay in the inn, where their room, the "luxury suite," is about the size of a broom closet. This evening they should also report to the keep as instructed by the fury soldiers. They are granted an audience with the General the next afternoon. If they don't want to worry about their papers, have everyone they talk to warn them that they will be quickly executed if caught without the proper documentation. 

*** 

They should explore the village surrounding the Keep the next day. Lino is nowhere to be seen all day. As the characters explore the Traladaran market, cries of "Achelos, Achelos!" break out, and a massive riot begins. The characters witness mounted Fury soldiers beat Traladarans with clubs and other (mostly) non-lethal weapons. The party has to join the mass of fleeing people to avoid being trampled to death. The Thyatian PC notices a blind old woman who had been selling flowers in the market about to be trampled by a horse. Assuming that he (or she, but I'm just gonna say he from now on) goes to help her, he gets attacked by a Fury soldier. The party should all be attacked by a couple club-wielding soldiers, but the neutral character should get a massive knife wound in his arm from an unseen assailant. A great number more soldiers appear , these ones armed with lethal weapons, not just clubs. The party should try to retreat, saving themselves and the old lady. They will succeed in escaping into the crowd. 

*** Later, they should go to the Keep for their audience with the General. Nizar seems a genuinely good man, and he enjoys speaking about the scholarly aspect of the party's mission. Suleiman (his assistant who is also present) keeps returning him to the idea that it would be very dangerous for these "outlanders" to venture into the Cruth back country due to the civil unrest. Show the personalities of both here fairly accurately and in-depth (but don't tell the characters that the character descriptions are necessarily true). Make the party work for it, but the final conclusion is that Nizar will provide them with the papers, although he recommends against the trip. If they insist upon going, he will provide them with a temporary pass. Nizar also volunteers without the players asking that the army will provide them with supplies, including horses and a carriage to carry the characters and all the equipment necessary. The necessary visa, travel papers, weapon permits, and archaeological permits will take a couple days to process, but the characters, carrying only one weapon each, may head for Fort Gustos, a small outpost just below the first cataract of the Gustos River, the nearest outpost to Alba-Collia. The fort is about 30 miles away, but since the wagon will have to follow an indirect path, it should take them about 4 days. A couple of horsemen would be sent to the Fort as soon as the papers were in order, and they would meet the party at Fort Gustos, and the party will receive fresh supplies, as well as their weapons, at the fort. The General gives them a warning about "Ethnic Troublemakers," suggests they speak to Natasha, the Keep's magist, and wishes them well. 

*** 

Natasha has a fairly common Traladaran first name and an unmistakably Thyatian last name, and she could easily pass as either Traladaran or Thyatian. The neutral character is the only one to notice that she grows slightly pale at the mention of the "Magic Army." She is friendly and seems interested in the party's mission, but she tells them from the start that, although she has a small library of book with local significance, she fears they will find nothing of particular interest to them. Her words are true, and the characters find nothing that will help them. 

*** 

That evening a petty officer delivers the equipment, horses, and a beautiful, sturdy-looking, comfortable carriage, as promised by Nizar. 

*** 

The next morning the party learns that Lino has sold their carriage and purchased a much cheaper Traladaran wagon. Lino is terrified if any characters yell at him, but he sold the military's gift because the axle was nearly broken and only a couple of big bumps would make it completely undriveable. Lino kept the horses, saying that they were really top-notch, and he gives the party their change. 

*** 

The journey to Fort Gustos is marked by a barrage of irrelevant Traladaran proverbs intermingled with an occasional folk song performed by Lino. He leads them on many "shortcuts" through the back country. Any character who rides in the carriage gets covered in bruises from the incredibly rough trail, but the DM should determine some unpleasant weather condition (constant rain, snow, humidity, oppressive heat, mosquitos, etc.) to make it horrible to walk. 

*** 

The third day on the road should have some sort of minor wandering monster encounter. 

*** 

The group spends the third night out in a small village on the banks of the Gustos. This village has an inn, Lino has a long conversation with a few rough-looking men and women, including one huge Traladaran fighter named Durlasan. Lino soon disappears, and the party should probably go to bed. 

*** 

The party is awoken by Lino 2 hours before sunrise. He warns them that there has been some trouble with ethnic insurrection, and the Thyatian soldiers are heading their way. Lino is afraid that some of the people he was talking to last night may have had something to do with the attack, so he feels that it would be best if they simply left as soon as possible. He seems very sincere and there is an extreme sense of urgency in his voice. The characters should agree. But remember that they probably cast some of their spells the day before (the wandering monster encounter), and they do not get a chance to rememorise spells. 

*** 

About an hour after sunrise, the group is bumping along one of Lino's shortcuts, and they suddenly pop out onto the main trail, right in front of a company of Fury soldiers! Unless the party wants to fight 60 soldiers, the company stops the wagon and searches it. They abuse Lino and give him grief, but they finally agree that the temporary papers given by Nizar allow the party passage. They apologise, state that they can not be too careful with these Traldaran dogs, and that they fought a band of the rebels only a few hours before. Because of the danger of travelling this area (there are rumours spreading around this area that Achelos is in the region), the militia offers the characters an escort the rest of the way to Fort Gustos. 

*** 

The soldiers are very boisterous and even fairly friendly, but they occasionally spit on Lino or mock him. In the late afternoon, a scout returns to the company and reports that another band of rebels has been sighted to the east, and the company whoops and hollers, and everyone rides off without even saying good-bye. 

*** 

Lino is rather quiet the rest of the day and until the next morning, when he brightens up and becomes friendly and outgoing again. 

*** 

After two more days (yes, the 4-day journey took six) of shortcuts, proverbs, and songs (and perhaps a wandering monster or 2), the party finally arrives at Fort Gustos, tired and sore. 

*** 

The fort is a small affair: a wooden stockade against the river, with a few wooden buildings, a couple tents, several horses grazing, and two rowboats of the dock. The rapids are visible upstream, and a very faint roar is constantly heard. Several gaunt looking Traladaran servants tend some goats grazing inside the stockade. 

*** 

Lino stays outside to watch the wagon and tend the horses while the characters go in to talk to Lieutenant alJusif, the commander of Ft. Gustos. The party must wait to see alJusif, and a few Fury soldiers (who appear to be receiving less than the standard military rations) tell the party that ever since an entire company was captured , stripped, and tied naked to trees in the hills south of the fort a couple days before, the lieutenant has been very busy. The characters learn that there was only one company of soldiers patrolling the Gustos region at the time, so battle with the rebels must have gone badly for the party's military escort. 

*** 

The lieutenant is an obscenely fat, oily man with slicked back, jet black hair. He informs the party that no riders have arrived from Riverfork in over a week. He does not have their papers or supplies, and he refuses to give them any supplies. He also tells them that, though their papers permit them freedom and one weapon each, they would not be permitted to arm themselves any further or receive any more supplies from the fort until the horsemen arrived. He then rudely indicates that the audience is over. 

*** 

Upon returning outside, they find Lino sitting with their packs in the dirt. The horses and wagon are gone. Lino sadly looks up and says, "AlJusif's orders." Although the lieutenant refuses to see them again, his assistant tells them that their papers cover them and their personal equipment, not their horses or wagon. There is no place to sleep in the fort, so the party has to either camp out or walk to Allia-Colba (which should take all day). They should choose the latter, ford the Gustos, and head Northeast. 

*** 

After a brutal day of whatever weather condition is antagonising the party, as well as the equally-agonising Traladaran proverbs, the party finally arrives in the small, dusty town of Allia-Colba (about 120 inhabitants in the town, more in the surrounding countryside). This villa also has a small inn, and the characters get a tiny, cramped room and go to sleep. 

Journey part 2
The next section of the adventure set in Western Karameikos:

***

The party is awoken in the middle of the night, in an inn later on the night of their arrival in Allia-Colba. This time it is the innkeeper who awakens them, begging them to leave his establishment. It seems that alJusif's men followed the heroes to this inn. They burst in and told the innkeeper that his business would be burned down if the outlanders were allowed to stay. The soldiers inform them that they have learned of plans for a massive uprising, and alJusif did not want the characters to get involved. The innkeeper begs the characters to leave, and once they do, he refuses to let them back in.

***

Lino leads the party to a barn at the edge of the village. The characters are exhausted, be sure to stress this to them, but if they ask about the barn, Lino tells them not to worry and just go to sleep. They curl up in the straw on the ground and go to sleep.

***

The party is once-again awoken, this time by the returning inhabitants of the barn. Several goats wander in early the next morning, seeking refuge from the storm (either rain or snow) that has just broken. The goats, after a minor struggle, accept their new neighbours and settle in with them, occasionally trying to eat something in someone's hand. By the time the characters are recuperated enough to get up, the road is impassable from the storm. They'll be in Allia-Colba for a few days at least.

***

The next couple days is spent hanging around Allia-Colba. AlJusif's men seem to have forgotten about the group, at least for now. The party gets to know some of the Traladaran natives better, and become friends with some of them. Lino seems always to be there except when he is needed. In such cases, he often cannot be found for hours at a time. The party learns of an upcoming festival to celebrate the beginning or middle or end of some season or another (in your campaign, it should probably be a bit more specific). The inhabitants won't say anything about it except that it's a huge event and the "Maiden of the Spring" (or Fall, or winter...) would ride in on the white horse (clever characters might at this point remember that they heard something about a horse festival in Allia-Colba. One of the PCs think they see Durlasan in the village, but he ducks out of sight before they can be sure.

***

After the second night in he barn, a party member finds something buried in the straw: a Karameikan Fury in the West militia uniform. Several more are located before Lino sees and says, "it is best to leave these where they are. The village has taken you under its wing--it is best not to question it."

***

If the party mentions to Lino a desire to see the festival, he tells them that they should not attend, that they would be unwelcome.

***

The Traladarans tell the party they are more than welcome at the festival.

***

The festival is well-attended by many Traladarans, as well as a large contingent of the Fury. The night of the festival begins with a procession of a dozen or so strangely-dressed dancers.. There is a withered old man with white hair and a heavy coat, a pretty young girl wearing delicate green, etc. If the players figure it out, or perhaps with an intelligence check, there is one dancer who represents each of the twelve seasons. There is a massive bonfire, and everyone dances around the fire until the arrival of the Maiden of the Spring, riding her white mare.. As the maiden joins the wild dancing, there are loud, boisterous cheers, which soon change to cries of "Achelos, Achelos!" "Achelos has returned!" and, even most frightening, "Achelos is among us!" Near what the characters perceive as the centre of the chant, they see Durlasan egging the villagers on.

***

The Fury cavalry rides in, attacking with large clubs, even occasionally slashing with wicked-looking sabres. The party is forced toward the fire, and they must split up to avoid it. The Thyatian character(s) sees a young boy, about 12 years old, brandishing a burning branch at the oncoming Fury soldier. If he tries, the Thyatian can save the boy, but he is permanently separated from the other half of the group. He continues to have opportunities to save Traladarans as long as it seems practical.

***

The Traladaran character(s), on the other hand, finds himself forced into the middle of a very different battle. Durlasan is leading a group of large Traladarans beating and torturing fallen soldiers laying in agony on the ground. They rob dying soldiers and stab others in the back. The character must make the decision who to help.

***

More cavalry rides in from the outskirts of town, and all the Traladarans who can flee do, taking whatever PCs are with them. The party is reunited at Achelos' Fortress, a secret rebel base in one of the cave under the Black Peak Mountains. They are well-tended. A group of 4 men and one woman walk into the room, talking. Durlasan is telling them something; Lino and some other Traladarans are listening. As they enter the chamber, it falls quiet. After Durlasan finishes speaking, Lino nods his head at him and walks over to the party. Durlasan begins giving orders to various people hanging around the fortress. Lino explains that they are in Achelos' stronghold, and it is being considered whether they can be trusted to be let go. Lino sadly explains that he warned them not to come to the festival, for now, since no outlanders know of their secret, they might not be allowed to leave. A character should probably ask Durlasan for permission to leave. Durlasan will state that only Achelos himself may grant that permission, nodding toward Lino, who grins sheepishly.

***

Unless the party has been really cruel to Lino, he grants them permission to leave, so long as they swear to tell no one. He also offers to journey with them again.

***

The storm has mostly passed, and the party is able to leave. The first group of Traladarans to arrive after the refugees from Allia-Colba came up the River Achelos, and they arrive shortly before the group is ready to leave. The excitedly report that the storm had caused a fresh collapse at Achelos' Castle, allowing access to a secret dungeon beneath that no one knew existed. Lino suggests that they search this chamber, since it may provide clues to the final fate of King Achelos.

***

It takes half a day to get to the "castle," sailing down the Achelos River. The castle is actually an ancient Milenian-style temple, collapsing from its great age. The party has to deal with soggy ground, unstable ruins, flooded chambers, and trapped creatures in exploring the dungeon. It is a fairly small underground area, and they can quickly explore the whole area. Give the players a couple minor monster encounters to keep them on their toes. They also see a shelf covered with figurines between 20 and 25 cm tall, ornately decorated and gilded in the costumes of the dancers at the festival. An especially observant character MIGHT notice that there are 15 figurines, rather than 12. Mixed in with the other figurines are three chess pieces of very similar construction: a Traldaran King, a Traladaran Queen, and a Patriarch of Chardastes. The three chessmen radiate magic, but each of the other figurines is worth at least 500 gp in Mirros.

***

The real treasure in this secret dungeon, however, lies behind yet another secret door. In one passageway, there are a few feet of rubble littering the floor in front of an illusionary wall. Unless the characters climb unto the rubble or find another way of testing the phantasm, they don't notice the opening. Behind the opening they find a low table, unharmed by the age, on which rests a beautiful, ornately decorated giant onyx chess board. The entire Traladaran side, except for the King, Queen, and one bishop are there. On the Thyatian side, 2 pawns, a knight, and a rook are the only things. All these things radiate strong magic, so much so that any magi-using character, or any elf, can feel the powerful magic radiating from these items.

***

Upon returning to the outer chamber, the group runs into Natasha Tibonerial. She (actually a projected image) thanks them for retrieving the artifact for her. She's bee searching for it for years. Now she can make sure that no one ever steals from her the power that is rightfully hers. She has a big long speech in which she explains how brilliant she is (classic villain speech), tells the heroes that it is rather ironic, they will die in the same place as King Achelos II did. She cackles maniacally, disappears, then begins sending fireballs in to collapse the tunnel.

***

If the players are at least semi-intelligent, they retreat into the secret room, then try to claw their way out of their brand-new tomb.. They take too long to get out, and they fear that Natasha is long gone. But she is up in front of the ruins with Suleiman, arguing about who double-crossed whom. Natasha soon flees, but then it is Suleiman's turn to cackle maniacally, play the psychopathic villain, etc. It should be a thrilling battle, but the party should hopefully eventually triumph, perhaps with some divine assistance. However, Suleiman should be allowed to escape to plot even more evil, and to take his revenge on the players. 

Achelos'' Chess Set:
This beautiful artifact was created by the immortal Chardastes (aka, Achelos).

The board is a huge, well-polished, beautiful black and white onyx chessboard. Each square is about 10 cm (4 inches) square, and there is gold between the squares. The 16 squares at the front and back (the first two rows of each side) have a likeness of the piece which belongs there within the onyx. On both sides (not the front & back) there is a storage rack for the pieces. Each piece has its own place on the rack.

Thyatian side:

All are ornately carved and decorated Arabian-looking white onyx figurines, between 25 cm (vizier) and 12 cm (pawn)

King=Muktar; Vizier = Muktar's chief assistant; White bishop: priest of Tarastia; black bishop: Priest of Vanya; Knights: Captains in the Thyatian Foreign Legion; Rooks: the Thyatian army magists; pawns: standard Thyatian foot soldiers.

Traldaran side:

All are ornately carved, vividly painted black onyx figurines, between 24 cm (king) and 12 cm (pawn)

King: Achelos; Queen: Queen Darilla (Achelos' wife); White Bishop: priest of Achelos (Chardastes); Black Bishop: priest of Halav; Knights: Traldaran Paladins; Rooks: Traldaran druids; pawns: Traldaran peasants.

In addition to the mental game power described above, the chess set has a few more powers: If the players make any sort of a wager on the outcome of the game, they must stick to their promise or suffer a double-strength geas (this effect may or may not be detected by normal methods, DM's choice). If any of the pieces ever become separated from the board (a beautiful white marble and black onyx board with slots on the side for captured pieces or for when not in use), Anyone touching a square or a slot will automatically know the direction of the piece that belongs there. It is impossible to cheat at this game of chess (again, this may not be revealed).

I made this a minor artifact using OD&D rules, but I don't know how well it would translate into AD&D:

Powers...

1. The chess game can be played psychically. After a game is started (which can only be done when all pieces are present and in their place), the two players who begin the game can continue playing psychically. By focusing on the game for one round, the knowledge of where each piece should be on the board enters the players mind, and the player can mentally make his or her move. This continues to work even if the pieces are physically removed from the board, but no player may ever move out of turn. Each move costs 20 power points.

2. When someone touches the square on the board where a piece should be or its place in the holder, the knowledge of the direction (north, east, up, etc.) of the piece's actual location. This ability, a modified locate object, simply helps the user to find the pieces so a new game may start. The direction of the piece at the moment that the power is activated is learned, but this knowledge is instantaneous, and it could easily move. Plus, no distance is known, only direction, so it will usually take several activations to locate each piece. Each search for each individual piece costs 20 power points.

3. A character in physical contact with any part of the artifact may, by concentrating for one round, be healed of 7 hit points from a cure light wounds spell, but each use costs 15 power points.

4. A character who prays to Achelos or Chardastes (even just gasping the name) who is in physical contact with any part of the artifact is cured of 14 hp from a cure serious wounds, but this drains 25 power points from the artifact.

The artifact can have up to 80 power points within, and it regains power at the rate of 5 points per turn, 30 points per hour. If the artifact does not have enough points when a power is activated, it simply has no effect.

Penalty...

Each time a power is activated, there is a chance that it will result in a penalty. When a penalty occurs, the character becomes immune to ALL healing magic (except immortal magic) for a number of days equal to the 1/5 the number of power points currently used up (for example, if a character uses the cure light wounds power twice in rapid succession, but the artifact has not yet been used that day, it has 30 pp used. If a penalty is indicated, the character is unaffected by healing magic for 1/5 of 30, or six days). The character cannot be healed by any form of mortal magic or magical item, even a wish, but natural healing is not hindered and the artifact will still work to heal the character. However, the duration of the resistance is cumulative, so characters should not rely solely on the artifact's healing powers. Check for a penalty each time a power is used.
Power #1- 10%
Power #2- 10%
Power #3- 5%
Power #4- 15%

Handicap...

Any character who uses a power of this artifact, or anyone in the middle of a chess game with this set, is automatically effected by a Truthtelling spell (as if cast by a level 40 cleric) every time the individual says anything regarding the artifact, even if the character is not willing to accept the spell, and there is no saving throw. This handicap lasts as long as the character is playing the game or has part of the artifact in his or her possession after using a power. Even after the game ends or the artifact leaves the character's possession, the handicap remains for 30 days.

The truthtelling spell, described in GAZ2, The Emirates of Ylaruam, is a 3rd level clerical spell. Normally it can only be cast upon a willing target, but the artifact bypasses this requirement. GAZ2: "Any creature swearing an oath to perform an action or vouching for the truth of a statement will be cursed as the 3rd level clerical spell if they do not perform the action as promised or if the statement they have vouched for is false. The DM is the sole arbiter of whether an action has been performed acceptably or whether a statement is true. The DM determines the nature and timing of the curse. If appropriate, use the wording of the oath as a guide... make the curse fit the seriousness of the crime, and time the effect of the curse so that observers may recognise it as a judgement of the character's faithfulness to his oath." While this may not seem very serious, a very common mannerism among both the Thyatians and Traladarans of this region is to reply "Really?" or "Yeah?" or "Truly?" to even the most trivial statements, and saying yes after one of these questions qualifies as vouching for the truth of a statement.

I haven't decided how the artifact could be destroyed, but it should be very difficult. 

Finale 
The end of this adventure is pretty much open. I think the way I finish it up will be like this (provided my players are still alive & cooperating): 

*** 

The party manages to dig or spellcast their way out of the collapsed cellar. 

*** 

When the party comes out of the ruined temple, they see Suleiman and a white-robed stranger standing arguing with Natasha. Natasha turns and casts a spell at the party. Suleiman attacks her, and, realising she cannot hold her own, she uses her magic to teleport away. 

*** 

Suleiman's companion begins casting spells at the party. The PCs and Lino try to defend themselves, but they should quickly realise that they are outclassed, but before they are defeated, rapid hoofbeats should be heard approaching. 

*** 

A dashing young man with black hair and exotic, Ylari clothing, like a mythical hero straight out of "Alasiyan Nights," rides up brandishing a finely-crafted sabre. He is bleeding from a cut above his left eye, and that arm is at his side in a sling. "Nizam," he cries, "Halt!" 

*** 

The mage looks up at the oncoming horseman, eyes wide with terror. "Stay out of this, old man," he cries. "This is none of your concern!" 

*** 

"There you are wrong," replies the newcomer, swinging one-handed off his horse. "Anything that corrupts this land is my concern. I challenge you to leave this land and never return, or to fight me in honourable combat." 

*** 

The mage quickly looks at the horseman's injuries and decides that now will be the best chance he will get. "Then prepare to die, old man!" 

*** 

The two fight, the horseman with his sword, the wizard with his spells and staff. The fighter tells the PCs that this is his battle with the wizard, and asks them not to interfere. However, he tries to block any damage from either the mage or Suleiman that comes toward the party. The party should be able to contain Suleiman, although that's quite a struggle. Suleiman should soon flee once it is evident that the battle has turned. The PCs, by this time, are in such bad condition that he will be able to escape. 

*** 

The duel between the wizard and the swordsman is still raging, and neither one is in good condition. The fighter gets good swing, and the mage falls to the ground. The young "old man" backs up, allowing the mage to regain his feet. The wizard betrays this trust, pretending to be lifting himself as an excuse to flick out a dagger, dripping with a silverish liquid, which buries itself in the fighter's good arm. As the fighter staggers and drops his sword, the mage stands and prepares to cast another spell, the fighter swings as hard as he can with his right fist (even though the dagger is still buried in his arm). The punch connects with the mage's face, he staggers, and falls. 

*** 

The PCs should, and Lino will, come to check on the fighter. He hoarsely whispers, "Alas, I am slain. The poison is already cour coursing through my veins. Gasp. Please, do not let my death be in vain. Look in my sa saddlebags. Take... ...keep... ...peace, please... ...pray 

....Achelos 

....peace. 

*** 

*** 

*** 

A search of the saddlebags reveals the Thyatian King from the Chess Set (observant characters will notice that it looks very much like the dead man they just met), food, several potions, and a locked diary. The key is on a string around the fighter's neck. 

*** 

The diary details the life of Mahmud ibn-Amin for the past 150 years. See the background info for this story, but basically it provides the seeds for peace. 

*** 

The characters should bring the body and the Chess Set back to Riverfork Keep, they should arrange meetings between Lino and Nizar, and they should spread peace throughout the land:) 

*** 

A couple weeks after Mahmud's funeral, the party has a dream in which Mahmud, now immortal, and the immortal Chardastes thanks the characters for helping to bring peace to the region. There is still much work to be done, eradicating the evil which is still so deeply rooted in this region, but now is a time for rejoicing! Both immortals are very grateful, and they reward the characters in whatever way is appropriate. If any character is a cleric of either the Church of Traladara or Karameikos, whichever immortal seems better-suited for the player should ask him or her to be his personal devotee, the first cleric ever of Mahmud, perhaps! 

*** 

As for future adventures, there are obviously many paths open to the characters. They can help to eliminate the refugees from the Black Eagle Barony, they can fight the remnants of Alfaric's followers, they can search for Suleiman, they can search for the missing chess pieces, or they can do anything else that presents itself . They have made some powerful allies, as well as some powerful enemies. King Stefan bestows them with some sort of medal or something. 

*** 

BTW: if anyone thinks to ask, the agent who was searching for the Magic Army at the Allia-Colba "horse fair" was simply wildly off-base. It was blind luck (and a little immortal intervention) that allowed the characters to move from the horse fair to the Chess Set;-) 

WARNING: I would not recommend reading this information until you have read through the adventure, so that you can get a feel for the suspense in the adventure. Also, much of this stuff is based on information in B1-9 in the adventure "Elwyn's Sanctuary."

The true story of King Achelos II and Mahmud:

The original Achelos Chardastes travelled forward in time to the year 897 AC, met his distant descendent, the new Queen Darilla, and revealed himself to her. She agreed to "marry" him in a fake ceremony in which he became king. Most of the story of what follows is true as presented in the modern legends.

Achelos did capture Mahmud, and they were both so impressed by one another that they spoke together about their hopes for the future. Achelos introduced Mahmud to his wife, and the two instantly fell madly in love. The two leaders agreed that peace was of the utmost importance, but they argued over who should be in control of the region. They agreed to a chess match to settle the dispute. Achelos was suffering from periodic bouts of insanity, a side-effect of the artifact he used to trave through time, so Mahmud agreed to wait to play until Achelos was better. Mahmud went back to Camp Riverfork and designed the Chess Set, paying for its construction out of his personal fortune. The magic was originally designed to only include the psychic playability, and Mahmud hired a cleric from his hometown to cast Truthtelling on both Mahmud and Achelos, both of whom willingly submitted. However, Chardastes (BTW-anytime I refer to Chardastes, it's Achelos acting as an immortal, not the actual character) bestowed more magic upon the magical item, making it an artifact (thus, Mahmud designed it and directed its creation, but Chardastes changed it to an artifact).

Mahmud sent the Chess Set as a gift to both Achelos and Darilla, and as a means to play their game. They both swore they would receive no outside help, and they played a long, exhausting game until Mahmud finally checkmated the King. The shock of losing caused the insanity to return to Achelos, though not before he and Darilla begged their followers to halt the fighting and surrender, and Darilla knew that the only way to cure him would be to return him to his own time. She ventured alone with the madman into his "stronghold," deep down into the furthest depths of the caves under the Black Peak mountains, finally finding his artifact and sending him back to his own time.

Mahmud, meanwhile, had forced his soldiers to stop attacking the Traladarans and turned instead toward the violent Hattians who attacked his soldiers and the Traladaran villages against orders. He brought some measure of peace to the region, but he was felled by the poisoned crossbow bolt.

In the years since, the Hattians were organised by Ludwig von Hendriks, corrupt officials gained power, and the peaceful potential in the region was destroyed, until the PCs came.

Chardastes:

WotI does not fully detail Chardastes, so here is my take on him:

Alignment: Neutral (good)

Followers Alignment: any (no evil). Clerics must be lawful or neutral (good or neutral).

Special Clerical Powers: Clerics of Chardastes can cast a cure light wounds spell once per day, although this is a special power, not a true spell. They also automatically have a healing general skill of proficiency without having to spend a slot. However, they cannot cast any healing spells reversed (i.e. cause *** wounds, cause blindness, etc.).

Personality: Chardastes is kind, gentle, and peaceful. He is actually ashamed of his behaviour in 900 AC--he thinks he was too intent on blindly defending his homeland, and he feels guilty for this bloodshed. However, he made that decision long ago, and he learned from it, and he tries to alleviate human suffering above and beyond any other goal now. He still favours his followers in the Cruth Lowlands, and he will try to help. However, his attention is focused on the difficulties of Darilla and Mahmud (see below).

Leptar:

Alignment: Chaotic (evil)

Followers alignment: chaotic (evil)

Special Clerical Powers: Clerics of Leptar may use bows and arrows.

History: In life, Leptar was a hideously deformed hill giant with a taste for anything that screamed. He grew very strong, torturing and killing thousands of elves and humans. He finally achieved immortality around the same time as Chardastes, and Leptar considered this an excellent way to hurt even more things. Leptar has been the personal enemy of Chardastes for centuries, because their philosophies are so diametrically opposed. Chardastes once interfered in one of Leptar's torture sessions, and they have been at each others' throats ever since. Leptar, unlike most Entropic immortals, dislikes dark, harsh colours because they upset him. All of Leptar's most faithful servants wear white, yellow, lavender, or a combination. Leptar himself is a huge, fuzzy brute.

Mahmud ibn-Amin:

These are Mahmud's stats once he reaches immortality and has a little bit of a chance to learn the ropes (when he appears in the final dream).

Game Statistics: Initiate, Sphere of Energy. 1st level Immortal; Str-15, Int-16, Wis-14, Dex-17, Con-11, Cha-18. Powers: Call Other, Enhanced Reflexes, Multiple Attacks, Summon Weapon; AL--L(G).

Followers'' alignment: no chaotic (no evil). Clerics must be lawful.

Special Clerical Powers: Clerics of Mahmud have the spell "Truthtelling" (as described in GAZ 2) in their spell choices for level 3 spells. They also receive the general skill, "Leadership" at first level without expending a skill slot.

History: see below

Appearance: as in life, a dashing young Alasiyani warrior, only now he's even bigger and better.

Allies: Thor sponsored Mahmud. Mahmud is also a close ally of Chardastes, and he already has an enemy in Leptar.

Personality: Mahmud is interested primarily in a warrior's code of honour. Unlike Thor, though, Mahmud is more thoughtful and would much rather settle problems peacefully. However, Mahmud feels that it is the duty of the strong to protect those weaker, and he generally is a nice guy.

The Story of Mahmud and Darilla:

Before the arrival of Achelos, Darilla was a young level 9 thief who had just taken the throne. Mahmud was already a level 16 fighter when he came to Traladara, so he had already accumulated quite a personal treasure. By the time he died, he was level 24.

After sending Achelos back into time, Darilla went toward Camp Riverfork to try to be reunited with her one true love. She snuck into the camp disguised as a guard, arriving in the middle of a great peace celebration. When she finally saw Mahmud, she saw an assassin ready to shoot him. She tackled the assassin, but the arrow sped off toward a bystander and Mahmud blocked it, as is told in legends. No magic could bring Mahmud back, so Darilla stole his body in hopes of some day finding a cure. Unbeknownst to Darilla, Leptar had provided the assassin with this extremely strong poison.

Darilla spent the next 50 years on a massive world-spanning quest for the cure for his condition. She found bits of information all over the world that finally pointed in the direction of the answer: homeward. Darilla returned to Traladara, where she was horrified at the plight of her people. She tried to help the Traladarans as best she could, and although she used an alias, the oldest Traldarans would say that she had the gentle touch and the kind face of Queen Darilla herself (Darilla used potions of longevity to mask her age). She investigated a giant realm of subterranean ruins beneath the hills of the Cruth Lowlands. In these ancient halls Darilla had to deal with hideous undead beastmen from before the time of Achelos I. To make things harder, the minions of Leptar were determined to defeat Darilla. She managed to single-handedly hold off both sets of enemies by using her wits, and she finally located the artifact for which she had so long been searching. She finally used the artifact to raise Mahmud, but she was severely weakened by the artifact. As she finally cured her true love, Leptar and his minions burst into the room. Mahmud and Darilla were able to kiss once, then Darilla, cast a spell from a scroll to send her true love and the artifact far, far away.

Mahmud found himself with a strange artifact somewhere he was completely unfamiliar with. He made a long, dangerous journey back to Traladara, then around the world following Darilla's path. He finally returned to Karameikos, where he found the corruption that was rampant. He tried to fight it, duelling many of the most vile perpetrators of these atrocities. He also constantly searched for his beloved. Finally, underground in that same cavern, he found Darilla in a hideous torture device operated by Leptar for pleasure. He duelled the mortal identity of Leptar until he was near death, but finally vanquished his old enemy. Leptar had kept Darilla young (she was more fun to torture that way) so Mahmud drank the potions of longevity he had so that he would be the same age as Darilla. She was still weak, but Mahmud had a terrifying dream of Leptar conquering all of Western Karameikos, so he left Darilla to safely recover while he rode out to deal with the threat. He finally found the leader of the forces of Leptar, Alfaric, a white-robed magic-user in the finale of this adventure. Mahmud won the duel but ended up dying. What he did not know, though, is that he had finally reached immortality. He had completed the Quest of the Path of the Paragon when he found his scimitar, a powerful artifact of Thor. The Trial was completed when he made the psychic chess set (Chardastes' interference did not effect the results). The Testimony of Mahmud is the peaceful relationship between Traladarans and Thyatians that is somewhat begun and that is now able to grow (without Mahmud's efforts, there would be no Thyatians in Western Karameikos at all), and he has had numerous apprentices. The Task was finally completed with the defeat of Alfaric--Mahmud had already duelled plenty of high-level fighters when trying to root out the corruption in the Fury in the West.

Darilla is now a 33rd level thief. She will not reveal herself to anyone for a while, for she does not want Leptar to know her whereabouts. Leptar occasionally talked to himself while torturing her, so she now knows the location of one of his most powerful artifacts, and she plans to destroy it an attempt to end the evil of Leptar. Darilla is on the path of the Epic Hero, under the patronage of Halav. She has already fulfilled her Quest, and, many years ago in her travels, she paid for and provided the materials for an extremely powerful magical arrow, "Evertrue," which has never missed its target yet. After she destroys Leptar's artifact (completing her Trial), she will reveal herself to her people, and Stefan Karameikos will probably give her an official title, possible even Archduchess. At any rate, she will become ruler of the Cruth Lowlands once again and she will train her heir to fulfil the rest of her Testimony. She still does not know what her Task will be, but she should reach immortality in around 10 years. In the mean time, Mahmud has created a mortal identity to allow him to be with her, but she is still in hiding and believes him dead (again), so it will be a while before these star-crossed lovers are finally and permanently reunited.

Alfaric: This 28th level magic-user is the chief agent of Leptar on Mystara. He is cruel and sadistic, and his white robes usually make people think that he MUST be good. He has no ethics whatsoever, and shares his master's love for torture. (NOTE: if using very high-level characters, add a patriarch of Leptar in as Alfaric's accomplice)

Natasha: She is as she seems in the basic description of the are, but it fails to mention that she has one of the Thyatian pawns from the Chess Set in her possession. Thus, though "her words are true," she tries to deceive the characters mercilessly. However, she is not truly evil, she only saw the potential for the greatest profit as coming from Suleiman (she had no idea that Alfaric was the mastermind). She knew some of the basic info about the Chess Set, but there is much more in Mahmud's diary.

Suleiman: He is racist and evil and cruel, but he is not smart enough to plan this himself. Ever since Ludwig von Hendriks fell, Suleiman has taken orders from Alfaric, who seemed to be the best source of possible income.

Lieutenant alJusif: DRAT! I knew I forgot something! Way back when the characters got to Achelos' stronghold, they should find their weapons, equipment, and papers. It all came to the fort, and the rebels raided the fort and found it. Yes, alJusif was lying through his greasy teeth; he was in the pay of Suleiman (who ever would have guessed).

Lino: Lino is actually little more than he seems. He is an 18-charisma man who, although he is thoroughly good, has not yet had the experience to form the right opinions. He wants peace, but, until reading Mahmud's diary, he does not believe that peace is possible with the Fury. He refuses to beg for peace, and he is offended by anything that even sounds like this suggestion (once the characters know that he is Achelos). While the Fury soldiers believe that Achelos would never venture as far south as the Keep, Lino is really very brave, but he needed the PCs to cover his journey back to the high country.

Durlasan: He is basically just a red herring designed to mislead the characters. Durlasan is a strong fighter, but he is not match for Lino in wits or charisma. The party's escort was in fact Traladarans wearing Karameikan uniforms that had just been stripped from the captured company. The abuse of Lino was just a show.

Nizar: He is also basically as he seems in the initial description. He is, at heart, generous and good, but he feels his hands are tied. He cannot show weakness by giving in to Traldaran demands. Nizar will willingly admit that he will grant some concessions to the Traladarans if they ask humbly, but he will not allow them to be forced from him. He and Lino can not come to terms with one another until they have Mahmud's precedent to guide them. And Nizar will only make peace once Suleiman is gone, since Suleiman really runs the show.

Chardastes would have been of more assistance in the adventure, but he was actually physically battling Leptar far away in another part of the multiverse, so he had very little time.

That's all I can think of for now. I know that I left a whole bunch of stuff out, but I don't know what. Please let me know what you think of this adventure. 

Shield and Sword of Karameikos
Here's one idea for paladins in Mystara that could use some fleshing out. This is a fighting order established by the Church of Karameikos after splitting from the Church of Thyatis. It uses the AD&D PHB 2nd Edition paladin experience table. The abilities gained are listed below which follow a gradual increase in power better than having it all at 1st level, in my opinion.

3rd level - detect evil up to 30'' feet away

6th level - immune to all forms of disease, detect evil up to 60' feet

9th level - laying on hands, cure disease, aura of protection, clerical spells

They are known as the Shield of Karameikos and function as the protection force of the church. They have a large garrison in Mirros but find themselves used mostly as royal guards participating in ceremony. As the church sees King Stephan as the Immortal's choice for their king, the Shields see to his and the royal family's personal safety. In the event of a war between another nation and Karameikos, these knights will be stationed around strategic areas for protection. They are also assigned to the various Churches of Karameikos around the kingdom with their major concentration in Mirros and Threshold. They also serve as guards to ambassadors of the church and accompany them on any official business. They will not desert the official even in the face of death unless dismissed by a higher official. Though not a much used fighting force they work to maintain their readiness should the need arise and they be called into battle.

An elite force of the Shield known as the Sword are assigned missions directly from the king, queen or patriarch of the church. These warriors openly wear their emblems of rank proudly for all to see and so aren't useful for any subterfuge work. Loyalty, honesty and obedience are the virtues they hope to embody. 

TRALADARAN CULTURE: A BRIEF OVERVIEW
HISTORY

Traladara has been a land torn by constant invasion, occupation, and war for over 2,000 years. Traladara was once the land of the Traldar, tribal peoples who also settled in the lands that would become known as Darokin. Traldar culture flourished around BC 1200. Traldar culture and society at its peak was most comparable to that of the modern-day people of Minaea, or of the collapsed Milenian civilisation of the southern continent.

But the invasion around BC 1000 of the beast-men (probably gnolls) brought an end to the golden age of the Traldar. King Halav, leader of the settlement at Lavv (modern-day Kelvin), led the Traldar to victory over the invaders, though he perished in the battle. Very few of the Traldar survived; those who did reverted back to a simple agrarian lifestyle in order to survive. Communication between communities became infrequent, although the epic of King Halav continued to give the people a sense of unity. Meanwhile, limited contact with newly-arrived Callarii and Vyalia elves lead to the establishment of trade with a very few villages.

The Traldar (now called Traladarans) began a slow climb back to civilisation, although efforts were hampered by constant humanoid invasions and plagues of vampirism and lycanthropy. Marilenev (now Mirros), the major city of Traladara, was a thriving trade village of 5000.

But then Thyatian forces entered Traladara in AC 900 and quickly conquered the undefended territory. Since then, Traladara (called Karameikos since AC 970) has suffered at the hands of a small Thyatian minority, which dominates politics, trade, and the upper echelons of the military.

RELIGION

The Traladaran people, for the most part, follow the teachings of the Church of Traladara, which exhorts followers to live a good life and to do no harm to others. Clerics provide advice based on the examples provided in "The Song of King Halav." The Church of Traladara honours the Immortal Halav, as well as his companions Petra and Zirchev. Traladaran clerics also perform marriages and officiate at other ceremonies, preach the church philosophies, and promote good will. They may also fight in order to save lives or to defeat evil. Roughly 70 percent of the population of Traladara belong to the Church; most are of the common people, although members of the important Traladaran families in Mirros follow the Church philosophies as a matter of protest against Thyatian rule. The current Patriarch of the Church of Traladara is Aleksyev Nikelnevich (also known as "Father Niki").

Many Traladarans (5 to 10 percent of the total population) belong to the Thyatian-dominated Church of Karameikos, while small minorities follow the Eternal Truth of Al-Kalim, the teachings of the elven Immortals, other faiths, or none at all. The Traladaran people are very open-minded and tolerant, and will permit people of nearly any religious creed (excepting evil faiths) to live among them. But Traladarans are also highly-resistant to conversion of any kind, and resent people who question their personal beliefs.

CULTURE AND ATTITUDES

Traladara is noted for its rich folk and liturgical music, stone carving, and architecture. Traladaran architecture displays a remarkable originality in design, seen especially in Traladaran churches and shrines. These churches are often small and simple, with external sculptures and reliefs.

Traladarans are a warm and generous people known for their hospitality; a guest of a Traladaran host, rich or poor, will never leave hungry! (Traditional foods are detailed below). Besides eating, Traladarans enjoy a number of cultural pastimes, such as the greased pole contest, where contestants try to climb a twenty-foot tall smooth wooden pole soaked in fish oil and slathered with lard (the first to make it to the red flag at the top wins a prize, usually a cake). Another pastime is the pancake race, where up to eight contestants try to cross a distance to the finish line while flipping a pancake on a large wooden "spatula." Pummelling and wrestling remain popular sports as well.

One of the more interesting things about Traladarans is their attitude toward romance. Romance is deeply entrenched in the Traladaran culture, and plays a very important role. Traladaran romance is an old-fashioned concept (many of these concepts went out of fashion in other parts of the world a century ago), essentially preserving the concept of courtly love, wherein the woman is elevated as an object of adoration, and in which the man serves her virtue without expecting favours in return. Lukacs Renyo, a popular writer born in Mirros, wrote of this concept. Renyo writes that the ideal of Traladaran romance is about the male proffering love, not receiving it. Traladaran men kiss the hands of their ladies; they enter a tavern or restaurant before the lady so that she should not be exposed to any unseemly behaviour which might be taking place within; they walk on the outside of the street (on the lady's left) so as to be able to draw their swords in defence of her honour. Consequently, Traladara can be a very romantic place for a lady to be!

But there is also an unfortunate side to this romantic attitude. While Traladara has a wonderful reputation for romance, it also has a reputation as being the "gloomiest" nation in the Known World (aside from Boldavia in Glantri, which is populated by Traladaran emigrants). Indeed, Traladara sadly has one of the highest suicide rates in the Known World. Many experts believe that this has something to do with the Thyatian occupation. Sage Bela Kopul, an expert in such matters of the mind and the heart, says that many Traladarans see suicide as a brave attempt to restore their dignity which has been stolen in some personal way by the conquest (even a century later). Kopul has written that in the years immediately following the invasion of AC 900, there were as many as 4500 reported suicides in Traladara.

Indeed, this attitude of hopelessness and desperation manifests itself in many aspects of Traladaran culture, especially in song. One popular song shows both the romantic spirit and the despair of the Traladaran people:


"Little white flowers won't wait for you,


Not where the black coach of sorrow has taken you;


Immortals have no thought of returning you—


Would they be angry if I thought of joining you?"

CUSTOMS AND SAYINGS

Traladarans have many important customs. Perhaps most important among them is the Shearing. The Shearing is the time in which a Traladaran youth, approaching adulthood, leaves home and sets out on his or her own (for many young Traladaran women also take part in this custom). At a dinner celebration attended by all the family and friends, the parents dress their child in travelling gear; the bottom of the cloak is sheared and left ragged, symbolising that he or she is an impoverished traveller. From that time, the sheared youth is considered a friend of the family, but not part of it. He (for example) must go out into the world and survive until he has proved himself worthy to be asked back into the family, at which time he is considered a full adult.

The Shearing takes place, of course, only once in any Traladaran's lifetime; however, many Traladaran customs are an everyday tradition. Manners and etiquette are an example. Traladaran manners are similar in some ways to typical manners anywhere else. But there are still many differences, particularly in the host-guest relationship: in Traladaran homes, the host defers to the guest (rather than the other way around). This results in some interesting situations, among them a host offering a guest his bed in which to sleep if there is none other available.

Traladarans not only have interesting customs, but also interesting sayings. A few common examples follow:
"Better poor and honest than rich and corrupt." (Also heard as ". . .than Thyatian.")
"If a man returns evil for good, then from his house evil shall not depart."
"Better a dish of herbs where love is than a fatted cow and hatred with it."
"A simpleton believes everything, but the shrewd man measures his steps."
FOOD AND DRINK

Traladaran hospitality extends to the table where one should be prepared for a feast that lasts several hours (if the host has the means). The typical Traladaran commoner's diet is heavy on vegetables and dark breads, with some meats (mostly birds and pork) and (near the coast) fish. In the countryside, grain-based dishes, such as porridge and oatmeal or potato cakes, are common. Among the meza (appetisers) are items such as spicy dried meats called basturma, stuffed vegetables and fruits called dolma, tasty meatballs, and home-cured olives (especially near the coast). Other popular dishes are plaki, a vegetable or fish stew containing tomatoes, onions, and olive oil; fluffy pastries, bourek, filled with meat and cheese or spinach; kasha, a sauté of onions, mushrooms, and simmered wheat kernels; paprikas burgoyna (potatoes paprika); cabbage stew; and spicy sausages called sudjuk. Traladarans often sip raki, an anise-flavoured drink. Beer, cider, and wine are, of course, always popular.

FOLK TRADITIONS

Although most Traladarans belong to a formal religious organisation (mostly the Church of Traladara), some older customs have persisted. For example, in ancient times, Traladarans considered trees to be sacred plants with the power to grant special favours and requests. By tying strips of cloth to a tree, one could ask for help or heal sick relatives and friends. Some Traladarans continue this practice today. To the never-ending chagrin of many, the Traladaran people have retained many other old superstitions. These range from belief in lucky numbers and tea leaf readings to always approaching a shop from the front (to bring the owner prosperity).

Of course, like everyone else, Traladarans rely heavily on magical healing. When a healer cannot be had, however, home remedies prevail. Medical beliefs among Traladarans fall into two general categories: religious and folk medicine. Religious Traladarans often believe that illness is caused by the Immortals, and so rely mainly on incantations and prayers for relief. Others rely on folk healing. For example, for the healing of wounds, the victim is instructed to clean the wound with wine or another strong spirit, then hold the wound closed with both hands and chant three times, "In the name of Halav Red-Hair. The wound is red, the cut deep, the flesh be sore, but there will be no more blood or pain." Then the wound is bound in a poultice and a clean cloth.

SUBCULTURES

Although the Traladaran people are all one people, there are many subcultures among them. The most populous Traladaran subculture are the mixed-blood Traladarans--those of both Traladaran and Thyatian parentage. Other subcultures are not as highly visible, but are nonetheless there. Many other Traladarans of mixed blood exist, including those of Ylari, Hin, Elven, and Darokinian descent.

The Darine are full-blooded Traladarans, although they live by an ancient code of living that most Traladarans have left behind in these late days. The Darine are a travelling people, and a visit from one of their vardo (wagon) caravans means certain entertainment, with dancing, magic tricks, and fortune-telling. The Darine have bad reputations among the Thyatians of the cities as thieves and tricksters, but the Traladarans of the countryside know them to be an honest, albeit mysterious, people.

LANGUAGE

Following is a brief dictionary of Traladaran words and phrases useful to visitors and newcomers. (This is of particular interest to DMs, who can use it to "spice up" signs and encounters.)

Basic Words

I=Ja
We=My
You (singular, familiar)=Ty
You (singular, formal)=Pan (m); Pani (f)
You (plural)=Wy
They=Oni
Wife=Zona
Husband=Maz
Daughter=Cyerka
Son=Syn
Mother=Matka
Father=Ojcjec
What is your name?=Jak masz na imie?
Nice to meet you=Milo mi cie Pana (Pania) paznac'
How are you?=Jak sie, masz?; Jak sie, pan(i) ma?
Good=Dobrze; Horosho (emphatic)
Bad=Z'le; Ploho (emphatic)
So so=Tak sobrie; Jako tako
Yes=Da
No=Nyen
Thank You=Dziekuje; Hvala (informal)
You're welcome= Nie ma za co Prosze
Please= Prosze
Hello=Dzien dobry; Zdravo (informal)
Goodbye=Do svidaniya
So long=Na razie
Good Morning=Dzien' dobry
Good Afternoon=Dzien' dobry
Good evening=Dobry wieczor
Good night=Dobranoc
I do not understand=Nie rozumiem
How do you say this in Traladaran?=Jak to sie, mowi po traladrsku?
Thyatian=po tyazay
Darokinian=po daro
Lalor=po lalsku
Ylari=po jlrielsku
Makai=makeisku
Elvish=po calariye; po vyalja; po elvskiu

Shopping and Dining

What is this?=Co to jest?
Do you have. . .=Czy pan ma. . .
Open=Otwarte
Closed=Zamkniete
How much does this cost?=Ile to kosztuje?
I'll buy it=Kupieto
A little=Troche
A lot=Duzo
All=Wszystko
Breakffast=Sniadanie
Lunch=Drugie sniadanie; Obiad
Dinner=Obiad; Kolacja
Bread=Chleb
Beverage=Napoj
Water=Woda
Beer=Piwo
Wine=Wino
Salt=Sol
Pepper=Pieprz
Meat=Mieso
Beef=Wolowina
Pork=Wieprzowina
Fish=Ryby
Poultry=Drob
Vegetable=Warzywa
Fruit=Owoc
Potato=Ziemniak

Travel

Where is. . .?=Gdize jest. . .?
Where are you going?=Gdize mergi?
I am going to. . .=Jos katrik vo. . .
Where do you live?=Gdize stai?; Gdize locuiesti?
Inn=Oslriye
Room=Camrya
Are there any vacancies for tonight?=Avetie camere trieko?
Where is the outhouse?=Gdzie jest toaljta?

Places

Guard station=Mlitsiya
Healer=Bolnitsa
Fortune Teller=Manusa
Store=Magizan
Restaurant=Yjetrie
Lending House=Kansa zakupy
Street=Ulitsa
Tower=Bashnya
Bridge=Most
Mountain=Gora
Woods=Skhtaro
Ocean=Okean
River=Reka

Numbers

Zero=Nol
One=Odan
Two=Dva
Three=Triy
Four=Chetyre
Five=Pyat
Six=Shest
Seven=Sem
Eight=Vosem
Nine=Devyat
Ten=Desyat 

Traladaran Village Magic at The Karameikan School of Magecraft
Ilya Borisnhew, Traladaran Mage and lecturer at The Karameikan School of Magecraft giving his first lecture in "Traladaran Village Magic."

"Before Karameikos became a part of Thyatis and later an independent kingdom ruled by Stefan Karameikos it was a sort of backwater nation with only little contact to the other nations, this had a serious impact on the development of many things, among these were the development of magic."

"Most mages at that time lived in small villages and had only little contact with others, their apprentices would be young people from the local area, that they would teach the art of magic. With the later colonisation of Karameikos the Thyatians brought the Traladarans into contact with other nations and other mages. Now things were different, in major cities guilds of mages were created and the mages could cooperate and teach each others new magic's."

Now the Karameikans enjoy the same types of spells and magic as their brethren in other nations, but back in the old villages there are still mages practising the old village magic and this is what this course is about. Traladaran village magic is divided into four types. The first one being Old Village Magic. This group consists of the common spells as you all know, spells like Magic Missile, Sleep, Hold Portal etc., however these are different, as the village mages had a limited group of young people to pick their students from, they could not always get the brightest ones and often had to simplify their spells, an example of this would be the spell "Wine Makes You Dizzy", this is actually a Sleep spell, but it requires the target to drink the wine you enchant with the spell and as you can see, it is much more easy to cast, the same goes for "Enchanting Speech", which again is a simpler version of the Charm Person spells.

The second group is New Village Magic, this group contains spells developed by Traladaran Village Mages and is therefore unique, and these are not taught in other places and are in danger of being forgotten, if we do not teach it at this school. Among the spells in this group are The Blue Mug of Beer and Petras Answer and this group contains a special sub-group of very specialised spells, these are called the Hero-magic's and in this group are spells such as Paleps Call to the Woodland Animals and To Discern Like Jelka and as you will notice both Palep and Jelka is known from our folklore, precisely "Palep and the Troll" and "The Tale of Jelka and the Werewolf". The third group of magic is called the Ancient Village Spells and these are truly special and incredibly rare. They are from ancient times, most likely our Golden Age before the Beastmen Wars. These spells have changed very little since they were created, as it is the fewest village magicians that ever were able to learn them and use them. Most of these are simply spells printed in their original or close to original spellbooks, which then have been given from village mage to village mage throughout time until these days. We only know a few spells at this school, but it is my belief that there many of these left in the countryside or perhaps in the ruins of old settlements. The most fascinating about these spells are that they in general are very powerful and must therefore have been developed by people who were truly masters of magic, but who were these masters of magic, we don't know yet.

The Fourth group of Magics is the most special and most difficult to learn, no one here at the school are able to use these and they are called Nature Village Magics. They are much like druid spells and often support the village against drought and diseases the can ruin the harvest or the livestock. I have only met a few village magicians who were able to use the spells and they were all devout followers of either Halav, Petra or Zirchev."

"But then why this course? You asks yourselves and I shall answer. First and foremost to save the Village Magic from being forgotten, as much of it is slowly being lost as the new apprentices in the villages wants to learn the new types of magic and that is shame. Do not forget that many of these spells are either unique or represents an important part of our Traladaran culture."

Ilya Borisnhew

Ilya was born in 958 in the small village of Keremvor, about 5 days of travel to the SE of Penhaligon. He grew up in the quiet village under the tutoring of Baranya the village mage. When Ilya came of age he left Keremvor with several of his friends and they travelled wide and far. One day they visited Darokin and here they met a mage from Glantri, he showed Ilya his magics and Ilya was soon quite fascinated by this and lived in Darokin City for many years to study the many foreign types of magic he met here. In 1001 and he returned to Karameikos and saw the lands situation, the place was still a backwater nation when it came to magic and he set for himself to travel from village to village to teach the local Traladaran magic-users his new spells. During these travels he realised that the Traladarans had their own special school of magics and that it was in danger of being lost as the Thyatians slowly was civilising the land. After the Great War Ilya went to Specularum and wanted to join the mages guild, but then heard about The Karameikan School of Magecraft and contacted Tenari. Ilya demonstrated his skills and his little known Traladaran spells and was shortly after given a place at the school, where he now teaches history, archaeology, folklore and Traladaran Village Magic.

Ilya Borisnhew. 13th lv magic-user. Traladaran. Nationalist tendencies, very knowledge-able about village magic and have travelled far and wide in Karameikos to retrieve village magic. Ilya is very proud of being a Traladaran and likewise wants his Traladaran students to be proud of themselves, interested in their culture and history and value their special spells. Ilya don't mind teaching Thyatians in Traladaran magic, but he hasn't much love for them.

Birthdate: Thaumont 12. 958 AC. AL N. AC 6; MV 9 (due to age); Magic-user LV13; HP 22; THAC0 15; #AT 1 dagger; Dmg 1d4 or by spell; S 9 I17 W14 D10 Co11 Ch12. Ring of Defence (+3AC bonus).

Rules and comments:

Requirements for a Magic-User using only Traladaran Magic is not a minimum Intelligence of 9, but 7, except the Ancient Village Magic, which only can be used by magic-users having a minimum int. of 14.

Students taking courses in Village Magic must also take courses in history, ancient history or archaeology (all specified for Karameikos/Traladarans). A comment on the Ancient Magic: These spells were taught the Traldars by the Hutaakans and some of these spells they brought along from Ancient Nithia (some of these spells might even be found among Nithians and Hutaakans in the Hollow World)

Spells mentioned:

Blue Mug of Beer
Level: 1
Range: Touch
Duration: Permanent
Effect: A mug of beer
Save: optional (if you want to resist it)
Description: The caster enchants a mug of beer. The beer turns blue and will now cure one hangover. However as it is rather foul smelling the drinker has to succeed a constitution check or fall ill for one turn, but will otherwise be cured of the hangovers. Somehow it is very popular among young adventuring parties (besides regular parties).

Petras Answer
Level: 3
Range: Touch
Duration: 1 turn
Effect: One silver mirror with gold inlays
Save: none
Description: This spell is quite peculiar. It is used to find peoples True Love. To cast this spell the magic-user must have a silver mirror with gold inlays and an object dear to the one who wants to find his or her True Love. When the spell is cast the object disappears and on the mirror the True Love can be seen, at whatever he or she is doing at the moment, and a general direction can be felt, but distance cannot.

Paleps Call to the Woodland Animals
Level: 1
Range: 90'
Duration: one week
Effect: One child
Save: none
Description: This spell must be cast on a little child (no more than 10 years of age), who is a hydra. If trolls, goblins or orcs ever threaten him or her, he or she can choose to use this spell and summon 3d4 HD of woodland animals to fight for the child. This spell will not work if the child has ever been cruel to woodland animals. The animals will arrive before the child is in danger of being killed and either attack his enemies or carry the child to safety, they will also attempt to rescue friends and relatives of the child if possible.

To Discern like Jelka
Level: 2
Range: 30'
Duration: Until dawn
Effect: One wife
Save: neg. (but only if she wants to resist the spell)
Description: This spell can only be cast after sunset and allows a wife to recognise any of her close family (husband and children) in no matter what shape they are (polymorphed, shapechanged, turned into a werewolf etc.). She must be within 10' of the target she wants to discern. She also has 30% chance to see if it is a curse, spell or lycanthropy (or any other magical disease with the same effect).

Wine Makes you Dizzy
Level: 1
Range: Touch
Duration: 4d4 turns
Effect: A bottle of wine
Save: none
Description: The magic-user enchants a bottle of wine. The wine turns a bit darker in colour and the smell becomes richer. The enchantment on the wine lasts for 3 turns and people drinking from this bottle becomes drunk and falls heavily asleep 6 rounds later (all actions are until then penalised by 4) and sleeps 4d4 turns unless awakened. Only living humanoid creatures with 4+1 HD or less is affected by this spell. There is enough of this enchanted wine to affect 2d4 victims.

Enchanting Speech
Level: 1
Range: 20'
Duration: Special
Effect: One person
Save: normal
Description: The magic-user can enthral one person with this spell. As long as he is talking the target will stop and listen to him and will not act against him or do anything else unless attacked in some way. This spell affects living humanoids with 4+1 HD or less, unless they succeed their saving throw vs. spells. The caster may also attempt to give the listener orders, the target will follow orders as long as the magic-user keeps talking and the victim is able to hear it. The target will not obey orders that will cause harm to him or his friends, but will attack others if ordered to do so. (There are rumours of a more powerful version of this spell that affects more creatures).

Tales mentioned:
Palep and the Troll
The Tale of Jelka and the Werewolf

Classes:
The Origins of Traladaran Village Magic
History of the Traladaran People
The Truth Behind Traladaran Folktales
Ancient Cultures in Karameikos (archaeology course) 

The Callarii Elves

The Callarii are a proud warrior clan that prides themselves as being efficient and elite warriors. They train as warriors at a very young age. When a Callarii reaches adulthood, the Callarii becomes a trained warrior. This training happens for both men and women of the society. Even in times of peace, the Callarii train themselves for excellence in physical and mental shape, and in the art of warfare. The Callarii go through rigorous physical exercise and they discipline their minds through strategy games and puzzles.

The word of a Callarii will always be honoured. The Callarii pride themselves as being honourable and thus it is a worse fate than death to default on one's promise or word. A Callarii would gladly give up his life if this means to keep one's word. To break one's word as a Callarii is to disgrace oneself, one's family and clan, and one's race.

The Callarii believe that the eventual goal in warfare is to defeat an opponent. Any means through personal combat to accomplish this goal of defeating the opponent is acceptable. This includes both ranged weapons and magical spells. However the Callarii disdain from using poison and indirect ways to defeat an opponent. On the battle field, the Callarii would prefer not to use traps, or magical spells which indirectly attack an opponent. They will use spells that weaken an opponent, enhance themselves, or to attack an opponent directly.

The Callarii as with other elves, share a deep appreciation for life, especially their own. A Callarii warrior will not foolishly risk ones life. A Callarii warrior almost never puts oneself into the centre of combat or draws unnecessary attention to themselves. The Callarii would never dare take a life of another elf unless in the most dire of circumstances, such as saving the lives of many elves. The Callarii make an effort to not destroy life unnecessarily, but they do understand that this is sometimes necessary for the greater good of all life. As part of the Callarii training, it is understood that it takes more courage and honour not to destroy life. The more trained and skilled a warrior has become, it is easier not to take life.

In their vision to find excellence in the art of combat, the Callarii will seek to develop and adopt more advanced weapons and forms of combat. If the Callarii were to find a more efficient weapon than the long sword, this weapon would be almost immediately adopted into their society. If the Callarii found new ways to use a weapon or a form of unarmed combat, the Callarii would blend this into their training and culture. The Callarii are both humble and eager to learn news ways of combat. Thus some Callarii are observant of Gnomish inventions such as the arquebus. The Callarii sometimes travel the world as adventurers in hopes to find new techniques.

The Callarii have developed a new magic style called Battle Magic which reduces the somatic components of the spell and increases the casting time of a spell. When using Battle Magic, the Callarii may cast spells while wearing armour and decreases the casting time by 2 segments, for a minimum of 1 segment. The favoured type of spells are combat spells such as shocking grasp or spells which enhance the combat ability. In order to receive these bonuses, the Callarii must learn this magic from another Callarii, as Battle Magic spells are different from other spells. The Callarii may learn spells normally from scrolls or non-Callarii spell books, but these spells do not afford the bonuses that come with Battle Magic. As with all elven spells, the spells are inscribed in ancient Elven Glyphs, which requires a Read/Write proficiency in addition to the normal Read/Write Elven.

Callarii do not obsessed acquiring wealth like Humans and Dwarves. To acquire wealth will only slow one down. The Callarii however do understand the need for money in the human world, thus they take what they need and give the rest to their clan. The clan uses this money to improve weapon technology and magic as well as the total benefit of the entire clan. The Callarii promote mutual cooperation with Duke Stefan of Karameikos.

The Callarii are indifferent towards humans. They do not concern themselves in the affairs of human tribes or nations. The Callarii consider the humans to be very disorderly and disorganized. Despite their indifference the Callarii always wish to maintain peaceful relationships with the humans. They have been on good terms with the Traldar for years leaving each other alone in their perspective isolation, but recently the political environment has changed. Now the lands are conquered by the Thyatian Empire. The Callarii hope to still maintain good relations with the new government, or any government for that matter. The Callarii promote mutual cooperation with Duke Stefan Karameikos and they actually have a garrison of troops to protect the parks at Specularum, later called Mirros. The Callarii admire the Order of Griffon and to some extent the Church of Karameikos, as bring order to the lands. Any organization that establishes order cannot be all that bad.

As the Callarii are a well order and organized society their alignments tend to be Lawful good and Lawful neutral. Any Callarii that exhibits chaotic behaviour will be banished from the clan.

The Callarii are mostly warriors and they typically are either Fighters or Fighter/Mages. However there are some in there society that have priestly magic which is considered a waste of time by many. These rare scholars will be either Fighter/Clerics or Clerics. (For OD&D, new classes could be created to fulfil these roles of Warrior, Knight, Artificer, and Scholar).

Proficiencies of the Callarii Clan

Battle Meditation (Wis -2)

The Callarii warrior meditates for a moment to gather all of his energies for an upcoming battle. The total process takes full turn of mediation. In the next battle, which must occur within the next 10 rounds, the Callarii elf receives the benefits of having a +1 to both hit, damage, and saving throws. The Callarii warrior also increases his Strength to 15 or by +1 adjustment if the Strength is over 15. If the Strength is over 18, then the Strength will be moved up by one category, e.g. an 18/56 will move to 18/75. Also, this can never increase the strength beyond 18/00.

Battle Rest (Wis -1)

The Callarii warrior can go into a sleep where part of his mind is aware of his surroundings. While steadfast asleep, part of his mind is still listening and ready to alert the rest of the mind in an instant upon any threat of danger. The Callarii must set the reason of what would be considered a danger. For example, this could be any and all movent within the area, or possibly running within the area, but quiet movement of a single person is ok. The Callarii must set these conditions before sleeping as the full cognitive powers of thinking are not available when the Callarii warrior is asleep.

Blade Song Fighting Style (2 Weap. Prof.)

As per The Complete Book of the Elves. (Not reproduced to avoid copyright infringement) 

The Vyalia Elves

The Vyalia are reclusive and prefer to be left in isolation so that they may focus on their studies of life, nature, and the arcane. Their belief is that they must live within the balance of nature and they must serve and protect nature and life. They feel that the life energies exist everywhere within each stone, within each tree, within all of us. This life energy is existence and the universe. They feel all life has consciousness. This consciousness gives us are thoughts and establishes reality as we understand it. There are those that exist and react through emotions like simple animals or machines. Then there are those that exist and see through this consciousness. These individuals are truly existing and living life, while others are just react like chemicals, and never realize or ascertain the full awareness of their consciousness.

In order to achieve this higher state of consciousness, one must seek to avoid having desires and opinions. Those that are closer to consciousness, have strong mental discipline, and are able to suppress their instinctive emotions, desires, and opinions. The result is that the Vyalia will seldom express their opinion to others. They will simply claim they do not like or the do not dislike something. They will remain neutral. They will not react with their emotions, such as feeling sad or upset in front of others. The Vyalia consider expression of strong emotion rather offensive.

The Vyalia wish to always take action rather than procrastinate on a task that can be completed in the future. This is different behaviour than the typical elf that might choose to take years to complete a single work of art. They like to be mentally disciplined and focus on a singular task. They will choose a single task and complete that task to the best of their ability. They would not commit to a task that they know that they would not finish.

The Vyalia use their understanding of nature and the life essence and harness the energies within combat. They study to attune themselves to their natural environment, so that they can be aware of any disturbances within nature. This also makes them more efficient fighters. They also study and observe the manoeuvres of their opponents to more easily predict attacks. This telegraphing effect allows them to more easily counter-strike and defend themselves. When the Vyalia finally attack they use this life essence of nature to guide their movements.

In combat, the Vyalia have a ideology of peace. They are taught from a very young age to always avoid conflict which can lead to combat. The Vyalia would do anything to avoid a fight, and when a fight is unavoidable, they will choose not to make the first strike. They will let another initiate the combat, and then from this point they will attack or defend.

The Vyalia have a two dominant roles within their society as part of their pact to defend nature and the life essence. One sect is a group of mystics that archive and preserve arcane research. They hope that this knowledge can be useful by other warriors that would risk their lives to protect nature. The other sect are the Knights of the Forest called Vishainii. These people dedicate their lives in the cause of protecting life and nature. As part of this mission they travel the world of Mystara to protect nature and life and combat those that would destroy it. They are sent of a variety of missions which one can fulfil roles as a diplomat, agent, or a warrior. One notable group of Vishainii are the foresters whom combine the art of war with magic. They act as scouts and reconnaissance and they patrol and protect the forests. The Thyatians like this because this means they need to keep less troops within the area, as it is already patrolled by the Foresters. Interestingly the Elves also teach a select group of humans that prove their worth to become foresters and become honourable clan members. (Note: In D&D this effect allows a human to follow elf class, and in AD&D, humans are allowed to become rangers which is a craft not normally known to humans). 
Proficiencies of the Vyalia Clan
Nature's Rest (Wis -1)

The Vishainii can fall into a deep sleep which is usually reserved for those that deprived from sleep. During this deep sleep, for every hour of deep sleep, the benefit of three hours of rest is received. The Vishainii warrior must rest at least 6 turns to receive any useful benefits.

Meditative Attunement (Wis -2)

The Vishainii knight falls into a deep meditation for 1 turn in order to attune oneself to the natural surroundings. Afterwards for several rounds (1 turn/level) the Vishainii can sense their total surroundings. The slightest disorder in nature is realized. Thus while under this state of mind, the Vishainii cannot be surprised, exception by opponents that move through unnatural means, such as teleportation. By understanding the natural surroundings, the Vishainii receive the benefit of blind fighting and are able to dodge attacks if attacked from behind. This means that Dexterity bonuses apply when attacked from behind. Thus slightest sound or whisper in the wind is noticed, and the sunlight that is blocked from touching the skin is noticed. The Vishainii warrior under this effect is able to receive a bonus of +1 to AC and +2 to reaction speed. This proficiency requires the understanding of philosophy of Visha.

Cutting Leaf Fighting Style (2 Weap. Prof.)

This is a secret technique of Vishainii warriors and is a closely guarded secret. This technique requires a deep understanding of the philosophy of Visha (Requirement of Visha Philosophy). Under this technique the Vishainii learn how to predict the subtle movements by observing his behaviour, telegraphed moves, and spiritual energy. The Vishainii can respond to the movements through subtle feints or attacks outside of his field of vision. This affords the Vishainii warrior a +1 to hit, +1 to damage, +1 to save, and a +1 to AC if wearing light armour and no shield.

Using this technique the Vishainii can predict the opponents manoeuvres and choose to feint or counter strike. The Vishaiinii warrior must choose a defensive or offensive manoeuvre before each round of combat. If an defensive manoeuvre is chosen, the Vishainii warrior, will foresee the different strikes and choose how he can evade the strikes. This result of this benefit is that the opponent rolls twice for one attack. The lowest result is chosen. If an offensive manoeuvre is chosen, then the Vishainii can predict the best option for the counter strike. For this offensive manoeuvre to work, the Vishainii warrior must forego initiative and strike only an opponent that has attacked him. After the opponent strikes, the Vishainii will choose one attack to receive the benefit where two attack rolls are made. The highest result is chosen.

This ability can be improved. Further proficiencies will allow the Vishainii to predict more defensive manoeuvres. An extra proficiency will allow the Vishainii warrior to predict two attacks, meaning that each of two attacks requires two rolls, and the lowest result of each is chosen. Another proficiency will allow this affect for three attacks upon the Vishainii warrior. 
Hey all! This is a project I've been working on for a while and it's finally done(whew!). It's designed to be something of a traveller's guide (ala Fodor's, Lonely Planet, etc.) and was designed to be a handout for players. A couple of warnings: it is written pre-Wrath and has several things that entirely my own invention. Feel free to use and modify as necessary for your campaign if you wish. Just don't claim credit for writing it - I can't claim full authorship myself since there are several passages quoted from TSR material in there.

The Corliss Guide to Northern Karameikos


----------------------------------------

Greetings Friends!

My name is Brendan Corliss & I am a merchant from The Republic of Darokin. In the course of my travels within the central regions of the Known World, I have had an opportunity to see many sights throughout Darokin, Karameikos, & even Alfheim. As I journeyed the land, I realized that many of my experiences might prove useful to other travellers.

What you are reading now is one in a series of pamphlets designed to take the inconvenience & difficulty out of your journey. Let my experience be your guide. I hope it serves you well! And if you are ever in Darokin City, stop in at 23 Tentrid & tell us what you think. Feedback is always welcome.

Until then, may all of your endeavours be Gold!

-Brendan

This publication will touch upon the 6 largest population centres in the northern regions of The Grand Duchy of Karameikos: Highforge, Kelvin, Penhaligon, Rifllian, Threshold, & Verge. The intention is to give at least a generalised view of the accommodations & services offered in these areas. Each entry for a city or town is divided into 3 sections: general overview, accommodations, & special interest. Whilst many accounts are first hand, some have been conveyed by reliable sources & have been verified for accuracy wherever possible.

Local currency is as follows: the Royal(r) - a gold coin, the Crona(c) - a silver coin & the Kopec(k) - a copper coin.

Unless otherwise noted, local laws conform to the Duke's Law which states that Assault, Endangerment, Escape (from Authorities), Fraud, Murder, Slander, Tax Avoidance, Theft & Treason are all crimes of varying degrees. A legal expert should be consulted if more detailed information is necessary.

HIGHFORGE

General overview

The town of Highforge is a large community of Gnomes & Dwarves nestled in the Wulfholde Hills near the Hillfollow (Shutturga) River. There are a number of exterior stone buildings in the community, but the bulk of the settlement lies below ground. Highforge is governed by the Gnome-King Dorfus Hilltopper, although the town still owes its allegiance to the Grand Duchy.

Accommodations

As Highforge is a community of Gnomes & Dwarves, creature comforts for humans are scarce, although still present. Since a good deal of trade takes place here, the above-ground community has 2 notable inns: The Iron-Axe & The Highforge Hostelry.

The Iron-Axe is run by a Dwarf by the name of Konar Orc-Cleaver. Konar's establishment caters mainly to adventure-types & has somewhat of a rough reputation. Humans & Hin are welcome but Elves are discouraged. The tavern is frequently patronised by locals, so a visitor can often get a real sense of the 'local flavour' by staying here. Accommodations are adequate whilst the food & drink are quite satisfactory, if not altogether unique to the region; Konar's own Orc-Cleaver ale is highly regarded in the community. Room rates are quite reasonable ranging from 5k for the common room to 5c for a private room. Vacancy trends are inconsistent at best.

The Highforge Hostelry is owned by a Thyatian named Bern Galasso. Mr. Galasso's establishment caters primarily to middle-class merchants & traders. Whilst not a luxurious inn, The Highforge Hostelry maintains impeccable standards of tidiness & the accommodations are comfortable if not extravagant. The food & drink, however, are above-average. Room rates are average, ranging from 8c for a standard room to 1r for a 1st class room. Vacancies are more common during the winter months.

Special Interest

As a self-sufficient community, Highforge maintains most of the basic businesses that a typical human community would. Their real specialty, however, is the craftswork, particularly stone & metal working. Masons & smiths are so common in the town that it would be impossible to list even a small fraction of them. Interested parties are encouraged to seek out the appropriate Guild & inquire into commissioning expert services. All major Guilds maintain halls in the centre of the above-ground area. Visitors are strongly discouraged from attempting to enter the subterranean areas unaccompanied or from seeking 'free-lance' labour. One important note: humans, Elves, & Hin should be careful when visiting Highforge. Whilst all three races are welcome, or at least tolerated, it is still a Gnomish & Dwarvish community, both in population as well as custom. 'Outsiders' in violation of local laws often receive the strictest punishment for a given crime.

KELVIN

General overview

At over 20000, Kelvin is the second-largest city in the Grand Duchy of Karameikos. It is located near the convergence of Windrush (Wulfholde), Hillfollow (Shutturga), & Highreach (Volaga) rivers. It is essentially a large walled encampment. Inside the walls are a large field for caravans to set up, whilst a secondary wall surrounds the city of Kelvin proper. Inside the city is a third walled area where the garrison fortress & Baronial Castle are located. The city & surrounding lands are governed by Baron Desmond Kelvin II, son of the founder of the city.

Accommodations

Since it was designed as a way-stop for caravans, the outer encampment is often bustling with merchant activity. Staying in this area is free of charge as long as you can prove to the local guard that you have legitimate 'business' to attend to - not just loitering. Of course, quality of accommodations depends on what you bring with you, but the opportunities & contacts present for those seeking mercantile business is unparalleled in the region. The cross-section of accommodations for the city of Kelvin proper is represented by the following 3 inns: The Star of Machetos, The Karameikan Road Lodge, & Alexander's. The hospitality of the Baronial Castle is, of course, by invitation only.

The Star of Machetos is a luxurious inn located in the merchant district near the castle. The proprietor, Tiberius Logan, named the establishment after his former home in Thyatis. The Star of Machetos caters exclusively to wealthy travellers, especially merchants. The accommodations, as well as the dining, are exquisite. The rates, as expected, are quite high, ranging from 5r for a standard room to 10r for the suite. Vacancies are rare as 'The Star' is a highly sought-after lodging.

The Karameikan Road Lodge is actually one in a "chain" of inns under the ownership of a young entrepreneur by the name of Nikolai Caledon. The Karameikan Road Lodge has developed a reputation for consistency at all of its 5 locations*. Accommodations are as expected: satisfactory if unremarkable. Rates are a standard 1r for a private room. There is no food or beverage served. Vacancies are most common during winter months. *Also located in Specularum, Threshold, Penhaligon, & Vorloi.

Alexander's is a typical example of a basic roadside hostel. Essentially a warehouse divided between a tavern & sleeping room, this establishment offers shelter from the elements when the weather might make staying on the caravan grounds less than pleasant. Accommodations are modest yet tolerable. Rates are a standard 1c for the common room. The tavern serves a basic menu from dawn till dusk & beverages at all hours. Vacancies usually depend upon the weather.

Special interest

Kelvin's location on the Duke's Road, as well as near 3 converging rivers, makes it an ideal stopover for those travelling the Karameikan countryside. This, combined with the strict order maintained by the Baron, makes the city somewhat of a sanctuary for travelling merchants. On the subject of order, also note that noble men-at-arms are especially welcome in the community. The Baron, in fact, is a member of the Order of the Griffon, the knightly organisation affiliated with the Church of Karameikos & is favourably disposed toward Knights & Paladins. One final note: No wizard magic may be cast within the city walls, period. Violation is a Class 3 offence - or worse, if the magic results in a greater crime.

PENHALIGON

General overview

Penhaligon is a fortified town half-way between Kelvin & the border pass leading to Darokin. Penhaligon Village acts as a way-station for folk travelling to & from Selenica. It suffers its share of non-human attacks, but trade & travel revenues are brisk. Lady Arteris Penhaligon has ruled the area since her father's death in AC 996.

Accommodations

Like Kelvin, Penhaligon is situated on the Duke's Road, benefiting greatly from the travel in & out of Darokin. Whilst not as large & prestigious as its neighbour to the south, Penhaligon does manage to maintain something of a haven for the weary traveller. Three representative lodgings are House of the Three Suns, The Adler, & Malakov's Inn.

The House of the Three Suns is owned by Sir Barton Midvale, a retired Knight. It is named after Sir Barton's knightly order. More of a guest-house than a traditional inn, three rooms of this elegant manor are available. Each room is spacious & luxuriant with a rate of 3r per night. Breakfast is included, but no other meals are served. Vacancies are unpredictable.

The Adler is a boisterous establishment located in the heart of Penhaligon. Run by Hans Kurtzweg, a Heldann immigrant, the Adler is a popular destination for adventurers and other travellers seeking a "memorable experience". When things get too far out of hand, Hans and his staff are well equipped to handle any rowdiness. A hearty menu is served during daylight hours whilst the strong, yet palatable, beverages are served anytime. Individual rooms are 1r, whilst the common room is 2k. Vacancies for private rooms are seasonal while there is always at least a bunk or two available in the common room.

Malakov's Inn is located several miles north of Penhaligon on the Duke's Road. This quaint stopover, run by Vlad & Simona Malakov, provides an alternative to staying in one of the larger population centres. One of the very special highlights of this charming pension is the outstanding traditional-Traladaran menu. Meals are included in the 8c rate. Vacancies are strictly seasonal.

Special Interest

With its location on the Duke's Road and its proximity to the Wulfholde Hills, Penhaligon is full of opportunity for the travelling sell-sword or wandering mage. Lady Ateris regularly employs free-lance adventurers to help keep the peace in the area and has a reputation for reasonable pay & decent treatment.

RIFLLIAN

General Overview

Rifllian is a small Elven village of nearly 200 inhabitants on the western bank of the Windrush River. The village is an outpost for the Callarii Elves and serves as a trading post for those wishing to do business with the Callarii, or simply as a stopping place for travellers.

Accommodations

The only inn in Rifllian to cater to non-Elves is The Silver Swan. Run by a personable Hin by the name of Stubbs Plattermann, The Silver Swan is very clean & homey and is patronised by local Elves as well as passing traders. Stubbs prides himself on the range of his menu and meals are available throughout the day. The rooms are all private & cosy and run 12c per night.

Special Interest

Rifllian is the only location for outsiders to safely make unsolicited contact with the Callarii. The Elves of the village are all accustomed to dealing with strangers and are kindly disposed toward humans. Also of note is the Elves fondness for horses. A horse-trader with fine mounts can expect to receive a warm welcome in the area. Any transaction larger than 500r, however, must be handled through Prestelle, the towne-master. Prestelle has a well-deserved reputation for driving a hard-bargain yet she is said to always be fair.

THRESHOLD

General Overview

Threshold is a frontier community on the Windrush(Wulfholde) River near Lake Windrush. Originally a simple logging community, it has grown into sprawling settlement of nearly 5000 since the coming of the Thyatians. Despite its large population, Threshold is not a squalid, crowded town due mainly to a law passed by Baron Sherlane Halaran that forbids any building to be built within 50' of each other.

Accommodations

Threshold has a full range of services, as one would expect from a community of this size. A wide range of accommodations are available in the town represented by the following: The Volk, The Rose of Valerias, and The Black Jug.

The Volk is the oldest and most prestigious hotel in Threshold. Currently owned by Yuri Ilyov, this local landmark has been in the Ilyov family for over 100 years. The Volk is noted for its understated elegance and impeccable service. The finest cuisine in the region is served during supper hours. Rates for a standard room are 3r while the suites range from 8-10r. Vacancies trends tend to be somewhat unpredictable.

The Rose of Valerias is a comfortable, informal establishment catering to both Thyatians and Traladarans. The tavern is a favourite destination for younger crowds, especially from The Threshold Academy. Owner Monika Chronus, a devout member of The Church of Karameikos, views her establishment as a symbol of unity in the Grand Duchy. Food & beverages are served at all hours yet the atmosphere remains peaceful due to the typical patronage. Rooms are small but only run 1c per night. There is no common room. Vacancies are rare when the Academy is in session but common during the summer months.

The Black Jug is a rough and tumble tavern on Fogor's Isle, the tenement section of Threshold built before the Baron's law. Accommodations are less than refined as is most of the clientele. Adventuring opportunities, however, are numerous here and the proprietors often overlook certain ordinances pertaining to weapons and magic. There are no private rooms and the common room is 5k per night. Vacancies depend on the sobriety, or lack thereof, of the evening's revellers.

Special Interest

Located near the foot of the Black Peak Mountains in the extreme north of Karameikos, Threshold offers many opportunities for wilderness expeditions. Adventurers can find employment ranging from simple exploration to taming the local wilds of monsters.

In addition to the many employment opportunities, Threshold is developing a reputation as a burgeoning intellectual centre. As part of his ongoing attempt to transform the town into a modern community, Baron Halaran has established The Threshold Academy. Whilst still a small school (100 students), the Academy boasts a curriculum that includes Agricultural Sciences, Forestry, Local & International History, Astronomy, and Mathematics. Enrolment has steadily increased during its 5 year history and the school has attracted students from as far as Selenica.

There are also 2 local laws worthy of note. First, casting of wizard magic within town limits is a minimum of a Class 1 crime. Second, only daggers, swords, & staffs may be carried. Prohibited weapons are confiscated by the town guard. Also, keep in mind that though wearing armour is not illegal, citizens will be highly suspicious of armoured persons wandering the streets.

VERGE

General Overview

Verge is a small village located on the road between Rifllian & Threshold. Originally a sleepy farming community, Verge has more than doubled in size since the arrival of Duke Stefan. Sir Retameron Antonic & his wife, Halia, rule the village and surrounding countryside from their tower on an overlooking hill. Sir Retameron is of mixed parentage and is a great proponent of an integrated Karameikos without distinction of Traladaran or Thyatian. Verge, in fact, is a remarkably diverse community for its size.

Accommodations

Verge's lone inn, The Boar's Head, is a comfortable hostel run by a Thyatian named Sebastian Tullus. It is a full service establishment, offering hearty meals and strong drink but does not offer anything extravagant. The rooms are somewhat utilitarian yet well maintained. Private rooms are 1r and the common room is 1c. The inn tends to be full during the winter months as the road between Verge & Threshold is often impassable due to snow.

Special Interest

In the last ten years, Verge has become an important regional community, boasting most of the services that one might find in a much larger town. The village also has a friendly & tolerant atmosphere that is somewhat unique for a smaller community in Karameikos. Travelling adventurers can often endear themselves to the local population, especially Sir Retameron & Halia, by sharing exploits of their travels. Be warned, however, the locals have heard many a tale and are adept at distinguishing fact from fiction. 

Korizegy Keep

Hi. When I checked the references on the Poor Wizards Almanac and elsewhere, the mention of this haunted keep always made me wonder about its contents. When I read the contents on Karameikos - Kingdom of Adventure , I felt disappointed for the minimal contents and a good story being potentially wasted. So, I set to work out a version, more fleshed out. I always liked the idea of a haunted castle, filled with a historic background and scary scenes.

I also wanted a place which could be the one whispered in taverns in legends, in fear. A truly old story that could be an integral part of the country, containing part of its history and yet bearing a terrible and believable curse.

This KK has two thousand years old, already standing when the Alphatians made landfall. The fate of three Immortals is also connected to the keep. The decisions the trio made would affect their personalities (mostly for Petra ) and Ranivorus would not be immortal if he decided to stay until the end. The Keep is also the site that became the parting point for the gnoll invasion, for the killing of whole Traldar villages and the transference of some to the Hollow World, so great was the danger. The Keep also marked the end of the Invasion with the Traldar squashing the last of gnollish resistance. It bears the influence of two powerful immortals of Entropy and was trod by the feet of Traladara's most holy Immortals.

Thank you Marco, for your support and opinions :)



RUMOURS:

The Korizegy Keep (I will abbreviate as KK) as a haunted place is long whispered and feared, the clerics of Halav, Zirchev and especially Petra warn against anyone entering that forsaken place. The Thyatians of Karameikos , after so many hours of dread tales, have learned to leave it alone. The Traladarans, by oral tradition passed along the legend of KK. This is some of the stories told about it:

- KK is the site of a dormant gate to the Pyts (false)
- No one who worships Petra, Halav or Zirchev will receive their favours or powers (including turn undead and spells). They are on their own. (True)
- KK is a very ancient castle, centuries old perhaps a millennium. (half true)
- Judging its age, its hard to tell how it has such architecture, mixing ancient Traladara (in truth, Traldar) walls with another wholly foreign style(true)
- KK existed already when the Alphatians arrived (true)
- The Lord of all vampires and werewolves of Karameikos live in the keep. During a certain Full moon, once in a decade, all vampires and werewolves of the kingdom secretly migrate there to pay homage (false)
- The voices of the long dead still echo in KK, reminding of a harsh past, forced to expose everyone its gruesome deeds (true)
- KK was a stronghold against the gnoll invasion, long ago. Once destroyed, the dead soldiers still walk its walls defending against any intruder (false)
- A long-dead patriarch of Petra sought her aid and advise to band an army and destroy that cursed place once and for all. When he saw the statue of in the altar crying tears of blood, he took as a bad omen and gave up (true).

Synopsis of the history in BC 1000:

While the Alphatians were setting foot in Mystara, the Nithian Empire was at its peak , the gnolls were on migration and began invading the lands of Traldar.

Event 1-

In this land a strong willed woman defeated other pretenders to the throne of Krakatos and ascended as Queen Petra. Coupled to her beauty, many suitors were available. One of them was a ruthless and battle hardened warlord, but was rejected by his cruel and blood ways, choosing Halav to betrothal. The other Traldar nobles disliked him, giving little importance to his small domain in the far northwest. This man, Andrei Korizegy, so turned its shoulders to the council of nobles, vowing they one day would regret looking down on him. In his passioned cries for revenge, an immortal heard his souls and quietly told he could get his chance to ruin all those he hated if he embraced his ideals. Under his guidance, he grew even more strong, and his dedication crowned when at the end of a grand quest he found an artifact of its patron, the Fiery Brand of Masauwu. Masauwu told his follower to wait and let his army arrive, for his allies were coming. Combining with his power and the blessing of Masauwu in this artifact, he would be avenged and a part of Traldar would be his.

Event 2-

In ancient Nithia, a small army of renegades ran afoul from the Pharaoh's force. Each soul had a different origin from the stain that eventually blackened wholly their souls. The gnolls consisting the last remaining ones of the experiment of the Nithians sorcerers who tried to create a perfect slave race. The experiment was abandoned when they turned to be brutal and savage.

However, one of the templar magic-users (as in HW Kingdom of Nithia) of name Inherkhan, still persisted in experimenting, even when the clerics of Pflarr deemed this practice blaspheme, even when the other magic-users expulsed him from the order as a renegade for his foulness. It mattered little to him. for he was having great progress in the intelligence of these beings, especially in one of them who he treated as a near equal, giving the name of Ranivorus. The power of Inherkhan and the fear and respect he inspired , including on Ranivorus, let him accompany the last outcasts out of the empire.

The group became stronger when they were joined by Auridaman, a former patriarch of Pflarr, who fell when he was spurned by a minor cleric of Isiris, fell when he killed her consort - a Horoni- and was caught when his immortal abandoned him to his fate. Auridaman was sentenced to the mines, but escaped by the hands of a hairy man who later guided him to a long escape, all the while making him fuel his emotions and channelling his hatred for Pflarr, when he committed the final act - the desecration and defilement of a tomb which contained the remains of a faithful high cleric of Pflarr, he heard a laughter, almost animalistic, and then heard a voice in his mind. "You failed when you choose the Black Prince instead of redeeming yourself in my eyes. NOW LEAVE! And have the reward from your Master". When he awoke, his feet were hooves as a goat's. The later nights, he received visions from his now eager patron, who called himself Master of the Dead, all the while denying he was Thanatos. As this other Master was the Reaper, he was the Goat. After committing himself to this new, more dedicated patron, he received an omen to join a band of other people who also were cast down because of Pflarr. So, he met Inherkhan , Ranivorus and his gnolls. The appearance of Auridaman impressed then, and soon the gnolls began treating the Patriarch with almost religious reverence (Ranivorus included, but later he abandoned all of them when he foresaw the doom). This, however, did not endear the Patriarch to Inherkhan, who saw Auridaman as a challenge to his rule.

When they were in the lands outside the empire, they encountered a large army of gnolls form the Broken Lands. After a quick clash with the leaders of the Horde, with Auridaman killing the Gnoll Leader, the other gnolls accepted surrender and being led by the Cleric, now an enormous force. Inherkhan now was left out of the command, and secretly raged inside. Auridaman guided the army south to the lands of Traldar, after dreaming a small castle in the woods that would become his seat of power.

Event 3:

The days passed in Andrei Kodydzegy small keep when rumours of an army of monsters were on their way. As he was told by his patron, this was his chance to brought the nobles of Traldar on his heels. Although he was surprised to see an army consisted by hyena-headed humanoids, he did not hesitated and, for the horror of his troops, he threw open the gates in welcome and invited their leaders to talk. The few of his man who dared question his orders were slaughtered. Aurimadan talked to Korizegy haltingly (as he was not exactly proficient in an ancient Traladara) with Inherkhan as his advisor. One of the first tasks was to expand his stronghold to a mighty castle. With the supervision and magical aid of the Templar magic-user, added to a mass of gnolls under their command, KK grew to a enormous size, second to none in all Traldar and still a very respectable fortress in the current time (My statistics came to a 200X200 wall plus 90X90 keep). With some expert architecture from the Nithian magic-user revamping the previous petty dwelling of Traldar design, it brought wonder to all who did not recognize the Nithian architecture. Also, a lair for Korizegy's great mount, Smoulder (a large red dragon he subdued in his last years; both it and his rider became later had their reputations spread like wildfire for their might).

The Invasion:

So, the gnoll invasion began. Initially, some small groups pouring through the woods, then in full force. Only when Korizegy received word form the council of Traldar nobles he entered into action. He met a force of 150 footmen which would supposedly group with his forces. He, armed with his torch (Masauwu fiery brand) and his mount , appeared in front of then and began the slaughter, butchering everyone, leaving just one survivor to limp back to relate his meaning for those who disregarded him so.

Even with the Traldar troops' superior knowledge of the terrain, the forces of Auridaman and Korizegy were more organized and the mere of the Flame-Bearer (as Korizegy became known to the common folk) and his mount were enough to cause panic. The nobles, wisely reasoned that they were steadily progressing to a doomed war unless they took urgent measures. So, they arranged an ambush (disguised as a parley) with Korizegy while someone could sneak into that suddenly impregnable fortress to discover their weakness. To the surprise, none other than Petra, Queen of Krakatos and exalted cleric of Vanya volunteered to this mission, in company with Halav and a skilful but squalid magic-user known as Zirchev. While they infiltrated the keep, the 500 men force sent to dispatch Korizegy could have better luck; they had gambled upon his arrogance to meet then without his steed.

The Ambush:

And so Korizegy, the Flame-Bearer and scourge of Traldar went to meet the petty nobles who now would cower before his might. In a certain clearing on the woods he met with two of the younger (and brave) nobles. When they got assured he was alone, with only two guards as token escort they silently signalled to the army hidden in the woods. For a moment Korizegy and his guards were being surrounded by archers and lancers.

"TREACHERY!" He cried! And instead of admitting surrender he marched straight to the barrier of spears waving his torch, clashing when his guards fell. While he was certainly outrageously outnumbered and with no escape to escape, her eyes burned with a passion and lust for their blood. Answering this emotion, the Brand grow even hotter, a bonfire in his hand. And from the flame surged the effect the Traldar so feared : several huge balls of molten rock from the torch, exploding and killing all who were near. Nevertheless, this army new the risks and the meaning of their sacrifice.

Even by the carnage caused by the flames and the rocks, they carried on, with scores of soldiers burning when they close on too near Korizegy. Even the Flame-Bearer was singed by the flames he wield for he was fighting in a cramped condition. He raged by this pain and even more that they continue to advance regardless. So he decided to augment its power even more. Suddenly , the flame on the torch became blinding white, and so became the new shower of rocks that emerged from the torch. Aghast, the soldiers began to fall even more quickly as the power of that unholy weapon became greater by the minute, in the hands of an enraged warrior. Their number have dropped to half when a breach on their ranks became exposed. Blind to his rage, Korizegy ignored the possibility of escape , decided to reduce all of them to cinders. The soldiers, however began to retreat in terror for they never saw a greater display of destruction, even compared to the earlier demonstration of the torch. But the as they began to retreat, the irate Flame-bearer didn't let they leave at least. Once more the white flames ,explosion and rocks flowed into his hands. In a berserk fury he wielded the torch unaware that the white flames began to cover his hands and body. The last surviving soldiers saw a Korizegy wholly covered in white flame attacking their ranks, oblivious he was being consumed. And the killing frenzy continued until there was nothing visible in his body except white flame. Then, in a final explosion of white flames, Korizegy and his torch vanished as consumed by this inferno. From the initial 500 men, only 25 survived, most at the deaths door or dying, a few able to walk. These remaining men returned to the their lord to tell the happening, as was a hidden agent of Aurimadan, who galloped at full speed back to the Keep to warn of their rulers death.



An explanation: As you have noted, the main immortals involved in this conflict are :

-Masauwu : who saw the humanoid migration as an perfect opportunity to cause ruin and misery coupled with his job of finding more suitable candidates for the Entropy. A Task that Korizegy failed in his eyes for not controlling his passion). (PS: Masauwu IMC is much older than his Minrothaddan origin written in WotI)

- Orcus: A Patron of humanoids much more stronger in that time, before Atzanteotl became more prominent and with the still weak (in any) influence of the immortal humanoids of that time. Answering the prayers of his followers for conquest and mass destruction, he was only too happy to combine his plot with Masauwu. In Master Set, he is confounded with Masauwu and their joining of forces between Korizegy and Aurimadan could be the explanation to this.

The Fiery Brand of Masauwu (from the Master set, for your convenience:)

Legend: The Legendary Guardian of Death, Masauwu (possibly another name for Orcus) is greatly feared. Its rumoured he walks across the entire earth every night, appearing as a dark-skinned giant clad in animal skins and carrying a flaming torch. This device is sometimes left for others to use, especially if they will further his causes. It has horrible and awesome powers, but if the user impresses Masauwu by employing it often and with diligence, he may grant even greater ones.

Description: This is a club-like torch, 4 feet long. Its not normally burning when found. If lit, it can be only extinguished by water.

Magnitude: greater Artifact
Power limits: 4/A, 3/B, 3/C, 4/D
Sphere: Entropy (Death)
Suggested powers: (PP 450)

A1 Meteor Swarm 100
A1 Obliterate 90
A4 Turn as CL36 95
A5 Spell damage bonus 1,2,3 = 4 80
B2 Detect invisible 35
B3 Teleport 50

Activation: The artifact is active when found. each time the user slays another creature by using this item, knowledge of 1 power is granted (maximum 2 per day) The artifact may be wielded as a club. Powers are revealed in order of PP cost.

Use of powers: The artifact must be lit for any powers to function, issuing forth from the flames, on command.

Suggested Handicaps (3)

1- When the first power is used: constitution score drops 5 points (minimum score of 3)
2- When turn undead is first used: user loses 3 levels
3- When spell damage bonus is first used to augment meteor swarm: Doom is sent. User and artifact will utterly vanish, but leave all equipment carried, either when user is next struck by any undead creature, or when spell damage bonus is applied to the meteor swarm a third time. (this is what happened to Korizegy. His body and soul and artifact were carried away .. it's ironic that the haunted keep is NOT haunted by the one who named it:)

Suggested penalties (5)

1- Cause critical wounds, cast at user, saving throw applies
2- Attract undead: if adventuring underground or outdoors after dark, 2-8 undead arrive in 1-6 rounds. All are off one type. Roll 1d12 to find Hit Dice type
3- Operational cost. User loses 20% of all treasure owned, not counting magic
4- Die* : user drops dead instantly, no saving throw (can be normally raised)
5- Poison Gas: Artifact releases 20.000 cubic feet of purple gas. Each victim within it must make a saving throw vs poison at -2 or die. User is not affected by the gas!

*I would not count this effect having ever appeared , by a stroke of luck :)

More details from the ambush and the characters:

So, the original ruler of KK vanished form the land, along with his torch. But how he originally got into the trap is not yet fully explained. Here it is:

When Orcus and Masauwu agreed in cooperating with one another in this little plot, The Goat didn't trust at the least in his ally. So he decided to send a spy to the keep, to watch more closer on Korizegy and the others. He summoned one of his minions, Zhivorag, a howling demon (not just fiend) who failed in an important mission to his master sometime ago and was awaiting punishment. So the Black Prince declared he would be sent to a keep in the Prime Plane as a Ulzaq Homunculus to serve a mortal while watching the affairs, especially attentive to any plots that his "ally" could be scheming through Korizegy. With no choice and eager to please Orcus, Zhivorag accepted. Homunculus (as described in Creature catalogue, I can put the statistics later if you wish) are a forced mortal form taken by Immortals who are sent to the prime plane to serve a magic-user or cleric as form of punishment. So, Zhivorag was sent to KK, not to serve Aurimadan, but Inherkhan the templar. Orcus reasoned that the appearance of this new servant to the Patriarch would be obvious to Masauwu that was an envoy of his Patron. Instead, the Ulzaq appeared to the disgruntled wizard who wanted badly the rulership but was barred to a position of mere advisor for both Aurimadan and Korizegy were the acknowledged rulers. Zhivorag explained that he long listened to the anger and his unfulfilled lust for the throne and he was willing to help as his "familiar". After proving his utility showing great knowledge on arcane and the suggestion of a plan to put him as the rightful ruler, Inherkhan gladly accepted. The ulzaq explained that Korizegy was a hard and suspicious man and far more dangerous because his torch. Zhivorag also proposed that he would appear to Aurimadan as his familiar. However, in order to build the confidence of the patriarch in him, it was necessary to implant a lie. So the homunculus was to tell the Patriarch that he was in truth a supposed minion of his Patron and he was there to watch over ,the guise of Inherkhan's servant was just a cover, for it would be much more difficult to spy if it became clear that he was the servant of Aurimadan. Occasionally he would report to the patriarch any news from the Keep and from his enemies. The demon told so clearly and bluntly to the former templar that he didn't realize how true it was.

Zhivorag's Plan:

All of the story above agreeable to Orcus move, to watch for any treachery or threat to his plot and followers. However, it was the howling demon own ideas that led to the eventual doom of KK and perhaps the cause of victory for Halav and his allies. Zhivorag reasoned that his master would be much more satisfied if Masauwu suffered a little stroke and left the scene. As his main pawn was Korizegy, his death could strengthen and consolidate Aurimadan in power as the sole ruler of the Keep and eventually all Traldar. So, he spent nights first feeding the old wizard paranoia to the warrior, then began plotting with him of its destruction (without the knowledge of Aurimadan or his patron). Zhivorag knew about the Doom effect of the Fiery Brand, so he gambled at the warriors overconfidence and bloodlust if he was put in a do-or-die situation. As the warrior had already augmented the power of the meteor swarm before, a third time would mean his destruction and Masauwu would blame the warriors incompetence and foolishness with his artifact rather than accusing Orcus. Then, after the situation was stabilized and the conquest of Traldar restarted, the demon would arrange for the death of Inherkhan (as he was just a pawn and not to an possible obstacle in Aurimadan's rule).

So, he sent an anonymous message to the Traldar Council of Nobles telling how to defeat Korizegy. All they had to do was to assemble a huge force to ambush him under the pretext of there were some nobles who wanted peace and parley and wanted to negotiate in secret. If Korizegy agreed, their forces would be his to control. However, secrecy was to be absolute and they would not risk that a large red dragon flying would be discreet at all. So they pleaded to Korizegy to appear in more conventional ways, bringing whatever army he wants. Even alone they wouldn't dare to move against the Flame-Bearer (Zhivorag rationalized that if the warrior came mounted on his dragon he could very well fly above and just toast with the steed's breath). When the Council received the letter, they became very suspicious of a traitor in the rank of someone's clearly winning the war but, desperate for a plan, agreed although they sent a respectable but not so huge force (500 men). When a message for parley arrived in KK, Inherkhan produced a very detailed report about it to make certain that Aurimadan would be convinced by the validity of it. With the Patriarch's help, Korizegy was still suspicious but agreed on the terms.

Infiltration and sabotage of the three Heroes - The Shame of Petra

While the warrior was riding to his doom, a trio of adventurers disguised as soldiers entered the Keep. This was the second part of Zhivorag's plan. In the same message he proposed the death of Korizegy to the Council he also offered that it could be arranged an entrance to the keep, disguised as Korizegy's man. This could wield precious information about the keep and the logistics of their plans. So, once the spies were inside and the death of Korizegy became known, Zhivorag would make certain that they would be caught and executed by Auridaman (warned by the ulzaq). What the demon didn't count that the trio of spies were the Queen of Krakatos and his consort along with a skilled mage. Their power enabled to foil their uncovering long enough to escape and wreak havoc in the keep.

While Korizegy was leaving a pair of three soldiers were entering the bastion of the gnoll invasion. Disguised with the armour and cloaks they found at the place their contact (the homunculus) told. So, the three began to discover and make a report about the enemies conditions. Petra, as cleric of Vanya*** , Halav as a great warrior and weaponsmith and their magic-user friend Zirchev. They began surveying the troops, the supplies. Halav controlled his anger for walking in the midst of "beastmen", all of then watched nervously the great pit, a 60'x60'pit that connected below to the chamber of Korizegy's pet, Smoulder (a large red Dragon). Zirchev suggested that the disguises could not be enough, so periodically he arranged proper invisibility spells, which just saved then for it made Zhivorag lose track of then, just when a messenger arrived announcing the death of Andrei Korydzegy.

With the momentous turmoil, Petra and Zirchev wanted to leave as their mission were done. However, Halav convinced both that staying for one night in a secure chamber could yield more benefits as they could inflict more damage upon the armies that blasted Cleric and wizard. While sabotage was not at all impossible, Petra were still reluctant, but finally acquitted.

While they were resting in a chamber created by Zirchev (disintegrating a section of wall and using a stoneform/wall of stone then) Halav discussed about poisoning the food supplies of the army, greatly weakening their position, not giving time to recover after their leaders death. When Petra heard this she was appalled by the suggestion, one that only her former suitor (Korizegy) could suggest. While protesting, Halav argued "This is WAR! A war we're losing badly if urgent measures are not taken. So what to poison the watering hole of this vile hyenas? Once they conquer Traldar they would do much worse than that. I feel comfort in your compassion, dear Queen, but in this situation is Worthless! I want to expect now the words form the brave woman who conquered the throne of Krakatos and always followed the dictates of her Immortal, not the gentle actions from the woman I love. We must act!" . After some minutes of harsh words, Petra grew FURIOUS, not for her betrothed but for she knew it was truth and it was an act she would ever regret. She callously agreed and sneaked ,managing to poison at night the supplies. "It is done"- she said in a cold tone, then letting tears of anger and pity for herself fall.

In the day after, they left the chamber, and strolled around the courtyard looking for a discreet leave. When they were near the Pit, Zhivorag saw the trio and in bat form began to scream aloud for the gnolls (as Aurimadan was sill locked in his quarters meditating and asking WHAT have gone wrong to lose Korizegy in this manner). As Ranivorus and his company appeared, Petra arranged a less subtle distraction. He cast an Earthquake on the Pit. the nearer gnolls of the opposite side fell, and while the Pit was collapsing on itself, they could see the from the bottom the form of smoulder flying against the debris, trying to leave before the pt closed. His efforts almost succeeded and while his head were beginning to appear, the rest of the pit collapsed, and it fell all the way down under the weight of the stones, crushing it to death. While this was happening, Zirchev ended his magic door on the wall of the Keep and the trio escaped.



*** There is none a reference about Petra worshiping Vanya but I decided because Petra in her earlier days were more fired with determination in ascending the throne and convincing the more patriarchal Traldar that she was a fit ruler and because Vanya later became her Sponsor. During the war her heart was torn between compassioned justice and the necessity of win the war at any cost. When she was forced to take the actions described she was filled with guilt , ashamed for what she did. Thereafter her character moved to the aspect she later became known: defender, protector of besieged cities and those in need. Until this event, while compassionate she was still enrolled in the spirit of "victory seeker" that the clergy of Vanya had.

The Fall of KK:

After the death of Korizegy and Smoulder and the poisoning of the supplies the things began to change for in the army of Gnolls they were suffering from a lack of morale for the losses, and Aurimadan panicked dedicating more and more time to meditation and prayer for guidance than actually leading the invasion. The Gnolls were both afraid and still respectful from the "blessed patriarch" to take action, but Ranivorus began to lose his patience as they began to lose ground when well coordinated attacks by the council (now ready and with better conditions in the beginning of the war). In this chaos, Inherkhan , as advisor of Aurimadan, didn't do the least to convince the Patriarch to lead then. For the wizard, there could not be a better chance to become the ruler of invasion. Zhivorag was panicked for the state of chaos he provoked and fearing the full wrath of his Master if the situation grew worse he daily pleaded to Aurimadan to get out of his throne and take charge, nut the cleric did not hear the ulzaq - he was lost in thought trying to commune with his patron to know what happened and why he abandoned him.

When Inherkhan tried to lead, he saw that he did not inspired faith or morale in the troops and the defeats were becoming more and more serious. When the situation became worse, Ranivorus confronted him, demanding either to lead or to convince Aurimadan to take action. Inherkhan in presumptuous pride refused to take order from his creation. With this insult he attacked the magic-user and after a desperate battle he managed to wound him mortally. Leaving the wizard to die, the gnoll concluded there was not a unified presence now that could restart the offensive against the humans. Foreseeing the carnage and destruction that would reach the Keep, he told the gnolls that he would not fight without proper leadership in this war and was leaving, to sack the other lands, perhaps again in the north. A band of gnolls joined him, but most decided to stay under the leadership of a hardy gnoll that called Ranivorus as a coward for fearing the humans (this hardy gnoll became "the king of beastmen" told by the Legend of Halav in Traladara). Ranivorus didn't flinched to the insult, smiling inside that the staying gnolls would pay the price for a leaderless keep against the human horde.

While Zhivorag was pacing the keep, enraged by Aurimadan inaction he saw the dying , semi-conscious body of Inherkhan. Deciding to discount his frustrations in the wizard, the ulzaq taunted him, asking what he was going to do as neither the Nithian Immortals would receive him in the underworld neither the ones who promoted the War was interested in a pitiful creature such as him. The wizard ordered Zhivorag to save him, and the Demon laughed, as he was never bound to Inherkhan and his life was at its hands. So, to save him he would want some compensation - the demon wanted the guarantee that his spirit would be his to feast but he would never attempt to harm his body in anyway. Inherkhan laughed, coughing blood, saying that he knew enough of necromancy to not be tricked into trade for an immortal undead form. Zhivorag replied that if he turned into an undead, someone could shatter his spirit and not be any scrap for his feast. He proposed that he possessed knowledge to make him undying and unaging but not undead in anyway.

At the death's door, and failing to see the hidden trick, he accepted. Them, Zhivorag arranged a plaster to help close his wounds ... a very crude bandaged that would hold death only for some hours ... then he arranged the necessary ingredients and began chanting arcane words that Inherkhan repeated each time...by the eve of the sunset it was finished and the ulzaq tore the bandaged apart , reopening the wound. As the blood spilled, the wizard felt his life seeping from his body. As he glared to Zhivorag, the homunculus sneered: "No, I didn't break my promise. You will live, not as undead but as a magical spirit which I channelled using your magic. You will no longer use any but the weakest magical power but I am certain that your eternal life as a magical, immaterial and impotent phantom will compensate that. Oh, by the way, I told I would never harm your body. I will extract my payment in the due time" After that, the homunculus departed and the body of Inherkhan died. Now, he was doomed to live in a magical non-corporeal form, as a lesser Phantom (see Creature Catalogue). Inherkhan fled the company of the others, ever in fear the ulzaq appeared to devour him (in truth, he could only do that in true Demon form), seeking to live in the walls of the Keep.

So, under the leadership of the one who became known as "The king of the Beastmen), the Traldar clashed in a bloody warm , but now with the possibility of victory. And finally, after a decisive battle between the Gnoll leader and Halav where both died (but the later was raised by Petra then) it began the offensive against the centre of the invasion. Making the gnoll army retreat to the keep, the Traldar besieged it and finally stormed into it, killing to the last when finally they confronted Aurimadan, lost in thought. The Traldar, excepting the trio of heroes, never saw him in combat or leading the armies, but recognizing as one of the leader dispatched him with a single blow in the chest. And so enraged and bloodlust they continue to raze the keep, finally deciding to set it afire , sealing the doors of the main keep doors with stone to ensure that none of the survivors (if any) could escape the flames.

Orcus became enraged by the defeat of their followers, and refused to answer the troubled questions of Aurimadan until the end. When all was over, he cursed the ones who failed him with undeath, all the gnolls, men and creature that once lived and died on the castle. In the depths of the collapsed pit, Smoulder awakened by the Curse, now as an undead red dragon. Aurimadan continued lost in thought in his throne, as a grey philosopher. Zombies, skeletons, even ghouls and a weakened Vision now inhabited its lair. The only ones who were spared were Zhivorag (who died in the flames only to return later to the keep in ulzaq form in permanent banishment for his actions) and Inherkhan who continue to roam the halls with fear and frustration as a magical lesser phantom.

The years passed from the victory and gradually some of the victorious nobles tried to claim the land and its castle. Most of then had not returned and those who did reported a stronghold filled with undead, ghosts and death. Hearing this, the council of nobles declared that area forbidden and unsafe. The later attempts resulted only in more death, even if their own score managed to destroy large members of the undead. Centuries later, the clerics of the three repeated that the keep is a place forsaken by the immortals, a ground not safe for mortals to walk.

Explanation why KK is still haunted after 2000 years:

So, when the keep fell and became a cursed place it remained so even when the three ascended to Immortality. Petra is still ashamed for what she did (not so Halav and Zirchev) so she decided that neither she nor the other two would ever take a hand in dismantling the Curse. the other two were taken aback for her proposal, but she insisted that such was the price for the winning of the war. So, the curse and the haunting still exists because:

a) The main clerics of Traldar/Traladara/Karameikos were from the three. And each who entered KK was unable to turn and cast spells. And entering a haunted place without clerical help is suicide. The few hot headed clerics and warriors who entered died. They inflicted losses on the undead there ... mostly skeletons and zombies of the gnoll and human guards that still patrolled. the few who ventured further became dead.
b) Because of the stripping of clerical powers of this place, no seasoned cleric of Petra, Halav or Zirchev would EVER approve its entering ... The Keep as a place forsaken for the immortals and so must remain in that way.
c) The best chance someone have in dispelling the curse is a party which contains a cleric not of the three. There are some immortals that could send their agents there, but Petra made I clear that if the Curse were ever to be lifted , it would be due to mortals, just the way the keep fell.
d) Of course, most entropic immortals find extremely amusing the way the Three assume the Keep as their responsibility. Ranivorus sometimes watch the keep with a sly smile on his face, satisfied for leaving before its destruction. If he did not resolve that, he would never reach immortality. Masauwu know what happened and the treachery of the Howling demon, thinking his punishment as very proper.
Even if it wasn't, he became much more disgusted by the failure of Korizegy than the treachery of Zhivorag, so he doesn't pays attention to KK today. Orcus, as the bringer of the Curse, wants it stays this way. He also punished Zhivorag to stay in homunculus form as long the keep existed. If the Ulzaq got killed by the hands of Adventurers, he would return to his home plane, then Orcus would recreate a new homunculus body and throw him back (this takes from a month to several years, depending on Orcus' agenda). If Zhivorag committed suicide to escape the place, Orcus would kill him - permanently. The same happened if the homunculus take an active hand in destroy the Keep or leave the place. So, even after millennia, Zhivorag is desperate to leave, but not risk its destruction. At most he will give clues in a most indirect way. In fact, if the adventurers capture him and threaten to kill him, he will be glad for it is an excusable way to tip then more directly.

So, the Keep became a haunted site, powered by an Immortal Curse. How the Curse works?

Orcus laid the Curse for punishment to those who failed in his eyes. The Focus of the curse is cantered on Aurimadan, now a grey philosopher, lost forever in thought. As long he exists the curse will not be broken. While he ignores any attack upon him, it wont be that easy to accomplish as each century he ponders it creates 2d4 malices (both described in Creature catalogue ... I can describe them later if you wish). By now, Two thousand years have passed ,so there are 40d4 malices created, most confined in the throne room with him! By the intrusion of adventurers and nobles (most fallen by the undead skeletons and zombies in the courtyard) there were some losses ,but you can judge there are still about 100 malices roaming. The Curse prevents the decaying of the Keep. That's why many wonder about its alien (Nithian Traldar) architecture and it appears that the Keep is not older than 100-200 years. It bears the marks of the siege and the burning the Traldar committed (especially in the main keep); but there is not a sign that a 2000 year erosion occurred. The only damage visible was done by the siege or by intruders after its fall. Should anyone kill Aurimadan, the curse will be broken and in 1 turn , starting gradually, the keep will suffer the age of 2000 years in minutes, turning its stone walls to dust, its metals to rust and any non-magical objects the adventurers bring will suffer a similar fate. Finally, the only remains of the castle will be a huge pile of rock dust and debris. The only items except to this aging effects are the magical items found in the fortress or items possessed by victims killed after the curse (their objects suffered the effects of time normally however). Also, when the Curse is lifted, Zhivorag will assume his manifestation (Howling demon) form at last, taking the phantom of Inherkhan (if still "living") with him to his home plane(debts are never forgotten).

The Hauntings and inhabitants:

One of the aspects (another effect of the curse) that made KK famous is that the actions of the past still echo within the walls, which is called "phenomena". Conversations, arguments, especially the ones that link to the history of the Keep and its inhabitants. When someone walks in any location within the keep these "phenomena" may happen. The living then experiment a heavy sense of disorientation, then they become the unseeing spectators of a scene of the past. They cannot be seen nor they can interact with the "phenomena". Some actions taken in the past, especially those linked to the doomed fate of the keep, are so strong that may be revisited whenever someone steps in the specific place. Such examples are the created chamber of Zirchev, while the trio was resting and planning for the sabotage of the keep. Another is a conversation of Korizegy with Aurimadan about the meeting with the supposed Traldar nobles. These are just examples (I still need to create then ... not with much time to work on this right now) but any reasonable and conceivable within the story presented in the last messages that occurred in the keep could be arranged by the DM to be visited by the party as a "phenomena".

One of the sites of these "phenomena" (the one above describing Aurimadan and Korizegy discussing plans) is also filled with a danger. One of the few creatures transformed but not turned into an undead is a garden of white roses (actually dormant vampire roses that can sense the presence of warm-blooded creatures and slowly creep into any caught by the phenomena) which originally were red - a garden once tended by Aurimadan as recording to the cleric of Isiris he once fell in love)

Also, one of these scenes are not a "phenomena", but a ghostly horde (see creature catalogue).

In the battlements, courtyard and more exposed parts of the keep are the remaining bodies of zombies and ghouls that were destroyed by intruders in these millennia(as their bodies do not decay, its interesting to note that there are no undead skeletons). Very rarely, a corpse form one of the trespassers can be found(but the trespassers who die in the keep will NOT being turned into an undead just for their deaths). But these undead still exists in less explored areas (in the dungeons for examples, there are chained ones who in life were Korizegy men who were not freed by the Traldar). In these dungeons there are the corpses tortured and killed before the coming of the Traldar. Most were discovered and buried but a few remain and so a Lesser Haunt (see creature catalogue) roam its cell.

At the bottom of the pit , Smoulder - now an undead dragon- exists , mostly a savage and almost mindless beast that have two concern: to kill any trespasser and to recollect his buried treasure. This last was not met with much success as most of the hoard is buried under tons of rock and dirt and it doesn't want to create a cave-inn, so the digging for his treasure yielded only part of his original hoard. The dragon has a absolute hatred to any female, from it confound with the cleric (Petra) who caused the collapse of its lair.

When the Pit collapsed, there were some tunnels connecting to the keep, some of which were destroyed or blockaded. One tunnel was being crossed by a group of soldiers who were leaving smoulder lair after bringing food supplies. They became trapped when the earthquake was cast and they died of hunger and disease, not before one killed after another, resorting to cannibalism for survival. This group became ghouls and the most savage and voracious of them became an Elder Ghoul (See creature Catalogue).

In the Food Supplies building, the Curse affects any food/water and potion spoiling, just as an spirit aura does. This is a reflection of the poisoning Petra made here.

In the main Keep, its walls are covered with soot and ash a heavy scent of burning is present, as if the building burned to the ground. In one, once blockaded chamber now thoroughly burned was former occupied by a group of soldiers who died in agony. When the curse struck they returned as a weaker form of a Vision (turned as Spectre, its crying power affects only once; the victims who save at first time will not need to save the following rounds).

In the Guards'' Captain room, it lays its body and his undead form - a wraith. This evil man suicided with a dagger rather to fall under the hands of the Traldar.

In the Chapel (dedicated to Orcus) there are still some ceremonial trappings and relics dedicated to the Black Prince. If someone tampers with it, the Statue of his image will move to attack the defilers (treat as a Guardian Warrior from Creature Catalogue, but without a horse)

In Inherkhans Room lies his body, and the Phantom takes a extreme caution to maintain it safe from harm (much to the amusing of Zhivorag). He hopes that a high-level cleric could raise himself back to his body (which is impossible due to its transformation. It would need a Wish to do that). Cowardly and spiteful, he tries to watch any movement within KK. Finding the PCs he will first convince them he was a poor soldier/adventurer who died by the hands of the gnolls before the Traldar came. Then he will lead then to a "safe route to end the Curse" leading then right to Smoulder Lair. He will disappear and watch if the party can destroy the dragon (the few who got so far haven't). If they manage to do that, he will reason that they could be powerful enough to raise him ... so he will appear later in another visage to try to convince raising his body, offering anything any information or reward he thinks he could give (or deceive the party he has). At this moment Zhivorag would appear to show how pathetic he is, before defiling his body with his claws, much to Inherkhans grief.

Its important to say that, because the Spell of Oblivion on Nithia, Inherkhan will be most amnesiac about anything that connects to Nithia. He will remember about meeting Aurimadan and building the Keep, but will not remember where he came from ,etc.

Zhivorag: If the party seems capable to destroy Aurimadan while surviving the malices (its not so difficult as it seems) he will appear to then, trying to cooperate to get their help (although his aid will be in the most indirect way, through hints not direct clues , because Orcus forbid him against that). If attacked he will immediately flee , for every time it dies he returned to the Home Plane of Orcus , is tortured and punished then returned to the Prime Plane. He also promises to reveal to the PCs about the location of the Keeps treasure in a hidden vault , near the dungeons of the Keep if they succeed killing Aurimadan and thus break the curse (the vault exists but was thoroughly looted when Traldars stormed KK) - a malicious plot of his to kill greedy PCs searching for a nonexistent treasure while the keep collapses upon then. If they leave immediately, they will see Korizegy Keep falling at last. Then, the Ulzaq will appear next to then in the ground and in pain ... telling that their rewards would indeed great...he goes on speaking laboriously for some minutes when finally his transformation takes place and he finally sheds of the homunculus mortal form turning back to a Full Howling Demons. Then waving his arms and claws menacingly to the party he bellows "RUN FOR YOUR LIVES" while using a Fear aura attack upon then (Any Pc saving would be advised to run, even if Zhivorag will not attack them because the Codex forbids it) and then will catch with his claw the cowering Inherkhan from the ground and travels back to the outer plane saying maliciously "The Feast will finally begin". 

Minrothad Guilds

Minrothad Guilds
Location: South of Karameikos, east of Ierendi and west of Thyatis.
Area: 8,120 sq. mi. (18,270 km2)
Population: 208,000 (approximately 50% elves, 43% humans, 5% dwarves, 2% halflings).
Languages: Minrothaddan, Thyatian Common (known mainly for trade and business).
Coinage: Crona (gp), byd (ep), quert (sp), and plen (cp).
Taxes: Officially, guilds owe a 20% annual income tax, while individuals owe 10%. Yet, there are many extenuating circumstances which can reduce or increase the amount owed of which only Minrothaddan tax collectors can keep track of all of them. There is an 8% sales tax for local items, while all imported items (or services) have an 18% sales tax. Foreigners must also immediately pay a 20% income tax for all income earned while in the nation.
Government Type: Plutocracy; every guild master has a seat on the Council, with the most powerful guild master ruling over the council. Now, Oran Meditor is growing in power and trying to assume a presidential role.
Industries: Crafts, trade, and services.
Important Figures: Oran Meditor (Ruling Guild Master, elf, male, F10/M11).
Flora and Fauna: Birds, donkeys, goats and lizards are commonly spotted on the various islands. Monkeys and small, wild pigs are also known to be present deeper inland.

Vegetation is dominated by mahogany and teak, although numerous fruit-bearing trees are also common.
Further Reading: GAZ 9 - The Minrothad Guilds, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Favonius Viator. 

' 

Being a merchant myself, I find that makes me perfectly qualified to talk about the money-grubbing Merchant-Princes of the Minrothad Guilds and their nation. They currently enjoy supremacy of the sea-trade, but mark my words, Thyatis is about to claim that title from them.

The Land

Like many of the islands of the Dread Coast, the Minrothad islands are volcanic in origin. The mountain ridges are covered with forests, while the closer to shore are scattered patches of palm trees. The beaches on the eastern shores, are long and shallow, while the western shores tend to be dominated by cliffs and black sand beaches.

The islands of Minrothad have only a few forests remaining, and these are mostly replanted. In their constant pursuit of the domination of the sea, the Minrothaddans nearly cut down every tree in sight to make their precious little boats. Although I admire their enthusiasm, this simply goes to show how short-sighted they are to long-term profits.

Minrothad is situated right where the moist Dragon Winds from the south meet the cold Continental Sweep Winds from the north. This has two main effects on the weather of the area. First, it creates a lot of fog (something the local pirates enjoy), which makes any sea journey treacherous to those who do not know the location of every reef and rock that sticks out of the waters. Second, it creates tornadoes, which can devastate towns or create huge waterspouts to capsize boats, neither of which are useful to anyone.

There are six main islands that compose this mercantile nation. Trader's Isle contains Minrothad City, the capital of this bureaucratic nation. There are two volcanoes on this island which are, unfortunately [we hope he meant to say fortunately. Ed.], inactive.

Alfeisle is home to the wood and sea elves of the nation. It is the one place where forests are still rather abundant, but that's only because of the elven love of trees. Admittedly, these elves are extraordinary sailors. Fortress Island, on the opposite side, is the stronghold of the Minrothad dwarves - dwarves who live on an island and sail the seas. Something about that just screams treachery against the essential nature of dwarves.

The other isles have little importance. North Isle is simply a stopover for ships heading north. Both Blackrock Island and Fire Island are active volcanoes, hence are uninhabited by the Minrothaddans.

The People

What can be said about the Minrothaddans besides the fact that they will do anything to get your money. They call this "the Ethics of Competition," which blatantly means that anything short of murder and treason is acceptable, provided that Minrothad comes out ahead. All the races of the islands believe in this; even the elves and halflings, who are just as bad as the human Minrothaddans [As you might have guessed, these are obviously the opinions of the writer, and not of the editors of the Almanac. Ed.].

Their laws are all aimed at profiting the locals and hurting foreigners, especially their merchants. Just look at the ridiculous sur-tax they have on foreign goods! Worse, unlike any other civilised nation, their punishments are more severe on foreigners who don't know their laws than on the locals. Death is a very common sentence to many crimes, including anything that has to do with money.

Speaking of laws, they have the most complicated system anywhere. Every dispute is handled by the courts instead of with an honourable duel. And the winner is usually the one who can afford the best lawyers. Needless to say, with the extra tax on services for foreigners, it's usually not the foreigner who can afford such legal services.

Recent History

Minrothad hasn't done much recently, besides continue to make money and not care one way or the other about the rest of the world. During the Wrath of the Immortals, although they did supply Thyatis with ships and transportation, they were just as eager to get their hands on Alphatian gold and provided them with the same services.

More recently, Minrothad has made an attempt to gain control of the Aegos Pit to the Hollow World. Of course, we beat them to it, but our governments came to an agreement to clear the Pit together. Now, they blame us for recent sabotage on their project to steal wealth from the Hollow World. I think they should take a long look at the large list of other nations they have offend in their bid for money before accusing the Great Empire of Thyatis. What do we care for their little projects?

Back on the islands themselves, Oran Meditor is making a slow but steady bid for power. Many believe he will try to name himself king of Minrothad. Of course, the other guilds are plotting to overthrow the elf. I hope the whole lot of them fall in a civil war and destroy themselves. It will save us the trouble later on.

Don't Miss

If you're a foreigner, the first ship leaving Minrothad. If you stay any amount of time, you'll probably get into an argument, face their dreaded court system, get arrested, and sooner or later obtain a death warrant on your head. Like I've said, they only care about their money, not about foreigners' welfare. One last warning, only members of the Tutorial Guild are allowed to cast spells; anyone else, including foreigners, will be swiftly punished if they try. 

The Success of the Minrothad Merchant Class
Averoignian economist Jean-Jacques Chretien, from a special lecture series ("The Future of the Magocracy in a Trade-Based World Economy") given at the Great School of Magic, Flaurmont 1016:

...Minrothad has replaced the sacrosanct notion of the commercial balance with the idea of working for commissions. They have become the great carriers over the seas. Enormous stocks of raw materials and tons of manufactured goods are transported from one country to another in their flat-bottomed, round-sterned ships. They buy only to sell again, and the major part of their vast commerce consists of taking supplies in every part of the world in order to supply the whole world in turn.

Minrothad City, in fact, seems to be the warehouse of the world's goods, if you will. Merchandise from everywhere is sometimes stored there for several months, then sold when the best prices are available.

Who are these Minrothaddans? How have "a handful of humans and elves reduced to a corner of the world where there is nothing but water and rocks," as Prince Étienne d'Ambreville has put it, managed to attain such affluence? What might the observations of a Glantrian be upon visiting their country? Let us imagine a fictitious trip taken by the son of an Averoignian merchant to the Minrothad Guilds. Suppose that the father of our traveller, like so many other merchants in Vyonnes, has a contact in Minrothad, a rich merchant who invites the young man to stay in his home in Minrothad City.

When our young traveller visits Minrothad, he is astounded by the fact that the country is essentially urban. The inhabitants of the town represent two-thirds of the population, an enormous proportion compared to essentially rural Glantri. Rising out of a world of sea cliffs and fog, the city--admirable, spacious, airy--is lined with red-brown, black, or pink houses on piles around its semicircular and concentric paved streets. Street life is intense and disciplined, always within hearing of the city's countless bells. The appearance of the city is mostly neat and clean. The commercial areas are full of life, but without the deafening uproar heard in Glantrian streets. Numerous warehouses line the streets; the state does not attempt to control economic activity in the cities as the Glantrian government does, although the power of the guilds over the various crafts is often tyrannical.

While walking from one store or workshop to another, our traveller observes with astonishment the amount of metallic currency in circulation. Good coin is so hard to come by in Glantri! Even in Glantri City, a merchant or craftsman often has difficulty in obtaining payment. Nearly all work is done on credit, because of the monetary famine of the times. Intrigued, the Glantrian promises himself he will get an explanation of all this from his host.

The home of his host is fairly large, comfortable, clean, but without ostentation. On the wall are hung paintings that show scenes of family and city life in all their truthfulness, all their simplicity. In the main room there is a portrait of the master of the house, by an artist who is doubtlessly struggling against poverty. Here a painter is one tradesman among others. Patronage is an unknown concept. A rich patrician pays for his order, and that is all. Art does not contribute in any way to illustrating the grandeur of the state.

Our traveller, accustomed to the diversity of dress among the Glantrians, who are always careful to reveal their social stature or acquired privilege through their clothes, notes with some surprise the sombre black or violet clothing of his host family. He is aware of their great fortune, and notes the near absence of servants. The mistress of the house does her own shopping. This simplicity of life extends to the important personages of state. Helka Ruyter, wife of a celebrated naval hero, does her own shopping too; and Oran Meditor himself sometimes goes about on foot (albeit with a contingent of bodyguards).

Meals are taken in near-silence. The food is not especially refined. Our traveller dreams of the lively feasts of Averoigne. he has further occasion to speak with his hosts in their little private garden, which almost all the Minrothad burghers possess, over a cup of tea, coffee, or chocolate, all commodities brought in by the ships of the great trade companies.

The Minrothaddans ask the young Glantrian his plans for the future. It is their turn to be surprised by the limited interest he shows in his father's export business. The young man's preoccupations seem to be the office of treasurer that his father wants to buy for him soon and the beautiful estate that his family is preparing near Ximes. The son of the household, about the same age as the guest, also speaks to him about his future. He evokes with enthusiasm the ships that adventure to the far reaches of the world in search of rare goods; he describes the fantastic commercial activity that animates the quays of his city. What is his ambition? It is to become a rich merchant like his father. For him, trade is a sort of epic. He is even learning the languages of far-off lands. Minrothad possesses the greatest centre in the world for the study of languages.

How will he invest his profits? As his parents did, in his townhouse. The properties of the landed aristocracy, few in number, hold no interest for him. A few paintings, some fine porcelain, and polished copper cookware will adorn his only investment in real estate: a fine urban residence where he can lead a simple, virtuous, and closed family life. All this talk gives the young Glantrian a glimpse of a new idea: Success confirms virtue. Minrothaddans read a tremendous amount. Greater intellectual freedom and lax censorship have made this watery corner of Brun a publisher's paradise. Perhaps nowhere else in the world can one find such a wealth of non-magical reading in a personal library. Our traveller finds numerous botanical works (a legacy of the country's elven heritage) and popularisations of science in his host's library. The Minothaddans know how to combine their live of the concrete and of science with their commercial genius. Thanks to the advanced techniques of their processing industries (such as certain ways of dyeing cloth), they dominate major markets.

Our traveller might then wish to observe more closely "the world's greatest warehouse" and Brun's leading financial marketplace. The extraordinary activity on the quays and docks of Minrothad City astonishes every visitor. Among the peculiar mobile cranes, Karameikan cereals, Darokinian wool, rice from Ochalea, wine from Narvaez, iron and wood from the Northern Reaches, spices from Sind and the Midlands, sugar from the Serpent Peninsula or Davania, and countless other goods from everywhere are loaded or unloaded before the ships depart for destinations all over the globe. Around Fyrmont the Sindhi/Peninsular fleet returns: twenty enormous ships with fabulous cargoes. In Flaurmont nearly two hundred vessels raise anchor for the northern Sea of Dawn.

Because of its geographical situation, Minrothad finds itself not far from major river routes as well. Remarkable shipbuilders, the Minrothaddan elves design ships for each sea or water route and for each particular trade. The approach to the coasts is particularly dangerous, where the sea is at once violent and shallow. The merchants' spirit of enterprise does not allow itself to be intimidated by the wrecked ships broken up by the waves. All foreign visitors note the appetite for work and the extreme frugality of the Minrothaddans. All the world's goods pass through their hands, and they consume almost none of them. Even the best products of Minrothad are meant for exportation.

Everything is designed for the best possible return on the lowest possible investment. The famous "flutes" (from the elven word fluit), flat-bottomed ships with round sterns and narrow decks, are inexpensive to build but can hold vast amounts of merchandise. Transportation costs are by far the lowest in the world. Thus the Minrothaddans have become indispensable go-betweens in world trade. In order to deal with the tremendous risks of the sea, Minrothaddan shippers have organised two remarkable systems: that of defensive magics, and that of maritime insurance. As defensive magics are more this institution's domain than my own, I shall consider the Minrothaddan insurance industry. Insurance companies have multiplied in the capital, to such a degree that they can lower their rates to ten percent and even eight percent of insured value. By comparison, the Darokinian rate of insurance on an over-land caravan is about 25 percent.

Minrothaddan trade has invaded the world. Whereas in Darokin the great merchant houses struggle to establish separate markets, the Minrothaddan merchants spontaneously form associations to conquer the trade of both East and West. To the great consternation of the Thyatian trade ministry, part of Thyatian production (notably from the Isle of Dawn dominions) wind up in the warehouses of Minrothad City.

The great Minrothaddan merchants have utilised with formidable efficiency the weapon of information in the service of commerce. No country possesses a regular messaging service so perfected, although a private Darokinian company is making gains in this field in recent years (Master Guido Umbarth shall speak on magical applications to trade tonight). Nowhere are there so many gazettes, nor are any as well-informed of economic events worldwide. Minrothaddan businessmen are always the first to know of shifting prices in distant markets, as well as of shipwrecks and natural calamities. Because they are also largely responsible for transporting raw materials and manufactured goods, speculation has become easy. These merchants can sometimes dictate prices in foreign ports, which hampers local trade considerably.

The Minrothaddans have also had the genius to connect commercial and financial power in a manner never before seen. Economists rightly say that only trade can bring a country metallic currency. But Minrothaddan methods are different. After having seen the foremost port in all Mystara, our young traveller visits the leading financial market in all Brun (and perhaps the world, since Alphatia's demise). This is the famous Stock Exchange of Minrothad City, a sort of permanent commercial fair where world commerce is discussed. The building is classic, elegant. Some thirty columns support covered galleries, where the great merchants meet. Regular visitors know that they will find the Sea of Dawn merchants by one column, and those of the Savage Coast by another. Here a ship is chartered; a few steps farther on, it will be insured. In the courtyard, the talk is of real estate values, of long-term deals, of speculations in universal trade. All the world's goods, or nearly all, are given their price there. Perhaps in part because of this, the Minrothaddan crona is the most secure of world currencies.

Another reason for the success of the currency is that the Central Bank always keeps on hand at least enough silver to cover all deposits. And, as Corwyn Mauntea of Darokin has been heard to say, Minrothad has the "enormous audacity" to make no effort to protect the metallic currency in its possession through prohibiting the exit of precious metals. Resolutely anitbullionist, the Guilds allow the exportation of currency, and even ingots. Furthermore, a merchant knows he can withdraw at any moment whatever he had deposited in the bank, without having to borrow. That certainty has attracted massive amounts of capital. Depositors accept the low interest that the bank offers them, in exchange for absolute liquidity, which as you know is unheard of in other countries. In this way, the bank accumulates considerable holdings in metal without charging large fees. This is the explanation for the abundance of metallic currency in circulation in Minrothad.

All is not idyllic in Minrothad--much is needed. The efficient and unbending capitalism largely profits the bourgeois class--a very large class, it is true--but it also engenders widespread poverty, as a visit to the edge of any city could demonstrate. There, miserable agglomerations of slums contrast sadly with the neat comfort of bourgeois neighbourhoods. But this is also true of other major cities, from Darokin to our own capital. Due to the absence of strict class distinctions and the Minrothaddans love of freedom, it can be said that social mobility is even more of a reality here than in Darokin or Thyatis. And it is the tireless ambition of the upwardly-mobile merchant class who will continue to make the Minrothad Guilds an economic force to be reckoned with.



[This passage was adapted from "Mercantilism and War: The Dutch Obsession," a chapter in _Colbert_ by Ines Murat, translated by Robert Francis Cook and Jeannie Van Asselt (Chalottesville: University Press of Virginia, 1984), 136-46.] 
Northern Reaches

Ostland (Kingdom of)
Location: Off the coast of the Sea of Dawn, east of Vestland and south-east of Heldann.
Area: 8,920 sq. mi. (20,070 km2)
Population: 131,000 humans
Languages: Heldannic.
Coinage: Krona (gp), Eyrir (sp) and Oren (cp).
Taxes: None. All revenue is gained through raids into other nations.
Government Type: Monarchy.
Industries: Piracy, agriculture (grain, potatoes, and beets), fishing, logging, and trade.
Important Figures: Finn Hordson (King, human, male, F5), Yrsa Svlasdottir (Queen-mother of King, human, female, P10 of Odin), Asgrim the Bowed (Royal adviser, human, male, P15 of Odin)
Flora and Fauna: Sheep, horse, cattle, goats, dogs, deer, elk, and brown bears can be found on the islands of Ostland. The forests are composed of ash, yew, and conifers.
Further Reading: GAZ7 - The Northern Reaches, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Misha Mananov 

' 

Surely Halav has blessed me to allow me to visit such wondrous places far beyond the lands of Traladara. I deem it but a small task to write about these places so that others can learn and experience the same sense of wonder that I have.

The Land

Ostland is composed of several relatively flat islands just off the shore of the mainland. Only Noblo Island has any form of high relief, with small mountains on its eastern shores. With only a few forests scattered about the land, the cold winter winds have nothing to block their entry into the homes of the Ostlanders. These freezing winters would seem like a bad omen to most people in Karameikos, yet to the hardy northmen it is simply a winter like any other.

Still, the other seasons are much warmer, allowing the hard working Ostlanders a long and blessed growing season for their agriculture.

Ostlanders live in small villages, usually composed of just a single clan. Everyone in such a village is therefore a blood brother, so they eagerly give each other aid when needed. Noblo Island is well populated with such clan settlements, having almost all cultivable lands used for their grain and potatoes fields.

The other islands of the nation are sparsely populated and much more wilder than Noblo.

The People

Above anything, the Northmen honour bravery and scorn the weak. The civilised way of words used by the Thyatians and Minrothaddans who visit their nation is dishonourable in their point of view. They fear nothing, not even the darkness of eternal death, and march off to battle foes even when hopelessly outnumbered. To a northman, death in battle is the only method of finding happiness in the afterlife.

Ostlanders give praise to their divine Gods [the "Gods" of the Northern Reaches are merely Immortals. The northerners simply call them Gods, much like the hin call their Immortals "Heroes" after the title they received when they were mortal. Ed.], just as any respectful people should. They maintain their ancient traditions and customs, despite many pressures from foreign powers to change. This is what I admire about them, having felt similar feelings of dishonouring Halav back home with the blending of Traladaran and Thyatian cultures. The reverence for Odin and Thor runs deep in their blood, and never will they accept any insults to their beliefs.

Yet they are quick to anger at any insult upon them, not just those toward their Gods. Battles to the death over a perceived wrong is commonplace here, and to be called a coward afraid to fight is the worse insult imaginable to them. And they do not forgive as easily as you or I; an enemy made is often for life.

Of the three Northern Reaches nations, Ostland is still practising pirating and raiding of foreign nations. And they do not deny it when accused either. They view such raids as tests of manhood, and that only the weak whine about their fate. To most, such plundering is violent and brutal, but to the Ostlanders, it is a way of life.

Recent Events

During the Wrath of the Immortals, King Hord of Ostland died while attempting to raid an Alphatian warship. He was succeeded by his son, Finn. Finn only recently turned 18 [in AC 1013. Ed.], and was unable to claim the throne until that point. The nation was therefore ruled by Queen Yrsa and High Priest Asgrim the Bowed until Finn attained manhood.

Since attaining manhood, there have been several attempts on the young man's life. A civil war broke out for the earlier parts of this year, but the Young King showed wisdom beyond his years when he managed to end it peacefully. I foretell a future greatness for this Finn Hordson.

Now, Finn looks on to expand his nation, and his eyes are settling on the Isle of Dawn and Norwold.

Don't Miss

When visiting Ostland, one should enjoy the hospitality offered by the northmen. Since there are no inns in the entire nation, one might as well accept the comfort of their homes and a warm meal. Often, the men of the village will gather together in their main longhouse for drinking and tale-telling. The storytelling bards of Ostland are known as skalds, and the legends of bravery, heroism, and valour are some of the most moving I have ever heard. It is truly a pleasurable experience and not to be missed when presented with the opportunity. 

Soderfjord (Kingdom of)
Location: South of Vestland, east of Rockhome, north of Ylaruam and southwest of Ostland.
Area: 31,060 sq. mi. (69,885 km2)
Population: 153,000 humans, 8,000 dwarves.
Languages: Heldannic.
Coinage: Markka (gp), penne (ep), gundar (sp) and oren (cp).
Taxes: None. Most revenue is raised from tolls to use roads and bridges. The rest of the money is raised by raiding other nations.
Government Type: Monarchy, although the jarls (lesser nobles) still hold tremendous power.
Industries: Cattle, goats, sheep, fishing, logging, furs, piracy, and trade.
Important Figures: Ragnar the Stout (King, human, male, F17).
Flora and Fauna: Deer, elk, and wolves can be found throughout the coniferous forests of Soderfjord. Various herd animals, such as sheep, goats, cattle, horses, and bisons can be found in the plains of the nation.

Goblinoids used to be very common in the southern Hardanger Mountains, but they have been defeated and now pose little threat.
Further Reading: GAZ7 - The Northern Reaches, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Misha Mananov 

' 

Once nothing but a collection of petty jarls and nobles, Soderfjord has recently been united under the rulership of the charismatic Ragnar the Stout.

The Land

The south and west of Soderfjord is nothing but a rocky plateau, uninhabited by all except for wild tribes of goblinoids. Along the coast, however, as well as the length of the Soderfjord River, prosperous farmlands can be found. Since this is usually not enough to feed the entire population, fishing is very popular.

It is in the arable land that most of the northmen live in Soderfjord. These coastal plains are a good dozen meters above sea level, with cliffs dropping sharply into the waters below. There are very few places for a ship to land except at an occasional alcove along the coast.

Deeper inland lies the Great Marsh, a place where entire caravans have been reported to disappear. The northmen claim that the living dead haunt this evil swamp, and I for one believe them. Only the famous Marsh Road is safe, and even then only during the day.

Finally, there are the mountains themselves which act as borders to Rockhome and Ylaruam. Somewhere in the jagged Makkres Mountains to the east lives the Modrigswerg Dwarves, a clan of exiled dwarves who prefer to be left alone. Although the southern Hardanger Mountains are claimed by Soderfjord, no one has lived there since it has, up until last year, been populated by barbaric gnolls and kobolds.

The People

Above anything, the Northmen honour bravery and scorn the weak. As with Ostlanders, they believe that using words is cowardly and dishonourable. They fear nothing, not even the darkness of eternal death, and march off to battle foes even when hopelessly outnumbered. To a northman, death in battle is the only method of finding happiness in the afterlife. Thor is the ideal example of their lives, and he is almost universally worshipped throughout the nation.

Northmen from Soderfjord are very closely tied to their clan and sadly view all others, including (if not especially) other northmen, as rivals. This has to do with generations of fighting between the clans - the blood spilled during those battles has yet to be forgiven. But such feuds have been decreasing. The new King of Soderfjord has forbidden the most bloody of the clan wars under pains of death. He allows skirmishes and raiding (in fact encouraging it), but draws the line when outright massacre is involved.

Although just as fierce as their brothers of Ostland, the northmen of Soderfjord care little for one another unless they are direct kinsmen. During a battle against a common enemy, they will not watch out for each other, a fact that caused many deaths in the recent war against the Hardanger Kobolds.

Although I have mentioned that the Northmen do not fear anything, this is actually untrue. There is one thing they fear in this world: wizardly magic. To them, it is powers granted by Hel herself, and mages are reviled as stealers of souls and fiends incarnate. If in battle with northmen, by casting a simple magic spell, you might manage to cause all your enemies to flee, or, should your luck turn bad, cause them all to try twice as hard to slay the foolish mage.

Recent Events

In the year AC 1012, war leader Ragnar the Stout managed to convince his fellow jarls to name him King of Soderfjord. With this, he promised to rid the Hardanger Mountains of all kobolds and embarked upon a holy war. Unfortunately, the battle was not easily won, and Ragnar lost a lot of prestige during the two years of fighting. Still, at the very end, the goblinoids were eliminated, but many of the jarls believe this was only accomplished with the help of Vestland, and not because of their king.

This year he participated in the civil war of Ostland, hoping to obtain plunder for his warriors. When the war ended peacefully and Ragnar returned home with very little gold, his reputation dropped more.

Now, rumours in the taverns talk about various Jarls plotting to overthrow the King in the near future.

Don't Miss

There is a sight that marvels my eyes and makes me believe all the stories about the greatness of the Immortals. About 10 miles (15 kilometres) south of the mouth of the Angesan River, the coastal cliffs reach a height of nearly 150 meters (500 feet). This in itself is a breathtaking view, yet it is not the wonder I speak of. Carved directly into the cliff face are several large runes of unknown origin. These runes are nothing like those taught to worthy warriors and godar [northmen priests in plural form, singular: godi. Ed.] by Odin. Many believe that they are the ultimate runes, and when deciphered, it will allow the reader to attain Immortality at the side of Odin and Thor [course, those wanting to know what they really are should read p.22 of GAZ 7]. It is through such wonders that my faith in the Immortals is strengthened. 

Vestland (Kingdom of)
Location: South of Heldann, east of Ethengar, north of Soderfjord and west of Ostland.
Area: 21,060 sq. mi. (47,385 km2)
Population: 155,000 humans, 6,000 dwarves.
Languages: Heldannic.
Coinage: Schilder (5 gp), guldan (gp), hellar (ep), floren (sp) and oren (cp).
Taxes: None. Revenue is raised from tolls to use roads and bridges. The king is planning on installing some form of income tax in the next couple of years.
Government Type: Monarchy.
Industries: Logging, furs, fishing, and trade.
Important Figures: Harald Gudmundson (King, human, male, F13).
Flora and Fauna: Bears, deer, elk, boars, and wolves can be found throughout the dark, eerie forests of Vestland. Various herd animals, such as sheep, goats, cattle, horses, and bisons can be found in the plains of the nation.

Goblinoids used to be abundant in Makkres Mountains, but they have been routed and chased deeper into Rockhome.
Further Reading: GAZ7 - The Northern Reaches, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Misha Mananov 

' 

Not all the Northern Reaches nations are loyal to the ancient traditions of their people. Vestland is a kingdom which is trying hard to become like the nations of Darokin and Thyatis. To attain their goal, the Vestlanders are ready to abandon everything that once described themselves in both heart and soul.

The Land

The southwest region of Vestland is composed of rugged foothills of the Makkres Mountains. It is a beautiful countryside where I enjoyed spending my days hiking around and admiring the beauty granted to this land by the Immortals.

The rivers of Vestland, known as fjords, are located within deep valleys with very steep sides. The lowlands around these fjords are very fertile and are the site for the numerous farms of the nation. Unfortunately, there is not enough such farmland to feed the entire nation. Once up the valley slopes, a rocky plateau unsuitable for agriculture dominates.

The People

Vestland is a land torn between tradition and improvement. The northmen of Vestland do not wish to give up their old ways, but they also wish to become modern and civilised like the other nations of the Old World. So far, they are advancing slowly along the road of modernisation.

They have schools that teach the former warriors how to read and write, and Norrvik even boasts having the only magic college of the entire Northlands [they study the magical runes taught to them by Odin and his priests. Ed.]. This means that they are slightly less fearful of magic than the other northmen.

Of the old traditions, only the worship of the Northman Pantheon remains; all other customs, notably piracy, have slowly disappeared. Unlike Soderfjord and Ostland, Odin and Thor are not the favoured Gods [once more, a reminder that God is simply their term for Immortal. Ed.] of the people. Instead, they revere Frey and Freyja first and foremost, with Odin and Thor only worshipped by the nobles. The church of Forsetta, a key Immortal in Vestland religion, is also popular as their priests have played a vital role in the selection of the High Kings of Vestland since the days of Ottar the Just.

The Vestlanders try to be polite and scholarly, although they are not always successful. It is not surprising to see a man break into a rage and start pummelling the person he was arguing, then stop just as suddenly and ask for forgiveness when his rage is better under control.

Recent History

Vestland allied itself with Soderfjord last year to deal with the problem of Thar and his goblinoids in the Makkres Mountains. The armies of the two nations were successful in routing the goblinoids, but much damage was done to Vestland before it was all over. The towns of Landersfjord and Rhoona were practically completely destroyed, and Duke Stephan Rhoona, one of King Gudmundson's oldest and staunchest allies, was slain in the latter attack.

Now Vestland enjoys much more relaxed borders since the kobolds and trolls have disappeared. Thus did the 45 winters long Troll Border Wars end. This has opened up the way for settlements in the long uninhabited Trollheim Hills.

This year, to further prove itself removed from its ancient barbaric ways, Vestland has petitioned to become a member of the Western Defence League. So far, the WDL has not decided on whether to accept Vestland or not.

Don't Miss

Norrvik; a real, honest-to-Halav city found within the Northlands. Unlike Soderfjord and Zeaburg, Norrvik has schools, taverns, a market square, and even inns for foreigners to have a place to stay. For anyone who has spent a long time in the Northern Reaches, it is a comforting reminder of home to walk into a semi-civilised town. Unfortunately, it also has some of the drawbacks of civilisation; upon attempting to pay for my room at the Inn of the Twelve Princes, I discovered that someone had pilfered my money-pouch. Despite this, it felt good to be back in a place resembling home. 

The Vasko family trading base

This homestead is in the Northern Reaches. It is used by the Varsko family as a trading house near Norrvik, and is staffed by both family members and their hirees. The homestead grounds include several fields for grazing animals, a field of various vegetables, and a small grain field.

The Varsko family deals mainly in luxury goods. Their biggest trade is furs, but they have abundant imports of spices and choice meats. The homestead operates mainly as a transfer point for the family's shipping. There are large stable facilities for the incoming and outgoing shippers and there is quite a bit of space for the members of these caravans.

The Varsko family will ship most of their merchandise through this office, because its proximity to Norrvik gives them very up-to-date trade information. From here, the head of the homestead will send the goods wherever they're getting the best price. Those shots are called by Gnarth, with the advice of the their family members who work here.

The complex consists of 1 two-story building and another 3 one-story buildings along the outside. There are three towers, and two of them frame the stables and smithy.

The ground floor of building 1 is mainly single rooms, used by the staff of the homestead. There is also a kitchen, dining hall, and lounge. Upstairs is another lounge, a double room for long-term guests, and two single rooms, including the purser's room. The purser, Thibin Varsko, has a secret room attached, where he keeps most of the house valuables. The common room for the caravan workers is also here.

Building 2 is where Gnarth Varsko stays, and next to him is his son, Juskin, heir apparent to the stewardship of the Norrvik homestead. They have a private dining/sitting room here, as well.

The twin towers on either side of the stables have many storerooms. The east tower also has the meeting hall for the staff, too. Upstairs are a pair of family quarters. The east tower is the home of Gynnin and Freyla Varsko (Gynnin is Gnarth's cousin) and their two children. Freyla is the head of the ladies in the homestead, and Gynnin is responsible for ensuring that all arriving and departing caravans are pointed in the right direction.

The west tower is the home of Miskel and Jaren Krynden. Jaren, Gnarth's sister, is the midwife and veterinarian for the homestead. Miskel is the smith, and he is also one of Gnarth's closest friends. They dine together frequently, and spend much of their free time together. Though Miskel and Jaren have no children, they do have Miskel's nephew - an orphan from the troll wars - staying with them. The other bedroom is used for guests.

Building 3 is the stables. There are places for 10 horses, plus three open stalls for smaller animals such as mules and livestock. The smithy at the end holds all manner of tools normally found in a smithy. In addition, there is a cabinet where veterinarian medicines are kept.

The three buildings in the centre of the compound, 4-6, are used for travelling VIPs of the Varsko family. They are simply furnished, and used fairly often for housing the caravan masters as well as members of the family.

The gatehouse has a set of double-layer oak doors that are iron banded and reinforced with steel strips on the inside. There are two rooms here for overnight travellers who are not with the family business - they are rented out to travellers who need a place to stay. The other side of the gatehouse is a guardroom for the homestead. There are always three men on duty here, usually with one of the sergeants.

The storeroom and meeting hall is a wide open room that is used to store goods temporarily. They are stacked against the walls as far toward the back as possible, to leave as much room for meetings as they can arrange. More often than not, the meetings are festive occasions. The Varsko family celebrates all the major holidays, and often invents their own celebrations during the year to have an excuse to party.

The main tower is five stories high, and is used for many things. The ground floor holds an auxiliary smithy, an extra bedroom, and several storerooms, two of which are used for household storage, not goods for shipping. The second floor is where the "main" treasury is kept; this one is for appearances - most of the money is kept in building 1. The two single rooms are used by the two sergeants for the guard force. The third floor is where the guard force stays. They are all hired guards, and they sleep here in double bunks and have their own kitchen and lounge area. The fourth floor is used for storing clothing, weapons, and armour, as well as furs during the warmer months when they don't sell as well. The bedroom here is for Lance Varsko, the head of the Varsko trading house and family business. There is always a pair of guards on duty at the door of this tower. They are not really to keep people out, but to help police the interior of the compound and allow the gate guards to concentrate on the gate.

The animal pens are where the family keeps animals for the household - their own cows, goats, and sheep, as well as draft horses.

The guards operate in 5-man shifts, with a sergeant supervising them. They will work for 12 hours, then have 12 hours off. Every week, five guards will come with one of the caravans to trade places with the five guards here so that none of the soldiers ever get bored by too much routine. The off-duty guard are on their own time. The Varsko family has a company of about 80 guards that they use to help escort caravans and secure their trading houses. They all wear the family colours of red and green, with a large white "V" sewn on their chest. Sergeants will wear a chevron at the end of their sleeves, and lieutenants will wear a star with a "V" superimposed on it in the same place. 

The dominion of Khayesaex

Khaylesaex is located south of Whiteheart in the Soderfjord Jarldoms. It is along the Otofjord river; on the trail/gazetteer maps, it begins in the hex immediately SW of Whiteheart and includes a total of 6 hexes: the first one, the one immediately SW of it and the four continuing south from those two (in a double column... confused yet, I knew you would be :) )

The province of Khaylesaex is run by Archduke Ryan the Fifth. Although he is a firm and fair ruler, he has outlawed the Adventurers' Guild, as he feels that they only invite trouble in his dominion. This proclamation came on the heels of a small war in the dominion's eastern province (the peninsula sticking into the river fork, which used to be considerably bigger than it is now), when a simple disagreement over the division of some booty broke out into armed warfare and destroyed a village. Ryan has nothing against the adventurers, he merely feels that he's looking out for the best interests of his subjects.

The dominion has a population of about 2700. Approximately 2000 of them live in Ryansport, the capital of Khaylesaex on the end of the western tip of the Otofjord River. Of the remaining 700, about half live in Farmshire, the town that guards the north border and the highway to Whiteheart. The rest of the population lives along the east branch of the river in Khaylesaex, and support themselves either through logging, fishing, or providing overnight lodging for river travellers.

The adventurers'' Guild, although outlawed, is still quite active. They take no action against Ryan's government, and the Guild's bylaws and oath include clauses that assure the Guild's help in defending the dominion, if the need ever arises. Martina, the head of the Guild, is thought to be a simple Duchess by everyone in the kingdom. Her castle is used as a front for the guild, and the levels below the castle house many of the guild offices.

The City of Khaylesport

A starting point for most people jumping onto the river headed northward, Khaylesport is located in a wilder part of the Soderfjord Jarldoms. Constant warfare with the Knolls ensures that every homestead is fortified, and also increases the opportunities for adventure and glory for those that seek it. Khaylesport maintains a large force along the walls, a bulwark against the constant Gnoll raiders.

Unless otherwise noted, all buildings are 2 stories tall (1 story = 8 feet)

The wall around the town is 15 feet high, plus 5ft. high battlements at 5 foot intervals all along the walls. There is a wooden double railing on the walls to keep people from falling off the back side.

The guard towers along the walls are 40 feet high. 6 Light Footmen (leather, sword), 3 Archers (chain, longbow) and a Sergeant (chain, pole axe) reside in each tower as the crew for the catapult mounted on each tower roof and the two ballistae on the third floor of each tower.

The gatehouse houses 10 Heavy Footmen (chain, spear, hand axe), 1 Lieutenant (chain, sword, shield), and 1 Sergeant (as above.) The LT is the commander of all of the "wall" troops, that is, all of the soldiers assigned to a tower or the gatehouse.

The gatehouse towers each hold 6 Light Footmen (as above) and 1 Sergeant (as above) each; 1 Ballista covers the road from each tower.

1: Elite Cavalry Barracks - 6 Stories
20 Medium Horsemen (chain, lance, shield, sword)
2 Sergeants (chain, spear, battle axe, shield)
Lieutenant (chain, lance, shield, battle axe)

2: Stables
28 Horses

3: Gatehouse
5 Archers (chain, longbow, sword)
Sergeant (chain, pole axe)

4: Guard Towers ea. - 4 Stories
5 Archers (chain, longbow, sword)
Sergeant (chain, pole axe)

5: Stables
18 Horses

6: Officers'' Quarters/ Armoury
5 Lieutenants (chain, spear, sword, shield)
1st Floor is armoury - spare armour & weapons for all troops + the entire town, and 40000 arrows.

7: Barracks - 3 Stories
30 Heavy Footmen (chain, spear, hand axe)
3 Sergeants (chain, pole axe)

8: Barracks
20 Archers (chain, longbow, sword)
4 Sergeants (chain, pole axe)

9: Doctor/ Apothecary
Tends to soldier as well as civilians; uses non-magical methods of healing

10: Tanner
Can make and repair leather armour, saddles, backpacks, boots and belts

11: Blacksmith
Can make chain, 1-handed weapons, and arrowheads; repairs weapons for soldiers

12: Inn/ Tavern/ Stables - 3 Stories
Normal travellers come here; stables accessed through courtyard; max. capacity - 42

13: Butcher
Often salts meats for long travels; sometimes buys exotic meats from adventurers

14: Merchant
Carries 'luxury' items - gold candelabras, silver tea services, books, etc.

15: Bakery
Fresh bread daily, also makes fancy pastries

16: Tailor
Makes some surcoats and tunics for the troops; has low demand for fancier clothes

17: Merchant
Carries most rulebook gear for adventurers on expeditions

18: Residences
a: Sage's house b: Knight's house c: Banker's house

19: adventurers'' Guild - 4 Stories
Most fighters are put up here, but only guild members (they accept members from elsewhere.)

20: General Store
Most domestic items - brooms, curtains, cutlery, dishes, towels, blankets, etc.

21: Tavern/ Restaurant
Breakfast and lunch - 5 Silver Crowns; Dinner - 1-2 Gold Crowns

22: Bank
Investments kept in basement vault guarded by magically locked doors.

23a: Grocer
Buys fresh vegetables whenever he can; often stocks iron and standard rations for adventurers

23b: Cobbler
Makes and repairs all types of boots and shoes.

23c: Armourer/ Weaponsmith
Prices are double rulebook due to lack of refined metals.

24: Carpenter
Builds cabinets, tables and chests, and other furniture.

25a: Horse Trader
Horses are expensive here, because the trader also captures them and breaks them in.

25b: School/ Cartography Guild - 3 Stories
Run by the sage (18a) who is also the head of the cartography guild (they buy maps)

25c: Merchant
This merchant carries domestic items as well as books, "newspapers", wines and ale.

26: Temple (1 story, but 20'' high; twin towers are 40'; side building - 20', 4 Clerics; tower - 40', 10 Guardians of the Church; wall - 10') All travelling clerics may stay here free of charge.

27: adventurers'' Guild - 3 stories (Mostly Magic-Users and Thieves)
This guild is run by and trains magic-users. They also put up thieves to make extra money.

The Crafts Quarter

The arts and crafts quarter is the quieter part of town, and many people in town come here when they need various "luxury" items.
A: Barber
B: Cobbler
C: Woodworker
D: Glassblower
E: Gemcutter
F: Weaver
G: Alchemist
H: Cooper
I: Sculptor
J: Artist
K: Residence - Juroyle (F6)
L: Residence - Arthenial (E5)
M: Residence - Captain of the Guard (F7) - 3 Stories
N: Residence - Hyass (C5)
P: Craft Guild - 3 Stories
Travelling craftsmen are put up here. This also serves as a meeting place for all those in the crafts quarter, as well as the bi-weekly dinner attended by all members. 

Here is an extract from a book written by my dad about Orkney. It may be of interest to anyone who likes the Northern Reaches setting, since it is an old Norse idea. I think it would be cool to figure this method of land-ownership into Vestland or Soderfjord, or maybe Ostland at a push. It probably works best in Soderfjord.

- ------------------------------------------------------------------------

UDAL LAW

Udal Law, from ON odal - land held in allodial tenure, is the ancient Norse system of inheritance and law which the Viking settlers brought to Orkney. No trace remains of the previous legal system, which no doubt derived from the distant past with influences from previous incomers, but there is evidence that the Norse took over control of an existing pattern of settlement. About 1280 King Magnus Lagabote (the Lawmender) supervised a revising and codification of the old laws, which of course applied to Orkney as part of Norway.

Udal Law is totally different to Scots Law. Udallers have absolute ownership of their land, with no superior, gained by holding the land over a number of generations, normally originally by settlement. This land was held in unwritten freehold, with no obligation except a duty to pay tax or skat to the king. The eldest son inherited the father's house, while the rest of the property was shared among siblings, daughters inheriting half as much as sons. Over the years this led to an extreme fragmentation of land ownership and, despite reform, left Orkney wide open to exploitation.

The fact that no written documents were required to substantiate possession greatly confused the Scots. The lack of Title Deeds was much used by Scottish "landlords" and their lawyers, as one of the means of grabbing lands from the real owners. Considerable amounts of hill land are still held in this ancient manner, which can cause problems for public bodies at times.

There was a policy on the part of the Scottish Crown to acquire the Udal rights to land, because although the Scottish Parliament had "abolished" Norse Law in 1611, this could not be retrospective. Indeed in view of the pawned nature of the islands any Scottish Act over the Norse Law even now may be in doubt. Steadily Scots "landowners" acquired "ownership" of Udal lands by often dubious means, until the Udallers were very much reduced. Ironically this was eventually to lead to the downfall of the incoming laird class themselves.

The fundamental difficulty with Scotland was that the King was nominally the owner of all of the land, which was held by landlords with the Crown as superior, and with services and payments to be made, as well as a written title, whereas the Udal system was virtually the direct opposite. This remains incomprehensible to Edinburgh lawyers, well versed in Feudal Law but not in Udal Law.

Udal Law still exists today, most apparent in the ownership of the coastline. Whereas in the rest of Britain ownership of land extends only to the High Water mark, in Orkney and Shetland this extends to the lowest Spring ebb, plus variously as far as a stone can be thrown, or a horse can be waded, or a salmon net can be thrown. This has enormous implications to building work, inshore fisheries and piers. Also anything arriving fortuitously on the shore is technically the property of the landowner. Naturally the lairds used Udal Law to control their lucrative Kelp-making trade.

Since the foreshore belongs to the adjacent landowner and is not Common Land, there is no absolute right of access to the inter-tidal zone in Orkney (or Shetland). However traditionally no one objects to folk going along the shore. If in doubt it is polite to ask.

Another anomaly is the Mute Swan. About 1910 a Kirkwall lawyer was determined to prove that Udal Law still had force, and accompanied by his friend, the Procurator Fiscal, went out to Harray Loch and shot a swan. The case went to the High Court and the Crown lost. Everywhere else in UK the Crown owned the swans - in Orkney they were, and still are, the property of the people. Nowadays we do not shoot swans, but the principles of the old Norse Udal Law still stand.

In the mid-1970s when the Occidental Oil Company was building its pipeline to Flotta, it negotiated with the Crown Estate for rights to cross the foreshore at the end of the 4th Barrier at Cara without realising that the Crown has no authority over the intertidal zone in Orkney. The Company had apparently even paid the Crown Commissioners for a privilege that they had no authority to dispense when the landowner realised that his rights had been infringed. Thus state ignorance of Udal law continues to this day.

The Crown had to admit the supremacy of Udal Law in this respect and refund their charges in favour of the actual landowner. Thus there has been little change in the attitude of Edinburgh lawyers in the last 600 years - they still treaty the Udal Law with contempt - hopefully at their continued peril!

Orcadians still like to think that the classless society of today derives from the Udal tradition, where every man is equal, but also every man has an equal duty to society. Today's Orcadian may be a mixture of Norse, Scots and others, but he or she is nevertheless still independent by nature.

- ------------------------------------------------------------------------

All of the above text is of course copyright 1997 Charles Tait (my dad). Please feel free to use it but don't print it out and sell it (as if you could... ;-). Anyway, I'll be happy to (try to) field any questions on this. I hope some of you find it interesting. 

The Gnomes of Underyord
Vestland scholars from Norrvik have only just realized the extent of the gnomish culture that once flourished in the Northern Reaches. What little information adventurers have been able to bring back from kobold-controlled caverns indicates the gnomish clans that were not exterminated in the kobold invasion fled the Northlands, never to return. What the researchers have not yet discovered is that a few clans, already too deep in the caverns to reach the surface through the rampaging hordes, migrated even further into the bowels of the earth. Using hastily constructed drills and explosive devices, the gnomes opened tunnels and caves that they had never entered before, and sealed them up behind them. Harried the entire way by kobold advance forces, the invaders called off the assault when the gnomes moved through ghoul-occupied caverns. Possessing more spell casters than the kobolds, the gnomes were able to move past the ghouls, but not without heavy causalities. After several years of wandering, the migrants reached a cavern system devoid of other life. After discovering large mineral deposits, the gnomes decided to end their wanderings here, and established their new kingdom of Underyord in 386 BC.

Geography

The main cavern system consists of four oval caverns surrounding a large spherical cave, connected by large tunnels, arranged in a vertical lattice: the smaller caves are above, below, and to the sides of the larger sphere. The ovals are named Top Egg, Down Egg, Right Egg, and Wrong Egg, each about 1200 ft. in radius, while the central sphere is called Not Egg, with a radius of 2500 feet. With the exception of Not Egg, which is perfectly smooth, the caverns contain many stalactites and stalagmites, providing additional area for buildings and farming. The complex, called by the gnomes the Pentaegg, is surrounded by many smaller, irregular caves and tunnels that the gnomes use, and claim as theirs.

Top Egg

Agriculture is the primary concern of Top Egg. Although many farmer gnomes maintain houses here, the permanent population is few and sparse, totalling 200. Most of the area is taken up by fungus farming, and large tracts of land are kept for mule and giant ant ranching. The entire cavern radiates with a sickly green glow, given off by small obelisks strategically placed throughout. The light, the by-product of a reaction between several chemicals milked from slime limpets, encourages rapid fungi growth. The light provides enough luminescence to see bb without using infravision, and is never extinguished. Every two weeks, the farmers have to replace the chemicals, a simple process of emptying the waste products by a spigot at the bottom, and pouring in the fresh batch through a hole in the top; the two-week period is staggered from obelisk to obelisk so that only a third of the obelisks need refilling every two weeks.

Production is very efficient, providing more food than the gnomes need for their population. Excess is stored in various methods, and agriculturally inclined gnomes vie amongst themselves to develop more interesting and unique ways of keeping food, with originality edging out flavour-retention as the main criterion, a small sacrifice for science.

Top Egg is very humid, with moisture from the other caverns condensing here. Rain is rare though, and limited to certain times of the year. The gnomes have built channels to funnel most of the water to the fungi and repositories for later consumption. The excess water follows small caves down to Down Egg (see below).

Right Egg

The seat of the gnomish government lies in Right Egg, as well as most of the population of Underyord; Right Egg has 5,000 gnomes. Most of Right Egg is given over to buildings of some sort or another. The cavern is very crowded, with stores, houses, workshops, and government offices stretching for as far as the eye can see. Continual light spells have been cast at convenient locations, and with the Underyorder disrespect for time, there is always of bustle of gnomes moving from one place to another. The streets are winding and mismatched, with street names changing at odd intervals and building number sin no particular order. Roads are a stream of activity, with gnomes, ants, and mules always rushing in both directions, often accompanied (or chased) by contraptions of all sorts.

Fountains connected to Top and Down Egg bring potable water to both the gnomish homes and public. Much of the surface of the buildings is covered with fungi that the gnomes grow for decorative value. Various ministries compete with each other to have the most audacious and ostentatious displays for their headquarters.

Down Egg

Half of Down Egg is under water, a result of both the falling condensation from Top Egg and a rushing river, the Egg Beater. The roar of the water fills Down Egg at all times, noticeably loud, but not noisy enough to interfere with communication. The Egg Beater is very fast, and neither its headwaters nor its destination have been reached in all the years the Underyorders have been exploring it. Seven hundred gnomes make their home on ledges above the Egg Beater, while 200 have built a complex, anchored to the wall, about 300 ft. under the surface. This Experimental Underwater, People, Houses for, Or Really Insane Adventurers (or EUPHORIA), was built in 586 AC, and all of the leaks were finally plugged in 921. EUPHORIA can support another hundred gnomes as day researchers. Most families live in EUPHORIA for only a few decades at a time, but several have been in since the beginning. Access corridors reach up from EUPHORIA to the ledges, providing easy access from the complex to the surface, and then the other Eggs; most gnomes who live here go shopping in Right Eggs large department workshops. Egg Beater fish provide Underyord with protein and variety in their diet, as well as access to other caverns if the population overflows or there is an invasion. To the mechanical gnomes though, the Egg Beater provides a cheap source of power, and mills of varying sizes and questionable structural integrity line the walls at Down Egg's midway point, the surface between water and air, called by Underyorders The Yolk. Phosphorous algae on The Yolk illuminate much of the cavern with a purple sheen.

Wrong Egg

As far as possible from the residencies, Wrong Egg is the home of the gnomish industrial complex. At the top of the cavern vents allow vapours and smoke to rise away from Underyord, possibly to the surface, but just as likely to another cavern. Just as packed as Right Egg, large and/or dangerous experiments are carried out here; there is no official population, but more than a few gnomes will spend a couple of years effectively living here while working on a particularly unusual machine. At any given time, up to 25% of the Underyord population might be in Wrong Egg.

The air in Wrong Egg, even with the venting and circulation, is acrid and heavy, and visitors can expect to cough quite a bit during their stay. The gnomes are used to it, however, and barely notice the change. Gigantic machines of impossible complexity fill this cavern, as well as the vats where slime limpets are processed for their chemical properties. Whirring noises echo off the walls of Wrong Egg, as well as the occasional explosion, creating a unique symphony of industrial sounds.

Not Egg

A perfect sphere, Not Egg connects all of the Eggs through their major arteries; there are smaller tunnels that one can use to move from Egg to Egg without going through Not Egg, but large traffic always takes the central route. The walls of Not Egg are covered with runes and symbols, which were there when the gnomes found the caverns. At the centre of the sphere, a large rock floats in ominous silence. This is the home of the Underyord religion, covered below. No one gnome makes a permanent home here, and even with all of the traffic, Not Egg remains surprisingly quiet.

Culture

Government

Underyord is ruled by a monarch, The Grand-Hereditary-Autocratic-King-of-All-For-Life (who is chosen by lot from all gnomes every four months) who has the Authority-To-Do-Anything-He-Or-She-Wants (provided that anything he or she wants is approved by the referendum of all gnomes that is required with any policy change) and is the one All-Must-Obey (if they feel like it). Underyord government is chaotic and haphazard, with most of the time being taken up by meaningless arguments. Virtually all Underyord gnomes find politics to be a favourite hobby, right after tinkering, and to accommodate the populace, the government has formed countless deliberative bodies, blue-ribbon panels, and ministries.

The roots of such a government lie in the gnomes' fortune. There has been no contact with other intelligent life for nearly 1400 years. Technology has allowed the gnomes to have an amazingly high standard of living, and there are no pressing social problems. To entertain themselves and pass the time, they developed a complicated system of rule. The monarch's title is a throwback to the survivalist government necessary when the gnomes were displaced by the kobolds. Obviously, the Underyord government is ineffective and useless, but Underyord society manages along despite it.

Society

With the lack of real government, and the destruction of clan identity in the exodus, Underyord gnomes have only three social institutions: the family, the invention, and religion. Like other gnomes elsewhere, Underyorders take care of their own in extended families. Most gnomes live in large multi-storied buildings with as many relatives who care to. Excess food supplies make food easy to come by, and there is no real poverty in Underyord. When a family home explodes (a regular event with gnomish devices), other families come together to help rebuild.

Underyord is a very magical society, and every gnome is either a wokani or a shaman, with some being both. This is demonstrated throughout Underyord society, but no to the degree seen in Glantri or Alphatia: the gnomes see magic as a means to assist technology, and look down upon using it as an end. Magic is fine, but the true mark of character is to use magic to help with technology. Both wokani and shamans feel that they are equals, and those who pursue both paths do not receive hostility from either end; both paths serve the machine.

Every gnome has an instinctive desire to build, and this shared interest keeps gnomish society together. All gnomes are ready to work on some odd device, and co-operation is the highest virtue for the Underyord. Indeed, working on a machine has immensely spiritual implications for these gnomes, as seen in their religion, the foundation of which is on the floating rock.

The Tickers

After the kobolds drove the surviving gnomes out of their ancestral homes, there developed a spiritual crisis in the gnomish community. The few remnant clans, even as they were fleeing from the kobolds and the ghouls, argued fiercely over what was to blame for the reversal of fortunes. One faction claimed that it was the peaceful gnomish beliefs that put them at risk in such a violent world, and that technology should not be pursued for its own ends, but as a weapon against the lesser races that meant only harm to the gnomes. Virulent and bitter over their exile, this view, the Way of the Controlled Explosion, attracted some gnomes, but most still believed that technology was its own end, and that inventions should be sought after for the value of the discovery. Antisocial and vicious, the Way of the Controlled Explosion parted ways with the majority, and went down another cavern.

The belief of those who remained grew and evolved, until it reached the point where it said that technological development was the path to spiritual salvation. Garal Glitterlode put the gnomes on an earth filled with raw materials, but these materials were put here so that the gnomes could learn to master their environment. But that was not the end of technology.

Once they have mastered their environment with technology, the next step is to use it master themselves, then their minds, and finally their souls. "Intelligence is virtue," is the motto of the current Underyord religion, adherents of which call themselves Tickers.

How can one use technology to master spiritual truths? Tickers believe logic, ethics, and aesthetics all lead to the same conclusion, and mathematics is the language of all three. What they need is a calculator, not just an arithmetic one, but also a philosophic abacus. After reaching what would become Underyord, the Tickers had finally discovered what they would need: The Clockwork God.

The Clockwork God

A seemingly impossible complication of artefact, machine, magic relic, and intelligent being, the Clockwork God (affectionately called the CG) is the philosophical calculator the Tickers are seeking. Originally a dumping ground for broken and unsalvageable machines and magic items, the floating rock in the centre of Not Egg began to take on a life of its own, and the gnomish shamans detected vast spiritual power emanating from it. An aged machinist, Evner Cogglewheel had a dream that this would be the place where the Tickers' dreams would come true, and the gnome shamans began blessing and sanctifying the rock. Construction of the Clockwork God began in 324 BC, and continues to this day.

Virtually every Underyorder is today a Ticker, and devote all of their free tinkering time to building new gears, wheels, and whistles for the CG. Wokani provide all sorts of magical items to be integrated into the CG, while miners offer unusual rocks and metals, with craftsmen fashioning them into works of mechanical art. The construction of the Clockwork God is indefinite and constant; it has long since begun calculating the universe, but requires immense power and constant upgrades. This construction is the focus of most Underyorder gnomes, and fully approved of by the government (for what that's worth).

It is a matter of intense religious and philosophical debate among Underyord society whether the Clockwork God is intelligent (a topic referred to as CGI). The CG doesn't communicate beyond instructions on how to upgrade it next, but gives regular updates on what it has decided via vis philosophical questions, indicating abstract capabilities, but shows a complete lack of self-awareness. But if understanding the universe is true salvation, and the CG is what will understand it, then shouldn't it be the most intelligent entity ever, even if it has no self-consciousness? These questions dominate conversation, with gnomes always trying to come up with a more obtuse and incomprehensible argument for or against than the next one.

Garal Glitterlode has considered adding Immortal power to the CG, but he doesn't know what that might do to the experiment (if other Immortals knew of the existence of the Clockwork God, they would be very interested, and quite possibly scared, for what it implies is unknown for now), and he is ecstatic that the gnomes have created something so amazing. Garal has decided to hold off on adding power to see just how far mortals can go. 

Rockhome

Rockhome (Kingdom of)
Location: East of Darokin and Aengmor, south of Ethengar, west of the Northern Reaches and northwest of Ylaruam.
Area: 41,140 sq. mi. (92,565 km2)
Population: 1,000,000 dwarves, plus a handful of humans who have been permitted to stay.
Languages: Dwarvish, Thyatian Common (which many dwarves learn during their trade dealings with the outside world).
Coinage: Sun (10 gp), trader (1 gp), moon (10 sp), star (1 sp), and stone (cp).
Taxes: Annual (Kaldmont 1) 100% Income tax collected by clan, which is then redistributed by the clan head according to need and productivity. Roughly 35% of the collected sum is paid as taxes to the King. Foreigners have a 5% sales tax on all goods purchased in Rockhome, as well as a 25% income tax on all wages earned in Rockhome.
Government Type: Monarchy, heavily influenced by clan leaders.
Industries: Mining (precious metals and iron), metalworking, stoneworking, crafts.
Important Figures: Everast XVI (King, dwarf, male, F15)
Flora and Fauna: The most important creatures of Rockhome at this time are the countless goblinoids running rampant throughout the valleys. Otherwise, one would have to worry about wild horses, deer, mountain lions, wolves, and yeti.

Pine forests seem to be the only type of forest that can make a living in the area.
Further Reading: GAZ6 - The Dwarves of Rockhome, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Ursula Bremen 

' 

Unfortunately, the dwarves of Rockhome have recently closed their borders to all foreigners, including to members of the Darokin Diplomatic Corps. The dwarves are still upset over the Western Defence League's refusal to help them in their war against the shadow elves in the caverns beneath the Broken Lands. Now, in their paranoia, they view all humans as allies to the shadow elves.

Rumours have left the dwarven nation claiming that they are facing constant goblinoid raids, yet are too stubborn to ask other nations for help.

I therefore have no report to give to you on Rockhome at the present time. I assure you, however, that the DDC will have a report for next year, whether or not the dwarves give them permission to enter their lands. 

Shadow Elves' Territories

Shadowelves/Schattenalfen relations revisited
1010, Kaldmont 13: The Shadow Elves Meet (PWA)

Location: Schattenalfheim. 

Description: Explorer shadow elves from the City of Stars deep in the world's crust finally make their way to the Hollow World's surface, and encounter the Schattenalfen. The Schattenalfen grab the explorers and hustle them to their capital city of Issarthyl. 

What This Means: The two branches of the shadow elves race have been separated for quite some time it will be interesting to see how they interact. 

What the PCs Can Do (added): If the PCs are Shadow Elves, probably part of the army or trusted adventurers, they can be the party that discovers the way to the Hollow World and make contact with their long- lost brethren. They should be either commissioned by the King or be extremely loyal to their people, since it is important that they report their discovery back to the City of Stars. 

1010, Kaldmont 16: Shadow Elves Talk (PWA)

Location: Issarthyl, Schattenalfheim. 

Description: The Queen of the Schattenalfen converses with these other shadow elves and learns much history that her race has forgotten. She agrees to open up diplomatic ties with the other shadow elves. 

What This Means: The two branches of the shadow elf family do not like or trust one another, but recognize the ties that bind them and that each can learn from the other. The two races will not become military allies in the foreseeable future, however, as their politics are too different. 

What the PCs Can Do (added): If the PCs are the explorers who made contact with the Schattenalfen, they should do this diplomatic work. It is likely they don't want to reveal too much about their people; their land and their customs, as well as the way they used to get there, as it could prove dangerous for the Shadow Elves. Once this is done, they are made forced guests of the palace until a party of diplomats is ready to go to the City of Stars. The PCs are assigned bodyguards (more to watch them than to protect them), but they can try to escape from the palace in order to gather information by scouting the land, but risking to bring an diplomatic incident even before contact has been officially established. 

1010, Kaldmont 18: Diplomats Leave Schattenalfheim

Location: Issarthyl, Schattenalfheim. 

Description: The party of diplomats gathered by the Queen of the Schattenalfen, with a squad of soldiers, and the expedition of Shadow Elves that discovered a route from the City of Stars to the Hollow World, leave today the land of the Schattenalfen for that of the Shadow Elves. 

What This Means: The trip will be long and difficult, especially since the two parties do not trust each other, and have very different customs. The maps of the Shadow Elves are not always right, and they rightfully suspect the diplomats want to steal their knowledge of the underground route between the two worlds. 

What the PCs Can Do: If the PCs are the party of Shadow Elves, they should find their way back to the City of Stars themselves, and discover the intent of the diplomats regarding their maps. They should realize it would be best for the Shadow Elves that this knowledge stays in the sole hands of their people. If the PCs are Schattenalfen, they could be the diplomats. 

1011, Eirmont 7: Schattenalfen Diplomats Reach the City Of Stars

Location: City of Stars, Shadow Elves' Territories. 

Description: The Schattenalfen diplomats and their Shadow Elves guides reach the City of Stars today. They are immediately received by King Telemon. The diplomats extend Queen Catriata's greeting and begin their work of gathering as much information as possible about the Shadow Elves. The party of Shadow Elves explorers who discovered the Schattenalfen are then also received by King Telemon, and they tell him about everything they learned during their trip, notably maps of underground routes and what they learned about the Schattenalfen, including their suspicions about their real intents. King Telemon immediately decides the diplomats are to be watched by spies, and that the route to the Hollow World be further explored and secured. He also decides that, in addition to the official diplomats, he will also send spies to Schattenalfheim, as well as explorers to further explore the Hollow World. He immediately contacts the Serpent's Eyes. 

What the PCs Can Do: If the PCs are the explorers, they are to explain themselves the situation and their discoveries to the king. If they wish, they can go back to the Hollow World with King Telemon's blessing and support both political and financial to further explore it. 

1011, Eirmont 8: Shadow Elves Diplomats Leave for the Hollow World

Location: City of Stars, Shadow Elves' Territories. 

Description: Diplomats from the City of Stars leave today for the Schattenalfen territories. The party includes skilled diplomats, a wizard, a shaman of Rafiel, and soldiers and bodyguards. At the same time, spies discreetly follow them, and parties of well-equipped explorers and soldiers begin the work of exploring, mapping and cleaning the route from its dangerous inhabitants, and definitely securing them. 

What This Means: King Telemon has accepted to open up diplomatic ties with the Schattenalfen. The diplomats are to gather information about this land, the Hollow World in general, and decide if this can be a threat to the Shadow Elves. The wizard has to study magic in the Hollow World the explorers reported it worked strange there. The shaman is to study the Schattenalfen's beliefs. The spies are to infiltrate the Schattenalfen society, maybe even reaching key positions. 

What the PCs Can Do: Shadow Elves PCs can be diplomats (including the wizard and the shaman), or spies, or part of the exploring parties, depending on their role among the Shadow Elves, their levels, and what they want to do. 

1011; Kaldmont 16: Explorers Reach Worldshield

Location: Limit of Worldshield, 300 miles below the Shadow Elves' Territories. 

Description: Explorers have rapidly reached the route to the Hollow World up to this point, since some of the passages were already known, and the earth-related magic of the Shadow Elves was useable so far. 

What This Means: Although the upper passages are not yet completely secured or even mapped, it shouldn't be long before it is the case. It will be more difficult, however, for the remaining of the route, which goes through 600 miles of anti-magic Worldshield, then 300 miles in a place which naturally falls under the Schattenalfen's influence if they bother to claim it. The Shadow Elf commander decides to build a garrisoned fort here, as a sort of checkpoint, resting point, with the idea in mind to later bring a permanent presence of wizards with instantaneous means of transport and communication with the City of Stars. They also begin study of way to improve travel through the Worldshield. 

What the PCs Can Do: If the PCs are part of the expeditionary patrols, they could be assigned to do those tasks, or command their troops to do it if they're high in the military hierarchy. 

1012, Vatermont 15: Shadow Elves Learn of Oenkmar (PWA3)

1012, Vatermont 28: Schattenalfen Ambassador Leaves City of Stars
Location: City of Stars, Shadow Elves' Territories. 

Description: An ambassador leaves the City of Stars, accompanied by his bodyguards and Shadow Elves guides. 

What This Means: The ambassadors have studied the Shadow Elves' society for quite some time now, and the news of the discovery of the sacred city of Aengmor and the forthcoming war have convinced them it is time to report to their queen. The other major news they bring back concern the local worship of Rafiel and the recent invasion of Alfheim (now Aengmor). 

1012, Klarmont 22: Ambassadors Reach Schattenalfheim

Location: Issarthyl, Schattenalfheim. 

Description: The ambassadors and spies from the City of Stars arrive in Issarthyl today. After a brief encounter with the queen, in which they extend King Telemon's greeting and gifts, they begin to work on the tasks King Telemon gave them as a priority. 

What This Means: There will be a lot of spying in the land of the Schattenalfen. The diplomats will be carefully watched, but some of the spies should be able to adapt to the local culture and not be executed. 

What the PCs Can Do: If the PCs came as diplomats or spies, they will have plenty of job. If they are Schattenalfen, they could discover the activities of the Shadow Elves, and maybe put an end to it and even to the diplomatic relations as a whole. 

1012, Felmont 2: An Ambassador Leaves Issarthyl

Location: Issarthyl, Schattenalfheim. 

Description: A Shadow Elf ambassador leaves for the City of Stars with a squad of soldiers. 

What This Means: It didn't take long for the shaman of Rafiel to discover that the Schattenalfen worship an evil Immortal called Atzanteotl, whose philosophy seems mostly to be war, evil, chaos, and mischief. He decides to send word of his discovery to King Telemon and Radiant Shaman Porphyriel, and a warning about the fact that they might want to invade the Shadow Elves and the world above one day. 

What the PCs Can Do: If one of the PCs is the shaman, he has to discover all of this himself, and decide if he wants to send word to the king. If they are diplomats or soldiers, they can be the group that travels back home, a small group in fact for such a long trip. 

1012, Sviftmont 1: Wanderers Reveal Themselves (PWA3)

[Wanderers reveal their presence in Oenkmar to Royal Wizard Kanafasti, they shall help in the study of the archives of the city] 

1012, Kaldmont 26: Ambassador Reaches Issarthyl

Location: Issarthyl, Schattenalfheim. 

Description: The ambassador in the City of Stars reports to his queen what he has learned while there. The queen is very interested by the news, and orders further investigation regarding the city of Aengmor. 

What This Means: The city of Aengmor is as sacred to the Schattenalfen as it is to the Shadow Elves, although it is obvious to Queen Catriata that her people cannot reclaim it for now. Since her patron Atzanteotl has instructed her it is not worth a holy war for the moment he has other plans in mind for the city , she doesn't pay too much attention to it either she has to plan attacks on those hated Azcans first. 

1013, Nuwmont 3: Ambassador Reaches Fort

Location: Fort Catriata, 300 miles below the Shadow Elves' Territories, and the City of Stars. 

Description: The ambassador of the Shadow Elves in Schattenalfheim arrives in the newly constructed fort at the limit of the Worldshield. He his immediately teleported to the palace of King Telemon, while his bodyguards rest at the fort. He gives to King Telemon the information the diplomats have gathered in Issarthyl, most notably the fact that they worship an Entropic Immortal. The king immediately orders that all patrols get doubled, all passages searched and secured, and further diplomats from the Schattenalfen be always brought back home by non-direct routes and never pass through Fort Catriata and its teleporting mages. The ambassador then reports to the Radiant Shaman. 

What This Means: The Shadow Elves begin to realize that the warlike Schattenalfen could prove dangerous to them, and that the two branches have definitely very different cultures and ethics. Unfortunately, their effort in conquering Oenkmar has diverted many troops, so that the exploring and securing of the tunnels leading to the Hollow World have progressed slower than expected. Fortunately, however, Atzanteotl has not yet realized that Rafiel is not a fellow Entropic Immortal, and as such does not direct his followers' efforts toward the Shadow elves in fact, he even hopes that the Shadow Elves will easily fall again under his influence when they take control of the city of Aengmor, and secretly supports them in the task. 

What the PCs Can Do: King Telemon needs more troops and adventurers. 

1013, Vatermont 14: King Telemon Learns More About Atzanteotl

Location: City of Stars, Shadow Elves' Territories. 

Description: Radiant Shaman Porphyriel and Royal Wizard Kanafasti both come personally to have an important meeting with King Telemon of the Shadow Elves. They bring bad news about the Immortal Atzanteotl.
Porphyriel informs the king that Atzanteotl is indeed an Entropic Immortal, and that it is the will of Rafiel that the Shadow Elves be cautious in their dealings with the Schattenalfen. Their ambassadors should always be carefully watched at all times, and their activities at home should be carefully spied upon. Some aspects of the Shadow Elves' society should be kept hidden from them, notably concerning Rafiel: the Schattenalfen and their Immortal shouldn't be informed that he's not Entropic something they believe right now.
Kanafasti then tells that the study of the archives from the city of Aengmor have proven that the shadow elves who later became the Schattenalfen begun to worship Atzanteotl while living in that city, and that the humanoids that have occupied it since also worshipped him which is rather bad news for the Shadow Elves and Rafiel.
King Telemon is assured that his earlier decisions regarding the Schattenalfen were good, and should be kept effective. He again doubles the patrols on the routes to the Hollow World, recalling more troops from now- conquered Aengmor. 

What This Means: Rafiel fears the Schattenalfen and their patron Immortal Atzanteotl learn too much about him. Up to now, Atzanteotl has mistaken Rafiel for a fellow Entropic Immortal, given the apparently cruelty of some of his verses, as well as the attitude of his Shadow Elves regarding the surface countries of the Known World and most notably the invasion of Alfheim. Rafiel also fears that the diplomats in the City of Stars could learn of his secret project though Porphyriel doesn't reveal this to Telemon, which is as yet unknown to mortals and Immortals alike, except the highest-level shamans who work on it. It would be a terrible blow to Rafiel should Atzanteotl or everyone else ever learn of it. In addition, with the recent discovery of Kanafasti concerning the cult of his enemy in the sacred city of Aengmor, he now also fears Atzanteotl could use it as a starting point to converting Shadow Elves to his following which is exactly what he intends to do. Fortunately, Atzanteotl is not conscious of Rafiel's knowledge.
Telemon is reassured he has taken the best decisions so far, and that he should continue to watch carefully over the Schattenalfen and keep the underground roads and their shortcuts secret. With all the measures of securing taken by King Telemon over the years, the City of Stars is now surrounded in nearly all directions by strong buffer states or military positions: Aengmor aboveground, the city of Aengmor in the Broken Lands, military patrols and keeps to the east toward Rockhome (with increased strength since the war for control of Oenkmar), and now expansion belowground with a strong campaign of surveying and fortification farther belowground, including the strong fort of Catriata at the edge of the Worldshield. This makes the Shadow Elves one of the most extensive empire in the world, although some of the territories it claims are not under their total control there are still numerous underground races or monsters present next to their holdings. It is important also to note that most other nations are unaware of how powerful the Shadow Elves are, and that they could become even more powerful when Rafiel's project is over. 

The Sea of Dread and the Thanegioth Archipelago

The Thanegioth Archipelago
Since the fall of the Milenian Empire over 1000 years ago, the Southern Continent has been little more than a myth to the people of Brun; the only real trade to the southern regions has been between Ochalea and the Pearl Islands via the route hugging the coast of the Isle of Dawn; thus, except for myth and legend, the Thanegioth Archipelago and Davania have been little known. Modern exploration of the Sea of Dread and beyond began in the late 600's, when the Kingdom of Ierendi and the Minrothad Guilds began competing in earnest (until this time, the Guilds had pretty much an exclusive on trade throughout the Sea of Dread; new opportunities in Sind and the development of the Ierendian Royal Navy helped fan the competition). The hold the Guilds held on eastern trade was quite firm, but trade to the west was another matter, and competition there was fierce (it is believed by some that the destruction of the Sindhi "Navy" in Jaibul in 726 AC was the combined effort of agents from Ierendi and the Guilds, though there is little proof). The end result is that trade to the west eventually became the domain of merchants from Ierendi, and trade to the east remained in the hands of the Guilds. The south, however, became a hotbed of competition, with the discovery (through contacts in Sind, Tanakumba and Ochalea) of the existence of advanced city states on the southern continent (long though to be at best only a land of savages and monsters). In 735 AC, Donatello "The Black" Matrongle, last legitimate member of the Matrongle line, disappeared on an expedition to Davania; many others followed, until the trade between the north and south once again became a steady trickle. In the process of exploration, Guildsmen found a path between the Abyss (the deepest, nastiest section of the Sea of Dread) and the Sargosso Sea (a section of "dead sea" in which current keeps ships from leaving; north and west of Ochalea, midday between that isle and Thyatis). Called the Strait of Dread, passing along the route was very dangerous; one false step and you'd be lost, possibly forever... one expedition that found it's way back after trailing off the west of the Strait returned with reports of a chain of islands, rich in ivory, gold and gems, but riddled with strange monsters and savage natives (this was in the 850's). While the use of the Strait stepped up trade with the south on the part of the Guilds, it also opened up possibilities for the Thyatians, as well. Emperor Gabronius IV "The Conqueror" Tatriokanitas sponsored a number of expeditions to the Southern Continent, as well as several small colonies. His successor, Gabrionus V "The Erudite" did little to support these colonies; support they received came from private interests. Thincol I Torion, seeing potential in these lands, began an official Imperial Colonisation Program in 988 AC. The Thanegioth Archipelago, still mostly unexplored, became a point to gather water and food; little exploration or settlement would be done, especially on the easternmost isle, as the natives and monsters were too powerful and the gains too little for the effort required to conquer the isles... 

The sea of Dread

As promised, here's a sort of ASCII map of the Sea of Dread. Each "character" is a single day's worth of sailing. The "Impenetrable Storm" and "Impenetrable Reef" were devices used to keep the player from sailing off the map, and should probably be ignored.. :)
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d: Fort Doom (aka Halag)
s: Specularum (aka Mirros)
k: Kerendas
i: Ierendi islands
m: Minrothad islands
T: Coast of Thyatis
S: Impenetrable Storm
I: Ierendi
M: Minrothad
t: Thyatis islands
R: impenetrable Reef
p: Thyatian peninsula
r: penetrable Reef
c: dark cloud (a dense grey cloud of dust and gases, coming from the island to the east. Save vs poison or die from the fumes.)
W: deadly Whirlpool (your ship sinks, taking your character with it)
a: Thanegioth archipelago

1: Termite Atoll (Salt water termites attack any ships at anchor.
2: Insect Island (Watch your rations: worms and beetles will infest them.)
3: Three Sisters Keys (rumoured to be magical, nobody has ever found anything here... except those with a talking parrot called Paco... ;) )
4: No Name Island (Little more than a sand bar that has inedible plants growing on it.)
5: Spider Isle (An ancient building surrounded by eight standing pillars rests in the centre of the island. The roof of the building is shaped like the body of a spider. This is the Lost Temple of Araknee.)
6: Skeleton Key (Thousands of bones litter the ground near the centre of the island. This is the battlesite of the Aquapopulus War, a legendary war against the merpeople.)
7: Pirate Rock ("As you dig up roots while harvesting rations, you discover d100 gold pieces. This gold was buried here by pirates, and is in the form of coins.)
d: Dread isle (actually part of the Isle of Dread)
D: Isle of Dread (Better explored in module X1. Salt water termites attack any anchored ships.)
B: Burning Mountain (A mountain that spouts dark, grey clouds, ash and smoke, boulders, red lava, all deadly; and also rivulets of raw gold, if you survive to find them.) 

Dark Worship in the Known World - The Thanegioth Archipelago
Introduction:

This treatise contains the first-hand accounts that I, Marcus Cassius Aurestius, have obtained or otherwise experienced over the course of my many journeys around the Sea of Dread region. In truth, were it not for the utterly shocking discoveries made in the Hinterlands, not far south of Raven Scarp, I am sure that my more recent discoveries closer to home may not have been made. In this I am somewhat confused, for, in reviewing the events of the past few months, it has become clear that I have been driven to seek out such places, since making that horrific discovery in the Hinterlands. I cannot explain it, for it almost appears as though I am compelled to seek out these forgotten ruins and artifacts.

Be that as it may, I shall include here some of the more interesting discoveries made on the return trip from the Hinterlands, and our subsequent voyages to the Five Shires, Karameikos, Darokin's Malpheggi Swamp, and other locales.

The Thanegioth Archipelago:

Long considered to be a convenient - if slightly perilous - rest-stop for those traversing the Sea of Dread, the Thanegioth Archipelago has been shrouded in legend for generations. Indeed, who has not heard the numerous tales of lost treasure, forgotten pirate hideouts, ghost ships, and mysterious ruins sitting forlorn in the uninhabited uplands of many islands? It was the latter which drew me to Bararna Island, which lay not far east of the famed Isle of Dread.

Upon reaching the southern shores of that island, originally en route to Thyatis the City, I was struck with a sudden urging to explore the island. That feeling was similar to that which I felt in the Hinterlands, and I ordered my crew to sail around the island, and thereby provide a detailed survey of its coasts. The island proved itself to be larger than originally anticipated, and the weather was strangely inclement for the time of year, but we managed to accomplish the task - locating several natural harbours and coves in the process, something that I was sure would interest the Thyatian Navy. I named the largest such inlet "Discovery Cove". Facing southward towards far-off Davania, and filled with incredibly calm, turquoise waters, this cove was the perfect place to drop anchor for a few days' rest, and replenishing of supplies from Bararna Island itself. Previous sailors had noted the presence of many well-fed serpents and lizards lounging about its rocky northern and eastern shores, and I decided that such beasts would be welcome fare for my crew, and a much-enjoyed break from ship's biscuits and salted cod. With high hearts, we went ashore, and proceeded to hunt.

The first hours were incredibly successful - my crew caught no less than forty large iguanas, and twelve giant garter snakes. So well-fed these creatures were, and so indolent in the hot sun, that they scarcely reacted as we began to net and spear them. That evening, we dined well on the beach by great bonfires, singing songs and telling tall tales of the legendary heroes and villains known to pass through this region in times past. After posting our watches, we slept under the stars, certain that nothing could harm us.

In this we were wrong. As the sun rose over the eastern hills, we noticed several of our sentries had not returned from their patrols. A quick search revealed no bodies, but obvious signs of violent struggles; in many places the soil and vegetation were stained with blood - whose, we did not know. All the more odd was the fact that no one had heard anything out of the ordinary during the night - not even those sentries who had not disappeared. We also soon discovered that the indigenous wildlife, which had so easily yielded to our weapons the previous day, was nowhere to be found, though tracks we in evidence - heading westwards, towards the interior of the island.

Resolving not to leave the island until we had determined whether or not our companions were truly dead, I ordered half of my men to return to the ship, and the remainder to accompany me inland. Armed and determined, we pressed onwards. It seemed as though we trekked through those dense, sweltering jungles for hours. Scarcely a ray of sunlight penetrated to the ground level, and all the while we noticed something odd about this land. There were no birds, nor were there any mammals - at least, none that showed themselves. We found salamanders and toads aplenty, as well as tiny green snakes, but no boars, giant cats, rodents, or even monkeys - very odd, given that such animals are known to exist on nearby islands.

Still, we pressed on, growing anxious to discover the fate of our companions as the sun dipped westwards, until we heard a dull thumping noise, not unlike a drum, not far to the north. Cautiously, we approached the source of that sound. Before long, we saw what appeared to be a great bonfire in the midst of a large clearing. We were not alone, however, for in the midst of that clearing, dancing around the fire to the sonorous thrumming of those unseen drums, were unwholesome lizard-kin! Though they greatly resembled lizard men, we knew they were not of that race, for their bodies were squatter, and comb-like spines ran down their forearms, as well as the backs of their heads. In the firelight, we saw that they painted or tattooed their bodies with garish colours, in patterns reminiscent of skulls, but what unsettled us most as we stood there, were the glimpses of abnormal growths on their bodies. Suffice it to say, at an almost instinctive level, I knew them to be corrupted creatures, from whom we should expect no warm welcome!

A foul stench, not unlike rotting meat, was also present in the air, and we turned our attention to the source of that odour. Off to the side of the clearing, we saw a great pit dug into the earth, and set at an angle over the yawning precipice were six wooden stakes. It was with horror that I noticed, that upon those stakes were tied our missing companions! Suddenly, the drumming ceased, and the lizard-kin gathered slowly around our imperilled friends, muttering and laughing in their guttural language. From the opposite side of the clearing, presumably the source of the drumming, came what appeared to be a shaman or similar such figure, dressed in animal skins and bearing a metal staff. As though they were of one mind, the massed lizard-kin began to drone in their language, as the shaman pranced and strutted up to our captured companions, who, we saw, were frantically trying to free themselves. Chanting gutturally and shaking its staff, the shaman paced in front of its captives, sprinkling some sort of powder on them as it passed.

Though the fire was burning bright, everything appeared to be getting darker at the corners of my vision. I also noticed that the stench arising from the pit appeared to be getting stronger - if that was at all possible - and I thought I heard thudding and rumbling noises emanating from within its depths. Just then, one of the lizard-kin looked in our direction - for we had not moved, so frozen were we in shock and fear - and shouted in its crude language. Other shouts arose, and we knew we had been spotted! Abandoning all thoughts of freeing our friends, we bolted eastwards, desperate to put as much distance as possible between ourselves and those foul creatures. Nearby trees became riddled with spears, throwing axes, and arrows as we ran, and too often I heard a shriek of pain as one of my companions was hit, and fell to the ground. Never did I dare look back, though I knew the natives were gaining on us, for they surely knew the lay of the land better than ourselves. We ran for hours, goaded on as though the pits of deepest torment were opening behind us - which, in fact, they were!

After what seemed to me an eternity of running, of frenzied dodging amongst the trees, of trying to block out the frightened screams of my fallen companions, we finally made it to the beach, where we sighted our ship. Frantically signalling the men on board to open fire upon our pursuers with their crossbows, we boarded our rowboats and paddled madly, trying to drown out the roar of the natives as they jumped into the cove and swam after us. Even then, our safety was not assured, for, although my men reddened the waters with the blood of many lizard-kin, I saw in the moonlight one rowboat overwhelmed by those fierce savages, and those poor men who were not butchered in their seats were dragged screaming back into the jungle - and certain doom. With great haste, we pulled up anchor and headed out to sea, eager to put as much distance as possible between ourselves and those awful lizard-kin.

Those of us who witnessed the horrible fate of our companions saw one other thing, something we did not repeat to our ship bound companions as we resumed our trek northwards. We did indeed see that which dwelt in the pit, that which fed upon those staked by that abyssal maw, as edible treats for that thing which lay beneath. Large it was, and the reek it emanated was worse than the stench of ten thousand abattoirs on a hot summer's day. Of its description I can say little, save that it resembled a moving blackness - a crawling, slithering, mass of nothingness that destroyed all it touched. I saw it reach for, and touch, the nearest man staked over the pit, and I saw him scream, but all noise was muted, and he was absorbed into that thing! Whatever agony that man suffered in that moment, was surely nothing compared to the fate I knew he would face. Let all who read this know - he who sails for Bararna Island, does so at his own peril!

DM Notes:

What Marcus and his crew discovered was the sad remnant of a once mighty empire - one which spanned much of Davania and southern Brun at its height, more than 7,000 years before the present. Bararna Island, indeed, the entirety of the Thanegioth Archipelago, was once inhabited by a subgroup of the Carnifex race from the city of Y'hog, and their troglodyte servants. They came to these islands, which at that time lay closer to the northern Davanian coast, in BC 7780. On the larger islands, the Y'hog Carnifex founded several plantation-style agricultural colonies, where troglodyte slaves raised livestock and performed basic agriculture for the benefit of the Carnifex populace throughout the empire. As such, these islands, which were named Va'ath-Zhemoth by the Y'hog Carnifex, were very important to the growing Carnifex empire, and as a result they were well-defended by magic and trained dinosaurs.

As the empire of the Y'hog Carnifex declined, and then collapsed, contact with the motherland of Y'hegg-T'uhath, upon which the city of Y'hog was built, ended. Concerned about the fate of their mighty city, the Carnifex living on the islands abandoned their palatial mansions circa BC 7200, leaving most of their troglodyte lackeys behind, and ordering them to continue producing foodstuffs for the empire. Shipments continued to reach Carnifex ports in Y'hegg-T'uhath and other regions sporadically until BC 7100, after which they stopped altogether. Clandestine investigations of some of the islands showed that the troglodyte labourers had vanished without a trace, with many farms already being reclaimed by the jungles. Concluding that the domesticated dinosaurs that guarded the farms has gone on a rampage and wiped out the troglodytes, the Y'hog Carnifex soon forgot about the islands.

What had in fact happened was a simple matter of the troglodytes taking matters into their own hands. Abused by their masters for centuries, and considered by them as little more than simple-minded, expendable slaves, the troglodytes resented greatly their treatment at the hands of the Carnifex. This grated all the more when it became clear that the much-vaunted empire centred on Y'hog was collapsing, with the Carnifex more concerned about saving their own lives, and abandoning their slaves when it suited them. Once the Carnifex left, most troglodytes realized that it was only a matter of time before the Lhomarrians and their allies discovered them, and this time, they did not have the magical prowess of their Carnifex masters to protect them. Added to that was the growing evidence that many of the dinosaurs were controlled by the will of the Carnifex wizards, and in their absence they were growing increasingly difficult to control. Thus, most of the troglodytes migrated to other lands, seeking true freedom. Many sailed north to Brun, and their descendants became the troglodytes known to most denizens of the Known World. Others sailed south to Davania, and offered their services as freemen to the Lhomarrians, who, desperate for more allies, accepted. This was much easier for the humans to accept, once it became known that these troglodytes had not served in the armies of Y'hog. Others turned to piracy, while a fourth group migrated to the eastern islands in the archipelago, and tried to build their own civilization, free from outside intervention. As a result, by BC 7100, the Carnifex came to believe that the troglodytes did indeed "vanish".

It was the descendants of those troglodytes who migrated to the eastern islands, of which Bararna Island was one, that Marcus and his crew encountered. Not long after their migration, the troglodytes were struck by a grim succession of calamities. Earthquakes destroyed their colonies, eruptions burned their crops and poisoned whole villages with their fumes, and plagues of insects whittled away at the population. All of these things reduced the troglodyte colonists to barbaric stone age existence, reduced to one tribe living on Bararna Island, as their shamans sought an Immortal voice that could guide them. It was not long afterwards, circa BC 6700, that one such voice spoke to them. It promised them the bounty of the seas, good hunting, and freedom from calamities. All it asked in return was total, unswerving obedience. Rejoicing at the prospect of being delivered from their personal hell, the troglodytes eagerly started worshipping this being, who was known by their former Carnifex masters as He-Who-Must-Not-Be-Seen, though he was named Gleesshka by his new worshippers.

As time passed, Gleesshka did deliver to his faithful. The rains came, the seas were full of fish, and no natural disasters struck. Over the next centuries, the troglodyte population grew from a few hundred to several thousand. No one complained when Gleesshka started demanding the sacrifice of the weaker members of the tribe, over a special pit dug just for that purpose; nor did they question the appearance of disfiguring mutations among the tribespeople. Over time, the troglodytes lost much of their old culture, save for an odd reverence for reptiles - distant kin of themselves: No troglodyte ever killed the snakes or iguanas who inhabited Bararna Island and lived to tell the tale. As time passed, the troglodytes grew mighty, and set out to explore their world once more. It was at this time that they encountered humans - the ancestors of the modern human tribes who now inhabit much of the Thanegioth Archipelago. Gleesshka told his shamans that the humans were descended from those who committed great ills against the troglodytes in ages past, and that they should be sacrificed to him as punishment. Though this was untrue, this command fuelled bloody wars between the two races, as troglodytes invaded smaller islands and systematically massacred everyone they could find, dragging the survivors back to their own island to be sacrificed. The humans replied in kind, beginning seemingly endless cycles of war.

All the while, the sacrifices nourished He-Who-Must-Not-Be-Seen, building up his strength over the centuries and allowing him to send one of his own avatars to Bararna Island, to serve as his own eyes, ears and hands on the Prime Plane. This creature, a Vault Fiend , took up residence in the pit, feasting on the sacrifices presented to it. In so doing, it provided its master with great amounts of power, derived from the energies it absorbed in consuming the sacrifices. Driven by their obscene, demanding god, the troglodytes now hunt aggressively for sacrifices, becoming a greater threat to the surrounding human tribes as time passes.

In game terms, the troglodytes of Bararna Island are identical to those describes in the Rules Cyclopaedia, save for the fact that, due to hideous deformities (ranging from abscesses to half-formed extra appendages, third eyes, and the like), anyone seeing them must make a Horror Check against a Horror Rating of 2. There are approximately 5,500 troglodytes on the island, most of whom spend their time fishing, and gathering nuts and berries. Three times per year, He-Who-Must-Not-Be-Seen, through his Vault Fiend, orders the troglodytes to assemble a war party and acquire sacrifices to satiate his thirst for blood. During this time, the troglodyte warriors board their outrigger canoes (capable of holding 25 rowers each) and paddle for the island indicated by their patron. Once they land at the desired target, the troglodytes stealthily creep through the jungles and mount raids on isolated villages, killing any who oppose them and trying to capture suitable sacrifices, often young adults. Once a suitable number of prisoners have been taken, they are tied up, and stuffed under the seats of the canoes - up to ten prisoners may be loaded onto a canoe in this fashion.

Technologically, the troglodytes of Bararna Island are primitive, using weapons made from stone and protecting themselves with simple bucklers made from hardened wood or leather - the latter derived from the livestock they poach from other islands, or their fallen opponents.

The above narrative can be included in a treasure, or otherwise found by the PCs while adventuring - to pique their interest in what might lie on this strange island. Alternatively, the PCs could encounter Marcus, who might in turn tell them of what happened, and ask them to take action to ensure that the troglodyte threat is ended. What happens afterwards is up to the DM, and the players. 

Grand (Arch) County of Nueva Ispañola
Location: The easternmost isle of the Eastern Thanegioth Archipelago in the Sea of Dread, about 650 miles due south of Alfisle in the Minrothad Guilds.

Area: 2,240 sq. mi. Population: 33,280, including the capital of Ciudad Florida (2,480) and the towns of Puerto Segundo (1,560) and Puerto Margarita (1,340); Fortaleza Vittoria (Fortress of Victory) accounts for another 1,000 souls. This population figure does not include the several score Thyatian and Minrothian merchants of Puerto Florida, nor the itinerant Nuari pirates or the unknown numbers of Karakara Orcs. Languages: Ispan, plus most town folk speak Thyatian and/or Minrothian; Nuari and Thyatian are spoken in the Nuari Pirate Village. Coinage: Dubloon (gp), Peso (sp), Real (cp); Thyatian and Minrothian coins are accepted at face value, all others are deeply discounted.

Government Type: Ruled by the Conde Grande (Arch, or Sovereign Count) advised by the Baronial Council (which includes the three Barons, the Bishop of Vittoria (Vanya), Gregorio the Wizard and the Dons and Doñas (Lords and Ladies) of the seven largest families of the land.

Industries: The primary industry of the countryside consists of growing foodstuffs for subsistence and growing coffee, tobacco, sugarcane and cocoa for export (note that farmers use giant boars as dray animals instead of horses or oxen, see below). The extremely rich soil of the isle allows for an extra growing season, which enables both surpluses of food as well as significant exports. The rich waters around the island also provide fish and clams that supplement the Ispan diet (and pearls to export). Puerto Florida has also become a favourite victual station for Thyatian and Minrothian merchants and military heading for Davania and other southern ports. The giant lizards raised on the ranches of the Black Hills (see below) are for domestic use only; none have ever been exported off the isle. Some precious metals are found in the Black Hills, but all such are used by the Count to mint new coins.

Description: The Grand County of Nueva Ispañola occupies the northern half of the Isle of Ispañola; the civilized half of the isle is dominated by great plantations owned and run by a small number of aristocratic families. The patrons, as the aristocrats are known keep their peons, or villains, in a state not unlike slavery; though they are treated far better than the slaves of the continent are they are serfs nonetheless. The aristocrats also tend to keep townhouses in the nearest town; the greatest of the families keep townhouses in the capital as well. Most freemen are found in the three towns or along the coast in the small fishing villages, and live peaceful, if unremarkable lives. The ranches in the Black Hills raise the giant lizards that are used as steeds by the aristocrats. The southern regions of the isle are unsettled and covered in dense jungles, and are dominated by either the Karakara Orcs (in the eastern jungles) or by nature spirits (in the western jungles).

Notable Sites: Puerto Florida is the largest town on the island; it is the capital of the county as well as the capital of the local barony. The town is most noted for the citadel of the count, the temple of Protius and the grand marketplace. Puerto Margarita is renown for its beaches and beautiful waters; many aristocrats vacation in this eastern town, consuming large quantities of the native drink, known, of course, as margaritas. Puerto Segundo is a very colourful town, as it is a jumping-off point for adventurers and merchants seeking treasure and adventure in the western islands (though few ever return). The Torre de Gregorio is officially off-limits to anyone not granted license to visit by the count, for the Wizard cherishes his privacy. The Nuari Pirate Village (the name changes with every change in leadership; it is currently known as "Tanokora's Port") is the wildest place on the island, home to several hundred pirates and their families (usually, but not always granted letters of marque by the count). The village is usually half-Nuari; the other residents are a polyglot of all nations and races found on the Sea of Dread. Ancient ruins are said to exist in the centre of the western jungles, but none have ever returned from expeditions into the depths of the jungle. Similar legends state that the Karakara Orcs of the isle are ruled by a giant orc that holds his court at an ancient, ruined temple in the eastern jungles.

History: The prehistory of the Isle of Ispañola is lost in the howling mists of time, for any civilization that existed here prior to the arrival of the Karakara Orcs was utterly decimated in their wrath. The Karakara are known to have inhabited the isle before the mid-ninth century, when Minrothian merchants accidentally discovered the island. The Minrothians were merchants, not really explorers, and though there was certainly wealth to be had in the isles, they were more interested with finding civilized trading partners, and did not follow up on their discovery. However, in 860 AC an Ispan explorer, one Don Sancho Estaban de la Villa Florida, of the Grand Duchy of Ispañola, followed up on the Minrothian reports, and extensively explored the easternmost isle, which he named Nueva Ispañola in honour of his homeland. Don Sancho followed up his initial expedition with further exploration, both of the Isle of Ispañola and the other Thanegian isles. Eventually, a small settlement of a few hundred souls grew upon the northern shore of Ispañola, and became a revictualling station for explorers of the region.

These expeditions all occurred during the era known as the "Years of Unrest", a time when the Thyatian Empire was battling rebels throughout their lands, especially in the Grand Duchy of Ispañola. Eventually Thyatian oppression became so great that many Ispan families decided to flee from their home and seek their fortunes elsewhere; they turned to their great explorers for advice, foremost among them Don Sancho. Eventually eight score and eight ships left the grand Duchy under the leadership of Don Sancho; slightly more than 6,000 souls and all their treasures, animals and goods set sail for Nueva Ispañola in 975 AC. 112 ships made the passage and arrived at Puerto Florida one month later. Don Sancho was declared by all the leading families to be the savoir of their people, and in the waters at Florida Beach he was declared to be their sovereign and leader, and thus he became Conde Sancho I Esteban de Nueva Ispañola.

The first decade was very difficult for the settlers, as they continually fought against the Karakara Orcs as they cleared the jungles and built their plantations. The settlement was made even more difficult when it was discovered that horses and oxen did not long survive settlement upon the isle; some native disease killed all such beasts of burden within two years. However, the Ispans were able to domesticate the giant boars the Karakara used as steeds. These beasts were used both for plantation labour as well as for riding until the discovery of the giant lizards of the Black Hills (a beast related to the giant tuatara lizard, only far less vicious and more easily trained). The colonists also made contact with the native Merfolk and formed an alliance with the Kingdom of Twaelar that lasts to this day. By 900 AC the colony was well established and had domesticated both the giant boar and the giant lizard. Puerto Segundo was founded in 910, and Puerto Margarita in 915; the Western and Eastern Baronies were formally organized in 940, with the leaders of the greatest of the local aristocratic families becoming barons. [Baronía Ispaña is held by the Count, though it is usually granted into the hands of the Count's heir when he (or she) reaches 21 years of age.] Trade with Minrothad picked up in the 950's, which helped spur the growth of the plantations further into the jungles until the current border was reached in the 970's.

The only real threat to the sovereignty of Nueva Ispañola came in 988 AC, when Emperor Thincol of Thyatis began his settlement program in Davania; initially he felt it would be simpler to conquer Nueva Ispañola than to deal with the proud Ispans. However his magist Demetrion (correctly) felt that the Twaelar would not look kindly upon any such invasion, and successfully dissuaded the Emperor from any such action (similar discussions with the Minrothian ambassador also affected his decision). Today there are Thyatian, Minrothian and Twaelar consulates in Puerto Florida, while the current count, Conde Grande Enrico II Sancho de Nueva Ispañola, mulls over offers of official Imperial Thyatian status (as an Archduke) versus further exploration and conquest in the Thanegioth Archipelago.

Important Figures: Conde Grande Enrico II Sancho de Nueva Ispañola (widower); Baroña Isabella Enrico de Ispaña (daughter, eldest child and heir of Count Enrico); Don Sancho Enrico de Puerto Florida (Lord of Puerto Florida, Isabella's younger brother); Doña Marcela Vittoria de Fortaleza Vittoria (Bishop of Vittoria (Vanya), Governor of the Fortress of Victory, and rumoured mistress of the Conde Grande); Baron Xavier Gaspar de Occidental (Baron of the West); Baron Diego Yago de Oriental (Baron of the East); Magister Gregorio, Don del Sur (Court Magist and semi-autonomous Lord of the South); Tanokora Nuar (current "leader" of the Nuari Pirates).

Flora & Fauna: The civilized portion of the isle is well patrolled, thus few non-domesticated creatures will be encountered. However, there are still the rare raids by the giant boar mounted Karakara on the verge of the eastern jungles; there is also the rare sea raid by the various Thanegian natives from the west. Domesticated beasts include the giant boar (nearly as large as an ox, though as docile as one) and the giant lizard (slightly longer than a horse, though somewhat lower to the ground). Chickens, pigs and dogs abound; though cats are rare outside the cities. A few mountain lions are still found in the Black Hills, though the hills are otherwise as tame as the farmlands.

The jungles are another matter altogether. Faerie creatures, including pixies, sprites and treants, dominate the western jungle; they are inimical to any human intrusions, though they tend not to be vicious. The residents of the eastern jungles, however, are a thoroughly vile and despicable breed; the Karakara Orcs of Nueva Ispañola are cannibals (eating the flesh of their own as well as of humans and other sentients). The Karakara Orcs ride giant war boars and keep domesticated normal boars. The jungles are otherwise home only to natural beasts, such as panthers, snakes, lizards (normal and giant) and spiders (normal and giant), as well as no small number of deadly plants. There are no dragons on the isle, though sea serpents are said to swim in the great southern bay. Note that there are no horses or cattle on the island, as all such creatures invariably die after more than one year on the island (short term exposure of a month or two is not quite as deadly). 

Thyatis

Thyatis (Nation of)
Location: South of Ylaruam, East of Karameikos and Minrothad.
Area: 42,300 sq. mi. (95,175 km2)
Population: 2,700,000 of various races.
Languages: Thyatian Common (Thyatian, Heldann, Kerendan, and Tel Akbirian dialects). Many other languages are spoken within the Empire, especially in Thyatis City.
Coinage: Emperor (pp), lucin (gp), asterius (sp), and denarius (cp).
Taxes: 25% income tax collected quarterly (Va. 1, Ya. 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their taxes.

Expensive and magical items are also taxes 25% of their worth. 5% sales tax on all but food and clothing.
Government Type: Monarchy influenced by elected Senate.
Industries: Agriculture, mining, warfare.
Important Figures: Eusebius Torion (Emperor, human, male, F15), Coltius Torion (Prince, human, male, normal human), Demetrion Karagenteropolus (Imperial Magist, human, male, M20).
Flora and Fauna: Bears, boars, centaurs, lycanthropes, mountain lions, dryads, and goblinoids can be found throughout the empire. Pegasus and griffons are common near Retebius, while absolutely anything can be found near the magical estates of Scarlas.
Further Reading: Dawn of the Emperor box set, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Favonius Viator 

' 

The glorious and magnificent Empire of Thyatis cannot possibly be described in all its grandeur with just a small entry in the Mystaran Almanac. Still, I will do my best to give the wondrous nation its due credits and describe the most important aspects of its people.

This entry describes the NATION of Thyatis, which is the heart of the EMPIRE of Thyatis. Thyatis is a nation like Karameikos or any other, its size almost identical. What allows us to call our nation an Empire is the fact that we control several other nations elsewhere in the world. These nations are called Provinces, and at the moment there are two: the Provinces of the Isle of Dawn, and the Thyatian Hinterland Provinces. Ochalea and the Pearl Islands were also provinces, but they have recently claimed their independence.

The Land

The nation of Thyatis is mainly composed of farmlands, with hills and mountains to the north. Still, much variety exists, and only a brief description will be given. The nation of Thyatis is composed of eighteen dominions, from baronies to Grand Duchies. The most important of these are:

Hattias is a county known for its racial intolerance. The Storm Soldiers make their home here, and they preach about racial purity and how women should stay at home to raise families and not try to learn to fight or obtain power. Hattias has rebelled several times against the Imperial family, and the city is now forbidden to build defensive walls.

Kantrium, a fertile duchy which is the home to farmers and fishermen. Kantrium is a historical site since it was the first dominion formed within Thyatis.

The Duchy of Kerendas is the centre for cavalry training and the source of the best horses within the Empire. The land is mostly grassland, and everyone in the duchy is horse-crazy.

Machetos is a rich farmland which is now the main source of food for the Empire. It has only recently regained its agricultural state after being severely ruined 30 years ago by the Emperor. This duchy was once the Duchy of Karameikos, but the duke gave it up to the Empire for clear rulership of the Grand Duchy of Traladara (now the Kingdom of Karameikos).

Mositius is an island duchy that is the centre of tourism for the Empire. There is an active volcano which releases strange mists unto the island, influencing the behaviours of the inhabitants.

Retebius was the duchy named after the famous Retebius Air Fleet, a flying-mount cavalry renown throughout the world. The Retebius Air Fleet suffered tremendous casualties during the Wrath of the Immortals war, and has yet to recover from the losses.

Tel Akbir is a grassy duchy inhabited by Thyatians of Ylari descent. The Legion is keeping a close eye out for Ylari spies in the area.

Terentias is an island that is hotly contested between Thyatis and Minrothad. The elven inhabitants don't seem to care one way or another, and focus their lives on pirating and sailing. So far, Terentias has remained mostly a Grand Duchy of Thyatis for the past 200 years.

Finally, the Duchy of Thyatis is the heart of the nation and Empire. It is the home of Thyatis City, the wealthiest, grandest, and most powerful city of Mystara. From here, Emperor Eusebius Torion decides on the fate of the Empire and the world around us. People of all races and cultures can be found in Thyatis City, as it boasts trade from around the world.

Other dominions include the County of Actius (shipbuilding), Barony of Biazzan (algebra university), Protectorate of Borydos(prison), Barony of Buhrohur (dwarves), Protectorate of Carythion (wealthy estates), County of Halathius (gold mines), County of Lucinius (port), Protectorate of Scarlas (wizards), and the County of Vyalia (elves).

The People

Thyatians are a proud people, and by their accomplishments, they should be. Pure Thyatians have pale complexions and dark hair, although since any conquered race becomes a part of the Empire, absolutely any characteristic can be found among the people.

Thyatians are efficient and pragmatic. Others view this as treacherous, but we simply do what we need to do to get by. Of course we shall make deals that better our nation. To do otherwise would be foolish and inefficient.

If there is any common love for Thyatians, it would be fighting prowess. Coliseums can be found in almost every Thyatian city, and gladiatorial combats draw in crowds like never seen in other nations.

Recent History

By now, almost everyone has heard of the war between Thyatis and Alphatia from AC 1005 to AC 1009. This war, often called the Wrath of the Immortals because the Immortals destroyed Alphatia for daring to attack us in the first place, caused much death and destruction in the Empire.

Emperor Thincol also became gravely ill at the end of the war, and rebellions occurred almost everywhere when food became scarce. In AC 1010, the Emperor tried to conquer the remaining Alphatian kingdoms at the expense of not feeding his people. These plans shattered when more revolts occurred and when Thothia soundly defeated the Legions on the Isle of Dawn. These battles ended in AC 1012 when Thincol died and was replaced by his son Eusebius. Eusebius returned the food to his people, and Thothia sign the Isle of Dawn Treaty with the Empire insuring peace on the Isle of Dawn. This treaty cost the Empire the Grand Duchy of Westrourke and a few Alatian Islands, but the Empire has now recovered almost fully.

Eusebius is now looking at Davania and plans on expanding the Empire into the unclaimed Jungles of the southern hemisphere.

Don't Miss

There are many things to see in Thyatis, notably the various gladiatorial games - especially during holidays when they are spectacularly bloody. Thyatis also boasts fine theatres and plays, and many nobles throw extravagant parties [some would say decadent. Ed.] in their estates throughout the city.

Of particular note, I would recommend a trip to Argevin Town in Mositius. This island is geared for tourism, and the taverns are open at all hours. In fact, no business ever closes, regardless of how late at night you visit. Servants are found everyone and are ready to cater to your every need. Theatres, dancing halls, and gambling establishments make up every second building. What make the place even more famous is the Mount Mositisu; a volcano which emits magical mists that fall down upon the population of the island. This mist radically alters the behaviour of those who inhale it, causing blind optimism, love, drunken giddiness, laziness, giggling hilarity, or almost any other emotion imaginable. Duchess Triella Tien-Tang somehow controls this mist and makes sure only harmless emotions are inspired by its magic. 
The Tale of the Classical Hattians
To find out more about the Hattian peoples, we must search back through the mists of time to the year 1000 BC. At this point in time the Nithian Empire had reached its maximum extent; it had explored most of the Known World and conquered or settled any parts the Pharaoh deemed worthy; it had explored the ancient ruins of Blackmoor half a world away, bringing back many unusual artifacts, mystic and arcane; and it had traversed the universe and multiverse, and found an allied people, the Alphatians, and assisted them in their migration to the sparsely populated sub-continent now known as Alphatia. At this time the Pharaoh determined that the southern continent, Davania, was a worthy place for a Nithian Colonial Kingdom. Thus, thousands of Nithians and tens of thousands of Antalian, Dunael and Traldar slaves were transported to the southern continent where they built a kingdom from the jungle and plain, to the north and east of the newly-formed Traldar City States founded by the peoples of King Milen.

For generations the slave tribes laboured under the lash of the Nithian overlords, ever tempted by the freedom offered by the Milenian City States to the south and west. By 900 BC, rot had begun to settle in to the Nithian society, and the Milenians were beginning a golden age in their own lands. With Milenian assistance, the Antalians, Dunael and Traldar slaves were able to overthrow their oppressors (it had also helped that the Southern Kingdoms of the Nithian Empire were not in the good graces of the current Pharaoh; a dissident dynasty had formed and began to make overtures to the Nithian Nobility; this was foreshadowing for the Nithian Civil War, and the first fruits of the efforts of Thanatos in his plan to bring the Nithian Empire low). The slave tribes formed their own nations as the much-truncated Southern Kingdoms brooded in their loss.

Three Great Tribes were formed from the slave peoples. The greatest tribe was the Thyatians, formed of Antalian and Traldar groups; they lived on the north-eastern coast, to the north and east of the Milenians (from an in what is now the modern Manacapuru Tribal Lands and along the coast to modern Raven Scarp); inland to the west dwelt the Kerendans, a tribe formed mostly of Antalian and Dunael peoples; and to the south and west, between the Thyatians, Kerendans and the Milenians (centred on the now-broken lands south of the Hills of Desolation), lay the lands of the Hattians, a near "pure" tribe of Antalians. Many other Lesser Tribes were also created, living amongst the Great Tribes; they were mostly individual clans of Dunael peoples, as they were of a very independent mind set. The four Nithian Colonial Kingdoms still existed, but they were small and no longer powerful enough to control the Great Tribes.

The next hundred years saw the growth of the Milenian City States and the consolidation of the three Great Tribes socially, politically and culturally. In 800 BC the upstart Nithian Colonial Kingdoms of Davania were utterly destroyed in the first battles of the Nithian Civil War (the local Nithian populace, which had taken to worshipping Set by 850 BC, would eventually evolve into the modern Manacapuru Tribe). The Milenians moved into the power vacuum; their influence was felt among the Great Tribes, as they became more urban, though only the Hattians would found their own city state.

Built upon the site of the largest village in Hattian territory, the City State of Hattios quickly came to dominate the Hattian clans. Founded by the Brother-Kings Hattias and Hattar, the City State of Hattios was in actuality one large military camp, physically based on the Milenian Citadel, socially based on the Milenian military structure (i.e., the Classical Hattians were the "Spartans" of the Milenian City State Era). For nearly the entire period of its history, the City State and Kingdom of Hattios would be ruled by Two Kings, who would also be the head of the Hattian faith, which venerated the Patron of War and Destruction, Ares, the Son of Death (AKA Orcus, at this time still only a Temporal level Immortal, and still beholden to Thanatos; the corruption of the Hattians is a long-term plot of Thanatos).

The Thyatians, meanwhile, had become expert sea-rovers and reavers (which was the real reason why the Milenian City States and the subsequent Milenian Empire of the surface never had a naval presence; though the enmity of Protius, earned by King Milen and his people during their migration, was also a factor). Thyatian mercenary reavers often fought on all sides of the Nithian Civil War; one large group of such was granted lands on Brun by the Pharaoh in 753 BC. The land granted to the reavers was equivalent to the modern duchies of Thyatis and Lucinius. The City of Thyatis was founded on the ruins of the Traldar city of Mesonias (which had been founded on the ancient Nithian city of Ptahrnak, which in turn had been founded on the ruins of the ancient Taymor city of Shadar-Ghan). The Thyatians of the northern continent were effectively a client-state of the Nithian Empire, much in the same manner as were several Traldar cities and states further to the west and on the Isle of Dawn (the city of Trikelios on the Isle of Dawn still maintains many Traldar traditions, as do many peoples of the Alatian Isles).

Meanwhile, on Davania, the Milenian City States had begun a series of three great wars, called the Metropolitan Wars; the city states fought over trade routes, religion, wealth and pure power. Warfare continued intermittently from 760 BC through 460 BC, though there are three points that are identified as "Wars"; the first was centred on the year 730 BC, and is known as the First Metropolitan War. The major aggressor of this war, as in the other wars, was the City State of Hattios, which firmly consolidated its grip on the Hattian clans and intruded into Milenian territories, setting off a chain reaction of battles and raids.

The forces of Hattios again played a pivotal role in the Second Metropolitan war, which began in 680 BC. The Hattians crushed several smaller north-eastern Milenian city states and encroached into Thyatian territories (which heralded the beginning of the Thyatian migration en masse), a policy they would continue for the next 40 years. Also during this phase of the wars, the City State of Milenos, to the south and west, consolidated its grip on its neighbouring city states and barbarian tribes. The years 662 through 637 BC saw the greatest migration to Brun on the part of the Thyatians; by 637 BC, the power of the Thyatians on Davania had been shattered, with the Hattians and the local tribes filling the vacuum.

Also during this era, the Milenian City States saw a weakening of the old Dynastic Monarchies and the emergence of the power of the Oligarchic Families. The continual wars, battles and raids weakened the power of the monarch at home, as he became more concerned with raiding his neighbours than with keeping his city working. Beginning in 600 BC, many of the city states overthrew their regents in favour of a citizens council, or Senate, made up of the most powerful families and their representatives. The Hattians thoroughly opposed the new Oligarchic City States, and allied themselves with the reaver bands which formed around the more active deposed monarchs (many of the modern Free Companies of mercenaries now active on Davania trace their beginnings to this "Royal Heritage").

The Third Metropolitan War of 560 through 545 BC was the major thrust of the Hattians against the Oligarchic City States; during this time they also encroached into Kerendan territory (the Kerendans had taken up much of the Thyatians coastal territory; though they were excellent seafarers, they never attained the reputation that the Thyatians had; Vanya, now Patron Immortal of the Thyatian Empire, was born in a small Kerendan village in 560 BC). Though the Hattians had some early successes against the Oligarchic City States, they were soon brought to a stalemate, then later to a holding action against the other cities; to compensate for the loss of revenues from raids on the other city states, the Hattians stepped up their raids on the Kerendans.

From 554 through 530 BC, the Kerendans migrated en masse to the northern continent, to the forested plains found west of their cousins, the Thyatians. The Kerendans of Brun absorbed the native Traldar population (from the decimated Traldar Kingdom of Karameisios, which had declared it's independence from the Nithian Empire only to be utterly destroyed, though the latter- day Dukes of Karameikos claimed descent from the royal line).

On Davania, the Hattians had moved in on the abandoned Kerendan territories and now dominated the north-eastern section of the continent (from the hills bordering the Meghala Kimata Plains in the south to the Sea of Dread in the north; and from the mysterious Kingdom of Emerond in the west to the river bordering the Manacapuru and Bogdashkan tribes in the east). The Hattians dominated the remaining tribes (ancestors of the modern Hinterlanders and the Manacapuru) as well as several Milenian city states. Their concept of "racial purity", however, had kept their forces overextended, as they would only hire Free Companies descended from Royal Lines; this meant that their forces were drawn thin over their territories, and their purse was always lean, as the Free Companies did not come cheap.

By 510 BC, Hattios was the only remaining Dynastic City State; almost all the other Oligarchic City States formed an alliance lead by the City State of Milenos, with the express purpose of destruction of the Hattian Threat. The Final War of the Nithian Civil War intervened, however, and the Immortals spent many long weeks during 500 BC eliminating the very memory of Nithia from the face of Mystara as well as from peoples minds.

Also in the year 500 BC, the Cult of the Grey Lady first made an appearance in the City State of Hattios, and her worship quickly spread among the disaffected in Hattios (which included many junior members of the military and lower classes; even the young King Hattias himself became a member after an extremely strong vision of the destruction of Hattios). On the sly, King Hattias began to prepare for the worst, and inspired by his vision, he had a secret fleet built on the shores of the Sea of Dread.

The power vacuum left by the Nithians was a boon not only to the Alphatians, but also to the Adakkians, a martial people to the south and west of the Milenians. With the threat of Nithian intervention no longer hanging over their heads (let alone even the memory of such), the Adakkians threw a huge army in the direction of the Milenian City States in order to extend their sphere of influence. Unfortunately for the Adakkians, the allied Milenian City States were far more united than Adakkian intelligence had been lead to believe.

In 490 BC the forces of the City State of Milenos and her allies destroyed the Adakkian army at the Battle of Meghalia Flats; the Tyrant of Milenos ("Tyrant" being the title of the elected leader of a city state), Androsar, lead the Milenian City States in their victory, and he was the force behind the formal creation of the Milenian League. The League then turned its forces toward the destruction of the City State of Hattios, and in 480 BC, the City State of Hattios was razed after 10 years of vicious war; Androsar himself (then 40 years old) slew King Hattar on the steps of the Hattian Royal Palace. The power of the Hattians destroyed, and the city itself razed, King Hattias lead his remaining peoples (mostly followers of the Grey Lady) to the shore of the Sea of Dread, where they took ship to the north, to settle on the continent of Brun...

Thus ends the tale of the Classical Hattians in their ancient Kingdom of Old Hattias... 

Thyiatian Dynasties

Hmm. Requesting TYs info on his Four Families of Thyatis got me to thinking of the work up I did of the Dynasties of Thyatis (I don't recall if I ever posted this; I don't *think* I ever did before). Anyway, here's the stuff I worked up...

The Early Dynasties

I Tatriokanitas
(AC 0 - 157)
Years AC Emperor
0 - 20 Zendrolion I, the Great
20 - 70 Valentia I, the Justicar (wife)
70 - 91 Lucinius I, the Grey-Cloak (son)
91 - 115 Zendrolion II, the Warrior (son)
115 - 136 Lucinius II, the Great (son)
136 - 138 Valentinian I, the Cursed (son; deposed)
138 - 153 Vanyadoria I, the Warrior-Queen (sister)
153 - 157 Valentius I, the Mad (son; deposed)

Von Stregger
(AC 157 - 255)
Years AC Emperor
157 - 176 Karolus I, the Great
176 - 189 Liutprand I, the Bard (son)
189 - 231 Wulfgang I, the Terrible (son)
231 - 238 Karolus II, the Destroyer (brother)
238 - 255 Liutprand II, the Black (son; father of Brunhilda the Enchantress)

Cursed 13 Emperors
(AKA the Spellbound Emperors)
(AC 255 - 267)
(All references are in relation to Brunhilda the Enchantress)
Years AC Emperor
255 Liutprand III, the Mad (brother)
255 - 256 Wulfgang II, the Pale (brother)
256 - 258 Adolphus I, the Canny (1st husband)
258 Heinrich I, the Short (2nd husband)
258 - 259 Hattian I, the Orator (3rd husband)
259 - 260 Karolus III, the Least (oldest son)
260 - 263 Liutprand IV, the Pirate (4th husband)
263 - 265 Eirikos I, the Merry (stepson)
265 - 266 Ludwig I, the Black (5th husband)
266 Karolus IV, the Bellicose (middle son )
266 Adolphus II, the Fool (6th husband)
266 - 267 Attar I, the Almost Great (7th husband)
267 Karolinus I, the Little Emperor (youngest son; deposed)

II Tatriokanitas
(AC 267 - 352)
Years AC Emperor
267 - 276 Alexian I, the Great
276 - 328 Alexian II, the Dragonheart (son)
328 - 332 Zendrolion III, the Architect (son)
332 - 352 Alexius I, the Wizard (brother; deposed)
352 - 370 Michaelus I, the Wizardbane (usurper)

The Middle Dynasties
I Kerendans
(AKA Dynasty of the Equestridaes)
(AC 370 - 475)
Years AC Emperor
370 - 386 Tiberion I, the Great
386 - 399 Trevonian I, the Artisan (son)
399 - 415 Alexian III, the Sage (son)
415 - 425 Trevonian II, the Red (brother)
425 - 443 Zendrolion IV, the Horse-Lord (son)
443 - 462 Trevonian III, the Dreamer (son)
462 - 471 Trevonian IV, the Jolly (son)
471 - 475 Lucinius III, the Drunkard (brother; deposed)

The Pentarchate
(AKA the Alphatian Interregnum)
(AC 475 - 489)
Years AC Emperor
475 - 478 Poladorius I, the Mage (usurper)
478 - 479 Vazandrius I, the Invoker (usurper)
479 - 481 Ambrosius I, the Alchemist (usurper)
481 - 485 Alexius II, the Necromancer (usurper)
485 - 489 Magnus I, the Archmage (usurper)

II Kerendans
(AKA Dynasty of the Theostridaes and Aquastridaes)
(AC 489 - 576)
Years AC Emperor
489 - 510 Tiberion II, the Magebane
510 - 528 Terentia I, the Blade of Vanya (daughter)
528 - 540 Terentia II, the Grey Dame (daughter)
540 - 544 Zendrolion V, the Inquisitor (brother; deposed)
544 - 548 Tarantius I, the Kind (usurper; brother of Terentia I)
548 - 556 Tiberion III, the Sailor (son of Terentia II)
556 - 561 Terentian I, the Merchant-Prince (son)
561 - 564 Alexian IV, the Traladaran (son)
564 - 576 Tiberion IV, the Pirate (son; deposed)

Kantridae
(AC 576 - 642)
(all the Kantridae Emperors were declared by the Thyatian Home Legions and the Retebius Air Fleet; none were related by blood)
Years AC Emperor
576 - 585 Kantrius I, the Quiet
585 - 598 Alexian V, the Builder
598 - 611 Flavius I, the Everyman
611 - 623 Kantrius II, the Merchant
623 - 631 Flavius II, the Soldier
631 - 642 Kantrius III, the Dullard (deposed)

The Later Dynasties

Oesterpolitian
(AKA The Eastern Emperors or The Redstone Dynasty)
(AC 642 - 786)
(The Eastern Legions put an end to the quiet Kantridae Dynasty in 642 AC; the Oesterpolitian Dynasty was known for its bellicose emperors, unusual antics and wild parties. Few emperors were succeeded by sons, though a few were able to establish "mini- dynasties")
Years AC Emperor
642 - 662 Asterian I, the Great
662 - 675 Darinius I, the Myrmidon
675 - 679 Zendrolion VI, the Veiled ("son"; actually, daughter; deposed when ruse discovered)
679 - 687 Maximius I, the Gladiator
687 - 701 Asterian II, the Penitent
701 - 713 Tiberion V, the Privateer
713 - 721 Alexian VI, the Golden
721 - 732 Zendrolion VII, the Hunter (son)
732 - 740 Maxentius I, the General
740 - 755 Darinius II, the Daring (son)
755 - 769 Maxentius II, the Rake (son; deposed)
769 - 771 Maximius II, the Butcher
771 - 782 Asterian III, the Obese (son)
782 - 786 Zendrolion VIII, the Small Prince (son; deposed)
786 - 794 Berthold I, the Black Prince (usurper; deposed)

III Tatriokanitas
(AKA Dynasty of the Gabrionites or The Ancient Dynasty Restored)
(AC 794 - 960)
Years AC Emperor
794 - 812 Gabrionus I, the Great
812 - 823 Zendrolion IX, the Republican (son)
823 - 835 Terentia III, the Healer (daughter)
835 - 846 Gabrionus II, the Peacemaker (brother)
846 - 851 Lucinius IV, the Magefriend (son of Terentia III)
851 - 861 Lucinius V, the Conjuror (son)
861 - 872 Zendrolion X, the Strategist (brother)
872 - 890 Gabrionus III, the Unforgiving (son)
890 - 913 Gabrionus IV, the Conqueror (son)
913 - 960 Gabrionus V, the Erudite (brother; slain by Alphatians)

Torion
(AKA the Northern Emperors)
(AC 960 to Present)
Years AC Emperor
960 - 1012 Thincol I, the Gladiator
1012 + Eusebius I (son)

There are also numerous regional usurpers as well as oppositional Dynasties; the main concern for being considered among the Canonical Emperors was the control of the Bureaucracy as well as the control of the City of Thyatis itself; all Dynasties save the Oesterpolitian had the City of Thyatis as the capitol of the Empire (during the Redstone Dynasty the capitol was, of course, at Redstone). There have also been a number of secessions over the years (the Hattian Kingdom being the most notorious), as well as several defections and trades of territories (mostly on the IOD, of course). It must be noted that Mad Creeg, leader of the Ierendian Rebellion and founder for the Matrobgle Dynasty was actually an exiled member of House Aquastridaes of the II Kerendans Dynasty, so the entire line could be said to have been a "cadet branch" of the Imperial Dynasties of Thyatis... 

Thyatian Imperial Government 

The Emperor 
Thyatis is ruled by an Emperor (Avtokrator or 
The Emperor generally serves for life, though a few have been deposed (yet lived) through coups organised and supported by the Senatorial aristocracy and/or the military faction. Emperors often insure that their children are crowned co-Emperor while they live, as a way of maintaining a dynastic succession.
Thus, though in principle the throne is elective, not hereditary, Thyatis is generally ruled by dynastic houses of various lengths. Even the current Emperor, Thincol Torion, attached himself to the reigning dynasty through marriage to promote a sense of legitimacy, since the people have become accustomed to dynastic (hereditary) rulers and expect it.

The Emperor has the power to appoint the various ministers of the "executive" branch of government, and all report to him (directly or indirectly). He also makes senior provincial and judicial appointments, subject to confirmation by the Senate.

He is the supreme commander of the Thyatian military, and can organise and direct its forces on his discretion. He can veto any measure passed by the Senate, and through his ministers he can create 'regulations' which have the force of law (unless the Senate outlaws them specifically through legislation).

The Emperor in addition has certain ecclesiastical powers, including the ability to propose candidates for the office of "Patriarch" of Thyatis, to be confirmed by the senior Clerical officials of Thyatis. The Emperor is clearly paramount in Thyatian government.

Note Bene: in situations where multiple "Emperors" (co- Emperors) exist, only the senior (or ruling, rather than reigning) Emperor is refereed to as "the Avtokrator", to distinguish him from the ceremonial Emperors.

Imperial Senate 

Thyatis the City elects 28 Senators (2 from each ward of the City); every other city within the Empire elects 2 Senators, and each district2 elects 1 Senator. Typically, there are 200-300 Senators within the Empire at any given time. The officers of the Senate are selected by the Senate, generally consisting of distinguished men (and, on rare occasions, women). Presiding over the Senate is the Princeps Senatus.

The Senate is the legislative body of the Empire, passing all laws. They also determine the tax structure of the Empire, and supervise the activities of the Emperor and his ministers.

Only Senators may introduce bills for debate. Debate on any bill is limited to one week. Simple majorities are required to pass legislation, subject to Imperial Veto.

Though the Emperor may not introduce legislation himself, any Emperor who cannot rely on at least one Senator to do so on his behalf will not remain Emperor for long. The Senate cannot override an Imperial Veto (though they can pass legislation multiple times, interfere with Imperial appointments by delaying confirmations, etc, and otherwise put the screws to the Emperor in ways both formal and informal to get their way). Approval of the Senate is required for declarations of war, and the Senate bestows all titles3.

The Senate also has several judicial functions, and an important privilege bestowed upon those of high rank or title is the right of trial in the Senate, rather than the general courts. There are several ways of handling this, including trials where three Senators are appointed to judge a case, up to (for impeachment of high government officials) trial before the Senate as a whole.

The primary role of the Senate in practice however is as a supervisory "check" on the otherwise unlimited power of the Emperor. Any Emperor worthy of the name will be able to enforce his will. However, the Senate can obstruct things for intemperate Emperors, and has been a force behind efforts to replace disastrous ones, lending the deposition of a scoundrel legitimacy and conferring (through Senatorial election) legitimacy upon a replacement. None the less, such coups are often bloody, if brief, affairs.

Many Thyatian cites and communities have their own regional version of the Imperial Senate, an assembly (or Curia) that is responsible for local matters. The influence of these bodies on local policy is often fairly strong by comparison with the Imperial Senate, since the latter exists in the shadow of the Emperor's own power.

Senators are not paid out of the Imperial Treasury. Officially, they are unpaid, "serving the state out of civic duty." In practice, this means that Senators must be independently wealthy, or have some other source of income (I.E. a office in the Imperial Government). The Senators by and large like this, because it keeps out "rabble-rousing riff raff", those who cannot afford the office due to lack of wealth. Some enlightened cities and districts elect to provide financial support to their Senators (pay, if you will), to get around this. The 28 Senators of Thyatis the City receive stipends from the Guilds (and others), and housing if they need it. Thus, these Senators are somewhat less plutocratic than others.

Senators are elected for terms of "not more than six years;" The Emperor can call an election at his discretion, to take place six months after he decrees it, but no more than six years may pass between elections. Cities and Districts can also replace their Senators through recall and other means at their discretion (extraordinary procedures, usually invoked only in extreme circumstances), and by-elections if their Senator dies or resigns (for whatever reason) during his term.

The Imperial Senate maintains the character of the civic Senate of Thyatis the City as well. Thyatis the City has no "Curia" of its own, but its 28 Imperial Senators (which have informal city governance roles), the Guild Leaders, Ward Archons, etc., as well as the presence of the Imperial Government, insure that the political life of the City is dynamic.

The Curial assemblies of other cities are organised by local tradition. Some are no more than 12 or so prominent men, forming a town council, and others are large bodies equalling or rivalling the Imperial Senate in size (300 members). These Curial Assemblies are generally responsible for the organisation of local civic government, petitioning the Imperial Government to solve various problems that they don't have the resources to solve themselves, and the like. Their power, and the power of the officials they elect/appoint, vary with local circumstances and history. In many areas these are not "republican" bodies at all, but consist of local aristocrats and the like. Hattias for example is notoriously undemocratic.

Ministries 

So far the above is not terribly different from canon, but here is where they begin to show notable differences.

The Ministries are officed in the Praetorion building, the principal governmental building in Thyatis the City, or within the Great Palace itself. The executive "branch" of the Thyatian Imperial Government is often refereed to as "the Great Palace" (or "the Sacred Palace") in the same way people refer to "the White House" when talking about the American executive branch. People often refer to "the Praetorion" when speaking of the government of the City itself, as most of its functionaries have offices there. The actual civil service of the Thyatian government consists of little over 600 persons, rather small by modern standards. Each of its bureaux is headed by an official who reports directly to the Emperor.

The 12 Thyatian Ministries plus the office of the Sacellarius are organised as follows:

Sacellarius: Functions as a kind of "chief of staff", supervising the day to day activities of the other ministries. He has a staff of 12 inspectors, one for each of the below ministries.

Minister of Petitions: Another "gatekeeper" official, who sorts petitions to the Emperor, as well as lobbying for or against legislation in the Senate (a kind of "chief arm- twister"). He has a staff of 6 clerks.

Quaestor: Supervises the Imperial judiciary, as well as the Imperial policing/internal security forces. Often headed by a member of the Senate, this person is also responsible for the drafting of legislation to be submitted (by whatever means) to the Senate for debate. The Quaestor has a staff of 12.

Eparch: The Eparch regulates trade and commerce throughout the Empire, but is especially concerned with regulating it in Thyatis the City. He supervises one of the largest of the ministries, having a staff of 98 men, with offices in the Praetorion rather than the Great Palace. He is also responsible for governance and law enforcement in Thyatis the City itself, and is thus the closest thing to a mayor that it has (along with the leaders of the Demes, which see). His staff also includes the heads of the twenty or so commercial guilds of Thyatis the City.

Protoasecretis: Keeps records/archives of all the other departments, supervises the Imperial University, and is usually a man of great learning. Often given responsibility over magical matters as well, functioning as a kind of "Minister of the Arcane." "The Chancery" has a staff of 25 in addition to the Protoasecretis, many of them sages and other learned men, and more than a few Clerics and Mages of repute can be found in this ministry.

Imperial Factor: The Ministry of the Factor supervises the Imperial factories, arms production, and the like. These include production and distribution of goods for the vast Imperial Household within the Great Palace, production and sale of silk, and provisioning of the army and navy. The Imperial Factor has a staff of 15 men.

Great Curator: This officer functions as a kind of "super seneschal," administering the Imperial estates and palaces. He has a staff of 44 men (this does not of course include "household staff" such as chefs, etc, which are distinct from government as such and paid out of the emperor's own income, rather than the state budget).

Orphanotrophion: The Orphanotrophus is the official in charge of the Imperial orphanages and other charitable institutions. He is usually a renowned Cleric, and has a administrative staff of 8. The Orphanotrophion has also been given land grants sufficient to support its charitable works, supplementing direct government largess.

Chancellor of the Sacellium: This is, in effect, the "Ministry of the Treasury", supervising the Imperial Mint, and performing the tasks of a "national bank" (similar to the Federal Reserve). The Sacellarii, a small but potent guard force, ruthlessly hunts down and exterminates thieves with extreme prejudice, backed by magical might. The treasury has an official staff of 58 under the Chancellor himself.

Chancellor of the Vestarium: This bureau deals with objects other than cash, and supervises the Imperial Arsenal. "Objects other than cash" include magic items, alchemical factories, research endeavours, and the like. This ministry also has access to potent magic, and the very location of its most important projects is a tightly held secret. In addition to the Chancellor, 25 men are on the Imperial payroll in this bureau.

General Logothete: This official supervises the collection of taxes, and has a staff of inspectors to insure that receipts are not embezzled or otherwise lost due to corruption. Magical means are used to insure that the tax collectors (generally tax farmers who receive a fixed percentage of the receipts). Obviously, it is important that this office is staffed by a man of unquestioned character. Records are constantly updated, and this bureau is also in charge of census matters, and maintaining an accurate survey of the status of the Empire as a whole. A staff of 71 is supported out of the Imperial Treasury for this ministry.

Military Logothete: in effect the "Minister of War", this officer has the important task of supervising the distribution of pay to the Thyatian military, as well as its logistical provisioning. Officials of this ministry are also tasked with inspection of the Imperial Armed forces, insuring their quality. It works in tandem with the Imperial High Command to develop sound military organisation, research and development of new ships, engines of war, supports the study of battle spells, and supervises military academies and training centres. 98 men, including the Logothete, staff this bureau.

Logothete of Information: This ministry performs a variety of functions; it is in charge of the Imperial communications network (including couriers, the Heliograph, and a rumoured magical communication network), it supervises Thyatian consular embassies in other lands, and is in charge of "internal security." This Minister is also responsible for the Imperial "secret service", the Magistranoi, who perform espionage and counterespionage tasks for the Imperial government. The Magistranoi are a small but elite group, including many Foresters, Rakes, and Thieves (but not exclusively) who, in effect, "adventure" on behalf of the Imperium. The bureaucratic staff of this ministry is 130 persons, making it the largest of the 13 Ministries. For an inexplicable reason, this Ministry is often refereed to as "the Drome4".

Note that the above Ministries may not cover all functions. Individuals given titles by the Senate (usually at the request of the Emperor) are often deputised to form "ad hoc" groups to handle certain matters of import to the state (read=adventurers and their buddies). Also, in the Imperial Armed Forces, the commanders of the Imperial Guard regiments (the Tagmata) form a kind of "High Command"/General Staff dealing with military matters.

In general, the ministries perform largely supervisory functions: the military, provincial administrators, and "private" institutions do much of the actual administrative work. The staffs of the central bureaux consist mostly of people who keep track of what should be done for the government, agents and messengers who send out directives, and inspectors to insure that the orders have been carried out properly. This creates a system that provides all necessary government at low cost to the state5
In addition, many of the above Ministries may have functions not specified in their descriptions. In fact, the descriptions are left almost deliberately vague in many instances, leaving room for detail to be filled in.

There are also "subministerial" organisations, quasi- governmental or "intermediary institutions" that are "off budget". These include institutions such as the Imperial University, monasteries and other important organisations which have been given land grants or other means of "off budget" support by the Imperium. They are run autonomously, but in co-operation with the government (if that makes sense). The Thyatian Imperium is kind of a "corporatist state6" in this respect. Sometimes, it is hard to tell where the government ends, and where private institutions begin.

1c.f. "One Clear Choice" from the Rebellion Sourcebook, GDW, for Traveller, on why this practice prevails.

2District populations average 20,000 people.

3These titles are largely ceremonial, but prestigious, and they do carry with them certain privileges. However, there is no "nobility" as such, in the sense of hereditary feudal rulers.

4Actually, it is explicable: this is the Logothete du Dromond, or "Ministry of the Runners". Most folks know of "Dromonds" as warships, not couriers, so I changed it. However, "the Drome" is a nice colloquialism; just assume its origin is lost in the mists of time. . .

5For more detail, see Treadgold, State Finances and The Byzantine Revival. See also Magdalino, The Empire of Manuel I Komnenos. There are a number of other sources if you're truly hard core. Of course, The Cambridge Medieval History, Vol. 4 is a good general source, and John Julius Norwich's Byzantium trilogy (which I'd recommend over the one volume condensation) is written with the general reader in mind.

6In the Political Science sense of the term. Modern corporatism has nasty connotations, but most pre-modern European nations were to some large degree corporatist, without being fascistic or Stalinistic. However, in some campaigns the Thyatian Empire is depicted as a fascist dictatorship, so this appellation would be appropriate. In general, I have tried to keep everything as "neutral" as possible, portraying the above neither positively nor negatively, though I'm sure you creative folks can see where some nice nasty interpretations can be made.

Anyhow, that's it for the central government. Provincial organisation to follow, unless folks would prefer something else first. 

All politics is local." 

Thomas P. "Tip" O'Neil.
Well, as you can see in the "Government" post above, the Thyatian Imperial Government has several elective aspects which, on the surface, would appear broadly democratic1, almost Milenian. For example: 

The Imperial office is Elective, and the Senate has a "check" on its power through various means.

All the Senators are selected by election, and they have full legislative and taxation power.

The Emperor cannot simply appoint the Patriarch, but must submit a list of 3 candidates to the senior Clerics of Thyatis, and they choose from among them by vote. ' 

One might describe the Thyatian Imperial Government as a "Parliamentary Imperium," or at least a "Constitutional Monarchy." However, this would be deceptive. The strength of the Imperial office is such that in practice, at the highest levels of government, these electoral procedures are almost moot. For example, though the Emperor must submit 3 candidates to the religious hierarchy, and they select the Patriarch, in practice the Emperor submits "his" candidate and two non-entities, men that the Clerics would never vote for, thus subverting the process. Only the most principled of Emperors follows through with the spirit of this process, and the Clerics have grown so accustomed to their role as a "rubber stamp" of the Emperor's choice that they rarely raise any objections2.

Similarly, with the Senate, the Imperial Veto power over laws is almost absolute, and "regulations" drafted by the Ministries are enforced as if they had the power of law. The Senate can act as kind of a "Supreme Court" practising "constitutional review" over such regulations, and obviating them, but in practice this is rarely successful. The Senate may control the tax code, but it is largely in place by the 11th century. In order to change the tax structure, the Senate must pass legislation to do so. If the Emperor does not like the changes, he will simply veto the measure.

So, then, is the Senate powerless in the face of Imperial power? Not quite. Most Senators are highly respected and influential men (and women), members of the Dynastic Houses of the Empire. They are individuals of prominence, and the Emperor ignores their opinions at his peril. Many are not only Senators, but members of the Imperial Government. Their influence can be very significant. But it is not an influence based on elective office. This is the influence of an aristocracy, which "popular election" merely confers legitimacy upon.

Th provincial civil and military governors are not elected. They are appointed by the Emperor, and their nominations ratified by the Senate. These offices are non-hereditary, but members of prominent families3 fill most of them, and they have wide powers in their own provinces.

On the other hand, though, the further down the hierarchy one goes, the more "democratic" things seem to get. For example, though the Eparch of Thyatis is appointed by the Emperor (and responsible, among other things, for the day-to-day administration of the capital), the guild leaders which report to him are selected by the guild's membership. Also, the 4 "Demarchs" of Thyatis the City are elected by the citizenry4, as are the Ward Archons (28 in Thyatis the City, 1 for each Ward). The more localised the authority is, the more "democratic" the office seems to be. Ward Archons are very responsive to their constituency.

Other Thyatian cities have their assemblies ("Curia"), which usually have an elective membership (prominent local citizens), and they are responsible for conducting local administration (sub-provincial level). Villages could almost be called "participatory democracies"; there is usually an (informal) headman, recognised and selected by the village as a whole, but important decisions are handled communally.

However, this "small democracy" is somewhat threatened. The Dynastic families, seeking to increase their own power, often attempt to subvert its procedures, just as the Emperor subverts the "republican" features of the Thyatian constitution6 at the Imperial level. The central government, for its own reasons (mainly to keep the power of the Dynatoi in check) opposes this, formulating regulations and pushing for laws that would prevent this growth of dynastic power at the expense of "the weak7". Under a strong emperor, a rough balance is maintained. The ascension of a weak one, or a series of them, could see an unchecked rise in the power of the Dynastic Houses, the weakening of local institutions and the central government, and create powerful centrifugal forces.

1This is an "unByzantine" aspect of my variant, more in line with Rome under the Augustan Principate system. However, there are several ways that I "Byzantinise" it, and X1 did refer to Thyatis as similar to both Rome and Byzantium, so I have a mix.
2And, on the occasion that they do, it us usually over the nature of the individual the Emperor has selected as "his" candidate, not over the atrophied procedure itself.
3The "Dynastic Houses" again. Note however that the status of a "Dynastic House" is not an "official" one. Powerful and prominent families can fall from membership if they dissipate their wealth and influence, and "new" houses of importance can rise if they acquire wealth and power. No hereditary claim to title or wealth is conferred by virtue of membership in a "Dynastic House". In that sense the Thyatian aristocracy is somewhat "meritocratic", since fortunes rise or fall based on success or failure in the "real world", not accident of birth. But, on the other hand, some families have had "Dynastic" status for centuries.
4The city has 28 Wards, divided into 4 Sections, Red, Blue, Green, and White. Each Section elects a Demarch. Demarchs are somewhat like "commissioners" of New York, and perform a lot of local administration, including, for example, being responsible for organising the cites militia. The Guild Leaders form a sort of "City Council" in some respects, and most Thyatians (of the City) are members of a Guild. Wards average around 20,000 population, a fair sized city in and of themselves by Mystaran standards, and the Ward Archons are effective "mayors" over their Ward.
6The "Thyatian Constitution", like the British one, is unwritten, with many of its aspects enshrined in laws, custom, and tradition, but not in one document like the US Constitution.
7This tension is similar to that of 10th and 11th century Byzantium. There is also an important tension between the "civil faction" and the "military faction" which I will get to subsequently, when I describe the Dynatoi and faction in general. 

Thyatis variant Gazetteer

This Gazetteer is part of my "Thyatis variant" series, based on the Byzantinised Thyatis used in my campaign (with some modifications to render it more generally suitable). This article covers only mainland (or "metropolitan") Thyatis. A later one will cover the overseas colonies.

A note on Province nomenclature: I have eliminated the category of "barony," at least in mainland Thyatis. However, I have retained Duchy and County. At first glance this is not very Byzantine. However, at various points in time Byzantium had administrative districts known as "Ducates," administered by a Doux evolved from the Roman title "Dux". Venice was a Ducate, and the title of its governor, "Doge," is derived from this.

On the other hand, if you prefer accuracy, you can change the nomenclature and titles to be more suitably Byzantine. The Duchies are analogous to a Theme, and the Counties are roughly analogous to a Cleisura or Archonate (however, with respect for the later, I have reserved that status for overseas colonies). Themes have a military governor known as a Strategos, and a civil governor known as a Praetor, a judge known as a Praktor, and a record keeper known as a Protonotarius. Cleisura are administered by a Cleisarch. There will be more on administration in another file. None of these officials hold their offices by hereditary right, but members of the same family (I.E. the Retebii) somehow always seem prominent in a given region, with a senior family member holding at least one of the aforementioned offices.

Side Note: efforts have been made to not directly copy the descriptions in Dawn of the Emperors. Of course there are some similarities, even significant ones. But if you want the information contained in that product, including NPC descriptions and the like, I recommend you buy it. It is available if you're willing to scavenge. 

And now, the regions themselves: 


Thyatis the City:
Consists of Thyatis city and the surrounding countryside (effectively the 8 mile hex it sits in). It is administered by the Eparch and his subordinate officials, but the Imperial Court and Senate overshadows this official administration. Thyatis the City is the only Megalopolis in the Known World, with enhanced significance following the disappearance of the major Alphatian urban centres. The importance of the City cannot be overstated, and it will be given detailed attention elsewhere. 


Population: 600,000 


Thyatis, Duchy of:
This region consists of the countryside around the City itself, including the town of Hillfork. This wealthy and beautiful province has been a thriving centre of trade and warfare for a millennium, and could well be for another millennium. It includes beautiful orchards, including mulberry groves that feed Thyatian silkworms, numerous watermills along the Mesonian River, and luxurious country estates along the coast of Vanya's girdle. The Emperor's most trusted associates govern this Province. Thyatis the City is administratively and militarily distinct from Thyatis the Province. Fishing fleets form a prominent component of the local economy. 


Population: 1,000,000 


Kerendas, Duchy of:
One of the most prominent dominions of Thyatis, Kerendas consists of all the lands south of the Trevanion river and the Counties of Biazzan and Buhrohur, west of the Duchy of Thyatis, and east of the Kerenda river. It is a province of horsemen, and cattle ranching is a mainstay of life here. Not to be underestimated are the productive grainfields of Kerendas, which provide food for the large population of Thyatis the City. Cattle drives from Kerendas to Thyatis the City take place periodically. The city of Kerendas itself is becoming an important entrepot for trade, and is ranked as the second city in the Empire (population 100,000). 


Population: 600,000 


Hattias, Duchy of:
Recently elevated from the status of County which it had been lowered to following an ancient revolt, this province has the distinction of being the largest in size, and possibly the most unique of all Thyatis. It consists of the large peninsular island just south of Vanya's Girdle. It is a county of hills and forests where animal husbandry (sheep, goats), fishing, and orchards (olive groves, fruit) form the most important industries. The people of Hattias are tenacious warriors, but somewhat distinctive from the rest of the Thyatian population. Many Hattians are emigrating to Heldann, and Milenian refugees from Davania are taking their place. At some point, the Hattians may have their own domain elsewhere, and Hattias proper may become a Thyatian Milenia. The most significant community in Hattias is Hattiburg (which the Milenians have taken to calling "Attiapolis"), a city of 50,000 that sprawls along the Stegger river. A newly constructed wall surrounds it. 


Population: 400,000 


Retebius, Duchy of:
This Province consists of the area north of Thyatis Province (minus the town of Hillfork, now in Thyatis), running west of the Polithius river through the hill country to the Trevanion river. It is a land of well-watered grasslands and lush hills, raising fine cattle and horses that rank second only to those of Kerendas in quality. The city of Retebius (pop. 20,000) is significant as the training centre for the Thyatian aerial cavalry (popularly known as the "Retebius Air Fleet"), and as the headquarters of the Knights of the Air, an independent order of aerial warriors dedicated to serving the Empire. 


Population: 250,000 


Kantrium, Duchy of:
This region of rolling hills and grassy plains consists of everything south of Halathius and east of the Polithius river (including the Tel Akbir region). The hills are lightly inhabited, with most of the population concentrated around the coasts and on the plains. The eastern portion has a large proportion of Alasiyans loyal to Thyatis, and the current Doux of Kantrium is of Alasiyan decent. Kantrium has two cities of importance: Kantridae itself (15,000) and Tel Akbir (20,000), both significant seaports. The town of Dawnpoint is evolving into a prominent naval base, and may reach the status of city soon as well. The Kastra of Zendrol guards the frontier with Ylaruam. 


Population: 250,000 


Machetos, County of (Army):
This County consists of the coastal region west of the Kerenda river and south of Vyalia, forming the frontier zone with Karameikan Traldara. Grain, lumber, and fisheries are its most important industries. The Kastra of Blackpoint faces the western border. The town of Machetos (3,000) is the only settlement of significance in this district. 


Population: 30,000 


Terentias, County of (Naval):
This island County is sited south of Machetos, and north of Minrothad. The people of Terentias are excellent seafarers and traders (and pirates). The town of Chandax (population 5,000) is the County's capital. A large percentage of the County's population (40%) is elven. 


Population: 25,000 


Vyalia, County of (Army):
This small border county consists of the forested region around the Kerenda river, west through the Dymrak. The Vyalia elves do not much respect the Karameikan border, ranging as far as the Rugalov River but keeping themselves distinct from Karameikan society, aligning themselves with Thyatis. This region is a potential border dispute between the nations, more so now that Karameikos has forsworn his affiliation with the Empire. Elven crafts are the areas most important export. The town of Foreston (5,000) is the capital of this County. Vyalia's population is 50% elven, with the remainder mainly human. 


Population: 25,000 


Biazzan, County of (Army):
A literal "Mountain pass" (Cleisura), this County consists of the region north of Kerendas and west of Buhrohur, through the hills and peaks of the Altan Tepes mountains, bordering Ylaruam and Karameikos. Though large, only the valley of the Greendale is settled, the rest being largely mountainous wilderness. The small city of Biazzan (pop. 15,000) is the County's capital. The Kastra of Nikos wards the northern frontier. The University of Biazzan is a famous centre of learning, concentrating on metallurgy and related studies. Many trade caravans pass through Biazzan's bustling Grand Market. Due to tense relations with Ylaruam, a wall has been built around the city. 


Population: 30,000 


Buhrohur, County of (Army):
Buhrohur is a province consisting of the mountainous border with Ylaruam, running east to west between Halathius and Biazzan. Many extroverted Dwarves who chose not to "go to ground" when the people of Rockhome hid from the world came to settle here among the clans of Buhrohur, accounting for the increased population. Several new settlements and mining communities have been set up, transporting metals and dwarven wares down the river for sale in Thyatis the City. With the coming of the new Dwarven immigrants, Buhrohur has become less insular, as these new arrivals are more open minded and gregarious, at least by Dwarven standards. The town of Makrast (pop. 5,000) is the County's capital. 


Population: 30,000 


Halathius, County of (Army):
The last of the mountain Counties, Halathius occupies the eastern tip of the Altan Tepes, north of Retebius and Kantrium, bordering Ylaruam. Gold and other minerals and metals are mined here, supplying mainland Thyatis with the majority of its iron ore. Mountain sports including rappelling and, recently, skiing, are popular pastimes here. The town of Goldleaf (pop. 5,000) is the capital of this County. 


Population: 25,000 


Lucinius, County of (Naval):
Consisting of the hilly peninsula southeast of Thyatis, this region of fishermen and sailors is the most important naval base outside Thyatis the City, headquartering the Thyatian Naval Academy. Port Lucinius, a city of 40,000 inhabitants, has the finest shipyards outside of Thyatis the City itself. 


Population: 120,000 


Carytion, County of (Naval):
A collection of littoral islands off the eastern coast of Hattias and Lucinius (Carytion, Mositius, Borydos, Sclaras, and Actius), this is a diverse and sprawling County, bound together by its nautical nature. Carytion itself is a rich and beautiful resort island, with many estates, including an Imperial Palace. Borydos, formerly a prison island, has been converted to a Naval base, a proving ground for some of the most secret military development projects in Thyatis. Mositius is a long island with lovely beaches and enchanting mists, a tourist retreat. Sclaras Island is the reserve of Thyatis' most powerful citizens, being divided into estates for reclusive mages, where they can conduct their researches in peace. Actius holds a well-maintained seaport, an island of fishermen and a way station for traders on their way to the Isle of Dawn or Davania. Actian Shipyards are an important supplier to the Imperial Navy. Each island is semi-autonomous, but report to the Count. 


Population: 35,000

Total Population: 3,420,000 

Thyatis consists of one Polis, 5 Duchies, and 8 Counties (5 Army, 3 Naval). Slightly over one quarter of the population lives in cities. Thyatian Duchies form the "core" of the nation. Every border save one is guarded by a County, and that is the region around Tameronikas. IMC, the Tameronikas region is a Cleisura itself, wrested from Ylaruam as punishment for the raids on Biazzan, thus completing the Praedentura Imperii. 

Thyatian Military Deployments (notional).
N.B. for this I'm using neither the terminology of "canon" nor true "Byzantine" terminology, but rather the terminology I've used so far in posting my (still under construction and modification) ThyMil Variant. Also, no specific date on this, so it could be whenever.

Thyatis the City

      Guards Regiments
          Hetaereia Augustiana
          Scholae
          Excubitii
          Arithmos
          Hicanatoi
          Vigili

      Imperial Navy
          1st Fleet
          2nd Fleet
          1st Marine Assault Force
          1st Transport Fleet
          2nd Transport Fleet

      Imperial Aerial Forces
          1st Air Cavalry Regiment
          3rd Air Cavalry Regiment
          Draconari

      Militia Forces
          1st Reserve Exercitus
          1st Defenders Exercitus
          2nd Defenders Exercitus
           Blue Deme Militia
           Green Deme Militia
           Red Deme Militia
           White Deme Militia


Thyatis (Ducate)

      Land Forces
          1st Exercitus (Optimatoi)
          2nd Exercitus (Bucelarii)
          2nd Reserve Exercitus
          3rd Defenders Exercitus
          4th Defenders Exercitus
      Naval Forces
          3rd Fleet (Juliarii)


Kerendas (Ducate)

      Land Forces
          3rd Exercitus (Kerendiae)
          4th Exercitus (Foederatoi)
          3rd Reserve Exercitus
          5th Defenders Exercitus
          6th Defenders Exercitus
      Naval Forces
          4th Fleet (Kerenda)

Hattias (Ducate)

      Land Forces
          5th Exercitus (Hattianoi)
          6th Exercitus (Vaniae)
          4th Reserve Exercitus
          7th Defenders Exercitus
          8th Defenders Exercitus
      Naval Forces
          5th Fleet (Pilianoi)

Retebius (Ducate)

      Land Forces
          7th Exercitus (Retebii)
          8th Exercitus (Mesonianoi)
          5th Reserve Exercitus
          9th Defenders Exercitus
          10th Defenders Exercitus
      Aerial Forces
          2nd Air Cavalry Regiment
          4th Air Cavalry Regiment
      Naval Forces
          6th Fleet (Polithiae)

Kantrium (Ducate)

      Land Forces
          9th Exercitus (Kantridanoi)
          10th Exercitus (Nicoseanian)
          6th Reserve Exercitus
          11th Defenders Exercitus
          12th Defenders Exercitus
      Naval Forces
          7th Fleet (Aurorae)

Machetos (Cleisura)

      Land Forces
          11th Exercitus (Machetae)
          13th Defenders Exercitus

Terentias (Cleisura)

      Naval Forces
          8th Fleet (Chandian)
          4th Transport Fleet

Vyalia (Cleisura)

      Land Forces
          12th Exercitus (Sylvianoi)
          14th Defenders Exercitus

Biazzan (Cleisura)

      Land Forces
          13th Exercitus (Nikotianoi)
          15th Defenders Exercitus

Buhrohur (Cleisura)

      Land Forces
          14th Exercitus (Makrasti)
          16th Defenders Exercitus

Halathius (Cleisura)

      Land Forces
          15th Exercitus (Halathkoi)
          17th Defenders Exercitus

Lucinius (Cleisura)

      Naval Forces
          9th Fleet (Lucianioi)
          10th Fleet (Nautiae)
          2nd Marine Assault Force
          3rd Transport Fleet

Carytion (Cleisura)

      Naval Forces
          11th Fleet (Actiae)
          12th Fleet (Carytianoi)
          3rd Marine Assault Force
      Aerial Forces
          5th Air Cavalry Regiment
          7th Air Cavalry Regiment (Development)

That means that deployed overseas are:

      Land Forces
          5 Exercitii
          4 Reserve Exercitii
          3 Defenders Exercitii
      Aerial Forces
          1 Air Cavalry Regiment
      Naval Forces
          6 Fleets
          1 Marine Assault Force

Plus various auxiliary (colonial) formations of varying size and strengths, attached. Note that even for the above forces the deployment given is basing/garrisoning: these are mobile forces, not fixed forces. These are however the locations of their military lands (the Stratiotika Ktemata).

I understand that you are still working on this stuff, but are you comparing population figures with army strengths, and available budgets with the cost of all these forces? Have you already allocated numbers to these units at any rate?
I'm comparing population figures, and have a rough idea of the budget, and the cost (rough only, though). The unit strengths are all worked out, at least for the ones given, though ultimately I plan on dealing with the structure (differentiating the Tagmatic units for example).

I'm keeping the units in the spirit of the "professionalised, regular military" assumption of the PWA War Mach stuff, but also "Byzantinising" it to a degree. How?

Well, for example, the aforementioned Stratiotikon Ktema: troops are partially paid in cash, but also "in kind" through the allotment of military lands, and they are "semi-active". By which I mean that, though, for example, a Thematic Exercitus has a full strength of 2,000, this full-strength is only mobilized completely in wartime. Peacetime strength is 1,100, with the rest on reserve (rotated through the year for training). Mobilization for these units are quick, a la the Israeli model, and the mid-Byzantine (9th-11th centuries) model.

Similarly, the "Reserve" Exerciti have a fully mobilized strength of 2,000 but active peacetime strength of 560. The Defenders Exerciti are uniformly reserve units (there are also Militia Exerciti below them).

Total strength of the forces I've detailed so far are as follows:

'                         Guard Forces: 15,200/15,200
                        Retebius Air Fleet: 1,200/1,200 (KotA?)
                        Thematic Divisions: 22,000/40,000
                        Naval Forces: 20,000/29,200
                        Reserve Divisions: 5,600/100,000

'                    Grand Total: 64,000/185,600

The first number (before the slash) represents the "active" standing forces at any given time. The number following the slash represents reserve forces. Note that the first number is a fixed value (should stay at 64,000) while the second number will change some as I still have to detail some militia units (notably the Deme militias). This represents a great improvement over the notional "full strength" Thyatian armies described in the PWAs (122,750 personnel, 4% of population) and even the post-WotI nominal Thyatian strengths (70,510). It is slightly over 2% of the PWA population (3,001,000), and slightly under 2% of my notional population (3,420,000). ("KotA" represents "Knights of the Air" which I may detail as a aerial reserve force).

A note on naval nomenclature: not so happy with that so far ("1st Fleet" and "Marine Assault Force" and the like), I've never really found a good "Byzantine" name, for individualised naval forces (I know what to call the commanders: Megas Drungarios, Drungarios, etc).

Further note on nomenclature: for familiarity I have been using "Roman" names of units in what I've posted for general use. The "real" names are different. The basic unit of course is the company, called a Bandon (literally "Banner", thus identical to the basic unit of the War Mac militaries described in X10 and the PWAs). Above that is a "Battalion" level unit which for convenience's sake I've refereed to as a Cohort, but which should be known as a Moira. The Exercitus is the Divisional name I've used since Legion was used for Darokin, but even so the proper name is Turma.

The Bandon is commanded by a Comes, or Count, who has a deputy known as a Illarch, and there are several ranks of sub-commanders as well. The Moira is commanded by a Moirarch, and the Turma by a Turmarch. Armies are commanded by Strategoi, with deputy commanders known as Hypostrageoi.

There is a whole separate ranking system for the Tagmata (Guard units), and it can all get confusing very fast, so I've vastly simplified everything, to the extent of (on my website) using English or roman ranks, but I'm going to convert those. IMO, the same thing that made me draw back from using the "proper" nomenclature is/should be the same thing that will impel me to ultimately use it: the exotic nature makes it distinctive.

Now, as far as strengths: I feel I've somewhat pruned units down as small as I'd like. For tactical reasons each division should have 18 companies (based on tactical deployment suggestions in Byzantine military manuals).

More on budgetary matters: perhaps that is what I should do next. Post the fiscal outlook, tax receipts from the land tax, hearth tax, commercial, and other sources of income. That will give some idea of what we're dealing with, and following that we'll see if my "ideal" force is possible, or if further compromises need to be made. Btw, I also have a clear idea of what pay scales will be for both the army and the civil service. 

Iconodule Heresy Outline
Well, on the subject of potential Heresies, Iconoclasm, a glorious infamy, came up. IMO, it is a good starting point, but I think I have an idea of how to add a twist to it.

Players are unlikely to sympathise with those who go around smashing important relics. So imagine instead this situation:

A number of important relics are in Thyatis. Some of normal (powerful) scale, others more down to earth (providing healing, cures, and other more typical magics to the faithful). Still more are just nice artifacts from the life of an important priest/holy man. Even the latter might provide some benefits (I imagine the following: a priest casts a Cure Light Wounds spell, and touches the relic to the wound. Instead of healing a random amount of damage, the spell is cast for maximum effect).

However, almost all these relics are locked away in big temples, Imperial Arsenals, and Monasteries. Access is restricted by priests, Imperial officials, and monks. Only the "truly devout" share in their benefits, and whispers of corruption are widespread (officials insisting on "donations" or "tithes" before allowing access, which the Heretics equate with bribes).

So we get a populist-style "Iconodule Heresy", with the heretics demanding fair access to holy relics by all, with typically Thyatian/Byzantine theological fervour (nothing is done half way when it comes to religion), going around in mobs, chanting, vandalising monasteries reputed to be the "most corrupt", and the like. Imperial officials intervene ineffectually.

So, here you have a heresy that Player Characters might sympathise with, and it also opens up some adventure opportunities. Instead of smashing relics, the Iconodules "liberate" (steal) them. PCs can be tasked with recovering the stolen relic. They find themselves in broad agreement with the goals of the heretics, but not their extreme methods (well, we hope they don't go that far). So you have a "sympathetic villain" (I doubt most characters would sympathise with folks who go around destroying art and magic items).

Ultimate goal of the PCs might be to find some middle ground, recover the stolen relics but try to work out more equitable access to them (if only on an individual scale; I.E. they bring the stolen icon back to the monastery but convince the monks to be more charitable in giving access to relics, and this might serve as a model to encourage others to adopt a similar policy).

Then, some time down the road perhaps, another adventure could open up: seems the new "open door" policy has backfired a bit, and the relaxed security as a result allowed some thieves to make off with a different (but also important) relic, and the PCs, being responsible sorts, work to recover it.

At any rate, the above is just an outline, and IMO this kind of heresy opens up more adventures than a purely iconoclastic heresy would (and still inflicts some disorder on Thyatis). 

Overview of the City
Thyatis the City is located on the south east corner of the continent of Brun, at the mouth of the Mesonian River. It sits roughly at the midpoint of "Vanya's Girdle," the great sound that separates the peninsula of Hattias from the rest of Thyatis. The city's administrative district includes the surrounding lands (everything within approximately 8 miles of the city falls under the authority of the Eparch). The walled area of the city consists of a rough circle approximately four miles in diameter, plus a small quarter (known as Syclae) just across the river.

Thyatis the City stands not only at the geographic heart of Thyatis, but it is its cultural and governmental heart as well. The City is the greatest megalopolis not only in Thyatis, but in all of Mystara. With a population greater than all of Karameikos, and all indeed even of the continent of Bellissaria, the City by itself is an unmatched wonder. Some Alphatian cities rivalled once Thyatis the City in size, but none were its equal as a cosmopolitan metropolis. Where the cities of that Empire existed as centres of consumption for Alphatia's exclusive spellcasting aristocracy, Thyatis the City is a centre of industry and trade, the greatest market for all the peoples of the Known World. A large cove or bay (the Golden Harbour of Thyatis) sits at the centre of the city, and the Girdle is the most convenient passage for ships transiting between the southern coastline and the eastern coastlines of Brun, and beyond to the Isle of Dawn and elsewhere. Even the modest tariff levied on ships using this passage does not detract its use, and no merchant with an eye on profit can afford to pass the City without stopping to buy and sell its great emporiums. It was once said that two thirds of the Known World's wealth resides in Thyatis the City, with the rest being scattered outside it. While surely an exaggeration, one is sometimes tempted to believe it as true when you first see the City as you approach it from the sea, the gilded domes of its temples rising above the horizon, the many large marble palaces doting its hillsides, and its great colonnaded avenues teaming with a bustling, polyglot populace.

But trade is far from the only reason for the City's greatness, for it is also said that just as Thyatis surpasses all in wealth, it surpasses all in vice as well. It is the centre of the Imperial Government, the base for the Tagmatic Guard units, and the preferred home of most of Thyatis' dynastic houses. This insures that the city boils with intrigues of all sorts at all times. The schemes of organisations such as the Veiled Society, or even the machinations of Darokin's mercantile houses all seem petty and amateurish compared to the cabals that are hatched within the City. Only the plots of the Glantrian Princes can be said to truly rival those of Thyatis. And, as you approach the city from a distance, your eye catching on its numerous wonders, it is easy for the tenements of the poor to pass unnoticed in the haze that covers them. This haze lends the city a dream-like quality from a distance, but is formed of the smoke fires that cloud the slums, and the reeking odours of the city's industries (tanning, dye works, slaughterhouses, and the like).

But Thyatis the City is not a place where beauty hides only vices, for it is a place of virtue as well. In addition to being a centre of trade and government, it is the foremost centre of theology in all Mystara. Temples of all the virtuous Immortals can be found here, and the monastic communities of Thyatis are dedicated to the people's welfare. The Thyatian government is one of the few enlightened enough to support public charitable foundations, including orphanages, hospices, and a free dole of bread that insures a minimal diet to all, at public expense. While Thyatis still retains slavery, the current Emperor, the son of a slave himself, has taken steps to eliminate abuses, and sentiment for outlawing the practice is growing. In addition, unlike in places like Alphatia, where slaves have no legal protections, a set of laws codify the status of slaves, insuring they are not maltreated. In fact, most Thyatian slaves are arguably better off than the peasants and serfs of other nations. In fact, almost all Thyatian slaves serve household functions. The only exceptions are those consigned to the mines as a punishment for crimes. The institution of plantation slavery, common in Alphatia, is unknown in Thyatis, where free farmholds are the rule. The life of a slave remains a harsh and degraded existence, however, which should not be romanticised. But neither should one romanticise the social conditions that members of the Darokinian copper class, or the Alphatian servile class, live under.

Thyatis the City is divided into 14 districts (alternatively called regions or wards. The city-state mentality has great force in Thyatis, and citizenship within the Empire is deliberately confused with citizenship in the city itself. The Thyatian Imperial Senate is one of the governing bodies of the City, and its primary assembly. The Emperor reigns over the City, as he reigns over the Empire. The most important civic official, the Eparch, has authority not only within the City itself, but throughout the Empire as a whole, especially in regard to trade regulation. Despite the dominance of these Imperial institutions, the city itself has a thriving political culture. The Districts are combined into four Demes, which elect Demarchs responsible for various aspects of civic administration, including maintaining the city's militia defences. Each of the Districts has its own distinct character, which should not be surprising as they would be considered modest cities by themselves.

If at times it seems that Thyatis the City is a place of contradictions, then this is true: it is a city where great wealth exists beside poverty, and where vices of the most debauched kind exist behind the same walls that guard institutions of unmatched virtue. It is a city of public amenities and civic spirit, but also a city of individuals who pursue their own disparate goals. In other words, as diverse a place as can be found in all Mystara. And, if this seems incongruous to you, it should be remembered that within the great walls of the City more people live than reside in many nations 
One of the things salvaged from the wreckage of Joshuan's Almanac (and the ROE in general) were the Thyatian Skyships Adoria and Adrasteia, the first vessels of a Thyatian sky fleet. No details were given, leaving it up to folks to surmise what these and future vessels of the class might be like. After general discussions with a few people and some design work I came up with a ship type that would have evolved from the Thyatian seagoing warship, the Dromon, but with alterations in design (mainly the addition of an enlarged, enclosed stern castle; this is based in part on the fact that a long, thin design, while good for sea travel, is an inefficient one for a enchanted skyship.) This additional space, plus the lack of a need for oarsmen, increases the ships interior volume considerably over that of the Dromon. This stern castle is about 60' in diameter (with a width equal to the ship's beam). It is because of this shell-like enclosed stern castle that the Sky Dromon receives the designation "Cataphract".

The Imperial Sky Dromon is the first skyship class of Thyatian design. By 1016 a new class of Thyatian flying vessel is in the development phase (the Devil Ray Airship), though the first ships of this new class will probably not be commissioned for several years due to budgetary restraints. Below gives details on the Sky Dromon, its enchantments, and its weapons.

Imperial Sky Dromon (Cataphract)

Length: 180'' (including 60'' ram)
Beam: 30'
Depth: 30', plus 30' high stern "Castle", 2 decks plus 3 decks in stern "Castle"
Sails: Small ailerons only
Tonnage: 500 tons
Cargo Capacity: 100 tons
Lift Capacity: 600 tons
Lift Power: Float in Air & fins
Motive Power: Flight
Air Speed: 360' (120')
Manoeuvring Factor: 1
Hull Points: 240
Armour Class: 6
Armaments: 2 Water Fire projectors, 2 Automatic Ballistae, 1 Heavy Catapult, all with double normal range. Ram (always does maximum damage).
Crew: 10 (Captain, First Officer, Helmsman, Navigator, 6 Airmen)
Marines: up to 125

Enchantments: Ship is constructed out of Wood Form frames (20) enchanted with Float in Air, Flight, Climate, (comfortable for humans) Create Atmosphere, (interior areas can be sealed imperfectly) Resist Fire, (Ship and compliment immune to non-magical fire and lower damage from magical fire) and Displacer Field (Ship and compliment cannot be hit by non magical siege weapons, -2 to all attack rolls including ramming attempts, missiles will miss most of the time).

Cost: 1,240,000 gp not including spellcaster wages and other costs.

Ship follows general outline of Imperial Dromons (the water borne warship), with the stern castle enlarged significantly and covered (almost shell like). Stern castle houses most of the weapons and duty stations (bridge, etc) while main decks hold crew quarters (with no need for oarsmen, these are expanded for use in longer duration cruises). Artillery have increased ranges based on Thyatian weapons designed for use as air defences against Alphatian skyships. The ram is specially designed like that of the sea-going Dromon to cause maximum damage. Built right into the hull, it is exceptionally long and large to counterbalance the oversized stern castle.

The first skyship of Thyatian design, these ships form the base of the Thyatian airship fleet. They can be particularly effective operating in tandem with elements of the Retebius Air Cavalry. Winch-operated clamshell doors both atop the stern castle and in the rear of the ship (into the cargo hold) can provide landing areas for aerial mounts, extending their operating range without needing to land in (possibly hostile) foreign soil. Up to 30 mounts can be accommodated in this way, at the expense of cargo capacity (3 tons per mount). Riders would replace an equivalent number of marines. Ship must remain relatively stationary when launching or recovering aerial mounts.

Sky Dromon

	SPELL
	LEVEL
	FORMS
	COST

	Woodform
	5th
	20
	300,000

	Float in Air (+20%)
	1st
	20
	100,000

	Fly
	3rd
	20
	180,000

	Climate
	3rd
	20
	180,000

	Create Atmosphere
	4th
	20
	240,000

	Resist Fire
	2nd
	20
	120,000

	Displacer Field
	2nd
	20
	120,000

	Total:
	
	
	1,240,000


Weapon Statistics

Neither class of Thyatian airship is nearly as heavily festooned with weapons as the Alphatian warships tend to be. However, the Thyatian weapons, due in part to their experience with ground-based air defence artillery, tend to be better, mainly due to increased ranges. These are non-magical siege/air defence weapons, but due to the care given in their construction they receive +1 non-magical to hit bonuses.

Automatic Ballista: These are winch-operated weapons with an overhead "hopper" containing up to 60 Ballista bolts at one time. This improves the rate of fire from 1 per 2 rounds to 2 per round. Enchanted explosive bolts are sometimes used against important targets.

Mangonnel: The Thyatian version of this weapon, which is similar to a Catapult, fires its shot on a nearly Flat trajectory. These are also winch-operated and can be fired 1 per 3 rounds. Globe shots filled With some dangerous substance (like pudding or green slime) are often used. These break on Impact.

Water Fire Projector: First employed against the Twaelar, Water Fire is a viscous alchemical mixture (containing pitch, resin, and napatha, as well as other ingredients kept secret by Thyatian alchemists.) The Water Fire projector consists of a mechanism (primarily a bellows-operated bronze tube with a tank containing the Water Fire mixture attached) for propelling the napalm- like substance at the enemy. Though Water Fire is not, technically, magical, due to the caustic nature of the mixture Resist Fire and similar affects treat it as if it were magical (reduce damage only, rather than providing immunity). Some surmise that this mixture was based on a similar Milenian substance discovered in Davania (Hinterlands) by the Thyatians, but as yet these rumours have not been proven.

	Weapon
	Crew
	Range
	ROF
	Damage
	Enc
	Cost

	Automatic Ballista
	2
	200/400/600 (Min: 0)
	2/1
	2d4+8
	6,000
	2,500

	Mangonnel
	3
	400/500/600 (Min: 50)
	1/3
	3d4+8
	12,000
	5,000

	Water Fire Projector
	4
	200/300/400 (Min: 0)
	1/6
	6d6+6
	18,000
	8,000


Note: Cost is what these weapons cost the Thyatian government. They are not normally available outside Thyatis, nor are they sold to non-government officials. Cost on the black market should be three or more times what is given above. Cost to adventurers seeking to acquire Water Fire ammunition should be equivalent to purchasing a potion.

Additional Note: a costly failed attempt at creating a man-portable version of the Water Fire Projector has proven, at least for the time being, that this weapon should be limited to use by trained Artillerists operating the safer, more reliable siege weapon version. 

Timeline of Thyatian History
BC 600: Under the pressure of Milenian expansion three related Davanian tribes migrate to Brun, in the region around present-day Thyatis, displacing the Toralai Neathar, subjects of the Nithians.

BC 500: Nithia is destroyed by the Immortals. The Thyatians, Kerendans, and Hattians have conquered and absorbed the natives of the area which will one day become Thyatis.

Alphatia enters its first decline. Seafaring Thyatians encounter the Alphatians as they expand into the vacuum left by the vanished Nithians.

Thyatians begin raids against Alphatians, who do not reach Brun.

BC 200: Alphatians discover that the Altan Tepes Mountains held by the Tribes are rich in gold, and decide to conquer them.

BC 192: Alphatian armies invade Brun to conquer the Thyatians, Kerendans, and Hattians. The Tribes put up a stiff resistance, slaying many

Alphatian soldiers and a few Wizards.

BC 190: The Tribes prove no match for Alphatia's magic. Alphatia succeeds in conquering the Thyatian region. For two centuries the Tribes will be subjugated by Alphatia, working in mining conditions similar to that of AC 1000 Esterhold.

BC 2: Lucinius Trenzantenbium, a Thyatian trained in the Alphatian's magical arts, plots to overthrow the occupiers. Alphatian Wizards in Thyatis are slain and Lucinius declares himself King of Thyatis. War breaks out between Thyatis and Alphatia, eventually spreading to a general revolt against Alphatian rule throughout their despotate.

AC 0: Alphatia, ruined by war and bad government, deposes the last Kerothar Emperor and sues for peace. Treaty of Edairo signed on Isle of Dawn ends the war. The treaty liberates Thyatis, Ochalea, the Pearl Islands, and the western half of the Isle of Dawn from the Alphatians. Alphatia then turns to crush the other rebellions wracking their Empire.

General Zendrolion Tatriokanitas assassinates Lucinius and the Kings of Ochalea and the Pearl Islands and has himself crowned Emperor of Thyatis.

AC 1: Thyatis and Alphatia begin to rebuild from the war. Thyatis, under the leadership of Zendrolion and later Valentia, recovers much more quickly and prospers much sooner than Alphatia, which takes 250 years to recover.

AC 12: As a barrier to future Alphatian expansionism Thyatis founds a trading port in Norwold on the site of present-day Alpha.

AC 15: Alphatian northmen mercenaries attack and destroy the trading port of Cape Alpha.

AC 20: Emperor Zendrolion dies and is succeeded by his wife, Valentia. Zendrolion's empire was controlled by force and seems likely to collapse now that he is dead.

Empress Valentia makes her Citizens' Proclamation. She also liberates Ochalea and the Pearl Islands, then invites them to re-join the Empire under the terms of her Proclamation. They accept. Valentia is known as "the Justiciar" from this point forward.

AC 20-313: The Bright Age of Thyatis. In the centuries after Valentia the Empire expanded and worked to make reality of her promises. Arts and learning flourished, Thyatis City became a cosmopolitan mercantile centre, and the security of the Empire was assured. Thyatian rulers support theological and philosophical inquiry, resulting strong clerical orders which help defend the Empire from Alphatian expansionism.

AC 150: Thyatis colonises south eastern Ylaruam.

AC 250: Alphatia conquers northeastern Ylaruam.

AC 313: Civil War in Thyatis as the Hattians revolt against Thyatis. Emperor Alexian II repels their assault on The City, then subdues Hattias, tearing down its walls in punishment.

AC 500: Thyatian and Alphatian colonies in Alaysia begin to clash. These battles go on intermittently for over three centuries.

AC 571: Thyatis builds prisons on the Islands of Ierendi and initiates several penal colonies for hardened criminals.

In need of funds and resources to face the Alphatian menace, Thyatis conquers the Ierendi Islands and seizes the shipbuilding facilities there.

Halflings resort to piracy in response, find they enjoy rapine and looting, and continue their tradition of reaving down to the present day.

AC 600: Penal colonists in Ierendi revolt and drives Thyatis from the isles.

AC 650: The Storm Soldiers hate society takes root in Hattias and starts growing. The sect forms autonomous clans hiding in the hills of Hattias, in the south at first and gradually further north. The group is manipulated by Thanatos to hate all non-Thyatians.

AC 700: Warfare between Thyatis and Alphatia intensifies in the region of Ylaruam.

AC 728: Alphatia launches its "Final Offensive" against the Thyatian colonies in Ylaruam. Though this assault is repulsed with heavy casualties, later Alphatian revisionists and propagandists will attempt to portray this as a victory that drove Thyatis from Ylaruam. In fact, the skirmishing goes on for another century.

AC 788: The Alphatian wizard Halzunthram conquers the Flaems on behalf of Alphatia.

AC 827: Suleiman al-Kalim's forces drive the Alphatians out of Ylaruam.

AC 828: Forces of the desert brigand Suleiman al-Kalim drives the Thyatians out of Ctesiphon and Cubia.

A Thyatian, Lord Alexander Glantri, captures Halzunthram and liberates the Flaems from Alphatia. The population names the land Glantri in his honour.

Ylari forces take Tameronikas from Thyatis. The Alasyians of Tel Akbir remain loyal to the Empire and reject al-Kalim's cult of personality.

AC 900: Thyatis absorbs Traladara, garrisoning the main town which is re-named Specularum, but leaves the Traladarans and their traditional leaders to run their own day to day affairs.

The city of Oceansend is founded in Norwold by Thyatians, and Emperor Gabronius IV initiates a wave of colonisation to the western shores of the Gulf of Hule. Most of the colonists are derived from the Ispan ethnic group of Kerendas. Their colonies become known as the Savage Baronies because of their fractious nature.

AC 948: The Emperor grants approval to the plan of several priests of Vanya to emigrate from Hattias with their followers and conquer a region of their own.

AC 950: Priests of Vanya leave Hattias and land in the Heldann Freeholds, south of Haldisvall. The ruling Haldis clan is defeated and the knights capture their capital city and its vicinity.

AC 959: A trade dispute causes Tylion IV, Emperor of Alphatia, to declare war on Thyatis, launching a "spike assault" against the Empire. Thyatian Decline becomes evident.

AC 960: The Alphatian Spike Assault reaches Thyatis City. An Alphatian strike force enters the city, reaching the palace to kill Emperor Gabrionus V. They murder most of his family with the exception of his young daughter, Gabriela. Thincol the Brave, a famous gladiator, leads a counter attack which rescues Gabriela and drives the Alphatians from the city. Gabriela marries Thincol, who is crowned Emperor.

Oceansend decides to become independent. The Emperor does not oppose this.

AC 962: Alphatian occupation forces driven from Thyatian areas of the Isle of Dawn. With the 2nd Alphatian Decline now evident, Tylion IV is deposed and replaced by his daughter Edriana.

AC 970: Stefan Karameikos trades his birthright, the Duchy of Machetos to Thincol in exchange for the dominion of Traladara which he will rule as an autonomous Grand Duchy of the Empire. Stefan immediately renames Traladara for himself and replaces native rulers with his own cronies and distant relatives, precipitating a revolt against him almost immediately. That revolt is crushed, and Stefan assumes control over the area.

AC 985: Savage Baronies assume roughly their current borders, with 9 fairly stable but disputatious states in existence.

Edriana initiates an Alphatian conquest of Norwold.

AC 988: Thincol begins a Thyatian invasion of the northern coast of Davania, which becomes known as the Hinterlands.

AC 1000: An Alphatian plot to assassinate Emperor Thincol on the Thyatian Millennium is foiled by a band of heroes. 

Below is a synopsis of events regarding Thyatis after AC 1000. I didn't include a lot of boring mundane events (the ones I can still remember, I mean. It's been awhile). I just cut to the "interesting" stuff.

This timeline differs from the official one in three ways, and let me explain why:

1) The first way it differs: it was primarily Alphatia, not Thyatis, that suffered from rebellious colonies (with one exception). This, IMO, fits more into the nature of the conflict and the nature of the Empires themselves. I am still looking for someone to explain why Ochalea & the Pearl Islands revolted, especially since the patron of the Pearl Islands, Korotiku, was on the side of the Fellowship of the Star.

Norwold went independent in accordance with the background of the modules that are set there, especially Revenge of Alphaks. Esterhold got some "encouragement" from Thyatian-oriented PCs, and the place is probably the worst hellhole in either Empire. Esterhold didn't succeed in becoming independent until much later, but it did lead to a simmering revolt.

Neither the defection of Norwold nor the revolt in Esterhold had any real impact on the outcome of the war, however.

2) Karameikos did declare independence, and they got a nice little civil war of their own for their troubles (due to two factions, one pro-Thyatian faction and one Traladaran faction). This resulted in a lot of events which I boiled down to a short description. As to why Oliver Jowett picked that particular time to die, well lets just say he couldn't have done it without help.

3) The Alphatians and Ethengari co-operated more closely in my version of the Wrath War than they did in the "real" one. This resulted in Alphatia invading Heldann instead of Thyatis (C'mon, anyone with a map can see that: instead of going through the 800 lb gorilla of Brun, then bullying their way through a number of other nations, the 2,000 lb. Dragon of Mystara simply goes through some Knights, gets free passage through Ethengar and Ethengarian help, and invades Glantri directly). This resulted in an interesting outcome later.

4) Oh, one more thing: Thyatis doesn't end up trying to conquer outright the Alphatian half of the Isle of Dawn. Thincol is supposed to be crafty and creative. In my campaign, he was. He couldn't have guessed about the Thothians, but he would have come up with something eventually. And without the 2,000 lb. Dragon in the background, he had time on his side (well, not *his* side, but on Thyatis'). Same with Bellissaria, except he couldn't have guessed another in a series of "New Alphatian Empires" would rise there. Miscalculation I guess in the latter instance.

Without further ado, the timeline itself:

AC 1000: An Alphatian plot to assassinate Emperor Thincol on the Thyatian Millennium is foiled by a band of heroes.

AC 1005: Alphatia declares war on Glantri. Thyatis Declares war on Alphatian in response to defend Glantri from Alphatian aggression. The Heldannic Knights and Ostland, Thyatis' ally, follow suit.

AC 1006: Karameikos sells out. Stefan betrays Thincol, signing a treaty with Alphatia and declaring Karameikos an independent Kingdom in exchange for Alphatian support in building a school of magic in his nation. Hulean forces invade Darokin and Karameikan troops are dispatched to help repel them.

Civil War breaks out in Karameikos when Oliver Jowett dies and a faction under Oderby declares themselves loyal to Thyatis. Kelvin and other pro-Thyatian dominions side with the rebels, and von Hendricks declares himself King of his own accord.

Ylari forces raid Thyatis, sacking Biazzan.

AC 1007: Newkirk falls to Alphatian forces on the Isle of Dawn. Esterhold revolts against Alphatia at the instigation of Thyatian agents, and Norwold declares itself independent.

Traladaran lordships (including Marilenev) stand aside in the ongoing civil disorder in Karameikos. Iron Ring thieves kill several prominent Karameikans. Stefan recalls his forces from Darokin. Stalemate in Darokin results, with the Master of Hule establishing puppet "Democratic City-States" in Akorros and Akesoli.

Ethengari invade Heldann at the partial instigation of Alphatia.

AC 1008: Eruul Zaar turns traitor and opens his city to the Alphatians. Alphatian armies conquer northern portion of the Isle of Dawn.

Later that year, Alphatia sends its navy to invade Thyatis, but the Thyatian fleet repulses them with heavy casualties in the Sea of Dawn.

Karameikan forces gain upper hand in Civil War, but are stymied in Siege of Kelvin. Hin forces expel the troops of von Hendricks from their lands.

AC 1009: Alphatia sends a fleet to Ylaruam to decoy the Thyatians. Thyatians and Alphatians clash near Tameronikas.

Main Alphatian fleet invades Heldann, conquering Freiburg in co-operation with the Ethengari. Alphatian forces march through Heldann, bypassing the other strongpoints of the Knights, and into Ethengar. They are now allied with the Ethengari (who dislike Glantri), and Alphatian skyships soar over their combined army, which will likely crush Glantri.

Sundsvall is destroyed by a massive storm, killing many Alphatians including Empress Edriana. A week without magic begins and Alphatian forces in Ylaruam surrender to the Thyatians. Alphatian skyships crash to the ground when their lift disappears (due to the lack of magic), killing the crews and marines and crushing hundreds of soldiers who were marching beneath them. The Ethengari blame the Alphatians, and fighting breaks out between them. Without magic, the Alphatians are massacred by the Ethengari horse archers. The Heldannic Knights recover Freiburg.

Zandor declares himself Emperor and gathers the Thousand Wizards to smite Glantri City and reduce it to rubble. The Wizards Teleport over Glantri and begin to assault it with magic. Alphatia sinks and the Wizards disappear [Taken by the Immortals to the Hollow World].

Siege of Kelvin is broken when Thyatian troops march into Karameikos. Magda Marlenev welcomes their arrival and Karameikan independence fades. Stefan surrenders and is exiled, with Desmond Kelvin appointed to rule one part of the region and Magda Marilenev another. The Dymrak Forest is absorbed into the County of Vyalia.

Thincol ages during the periods without magic. For some reason potions used later do not reverse this condition (modified curse of Anya which occurred when Freiburg fell.)

AC 1010: Thincol adds Alphatian units that surrendered last year into the Thyatian Army to rebuild its strength. Tameronikas is annexed in retribution for the Ylari raid on Biazzan.

Thincol sends forces to reclaim the Thyatian portions of the Isle of Dawn and to conquer Aegos when it is learned that a tunnel to the Hollow World can be found there. Aeria surrenders to Thyatis following the conquest of Aegos and agrees to build Airships for the Thyatians (first prototype is sabotaged and crashes). Gaity is opened up to Thyatian colonisation by Thincol but not made a part of the Empire (it is to serve a buffer between the Thyatian regions and Alphatian-controlled Bellissaria).

Thyatis signs peace treaties with several formerly Alphatian dominions on the Isle of Dawn (the Confederation of Dunadale and The Kingdom of Hillvale primarily), intending to gain indirect control over them through influence (economic and political). Thyatis re-conquers Helskir, forcing Zaar and Asteriela to flee. They go into exile in Thothia. Thyatis claims the Great Escarpment and begins to colonise it.

The Heldannic Knights, now allied with the Ethengari against the Alphatians, conquer Landfall. They terminate their treaty with Thyatis and expel Thyatian diplomats.

AC 1011: Ramenhotep XXIV, in an effort to fill the power vacuum left by vanished Alphatia, sends Thothian forces to conquer the eastern half of the Isle of Dawn. Thothian forces take Ekto and Trikelios but are repulsed by combined Thyatian-Alphatian (Isle of Dawn) forces at East Portage. Thyatian Clerics and RAF forces responsible for defeating Thothia's undead. Resulting peace treaty gives Thothia control over Ekto and Trikelios (cities inhabited by Thothians), neutralises the Great Plateau, and confirms the independence of Dunadale and Hillvale (now Thyatian allies). Thincol decides not to invade Thothia because the presence of the Thothian threat is driving the rest of the Island into the Thyatian sphere.

Thyatian Skyship Imperial Eagle launched at Aegos. Efforts by a band of Alphatians to take control of the ship are foiled. Similarly, efforts by Thothians to corrupt Thyatis' food supply are uncovered before the plot can do much harm. Food to replace what is damaged is imported from Bellissaria with the signing of a peace treaty guaranteeing Bellissaria will not be invaded by Thyatis.

Emperor Zandor begins to create his New Alphatian Empire.

AC 1012: Thyatis begins colonisation of the (eastern) Thanegioth Archipelago in order to support their efforts in Davania.

Thincol dies and Eusebius becomes Emperor. Initiates a purge of corrupt nobles and senators, which will eventually lead to a civil war.

Zandor is overthrown and a New Alphatian Empire, centred on Bellissaria but including Aquas and Floating Ar is created. Jennites of Esterhold, after years of revolution, succeed in gaining their independence.

Heldannic Knights conquer Oceansend. Knights re-open relations with Thyatis when Eusebius is crowned, but are no longer allied. 

Imperial Hospitaliers
Interests: The Hospitaliers are a quasi-governmental organisation led by Breindel Tzuriel, a Wizard of Alphatian origin. They are in charge of investigating outbreaks of disease, education regarding sanitation and disease prevention, and research to discover the causes, treatments, and cures for disease. They are also involved in biological research, training/schooling of members, and investigating abuses of magic.

Requirements: Members must be Clerics serving appropriate Immortals, Magic Users, or Paladins. Rakes are accepted into the order's investigatory arm. Members may be of any alignment but no one with a history of evil actions can be a member. They must be Thyatian Citizens of 5th level or higher and they may not be a member of any other order.

Annual Fee: None. Members are supported by the Order with an income of 100gp/month and free lodging in the Hospition, the order's headquarters in Thyatis City. Higher ranking members receive correspondingly greater pay, of course. Similar lodgings are available in Hospitiums established in other Thyatian cities as well. The Imperial Hospitaliers are supported by government grants and rents from property granted to it by the government and wealthy patrons. Many members also have outside sources of income as their duties as a Hospitalier do not take up all their time (this is especially true for members who are adventurers); those with outside income sources customarily tithe 10% of their income to the Order.

Benefits: In addition to free lodging members have access to the order's research library and labs and receive free training. Special equipment may be available for order-related missions and may be purchased at reduced prices otherwise. Members are also part of a special law-enforcement arm of the government, which gives them latitude in investigating and reporting criminal activities. As such their actions, if justified, are more likely to be rewarded than punished.

Problems: As members and government agents they will have a duty to put Hospitalier missions ahead of any other activities. They will often be given difficult missions which must be carried out discretely so as not to panic the population, but will be allowed to use their discretion in achieving the order's goals (which is why only people of sound judgement are permitted to be members of the Imperial Hospitaliers). Achieving high rank in the order requires the member to devote more time, eventually full-time, to Hospitalier duties, so adventurers who want to undertake other, non-Hospitalier activities will find it undesirable to be promoted in the order's ranks. 

The Ordo Magna

 (aka The Great Order or simply The Order).

The Ordo Magna was one of the earliest fighting orders established in Thyatis. In fact, there are indications that its existence predates the Empire itself. During the Alphatian occupation of Thyatis many small resistance groups sprung up, mostly acting in secret. These resistance groups were mostly ineffectual at first, so the Alphatians paid them no real notice. Over time they formed a network, an organisation dedicated to overthrowing Alphatian rule in Thyatis. Not much came of their efforts until Lucinius masterminded and led the revolt against Alphatia in BC 2.

At that point the various resistance groups were organised into a single entity under Lucinius' leadership, the Ordo Magna, which provided the Thyatian rebels with much of their military power, and was among the first institution to include Thyatians, Hattians, and Kerendans in one "national" organisation.

When the Alphatians were defeated and Zendrolion murdered King Lucinius and the Kings of Ochalea and the Pearl Islands, establishing the Thyatian Empire, the Ordo Magna was one of the first groups that received chartered approval from the Emperor. Zendrolion feared that the Ordo Magna, which had followed the leadership of Lucinius, would oppose his rule. By chartering them and permitting them a degree of autonomy, he hoped to neutralise whatever ill-will they might have towards him. In this, he succeeded, though only on the surface. The Ordo Magna did not organise a revolt against his rule, and seemed to dedicate itself to defending Zendrolion's new Empire against the Alphatians.

However, the leaders of the Ordo Magna felt that Zendrolion's new Empire had simply re-created the tyranny of the Alphatians, though with a Thyatian as its despot rather than an Alphatian. Though some felt that this was a necessary evil in order, required to insure that Thyatis would be strong enough to fend off any future Alphatian counter-attacks, others remained committed to the ideals of Lucinius and the original resistance cells, and their goal of a nation which served the common interest with the input of everyone. During Zendrolion's two decade rule, the Ordo Magna resolved this tension between the two factions by extending its ranks to include members from the Pearl Islands, Ochalea, and the Thyatian-held areas of the Isle of Dawn.

This swelled the Ordo Magna's ranks, simultaneously tilting the balance between the factions: the new members came from areas that were occupied by force, and were strongly opposed to Zendrolion. When Zendrolion died, these members were among the first to agitate for overthrowing Thyatian rule, and it looked certain that Zendrolion's Empire would not long outlive him. It was at this point that Valentia made her famous Citizenship Proclamation, unifying the Empire on a new basis of legitimacy and largely fulfilling the desires of the Ordo Magna. The Ordo Magna's members then dedicated themselves to insuring that Valentia's ideals were promoted throughout the Empire, and to defending them against all who threatened them, including not only Alphatia but many powerful Thyatians who had benefited from Zendrolion's regime.

During the Bright Age that followed, the Ordo Magna was quite possibly the strongest and most influential order within Thyatis. However, its very success, and the achievements of Valentia, proved to be its undoing. Members joined, or even founded, other organisations that promoted a particular interest. For example, the Sisterhood of the Sword was founded by former Ordo Magna members who wanted to promote the interest of women and their rights as warriors. By the beginning of the 4th century, the Ordo Magna was simply a small "gentleman's club" for senators. The Hattian revolt and the following war decimated the order, and it was disbanded. Here, the history of the order ends. . .officially.

For while the public part of the Ordo Magna had disappeared, a faction had taken to operating underground. This faction had originated among those who saw no problem with Zendrolion's empire. They were not opposed to Valentia's reforms by any means, but they were firmly committed to the strength of Thyatis. By the end of the third century many in this wing of the Odo Magna had decided that their goals were best achieved by operating behind the scenes, as a secret society. They organised an offshoot branch of the Ordo Magna, leaving its public membership depleted. The Hattian revolt finished off the Ordo Magna as a public order operating in the open.

Using the new vernacular that was coming into vogue, the leaders of the organisation termed their sect "the Great Order" or simply "the Order." Their goals were similar to that of the organisation at its founding: defending Thyatis from its enemies, both external (Alphatia in particular) and internal. However, their methods began to evolve into the use of hidden hand styles of influence, assassination of people they termed enemies, and other "expedient" means. Also, as a secret society their was no longer a check on their actions. Over time, the leaders of the Order put themselves in the position of deciding who were enemies of the Order's goals, and often this came down to personal political animosities having little to do with the ideals the original Ordo Magna stood for.

By the beginning of the 10th century the leaders of the Order began to notice Thyatis' overall decline. They became committed to Thyatian expansionism, by any means necessary, and the destruction of its enemies. Unlike groups like the Storm Soldiers, the Order is not a racial hate group: the Order contains members from every nation and ethnicity within Thyatis. However, by 1000 AC the Order is a virulently jingoistic secret society, bent upon Thyatian revival by means of the conquest and subjugation of its neighbours, especially those in lands they deem "Thyatian Birthright Lands" (Karameikos, Ierendi, Minrothad, parts of Ylaruam, Norwold, the Isle of Dawn) and all of Alphatia. They are generally hostile to those who they think of as standing in the way of their goals (including Thyatians who advocate diplomacy and consolidation of the Empire as a means to strengthen it and are opposed to conquest). The Order will use any means to achieve their goals. 

Membership
The Ordo Magna was one of the earliest fighting orders established in Thyatis. In fact, there are indications that its existence predates the Empire itself. During the Alphatian occupation of Thyatis many small resistance groups sprung up, mostly acting in secret. These resistance groups were mostly ineffectual at first, so the Alphatians paid them no real notice. Over time they formed a network, an organisation dedicated to overthrowing Alphatian rule in Thyatis. Not much came of their efforts until Lucinius masterminded and led the revolt against Alphatia in BC 2.

At that point the various resistance groups were organised into a single entity under Lucinius' leadership, the Ordo Magna, which provided the Thyatian rebels with much of their military power, and was among the first institution to include Thyatians, Hattians, and Kerendans in one "national" organisation.

When the Alphatians were defeated and Zendrolion murdered King Lucinius and the Kings of Ochalea and the Pearl Islands, establishing the Thyatian Empire, the Ordo Magna was one of the first groups that received chartered approval from the Emperor. Zendrolion feared that the Ordo Magna, which had followed the leadership of Lucinius, would oppose his rule. By chartering them and permitting them a degree of autonomy, he hoped to neutralise whatever ill-will they might have towards him. In this, he succeeded, though only on the surface. The Ordo Magna did not organise a revolt against his rule, and seemed to dedicate itself to defending Zendrolion's new Empire against the Alphatians.

However, the leaders of the Ordo Magna felt that Zendrolion's new Empire had simply re-created the tyranny of the Alphatians, though with a Thyatian as its despot rather than an Alphatian. Though some felt that this was a necessary evil in order, required to insure that Thyatis would be strong enough to fend off any future Alphatian counter-attacks, others remained committed to the ideals of Lucinius and the original resistance cells, and their goal of a nation which served the common interest with the input of everyone. During Zendrolion's two decade rule, the Ordo Magna resolved this tension between the two factions by extending its ranks to include members from the Pearl Islands, Ochalea, and the Thyatian-held areas of the Isle of Dawn.

This swelled the Ordo Magna's ranks, simultaneously tilting the balance between the factions: the new members came from areas that were occupied by force, and were strongly opposed to Zendrolion. When Zendrolion died, these members were among the first to agitate for overthrowing Thyatian rule, and it looked certain that Zendrolion's Empire would not long outlive him. It was at this point that Valentia made her famous Citizenship Proclamation, unifying the Empire on a new basis of legitimacy and largely fulfilling the desires of the Ordo Magna. The Ordo Magna's members then dedicated themselves to insuring that Valentia's ideals were promoted throughout the Empire, and to defending them against all who threatened them, including not only Alphatia but many powerful Thyatians who had benefited from Zendrolion's regime.

During the Bright Age that followed, the Ordo Magna was quite possibly the strongest and most influential order within Thyatis. However, its very success, and the achievements of Valentia, proved to be its undoing. Members joined, or even founded, other organisations that promoted a particular interest. For example, the Sisterhood of the Sword was founded by former Ordo Magna members who wanted to promote the interest of women and their rights as warriors. By the beginning of the 4th century, the Ordo Magna was simply a small "gentleman's club" for senators. The Hattian revolt and the following war decimated the order, and it was disbanded. Here, the history of the order ends. . .officially.

For while the public part of the Ordo Magna had disappeared, a faction had taken to operating underground. This faction had originated among those who saw no problem with Zendrolion's empire. They were not opposed to Valentia's reforms by any means, but they were firmly committed to the strength of Thyatis. By the end of the third century many in this wing of the Odo Magna had decided that their goals were best achieved by operating behind the scenes, as a secret society. They organised an offshoot branch of the Ordo Magna, leaving its public membership depleted. The Hattian revolt finished off the Ordo Magna as a public order operating in the open.

Using the new vernacular that was coming into vogue, the leaders of the organisation termed their sect "the Great Order" or simply "the Order." Their goals were similar to that of the organisation at its founding: defending Thyatis from its enemies, both external (Alphatia in particular) and internal. However, their methods began to evolve into the use of hidden hand styles of influence, assassination of people they termed enemies, and other "expedient" means. Also, as a secret society their was no longer a check on their actions. Over time, the leaders of the Order put themselves in the position of deciding who were enemies of the Order's goals, and often this came down to personal political animosities having little to do with the ideals the original Ordo Magna stood for.

By the beginning of the 10th century the leaders of the Order began to notice Thyatis' overall decline. They became committed to Thyatian expansionism, by any means necessary, and the destruction of its enemies. Unlike groups like the Storm Soldiers, the Order is not a racial hate group: the Order contains members from every nation and ethnicity within Thyatis. However, by 1000 AC the Order is a virulently jingoistic secret society, bent upon Thyatian revival by means of the conquest and subjugation of its neighbours, especially those in lands they deem "Thyatian Birthright Lands" (Karameikos, Ierendi, Minrothad, parts of Ylaruam, Norwold, the Isle of Dawn) and all of Alphatia. They are generally hostile to those who they think of as standing in the way of their goals (including Thyatians who advocate diplomacy and consolidation of the Empire as a means to strengthen it and are opposed to conquest). The Order will use any means to achieve their goals.

Organisation 

By ancient tradition the Great Order has a tiered, cell-like structure related to ranks.

At the lowest rung of the Great Order are the "Lieutenants," all at least third level.

The next highest rank is the "Captain," who must be at least 6th level (though not all 6th level "Lieutenants" are promoted to "Captain".) Each Captain supervises 6 "Lieutenants".

Above the rank of "Captain" is the "Lord," who must be at least 9th level. each "Lord" supervises 6 "Captains," and has 6 "Lieutenants" as his personal "goon squad," all of which are at least 5th level and who may be next in line for promotion to "Captain" within the "Lord's" "dominion".

Above the "Lord" is the "Great Lord," who must be at least 15th level but is often 20th or higher. Each "Great Lord" supervises 6 "Lords" and has as his personal goon squad 6 "Captains" and their collection of "Lieutenants".

Above the "Great Lords" is the "Omnicratic Master," the leader of the Order. This man is reputed to be 36th level as either a Magic-User, Cleric, or Avenger (and perhaps a combination of all three). Rumours that he is a lich of great power cannot be confirmed. Except for the "Great Lords" and the Omnicratic Master's own personal aides, no one even in the Order has seen him (except in disguise perhaps).

There is 1 Omnicratic Master, in charge of 7 Great Lords, a total of 49 Great Lords, 313 Captains, and 2,191 Lieutenants. In the past, at the height of the Ordo Magna, each Lieutenant supervised a group of Soldiers which formed the bottom rank of the Order, a total of over 15,000 such Soldiers. Now each Lieutenant is responsible for a network of informers, sympathisers, pawns, and the like, persons who exist outside the structure of the Great Order itself but which forms the its pool of potential recruits.

Note: The Great Order doesn't operate solely within Thyatis. Strong indications are that one or more Norwoldian Nobles are members of the Order, and that the six Thyatian "political refugees" that sought asylum in Karameikos in 1013 are secretly there to pursue the goals of the Order. Order cells can be found in almost any land that has contact with Thyatis, and the activities of the Great Order are often what spawn the image of Thyatians as treacherous schemers, though even the existence of the Great Order itself has never been conclusively proven (thus, IMO, the Great Order defeats its own goals. . .) 

Using The Ordo Magna 
Firstly, though the Great Order is includes many "nefarious Thyatian schemers," by no means does it include all of them. That wicked Thyatian over there very well may not be an Order member. In fact, the more obvious he is about it, the less likely it is that he's an Order member. Ludwig von Hendricks should never be portrayed as having been an Order member. Desmond Kelvin might be.

Order members prize subtlety over brute force, but can be brutal in their methods if they need to. Opponents of the Great Order tend to disappear quietly. . .

Secondly, though the Great Order is part of the corruption that is a backdrop of Thyatis, and the corruption of the Order's ideals is symbolic of that, the members of the Order are not themselves corrupt in their dealings with each other. Rarely are they treacherous in their dealings with each other (except, perhaps, in issues of promotion). Almost all members would rather die than betray the Great Order. Members who learn of the Geas or of nasty deaths suffered by Order members who do turn out to be "stool pigeons" react *not* in thinking that their leadership was nasty in putting the hex on that person. They instead think that such traitors/canaries "got what they had coming to them." Most Order members, if caught in the act and sentenced for a crime, will do the time and never "rat out" the Order itself. In return, their prison stays are often fairly comfortable (c.f. the prison life of the mafia members in "Goodfellas.)

The Great Order is, however, *secondarily* a criminal organisation. They are *not* the Shadow-Hand Thief's Guild or the Mystaran Mafia. They get some income from extortion, bootlegging/smuggling (goods that "fell off the back of a cart") and "protection rackets" in some places, but this is not the purpose of the Great Order and it should not be played as if it were. However, they do have similarities to the images of the Mafia (or the "Hollywood mafia") at least, especially in organisation, methods, and influence (political and among law enforcement).

The Order's purpose is not profit through criminal enterprise. Their activities are centred, and should always be portrayed as being centred, on "Thyatian power," subversion of foreign governments, and the like.

The Great Order is perfect for campaigns when the Storm Soldiers become tiresome (or are defeated by the PCs). The Great Order is much more subtle, but no less powerful (and probably more powerful/influential overall) than the Storm Soldiers are. They make a perfect threat to displace Thanatos' minions if/when they are defeated in your campaign. Thwarting the Great Order ultimately should never be based on how many members, including the Omnicratic Master, the players kill (in fact, the players shouldn't likely encounter the Omnicratic Master except as the climax of a campaign, and defeat should be as likely as victory in such a situation). Opposing the Great Order should be more a matter of political manoeuvring and counterscheming, not hacking and slashing. Characters who kill many Order members are likely to be arrested, tried, and convicted of murder. And their stays in prison will be *nothing* like those of the "Goodfellas" crowd. 

Order Of the Red Sash

History

About 3 centuries ago, this brotherhood formed around the concept of honour and chivalry. The Duke of Kerendas, Lord Cantrus, was attending a toga party held by one of his loyal lords, Feldebron. A group of ladies, in an effort to embarrass the Lady Nemelia for the terrible crime of being "new money", arranged to have the lady's toga fall off, as if by accident, in front of the assembled nobles.

While the hall laughed and pointed, Lord Cantrus felt himself moved by the Lady Nemelia's plight, and the anguish in her face. He promptly removed his toga and declared the now famous words, "Shame on any who think ill of it."

Lord Feldebron, greatly ashamed that he had been one of the laughers, dedicated the rest of his life to cultivating gentility toward men and women, no matter their station. The brotherhood that grew from his teachings was small at first, but in the last century has picked up many followers from around the empire. Members are expected to do whatever is necessary to defend honour and gentility. This usually means duelling...

Membership

Anyone may be a member, though membership does tend to be men of the human race. All members pledge to uphold honour and Valeria.

Dues

10gp a month

Benefits

Members receive a beautifully engraved sword upon joining.

Location

Anywhere, especially Kerendas 

The Tenets of the Order of the Red Sash

as Pertaining to a Duel:

1. No true Gentleman, no matter what his Station, shall, in the course of his Membership, refuse; ignore; or otherwise fail to attend to the Distress of a Lady.

2. In the attendance of said Distress, the Gentleman shall do everything in his Power to rectify that which has wronged the Lady.

3. If, in the course of his noble Duty, the Gentleman determines to Source of said Distress as a Cur, he shall challenge said Cur to a proper Duel, in the Lady's Honour.

4. The Cur shall be given the Right to decide the Manner in which said Duel shall take place, though the Gentleman shall decide on the Time thereof.

5. The Gentleman shall fight in an honourable Fashion, and, upon achieving Victory, shall present his most humble Gratitude for the Pleasure of having served the Lady, who may choose her own manner of Reward, if that is her Will. 

The Rules of Gentlemanly Conduct:
1. The Gentleman shall not avail himself of crude or otherwise objectionable Language, nor shall he resort to lewd Gestures.

2. The Gentleman shall always give proper Respect due a Lady, and shall, in every possible Way, accommodate her Needs.

3. The Gentleman shall be Charitable to those less Fortunate than himself.

4. A Gentleman shall always be Prepared to fight for the Honour of a Lady.

5. A Gentleman is above all a Loyal Citizen of the Realm; he does not incite Treason, nor does he issue Statements detrimental to the Sanctity of the Realm, or of its lawful Sovereign.

6. All proper Gentlemen of the Red Sash shall abide by these Strictures, or be cast out. 

ANNIHILATOR
This sword, possessed of an extremely sharp blade, is impervious to most normal methods of destruction. It was created early on in Thyatian Imperial history, in order to combat the overwhelming magical might of Alphatia. Thyatis feared Alphatian aggression, and had to have a quick answer. The greatest mages were consulted, and found one. The exact nature of the creation of the sword is unknown, save for scrolls kept locked in the vaults of the Thyatis Imperial government. For whatever reason, the Alphatians have been completely unable to duplicate this magic. This is a good thing, as the Thyatians fear the Alphatians would actually find a practical way to use it. The mere existence of this sword has helped to keep Thyatian and Alphatian aggressions in the colonies, and away from the Empires proper.

POWERS

The sword really only has one power, though its incredibly keen edge lends a +1 in combat. If held in the right hand, and the command word "nihil" is spoken, a great destructive blast radiates outward from the holder, destroying all in a 12 mile radius. This also destroys the wielder, but such considerations have still stayed Alphatia's hand. 

The emporeor Left Hand

Geoff, something you said reminded me to toss these guys out. They are, in my campaign, the top secret of the secret. In some ways above and beyond all authorities but the emperor's, but in practical use (because of the secretive nature) generally subject to all others.

HISTORY

When Emperor Zendrol first began reconstructing his empire upon the death of his great good friend Lucinius, he relied heavily upon Ekoh, a diplomatic, congenial man from the Pearl Islands. This fellow was often called the "right hand of the Emperor" due to his willingness to constantly be in the forefront of all diplomatic discussions. He supported the Emperor in all things, and many say his skill in speaking was such that Zendrol was more than willing to let him be in the forefront.

Some will claim the Emperor had a "left hand" as well. I am not certain how much credit to give this claim, as most of the evidence is quite apocryphal. But the story is that this left hand was an extremely skilled assassin and spy, able to infiltrate all places and thereby ensure no dangerous enemies of the Emperor prospered. He was said to be possessed of a magical gauntlet which allowed him to fight as a man 20 times his skill. And it was further said that to "hear the whisper of the left hand, was to die", giving rise to the euphemism one may here in the farms, "She heard the left hand whispering."

TODAY

Most of the story is true, and the Left Hand is known to exist among the more powerful lords. If the Emperor wishes a powerful lord to do something, but is unable to send the order himself, he sends the Left Hand. So the Left Hand's purpose is not always as dark as it is made out to be. Nevertheless, stories get spread.

The Left Hand consists of men and women, usually gleaned from slaves who show some success at the Arena. In return for their freedom, and a great deal of power, they are trained and taught to serve the Emperor in all things. 

Holy Oils of Thyatis
"A power that exists, except by the consent of the magocracy? Improbable at best. Take the so-called Korotiku's Oil of Shadows. What is it, but simply a magical oil? There is no alternate power source at work here. The Immortals are mere puppets on the strings of a specialist mage known as "the priest"."
--Ilyana Radovich, apprentice to Prince Morphail

The oils are special and unique to the temples from whence they originate. Oils are generated, through secret rites and prayers, at the central base of each religion, and distributed to each of the child temples. As the oils are only produced during special holy days, robbers are prosecuted to the fullest extent. Each temple has a reserve amount, sold off at the end of each year, in order that the proper oil will be on hand for each sacred occasion.

The faiths of Korotiku and Asterius each have a particular method of sharing their oils between temples. During certain times of the year, each subordinate temple of Korotiku must make an attempt to steal the oil they need from another temple. The High Priests keep in touch regarding exactly how much oil each temple has, and in the end they see to it the oil is distributed evenly enough. The temples that do the best job stealing their supply of oil, are considered to gain karma.

Asterius temples must bargain, haggle, and attempt to swindle the best price from other temples. The exact method used to ensure a sufficient distribution are obscure, and perhaps only understood by the upper echelons of the Asterius faith. The incentive to sell, for the lesser temples, is the ability to purchase nicer goblets, altars, and icons. A "really good deal" is considered to gain a temple karma.

Karma, for the purposes of this article, has no real meaning. It is just a measure of that particular temple's belief in its own achievements within its faith. Perhaps there will be later revelation as to the real benefits of gaining karma.

Each oil lasts for 10 minutes, or the duration of one combat. Certain times of the year, they can be bought, and they can be found in treasure, though in the latter's case, the temple would surely appreciate having the likely stolen property returned. Each vial of the oil is small, and contains only 1 application, no matter the actual amount used.

The Temple of Korotiku

Oil of Shadows: This oil, properly placed on the eyelids of the recipient, allows a 20% base chance of hiding in shadows to non-thieves, or a bonus of 20% to thieves. The holidays that surround this oil, are secret, and known only to the faithful. They are called "Days of the Holy Tea" due to the stock answer given by any one of the faithful when questioned by the authorities.

"Just what is it you do on the holy days of Korotiku?" the town guard asks the believer.
"Drink tea."

The Temple of Asterius

Oil of Bargaining: This oil is applied to the lips of the faithful, on a certain holiday each year. Of course, most countries will not deal with Thyatian merchants during this time of year, so the holiday ends up being mostly symbolic. The oil gives a bonus of +3 to all die rolls concerning reaction and bargaining.

The Temple of Vanya

Oil of the Conqueror: The oil is placed on the back of the faithful's right hand (no matter the actual hand used to draw a weapon). If the recipient finds himself in a fight, he is able to score a +3 to his hit roll, on any round after striking a successful hit. Once he misses, he has to score another successful hit to gain the bonus for the following round. These holidays are marked by exceedingly violent tavern parties.

The Temple of Koryis

Oil of Peace: This one, simply makes a believer feel exceedingly non-violent. Adventurers often consider it a "cursed" item, though remove curse and curse detection spells will not work on it. Combat, even to protect one's own life, is not possible when under the influence of this oil. It is placed on the believer's hands. 

Glossary of Thyatian Terms


An ever-expanding nomenclature

For the most part I have attempted to keep the names, titles, and other nomenclature I've used to describe Thyatis familiar. However, some people will want to use exotic terms in order to give their descriptions of Thyatis more flavour and uniqueness. Hopefully the following glossary will prove useful to you.

Actuarius: Supply official; Quartermaster.

Adjutor: Clerk.

Archon: Powerful but untitled aristocrat. "Lord"

Armophylax: Keeper of Arms.

Assessor: Judicial Advisor.

Avtokrator: The Emperor; Imperial title. Note similarities to "Autocrat".

Basilius: An alternate title for the Emperor.

Bandon: Literally, "Banner." Also used for "Company of Men" (under one standard) - similar to the use of "Banner in the PWAs War Machine data.

Bandophorus/Bandophorii: Standard Bearer/Bearers.

Blattium: Silk Warehouse.

Campidoctor: Drill Sergeant.

Cancellarius: Clerk.

Cataphract: Wholly-enclosed; armoured (especially "armoured cavalry").

Centrarch: "Leader of a Hundred"; Centurion. Captain. Leader of a Company of men in the Thyatian Military.

Chalke: Bronze Gate; main gate leading into the Great/Sacred Palace.

Chartulary: Accountant.

Chiliarch: Military officer.

Choria: Village.

Cleisarch: Closest title to "Baron".

Comes: Count.

Commercarius/Comercarii: Imperial tax official/officials and Factors; customs official.

Curia: Senate House.

Decharch: "Leader of Ten"; Equivalent to a Sergeant or Corporal. Squad Leader in the Thyatian Military.

Draconarius: "Bearer of the Dragon Symbol"; a standard bearer, or alternatively one of the elite Knights of the Air who ride dragons.

Drungarios: Admiral.

Dux or Doux: Duke.

Dynatos/Dynatoi: Great Family or Families. Aristocratic/Senatorial families of Thyatis. The wealthy elite.

Emboloi: Arcades or Malls (along streets).

Emporia: Trading post or marketplace.

Episkepseis: Large domains; estates of Thyatian aristocrats.

Exarchate/Exarch: "outside realm" a semi-autonomous Imperial domain under the rule of an Exarch.

Exceptor: Secretary.

Gerokomeia: An old-age home; elder hospice.

Hagia Nika: "Holy Victory"; a prominent Temple in Thyatis the City.

Hetaeria: Companion. As in "Companion Guards". . .or prostitute.

Hetaeriarch: Commander of Imperial bodyguards.

Hypostrategos: Lieutenant-General.

Hyppodrome: Horse track.

Hypatos: Consul; civic administrator.

Kastra: Fortress, citadel, or castle.

Kathsima: Imperial box in the Hyppodrome, where the Emperor, his family, friends, advisors, and minions assemble on race days; similar to "luxury boxes" in modern stadiums.

Kontos: Lance.

Logothete: Minister.

Logothete tou Stratiotikou: Military Logothete. "Secretary of Defence."

Magistranoi: The "Magistrate's Men"; a secret service organization of elite agents/spies that report to an official known as a Magistrate (or Magistrix). The Magistranoi is the Empire's most capable intelligence organization (similar to the National Security Agency or M.I.5).

Mandator: Herald.

Megatheon: The Great Temple in Thyatis City.

Megalopolis: "Great City." Thyatis City is a (and to the Thyatians the Megalopolis.

Mese: Middle. The great triumphal avenue in Thyatis City. Central Avenue.

Meros: Army Division.

Mesazon: The "power beside the Throne"; a senior advisor to the Emperor, a principle minister. Similar to the Chief of Staff in the White House (US).

Milion: Arch/Gate in Thyatis City that functions as a milestone from which all distances are measured.

Numerarios: Yet another type of accountant. May you never run out of titles for bureaucrats.

Oikos: A household with all its dependents and dependencies. Similar to a "house" of Darokin.

Orphanotropheion: Orphanage.

Palaestra: Exercise Yard.

Panopticon: All-Seeing Eye.

Paroikoi: The humble/poor; peasants.

Pentecontarch: "Commander of fifty"; Lieutenant; subordinate to a Centrarch, commander of a Platoon.

Pentarch: "Commander of five"; Corporal or PFC.

Pinkernes: Butler.

Praedentura Imperii: The "wrapper of Empire"; defensive network & magical wards put in place by Imperial engeneers and the mages of Sclaras to protect the Empire.

Praetorion: Governmental building in Thyatis City.

Praktika: Inventories.

Proasteia: Country Estate.

Proskynesis: Ceremonial prostration in the presence of the Emperor.

Proximus: Guard officer.

Primicerius: Chief of Staff.

Protocarabus: Pilot of a ship. Naval officer.

Protonotarius: Chief Notary.

Protostrator: Head of the Imperial Stables.

Proto-: In general put Proto in front of any title and it makes it "Chief of" or "Head of".

Scrinarius: Yet another clerk title.

Sevastos: Sub-Imperial title bestowed upon a close friend of the Emperor or the Emperor's heir; someone empowered to act in the Emperor's name. A sort of "Vice Emperor".

Skalai: Landing stages or docks.

Spatharios: Aide or Lieutenant. A flexible title that might be held by a lowly clerk or a high official (similar to Secretary in America).

Spatharium: Guard Room.

Strategion: A building in the Zendrolian district of Thyatis the City that serves as a military headquarters; Thyatian version of the "Pentagon".

Strategos: General.

Stratiotika Ktemata: The system of military lands. Lands granted to soldiers in exchange for military service.

Strator: Groom.

Studium: A monastery; main training place for Clerics in Thyatis City.

Tagma/Tagmata: Imperial Guard Regiment/Regiments; Central Army forces.

Thyatis the City: Thyatians do not refer to Thyatis City as such, but some term needs to be used to distinguish Thyatis the City from Thyatis the Empire. Use "Thyatis the City" or "Thyatopolis".

Tirones: Recruits. Trainees.

Topoertes: Sub-Commander.

Trilinkos: Palace.

Turmarch: Colonel.

Vestarios: Chamberlain.

Vicarios: Lieutenant Commander.
Thyatian Distinctiveness:
Purpose of this Document: A valid criticism that is sometimes raised with regard to writing for the Almanac is that events don't always take into account the distinctiveness of the nation they are set in - that they could just as easily happen somewhere else. The purpose of this short document is to list and describe a dozen things that those who write events for Thyatis, or events including Thyatians, should keep in mind.

1) Efficiency - Thyatians and their institutions should be orderly, efficient, and productive. At their best Thyatians are both efficient and virtuous (excellence), but see #5 below.

2) Expediency/Treachery - Thyatians tend to be willing to do whatever it takes to achieve their goals. NOTE though, that treachery should be crafty, creative, and not obvious/cartoonist. And it should have some purpose other than just showing Thyatians to be untrustworthy double - dealers. In other words, first decide what a Thyatian is trying to achieve, then decide what the most efficient/expedient way of achieving that goal would seem to be (to the Thyatian in question) - not treachery for its own sake, but treachery if it seems to be of the most utility.

3) Republican Mores in an Imperial System - Thyatians are ruled by an Emperor but also have a Senate, some of which is elected. Thyatian cities should be similar; a powerful aristocrat/noble in combination with an elected Civic assembly. Thyatis has been portrayed in past Almanacs as a purely feudal society, but this was inaccurate. Keep this in mind when describing the Thyatian decision - making process (it shouldn't be "the Emperor does this, the Emperor does that" - reference to the Senate's authority should be included. And of Thyatian ministries - Thyatis has a civil service bureaucracy, not just a bunch of nobles like Karameikos).

4) Slavery - Something I don't like about Thyatis and you shouldn't either. Remember that Thyatian slaves do have legal protections and that ex-slaves (including a famous recent Emperor) can rise to prominence in Thyatis. But slavery not something that should be ignored (or romanticized, the way many Alphatiaphiles do with that nation's slaves & servant classes). Keep this in mind; there doesn't have to be a slave revolt every year, but the issue of slavery should be ever - present and troubling, not comforting.

5) Corruption - Something that should be de - emphasized a bit because it has been highlighted continually in previous Almanacs. Plus, as the "Reformation" of Thyatis progresses, this will become a less important aspect. But it will not disappear. This aspect of Thyatis runs against the "efficiency" grain, but as time goes by it can run alongside it - one can have semi - corrupt officials who are also efficient and dedicated. How? Well, a guy who doesn't see anything wrong with lining his own pocket a bit, or making sure his friend gets a road building contract, but who simultaneously works hard and in the Empire's interest when push comes to shove (wouldn't do something that would cause the Empire significant difficulty, but isn't against getting a little for himself on the side. Or if job opens up, sees nothing wrong in hiring a friend through the "old boys network," someone who will do the job but who wouldn't have gotten the job if he wasn't well connected). Think MAFIA efficiency - which also goes hand in glove with #2 above (Expediency) - a well-oiled machine enriching "the Family" (Thyatis) and its "Made Men".

6) Greatness & Glory - Things in Thyatis should be on a bigger scale than that of almost any other nation. Thyatis City is bigger than any other City. Thyatian monuments more glorious. Thyatians themselves think their accomplishments are greater than others are - they have some justification for this belief, but not to the degree to which they take it.

7) Militarism - Thyatians are fighters, they tend to consider military options before they consider diplomatic ones (though, at least for the next couple years while the Empire recovers, Eusebius and his closest advisors are something of an exception). Thyatis' armies and fleets are ever - present. Thyatis is an "interventionist" power. If there is a war somewhere, and Thyatis might benefit from sticking its nose into it, they're likely to do so.

8) Mercantilism - Even in DotE Thyatis is mentioned as a trading power. Eusebius "running the Empire like a business" places even more emphasis on expanding trade as a means of refilling the Empire's coffers. Thyatis is not Darokin, though - it should not lead the world in speculative trade, caravan trade, crafty & independent merchants, and the like.

9) Imperialism/Colonialism - Thyatis is an expansionistic power. Their first goal will be to keep (and colonize) what they already have. If they think they can grab something nearby without spending too much effort (see Efficiency above), they will try to do so. This should be kept in mind with regard to areas weakened by war. From now on Thyatian "expansionism" is probably going to be more along the lines of attempting to increase influence over other governments/establish puppet governments instead of overt conquest, however. But their grasping nature should not be ignored.

10) Citizenship - Unlike Alphatia (all mentions of "Alphatian Citizenship" in a "canon" document aside), Thyatis is inhabited primarily by Citizens (exception - #4 above) who have legal, constitutional rights. Thyatis is governed by the "rule of law," the rights of Thyatians are respected. Thyatian Citizenship is not tied to blood, but loyalty to the Empire - anyone, of any background (even of Alphatian heritage) can become a Thyatian citizen.

11) Cosmopolitanism - Thyatians are not insular cultural supremacists, like the Alphatians. Thyatians are constantly adopting/learning from other nations, in an almost faddish way. This means they can sometimes benefit from the best the world has to offer, are quick to adopt good ideas no matter where they come from, but also suffer from centrifugal forces (note also the "Hattian Problem" as an example of "culture shock").

12) Tripartite Power: Fighting, Magical, and Clerical - As opposed to Alphatia, which built its strength on magic - users, Thyatis is noted for basing its strength on the combination of fighting skill, magical prowess, and faith/religion. Thyatis makes efficient use of all three of these. This Thyatian attribute should not be confused with/lost to Alphatia; this is one of the things that distinguish each place from the other, and confusing this Thyatian attribute with an Alphatian one only serves to create all sorts of problems as both places lose their identities. If this continues soon we'll have people talking about democracy in Alphatia & the rights of Alphatian Citizens. Keep them separate and unique.

Note that in the above I made special reference to Alphatia a number of times; this is because, as originally described (in DotE and elsewhere), the Empires were described in opposition to each other - they were distinguished, in part, by references to their differences from the "other Empire." They are not the same place and should not be described similarly. Hopefully someone will do a document similar to this one for Alphatia & NACE. I think such a document for all the nations and important places appearing in the Almanac might be useful. Hopefully such documents will help writers better envision the places and people they are describing, and what sets those places and people apart from the other areas of Mystara (and, as importantly, sets them apart from the real world places they are similar to).
Hattian: the Final Truth
The Thyatian language seems to be either Latin (Anaxibius) or Italian (di Malapietra), which are obviously closely related as both are derived from the same base Latin language. Now, given that the Hattians are part of the same group of peoples the Thyatians are from, it would seem that their languages would be similar.

Yet the Hattians have a distinctly German flavour, much different from that of the Thyatians. So, how did the Hattians, who aren't separated (geographically speaking) from the other Thyatians, develop this language so different (orally speaking)?

Indeed, this mystery is much simpler than it seems. Thyatians, Kerendans and Hattians were in their origins Antalian tribes that Nithians moved from the Heldann-Northern Reaches area to Davania in order to establish there new colonies. Unfortunately for the Nithians, they revolted and drove off their masters, and then thrived in the forests and plains of Davania, becoming the ancestors of the Hinterlanders.

Then, around 1.000 BC, the gnolls invaded Traldar and King Milen fled south to Davania, where after his death a great warleader founded the Empire of Milenia. The Milenians developed a new way of writing and a new tongue, resulted from the influence of the other Neathar and Oltec tribes with which they mingled, and thus the Milenian (Greek) was born. The Milenians then conquered and enslaved the surrounding populations, influencing heavily their culture and language. At this time (600 BC ca.), the Kerendans, Thyatians and Hattians migrated northward to avoid the complete submission to Milenians, and arrived in modern day Thyatis.

Thyatians and Kerendans had been strongly influenced by Milenian-Greek culture, and so they developed a new language and culture based 20% on their old Antalian ancestry and 80% on the Milenian culture, resulting in the Thyatian-Latin language and culture. Then, as the centuries passed, Kerendans developed their own language based on 2 distinct ethnic groups, the Kerendans (Italians, as Italian is the result of the mixture of Latin and Italic dialects) and the Ispans (Spanish, very much similar to Italian and Latin). I believe also geographic features made this divergence possible (as it is in real world).

What about the Hattians, then? Simply, they remained very attached to the old ways of the Antalians and their dialect and culture is a close reflection of this. It is not Antalian, since it was influenced by Thyatian and Milenian, but it is very similar (the same difference between High German and Low German, or maybe between German and Danish).

When the Hattians then moved back to their ancestors' homeland (Heldann), they adapted their tongue to the modern Heldannic, thus returning to the old ways. Now it is likely the majority of former Hattians speak both Heldannic and Hattian, which should be similar to one another (say the Heldanners can understand 60% of what is being said between Hattian speaking people).

Thyatis the City
District I: Zendrolium

The Great Palace; Augusteon; Milion Arch; Magna Aula; Hagia Nika; The Lesser

Harbour; Blackrock Prison; Air Cavalry Enclave; Strategeon; Martial Campus;

Fort Zendrolium.

This district is perhaps the oldest settled area in Thyatis the City. After the War of Liberation (BC 2), much of this area had been devastated by the Alphatians. It was rebuilt and re-designated as a predominantly military quarter, and its walls, which still stand today setting it apart from the rest of The City, were bolstered. These walls are some 30' high, and serve as a defensive barrier of last resort. The Zendrolium district rests on the slopes of The City's first hill. Though in years past much of the administrative heart of The City had been on Emperor's Hill, recently the focus has returned to the Zendrolium.

The Zendrolium could be called a small-scale city contained within Thyatis the City. By itself it certainly measures up to entire cities found elsewhere on Brun, and it has its own harbour, walls, emporiums, temples, and all the other amenities of a city found in one place. But The City as a whole is as vital to the Zendrolium district as it is to the entire City. If Thyatis the City is the empire in microcosm, then the Zendrolium is The City in miniature. Here can be found examples of some of the finest architecture, engineering, and art in all the world.

The Great Palace

Located on the gentle slopes of the first hill, running parallel to the Zendrolium's wall (across from the Hippodrome) is the Great Palace. The palace is an immense complex, an agglomeration of every sort of building; reception halls, pavilions covered in greenery, throne rooms, barracks housing soldiers of the Imperial Guard, bathhouses, libraries, temples, dungeons, treasuries, long galleries and pillared corridors linking the various buildings, verandas and terraces overlooking Vanya's Girdle, splendid towers, stables, aeries, and more, all focused around several courtyards and gardens filled with flowers and orchards of flower bearing trees. The Great Palace was built without a general plan, but with fantastic charm and unprecedented magnificence. Thyatian mages and priests have managed to tap into magics which are somehow related to the ancient Obelisk in the Augusteon (see below), allowing residents of the Great Palace a level of luxury and convenience not found elsewhere.

The Great Palace is clustered with buildings of a variety of architectural styles, built over many centuries, all scattered among gardens and groves, set out on well maintained lawns, with fountains of marble and pools of water sporting rare fish are linked by cobblestone pathways. Space prevents us from detailing the entire palace, but the descriptions of some of the buildings, given below, may serve to give you a general impression of its majesty.

The main entryway to the Great Palace, connecting it with the Augusteon, is the Chalke (or Bronze Gate). The doors themselves, recessed in the archway, are covered over in bronze. The building itself sports a gilded dome, while the walls themselves are inlayed with shining mother of pearl.

Of the huge number of facilities that make up the Great Palace (over 500), several are more likely to be experienced by a visitor. The first of these is the Trullian Hall, or "hall of nineteen couches." This ancient banquet hall is where the Emperor entertains guests at meals. Everyone eats their meals reclining on couches in the traditional style. Formalities are somewhat relaxed on these occasions, allowing the Emperor and his courtiers to have conversations of greater frankness than protocol might otherwise demand. Despite the name "nineteen couches," which would imply a maximum of 76 guests, the hall is large enough to accommodate several hundred diners. It is so called because their is one main apse at the head of this long building, where the Emperor's couch sits, then three apses on each side of the building which each normally hold three couches. The remaining guests dine seated in "common" fashion. There is a large fountain in the vestibule, as well as several ancient bronze statues.

Another building a visitor is likely to experience, if you are lucky enough to receive an audience with the Emperor, is the Golden Throne Room (Chrysotriclinos). It is octagonal in shape, with a high central dome surrounded and supported by eight smaller domes. This awe - inspiring chamber's ceiling vaults skyward, roofed over in alabaster cut so delicately that the light of the sun filters through. The floor is all in porphyry, with a cloth of gold carpet leading up to the marble dais. Columns of rich marble soar upwards, capped in capitals that are carved into golden filigree, creating symbols of religious significance. The walls are done over entirely in mosaics, with gilded tiles surrounding images of the Empire's greatest leaders and patron immortals. The throne itself is of gold, with deep crimson upholstery. A pair of golden lions flanks it, and beside the lions are pillars in the shape of golden trees, with golden branches and leaves, upon which sit enamelled birds. When the petitioner approaches, the lions can be made to let out a roar, the birds sing forth. As the petitioner bows to the Emperor, the throne rises, and when the supplicant looks up again, he is likely to see the Emperor clad in new garments. All this might seem like magic, but it is actually an example of Thyatian engineering - fine clockworks and steam power everything.

Built somewhat offset from the main complex is the Nea Eclesia, or New Temple. This is the main, but by no means only, Temple serving the Great Palace complex. This temple has five domes - a central one and four satellite domes. Its interior is inlayed with gilded mosaics and images of the Immortals most Great to Thyatis.

Where the Great Palace meets the Lesser Harbour (at the harbour's base) lies the Boukoleon, so called because of the ancient statuary diorama of a bull fighting a lion, and the statues of seated lions which flank the balcony which overlooks the harbour. This building functions as the marina and yacht house of the palace.

The Augusteon

Thyatis the City's oldest forum lies just within the main gates of the Zendrolium on the southern end of the wall. The Augusteon's interior is lined with a colonnaded portico from which Vendors set up their stalls to sell their wares, making goods convenient to those who live and work within this district. The court of the forum contains statuary, Commemorative columns, images of various Emperors and Senators, and the like. The most important of which is the Milion Arch. This marble gate serves as the Empire's milestone, from which all distances are measured. It forms a square of four pillars connected by arches and covered by a domical vault. Here too is an ancient Obelisk, built even before the founding of The City. Its origins, indeed, are somewhat mysterious.

At the far end of the Augusteon, towards the fields and Vanya's Girdle, is the Basilica. To the south of the Augusteon is Hagia Nika, and to the north sprawls the Great Palace.

Magna Aula or Great Basilica

From the courtyard of the Augusteon wide marble steps lead up to the colonnaded entrance to this imposing building. The Basilica itself is constructed out of white marble, and bears the symbols of Tarastia, carved in friezes into its surface. The main doorways are twenty feet high, leading into its marbled halls. Though termed a Basilica, it is not basilical in shape, but rather a cross-in-square building with a central dome, which is sheathed in brass. This building houses the supreme justice courts of the Empire, as well as a chamber used by the Emperor and the Senate for ceremonial functions.

Hagia Nika

This temple, completed in 1013, is perhaps even more magnificent than the famous High Temple of Vanya in the Estates. Though built on a somewhat smaller scale, its soaring domes and archways, clearly visible from Vanya's Girdle, is a wonder to behold. Its interior walls feature frescos and mosaics depicting Vanya and her most famous followers triumphing against their enemies. Marble pillars support the arches leading up to the central dome that towers above the temple floor.

The Lesser Harbour

This anchorage, a spur jutting off the southern face of the Great Harbour, is the main base for the Imperial Fleet. Here are the Empire's main naval shipyards, arsenals for its navy, barracks for sailors and marines. Its piers, quays, and dry-docks are busy at all hours, and it is heavily patrolled. Fortified and manned sea walls separate it from the Great Harbour. With the commissioning of Thyatian sky and airships, these can be seen docked here as well.

Blackrock Prison

This ancient, foreboding structure stands apart from most of the buildings in this area because of its plainness and lack of ornamentation. It consists of above ground guard and administrative quarters and uncounted below ground cells. Here are housed The City's worst criminals, in conditions that can at best be called spartan and at worst unspeakably horrid.

Air Cavalry Enclave

Located at the southwestern corner of the Martial Campus between the Great Basilica and Hagia Nika is the enclave of the Retebius Air Cavalry. This consists of barracks and mess halls for the troopers themselves, administrative buildings, and aeries for the mounts. In normal times this includes a flight of dragon riders and their fearsome mounts.

Strategeon

This compound is the military headquarters of the Thyatian armed forces. Located at the easternmost tip of the Zendrolium, between the Lesser Harbour and Vanya's Girdle, it is outfitted as a fortress. Within this structure is housed the general staff of Thyatis, its administrative aides, a war college including a library of ballistics, construction and enchantment facilities for siege and other military engines, a group of magical researchers, and the like. This is Thyatis' centre of military training, planning, and administration. As such, the buildings themselves form a gigantic structure, no doubt extending as far underground as above it.

Martial Campus

These are the vast fields and exercise yards that cover most of this district. They form a block covering the entire southwest half of the Zendrolium. Here are yards for mustering and drilling troops, landing areas for Air Cavalry, playing fields used for rugby and polo, and the like. These grounds are meticulously maintained, the grasses are force - grown with magic if need be, trimmed to a precise height. Troops often muster here before marching out of the city to participate in field exercises or real battles. To the south of here, outside the walls of The City, is the main military cemetery of Thyatis the City, where once a year a prominent citizen is selected to give a funeral oration commemorating the sacrifices and valour of Thyatian soldiers.

Kastra Zendrolium or Fort Zendrolium

This actually refers to the entirety of all Thyatian military assets within this district. It encompasses the barracks of the Imperial Guards and Tagmata, built among the Great Palace, the Air Cavalry Enclave, the Lesser Harbour, the Strategeon, the Martial Campus, and the walls and their garrisons as well. "Fort Zendrolium" isn't any one structure, but a way of referring to all these bodies at once, rather than individually.

Thyatis the City

District II: Palatium

Megatheon; Hightop; Streets of Gold; Silverlight; The Curia; Praetorion;

Ambassadors' Way; Forum Judiciale.

The Palatium district is perched on the slopes of the second, and largest, hill of Thyatis the City, which is known as Emperor's Hill. If the commercial districts form "the heart" of The City, then this district, even more so than the Zendrolium, is its head. For while the Zendrolium contains the largest imperial residence and facilities for the Empire's central armies and fleets, the Palatium contains the "working structures" of Imperial government, the ministry buildings, and estates of the most prominent and influential families in Thyatis.

Each of the Palatium's sections are ringed by walls. These walls, though strong, serve mainly as dividers rather than fortifications. Those thinking that means they are easy to bypass have not attempted to sneak past the various guards and guardians, alarm magics, and the like which are all directed towards maintaining the security of those who live and work here. For though the walls seem more decorative and ornamental than the ones surrounding the entire city, or even those separating the Zendrolium from the rest of The City, when it comes to their personal security the ruling classes are very serious and efficient indeed.

Megatheon

Located at the summit of Emperor's Hill is the Megatheon, where the Imperial Palace once stood. This, the greatest temple in all of Thyatis, is in fact built on the very foundations of the former Imperial Palace. The Megatheon is distinguished by indescribable beauty, excelling other temples in both size and in the harmony of its measures. It is entered through an atrium that is surrounded by a portico, and consists of one enormous square hall, some 240' long on each side. The central portion covers an area 120' by 120', at each corner of which rises a huge pillar, 100' tall. These support four arches that vault a further 60' into the air. This structure is surmounted by a hemispherical dome 120' in diameter that rises even higher, which is supported by two half domes and several lesser domes, forming a pendentive dome.

The inside of the Temple is partitioned into arcades mounted on rows of marble columns, including a balcony where the Emperor and his entourage sit during services. A sanctuary apse and four small wings soften the lines of the building. The main effect from the outside is that of the dome, which forms a harmonious crown atop the mass of the Megatheon. From the lightness of the building, it does not appear to rest upon a solid foundation, but to cover the place beneath as though it were suspended from heaven a golden chain. The interior ceilings vault high above, and the sanctuary is filled with light and sunshine because of the forty windows that pierce the base of the dome's copula, and the thousand lamps which hang from chains and shine light upon the walls. The building itself overtops the whole city and can be seen clearly as far away as Port Hatti. The interior walls glitter in wondrous frescoes on gilded backgrounds, mosaic designs, and coloured marble. There are ivory - inlayed murals, precious metals and gemstones of all types decorating almost every surface.

This is the most sacred site in Thyatis City. As such, it is also the principle headquarters of the City's pre-eminent Priests. The grounds under their authority cover the entire region of the palace complex, and includes residencies for the Patriarch and his staff.

Hightop

This is Thyatis the City's most exclusive residential district, filled with the abodes of The City's most prominent Senatorial families. There are only twelve parcels in this district, six per hemisphere. These palatial houses are small, but magnificently built. Most of the families with homes here have larger estates outside The City itself, but maintain these for sake of status and convenience.

Families having estates here are the Angelikoi, Bryennioi, Dukai, Fravittai, Gabrai, Lascarids, Lecapenus, Melissenoi, Sorvinoi, Thalassoloni, Torions (Anaxibius & Stefania), and Vatatzai.

Streets of Gold

This district is only slightly less prestigious than Hightop. It is divided into a score of plots, ten per hemisphere. Here various aristocratic families, including those of the noble rulers of various dominions in the Thyatian metropolitan region (not usually the overseas dominions), have their estates. The houses here are generally no less luxurious than those in Hightop, but because they are less exclusive and prominent they generally cost half as much.

Families having domiciles here include the Actavioi, Andreanas, Biazzanoi, Blyskarats, Canolcaroi, Derentarioi, Greenheight, Kerendi, Metonenzes, ben Nadiri, Oesterhaus, Patrizioi, Promethianai, Retebioi, Ruggieroi, and Tien-Tang.

Silverlight

This region, not quite a full oval, is divided into twenty-four estates, a dozen per half. A further rung down the ladder of prestige, lesser aristocracy and prominent mercantile families own them. This area is a bit more prominent than the Estates district to the north, and with its wall it is certainly more exclusive.

The Curia

This great building is focused around a central chamber or rotunda where the Senators of Thyatis, some three hundred in all, carry on their debates. The building can seat twelve hundred spectators in balconies, during open debates. Contrary to popular belief, only the principal Senators have their offices within the walls of the Curia. Most have their offices in satellite buildings elsewhere in the governmental region of the Palatium district.

Praetorion

The Praetorion is a massive edifice which functions as the main governmental building of Thyatis City, which houses its various ministries. These are divided into a bewildering variety of bureaus and departments, some with overlapping authority. It is not without reason that this region, and specifically this building, is occasionally referred to as "the Machine" - the functionaries here work with almost impersonal efficiency on the Empire's business, and getting caught in their cogs and gears can be worse than getting stuck in a spider's web.

The interior of the Praetorion is a warren of hallways and chambers housing the various scribes, clerks, and secretaries that toil here. The highest-ranking officials are lucky enough to have offices with windows facing outside, while the others have offices facing a small interior courtyard. Archives housing various old Imperial records are stored in vaults underground, some of which haven't been visited in decades. Retrieving a document from these Labyrinthine halls can be as adventurous as delving into a long forgotten ruin.

One must have an appointment to meet with any of these officials, which must be arranged in advance. Of course, those with the most influence, or who are willing to make a contribution to the Civil Service Retirement Fund, get appointments faster than others do. Most of these officials are efficient and they try to be helpful, but they are typically overworked.

Ambassador's Way

This region contains the official embassies of foreign envoys to the court of Thyatis. They are typically small, but well maintained. Many ambassadors decide to rent other accommodations elsewhere in The City, but it should be noted that only the official embassy is granted the traditional diplomatic immunities and protections. This causes many to think twice, or at least to store their most sensitive documents in the embassy they are officially granted.

The following nations (and possibly others) maintain permanent ambassadorial offices here: Darokin, Glantri, Hule, Ierendi, Karameikos, Kastelios, Minrothad, Norwold (Alpha), the New Alphatian Empire (NACE), Oceansend, Ostland, Vestland, Wendar, and even Ylaruam. Various other nations frequently have deputations in The City on one sort of diplomatic mission or another. Some also use the facilities of friendly powers as an unofficial diplomatic consulate. Nations hostile to Thyatis maintain offices if for no other reason than to try and engage in espionage and to be a pestilence at Court.

Forum Judiciale aka Government Market

In former times this public square was used for open debates and orations, as well as public assemblies. These days it is more known as an emporium, though it is still (rarely) used for its original purposes. This is a long, narrow open plaza surrounded by a colonnaded portico. At its entrance is an ancient archway, atop of which is a statue of Valentia holding a set of scales in one hand and a scroll in the other. During most days the Forum Judiciale serves as a market where all sorts of food and the like are sold, within convenient reach of the bureaucrats of the Government Region. Prices here are generally higher than in other marketplaces.

the Official THYATIAN RELIGION


by Giulio N. Caroletti

The Thyatian official religion is centred around the worship of the Trias (Ixion, Valerias and Vanya). It deals with the Immortals in a very pragmatic way, sort of 'contractual way'. The exact formula by which they call it is the 'do ut des' (give in order to receive). Their rites are nearly all in form of contracts, with whom they offer sacrifices or prayers to the Immortals in order to have benefits in exchange. Most of the traditional religion, though, is just tradition: a wide range of rites of prehistoric origin, that seem to descend form the shamanistic beliefs of pre-Davanian migrations, are still present in it, and have never been abandoned, even when considered out-of-date by the clerics themselves. Many of these traditional rites are not performed by the specific clerics, but are political duties.

The Thyatian official religion is centred upon a common activity that involves the majority of the citizens. It is not important whether the citizens' personal opinions differ or not from the official religion: Thyatians have a great tolerance of all cults, except the ones that can pose a major treat to the stability of the nation (see 'Dark Worship in Thyatis'), but they are also very attached to their traditions, among whom is the religion. This can explain, along with the fact that many of the 'official' religious rituals are very formal activities, why some of them are conducted or controlled directly by the State.

the TRIAS: Solarios, Valerias, Tarastia

Even outside the official ceremonies, these are in fact the three Immortals most widely worshiped and recognized in Thyatis, along with Vanya. Solarios, the Sun and War Prince, known as Ixion in other countries, is the patron of the Thyatian nation. Especially in the last years, his cult, that was seriously dwindling due to the decadence of the Empire, has grown much stronger: embodying the symbol of Light against Night, of Life against Entropy, many Thyatians have begun to listen again to his teachings. Solarios' dogma in Thyatis is anyway much lighter than in other countries; the stern lawfulness of the Immortal has less importance than his aspects of protector of the military, of civilization (an aspect that the Thyatian culture, proud of their civilizing ideals) and of diplomats (being his lawfulness and the concept of keeping one's word). Clerics of Solarios have also changed their original ways following to the losing of followers of the overly serious priesthood of Khoronus. Valerias, patroness of romance, although revered by lovers all over the Empire, has a much wider influence than the one with whom she is associated to in other countries: she is the Girdler of Weapons, the patroness of many women fighters, and of artists. Tarastia is another Immortal widely worshipped in the Army, but she is officially the one called upon by judges before a process, and in court a witness must swear by her name before he is questioned. [there must be a simpler way to say it in English, but I can't come up to anything, now -G.]. She is another Immortal worshipped by women fighters and adventurers.

There is only a common Church for the three Immortals: the Sacred Order of Thyatis, that is distinctly divided in three groups, one for each Immortal. All the ceremonies, even the ones attended upon by the Emperor or by other politicians, must be attended by three high ranking clerics, members of the three groups. The groups are the Sun Fighters (Ixion), the Wearers (Valerias) and the Justicars (Tarastia). [for Valerias and Ixion's priests, better names may be found- G.]

Religious figures

Rex Sacrorum:

The Rex Sacrorum ("King of all Holy") is the supreme chief of the Sacred Order of Thyatis. He is a high level cleric that by tradition must leave all his political titles when attaining this status. Thyatian legends say that once in a long forgotten past a Rex Sacrorum tried to rebel against an Emperor (the exact name of the Emperor always changes accordingly to the sage that tells this story, but the Rex Sacrorum is always of Hattian origin...) trying to use his religious power to seize the throne, and since the Rex Sacrorum was banned from any political position. He conducts personally the most important ceremonies of the land, among them the Crowning.

Flamines (sing. Flamen):

The Flamines are the three chiefs of the sub-orders of the Sacred Order. The Flamen Solaris is the High Priest of Solarios (Ixion); the Flaminia Valeriana is the High Priestess of Valerias, and the Flamen Tarastianus is the High Priest/Priestess of Tarastia. It can be guessed that Ixion is always served by a male flamen, Valerias by a female, while Tarastia allows both genders, but more often it is a Priestess who leads her order.

Pontifices (sing. Pontifex):

The Pontifices are 12 priests, chosen among all the clerics, divinators and sages of the land. 6 are designed by the Sacred Order, while 6 are elected for life by the population of the Mainland. Among them is also present the Emperor, the 13th Pontifex, that bears the symbolic title of Pontifex Maximus ("Greatest Pontifex"). They can be of all faiths. They have the duty of taking care of the religious situation in Thyatis, suggesting to the Senate new religious measures and controlling religious activities in the land. They have no real power, and all their acts must be approved by the Senate, but they are in fact seldom contradicted. With the title, they obtain a seat at the Senate, but they lose it if they resign from the position. They also take care of the Ceremony of Evocatio (see later)

Divinators

There are 24 peoples that are involved in divination ceremonies: 6 are hereditary members of the Aristocracy; 6 are elected each four years by the citizens of the Mainland Thyatis; these twelve members, if not clerics or divinators, play only a representative role; the other 12 are carefully chosen members of the Sacred Order of Thyatis, and generally retain their position until the Church decides to dispose differently of them. The 24 members are then divided in two groups of twelve: the first one, called Council of Augures, makes the preparatory rituals before very important ceremonies (like the Crowning of a New Emperor), and makes all common divination ceremonies. The second group, called Council of Haruspices, have two duties: 1) they act as collectors of strange events, that are scrupulously recorded and archived in the House of Haruspices, they study them and assign adventurers or scholars missions relatively to them; 2) they give the Annual Prophecy basing on the events of the past years and on the Ceremony of Prophecy (see below).

A note: "see below" in fact refers to the "coming soon" article on
Thyatian religious ceremonies.
Vale,

Iulius Sergius Scaevola
Captain of the XXth Cohort
Port Lucinius, Thyatis
Imperial Devil Ray
Length: 135' (175' including tail fin)
Beam: 60' (120' including fins)
Depth: 20', (40' including "castles"), 2 decks plus two weapons platforms (top and bottom)
Sails: 8,000 sq. ft., Four "masts" (fins)
Tonnage: 1,500 tons
Cargo Capacity: 300 tons
Lift Capacity: 1,800 tons
Lift Power: Float in Air & fins
Motive Power: Travel (modified)
Air Speed: 360' (120') [720 (240) phased]
Manoeuvring Factor: 1
Hull Points: 400
Armour Class: 1
Armaments: 1 Water Fire projector, 4 Mangonnels, 1 Automatic Ballista (all double normal effective range and +2 to hit and damage).
Prow acts as ram (blunt) an permits boarding.
Belly mounted Meteor Gun as primary weapon.
Crew: 10 (Captain, First Officer, Helmsman, Navigator, 6 Airmen)
Marines: up to 125 normally. More can be transported in somewhat cramped conditions.

Enchantments: Ship is constructed out of Stone Form frames (20) enchanted with Float in Air and protected by a Shield spell (enhanced to +5). Travel (Clerical Version, modified. Allows flight. This version does not allow Gaseous Form, but instead allows Phasing and travel at twice normal speeds while Phased. Ship has built in devices that allow the bridge crew to view normal space while ship is Phased, but ship must come into normal space to attack. These include a large spherical projection with the ship at the centre and a viewing mirror) Create Atmosphere (In addition ship can be effectively sealed preventing atmosphere from escaping.) Climate (Normal human temperature ranges). Mind Barrier (Protects crew and ship against Scrying, Divination, and mind-influencing attacks). Immunity (extended with Wishes cast during enchantment; provides total immunity to hostile spells of 1st - 4th level, half normal effectiveness for 5th and 6th spells or save for quarter; individuals can exclude themselves from the spell's effect to allow spells such as Cure Wounds to aid them. Vessel and compliment are also completely immune to all missiles, normal or magical, as well as melee weapons of up to +1 enchantment; in other words, +2 or better weapons are required to hit. They take half damage from magical weapons of greater enchantment). Resist Fire (ship and compliment immune to non-magic fire, take reduced damage from magical fire).

Cost: 2,940,000 gp per ship, not including pay to spellcasters and accoutrements.

Designed to be the premier Thyatian Airship (the Thyatian equivalent of the Alphatian Man of War), but more compact and efficiently designed, at least in the opinion of the Thyatians. The Devil Ray looks like it is constructed out of obsidian (Stone Form), intended to create an imposing, threatening appearance. As a construct and a magical vessel it is immune to such things as Dissolve (Transform Rock to Mud), and is designed to provide its complement of crewmen and marines with the best protection possible. Sails are a membrane-like rubbery materiel based on substances found in Davania, not enchanted however. Artillery have increased ranges based on Thyatian weapons designed for use as air defences against Alphatian skyships. Devil Rays are intended to operate in pairs. They cost a bit over half as much as an Alphatian Man of War. Elements of the Retebius Air Cavalry can be accommodated via clamshell doors that allow entry and landings into the cargo area of the ship. Up to 40 mounts can be accommodated in this way, at the expense of cargo capacity. Up to 30 mounts can be accommodated in this way, at the expense of cargo capacity. Riders would replace an equivalent number of marines.

Development Details

Devil Ray

	Stone form
	6th
	20
	360,000

	Stone form
	6th
	20
	360,000

	Float in Air (+20%)
	1st
	20
	100,000

	Shield (enhanced +5)
	1st
	20
	220,000

	Climate
	3rd
	20
	180,000

	Create Atmosphere
	4th
	20
	

	Travel (modified)
	8th
	20
	700,000 Cleric spell.

	Resist Fire
	2nd
	20
	120,000 Cleric spell.

	Immunity (Enhanced)
	9th
	20
	540,000

	Mind Barrier
	8th
	20
	480,000


Total: 2,940,000

Weapon Statistics

Neither class of Thyatian airship is nearly as heavily festooned with weapons as the Alphatian warships tend to be. However, the Thyatian weapons, due in part to their experience with ground-based air defence artillery, tend to be better, mainly due to increased ranges.

Automatic Ballista: These are winch-operated weapons with an overhead "hopper" containing up to 60 Ballista bolts at one time. This improves the rate of fire from 1 per 2 rounds to 2 per round. Enchanted explosive bolts are sometimes used against important targets.

Mangonnel: The Thyatian version of this weapon, which is similar to a Catapult, fires its shot on a nearly Flat trajectory. These are also winch-operated and can be fired 1 per 3 rounds. Globe shots filled With some dangerous substance (like pudding or green slime) are often used. These break on Impact.

Water Fire Projector: First employed against the Twaelar, Water Fire is a viscous alchemical mixture (containing pitch, resin, and napatha, as well as other ingredients kept secret by Thyatian alchemists.) The Water Fire projector consists of a mechanism (primarily a bellows-operated bronze tube with a tank containing the Water Fire mixture attached) for propelling the napalm- like substance at the enemy. Though Water Fire is not, technically, magical, due to the caustic nature of the mixture Resist Fire and similar affects treat it as if it were magical (reduce damage only, rather than providing immunity).

	Weapon
	Crew
	Range
	ROF
	Damage
	Enc
	Cost

	Automatic Ballista
	2/td>
	200/400/600 (Min: 0)
	2/1
	2d4 +8
	6,000
	2,500

	Mangonnel
	3
	400/500/600 (Min: 50)
	1/3
	3d4 +8
	12,000
	5,000

	Water Fire Projector
	4
	200/300/400 (Min: 0)
	1/6
	6d6 +6
	18,000
	8,000


Note: Cost is what these weapons cost the Thyatian government. They are not normally available outside Thyatis, nor are they sold to non-government officials. Cost on the black market should be three or more times what is given above. Cost to acquire Water Fire ammunition should be equivalent to purchasing a potion.

METEOR GUN

Fires a Meteor Swarm at a given target, up to 1/round. Provides user with the ability to Detect Invisibility out to a range of 2,160. Due to the variant used by the mages who enchanted these weapons, the Swarms they fire are not subject to Spell Turning and similar reflective defences, but are subject to all other defences (such as Anti-Magic Shells and Prismatic Walls). After several misadventures with Alphatian Spell Turning affects, a somewhat improved version of the Meteor Swarm spell was developed by Thyatian researchers, and that is the version that was used to enchant these weapons. Meteor Guns were initially used as anti - Skyship batteries for the protection of the Imperial Palace after the Alphatian Spike assault, and later deployed to other important bases (such as Redstone Castle, which was one reason it proved so difficult for the Alphatians to capture during the Wrath War.). When the Devil Ray was in development it was decided that Meteor Guns would serve as their primary weapon.

Meteor Guns are large weapons, not wands. They are fully the size and weight of a Mangonel, and are built into their emplacements, making it extremely difficult to remove them. Note that Meteor Guns, and all Thyatian Airships, are enchanted with Tracer spells that allow them to be quickly tracked down if stolen or hijacked.

Range: 1,440 [5 ENHANCEMENTS].

Cost: 605, 000gp

9 (level of spell) x[1,000 (base) + 10,000 (5 Range enhancements, each enhance range by +100%, for total of +500%) x5 (permanent)= 495,000 gp.

2 (level of spell) x[1,000 (base) + 10,000 (5 range enhancements, each increase range by +100%, for a total of +500%) x5 (permanent)= 110,000

Undersea

Undersea Timeline

Summer, 1001: Attacks Rise 

Description: Throughout Undersea, attacks by devilfish, undead, and weresharks continue to rise in frequency. Queen Tarvova orders increased mobilization of the army to compensate. 

What This Means: This is the natural continuation of Saasaks' plans. 

What the PCs Can Do: Undersea PCs could be among the triton mobilized. 

Winter, 1001: Tensions Rise 

Description: Tensions between Undersea and the Minrothad Guilds over Kna piracy continue to rise as pirate attacks continue to increase in frequency. Some fear war may soon result. 

What This Means: This is a natural result of previous tensions. 

What the PCs Can Do: PCs can be involved in the various negotiations. 

Spring, 1002: Saasskas Joins Brotherhood of the Shadow 

Description: Hel approaches Saasskas with an offer of membership in the Brotherhood of the Shadow. After some deliberation, she accepts. 

What This Means: Saasskas has gained three powerful allies. With their help, she believes that Undersea could fall before the decade ends. The Brotherhood has gained a way to spread war and chaos across Ierendi, Minrothad, and Undersea. 

What the PCs Can Do: Not much if they're mortal. Immortal PCs investigating the Brotherhood could conceivably get involved. 

Spring, 1003: Minrothad Issues Ultimatum 

Description: The Minrothad Guilds ambassador to Undersea informs Queen Tarvova that Minrothad expects her to end all Kna pirate attacks by AC 1004, ...or else. 

What This Means: The Guilds have had it with Kna piracy. This is due in part to the efforts of the Cult of the Far Sea, one of Hel's false cults. Tarvova is getting worried, and orders further mobilization of the army. 

What the PCs Can Do: once again, PCs could be mobilized and become involved in preparing to defend against a feared Minrothadder assault. PCs could also attempt to stop the kna piracy. 

Summer, 1003: Sharkin Vanish 

Description: All contact between the Sharkin and the other races of Undersea is lost. Queen Tarvova begins an investigation of this occurrence, but there are no leads. 

What This Means: Concerned Immortals transported the Sharkin to the Merry Pirate Seas in the Hollow World. The few remaining Sharkin fled the area, and will soon die out. 

Spring, 1004: War Begins 

Description: Citing the continued kna pirate raids, Minrothad issues a declaration of war on Undersea. Within hours of the announcement, Minrothadder elite units (equipped with water breathing potions, etc) begin hit and run attacks on Undersea. Undersea declares war on Minrothad in response. The nomadic merrow tribes offer to assist Undersea. The Sea Giants report that they are hard pressed by a huge devilfish army, and that they have no spare troops available to help Undersea. The kna step up raids on Minrothadder shipping. The Aquarendi find themselves with split loyalties between their alliance with Undersea, and their ties to the Meditor and Verdier elves of Minrothad. They decide to stay neutral. 

Ierendi, by this point more worried about the growing tensions between Thyatis and Alphatia, provides only passive support to Undersea. 

What This Means: This is the continuation of the Brotherhood of the Shadow's attempts to spread chaos across the Sea of Dread. Saasskas celebrates as her plans come to fruition. 

What the PCs Can Do: Undersea PCs will undoubtedly be drafted into the army, and can work against the humans. Minrothadder PCs an be part of the offensive. 

Spring, 1005: Devilfish Rites 

Description: The devilfish capture Hammish McGregor. They attempt to use his life energy to summon and control a kraken. Fortunately, a band of adventurers foil their plans. 

What This Means: This is a setback for Saasskas, but not a major one. 

DMs Note: This is the adventure Voyage to the Bottom of the Sea (from PC3: The Sea Peoples). The rest of this timeline assumes that the PCs (if you play the adventure) succeed. 

What the PCs Can Do: Play the adventure. 

Spring, 1005: Smaar Besieged 

Description: Minrothadder troops move to besiege Smaar, as they receive reinforcements from the surface. They destroy the kelp forests and fish schools near Smaar, and set themselves in a position from whish they can attack anything entering or exiting Smaar. Because of their unfamiliarity with underwater sieges, they are ineffective... at first. 

What This Means: This is a natural progression of the war with Minrothad. 

What the PCs Can Do: Undersea PCs can defend Smaar. Minrothadder PCs can attack it. 

Summer, 1005: "The Sea Giants Are Coming" 

Description: A wounded messenger makes his way past the Minrothad positions and into Smaar, bearing news that the Sea Giants have defeated the devilfish army and are sending help. 

What This Means: The Sea Giants have defeated the devilfish... for now. When the Sea Giants arrive, Minrothad's position will become hopeless. 

What the PCs Can Do: This will no doubt be welcome news to Undersea PCs. 

Winter, 1005: Siege of Smaar Broken 

Description: Combined Sea Giant and triton forces succeed in destroying the Minrothad emplacements around Smaar. Baron Marcus of Souedge dies in the fighting. He has no heir. 

What This Means: This is a natural continuation of the war. With this victory, Undersea has basically won the war. 

What the PCs Can Do: The PCs can be involved in the fighting. 

Winter, 1005: The War Ends 

Description: A peace treaty is signed between Minrothad and Undersea. Minrothad agrees to recognize the fact that Undersea has no control over the Kna pirates, while Undersea agrees to attempt to keep the pirate activities down. the only people not content with the treaty are the kna. 

What This Means: A group of adventurers discovered that the Cult of The Far Sea was, unknowingly, a Cult of Hel. With the Cult's influence diminished and with the defeat at Smaar, calmer heads prevailed in Minrothad. 

What the PCs Can Do: PCs could be involved in the negotiations. 

Spring, 1006: Undersea Rebuilds 

Description: Undersea begins the long process of rebuilding. The army is partially demobilized. As the people of Soudege cannot agree on a successor for Baron Marcus, they ask Queen Tarovra to appoint someone to temporarily fill the position. She chooses her brother, Juliast. 

What This Means: This is the natural result of the war. 

What the PCs Can Do: The PCs can help in the rebuilding process. 

Summer, 1006: Marseea makes A Discovery 

Description: Marseea, Baroness of Clarhars contacts Queen Tarovra saying that she has discovered the source behind the devilfish attacks. Within the day, Marseea and all her notes are destroyed in a freak accident. Her son, Jalian, becomes the new Baron. 

What This Means: Marseea had discovered the existence of Saasskas To prevent the Queen from learning of this, she was assassinated by an agent of Baron Caxctiou. 

What the PCs Can Do: PCs can attempt to investigate the accident. 

Fall, 1006: Sea Giant Refugees Arrive 

Description: Sea Giants arrive in Undersea bearing news of a devilfish army larger than the first which overwhelmed the weakened Sea Giant forces and conquered the Sea Giant territories. The Queen sets aside areas of Undersea for the refugees to settle, while quietly beginning to remobilise the army. 

What This Means: Saasskas is recovering from the setbacks dealt to her in AC 1005. 

Spring, 1007: Devilfish Invade 

Description: The devilfish invade Undersea with overwhelming force. Tens of thousands of undead rise up and join the attacking force. Even more undead appear within Undersea's borders, adding to the confusion. Weresharks attack outlying settlements. Within the course of a week, Undersea is thrown into chaos. 

Rallying the nation, Juliast leads the Coral Guard in a series of battles, buying the nation enough time to regroup. The entire population of Undersea mobilizes, as the Sea Giants and Aquarendi muster their forces to help. One thousand Ierendian troops swiftly arrive, as Undersea calls in its long-standing alliance. Even Minrothad sends a few squads, as this attack threatens their shipping more than kna piracy ever will. 

During the battle for control of Soua, the forces of Baron Kitas of Nortens and Baron Caxctiou of Calitar switch sides, and Baron Kitas' forces reveal themselves to be weresharks. Baron Kitas and his personal guard remain loyal to Undersea and are slain by their former friends. This betrayal forces Juliast, in command of the army, to retreat from Soua. Meanwhile, Nortens and Calitar become unexpected sources of assaults, forcing the army to abandon Trasar as well. Magdalene of Soua dies defending her Barony, while Actonius of Trasar successfully escapes to Smaar. 

What This Means: Saasskas is launching her final assault. This is Undersea's darkest hour. The fate of the entire Sunlit Sea will be decided in the next few years. 

What the PCs Can Do: Obviously, any PCs in the involved nations can be caught up in the war. 

Summer, 1007: Clarhars Falls 

Description: The Barony of Clarhars falls to the continuing devilfish assault. Once again defeated, Juliast's forces retreat to Smaar, licking their wounds. Beginning to panic, Minrothad sends many of the elite units that once attacked Undersea to defend it. 

What This Means: Even if the devilfish lose, Undersea will most likely not survive this war. Saasskas' victory will most likely be total. 

What the PCs Can Do: the PCs can continue to fight the devilfish. 

Fall, 1007: A Fateful Duel 

Description: In a battle outside Smaar, Juliast encounters a devilfish who is apparently the leader of the attacking force. Juliast challenges the devilfish to a duel, and surprisingly the devilfish, who reveals her name to be Kaarasa, accepts. Both armies stop to watch the fight. At first the combatants seem evenly matched, but as the duel continues, Kaarasa gains the upper hand. Eventually, Juliast is disarmed, but the devilfish allows him to regain his weapon. After this, Juliast ends the duel, and pulls his forces back. However, the next day, fighting begins anew. 

What This Means: Kaarasa is the leader of the invasion, and like many devilfish clerics, has a sense of honour. Though Saasskas is displeased that Juliast lives, she cannot afford to punish the matriarch at this time. 

Spring, 1008: Front Stabilises 

Description: The triton, with help from their allies, manage to set up a fairly stable front in Smaar, as the war drags on. Despair is epidemic as the populace fears that soon the capital will fall. The Queen is rarely seen, as she desperately tries to find a way to stop whatever dark force is driving the devilfish. Juliast continues to take a more active leadership role. 

What This Means: Undersea has managed to stave off defeat, but for how long? 

What the PCs Can Do: The characters can serve in the army, or they could work to help the Queen in her investigations. 

Winter, 1008: Triton Vanish 

Description: Queen Tarovra, the surviving barons (except Juliast and Jalian, who were on a raid into Clarhars), and all the other triton in the city of Smaar vanish suddenly. Juliast (who assumes the position of King) is at a loss to explain the disappearances, when he returns to the city. He assumes they died in a devilfish raid. The loss of these triton destabilizes the front, as the devilfish press forward. 

What This Means: Manawra transported the lost triton to the Merry Pirate Seas in the Hollow World. Undersea isn't dead yet, but it is almost there. 

What the PCs Can Do: The PCs will be sorely needed to defend the abandoned city of Smaar, or they could be among those transported. 

Winter, 1008: Smaar Falls 

Description: The devilfish overwhelm the remaining triton defenders. Juliast is forced to retreat north. In a ceremony in the Great Temple of Manawra, Kaarasa crowns Caxctiou as King of Undersea. 

Spring, 1009: Triton Exodus 

Description: Juliast leads many of the surviving triton and merrow on a mass exodus. Their destination: Aquas in Alphatia. However, Jalian, former Baron of Clarghars, refuses to go on the exodus and many triton and most merrow follow his lead. Jalian then contacts Kaarasa, the leader of the devilfish invasion, asking for terms of surrender. Surprisingly, the devilfish matriarch agrees to negotiate. What This Means: Juliast is acting on visions sent to him from Manawra. Saasskas, with her victory complete, decides that it would be better to remake Undersea in her own image than to totally destroy it. 

The Sea of Dread will become even more deserving of its name as a devilfish cleric discovers a spell that protects devilfish from the sun's harmful effects. Devilfish using this spell will begin to sink ships sailing through the Sea of Dread. 

Meanwhile, Saasskas decides to start a following among the nations along the Sea of Dread... 

What the PCs Can Do: The triton exodus will require able protectors. 

Winter, 1009: Exodus Arrives 

Description: After a long, hard journey, pursued by devilfish for most of the way, the triton arrive in Aquas. The triton they send to covertly investigate are surprised to find that Alphatia has recently sunk. Some triton settle in Aquas, hiding their origin, while others follow King Juliast north into the newly formed Alphatian Sea to found a new nation... Underocean. 

Underocean Timeline AC 1010

Nuwmont 1: New Year's Day

Underocean celebrates the year AC 1010.

Nuwmont 1: Juliast Crowned

Juliast is officially crowned King of Underocean.

Nuwmont 12: Capital Construction Begins

Work on Underocean's capital begins. As none can think of a name, it is officially called the Capital. It is located 100 miles N of the Sundsvall Maelstrom.

Vatermont 15: Reactions to Zandor

Spies in Aquas report Zandor's declaration of New Empire. Some worry Zandor will discover Underocean.

Thaumont 14: Rescue

A patrol rescues the crew of a submersible shortly before its engines explode (see p. 180 PWA1)

Thaumont 20: Maelstrom Founded

The village of Maelstrom, located 25 miles W of the Sundsvall Maelstrom is founded.

Flaurmont 16: Monster Encounter

A patrol runs into a aquatic beholder (previously unknown to the triton). They slay the beast and bring it back to the Capital.

Yarthmont 7:Census Begins

King Juliast orders a census of Underocean.

Klarmont 20: Exploratory Team Organised

King Juliast organises a team to explore the Alphatian Sea. NOTE: This is a good way to start off an Underocean campaign.

Felmont 9: Treasure-hunters Discovered

Treasure hunters from Aquas are discovered. Juliast orders that they be watched. See PWA1 p.203

Fyrmont 18: Ruins Discovered

A patrol discovers strange ruins in the Alphatian Sea. NOTE: The ruin's content is left up to the DM.

Sviftmont 22: Behemoth Released

The Behemoth leaves its lair. The triton do their best to stay out of its way.

Kaldmont 28: The Day of Dread

Magic fails all over Mystara. As all triton are spellcasters, the loss of magic is quite noticeable. 

Underocean Timeline AC 1011

Nuwmont 1: New Year

Underocean celebrates a new year.

Nuwmont 1: Reactions to Day of Dread

Underocean recovers from the Day of Dread. Juliast organises some of Underocean's best clerics and mages to investigate.

Nuwmont 12: Village Destroyed

A small triton village is found empty. No bodies are found.

Vatermont 7: Unrest in Underocean

Some triton call for a check on the King's power, much like the Council of Barons in Undersea.

Vatermont 18: Explorers Return

The exploratory party sent by Juliast returns.

Thaumont 23: Patrols Disappear

Several patrols vanish.

Flaurmont 26: Hearing Held

Juliast holds hearings on whether or not to create a balance on the King's power.

Yarthmont 5: More Disappearances

More triton continue to disappear.

Klarmont 28: Hearings Completed

Hearings on the proposed Council of Advisers close.

Felmont 8: Vote Planned

Juliast decides to initiate a referendum on the Council of Advisers. Two "parties", the Monarchists and the Populars, begin to campaign for votes. The vote will be held on Fyrmont 8.

Felmont 13: Kelp Forests Destroyed

12 acres of carefully cultivated kelp forest outside of the Capital is found demolished. The triton who were working in the forests can not be found, alive or dead.

Fyrmont 8: Voting Day

The referendum on the Council of Advisers is voted on today.

Fyrmont 10: Votes Tabulated

The breakdown is as follows:

The Capital
Monarchists (anti-Council): 47%
Populars (pro-Council): 53%

Sundsvall Maelstrom
Monarchists: 23%
Populars: 87%

Southern Area (south of the Sundsvall Maelstrom)
Monarchists: 58%
Populars: 42%

Western Area (W of the Sundsvall Maelstrom)
Monarchists: 46%
Populars: 54%

Eastern Area (E of the Sundsvall Maelstrom)
Monarchists: 86%
Populars: 14%

Northern Area (N of the Sundsvall Maelstrom)
Monarchists: 36%
Populars: 64%

Overall
Monarchists: 38%
Populars: 62%

Fyrmont 14: New Hearings

Hearings on the structure of the Council of Advisers begin.

Ambyrmont 19: Maelstrom Guards Form

A group called the Maelstrom Guards forms. Their stated purpose is to protect Underocean from the attacks it has suffered throughout the year. Many believe them to be little more than the Popular Party's private army.

Sviftmont 7: Hearings Conclude

The hearing on the Council of Advisers concludes. The Council will have six seats. Members will be elected yearly. The six areas that have seats on the Council, with current party leaning:

The Capital (Monarchist)
Sundsvall Maelstrom (Popular)
Southern Area (Monarchist)
Western Area (Popular)
Eastern Area (Monarchist)
Northern Area (Popular)

The King will have the tie breaking vote. Votes will be held on Fyrmont 8.

Sviftmont 10: Campaigning Begins

Members of both parties begin to campaign for Council seats.

Eirmont 28: Preparations for Day of Dread

The triton begin to prepare for the Day of Dread.

Kaldmont 28: The Day of Dread

Magic fails all over Mystara

Kaldmont 28: Attacks!

Unknown enemies taking advantage of the loss of magic, systematically attack and destroy many villages. As with previous attacks, no bodies are left behind. 

AC 1012

Nuwmont 1 New Year

Underocean celebrates the New Year. The Army begins to investigate yesterday's attacks. The mage Aharon prepares his report on the DoD.

Nuwmont 18 Report Filed

The mage Aharon files his report on the Day of Dread.

Vatermont 11 Clashes with Zandor

Some patrols are attacked by submersibles from Aquas. Many of the soldiers in the patrols die. Juliast orders that patrols keep their distance from Aquas submersibles.

Thaumont 8 Spies Sent

Juliast sends spies to Aquas.

Flaurmont 23 Attack Repulsed

A patrol repulses an attack by aquatic beholders. EDITOR'S NOTE: These aquatic beholders' large eye has a undead beholder's spell reflection power, instead of the ability to flash brightly.

Yarthmont 15 City found

Patrols discover a city of Aquatic beholders. They immediately return to the capital.

Yarthmont 17 Ambassadors Sent

Juliast sends ambassadors to the aquatic beholder city.

Klarmont 6 Spies Report

Spies in Aquas report of a growing resistance to Zandor's rule. Juliast orders the spies to aid the resistance, without letting them learn of Underocean.

Felmont 7 Ambassadors report

The ambassadors to the Aquatic beholder city report that the attacks have been due to encroachment on territory claimed by the beholders. Juliast orders withdrawal from all disputed territory.

Felmont 11 Attack Cease

Aquatic beholder attacks cease.

Fyrmont 8 Votes held

Elections for the Council of Advisers are held. The members of the council:

The Capital: Aharon (triton mage, Monarchist) Maestrom: Maed, commander of the Maelstrom Guards (Popular) S Area: Arantria (Aquarendi, Monarchist) W Area: Atrori, triton cleric (Popular)

E Area: Tehar, triton mage (Monarchist)

N Area: Gehan, triton cleric/mage (Popular)

Ambyrmont 23 Troops Sent

The Council unanimously votes to secretly send troops to Aquas to aid the resistance.

Kaldmont 12 Coup in Aquas

Zandor is deposed today. Underocean troops aid in fighting off loyalist soldiers, without revealing their identities

Kaldmont 13 Alphatian Council formed

The Alphatian Council is formed. The Council of Advisers votes not to establish relations.

Kaldmont 28 The Day of Dread

Magic fails all over Mystara. 

AC 1013

Nuwmont 1: A New Year

The triton celebrate the new year while cleaning up from the Day of Dread.

Nuwmont 18: Ambassadors Report

The ambassadors to the aquatic beholders report that the leader of the beholders has died and that a new leader has been chosen. This new leader seems to be opposed to Underocean.

Vatermont 15: Ambassadors Slain

The ambassadors to the aquatic beholder city are murdered. A single guard escapes and carries word of the treachery to Underocean.

Vatermont 17: War Declared

Juliast asks the Council of Advisors to declare war on the aquatic beholders. The Council approves on a vote of 5-1.

Vatermont 20: Underocean Needs You! Juliast begins an advertisement campaign to entice young triton into joining the army.

Thaumont 3: Campaign Begins

Juliast leads the army, including the Maelstrom Guards, west towards the aquatic beholder city.

Thaumont 10: Resistance Met

As the invasion force enters the territory ceded to the aquatic beholders last year, the aquatic beholders put up sporadic resistance. Fortunately, casualties are light.

Flaurmont 15: Borders Reached

The army reaches the former borders of Underocean. The aquatic beholders put up the first serious resistance, but are defeated.

Flaurmont 24: Battle of Aasla

Among the sunken ruins of Aasla, the army deals a major defeat to the aquatic beholders.

Yarthmont 17: Underocean Invaded

The aquatic beholders send an army around the invading triton, and through the Strait of Aasla into Underocean. Juliast is forced to send half the army to Underocean to protect it.

Klarmont 5: Defeat in Underocean

The army that Juliast sent to protect Underocean is ambushed and wiped out.

Klarmont 9: Betrayal and Defeat

As the Underocean army approaches the city of the aquatic beholders, the aquatic beholders launch an attack. At the same time the Maelstrom Guards turn on their former comrades, and then flee back to Underocean. Juliast is captured by the aquatic beholders.

Klarmont 10: Coup in Underocean

Maed, Commander of the Maelstrom Guards, seizes power. The other members of the Council flee north.

Klarmont 13: Civil War Begins

The Council members launch an offensive against Maed, self-proclaimed King of Underocean, beginning a civil war. The aquatic beholders seize the western portion of Underocean, while the retreating army arrives in the south.

Felmont 9: A New Royal Claimant

Gehan, General of the Underocean army and former Council member, proclaims himself King of Underocean.

Felmont 16: Aquatic Beholders Stopped

"King" Gehan defeats the aquatic beholders, stopping their advance.

Fyrmont 13: Fighting Stops

Without a truce, the fighting stops in Underocean. The Council holds the north, Maed controls the Capital, Maelstrom, and the east, the aquatic beholders hold the west, and Gehan the south.

Fyrmont 25: Thyatian Explorers

Thyatian explorers begin to explore the New Alphatian Sea. Fortunately for Underocean this exploration takes place further north.

Ambyrmont 23: Gehan Killed

Gehan is murdered in his sleep. The demoralised army disbands, and Maed and the aquatic beholders begin to clash over the south.

Sviftmont 11: Maed Pushed Back

The aquatic beholders push Maed out of Southern Underocean, but local resistance forces them to withdraw as well.

Eirmont 19: Devilfish Sighted

Kelp farmers in the South report sightings of Devilfish.

Kaldmont 28: The Day of Dread

Magic fails all over Mystara. 

1014

Nuwmont 1: The New Year

Description: As the new year begins, the conflict in Underocean continues. The aquatic beholders continue to raid southern and central Underocean, and the Council forces are slowly being pushed north by Maed, "King" of Underocean.

Nuwmont 12: More Devilfish Sightings

Description: In southern Underocean, kelp farmers continue to report sightings of devilfish.

What This Means: The devilfish have finally eliminated most of the resistance in Undersea, and are now sending their forces to eliminate the refugees.

Vatermont 23: Council Staves Off Attack

Description: Maed launches a major assault on the remaining Council holdings. However, the outnumbered defenders manage to fight off his forces... for now.

Thaumont 6: Devilfish Invade

Description: Thousands of devilfish pour into southern Underocean, slaughtering the resident triton and merrow. The devilfish horde then moves north and west. Refugees flee to central Underocean.

Yarthmont 26: Devilfish and Beholders Clash

Description: In southern Underocean, the devilfish and the aquatic beholders begin to fight for control. The beholders, weakened by last year's campaign, are unable to defeat the devilfish, and southern and western Underocean falls to the devilfish, who begin raids into northern and central Underocean.

Klarmont 3: Alliance Offered

Description: The Council offers a temporary alliance to Maed for the purpose of fighting off the devilfish. He refuses.

Felmont 9: Maed Pushed Back

Description: Confronted on two fronts by the devilfish and the Council, Maed is pushed back. He retains control of the capital, Maelstrom, and eastern Underocean.

Sviftmont 12: Aquatic Beholders Attacked

Description: The devilfish assault the aquatic beholder city. Though they are eventually defeated, Juliast, who has been held prisoner since last year, escapes in the confusion. He begins to make his way back to Underocean.

Kaldmont 28: The Day of Dread

Description: Magic fails all over Mystara. The devilfish, taking advantage of this, attack and destroy the town of Maelstrom.

1015

Nuwmont 1: The New Year

Description: The new year begins. Maed leads an army to retake the ruins of Maelstrom and succeeds.

Nuwmont 23: Council Attacks

Description: Taking advantage of Maed's weakness, the Council attempts to take the capital. After four hours of bloody fighting, they are forced to retreat northward once more.

Vatermont 4: Juliast Finds Alphatian Artifact

Description: Hiding in a ruined mage's tower from devilfish patrols, Juliast is found and attacked. He stumbles upon a staff, and picks it up to use against his enemies. However, the devilfish then flee. Juliast determines that the staff is magical.

What This Means: The staff is an Alphatian Artifact (see NA 1015). It is inhabited by the spirit of an Alphatian mage, who was disturbed by the devilfish desecrating his tower, and saw to it that they were defeated. He was able to temporarily take control of Juliast and activate the staff. The staff has the following powers:

*A mirror image of all friendly combatants.
*Enemies must make a morale check or suffer from the effects of a fear spell.
* +2 bonus to weapons and armour of all friendly combatants. 

It works at half effectiveness more than 1000 miles from the Maelstrom, and not at all more than 2000.

Thaumont 11: Juliast meets Council

Description: Juliast meets up with the Council, which informs him of recent events. He declares that he will depose Maed and drive out the beholders and the devilfish.

Flaurmont 2: Juliast Attacks

Description: Juliast assaults the Capital. The powers of his staff wreck havoc with the defender's morale. Maed is unable to hold him off and flees to eastern Underocean, leaving Juliast in control of north and central Underocean.

Yarthmont 17: Maed Captured

Description: Maed's forces revolt and turn him over to Juliast in return for amnesty. The civil war is over, but the devilfish still control south and west Underocean.

Klarmont 5: Maed Executed

Description: Maed is executed for treason.

Klarmont 15: Juliast Combines Armies

Description: Juliast begins to combine the Council's and Maed's army into a force capable of driving out the devilfish.

Felmont 20: Juliast Pushes South

Description: Juliast moves south, forcing the devilfish before him. His staff once again proves its usefulness, making his army seem twice as big.

Ambyrmont 16: Second Battle of Aalsa

Description: Fighting among the ruins of Aasla, Juliast deals the devilfish a major defeat. Several undead are spotted, but whether they were raised by the devilfish or some other force is unknown. The remaining devilfish begin to flee south, toward Aquas...

Eirmont 17: Beholders Leave

Description: With the devilfish defeated, Juliast issues an ultimatum to the beholders: leave Underocean or else. Not wishing to fight Juliast's magically enhanced army, they leave Underocean, heading north.

Kaldmont 28: Day of Dread

Description: Magic fails all over Mystara. Juliast hears a voice coming from his staff. He also begins to feel weakened and drained. He begins to have doubts about keeping the artifact.

What This Means: The mage that inhabits the staff is attempting to take control of Juliast's body. 

-Colhador - my take
As I mentioned yesterday, PC3 (The Sea People) mentions Colhador only once, where it is described as having been an elvish city built upon an island, that sank centuries ago.

X7 (War Rafts of Kron), on the other hand, says only that Colhador was inhabited by "air breathers", and the city sank several centuries ago. Also, Colhador is inhabited by Hadric the velya (an aquatic vampire), who, it is revealed, was in life a member of the royal family of the city. Generally speaking (though I could be wrong), most vampires were originally human. I say this from the adventures I've read, and so on. Now, before I come forth with my idea, let's go over one point:

Both descriptions mention that the city has been underwater for centuries, and not millennia. PC3 says that the Taymoran Empire was destroyed in the earthquakes of BC 2000 (tip of the hat to you, Andrew, you were right), which was 3000 years ago. IMO, an event that happened that far back did not happen "centuries ago". Given how long the Tritons, Merrow, Aquatic elves, and others have been living there, I can't see any way they could be that inaccurate.

With this in mind, I decided that it would be really neat to combine both accounts together, such that they would be both correct. My theory is this:

The original inhabitants of Colhador (which was built upon an island off the old coast of SE Brun, and was further isolated after BC 2000) were a branch of the Meditors, who were then eventually conquered by humans. It is this group of humans that gave rise to Hadric. Hoe would this shape up in a timeline? Read on!

Side note: The names given below all come from X7, where the royal succession of Colhador is given, I have only estimated the length of their reign, and the identity of one individual, who will be noted.

Suggested timeline for Colhador:

BC 2100: The Meditor and Verdier clans settle in southeastern Brun (HW boxed set), but one branch of the Meditor clan sails to a small, forested island just off the southern coast. There they build their home, which they name "Kal-Handir". The island is also given this name.

BC 2000: Great earthquakes shatter the southeastern coast of Brun, destroying much of the Taymoran Empire, which sinks beneath the sea. Several large land masses remain offshore, and Kal-Handir is miraculously untouched (modified PC3).

BC 1720: More earthquakes further fragment the offshore land masses, creating the Ierendi and Minrothad islands (PC3). Remnants of the Taymorans, devastated by the continued destruction of what remains of their homes, attempt to conquer Kal-Handir, which has weathered the geologic upheavals intact. They are driven off by the elves.

BC 1300: By this time a healthy trading relationship exists between Kal-Handir and the elves of Minrothad. Apart from this, the Kal-Handir elves shun contact with outsiders.

BC 1000: A Nithian exploratory force is destroyed after it voyages too close to the island. Elsewhere on the planet, the Alphatians make landfall (just about any source).

BC 515: On Belissaria, a tribe of Yanifey, led by Ythol, their chieftain, decide to flee for better lands as the Alphatians continue to advance. He has his clan build great sailing ships, and they set sail westwards. Within weeks, they come across Kal-Handir. The elves refuse to let them land on the island, so the Yanifey decide to take it by force. Luck is with Ythol as his people manage, against all odds, to defeat the slightly less numerous elves. Some elves manage to flee to the Minrothad isles, where they settle amongst their fellow Meditors. Ythol is made king. Unable to pronounce the elvish name properly, he calls it "Colhador".

BC 501: Ythim, eldest son of Ythol, is crowned after his father's death.

BC 472: Saloc assumes the throne.

BC 459: Hadlid begins his reign.

BC 410: Rikor assumes the throne.

BC 383: Gorlab becomes king.

BC 354: Hador is king. His reign is far more illustrious than those of his predecessors.

BC 339: Kordic takes power.

BC 329: Hadric, the first son of Kordic, is born.

BC 327: Meric, the second son of Kordic, is born (I have invented this name, as there is a person who wrote an ancient message that the PCs uncover, and the unknown writer refers to himself as the brother of Hadric).

BC 294: Through the practice of secret rites, Hadric becomes a velya.

BC 289: In a quake of tremendous power, Colhador sinks into the sea. A large section of the sunken city falls into a large crevasse (modified X7). Hadric, in hiding for several years underwater, moves into the sunken city and begins to build up an army of undead, and he alters the ruins to his liking.

AC 1000: Possible date for the staging of X7.

Notes:

First, the genealogy is partially of my own creation. Several individuals are described in X7 as being the son of a certain ruler. For example, no direct link between Ythim and Saloc - I extrapolated this to make a consistent line of succession.

Second, X7 contradicts itself. On page 26, the note describes Hadric as the son of Kordic, yet page 28 says he is the son of Hador. I decided that the reference to being the son of Hador might have been to confuse people - while the reference in the note would have been correct - it was written by his brother. 

Ylaruam

Ylaruam (Emirates of)
Location: North of Thyatis, West of Rockhome and Darokin, South of Soderfjord.
Area: 54,180 sq. mi. (121,905 km2)
Population: 230,000 (believed to have dropped to 210,000 by the end of their civil war, but is as yet unconfirmed).
Languages: Ylari (also known as Alasiyan).
Coinage: Dinar (gp), dirham (sp), and fal (cp).
Taxes: 10% sales tax. Also a monthly head tax according to social rank (peasants 1 cp, townsfolk and nomads 1 sp, merchants 1 gp, nobles 10 gp). Foreigners used to pay double the monthly head tax.
Government Type: Monarchy.
Industries: Textiles, horse breeding, mining, marble quarrying, glassmaking, and the cultivation of dates.
Important Figures: Hassam "the True" Al-Kalim (Sultan, human, male, F9)
Flora and Fauna: Horse, camels and cattle are by far the most common animals found, followed by sheep and goats. In the wilderness of the desert, djinn, chimeras, dragons, undead, giant lizards, sphinxes, and manscorpions are all rumoured to be present. Fiends [AD&D: tanar'ri] are also in abundance at the moment.
Further Reading: GAZ2 - The Emirates of Ylaruam, AC1010 - Poor Wizard's Almanac to AC1012 - Poor Wizard's Almanac 3, and Joshuan's Almanac.

Description: by Favonius Viator 

' 

The religious fanatics known as the Ylari have closed all borders to those they consider unbelievers and infidels. This means anyone who is now a Ylari. Despite this, I believe I can give a semi-accurate, although brief description of their land and can probably guess as to the current philosophies that are being upheld in their society.

The Land

The emirates are a harsh and inhospitable land, mostly sandy deserts and rocky barrens. The Ylari manage to make a living in the few fertile lands near the various oasis that can be found within their border.

Prior to their civil war, Ylaruam was composed of six emirates, namely Abbashan, Alasiya, Dythestenia, Makistan, Nicostenia, and Nithia. Whether any of these dominions are still around is unknown to outsiders. Perhaps the new Sultan, Hassam "the True" Al-Kalim, has kept them, or perhaps he has removed all former Emirs and replaced them with new ones more loyal to his claim of the throne.

There are two major oasis found in the desert. The first is where the city of Ylaruam has been built. Prior to the war, Ylaruam was the capital of the nation, although rumours claim that Hassam has moved his court to Abbashan. Abbashan is of course the site of the second major oasis.

The People

Ylari are a strange people who preach peace and politeness to others, yet can't accept foreigners or their customs among them. Also, many are warriors who constantly raid other tribes, an act they find admirable despite their constant attempts to unite themselves. Their uncooperative behaviours marks them for the barbarians they truly are.

All are devout followers of the True Way, the philosophies given to them by their Immortal, Al-Kalim. Any who do not worship Al-Kalim are considered infidels, a crime now punishable by death within their borders. Even worse than being an infidel is being a mage, at least according to the Ylari.

Although warriors are the heroes of the land, scholars are also well respected (just more proof to their cultural contradictions). Storytellers are also popular among them, and many a foreign bard has made a fortune travelling the Emirates - before being cast out, that is.

Recent History

In AC 1014 the World Games were held in the city of Ylaruam, who was at the time a member of the Western Defence League. That is when most Ylari had their first encounter with outsiders, and they did not like what they saw. What exactly offended them is beyond me, but it was enough to spark a civil war which overthrew Sultan Mohammed Al-Kalim. The civil war lasted most of the year, with the Kin faction finally claiming victory and executing the former Sultan. Since then, all non-Ylari have been evicted from their nation and to be see within their borders is punishable by death.

This year, vague rumours still filter back to Thyatis. The Sultan has apparently moved his court to the city of Abbashan and replaced a few of the Emirs. Stories also claim that fiends are running rampant in the desert, destroying entire tribes of Ylari. The Legion believes that these fiends spilled over from the events in the Hardanger Mountains last year, but some claim there are too many to be the leftovers of the kobold summoning back in Soderfjord. Regardless of their source, the fiends have kept the Ylari forces from attacking Thyatis, and that is probably the best thing to happen to those fanatical religious barbarians in years.

Don't Miss

I really can't think of much to see or do within Ylaruam. Even if there was, there is not much of a chance of actually visiting the place. Ylaruam is a place that all non-Ylari should avoid as long as the Kin faction is in charge. 

Ylari Immortals before Al-Kalim
Hello,

Somehow I couldn't believe that Ylari didn't worship any Immortals before Al-Kalim (he's only been around for 100 years). So, I made a short list of possible Immortals whom the Ylari could have honoured. This also means that some of these Immortals are mightily p***ed off with Al-Kalim for 'stealing' their worshippers. Here's the list:

Ylari Immortals before Al-Kalim

Ashtiru (Asterius) - mover of the moon, protector of travellers and caravans. Not really opposed to Al-Kalim's takeover, since all merchants (and thieves) worship him indirectly anyway.

Al-Fakish (Alphaks) - lord of evil and violence; had human sacrifices. Not a widely followed Immortal, but he helped the Ylari against Alphatian oppressors. Bitter enemy of Al-Kalim; he still tries to influence the Emirates through his secret idol-worshippers.

Balsam (Chardastes) - patron of healing. The word 'balm' comes from his name. He is fairly neutral to Al-Kalim, since he wanted to devote his attention mostly to Traladara. His name is still sometimes invoked by wise women who heal illnesses.

Farath (Protius) - old man of the sea, lord of water. He was the patron of Al-Kalim. He was happy to allow Al-Kalim take over the Emirates, since he is only interested in the seas.

Hilawi (Halav) - patron of warfare. He protects the Ylari against monstrous enemies. He accepted Al-Kalim's takeover in good spirits, since he had a large follower base anyway, and wanted to give a novice Immortal a fair chance.

Jurwash (Zirchev) - patron of vegetation and desert creatures. He is neutral to Al-Kalim, since he's still worshipped by many intelligent desert creatures!

Qayjar (Kagyar) - patron of smiths and other craftsmen. Remains friendly with Al-Kalim, as dwarves and Ylari are allies.

Rushtam (Rathanos) - lord of flame and destruction. Honoured by efreet and Magian Fire Worshippers. Not exactly on the best of terms with Al-Kalim, but then again, only efreet and Ylari flame wizards ever worshipped him (and they still do).

Shams (Ixion) - father sun, banisher of darkness. Once again, his follower base is so large that he wasn't affected by loss of Ylaruam.

'Udnan (Odin) - lord of thunder, lightning, and winds. Many djinn Honor him. Again, he has a lot of followers, so no problem. 
Holy Slayers of Al-Kalim
This is a letter and a package of documents sent by Hajisa Mabharat, a Glantrian spy in the Emirates of Ylaruam, to Prince Urmahid Krinagar of Bramyra. Hajisa has not been heard from again.

"To my noble lord Krinagar, I, his most humble servant, send greetings. I have progressed well with your last assignment, infiltrating deep into Ylari society and discovering secrets untold. One such secret I present onto you now, my lord. It is a collection of writings set on parchment, which detail a society so secret, so sinister, that even most Ylari wise men are unaware of its existence. My lord shall, of course, judge for himself the usefulness of such knowledge. The author of these documents is one Mahmud al-Nusri, a sage who mysteriously disappeared a few years ago. The information herein should be perused with caution, my lord, for al-Nusri was known to supply fiction where he could not explain the facts."

On the nature of the Khinjar al-Sahraa

In my researches I have discovered a society by the name of Khinjar al-Sahraa, or the Desert Dagger Brotherhood. The Brotherhood is a highly secretive society of men and women who fanatically follow the teachings of holy Al-Kalim. These hashishin strike from the shadows to slay those who would speak or act against the will of Al-Kalim or his clerics. It is important to note that these slayers are not the same as assassins of infidel lands, for they do not work for money, nor do they necessarily strike quietly. Indeed, these people work motivated only by their religious beliefs, and they oft perform their deeds in broad daylight, before a crowd of people. As they slay only those daring to oppose the Eternal Truth, their wrath is most often targeted at foreigners who somehow offend Al-Kalim. However, they are extremely fanatical, and it is often enough to utter a wrong word to earn the hashishin's anger.

On the Brotherhood's methods and techniques

The Desert Dagger is ever watchful for blasphemers all over the Emirates, and once such a one is detected, their punishment is swift and merciless. From the lowly beggar, to the mightiest emir, none are safe from their far-reaching hands.

The hashishin, as said above, often perform their slayings in public, as this not only dissuades others from repeating the target's mistakes, but also ensures the slayer's place in Paradise through martyrdom (for the slayer is most likely captured and kills himself). The slayers often wear white caftans, sometimes also a red sash and turban (this attire is common enough so that a person wearing those clothes doesn't necessarily belong to the Brotherhood). Female slayers (and even some males) often wear veils, out of devoutness and for concealing their features.

Some more skilful and high-ranking hashishin can also slay in secret, for they are judged too valuable to the Brotherhood to be captured. Of course, the most skilful ones can slay in public and still get away. Sometimes it is also necessary to slay covertly if the target is otherwise well guarded.

Slayers'' preferred assassination weapon is the jambiya, a curving dagger. If they intend to challenge a foe to honourable combat, they carry a scimitar (yes, they sometimes challenge an enemy openly, if he is a native Ylari who has demonstrated honour in the past). The Brotherhood generally frowns on the use of poison, as it is considered cowardly and dishonourable. The slayers also use some unique magical items, especially those aiding in disguise and stealth.

The slayers greatly rely on achieving surprise in performing the slaying. This is another reason why they often kill in public, for it is easier to creep up on a victim in a throng of people than on an empty street. The hashishin are quite skilful in concealing their weapons, so the target has no clue of anything until the dagger is in his guts.

As has been said before, the holy slayers are fanatical in their pursuit of their target, and they never give up until either they or their target is dead. If the need arises, the slayer may infiltrate the target's organisation or circle of friends, sometimes spending months or even years trying to get into the victim's confidence. It may come as a great surprise to the target when a long-time friend plunges a dagger into his heart. The slayer will relentlessly pursue his victim into foreign lands, if need be.

The slayers'' targets are quite varied. They are the people who for some reason have spoken or acted against the teachings of Al-Kalim. This most often means foreigners, especially clerics of other Immortals who come to Ylaruam as missionaries seeking to spread the word of their faith. The slayers do not usually kill insignificant offenders such as lowly peasants who merely utter a subconscious curse. However, should such a peasant start bad-mouthing Al-Kalim at every turn, he is sure to be marked for death. The Brotherhood also reserves a particular hatred for mages, whom they consider greatest infidels, and will sometimes try to slay them even without any offence. Magian Fire Worshippers are the Brotherhood's mortal enemies.

On the organisation of the Desert Dagger

The leader of the Desert Dagger is a mysterious figure known as the Grandfather and the Shadow Sultan. Little is known about him, except that his power over the hashishin is absolute.

Below the Grandfather are the da'is, who are among the most powerful slayers. They seldom kill, for their job is to control and co-ordinate the actions of lesser Brothers.

The next layer are the rafiqs, who are skilful slayers overseeing a particular city. They may take a job if success is vital.

The fedayeen (sing. fidai) are the active members, who actually perform most slayings. The lowest members are the lasiqs, or novices, who have just joined and are still "on probation".

All slayers are required to take a vow of secrecy upon joining the Brotherhood. They never reveal anything about their organisation, which adds to the terror of their targets since there is little information available. After taking the vow, the slayer is magically marked by the Grandfather's efreeti to signify his membership. Every slayer wears a special ring which further ensures the silence: should any slayer try to reveal any information about the Brotherhood, or attempt to remove the ring (even under magical influence), it will teleport the wearer into the dungeons of the Brotherhood's fortress, where the efreeti will be waiting to torture the traitor (the ring works only for marked members).

The Brotherhood's fortress is located somewhere in a secluded valley in Altan Tepes (on Ylaruam's side). It is heavily protected by magic and illusions (cast by the efreeti), and many slayers guard it. There are also some allied clerics of Al-Kalim, but no mages, of course. The Grandfather lives here and never leaves. His da'is are also found here for the most part.

When time comes to slay, the Grandfather passes on the command to the appropriate rafiq through his da'is. The rafiq then either does the job himself or selects a lesser slayer who is fit for it. For less important slayings, the Grandfather's command is not required, and it may originate with a da'is or a rafiq. Fedayeen may even act on their own if they are absolutely sure of their cause.

When a slayer receives "the call", it comes from his rafiq, usually at night. The rafiq speaks a code phrase and tells the time and place for a meeting (the phrase is different in different cities and at different times, but the slayer always knows it beforehand). At the meeting, when he is sure of privacy, the rafiq explains the assignment to the slayer, and usually changes the code phrase for the next assignment. The slayer is then free to plan and execute the assassination however he sees fit.

As it is, the holy slayers are disliked in Ylaruam, since most normal people consider murder in the name of Al-Kalim to be contrary to the Immortal's teachings. Should the Kin Faction come into power, I fear for the Emirates, as surely the hashishin would be praised as heroes.

Game notes

1.Jambiya''s stats are the same as a daggers, except it does 1d4+1 damage, weighs 20 cn and cannot be thrown. A scimitar's stats are the same as a normal sword's.

2.The DM should penalise the target's surprise roll depending on how well the slayer has concealed himself and his weapon.

3.A slayer has the same chance to conceal a small weapon as the Pick Pockets skill of a thief of the same level. Normal men have the same chance as a 1st-level thief.

4.The Grandfather's name is Hasan i-Sabbah, though this and his appearance are known only to a circle of most trusted lieutenants. Hasan is a level 36 thief of Lawful (LE) alignment. He is about 60 years old, and is so far the first Grandfather (since the Brotherhood existed only since about year 995 AC). Hasan's pet efreeti, Mahraban, is a cruel being who enjoys bullying and torture. He is fanatically loyal to the Brotherhood.

I have based this on the Everlasting, a holy slayer group in Al-Qadim campaign. For more information on the slayers, see Assassin Mountain, a wonderful supplement to that campaign. 
