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Introduction

The fantasy land of Tallslanta first appeared
on the gaming scene in 1987, with the pub-
lication of The Chronicles of Tallslanta. It
was a eccentric book, filled with the ram-
bling and disjointed accounts of an itinerant
wizard named Tamerlln, plus the fabulous il-
lustrations of artist P.D. Breeding-Black.

Since that time, eight further books have
been publlshed about the Tallslanta game.
At present, the list includes Tallslanta
Handbook, The Naturalist's Gulde to Ta-
lislanta, The Tallslanta Sorcerer's Guide,
and six volumes of the Cyclopedia Talls-
lanta. The series will continue to be devel-
oped in the coming years, as more volumes
of the Cyclopedia and related titles are add-
ed to the llne.

With the publication of so many books, we
have had the chance to gradually expand
upon the original description of Talislanta in
the Chronicles — in the Gazetteer from the
original Cyclopedia Tallslanta, in the race
descriptions from A Naturalist’s Gulde to
Tallslanta, in the arcane societies entries
from the Sorcerer’s Gulde, and in further
volumes of the Cyclopedia.

While the proliferation of new material
helped to define the Tallslantan milieu, it
also led to a certain degree of confusion.
With so many books available, it was be-
coming difficult to access information on a
given region or culture.

"Our solution has been to create The Talls-
lanta Worldbook - a single reference work
covering the entire world of Archaeus, from
the continent of Tallslanta to the Unknown
Lands. In it you'll find all of the geographic
information from the Chronicles, plus the
map references which appeared in the Gaz-
eteer section of the first Cyclopedia Talls~

lanta. This material has been completely re-
organized, revised, and updated to reflect
the most recent developments in the Cyclo-
pedia series. In order to facilltate the use of
this book as a world atlas, the accounts of
the wizard Tamerlln were excised, to be
compiled again at a later date.

The Tallslanta Worldbook also features all-
new entries covering the mysterious Un-
known Lands - the previously uncharted re-
gions which lay far beyond the continent of
Tallslanta. Here, you'll find information on
places which before were known only in leg-
end: the Lost Continent of Simbar, the mi-
raculous Flying Island of Alcedon, the de-
mon-haunted isle of Temesla, the dreaded
Midnight Realm, the wild continent of Altar-
us (mistakenly referred to on certain ancient
maps as Alhambra), and the lush green con-
tinent of Celadon.

Also presented are the various races and
cultures which inhabit the Unknown Lands.
These include the giant Drakken, the aquatic
Hydrans, the amphibious Batrachians, and
the Demon Hunters of Thanatus.

Finally, the Tallslanta Worldbook includes
over two dozen new city, regional, and con-
tinental maps. The regional and continental
maps were produced by P.D. Breeding-Black
— purportedly in collaboration with a certain
itinerant wizard, whose travels continue
even to the present day...

Hope you enjoy it —

Sincerely,
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Stephan’Michael Sechi
Creative Director
Bard Games




A Note from the Editor

How to use this book:

You won't find any rules in this book, for the
simple reason that we've placed them all in
another volume (the soon-to-be-published
Talislanta Guidebook will contain the third
edition of our rules). Instead, this book con-
tains background information which can be
used with the Talislanta game, or with any
other fantasy role-playing system.

If you haven’t played Talislanta before, then
you might start by borrowing a few races or
creatures from this book and adding them to
your existing fantasy campaign. That's per-
fectly all right with us — take as much as you
like (but if someone asks where you found
such great ideas, give us credit, OK?).

Later on, you may decide to bring your reg-
ular adventurers to Talislanta for a brief visit
— you might let them stumble through a
transdimensional gate, arrive on a dimen-
sion-spanning schooner, or have a magical
mishap propel them into a new world.

Suddenly, your players will find themselves
in a totally original fantasy world: a place
~ where there are no elves, no dwarves, and
nothing that’s ‘been described in anyone
else’s monster compendium. Having visited
Talislanta once, there's a good chance that
you and your players won’t want to leave.

In short, the Talislanta Worldbook gives
you the world of Archaeus (including the
continent of Talislanta) in a form that you
can use in a variety of ways. You can mine
this book for ideas to be used in your own
fantasy campaign world; you can use this
world as a setting for your favorite role-
playing rules-system; or you can combine
this book with the Talislanta Guidebook for
a complete, stand-alone game system.

Credit where credit is due:

The fantasy setting of Tallslanta could never
have been created without the inspiration of
several of the authors of the best in fantasy
literature. At the top of this list is Jack Vance,
to whom this book is dedicated — if we have
created even half the sense of wonder and
awe which his fantasy inspires, we will con-
sider ourselves successful.

Thanks are also due to the authors and art-
ists who have worked not just on this book,
but on the entire series to date: Joe Bouza,
P.D. Breeding-Black, Larry Dixon, Jan and
Rollin Ehlenfeldt, Rick Emond, Anthony Her-
ring, Tom Kane, Spencer Kipe, Barry Link,
Kevin Murphy, Anthony Pryor, Joel Roosa,
Sandra Santaro, Curtis Scott, Patty Sechi,
Craig Sheeley, Czeslaw Sornat, Ron Spencer,
Richard Thomas, Nathan Verrilli, Stewart
Wieck, and Victor Wren.

However, the largest debt of gratitude is due
to our faithful readers, those who have driv-
en us to continue to produce new Talislanta
products. Thanks from all of us for your sup-
port — we appreciate it.

And lastly, a note about Black Savant, the
Talislanta newsletter. If you'd like to find out
what's new with Bard Games and the Talis~
lanta game, or if you want to know what
other Gamemasters and players are doing in
their campaigns, then subscribe to Black Sa-
vant. For a free copy, send your name and
address to:

Black Savant
c/o Bard Games
P.O. Box 7729
Greenwich, CT 06836
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The World of Archaeus

Of the Thirteen Realities which comprise the Omni-
verse, the Prime Material Plane — known as Primus —
Is the one within which mortal lifeforms dwell. Of
the infinite number of worlds on this plane, this vol-
ume is concemed with only one: Archaeus.

Archaeus is a sphere, though few of its inhabitants
perceive this fact. Scholars know of nine celestial
objects which revolve around Archaeus, though a
tenth has sometimes been theorized. Two of these
are the twin suns of Archaeus, which rise and set in
unison. The larger of these is blood red in hue, and
is known as the Greater Sun. The smaller, a mass of
golden fire, is called the Lesser Sun.

Also in orbit around Archaeus are its seven moons,
each of which reigns in its full phase over one of the
49-day months of this world. These moons (and
months) are — purple Ardan, the moon of romantic
love; amber Drome, which is associated with pro-
tection and conjuration; crimson Jhang, whose light
shines kindly on hunters and warriors; blue Laeolis,
the Moon of Sorrow; green Phandir, sphere of mys-
tery and reputed to be a home of Destiny; silver Tali-
sandre, a capricious influence; and black Zar, an ally
of Death. Each of the seven months consists of seven
weeks, each of which has seven days.

There are two events of astrological significance
which occur yearly. The first is the Conjunction of
the Twin Suns, which happens on the last day of
Phandir — at noon on this day, one of the suns eclip-
ses the other for a period of up to an hour. Astrolo-
gers have proven unable to predict the length of the
eclipse or which sun will impose over the other for a
given year, making this celestial event of great in-
terest to gamblers and speculators.

The Septenarial Concordance is just as famed an oc-
currence, for during these two weeks the seven
moons of Archaeus remain in alignment. The Con-
junction of the Suns is a time of feasting and dancing
for many of the inhabitants of Archaeus, but the time
of the Concordance is considered to be ill-aspected.

The Continents

Of the several land masses of this world, one is of
more importance than the others. This is the conti-
nent of Talislanta, which has traditionally been the
seat of civilization and knowledge upon Archaeus. It
is inhabited by a fabulous array of intelligent races,
organized Into both civillzed nations and primitive
tribal-states. The chief nations are the Seven King-
doms, a peaceful coalition of disparate peoples; the
Quan Empire, a despotic realm which dominates the

eastern portion of the continent; and the rival lands
of Zandu and Aaman, two halves of the once-great
Phaedran Empire, which dissolved following the
Cult Wars of the first century, NA (New Age).

The inhabitants of this continent, known as the Talis-
lantans, have little knowledge of the actual state of
their world. To them, the other continents are lands
of legend; this lack of knowledge Is reinforced by
the difficulty of travel on and over the sea. Of the rac-
es of Talislanta, the only true sailing peoples — those
who deliberately cruise beyond sight of the shore —
are the Imrlans and the mysterious Parthenians. The
Sunra also once freely sailed the seas, before they
fell under the domination of the Quan.

The other continents of Archaeus, which constitute
the territories known to Talislantans as the Un-
known Lands, are:

Altarus, the flying Island which was thrust into the
skies during the cataclysm known as the Great Dis-
aster. Before the upheaval, this landmass was part of
the Sinking Land, in Talislanta.

Alcedon, a continent which has been ravaged by
continual warfare for untold thousands of years. It
has been confused by Talislantan scholars with the
mythical continent of Alhambra.

Celadon, a paradise where Nature (and the Green
Mandarin) rules supreme. The Dendrads who dwell
here appear to be plants by daylight, but in the night
take on the semblance of Men.

Draknar, the last refuge of a species of reptilian
giants which once ruled this world. Nearby is Bara-
tus, formerly the home of a race of fierce windship
pirates now thought to be extinct.

The Midnight Realm, which lies in the far north, is a
place of continual darkness. The chief inhabitants
are Night Demons, but the associated isle of Thana-
tus is the dwelling place of a race of devils.

Temesia, a volcanic and mist-hung continent, is pos-
sessed of an environment hostile to the other life-
forms which dwell on this world.

There may have been other continents and major is-
lands in the history of the world, but the only one
which survives in memory is Simbar, often called
the “Lost Continent.” This land broke nearly in two
and subsided beneath the waves at the time of the
Great Disaster, and now marks the shallows be-
tween the two eastern seas of Archaeus.




World History

Archaeus is an ancient world,littered with the ruins
of a succession of past ages. Modern Talislantan
scholars have divided the history of this archaic
world into the following periods:

THE TIME BEFORE TIME

Almost nothing is known of this lost epoch, when
time dawned on the world. The legends of Sursia
and Acimera may originate from this period, though
scholars remain uncertain as to this point. These two
warring civilizations reportedly ended in a terrible
holocaust, which some scholars believe was fol-
lowed by an age of ice.

The mystical beings known as the Ariane may also
have come to Archaeus at this time, migrating from
elsewhere in the Omniverse.

THE FORGOTTEN AGE

Tribes of primitive sub-men were extant during the
First Millennium of the Forgotten Age, and wan-
dered the barren ice plains of what is now known as
the continent of Talislanta. While foraging for suste-
nance, one of the clans chanced to stumble upon the
wreckage of a ship of some sort. Inside, they found
a crystal orb, within which were stored the secrets
of a lost and forgotten art — Magic.

Armed with their new-found knowledge, the sub-
men were able to protect themselves from the de-
predations of hostile races and beasts. Two great
settlements were founded, one in the territory
which is modern Aaman, and the second in ancient
Hadjistan (now in the Wilderlands of Zaran).

The Second Millennium was marked by the rapid
expansion of the Archaeans (as the evolving sub-
men now called themselves). They spread across
the Talislantan continent, driving out the other races
The giant Drakken were among their victims, leav-
ing behind such artifacts as the Watchstone, the
City of Kharakhan, and the tomb of the great dragon,
Orrix, whose mummified remains lie buried be-
neath the ruins of Four Nations.

By the Third Millennium, the Archaeans had esta-
blished an empire comprised of numerous city-
states, each ruled by a master magician. Among
these were Ashann, Aurantium, Elande, Erythria,
Farnir, the Four Nations, Jalaad, Kasraan, Numenia,
Osmar, Phandril, Sharna, Thanatus, and Xambria.

A single governing body ruled over this sorcerous
civilization — the Archaean Cabal, a group comprised
of representatives from each of the Archaean states.
The Cabal mediated disputes and enforced the First

Law, which prohibited direct conflict between magi-
cians. Otherwise, the citystates were allowed to
govern themseives as they pleased.

The Third Millennium was the Golden Age of the Ar-
chaeans, marked by fabulous achievements in the
arcane arts. The mages used magic to alter their
physical appearance, and to create new lifeforms of
their own design. They built floating cities, automa-
tons, and bridges of light. Sailing in their windships,
they explored new and uncharted lands, returning
with cargos of precious stones, exotic beasts, magi-
cal herbs, and artifacts from dead civilizations.

The Fourth Millennium saw the onset of the deca-
dence which eventually overcame the Archaeans.
Allowed to do as they pleased, the rulers of the city-
states became corrupted by greed and the desire for
power. The Archaean Cabal, preoccupied with its
own petty interests, failed to impose any meaningfui
restraint upon the member states.

The Elandar became elitists, regarding those who
lived on the ground as their inferiors. The Numeni-
ans, under the demagogue Solimorrion, became fa-
natical symbolators. The Necromancer-Kings of
Quaran consorted with devils and demons; the
Phandre became addicted to exotic stimulants and
hallucinogens; the Thane became morbid and reclu-
sive. The Erythrians and others created armies of
surrogates, and sent them into battle to resolve dis-
putes with rivals, or for their own amusement.

THE GREAT DISASTER

Most scholars of the New Age believe that The Great
Disaster was caused by the excessive use and gen-
eral misuse of magic. They speculate that this result-
ed in a weakening of the dimensional fabric, which
In turn allowed extradimensional entities to invade
Archaeus. Great upheavals followed, resulting in the
sinking of Simbar and the flight of Alcedon. Central
Talislanta became a wasteland, and the North Sea
drained away (becoming the modern Lost Sea).

THE AGE OF CONFUSION

An untold number of years passed, during which the
survivors of the Disaster began to establish new
settlements. None lasted for very long untii the es-
tablishment of the Phaedran Empire.

THE NEW AGE

The founding of the Citystate of Phaedra marked the
beginning of the current age — present time, in the
Talislanta game. It is now the year 600 N.A. The
Phaedran Empire has collapsed, but other civiliza-
tions have risen in its place.
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The Continent of Talislanta

Since the time of the Great Disaster, the inhabitants
of Archaeus have struggled to regain the degree of
civilization and enlightenment which their ances-
tors knew at the height of the Forgotten Age. No-
where has the climb from barbarism been more
successful than on the continent of Talislanta,
though even here the advances pale compared with
the achievements of the ancient Archaeans.

The Post-Disaster Age

Scholars of the New Age can only estimate the span
of time which passed between the onset of the Great
Disaster and the founding of the Cltystate of Phaedra
— the period known as the Age of Confusion. The Ar-
chaeans of the Forgotten Age either vanished dur-
ing the Disaster, devolved Into certain of the mod-
ern races, or fled elsewhere in the Omniverse...and
perhaps all three of these theories are correct.

Other survivors may have come from those races
which the Archaeans fashioned as their servants and
minions. Their descendants may include such warri-
or peoples as the Thralls, Kang, Araq, Shadinn, and
Ahazu; specialized races like the subterranean Vaj-
ra, the aquatic Sunra, the Yassan (born with twin op-
posable thumbs), and the metalic-skinned Parthenl-
ans; and possibly such servitor peoples as the
Ispaslans, Thaeclans, Bodor, Callldlans, Batreans,
Kasmir, the Green Men, Monads, and Thiasians.

Whether the modern, unspecialized races of Men
(the Cymrilians, Zandlr, Aamanlans, Phantaslans,
Quan, and so forth) are descended from Archaean
stock, or from the sub-men who inhabited the wll-
derlands even during the height of the Archaean
Age, is unknown. If the Archaean sub-race sur-
vived, its knowledge of magic certainly did not — the
Talislantans of the New Age have had to piece to-
‘gether their arcane lore from whatever incomplete
legends were passed on by their ancestors, and
from the scraps of information recorded on scrolls
and tablets from ancient times.

Modern history begins with the founding of Phae-
dra. Therefore, historians have knowledge of the-
many civilizations which rose and fell in the inter-
vening years since the Great Disaster. It is known
that the war-like Mazdaks (now extinct) ruled in the
East before the rise of the Quan. For a time, the Yas-
san Technomancers reigned over a modest king-
dom in the Sanctuary Mountains of modern Caran-
theum. The Mandalans had an advanced culture from
an early date, and the Ariane built the Maze-City of
Altan long before Phaedra arose.

The New Age

The Phaedran tribes, triumphant in their wars
against the Wildmen of the West, marked the begin-
ning of the current age with the founding of their
first citystate, Phaedra. What followed was an explo-
sion of culture and knowledge unparalleled in
known history. In little more than a century, the
Phaedran Empire matured into a complex array of
castes and factions, rediscovering along the way the
ancient arts of the Archaens.

But by the year 110 N.A., the Phaedran Empire lay in
fragments, disrupted bya series of religious con-
flicts called the Cult Wars. The fighting lasted for
four centuries, after which a truce was finally de-
clared; the modern descendants of the first New
Age empire are the rival states of Zandu and Aaman,
and the pirate stronghold of Gao-Din.

Quan and Carantheum. Meanwhile, two other civili-
zations were on the rise. In the East, the barbaric
Quan became the masters of the lands once held by
the Mazdaks, who brought about their own extinc-
tion through ceaseless warfare. Within a century,
the Quan ruled an empire mightier than Phaedra’s,
populated by the warrior Kang, the mining Vajra, the
seafaring Sunra, the mercantilist Ispasians, and the
philosophical Mandalans. Only the Mondre Khan
sub-men remained unconquered.

Meanwhile, the nomadic Dracartans stumbled upon
a cache of ancient tablets in the heart of the Red
Desert. The knowledge gained — supposedly a boon
from their reclusive god, jamba — gave the Kingdom
of Carantheum the secrets of thaumaturgy, includ-
ing the ability to create red iron from the sand which
surrounded them. They erected the Citystate of Dra-
carta in the central desert, which became a major
commercial center.

Developments in the North. In the frozen North-
lands of Talislanta, the Mirin tribes erected their first
cities, L'Lal and Rhin, under the direction of their
Snow Queen. Despite the pressures of a constant
war against the Ice Giants of Narandu, the Mirin
kingdom of L'Haan developed an advanced culture
based on the science of alchemy. Due to the cold
and its remoteness, however, L'Haan remained iso-
lated from the other Tallslantan states.

The gradual but irresistible advance of the Ice
Giants — a race which appeared in Tallslanta after the
Great Disaster, and which brought arctic cold with it
as it advanced to new territories — displaced other
clvllizations of the North. Farnir, one of the few Ar-
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chaean citystates to survive the Great Disaster in any
form, fell to the onslaught of the Giants. Another
northern race, the Ur, fled to the south. Conquering
the despicable Darklings and uniting with the avian
Stryx, the refugees founded the Kingdom of Urag.
Shortly thereafter, they began to ravage their new
land of its mineral resources.

The Union of the Seven Kingdoms. The rise and fall
of the Phaedran Empire had an effect far beyond its
own borders. Exiles, driven East by the early con-
quests and the later civil war, founded such diverse
nations as the Kingdoms of Vardune and Cymiril (in
the Seven Kingdoms), and the Wilderlands city-
states of Hadj, Maruk and Danuvia. The end of the
second century of the New Age brought with it a
threat which changed the course of Talislantan his-
tory — a unified Beastmen army, surging out of the
Plains of Golarin under the leadership of a brilliant
and- charismatic general, Tyranus.

In order to survive, seven of the western kingdoms
— Cymiril, citystate of the exile mages; Taz, kingdom
of the Thrall warriors; Sindar, the mesa homeland of
the dual-brained Sindarans; Vardune, the forest
kingdom founded by the Ardua; Durne, beneath
which live the subterranean Gnomekin; Kasmir,
kingdom of the money-lenders; and Astar, the
home of the peaceful Muses — were forced to coop-
erate in a defensive war. After their eventual
triumph, the military coalition became a political un-
ion known as the Seven Kingdoms.

The Seven Kingdoms might best be considered the
spiritual descendant of the Phaedran Empire, for it
has become the primary guardian of knowledge and
culture on the continent. Likewise, its Grand Army
and fleets of windships maintain the tradeways, al-
lowing commerce to prosper. Fortunately, the Intol-
erance of the ancient Phaedrans is replaced here
with a degree of cultural and religious tolerance sel-
dom matched elsewhere on the world of Archaeus.

The Death Cultists. For a time, the nations of Talislan-
ta appeared to have reached a political balance. The
Quan attacked and failed to conquer the barbarous
Harakin, and the Ur were repulsed by the Wildmen
of Yrmania. The only developments of note were the
alliance of the Ariane of Tamaranth with the Gryphs,
and the founding of the first settlements in Jhangara.

The fourth century of the New Age witnessed the
rise of another power: Rajanistan. The various sub-
races of Rajans — the Rajanin, Shadinn, Zagir, Ara-
mut, and the mongrel Vird —fled to the deserts of
southeastern Talislanta during the wars of the Maz-
dak Empire, but remained hostile and divided.

In the third century of the New Age, the Rajanin al-
lied with the Shadinn giants and brought the Zagir
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and Aramut tribes under their dominion, but the un-
ion was precarious at best — the subject tribes were
prone to revolt, and the Rajanin chieftains often
squabbled among themselves.

This changed in the year 390 N.A., when the necro-
mancer Urmaan rose to power among the Rajanin.
The Rajan leader had somehow learned the secrets
of the arcane art of Necromancy, and he taught the
magical rites to those who would follow him.

Urmaan treacherously attacked and conquered his
Shadinn allies, then led the united Rajan tribes in
the subjugation of Virdistan. After erecting the forti-
fied Holy City of irdan, the Necromancer decreed
one final attack: the conquest of Carantheum. When
the Rajans were repulsed, Urmaan vowed re-
venge...but the mage mysteriously disappeared
shortly afterward.

After the death of Urmaan, a cabal of Rajanin Necro-
mancers founded the Black Mystic Cult of Rajanistan
as a tool through which to rule the Rajan nation. The
cultists promoted a religion which worshiped
Death, and which taught a virulent form of fanatical
intolerance toward other races and deities. The na-
tion of Rajanistan is currently one of the greatest
threats to the stability of modern Talislanta.

Talislanta Today. Little has changed politically in the
two centuries since the founding of Rajanistan. The
balance of power seems to be proven by the record
of failed conquests — the defeat of an ice Giant ad-
vance at the hands of Ariane mystics, in 493 N.A_; the
failure of the Ur to conquer the Arimites in 553 N.A.;
and the defeat of imrian raiders by the Grand Army
of the Seven Kingdoms, in 570 N.A.

The Regions of Talislanta

Geographers divide the Talislantan landmass into
ten districts, each of which shares certain character-
istics or qualities. These regions are:

The Seven Kingdoms. This western nation, com-
posed of seven very different races and societies,
continues to thrive politically and commercially. The
Seven Kingdoms is a beacon to exiles and refugees
who appreciate its standards of tolerance, and its Ly-
ceum Arcanum Iis the foremost institute of the ar-
cane arts on the continent.

The Wilderlands of Zaran. Practically the opposite of
the Seven Kingdoms, this wilderness in central Ta-
lislanta Is an ungoverned district still blighted by the
effects of the Great Disaster. Ruins litter the sands
and wastes, where the Za bandits, Kharakhan
Giants, the Saurud, and other militant tribes raid car-
avans and one another for the goods needed to sur-
vive. The only outposts of civilization are the city-




states of Hadj, Danuvla and Maruk, and the trade for-
tresses (Akmir and Karfan) maintained by the Seven
Kingdoms.

The Western Lands. The states which formed out of
the self-destruction of ancient Phaedra, Aaman and
Zandu, are absolute opposites. The Aamanians are
Orthodoxist cultists, devoted to a strict worship of
the deity Aa, while the Zandir are ParadoxIsts, re-
sistant to any attempt to regiment their lives. Siiva-
nus, the home of the gypsy Sarlsta, is considered
somewhat of a wilderness preserve by the Sultan of
Zandu, but the northern woodlands of Werewood
are justly feared by ZandIlr and Aamanlan alike. The
Kingdom of Arim, nestled in the heights of the Onyx
Mountains, is a nation of miners held in thralldom by
the tyranny of the Revenant Cult, a secret society.

The Eastern Lands. The Quan Empire remains firmly
entrenched in the East, though experts disagree as
to whether it is poised to invade Carantheum or Raj-
anistan, or if the decadent Quan are about to be
ousted from power by one of their subject races. To
the south, the jungles of Chana are divided among
three strange and sinister tribes. in the north, the
cold-hearted Harakin remain unchallenged in their
desolate homeland. Somewhere in the northern
mountains lies the Temple of the Four Winds, from
which the Savants of Xanadas are said to document
the affairs of the continent.

The Desert Kingdoms. The nations which inhabit the
sandy wastes of central Tallslanta are bitter enemies.
Carantheum, which iles astride the trade route be-
tween the Quan Empire and the Seven Kingdoms, is
at the height of its commercial success. its fleets of
duneships patrol the deserts against the incursions
of the fanatic warriors of Rajanistan, which has never
retreated from its goal of subjugating the Red
Desert. Djaffa, a small desert nation of nomad tribes
(some of which are said to be bandit clans), remains
an ally of Carantheum.

The Northlands. The threat which dominates the
north lles within the Kingdom of Narandu; a frigld-
land ruled by the enigmatic ice King and his min-
ions, the ice Giants. Narandu's slow but inexorable
encroachment into neighboring territories, bring-
ing with it the onset of an arctic climate, remains a
threat to all Talislantans. The Mirin of L'Haan have
successfully resisted the Giants for centuries, but
alone they have no chance to reverse the tide. The
Wildmen of Yrmanla are too disorganized to stop
the arctic advance, while ancient Khazad lays in ruin,
uninhabited except by necrophages, scavengers,
and vermin.

The Central Regions. Urag, depleted by centuries of
despoliation by the Ur clans, is a barren land pollut-
ed with toxic wastes. Soon, the Ur must again try to
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expand into new territories, to replenish their de-
pleted stores of food and natural resources. Across
the Dead River Canyon live the Beastmen of the
Plains of Golarln, who have remained disunited
since their defeat in the Beast Wars centuries ago.
Tamaranth is a sylvan forestland, shared by the
winged Gryphs and the Ariane, a race possessed of
extraordinary mystical abilities. in the east, the
Shadow Realm and the Sinking Land are twin mys-
teries, one inhabited by shadowforms and the other
by mud-swimming Snipes; to the south lies the hos-
tile terrain of the Volcanic Hills, where dwell such
hostile races as Saurans, Raknids and Satada.

The Wild Coast. The southern coast of Tallslanta is a
tropical land where jungles and swamps predomi-
nate. The three western nations are differentiated
primarily by the races which dwell within them:
Jhangara is home to the primitive jhangaran tribes-
men; Mog is the land of the Mogroth, the slow-
moving sloth-beings who dredge the swamps for
amber; and the Dark Coast is the habitation of the
agricultural Green Men, the brutish Mud People,
and the fierce Ahazu tribesmen. Three islands are of
particular interest: Gao-Din, the Phaedran penal col-
ony which has become a pirate stronghold; Imria,
the home of the Imrlan slavers; and Batre, the isle
from which come some of Tallslanta’s most beautiful
women. in the east is Faradun, a nation where un-
scrupulous monopolists control the price of all trade
goods and services.

The Far Isles. The final geographical district of Talis-
lanta consists of two island chains, on opposite
sides of the continent. The Crescent islands, in the
east, include the homelands of the Mangar Corsairs,
the peaceful Sawila, and the Na-Ku cannibals. Adja-
cent to the end of the chain is Nefaratus, the mysteri-
ous island of the mages known only as the Black Sa-
vants. The Thaeclan islands are in the west, and are
inhabited by such races as the Parthenian seafarers,
and the cultured Thiaslans and Thaecians. South lles
the isolated isle of Phantas, where a flying castle of
Cabal Maglcus bears witness to the lost arts of the
Archaean sorcerers.

Traveling in Talislanta

Those desiring to journey from place to place on this
continent must take into account not only the fea-
tures of terrain, but the motives of those who inhabit
the land as well.

Ground Travel. Four primary roadways link the conti-
nent from east to west. in the West, the Phaedran
Causeway runs throughout Zandu and Aaman; it Is in
disrepair, but caravans still manage to use it. Zandir
traders often leave the causeway in Zanth and head
along the trails into Arim, rather than cross the bor-
der into Aaman.
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At Vashay of Vardune, the Phaedran Causeway
meets one of the six tendrils of the Seven Roads
which link the Seven Kingdoms. These highways
link Cymrll to each of the other capitals in the nation,
and are well maintained and constantly patrolled.

The Wilderlands Road, a relic of the Forgotten Age,
winds east from Kasmir of the Seven Kingdoms, and
continues across the wastes and deserts until it cli-
maxes at Hadran of the Quan Empire. This route is
amazingly well preserved given its age, but not
even the Seven Kingdoms' outposts can keep the
highway clear of marauders and bandits.

At Hadran, the traveler encounters the Emperor’s
Road, which is the longest highway in Tallslanta. The
roadway nearly circles the Quan Empire, ranging
from the jungled Wildlands of the south to the Vaj-
ran Hills, and as far east as the Citystate of Ispasla.

Two other routes are worthy of brief mention. The
dry canyon of the Dead River, which runs from the
Lost Sea almost to Faradun, is popular with certain
caravan masters. Ramps at Nankar, Kasmir and the
Dracartan Bridge allow wagons to exit the sheer-
walled ravine. Lastly, there is the Maruk Road, a
northern extension of the ancient Wilderlands Road.
Unfortunately, few are interested in traveling to this
place, which is believed to be cursed.

Daring travelers should note two interesting options
when traveling overland. The duneships of the Dra-
cartans sail the desert sands on red-iron runners,
and the schooners and sleds of the Mirin perform a
similar feat on ice utilizing runners of adamant.

Water Transport. Two waterways are extensively
used for transport by the Talislantans. One of these
is the River Shan, which is a convenient arterial for
trade within the Quan Empire. The other is the Axis
River, which is traversed by Imrlan slavers bound to
Arim, and Zandir merchants eager to bypass Aaman.

Most Tallslantans exhibit a superstitious fear of the
open sea — only the Imrlans, the Sunra, and the
Parthenlans willingly sail beyond sight of shore. The
Aamanlans are strictly limited by their religious be-
liefs from sailing far from their homeland. Among
the few merchant fleets in operation are the coast-
hugging ships belonging to the Farad, the Zandir,
and the Quan. Preying on the coastal trade routes
are Imrlan slavers, Mangar Corsalrs, and the
Rogues of Gao-Din.

Air Travel. The unique technology possessed by the
Cymrilians and the Phantasians allows them to oper-
ate fleets of windshlps, capable of levitating and
catching the wind in their sails. Passenger flights
operate regularly out of Cymril, but the ships are
seldom on schedule. The fragile windships are sub-
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ject to frequent breakdowns, requiring costly re-
pairs. Nor is aerial travel free of danger, for the skies
above Tallslanta abound with avian predators.

Languages

The language spoken by most Talislantans is the
tongue called Talislan, which has two dialects: Low
Taiislan is spoken by commoners, while the ability
to speak the more flowery High Talislan marks one
as a person of elevated status, advanced education,
or extreme snobbishness.

In the East, the Quan language is the only tongue
permitted to be spoken in public. The Quan actually
“stole” the language from the Mazdaks, who ac-
quired it from even more ancient origins; it is inter-
esting to note that the Savants of Xanadas employ
Quan script to record their observations.

A universal language of hand gestures, known sim-
ply as Sign, is used by the primitive tribes of Talis-
lanta to communicate with one another. Unusual var-
jants are used by the Monads and by the Black
Savants of Nefaratus.

Two dead languages are in common use by certain
factions. Western scholars write their manuscripts
in the Phaedran language and script, valuing tradi-
tion above practicality. Similarly, the Archaean
tongue is employed by Talislantan mages when
casting magic or inscribing spells.

The following languages are also employed in cer-
tain portions of the continent: Ahazu, the Ancient
Tongue (spoken by dragons), Avian (spoken by the
Gryphs), Bodorian (a musical tongue), Chanan
(spoken by the Witchmen, Manra, Nagra, Batreans,
and Sawila), the Elder Tongue (used by the Ariane
and the Mirin), the secret language of plants (spok-
en by the Green Men), Amphibian (spoken by the
Mud People and Imrians), Nomadic (spoken by the
Djaffir and Dracartans), Northron (tongue of the Ur,
Darklings and Stryx), Rajanin, Sarisa (the coded
tongue of the Sarista), Sauran, Sea Nomad (used by
the folk of Oceanus, the Mangar Corsairs, and the
Rogues of Gao-Din), Sylvan (the language of the
Whisps), Thaeclan (an elegant language preferred
by poets and authors), and Xambrian.

Currency

The standard coin of Talislanta is the gold lumen, but
other coinage is in circulation: Adamants (rare and
valuable Mirin coins), Coppers (from Aaman), Cres-
cents (half-moon golden coins of Zandir), Emperors
(minted by the Quan), Pentacles (the golden coins of
Cymrll), and Pyramids (the red-iron coins of Caran-
theum). When traveling to a distant land, bring lu-
mens, as they are accepted nearly everywhere.
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THE SEVEN KINGDOMS

The City of Cymiril, capital of the Seven Kingdoms

The Seven Kingdoms may not lie at the geographi-
cal center of the continent, but that doesn’t stop it
from being the heart of civilization on Talislanta. The
freedoms enshrined by this commonwealth of semi-
autonomous states attract all kinds of people, from
curious visitors to eager immigrants.

Established during the New Age by the descendants
of various peoples displaced by the Great Disaster,
the territories now designated as the Seven King-
doms were once separate nations, each ruled by its
own king and distrustful of the others. It took a near-
ly fatal threat from outside — the invasion of the
Beastmen (at the close of the second century N.A.) —
to unite the disparate societies.

Today, the Seven Kingdoms is ruled by the Council
of Kings. which is composed of the rulers of the sep-
arate states. Each kingdom has its own national col-
or, and retains all the customs and traditions pecu-
liar to its inhabitants. The Seven Roads link the
capitals, and are a vital east-west link for the trade
caravans of Talislanta.
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A superb national army of mercenaries, small but
well-trained, guarantees the liberty of the common-
wealth. The Grand Army comprises seven regiments
and a fleet of windships, plus barge-fort squadrons
on the Axis River. A separate organization, known as
the Legion of the Borderlands, mans three vital out-
posts on the fringes of the Wilderlands.

The land ranges from the rocky, desert wastes of
Sindar and Kasmir to the dense forests of Astar and
Vardune; from the tropical jungles and swamps of
Taz to the lightly-wooded open country of Cymril.
The Axis River forms the western border, keeping
the Aamanians at bay. The waterless Dead River can-
yon performs the same function in the east, discou-
raging the raids of bandits and Beastmen. The moun-
tains of southern Urag, and the dense swamps and
mountains along the borders with Mog and jhan-
gara, likewise provide protection on those frontiers.

The seven member-states of this unique confedera-
tion are: Astar, Cymril, Durne, Kasmir, Sindar, Taz,
and Vardune.




|| The Kingdom of Cymril

“First among equals” within the Seven Kingdoms,
the Kingdom of Cymril is a rich land ruled by the de-
scendants of an ancient race of magicians.

Sweeping hills and light forest dominate much of
the Cymrilian countryside, which is largely uninhab-
ited. The greatest part of the population lives in the
enchanting City of Cymril, a metropolis of convolut-
ed spires and archways constructed almost entirely
of green glass. The city is divided into six districts
("hextants”) around a hub of scenic parklands.

Cymrll is the continent’s leading supplier of magical
wares, and of such commodities as amberglass and
aquavit. Being at the nexus of the Seven Roads
means that caravans from many lands pass through
here.

The kingdom is also the center of Talislanta’s wind-
ship industry. The secrets behind the construction of
levitationals and gossamer sails are carefully guard-
ed by the powerful Windship Guild. The Air Men of
Cymril man the sky fleets, and have a reputation for
adventurous derring-do.

The city is also known for the Lyceum Arcanum, Tal-
islanta’s foremost institute of magic. Here the Cym-
rilian magicians learn their arts, creating wondrous
potions, powders and other magical adjuncts.

The Cymrrilians

Three different peoples dwell in the kingdom, all
descended from the Phandre — a race of wizards and
mages exiled long ago from the now-defunct Phae-
dran Empire (located where Aaman and Zandu now
rule).

The Koresians are the dominant sub-race, and are
also known as “Cymirilians.” Tall and slender, they
have pale green skin and hair, with golden eyes and
placid features. They have few prejudices regarding
fashion — all types of exotic apparel are in vogue,
though their mages continue to favor the high-
collared cloaks worn by their ancient ancestors.

Once the ruling class among the Phandre, the Tana-
sians comprise Cymril's other sub-race. They
proved disloyal during the Beast Wars, and many
were exiled into the woodlands. The few Tanasians
who remain in the citystate are regarded with some
suspicion, but are respected for their mastery of the
more obscure of the arcane arts.
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Cymrilian magicians

The third Phandre sub-race left the citystate long
ago, protesting against the discriminatory practices
of the Wizard King — both the Koresians and Tana-
sians have skin of pale-green hue, while the Phare-
sians are of a darker lime-green shade. They are
now nomadic peddiers, traveling the continent but
regarding the woodlands of Cymril as their home.

Customs

All Cymrilians are enamored of magic in any of its
myriad forms. Most citizens own a lesser talisman or
two, and there is a brisk trade in minor charms, elix-
irs and potions. There is always a market for en-
chanted items and magical tomes in Cymril, particu-
larly those of ancient origin.

Though practicing magicians make up less than
one-tenth of the populace, the ruler of Cymril is al-
ways a mage. Usually the most capable of Cymiril’s
speli-casters, the Wizard King is elected by popular
vote, and serves a term of three years.

Once each year, the city of Cymril hosts the Magical
Fair, a colorful two-week spectacle attended by folk
from all across Talislanta. The magical competitions
are especially fascinating to view (from a safe dis-
tance, that is.)
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The City of Cymril

Every adventurer worthy of the name visits Cymril at least
once in his lifetime. The fabulous city of convoluted spires,
geodesic domes and arched promenades is uniquely, uni-
formly green — chiefly crafted from blocks, slabs and beams
of translucent green crystal. Those structures which aren’t
constructed from crystal are at least lacquered green. The
building materials are brought from Cymril's mines in Fara-
dun, on the shores of the Sea of Glass. For reasons which
should be self evident, it is illegal to throw stones anywhere
within the boundaries of the city proper.

Citizens customarily attire themselves in raiment colored to
complement the city’s hue: lemon yellow, sea green, lime,
canary yellow, aquamarine, saffron, or vermillion.

1. City Outskirts

Surrounding the city are many small farms, vineyards, and
country estates. Most of these are owned by Green Ardua,
who work the land with exceptional skill. The fruits of their
labors are transported by wagon to Cymril, though a small
percentage of the crop is sold at roadside stands.

Thrall Warriors mounted on mangonel lizards patrol the
roads leading to Cymril. Pharesian peddlers, bandits,
troupes of Bodor Musicians, Djaffir merchant caravans, Sa-
rista gypsies, and the occasional lone itinerant wizard may
also be encountered along these thoroughfares.

2. Sentinel Stations

Each of these one-story structures houses a contingent of
20 mercenaries (predominantly Thralls) from the city’s Le-
gion, armed with greatswords, heavy crossbows, and
garde. Mangonel lizards are stabled outside, a provision in-
tended to discourage wandering bandits and predatory
woodland beasts.

Patrols from the inner city check in at these stations on a
regular basis, keeping the sentinels appraised of security
concerns. It is a mistake to underestimate the capabilities
of these forces: the Thralls stationed here are all experi-
enced veterans.

3a. Cymrll Park

This attractive garden is landscaped with crystalline
shrubs, trees and flowers, all fashioned of colored glass.
Walking paths paved with green-glass tiles lead to a central
commons. Here stands a crystal statue of Pharos, the first
Wizard King of Cymril, whose extensive writings on magic
are preserved at the Lyceum Arcanum (see below).

3b. Durne Park

Built to resemble an underground cavern, this enclosed
area is complete with scenic grottos, and gardens where
amber crystals are grown. An amber statue of Sabo Orabio,
the Gnomeking who led his people to victory over the Dark-
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ling hordes of Urag, stands here. Phosphorescent fungi illu-
minate the cavern-park, lending a definite Durnean ambi-
ence to the surroundings.

3c. Astar Park

A sylvan preserve replete with fields of rainbow-hued wild-
flowers, copses. of willowood, and a pond which is a scaled-
down version of Lake Zephyr, the Astar Park is one of the
most peaceful sites in the city. In the middle of the lake is
an island, upon which stands a statue fashioned of laven-
der-blue stone and hung with garlands of blossoms. The
statue depicts a Muse; possibly Twysk, a remowned maker
of gossamer harps in ancient times, though the Muses claim
not to recall precisely.

3d. Kasmir Park

Sweeping dunes of yellow-gold sand serve to represent the
arid land of Kasmir. Within a windowless stone tower at the
center of this area is a gold-plated statue of Abn Kadan, ac-
knowledged as the wealthiest merchant in Kasmir history.
At the peak of his power, Abn Kadan is said to have owned
four-fifths of the gold in Kasmir. Regrettably, the tower is al-
most always kept under lock and key — a measure intended
to keep thieves from stripping the statue of its gold plating.

3e. Sindar Park

In this unusual setting, built to resemble the wind-worn me-
sas and rock spires of Sindar, stands a 14-foot basalt stat-
ue of Nadir Saluu. An esteemed collector, he is credited as
the inventor of the complex game known as Trivarian, the
favored pastime of the Sindarans. The Nadir’s fabulous col-
lection of ancient artifacts is considered a national treasure
of Sindar, and is periodically on display at the nearby Mu-
seum of Antiquities.

3f. Taz Park

Overgrown with tangled vines, fronds and dendrons, this
park is designed to resemble the wild junglelands of Taz.
The landscape is quite authentic, if perhaps a trifle over-
done - the inclusion of poisonous serpents, man-eating
plants, and other hazards indigenous to Taz, while popular
with visiting Thralls, may give less-adventurous tourists
cause to consider avoiding this particular attraction. Some-
wherae in the interior is a lacquered iron statue of Zar, great-
est of all the Thrall military heroes, who freed his people
from the Imrian conquest.

3g. Vardune Park

These splendid terraced gardens, through which visitors
pass on elevated walkways fashioned of woven vines, shel-
ter myriad forms of plant life. In the central garden stands a
towering statue made from a single, living viridia plant,
which has been tended constantly by Green Ardua for sev-
eral centuries. The statue depicts Viridian, the great magi-
cian who created the viridia hybrid, which is the national
plant of Vardune.
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4. Consulate

This large two-story structure has quarters and offices for
ambassadors from each of the Seven Kingdoms. Separate
tacilities for visiting dignitaries and their entourages are
also available. Sentinels patrol the grounds regularly. The
current representatives of each of the Seven Kingdoms are:

* Astar: Moonseed (2nd Level), but she threatens to
leave in a few weeks

« Cymril: Corolian (19th Level ), a merchant-mage who
has voyaged the continent

* Durne: Ebo Aban(22nd Level ), a wounded veteran
who saved the Gnomeking from a Darkling
ambush

« Kasmir: Hassan il Dune (17th Level), an aged counse-
lor to the King of Kasmir

« Sindar: Nared Motas (19th Level), the famed Peace-
keeper and collector of Snipe shells

* Taz: Rann (14th Level), one of the rare Thralls who
has survived to reach old age

*Vardune: Ki-Kya (21st Level), a senior member of the

Great Council of Vardune

5. Hall of Records

The offices of Cymril's tax collectors, assessors, and relat-
ed functionaries are found here, as are all records pertain-
ing to tariffs, trade duties, real estate holdings, registra-
tions to practice magic, and so on.

Profile: Avir K’'Ya

Green Ardua Administrator, 9th Level

Head Archivist at the Hall of Records, Avir is very old - his
once-green plumage has faded to yellow. He tries to accom-
modate every request for information, but is often swamped
with work. Avir is hard of hearing, so it is advisable to speak
loudly when addressing inquiries to him.

6. Court of the Seven Kingdoms

Seven judges (one from each of the Seven Kingdoms) pre-
side over this court, which handles disputes arising be-
tween the member nations. Criminal and civil cases of im-
portance are referred from one of the lower courts
(numbering 49 in all - seven for each kingdom).

7. College of Law

A university and guildhouse for arbitrators and legislators,
legal representatives from across the Seven Kingdoms and
beyond are available here for hire at costs of 100 gold lu-
mens per day or more. Sindaran litigators, due to their
unique mental faculties, usually command fees of up to
twice the standard rate.

Profile: Uru Nadar

Sindaran Litigator,16th Level

Renowned as the most skillful litigator in all of the Seven
Kingdoms, Uru's fees are commensurate with his reputation
- as high as 1,000 gold lumens per day. Some claim that his
obsession with artifacts from lost Khazad is extreme, even
for a Sindaran.
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8. City Gaol

One of the city’s few stone structures, the gaol serves as a
place of incarceration for felons, miscreants and other un-
desirables. Heavily-armed Thralls are employed as guards,

.with Kasmir Trapsmiths acting as gaolers.

All locks used here are of Kasmir make, each device having
between two and eight separate locking mechanisms. Maxi-
mum security facilities are available to house spell-casters
and members of those races requiring special attention. By
Talislantan standards, these facilities are deemed quite tol-
erable. Still, conditions in the subterranean levels leave
something to be desired.

Profile: Ibn Asheel

Kasmir Trapsmith, 7th Level

A shriveled Kasmir barely four feet in height, Ibn Asheel is
the head gaoler. He is said to be scrupulously honest, and
cannot be bribed. Attached to his beltby a chain is a great
key-ring which holds the keys to every cell in the City Gaol.

9. Citadel

A fortified installation with facilities for over a thousand mer-
cenaries (chiefly Thralls and Blue Ardua) as well as a Cymril-
ian Warrior-Mage troop, the Citadel serves as the barracks,
armory and training camp for Cymiril's private Legion.

Profile: Varn

Thrall Warrior, 14th Level

As Commander of the Watch, Varn is in charge of coordinat-
ing security for the citystate. He is a veteran officer of the
Legion of the Eastern Borderlands, and is not one to be
trifled with. Varn bears a +3 True Sword, a ritual greatsword
that outwardly appears ordinary, but is of great worth to a
Thrall.

10. Sentinel Stations

Each of these two-story outposts is manned by a mixed
contingent of heavy and light infantry, typically 20 in num-
ber, and a pair of Cymrilian Warrior-Mages. Platoons of five
sentinels patrol their designated areas in four-hour shifts. If
a platoon fails to report on time, alarm gongs sound and ad-
ditional units respond.

11. Palace of the Wizard King

This is the dwelling place of Rabian, the current Wizard King
of Cymril, who lives here with his family and a retinue of ad-
visors. He is guarded day and night by a personal guard of
elite Thrall warriors and Cymrilian Warrior-Mages, all attired
in ceremonial battle armor. The palace is splendid rather
than ostentatious, featuring a large banquet hall, canopied
terraces, scalloped balconies, a solarium, a library, and pri-
vate chambers of varying size and utility.

Profile: Rabian

Cymilian Magician, 28th Level

Rabian is an aging Cymirilian with a long beard, and emerald-
green skin and hair. He is a benevolent ruler, though per-
haps a bit addle-brained as a result of excessive indulgence
in Phantasian dream essence, a weakness of his.




12. Council of Kings

This is the great hall of the Seven Kings, who gather here
once every month (seven weeks, in Talislantan chronology)
to rule on issues pertaining to the Seven Kingdoms. Facili-
ties for each of the kings and their entourages are con-
tained in an adjoining structure. At present, the Seven
Kings are:

» Astar: Starshine, a male Muse (but his term of office
is only seven weeks, or until he grows bored)

» Cymril: The Wizard King, Rabian (see above)

* Durne: The Gnomeking, Anio Orabio, a direct de-
scendant of the famed Sabo Orabio

» Kasmir: The King of Kasmir, Naji al Aran, younger
brother of the Patriarch of House Aran

« Sindar: The Nadir Absolute, Ezarud, a proud daughter
of the ta Benit clan of Nadir

» Taz: The Warrior King, Marr, a 50-year veteran of
the Grand Army

*Vardune: The River King, K'Yan, a Blue Ardua warrior

13. Cymrll Bazaar

This open-air market is where merchants from across the
continent come to offer their wares. Numerous types of
goods are available in the shops and stalls, including
seeds, plants and viridian linen from Vardune; weapons and
armor from Taz; gossamer and intricate musical instruments
from Astar; amber crystals and precious stones from Durne;
locks, fetters, and trap mechanisms from Kasmir; alchemi-
cals and skoryx from Sindar; magical paraphernalia and
aquavit from Cymril; and much more. Travelers are advised
to keep an eye out for unscrupulous charlatans, who at-
tempt at every given opportunity to foist inefficacious reme-
dies and tonics upon gullible wayfarers. Dijaffir merchants,
selling beasts of various sorts, usually occupy the southern
sector of the bazaar. '

Profile: Darual the Morphoslte

Cymrilian Magician, 11th Level

An odd and eccentric individual, Darual is known for his hab-
it of magically altering his manner of dress, skin coloration,
and gender, as the mood suits him (hence the name, Darual
the Morphosite). He is a seller of exotic potions and charms,
and operates from a small booth festooned with gaudily-
colored silks and baubles. As strange as he may seem, Dar-
ual is quite friendly, and is a well-known figure both here and
at the Magical Fair.

14. The Emerald Pentacle

An unusual five-sided structure built of translucent green
crystal, furnished with tables and chairs of polished lemon-
yellow glass, the Emerald Pentacle is an inn and tavern ca-
tering primarily to travelers and magicians. Curtained
booths are available for those seeking privacy; a spacious
common room and outdoor terrace suit the needs of individ-
uals inclined to more sociable behavior. The accommoda-
tions are first-rate in all respects, and the prices reasona-
ble. House specialties include steamed rock urchin in a
sauce of leeks and truffles, Zandir wine, and aquavit of the
first order.
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Profile: Atherlan

Cymrilian Magician, 20th Level (retired)

Atherian is the proprietor of the Emerald Pentacle. He was
once a magician of some note, until an ill-advised wager with

.a powerful Shaitan purportedly impelled him to change pro-

fessions. He wears a charm said to ward devils, hidden
somewhere on his person, and reportedly owns an interest-
ing collection of magical paraphernalia.

15. The Double-Edged Sword

This inn and tavern caters to mercenaries and men-at-arms,
especially Thralls. Hearty food and Tazian fire-ale served in
red-iron mugs are the house specialities. Sparsely fur-
nished rooms and ample stable facilities are available at
standard rates. A Zandir swordsman named Qefanque
tends bar, and an immense Monad named Ord delivers food
and drink to the patrons. Tazian combat (with garde) and
other contests of a martial nature are held here on a nightly
basis. All weapons except garde must be checked at the
door - a stipulation suggestive of the nature of the Double-
Edged Sword's typical clientele.

Profile: Gann

Thrall Warrior, 17th Level (retired)

A disabled Thrall Warrior, Gann is the owner of the Double-
Edged Sword. He is a veteran of many years’ service in the
Eastern Borderlands. Gann walks with a limp, using an old
broadsword as a cane. He refuses to discuss how he came
by the injury, but those who know say it had nothing to do
with his military service. Embittered by his experiences, the
old warrior does little but sit and drink.

16. The River Inn

Catering exclusively to Blue and Green Ardua, this inn is
furnished with tables, lounges, hammocks, and elevated
walkways fashioned of woven vines. The fare (seeds and
pods, fermented vinesap, and giant waterbugs broiled in a
savory swamp-sauce) and accommodations (tiered tree-
dwellings situated behind the tavern) are likely to hold little
appeal to non-Ardua. A stream flowing through the common
room helps sustain the viridia-plant decor and adds a touch
of authentic Vardune atmosphere. Prices are one-fourth
higher than standard rates.

Profile: Cha-Chlk

Green Ardua Horticulturist, Sth Level

The proprietor of the River Inn grows hybrid plants as a hob-
by, and has an extensive knowledge of Talislantan flora.
She is aided by an enchanted and fully mobile Bombo Tree.

17. Sindar Pavilion

An inn and tavern catering mainly to Sindarans, though also
frequented by scholars, antiquarians, and curio dealers, the
decor here is in the Sindaran style: open-walled, with dia-
phanous curtains dyed in oranges and deep browns, and
furnishings of smoothly polished hardwood or stone. In the
central common room Sindarans play Trivarian, a game in-
comprehensible to single-brained beings. Wagering is often
brisk, the players being stimulated by rainbow-hued skoryx
served in spheres of frosted crystal.




A collection of one sort or another is usually on display (the
demented Sadaan’s compilation of skulls and necromantic
regalia always draws a sizable crowd). Aspiring thieves
would do well to consider other prey — the Sindarans ward
their money satchels with clever devices, and are excep-
tionally vigilant with regard to their treasured collections. A
further concern is Sadaan, who is always in the market for
skulls, bones, and other morbid collectibles. The inn’s pric-
es are average.

Profile: Kahutan

Sindaran Collector, 15th Level

The owner of the Sindaran Pavilion is known for his collec-
tion of antique jewelry, much of which dates back to the For-
gotten Age. The Sindaran often appears in public ornament-
ed with priceless rings and bracelets, seemingly oblivious to
his danger. Kahutan is also a Trivarian player of some note
(he is a Nadir of the Fourteenth Degree). He considers him-
self a guardian of sorts for a Sindra named Sadaan, who col-
lects necromantic adjuncts.

18. Astar Gardens

This nympharium and pleasuredrome was built to resemble
the sylvan glades and scenic woodland vistas of Astar. An
admittance fee of 100 gold lumens is charged at the en-
trance. Customers are allowed to partake of succulent fruits
and vials of blossom nectar, engage in dalliances or roman-
tic confluxes, and experience the myriad raptures of Muse
culture, as they desire. Entertainment is provided by male
and female Muses, who use their telempathic powers to pro-
ject panoramas of color and sound for the benefit of their
clientele (and according to their whims).

Profile: Amarylis

Muse Esthesian, 18th Level

This beautiful, nymph-like creature with lavender-blue skin
and hair is both amorous and exttic, but like all Muses
seems somewhat distant and aloof to outsiders. Amarylis
speaks fluent Low Talislan, and loves to mimic the voices
and accents of others. She is watched over by her two small
friends, Mig and Scag, a mated pair of Wood Whisps who
constantly cause trouble in the market by stealing small
fruits and sips of nectar.

19. The Caravansary

A sprawling tent-complex serving as an inn and tavern, the
Caravansary caters to travelers from the desert kingdoms
of Djaffa, Carantheum and Kasmir. The atmosphere is casu-
al — customers recline on silken cushions, and are attended
to by veiled serving girls bearing trays of honeyed dates,
skewers of roasted meat, and palm wine. Silver cucurbits of
steaming-hot mochan, a dark and stimulating beverage pop-
ular throughout the Desert Kingdoms, are imported directly
from Djaffa after each year’s harvest.

The tents contain three large common rooms, numerous
small suites, and a half dozen baths. Outside are extensive
facilities for the stabling of beasts, with additional areas for
wagons and drays. Farad merchants enter the Caravansary
at their own risk. Prices are slightly above average.
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Profile: Nabu Al Abas

Dracartan Navigator, 26th Level (retired)

This retired land-barge captain now acts as proprietor of the
Caravansary. In his day, he sailed the desert sands of Djaf-

.fa and Carantheum, even skirting the borders of the Quan

Empire. Like most Dracartans, he is somewhat sedate.
Even so, Nabu-al is always eager to hear any news con-
cerning Rajan Assassins or renegade spiritforms, his two
private terrors.

20. Subterranean Market

In this underground market-place, run by the Kingdom of
Durne, Gnomekin merchants sell mushrooms and fungi,
fresh rock urchins, precious stones, low-grade magical
crystals, and other commodities. Wagons head to and from
the Subterranean City of Durne through the Underground
Highway, which has a surface entrance here. Gnomekin
fare — roots, koriana tubers, dried Zog and Boro fish, and
pungent Whitecap Mushroom ale — is available in the grotto
tavern, though moss-lined nooks serve as the only availa-
ble style of accommodation. Prices are below average in
most cases.

Profile: Ibo Azo

Gnomekin Crystalomancer, 12th Level

As coordinator of the Subterranean Market, Ibo Azo is
charged by the Gnomeking with setting fair prices for all
Gnomekin exports. He drives a hard bargain. Because of
his duties, Ibo has forced himself to become literate — a rare
achievement for a Gnomekin. The ability to read has opened
up the world of traditional magic to his study, and he has al-
ready mastered several non-crystalomantic spells. Ibo Azo
is currently working to construct Talislanta’s first crystalline
automaton.

21. Site of the Magical Fair

Situated directly above the Subterranean Market, this area
serves as a public park during all but two weeks out of the
year, when Cymril’s famous Magical Fair is held here. The
Fair offers an incredible variety of attractions: pageants,
exhibitions of magical virtuosity, windship races, and many
other challenges, oddities and amusements. Especially
popular are the numerous small booths and stalls, which of-
fer for sale all manner of magical and alchemical appurte-
nances — potions, powders, phylacteries, philtres, medi-
cants, tonics, dusts, and exotic fragrances. Small magical
boats sail in the moat which surrounds the grounds, and the
waters are stocked with colorful fish and mollusks. The Fair
is attended by folk from all across the continent, and is an
event of paramount importance to the merchants of Cymril.

Profile: Celene

Cymrilian Enchantress, 12th Level

Known for her skillful illusions, subtle charms and placid de-
meanor, the Enchantress Celene serves as the Director of
the Magical Fair, responsible for the coordination of all
events and attractions. Permits for booths may be obtained
from her clerks at a cost of 100 gold lumens per day, sub-
ject to Celene’s final approval. Rumors hint at a romantic lia-
son between the enchantress and the Wizard King.




22. Museum of Antiquities

A monolithic structure over four centuries old, the Museum
of Antiquities contains rare artifacts, many of which date
back to the Forgotten Age. Included are exhibits on the an-
cient civilizations of Elande, Pompados, Sharna, Phandril,
Xambria, and others. There are rumors that a collection of
Quaranian artifacts is kept behind formidable magical wards
and locks. Of special interest to scholars and antiquarians
is an exhibit featuring relics of unknown origin and usage.

Profile: Modan

Sindaran Collector, 27th Level

An aged Sindaran serves as Curator of the Museum of Anti-
quities. He is sometimes available to appraise newly-
unearthed artifacts, and may be convinced to arrange fi-
nancing for archaeological expeditions organized by quali-
fied individuals. Initial fears that the Sindaran curator would
be unable to resist “borrowing” from the Museum to improve
his personal collection of artifacts pertaining to the Laby-
rinths of Sharna seem to have been foolish.

23. The Arcanum Society

This is a private club open only to members of the Arcanum
Society, who include many of the instructors at the Lyceum
Arcanum, as well as other scholars of the arcane arts, and a
number of prominent wizards and archimages of various
races and nationalities. Admission to the Society (as a
member or guest) is by invitation only. The club is said to
maintain an excellent library of magical and alchemical writ-
ings, plus a collection of rare and potent magical artifacts.
The structure is warded against thieves and intruders to
such an extent that mere proximity to the building can be
dangerous. The Society also sponsors an annual awards
ceremony that is the talk of the Seven Kingdoms.

Profile: Azradamus

Cymrilian Archimage, 43rd Level

Azradamus, the Chief Administrator of the Lyceum Arca-
num, also serves as head of the Arcanum Society. Over
200 years old, his powers may finally be on the wane, yet he
remains a magician of great personal force. Azradamus in-
terviews all prospective members, and testily insists that
only Phaedran (the dead language of a fallen empire) should
be spoken within the Society's halls.

24. The Lyceum Arcanum

This labyrinthine structure houses what is perhaps Talislan-
ta's foremost institute for the study of magic and alchemy
(the Academy of Thaumaturgy in Carantheum is also highly
rated, but its curriculum is less varied). Courses are availa-
ble at Apprentice, Initiate, Adept and Master levels, with
classes offered in such esoteric fields as magical scripts,
alchemical procedures (basic and advanced), rituals of
summoning, metaphysical doctrines, the concoction of
magical mixtures, interdimensional travel, the creation of
homonculi, and many more.

Tuition is 1,000 gold lumens per septemester (seven
weeks), or 100 gold lumens for Cymrilian citizens. Applica-
tion and placement exams are required prior to acceptance
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to the Lyceum. Failure to meet accepted standards is con-
sidered cause for suspension from advanced courses or, at
the dean’s option, expulsion from the school. The Lyceum
taculty presently consists of the following individuals:

Azradamus

Cymrilian Archimage, 46th Level

Chief Administrator, head of the Board of Directors, Profes-
sor Emeritus of Arcane Lore and Metaphysical Doctrines

Talmaj the Green

Cymrilian Magician, 30th Level

Assistant Director, Lyceum Treasurer, member of the Board
of Directors, Professor of Occult Sciences and Extra-
Dimensional Studies

Nymandre

Tanasian Wizard, 35th Level

Dean of Adepts, member of the Board of Directors, Profes-
sor of Extra-Dimensional Studies

Ebonarde

Tanasian Wizard, 33rd Level

Dean of Initiates, member of the Board of Directors, Profes-
sor of Metaphysics

Pandaran

Cymrilian Magician, 32nd Level :
Dean of Apprentices, member of the Board of Directors,
head of the Alchemy Department, Professor of Alchemy and
Mysticism

Abascar
Dracartan Thaumaturge, 36th Level
Head of the Thaumaturgy Department

Aib of Eiwan
Aamanian Archimage (expatriate), 34th Level
Associate Professor of Theosophy and Ethics

Callfax
Cymrilian Cryptomancer, 18th Level
Associate Professor of Cryptomancy and Linguistics

Cirelle
Thaecian Enchantress, 30th Level
Associate Professor of Enchantment

Merdigan the Miraculous
Zandir Wizard, 15th Level
Associate Professor of lllusions and Conjuration

Naryx of the Gloved Hand

Tanasian Necromancer, 23rd Level

Associate Professor of Primitive Magic and Necromantic
Studies

Nostros
Pharesian Sage, 32nd Level
Professor of Arcane Lore and Talislantan Culture




Omir of Kasir

Kasmir Wizard, 25th Level

Associate Professor of Constructs, Security Advisor to the
Lyceum

Pharian

Cymrilian Magician, 21st Level

Director of the Apprentice and Initiate Undergraduate Pro-
grams, Professor of Magical Academe

Qual the Phantasian
Phantasian Astromancer, 21st Level
Associate Professor of Astromancy

Skree Cha K'Ya
Green Ardua Botanomancer, 24th Level
Associate Professor of Botanomancy

Torann

Sindaran Alchemist, 26th Level

Archivist Emeritus, Associate Professor of Alchemy and
Antiquarian Lore

Zariste
Dhuna Warlock, 17th Level
Associate Professor of Magic and Witchcraft

25. The Library at Cymrll

This venerable institution is an adjunct of the Lyceum Arca-
num. The library contains over 20,000 tablets, scrolls and
volumes, many quite rare or even unique. The sections on
magic, alchemy, ancient history, geography, and languages
are especially well-regarded. It is not permissible to borrow
research materials except by special arrangement with the
Lyceum Arcanum.

Profile: Sophistes

Callidian Cryptomancer, 24th Level

The Head Archivist at the Library at Cymril is not particularly
sociable, but he is efficient and highly competent despite
his handicap — his tongue was removed by a vengeful Gnorl
Rhadomancer as punishment for revealing a stolen secret.
The Cryptomancer communicates with patrons by scribbling
with glitterchalk on a slate he wears slung around his neck.
Sophistes keeps a keen eye on all who enter the Library,
and is especially alert for thieves and vandals — it is said
that he keeps a captive Shaitan in a brass bottle hidden be-
neath the folds of his cloak.

26. Cymrll Magical Supply

Like the library, this establishment is an adjunct of the Ly-
ceum Arcanum. All sorts of magical and alchemical supplies
and paraphernalia are available here, including alchemical
apparatus, powdered plants and animals, crushed minerals,
crystal containers of various shapes and sizes, magical
inks and pigments, several varieties of parchment, and a
host of related materials. The more common types of magi-
cal and alchemical mixtures, many concocted by students
at the Lyceum, can also be obtained here. This shop buys
raw ingredients and magical apparatus only from licensed
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dealers — ever since the scandal concerning tainted Eu-
phorica (a mood enhancer and intoxicant) and the plague of
inebriated Harbinger Imps two years ago. Prices for goods
tend to be rather high due to the large local demand.

Profile: Dabn Nada

Kasmir Merchant, 5th Level

Dabn Nadaruns this establishment for the Lyceum. She re-
ceives a small percentage on everything that is sold here,
and has no patience for haggling, since it cuts into her com-
missions. Dabn is often the target of pranks and mischiefs
from the Lyceum'’s apprentices — Mung berries in her mo-
chan, cantrips that cause her ledgers to explode with silver-
sparkle when opened, and on one occasion, a baby dracon-
id that was ensorceled into following her wherever she went.
Her patience is growing thin.

27. The Alchemist’'s Wares

This small establishment offers powders, potions and mix-
tures of various sorts at close to average rates. The pro-
prietors purchase raw materials from independent sellers,
provided the quality of such wares is up to their standards.
Unknown mixtures are analyzed at a cost of ten gold lu-
mens. This is a very reputable establishment, known for fair
prices, honest dealing, and quality merchandise. It is also
the informal gathering place for the Sindaran alchemists
who dwell in Cymril.

Profile: Zured

Sindaran Alchemist, 15th Level

Zured is one of three brothers, the other two being Zohrn
and Zagrib. All are proficient alchemists, and are respected
by the diverse members of Cymril's magical and alchemical
communities for their efforts to expose the practitioners of
dark magic.

28. The Magic Sigll

One of the most colorful shops in the city, the Magic Sigil is
owned by a Rahastran wizard named Merdan. The shelves
lining the walls of this shop are laden with all manner of
strange objects: books, phials, curios, scrolls, statuary,
sarcophagi, urns, old clothing, jars filled with various ana-
tomical parts preserved in amber-colored fluids, crystals,
maps, chests, and a thousand other oddities. Merdan
makes no effort to catalogue his wares, nor does he care to
spend much time bargaining with customers. Pay the asking
price, and the object is yours: no guarantees or refunds.
Merdan is equally renowned as a buyer — no questions
asked, take his offer or leave it.

" Profile: Merdan

Rahastran Wizard, 27th Level

Known for his stories, some of which verge upon the fantas-
tic, Merdan claims to be no less than 411 years old, the sev-
enth son of the seventh son of the mad wizard Rodinn. His
cadaverous appearance and archaic style of dress would
seem to lend credence to the first claim. He owns a Zodar
deck but refuses to use it, claiming that the cards have
turned on him. Merdan loves to wager on Trivarian, and has
vowed to learn how to play it someday.




29. The Sanctum

Ostensibly a shop dealing in rare books and magical writ-
ings, the Sanctum bears a shadowy reputation as an estab-
lishment owned, operated, and frequented by black magi-
cians. It is widely believed that contraband substances and
stolen goods are bought and sold here.

Profile: Nocturnus

Farad Necromancer, 17th Level

An individual of dark and saturnine moods, not prone to idle
chatter, Nocturnus is the topic of much speculation among
his fellow shopkeepers. Some claim that he is a dealer in the
narcotic K'tallah, an agent of the sinister Rajans, or that he
has secret connections with the Witchmen of Chana. Few
dare to make such claims in his presence, however. The
Wizard King’s investigators have charged the Farad on sev-
eral occasions with the felonious importation of forbidden
substances, but have never been able to prove their case in
court. Nocturnus is reputed to own an ancient Sardonicus
named Quaz, whom he reportedly keeps in a sealed iron
vault.

30. The Four Winds Travel & Supply Co.

This run-down complex of buildings is owned by two part-
ners, a Cymrilian magician and a Phantasian dream mer-
chant. One structure houses facilities for the construction
and maintenance of windships; another is a warehouse for
the storage of various ship's components. There are sever-
al docks, including one reserved for windships coming in
from the mines on the Seaof Glass. An old watchtower, dat-
ing back to the time of the Beast Wars, houses a small,
dingy office. The Four Winds Travel and Supply Company
offers the following services: )

» Windship Leasing 2,000-12,000 gold lumens per
month
*» Docking 50 gold lumens per week
+Install levitationals 1,000+ gold lumens
» Windship Repair 10-40 gold lumens per day
*» Passage to —
Dracarta 5,100 gold lumens
Hadj 3,400 gold lumens
The Sea of Glass 3,500 gold lumens
Thaecia 4,300 gold lumens
Zanth 2,400 gold lumens

Ships depart monthly, though schedules tend to be erratic
at best. Accommodations vary in quality; when available,
first-class fares are generally double the standard rate.
Passage to other locales must be arranged privately — the
standard rate is 10 gold lumens per mile, plus a departure
fee and retainer of at least 500 gold lumens.

Profile: Corolian

Phantasian Dream Merchant, 9th Level (retired)

A middle-aged Phantasian with a scruff of white hair, spindly
legs, and a bit of a paunch, Corolian got into the windship
business several years ago. Since her Cymrilian partner
was reported missing following a crash, she has been some-
what depressed and has taken to drink.
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31. Cymril Glass Co.

Situated adjacent to the Four Winds Travel and Supply Com-
pany, this facility stores, cuts, polishes, and ships green
crystal mined and imported from the Sea of Glass. The
Glass Workers’ guildhall is located on the premises, and in-
cludes an interesting exhibit of items found entombed within
cut blocks of glass — presumably trapped since the forma-
tion of the Sea of Glass. Mining ships arrive and depart
monthly, off-loading and taking on cargo at the Four Winds’
docks. The owners are reluctant to hire mercenaries to pro-
tect their ships, saying that they'd rather lose a cargo than
be bled white by over-priced warriors.

Profile: Malnar

Cynrilian Artisan, 4th Level

The owner of the Cymiril Glass Company, which he inherited
from his father, Malnar is in his forties, heavy-set, with a
gruff temperament. He employs a work force of 40 Cymrilian
glassworkers, 10 Monad servitors, and two dozen experi-
enced Cymrilian Air Men to crew his two large cargo-carrying
windships. His quarters are decorated with green-glass
statuettes, all depicting the same sword-wielding female
warrior — Malnar claims to have sculpted the figures himself.
If asked, he says the woman is only imaginary, a figment
from recurring dreams the Cymrilian has experienced since
childhood.

32. The Four Winds Tavern

This tavern and inn caters primarily to Cymrilian Windpilots
and Air Men, though shipcrafters and glassworkers some-
times come here as well. Not surprisingly, their talk is large-
ly of windships, atmospheric conditions, and goings-on in
foreign lands. The establishment offers good food and drink
at nominal prices, overnight accommodations of adequate
quality, and private lounges where individuals with a surfeit
of wealth can enjoy a phial of Phantasian dream essence in
repose. It is sometimes possible to obtain the services of a
qualified windpilot or levitational engineer by inquiring on the
premises.

Profile: Arcturlan

Phantasian Astromancer, 7th Level

The proprietor of the Four Winds Tavern is an Astromancer
of some renown in Western Talislanta — at one time, he
served as an advisor to the Sultan of Zandu, and the Hiero-
phant of Aaman is said to have put a price on his head. Arc-
turian has traveled across the length and breadth of the
continent, and loves to regale customers with tales of his
travels, such as the time he smuggled a chest of gold out of
the Khadun's Tower in Rajanistan, or the night he spent with
an alluring Dhuna witch as a covert witness to the Rites of
Zar. Though somewhat past his prime, he remains an avid
ladies’ man.

33. Artisans’ District

Here are found numerous small shops, featuring gem-
smiths, ambersmiths, metalsmiths, weaponers, tanners,
glassblowers, makers of green dyes, jewelers, furniture
builders, potters, weavers, and so forth. The wares are rea-
sonably priced, and the merchandise is of good quality.




Profile: Melisanthe

Sawila Artificer, 16th Level -

Just one of the many artists who work in this part of the city,
Melisanthe is a weaver of gossamer tapestries — delicate
creations which often sell for over 1,000 gold lumens
apiece. Her works are said to have an unusual charm, and
children are especially enraptured by the scenes she
weaves. Young and attractive, she has many suitors, in-
cluding the Zandir painter Rochalle, the Cymrilian sculptor
Quast, and Kadath the Tanasian (who constantly sends Bo-
dor Musicians to serenade her).

34. Seraglio’s

An establishment dealing in exotic costumes of all types
and origins, Seraglio's is owned by a Zandir clothier of the
same name. Elaborate and fanciful costumes are for sale or
rental here, and custom-made apparel is available by ar-
rangement. Prices are high, but the quality of Seraglio’s
work is unmatched in the Seven Kingdoms.

Profile: Seragllo

Zandir Artificer (clothier), 18th Level

A foppish Zandir, Seraglio is about 40 years old and a bit out
of shape. He dresses in the most extravagant costumes,
and affects a somewhat snobbish attitude. Seraglio is al-
ways in step with the latest fashions, no matter how outra-
geous. He has no idea that among the relics in his shop are
several articles of clothing with dire sorcerous properties,
and the Zandir would be shocked to the core if he were
aware of the actions he takes nightly in his sleep.

35. The Key and Lock

This establishment specializes in the design, repair, instal-
lation, removal, and maintenance of intricate trap-
mechanisms. Also available here: keys made to order (10
gold lumens), custom locks (20 gold lumens and up), a lock-
opening service (25 gold lumens on site, 100+ if travel is re-
quired), plus such  unusual items as shackles and cages.
Prices are exorbitant, even for goods of such high quality.

Profile: Azin al Din

Kasmir Wizard, 22nd Level

The accomplished wizard and trapsmith is much in demand
among the wealthier magicians of Cymril, for whom he pro-
vides such security measures as are required to safeguard
their homes and possessions. Azin al Din is said to hoard a
veritable fortune in gold and gemstones, supposedly in a
vault hidden in the basement of his tower-shop. His only
child, Ibda al Din, has the talents of her father but not his
self-control — only by large, well-placed bribes has the Trap-
smith kept her from serving a sentence in the glass mines of
the Sea of Glass.

36. Wilderlands Outfitter

This immense warehouse and stable complex offers almost
anything which an aspiring traveler or caravan-master could
desire: trained beasts of many types, wagons, drays, rope,
tents, weaponry, armor, clothing, and even small punts and
skiffs. Prices are within reason; quality is good and some-
times excellent.
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Profile: Muharabi

Djaffir Merchant, 16th Level

Muharabi abandoned the nomadic lifestyle of his people and
settled in Cymril some years ago. He is regarded as a crafty
businessman, fair but firm in all his dealings. Muharabi con-
tinues to be on good terms with his tribesmen, who supply
him with the finest quality of merchandise. He is said to
keep a harem of no less than eleven wives, all of different
nations and exotic customs.

37. Talislantan Imports

This subsidiary of the Wilderlands Outfitter (see above)
deals in a wide variety of goods imported from across the
continent. Many types of commodities may be available at
any given time, depending upon supply and demand, and
might include: fumishings, fabrics, exotic hardwoods, spic-
es, scintilla, amber, gourmet delicacies, liquors, and curios
of various sorts. Yitek nomads come here to sell items un-
earthed from the numerous ruins which litter the Wilderlands
of Zaran. Prices are high (at least double standard rates),
and quality varies considerably.

Profile: Wanibl

Yitek Spiritsinger, 11th Level

The chief wife of Muharabi, who owns the Wilderlands Outfit-
ter, Wanibi serves as both the head of his household and
the mistress of his harem, as well as the proprietress of Tal-
islantan Imports. The other wives are said to fear her.

38. Tower of Coins

A windowless stone structure resembling a small fortress
serves as the office of the Kasmir money-lender Abn Qua.
Here one can exchange foreign currencies (for a 10% sur-
charge), deposit money or valuables for safekeeping (5%
fee per month), or apply for a loan (30% minimum interest).

Profile: Abn Qua

Kasmir Auditor, 10th Level

This Kasmir is fair in his dealings, but he has little patience
for those who do not make good on their loans. Abn Qua is
suspected of having hired the services of Arimite Reve-
nants and Jaka Manhunters to persuade debtors to pay up
promptly and in full.

39. Technomancer

This stall is run by a family of Technomancers which de-
signs, repairs, and maintains all sorts of mechanisms, de-
vices and conveyances. The quality of workmanship is su-
perior; fees begin at 10 gold lumens per hour, plus
materials.

Profile: Kwadinn

Yassan Technomancer, 15th Level

Kwadinn leaves the business in the hands of his spouse,
spending most of his time ruling Cymril's small Tek (clan) of
Yassan Technomancers. Hard-working and industrious, he
has gained favor with the Wizard King, whom he hopes to
persuade to grant lands for the settlement of his Displaced
race. All five of Kwadinn’s daughters work for him and bear
his name.




40. Temple of the Ten Thousand

Located opposite the Temple of Aa, this is not actually a
temple, but a lively tavern and brothel frequented by travel-
ing Paradoxists (chiefly from Zandu). Wine and spicy Zandir
dishes are available at fair prices. Entertainment is provided
by Bodor musicians, Thiasian dancers, and Zandir Charla-
tans.

Profile: Xanique

Zandir Courtesan, 11th Level

An aging courtesan manages this colorful tavern and broth-
el. Once lovely beyond compare, Xanique’'s fading beauty is
now necessarily enhanced by the use of magic. She be-
lieves in living for the here and now, and is a great favorite
of the many folk who patronize the Temple of the Ten Thou-
sand. Few realize she was once the pampered companion of
a now-deceased Exarch of Arim, nor that she knows se-
crets of the hidden passages of the palace in Ahrazahd.

41. Temple of Aa

An edifice dedicated to Aa the Omniscient, the stern patron
deity of Aaman, this structure is frequented mainly by mem-
bers of the Orthodoxist cult on pilgrimages to the East. Aa
has few followers in the Seven Kingdoms.

Profile: Aalm

Aamanian Archimage, 15th Level

A stern-faced Aamanian of middle years, Aalm's assign-
ment to Cymril brings him no joy ~ it is his belief that he is
surrounded by infidels, and that Cymiril is a city of sin. Still,
he obeys the dictates of the Hierophant unfailingly and with-
out question. Aalm is served by an Aamanian Warrior-Priest
named Aaslan (13th Level), who bears a shadowy reputa-
tion amongst the local citizenry as a witch hunter.

42. Temple of the Creator

The beneficent deity known as the Creator has a wide and
varied following, including many Cymrilians, Ardua and Sin-
darans. Services are held only twice per year, on special
holy days.

Profile: Bahal

Cynmrilian Priest, 12th Level

Tall, reserved, and introspective, aside from his priestly du-
ties Bahal is an avid scholar of metaphysics, and owns a
considerable collection of manuscripts on the subject.

43. Temple of Terra
This underground temple is dedicated to the Gnomekin’s pa-
tron deity, Terra the Earth Mother.

Profile: Abo Surabia

Gnomekin Priestess, 10th Level

The High Priestess of the Temple of Terra is compassionate
to the needs of all beings, and never turns away aperson in
need, regardless of the individual’s religious beliefs.

44. The Living Tapestry
The most intricate and colorful tattoos may be obtained here
at a cost of approximately 5 gold lumens per square inch.
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Profile: Dran

Thrall Warrior, 16th Level

This scarred, one-eyed Thrall specializes in the art of tat-
tooing. He can reproduce any design, and is an expertin the
tattoo art of the Thrall race. At a glance, Dran can decipher
the meaning and import of any Thrall tattoo. Though some-
what infirm, the old soldier can still wield a sword or club at
need — as many a drunken and unruly Air Man has learned to
his dismay.

45. Hireswords Exchange

The owners of this establishment act as agents for mercen-
aries and others for hire, arranging to lease them to interest-
ed parties on a temporary basis. Available in their current
portfolio are Arimite knife-fighters (100 gold lumens per
week), Za mercenaries (75 per week), Jhangaran scouts (50
per week), Saurud and Ahazu bodyguards (1,000 per
month; six-month minimum), Vajra engineers (300 per
week), Sunra mariners (200 per week), and such unusual
hirelings as Green Men symbiotes (250 per month), Manda-
lan savants (500 per month), and Batrean concubines
(1,200 per week, 200 per night). Mercenaries and trades-
men of all sorts visit here regularly, looking for work. Pri-
vately, there are those who claim that the proprietors also
sell slave contracts, a practice forbidden throughout the
Seven Kingdoms.

Profile: Matheus

Farad Procurer, 11th Level

This tall and imposing figure serves as the chief administra-
tor of the Hireswords Exchange. Matheus is impatient and
demanding - individuals who fail to meet his expectations
are summarily dismissed. He is neither well-liked nor greatly
trusted by those in his employ. This establishment is be-
lieved to be owned by Mendar, the Monopolist of Sard Island
and one of the wealthiest of all the Farad.

46. Cymril Mausoleum

A gigantic edifice of dark-green crystal, the mausoleum is
the final resting place of many Cymrilians. As was the fash-
ion among their Phandre ancestors, the Cymrilians inter
their dead in glass. Green crystal is the least expensive and
most popular material (2,000 gold lumens per sarcophagus,
the lighter and more translucent shades costing quite a bit
more), while amberglass is favored only by the very wealthy
(20,000 gold lumens). Encased in solid crystal, the depart-
ed are perfectly preserved, and may be viewed by untold fu-
ture generations of admirers and descendants.

Profile: Dismar

Cymrilian Mortician, 13th Level

A gaunt man with pale-green skin and ice-cold hands, Dis-
mar serves as the mausoleum'’s chief mortician. When ex-
tending his sympathies to the bereaved, he wears a mourn-
ful expression and attires himself in sombre black
garments. When not on duty, Dismar can be found at the
Temple of the Ten Thousand, pouring back glasses of green
wine and ogling the young courtesans.




The Kingdom of Astar

Astar is a land of sylvan glades, lakes and streams,
interspersed with fields of bright meadow blos-
soms. Here dwell the last of an ancient and enchant-
ing race of beings known as the Muses.

The Muses

Nymph-like creatures believed to be of magical ori-
gin, the Muses are the most beautiful of the man-
like races. Their bodies are slender and lithe, their
features delicate and exquisitely fashioned. They
dress in translucent gowns, shaded in hues comple-
menting the colors of their skin, hair and butterfly-
like wings: pastel blue, turquoise, violet and rose,
to name just a few.

Customs

The Muses of Astar are by nature flighty and irre-
sponsible. Most seem content to lay about, dream-
ing secret dreams, sipping the nectar of flowers, or
gazing at butterflies, birds, and Muses of the oppo-
site sex.

In actuality, Muses are natural telempaths, able to
communicate by means of thoughts and images. All
Muses possess this unusual ability, the range and
scope of which increase with practice. They can
sense the strong emotions of others, broadcast and
receive thoughts, project mental images, sense the
presence of living beings, and even influence oth-
ers’ emotions. As a consequence of their ability to
mind speak, Muses have come to regard common
speech as rude and unaesthetic.

The Muses live in small villages, seldom larger than
a half dozen elaborately-woven huts, scattered
throughout the length and breadth of their Enchant-
ed Grove. They possess a natural talent for all artistic

pursuits, but create only when struck by inspiration. -

Though some few of a curious bent become adven-
turers, most Muses are quite content to spend their
entire lives in Astar.

They don’t seem to have a government, at least not
in the sense that other societies do ~ the Muses
draw straws once each month to determine who
represents their nation at the Council of Kings in
Cymril. The holder of the short straw is crowned
king or queen, as the situation dictates. The national
color of Astar is azure, probably for no good reason,
but possibly in honor of nearby Lake Zephyr.

The Whisps

The other, sometimes forgotten residents of Astar
are the Wood Whisps. Diminutive creatures of ele-
mental power, they dwell with the Muses in the En-
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Muse enchantress and Wood Whisp guardian

chanted Grove. Their magical powers, shrewd natu-
ral cunning, and ability to fly keep them safe from
harm. They know all the secrets of the woods in
which they live, but seldom reveal their wisdom to
outsiders.

Mischievous and tormentive to others, the Whisps
actually serve as friends and guardians to the much
larger Muses — their “Big Friends.” Each Muse com-
mune is associated with a Whisp clan, and whenev-
er a Muse leaves the safety of Astar to venture into
the world, one or more Whisps accompany him.

Lake Zephyr

This scenic body of water is a favorite trysting place
of the Muses. Diaphanous-winged crystal moths,
Water Whisps, and many colorful species of avian
and aquatic creatures are common to the region, as
are less benign creatures such as skalanx.

On the far eastern banks of Lake Zephyr is a docking
facility, comprised of a number of ornate wooden
barges tethered together and moored to the shore.
Here, Dracartan merchants come to trade sweet
crystalline powders and Thaecian nectar to the Mus-
es. In return, they are allowed to take drinking wa-
ter. Thaumaturgists transmute the liquid into solid
form, load the ten-foot-square blocks onto their
wagons, then begin the long trip by caravan and
land barge to the Red Desert and Carantheum.




The Kingdom of Durne

Durne is a land of grassy knolls, gently rising hills,
and sparse woodlands. There are no rivers, and few
lakes. The only visible “settlements” are the timber
watchtowers of the Seven Kingdoms' Grand Army,
and a rude military encampment on the banks of the
Axis River.

The Forest of Ironwood occupies the western por-
tion of the kingdom. The steel-grey ironwood trees
are much favored for use in heavy construction,
since the wood is nearly as tough and resistant to
damage as black iron. Only the presence of mala-
thrope and shathane above ground, and giant land
kra in the subterranean ways beneath, deter those
who would exploit this resource.

Given the lack of any sign of habitation, the casual
traveler might be surprised to discover that this land
does not lie unclaimed — rather, its possessors
merely dwell below ground.

The Gnomekin

A race of diminutive man-like beings, the Gnome-
kin average just over three feet in height. They have
nut-brown complexions, muscular bodies, and
wide-eyed, cherubic features. Both the males and
females have a crest of soft black fur running from
the center of the forehead to the small of the back.
Despite their small size, the Gnomekin of Durne are
quite strong, and are as agile and sure-footed as
mountain goats. Their language sounds much like
the purring of cats.

Customs

Gnomekin are a warm and friendly folk, possessed
of an almost childlike innocence. Their families are
close-knit, and often quite large; it is not uncommon
for a Gnomekin couple to have a dozen or more off-

spring.

The earth goddess Terra is revered by the Gnome-
kin as their benefactor. They are not much for dog-
mas and formal ceremonies. Simple worship and
prayer services are conducted in sacred caverns by
the female priestesses of the Great Mother.

Durne is ruled by a hereditary monarch known as
the Gnomeking. He is responsible for seeing that
fair prices are received for the goods produced by
his people, which are delivered on the Under-
ground Highway to Cymril once each month. Addi-
tionally, the Gnomeking is commander-in-chief of
the country's small but feisty army, the Fellowship.
The cooperative nature of the Gnomekin keeps po-
litical strife to a minimum. The national color of
Durne is brown, the favored color of Terra.

27

Gnomekin Crystalomancer

The Subterranean City of Durne

Capital of Durne of the Seven Kingdoms, the Subter-
ranean City of Durne lies some 200 feet below
ground. The settlement consists of numerous moss-
lined cave dwellings (called nooks), connected by a
complex network of tunnels and underground lakes
and streams. Large caverns are used for the growing
of mushrooms and tubers, while the lakes serve as
hatcheries for several species of subterranean fish
and mollusks. The Gnomekin also grow crystals,
which are useful in the making of scrying devices
and Cymrilian amberglass.

Tunnelrock

The only entrance to the Subterranean City is
through a craggy mound of stone known as Tunnel-
rock, honeycombed with winding passageways and
tunnels. The Gnomekin fashioned the elaborate net-
work of passages, an unknown number of which
lead to their underground city 50 miles to the south-
west. The rest terminate in deadfalls, bottomless
shafts and cul-de-sacs. The purpose of the maze is
to baffle unwanted intruders seeking access to the
Gnomekin capital. Without the benefit of a map or
Gnomekin guide, it is practically impossible for out-
siders to find their way through Tunnelrock.




The Kingdom of Kasmir

An arid region, Kasmir is bordered to the south by
the Jaspar Mountains and to the east by the Wilder-
lands of Zaran. It is a harsh land, uninhabited save
for a few hardy species of reptilians, desert palms,
and the folk who dwell here.

The Kasmir

Short and lean, the Kasmir have odd-looking, shriv-
eled features, and skin the color of weathered ma-
hogany. They dress in hooded cloaks, loose robes
and sandals, and exhibit a suspicious attitude toward
outsiders.

The Kasmir are a wealthy people, though how they
acquired their fortune is unknown; some say they
were once partners of the Dijaffir. Whatever their
history, the Kasmir are renowned throughout the
continent as misers, and as crafty negotiators.

Customs

Money-lending is the business of the kingdom. Kas-
mir money-lenders and auditors are unexcelled in
their craft. They finance caravans, deal in large quan-
tities of trade goods, and lend money to fund ven-
tures of many different sorts (typically at somewhat
high rates).

The Kasmir are also known for their wizards, who
turn their arcane skills toward the construction of
the most ingenious and elaborate locks and security
devices.

The society of the desert dwellers revolves around
the Old Families. Each clan is led by a Patriarch, who
coordinates the activities of his extended family
through strict control of the clan’s purse strings.

The ruler of the Kasmir, known simply as the King of
Kasmir, holds his job only as long as the Patriarchs
feel he effectively represents their best interests.
Should he fail to live up to their expectations, the
King is beheaded and a new ruler chosen. For this
reason, the position of king is one which few Kasmir
aspire to, despite the high pay and numerous per-
quisites. The national color of Kasmir is purple, an
elegant hue popular among all the people of this
land.

The money-lenders do not condescend to perform
manual labor, preferring to hire foreign laborers for
such tasks. Maruk, free Monads and Arimites are the
chief immigrants, but individuals from almost every
land are drawn here to seek work. The other for-
eigners commonly seen in the kingdom are the
Thrall mercenaries who comprise Kasmir's army.
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Kasmir Trapsmith

The City of Kasmir

The capital of Kasmir is the City of Kasmir, an impor-
tant center for commercial and financial ventures of
all sorts. The Kasmir work and live in windowless
stone towers, intended to safeguard their consider-
able stores of wealth. Their servants live in shacks
outside the city.

Built on the ruins of a forgotten citystate, the City of
Kasmir long ago outgrew its ancient walls. but the
Patriarchs refuse to spend money to erect new, larg-
er fortifications. Instead, the Kasmir crowd them-
selves ever more tightly within the same space. The
streets are little more than alleys, running in every
direction and at every angle.

Kasir

West of the capital lies the wealthy Kasmir settle-
ment of Kasir, notable for its wizards, who are con-
sidered unsurpassed in skill. They are no doubt
aware of their reputation as trapsmiths, which is evi-
denced by the exorbitant fees which the mages
charge for their services (a minimum of 100 gold Ilu-
mens per day, plus expenses).

Kasir is also a regular stopping point for caravans
traveling the Seven Roads.




The Kingdom of Sindar

This is a land of towering mesas, suspended arches,
and other strange configurations of time-worn
stone, bordered to the east by the barren canyons of
the Dead River. Sindar is rich in minerals — including
copper, tin and silver, plus an abundance of quartz
crystal, marble, basalt, and certain semi-precious
stones. Underwater springs and geysers provide a
plentiful supply of water for the beings which inhab-
it this land: hostile satada, land kra, and the strange
race known as the Sindarans.

The Sindarans

A race of dual-encephalons (meaning: double-
brained) of unknown origin, the Sindarans bear little
resemblance to any other man-like species native to
the continent. They stand over seven feet in height,
emaciated in build, with wrinkled, sandy-colored
skin. All Sindarans have a row of horn-like nodules
running from the crown of the head to the back of
the neck, and a curved spur of cartilage protruding
from beneath the chin.

Customs

The people of Sindar are renowned as collectors,
antiquities being especially favored by these folk. To
finance their collections, Sindarans concoct various
types of alchemical mixtures, which they export for
sale in Cymril. The rationale for the Sindarans’ inter-
est in collecting is not known, though some suspect
that by doing so they hope to solve some mystery, or
perhaps to unearth lost secrets of the Forgotten
Age.

When not preoccupied with their collections, Sinda-
rans enjoy playing Trivarian, a complex game which
the single-brained races find incomprehensible.
The game is something of a national obsession, sec-
ond only to collecting. The drinking of Skoryx, a po-
tent liquor of ever-shifting taste sensations, is also a
favored Sindaran pastime.

The Sindarans live in mesa-top communes com-
posed of elegant tiered structures, each built
around a structure of carved stone blocks and hard-
woods imported from Vardune and Taz. Gossamer
curtains, dyed various shades of orange and burnt
umber, serve as the walls of the Sindarans’ pavi-
lions. Blowing gracefully in the warm breezes, the
curtains provide a measure of privacy while retain-
ing a feeling of wide-open spaces.

Communication between Sindaran communes is
possible by means of large reflective crystals,
mounted on tripods and used to flash coded mes-
sages from one-outpost to the next. At night, giant
lanterns provide light to signal by.
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The ruler of Sindar, called the Nadir Absolute, is the
country’s most skilled Trivarian player. Every third
year, a five-day Tournament is held to determine the
best player in the land, who also assumes the ruler-
ship of the kingdom upon receiving his champion-
ship. The national color is orange.

The Cities

The largest Sindaran settlement, Nankar is the capi-
tal of Sindar. The city extends for two and a half miles
across the flat crown of Nankar Mesa, and is a mag-
net attracting merchants and scholars with an inter-
est in alchemy. Nearby stands the ancient Nankar
Bridge, spanning the Dead River chasm but seem-
ingly leading nowhere except the wastes of the Wil-
derlands.

The second major city of Sindar is Nadir, home of the
kingdom’s foremost Trivarian players (known as
“nadirs”). Built atop a mound of stone 200 feet in
height, the settlement is favored for its cool breezes
and splendid view. A natural geyser provides abun-
dant water.

Sahar is little more than an outpost, famed only for
the moonstones found in the nearby canyons. Unfor-
tunately, chasm vipers, satada and the fearsome
opteryx also dwell among the ravines.

I



The Kingdom of Taz

Taz Is a land of thick jungle, bordered to the south by
the low ranges of the Cinnabar Mountains. Virulent
species of plants and animals — such as mantrap, ala-
tus, aramatus and bog devils — haunt this region.

The kingdom's western border is the Axis River, a
very wide but shallow river which can be safely navi-
gated only by flat-bottomed skiffs, barges and the
like. The sluggish waters can be difficult in spots,
due to the presence of sandbars, snags, and — less
commonly — giant river kra.

The Thralls

A hybrid race created long ago by the sorcerers of
some ancient and forgotten kingdom, the Thralls of
Taz were once required to serve as an army of slave
warriors. The entire race Is tall and muscular, hair-
less and devoid of pigmentation. Thralls are distin-
guishable only by gender; otherwise, they all look
exactly alike.

Customs

In defiance of their racial similarity, Thralls decorate
their bodies from head to toe with elaborate tattoos,
thereby attaining some degree of individuality.

Bred for combat, most Thralls desire no other life
than that of a soldier. Many serve as protectors of the
Seven Kingdoms, serving in the Grand Army or the
various individual kingdom armies; other Thralls
work as sentinels, caravan guards, and bodyguards.

The basic unit of Thrall society is the tribe, led by a
chieftain and various officers of war. Each village is a
fortified camp, with log palisades, warehouses for
supplies, and communal barracks. Narrow trails link
the villages — the only paved road in the kingdom is
the highway leading to Cymril. '

The Thralls are ruled by an individual known as the

Warrior King (or Queen, as the case may be). The

position Is open to challenge by duel once every
year during the Tournament of Challenges, the win-
ner of the fierce competition becoming the next rul-
er of Taz. The national color of the kingdom is a
blood-red shade of crimson.

The Fortress of Tor

A fortified communal complex, Tor serves as the
capital of Taz. Situated in the midst of the jungle, the
city consists of a number of squat, rectangular struc-
tures built of stone blocks, surrounded by two thick
walls and a defensive network of interconnected
towers. Mangonel lizards, greymanes and marsh
striders are maintained in stables for military use.
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Targ Swamp

A sodden marshland overgrown with mosses and
trailing vines, Targ Swamp is located in the southern
jungles of Taz. The bog is a favorite hunting ground
for Thralls of the nearby settlements, who come
here to sharpen their combat skills against bog dev-
ils, swamp demons and batranc, all of which are
found here in large numbers. Individuals less ena-
mored of such forms of “sport” tend to avoid Targ
Swamp.

The Thrall community of Targ lies on the western
fringes of the swamp. Like most Tazlan settlements,
the city comprises a number of simple stone dwell-
ings set within a walled enclosure. The local Thralls
bear tattoos which are predominantly yellow and
green in color.

Trang

Located in the eastern jungles on the border with
Astar, the city of Trang is built on a hilltop which con-
tains a rare entrance to the Underground Highway.
Individuals hailing from this city generally bear tat-
toos which favor the colors of red and blue.




The Kingdom of Vardune

A densely forested region bordered by the Axis Riv-
er to the west, Vardune is divided into two great
woodlands.

Northwood is home to the Blue Ardua, as well as to
herds of wild greymanes, solitary malathrope, and
dreaded forest grues. Giant viridia plants grow wild
here, along with violet creepers, tanglewood, sor-
cerer trees and ironwood.

Southwood is the residence of the Green Ardua.
Here, countless exotic species of plants, shrubs and
trees are found, including viridia, yellow stickler,
green lotus, shrinking violet, tinsel tree, dryad
bush, and many more. Exomorphs and bog devils
stalk these woods.

The Ardua

Formerly a race of sky-roving hunters and gather-
ers, the Ardua are a race in the process of devolving
from an avian to a ground-dwelling state. Their vesti-
gial wings, once used for flying, have atrophied
from disuse. For many Ardua, these appendages are
more decorative than functional.

There are two sub-species of Ardua: Green Ardua,
who seldom exceed five feet in height; and the taller
and more aggressive Blue Ardua. Both species are
slender and frail in stature, with skin which glistens
with a metallic sheen. A crested cox-comb of feath-
ers adds to the distinctive appearance of these be-
ings. By contrast, their manner of dress is simple
and austere, typically featuring a short tunic and a
cape of plain viridian linen.

Customs

The race of Ardua became refugees when their an-
cestral homeland was annexed by the forces of the
(now - defunct) Phaedran Empire. The survivors
settled in the Forest of Vardune, building a number
of small settlements along the eastern banks of the
Axis River.

The Green Ardua adapted well to their new home.
Determined never to flee before another invader,
they refined the art of Botanomancy so that they
could groom the forest itself to defend them. They
also learned to read and write in Talislantan script
(as well as the Arduan bark-rune alphabet) in order
to obtain wisdom from books. However, the Green
Ardua have pledged to never abuse this knowledge
(as they believe the ancient Phaedrans did).

The Blue Ardua, governed primarily by instinct, con-
tinue to retain certain of the barbarous ways of their
ancestors. They are larger and stronger than the
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Green Ardua, and better gliders. Many of them
serve as mercenaries within the Grand Army of the
Seven Kingdoms.

The ruler of Vardune is the River King, who may be
either a Blue or Green Ardua. He (or she) is elected
by the Great Council of the Ardua, which is com-
posed of representatives from each of the Ardua
clans. The national color is aqua-blue.

The River Capital

Vashay is the capital of Vardune, and is renowned as
a source for useful herbs and plants. Situated on the
banks of the Axis River, the settlement consists of
numerous tiered dwellings constructed of woven
vines within the trees themselves. Vashay's most
important crop is a giant species of pod-bearing vi-
ridia. Boats made of dried viridia pods ply the river
alongside the larger barge-forts of the Blue Ardua.
The Vashay Bridge spans the Axis River and leads to
the Western Lands.

Valanis

A fortified river port situated in Northwood, Valanis
is the largest Blue Ardua settlement. Here are dock-
ing facilities for the dozens of Arduan barge-forts
which patrol the Axis River. Scouts and trackers
sometimes come to Valanis to hunt grues - hostile
quasi-elementals which pose a considerable dan-
ger to the viridia crop. There is a bounty of 500 gold
lumens for every grue killed or captured withinthe
territorial boundaries of Vardune.




Scale: 1" = 95 miles.




THE WILDERLANDS OF ZARAN

From the borders of the Seven Kingdoms to the
Volcanic Hills, the vast territories of the Wilderlands
of Zaran occupy much of the central portion of Talis-
lanta. Here, amidst shadow-haunted wastelands, iie
the ruins of the long-dead civilizations of the Forgot-
ten Age: Elande, Zaran, Sharna, Xambria, Ashann,
and others too old to recall.

Much of the devastation caused by the Great Disas-
ter took place within this region, and the Wilder-
lands have remained largely uncivilized ever since
that time.

The Wilderlands Road

An ancient thoroughfare runs through the Wilder-
lands, called — appropriately enough — the Wilder-
lands Road. The road was originally paved with hex-
agonal stones, many of which have long since been
worn away by the elements or scavenged. In some
places, the route now consists of little more than a
hard-packed dirt trail.

In the spring, heavy rains render sections of the
road useless for weeks on end. During other times
of the year, the highway is heavily traveled — by Aa-
manian pilgrims, merchant caravans from the Seven
Kingdoms, Zandir traders and others — all enroute to
Carantheum.

Regardless of the time of year, the presence of ban-
dit gangs and predatory beasts makes passage
through this region in anything less than a large,
well-armed group a foolhardy, and possibly suici-
dal, endeavor.

The Dead River

Once the greatest waterway on the continent, the
Dead River flowed from the North Sea (now known
as the Lost Sea) south and east to the borders of Far-
adun. When the sea inexplicably dried up, so did all
of its outlets.

The Dead River is now a winding chasm, and forms
the western frontier of the Wilderlands. It is difficult
to cross due to its depth, which ranges from a mere
40 feet (in the vicinity of Urag) to as much as a 120
feet (especially along its southern extremities).

It is less difficult to traverse the Dead River length-
wise. The river bed forms a natural trail extending
from north to south across much of the continent.
Djaffir merchants, Orgovian traders, and Farad mer-
chant caravans sometimes follow this route to Nank-
ar or Kasmir. So, alas, do a variety of hostile crea-
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tures, including behemoths, malathrope, chasm
vipers, satada, and Za bandits.

The Topaz Mountains

Bordering the Wilderlands on the southwest, the
Topaz Mountains run for hundreds of miles in a wa-
vering line of cliffs and precipitous peaks. Covered
in thick jungle along the lower altitudes, the moun-
tains are home to numerous strange creatures and
beings, including batranc, manrak, chasm vipers,
satada, and Nagra spirit trackers. Topaz crystals
weighing up to 20 pounds have been found in these
mountains.

Other Regions

Although the Wilderlands is populated mainly by
wild beasts and savages, a few bastions of civiliza-
tion exist in isolation. Known collectively as the In-
dependent Citystates, these minor principalities
wield little political or economic influence beyond
their city walls, but serve a useful purpose as safe
havens for travelers.

Hadj, the richest of the municipalities, claims both of
the other citystates as debtors. Danuvia is a city of
warrior women, and its stalwart soldiers have kept
the cltystates safe from invasion time and time again.
Maruk is the weakest of the cities, but no one wish-
es to seize it from its possessors — the site is quite
evidently cursed.

Other regions stand out for their terrain, the savages
who dwell there, or the ruins which stud their sur-
face. The Desertlands, for instance, is the largest ex-
panse of sandy waste outside of the Red Desert it-
self. The Barrens are likewise...well, barren — little
grows on the salt flats. And the Aberrant Forest Is a
lush woodland which defies logic by prospering in
the midst of the wastes.

The Banditlands, in the distant east, is named after
the Za bandits who lair there — the same folk whose
ancestors (the Zaran) gave this entire land its name.
Likewise, the Kharakhan Wastes are named both for
the Kharakhan Giants who dwell there, and for the
ruins of the ancient city of the same name.

Sharna and Ashann are wastelands distinguished
only by the ruins of those lost kingdoms. Similarly,
an entire territory is known as the Wastes of Quaran,
after one of the most infamous of the ancient lands.




The Aberrant Forest

Pinched between the Desertlands and the Topaz
Mountains is the Aberrant Forest, a weird and gro-
tesque woodland the origins of which are often at-
tributed to a magical mishap of unparalleled propor-
tions.

All manner of rare and exotic vegetation can be
found in this place, though nothing that grows or
lives here is as nature intended it to be. The plants
and trees appear heedless of natural law, growing to
immense proportions or becoming gnarled and
twisted in form.

From the underbrush, animate tendrils of tangle-
wood reach out to ensnare the incautious traveler.
Hedgerows of thornwood make swift passage
through the woodland an implausible stratagem.
Less easily identifiable types of flora and fauna make
their presence known by biting, tripping, speaking
in mysterious tongues, or through even more unu-
sual methods.

Among the reports of talking Mang trees, giant spe-
cies of slugs and scavenger slimes, and strange in-
sect-reptile hybrids, are interesting tales of contacts
with intelligent plant-creatures. Most scholars, how-
ever, consider the descriptions of gangly plant-
beings living in a lake village and devouring sun-
light for food as merely entertaining stories.

At times, the very laws of the Omniverse seem to be
contravened here. Murky streams flow uphill, stag-
nant ponds move slowly across the land, and the
ground itself seems at times to pulse as if it were
alive. '

Because many varieties of rare and costly herbs
grow throughout the Aberrant Forest, visitors to this
macabre woodland are not unknown. Botanomanc-
ers, alchemists, and other individuals with an inter-
est in naturalism sometimes come here, drawn by
the region’s seemingly endless variety of strange
and exotic lifeforms.

The Legend of the Mad Wizard

The profusion of oddities which populates this re-
gion might seem to lend credence to an ancient leg-
end. The tale claims that the Aberrant Forest and its
unusual residents are the creations of the Mad Wiz-
ard Rodinn, a rather obscure magician believed to
have lived during the latter part of what is now
known as the Forgotten Age.

A benign if somewhat erratic sort of fellow, Rodinn
was forced to flee his native land of Pompados after
committing a series of indiscretions, purportedly in-
volving the wife and seven daughters of the Emper-
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or of Pompados. Seeking refuge in the Wilderlands
of Zaran, Rodinn constructed a manse deep within a
secluded and scenic woodland area.

Here, the wizard continued the magical experi-
ments for which he is known to history. During this
time, legend claims that Rodinn chanced upon the
discovery of quintessence, a substance capable of
transmuting the very nature of matter. An accident
led to the untimely release of a great quantity of this
material, which wreaked havoc upon the surround-
ing environs.

Some apologists theorize that Rodinn’s swift inter-
vention prevented an even greater and more wide-
spread catastrophe; others pinpoint Rodinn’s mis-
hap as the catalyst which spawned the Great
Disaster, ending the most glorious age of Talislantan
civilization.

In any case, Rodinn and his manse both reportedly
survived the ordeal (if legends can be believed),
though the Mad Wizard has never been heard from
in the centuries since.

A village of the legendary plant-men




The Banditlands

Bordered to the west by the Red Desert and to the
east by the Volcanic Hills, this region is known as
the Banditlands. The land of arid hills and scorched
dust-flats is the bane of merchants and travelers
alike, who must suffer the depredations of desert
kra, manrak and opteryx — in addition to marauding
bandits — in order to proceed east along the Wilder-
lands Road to Hadran, the gateway to the Quan Em-
pire.

The rugged peaks of the Zaran Mountains are the fi-
nal refuge of bandits who lay low in these parts to
elude inquisitive patrols of Dracartan desert scouts.
The region is rich in black-iron ore and certain types
of semi-precious stones, but vasps and manrak from
the Volcanic Hills plague the heights. The maraud-
ers are said to have numerous hide-outs in the
mountains, where they temporarily stash excess
loot and inconvenient slaves.

The Za

These badlands are the domain of the Za — a clannish
and barbaric race which claims descent from the
original inhabitants of the lost kingdom of Zaran.
Contending that the Wilderlands region rightfully
belongs to them, the bandits rationalize robbing and
murdering any who trespass in “their” territory.

Nomadic bandits who range far and wide throughout
much of the Wilderlands, the Za are lean and mus-
cular, most standing at or just under six feet in
height. Their skin is a pallid yellow in hue, leathery
in texture and lined with creases and wrinkles.

Customs

The Za shave their skulls, and forgo all but the most
abbreviated attire. Necklaces of hammered black-
iron disks are favored, as are bands of reptile-hide
worn on the head and upper arms. Males generally
wear long, braided mustaches; females, two long
braids, one above either ear.

The tribesmen wield jagged-edged broadswords,
and fire barbed arrows with their bows. Greymanes,
with their long manes and tails done in tight braids,
serve as steeds for the bandit clans.

Though the Za sometimes take prisoners for sale as
slaves, they usually put their victims to death by the
sword, this being thought of as fitting punishment
for trespassers. Exceptionally valorous foes are ac-
corded the dubious honor of being taken alive, so
that they may later be slain in ritual fashion. The Za
drink the blood of these vanquished enemies from
skull-cups, believing that this gives them the
strength of their foes.
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Za Bandit mounted on equs

There is little sense of unity among the bandits, who
often engage in violent clashes over the rights to
the best raiding territories. It is all the more surpris-
ing, then, that the Za claim to have a single ruler,
known as the Tirshata.

According to tradition, the identity of the Tirshata
must remain unknown until the time comes for the
Za to reclaim their lost homeland. At the designated
hour, say the bandits, “the Tirshata shall be re-
vealed, and the Za will rise up and smite all their en-
emies, until they alone rule the lands from east to
west.” Talislantan scholars, who by and large con-
sider the Za to be on an intellectual par with the
Wildmen of Yrmania, lend little credence to this
folk tale.

The Ruins of Jalaad

The crumbling ruins of the ancient city of Jalaad are
located north of the Zaran Mountains. Though long
since stripped of most of its hidden treasures by
many generations of Yitek tomb-robbers and Za
bandits, the ruins still shelter a relatively intact Li-
brary. The scriptorium was preserved due to the ef-
forts of a cabal of Callidian Cryptomancers, which
has endeavored to protect the facility's store of iron
tablets since the time of the Great Disaster. individ-
uals who wish to explore the library may do so only
under the watchful eye of the Callidians, who deai
sternly with looters and vandals.




The Barrens

Westernmost of the Wilderlands territories is the
Barrens, a region of rocky hills, salt flats, and wide
stretches of scrub plains. Herds of land lizards, val-
ued throughout Talislanta as pack and burden
beasts, roam the sparse plains in great numbers.
Mangonel lizards, a combative species of reptile
employed as war-steeds by the Thralls of Taz, can
also be found here.

The Enim

The hills of this region are inhabited by the Enim, a
race of giant cannibalistic devils which hails from
the lower plane of Oblivion. The devils have skin the
color of brass, curved horns, and tusk-like fangs.
Standing up to 14 feet in height, Enim are a fear-
some sight to behold. They weld huge stone clubs
carved with the visages of leering devils, and wear
necklaces of skulls collected as mementos of their
grisly conquests.

Customs

The Enim are solitary creatures who dwell in caves
located deep below the surface, emerging in order
to hunt for food. Like all devils, they are the mortal
foes of demonkind, and have a special dislike for
Earth Demons. Enim are fond of Men, however,
whom they regard as fine eating.

When not motivated by hunger, Enim sometimes
entertain themselves by attempting to crush other
creatures with large rocks, which they are able to
hurl considerable distances. In the rare instances
when two or more Enim meet above ground, they al-
most always engage in some game of chance, wa-
gering on the outcome. Individuals who have a pen-
chant for high-stakes gambling should be wary of
gambling with the devils — most Enim know some-
thing of magic, and they are not averse to cheating if
given the opportunity.

The Eastern Borderlands

The Seven Kingdoms lies adjacent to much of the
Wilderlands, and the Seven Kings have a healthy in-
terest in what happens in this largely unsettled and
dangerous region. Several Seven Kingdoms military
outposts are located in the Wilderlands, including
the fortresses of Akmir and Karfan.  Their mission is
to safeguard the caravan routes, particularly in the
case of goods bound to or from the Seven King-
doms. The outposts are run by Thrall commanders,
and are manned by the Legion of the Borderlands — a
body of hard-bitten mercenaries, outcasts and crim-
inals from many lands.

The region adjacent to Karfan is known as the East-
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ern Borderlands, and is considered the Seven King-
doms’ first line of defense in the event of another in-
vasion by the Beastmen of Golarin.

Akmir

Easternmost of the Seven Kingdoms' outposts, Ak-
mir stands at a crossroads between the citystates of
Maruk and Hadj. The fortress serves as a way-station
for travelers in need of shelter, and is regularly fre-
quented by Dijaffir merchant tribes and Orgovian
traders.

The archaic, walled fortress is regarded by profes-
sional men-at-arms as the most dismal of assign-
ments. Situated far from civilization, Akmir is beset
by harsh weather, wild beasts (such as omnivrax and
malathrope), and marauding bandits. Consequently,
the fortress is manned by the dregs of Talislantan
society: Jhangaran exiles, Arimite knife-fighters, re-
negade Ur clansmen, devious half-men, and so
forth.

Karfan

A small, walled fortress constructed by the Seven
Kingdoms, Karfan has woefully limited facilities for
travelers. Since the outpost is considerably off the
beaten path, traders visit here most infrequently.

Dicing with Devils




The Citystate of Danuvia

A great stone citadel, the Citystate of Danuvia was
established on the site of a ruined city by refugees
who fled the Phaedran Empire during the Cult Wars.

The municipality is a sovereign state, ruled by a roy-
al Gynecocracy — a government run exclusively by
females, under the ultimate authority of the Queen
of Danuvia. The citystate is also notable for its mer-
cenary army, which is composed solely of female
archers, swordswomen and iancers (mounted on
aht-ra bought from Djaffa).

The Danuvians

The Danuvians are a bronze-skinned race with
strong features. The males are uniformly feeble,
lazy, and addle-brained — therefore, the society is
dominated by females, who serve in all positions of
authority.

The warrior-women of Danuvia — known as Viragos —
decorate their faces with colored pigments, and ride
greymanes into battle. Equipped with black-iron
corselets and parrying bracers, they are considered
among the most skilled fighters on the continent.

Customs

Rather than accept their own, pathetic mates as com-
panions, Danuvian females also seek male partners
from other lands.

Each year, the Queen of Danuvia holds a great pa-
geant in the city, called the Conjugal Feast. The pur-
pose of the festival is to find suitable mates for the
Queen, and men of all nationalities are invited to
compete for her affections. The top three contest-
ants are rewarded by being appointed to the royal
harem of male consorts. Lower-ranking Danuvians
stake claims to other desirable males, according to
their rank.

The Bridge at Danuvia

Two caravan routes lead away from Danuvia. The
most heavily traveled is the trail leading north to the
Wilderlands Road and thence to Kasmir. The lesser
used path heads southward across the fertile Danu-
vian plains toward Astar and the Dracartan installa-
tion on Lake Zephyr. Water caravans bound for Ca-
rantheum enter Danuvia by wagon, then depart for
the Desertlands where land-barges await to load the
precious transmuted cargo.

Crossing the great gorge, the Dead River Span con-
sists of two black-iron suspension bridges stretch-
ing from each bank to a central rock spire. A ramp
provides access to and from the river bed below.
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Danuvian Swordswoman, known as a “Virago”

The Desertlands

This stretch of parched terrain, located to the south-
east of the Citystate of Danuvia, is one of the most
desolate regions on the continent. Nothing grows
here, for there is no water. The only creatures which
can tolerate these environs are horned devil-men
and sand demons, neither of which require mois-
ture to survive. Both require sustenance, however,
and so hunt each other relentlessly. Scattered
across the landscape are the remnants of several an-
cient civilizations, along with the skeletal remains of
unlucky travelers and their beasts.

The Ruins of Kasraan

The Kasraan ruins lie deep within the Desertlands.
Though the city itself has been reduced to a sham-
bles by the ravages of wind and time, the catacombs
located below ground remain largely intact. These
subterranean haunts contain the petrified remains
of the kings and queens of ancient Kasraan, sealed
within crypts of solid stone. Gaining entrance to
these vaults is said to be a formidable task: the Kas-
raanians, early ancestors of the Kasmir, took pains
to safekeep the bodies of their monarchs from
tomb-robbers and other entrepreneurial types. The
Yitek, in fact, consider the effort required to gain ac-
cess to the Kasraanian crypts to be barely worth the
reward.




—_——

The Citystate of Hadj

A walled city, Hadj stands at the end of a narrow strip
of arable ground, in the middle of an arid plain
which stretches for miles in all directions. The mod-
ern settlement was erected near the ruins of a much
older city — Phandril, capital of Hadjistan, the original
homeland of the Phandre sub-race of Men.

The masters of this place are an aristocratic and fab-
ulously wealthy people known as the Hadjin, de-
scendants of the ancient Phandre. Virtually impover-
ished when they fled the collapse of the Phaedran
Empire during the Cult Wars, the refugees discov-
ered an incredibly vast store of wealth when they
settled here among the ruins of the city of their an-
cestors. The Hadjin used this fortune to buy vast
tracts of real estate across the continent, now man-
aged by their servants and administrators.

The Hadjin

A tall and slender folk of noble bearing. the Hadjin
daub their complexions with colored powders,
dress in layered robes, and wear upward-sweeping
caps and long velveteen gloves.

Customs

A people of highly refined tastes and lofty airs, the
Hadjin wave themselves with scented fans when in
the presence of outsiders, who are deemed offen-
sive in terms of appearance and odor. The Hadjin
possess no useful skills to speak of, and delegate all
of the real work of the city to a lower class of admin-
istrators (the Hajann) and hired servants.

Both the city and their lifestyle proclaim their devo-
tion to idle pursuits. The Hadjin are the ultimate ma-
terialists, and spend great sums to import precious
and exotic goods from the far corners of the conti-
nent.

The Consortium controls everything that goes on in
the citystate, guided by a central principle — to al-
ways see that the Hadjin increase in wealth. One
member from each of the Forty Families sits on the
council. The presiding officer of the Consortium is
known as the Grandeloquence, who holds the office
for life or until he chooses to retire.

The Hadjin Ruins

The source of the great wealth of the Hadjin is a ser-
ies of giant obelisk-like structures, located within
sight of the city walls. Most of the megaliths remain
standing, though some have fallen or lurch precipi-
tously at odd angles.

Among the ruins are crypts which contain untold
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thousands of mummified corpses from ancient

Phandril, each interred with the deceased’'s most
prized possessions. The bodies were preserved al-
chemically, then placed in sarcophagi carved from
great blocks of colored crystal.

The ruins are closely watched by the Hadjin, who
employ mercenaries and guard-beasts to ward the
grounds. Visitors to Hadj can arrange for a guided
tour of the tombs, which costs upward of 200 gold
lumens, depending upon the choice of conveyance.
Those who crave adventure first-hand can obtain a
permit allowing exploration of the ruins, at a cost of
1,000 gold lumens per person, per day. Under the
terms of the standard agreement, the Hadjin retain
the rights to all treasure recovered, including any
and all sarcophagi that may be discovered. The Con-
sortium then sells the treasures, rewarding the dis-
coverers with an amount equal to half the appraised
value of the plundered items.

Unfortunately for explorers, the Phandre protected
their crypts with traps and deadfalls, as well as magi-
cal and alchemical safeguards. Extra-dimensional
entities are also known to wander the mausoleum.

Hadjin Noble




The Citystate of Maruk

Maruk is also a walled city, though it is considerably
less prosperous than Hadj. Built upon the ruins of an
unknown civilization, the city was a place of notable
splendor when first rebuilt.

Its citizens, magical craftsmen who were forced to
flee the Phaedran Empire during the Cult Wars, re-
named themselves the Maruk in honor of the valley
in which they had taken up residence. Here, they
made a good living as sellers of produce.

Soon after construction of the city was completed, a
serles of misfortunes — occurring at intervals of 13
months — beset the Maruk. Crops failed, animals
died, the city was plagued by infestations of vermin,
and the ruling class was slaughtered when the dead
rose from their graves one night.

Attempts were made to remedy the problem, which
was diagnosed variously as being the result of an
ancient curse, malicious spiritforms, ill-aspected
stars, sunspots, and a host of less probable causes.
Time and again, each of the proposed solutions met
with failure.

Much to the chagrin of the Maruk, the Curse has
persisted with regularity to the present day. The city
has slowly fallen into ruin, all attempts at effecting
much-needed repairs and renovations having long
since been deemed unprofitable.

The ruling council of the citystate, itself the victim of
numerous mishaps and misfortunes, continues to
seek a solution to the city’s woes. Though the gov-
ernment has technically been bankrupt for decades,
a reward of 100,000 gold lumens is offered to any-
one who can lift the Curse. The reward draws a few
optimistic mystics, charismatic savants, and reputed
miracle-workers, though not nearly so many as in
years past.

Customs

Reduced to selling ogront dung in order to make
ends meet, the people of Maruk have become mo-
rose and gloomy. They dress in unflattering gar-
ments made of sack cloth, and walk about with their
eyes downcast. Wan and unhealthy in appearance,
the Maruk are considered harbingers of doom in
many lands, and are shunned as if they carty the
plague.

The Maruk Mountains

The wind-worn peaks of the Maruk Mountains, lying
to the north of the Citystate of Maruk, are believed to
be rich in precious stones such as black opal. How-
ever, local folk are reluctant to approach the
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heights, saying that the peaks are the haunts of
manrak, Kharakhan Giants and bandits.

Serpent Pass is a narrow gulch which weaves its way
through the southernmost reaches of the mountain
range. The pass offers shelter from sand and dust
storms (common throughout the Wilderlands), and
so is frequented by Orgovian traders, Aamanian Or-
thodoxIsts making the pilgrimage to the Well of
Saints, and a few intrepid Maruk dung merchants.
Consequently, this route also has its admirers
among certain tribes of Djaffir bandits, beastmen
and Kharakhan Giants.

The Oracle

A sheer pinnacle of blue and violet porphyry which
overlooks Serpent Pass, the Oracle is said to be the
abode of an ancient mystic who lives upon the sum-
mit — a peak constantly obscured by a bank of clouds.
According to legend, the great sage knows the an-
swers to all questions: past, present, and future.

Three trails lead to the top of the mount, each afford-
ing climbers with its own distinct set of hazards and
disadvantages — an aerial approach, while most di-
rect, is considered ill-advised due to the presence
of wind demons.




The Kharakhan Wastes

A region despoiled by firestorms and other unnatu-
ral phenomena during the Great Disaster, the
Wastes of Kharakhan contain burnt and blackened
ruins that stand like tombstones, dismal monu-
ments of a bygone era. Where once flowed mighty
rivers, winding chasms now cut across the plains.
Giant land dragons graze on dry grasses, heedless
of crag spiders and other noxious predators.

Many towering structures of the City of Kharakhan
still stand, and oversized artifacts and curios are said
to litter the subterranean levels. Of particular inter-
est are the silver coins once employed by the an-
cient inhabitants, which measure three to four inch-
es in diameter and weigh up to one pound apiece.
Even the most miserly collectors seldom offer less
than 100 gold lumens for these unique items.

The Kharakhan Giants

A race of giants whose ancestors hail back to the
Forgotten Age, the Kharakhan Giants reverted to a
primitive and savage existence following the Great
Disaster. The race is all but extinct — only a few hun-
dred Giants remain on the continent.

The survivors are nomads, traversing the Wilder-
lands in warrior clans. They carry their belongings
on huge war wagons drawn by teams of ogriphants
or land lizards.

The Giants stand 15 feet in height, weigh over half a
ton, and are incredibly strong. They speak an ancient
and obscure dialect of Low Talislan, and are the only
individuals able to decipher the ages-old inscrip-
tions in the Kharakhan ruins. The Farad covet the
Giants as slaves, and pay well for captured speci-
mens.

The Araq

A hybrid of Men and Saurans, the origins of the Araq
have been long since forgotten. The purpose of the
experiment seems to have been to create a race of
warriors adapted to harsh climes. The scaly brown
hide of the Araq protects them from the glare of the
twin suns, and their dorsal membranes masterfully
regulate their body temperature. They require little
food or water to sustain themselves, and can subsist
on almost any type of organic material, including
briars and even waste products. Unfortunately, the
Araq are as prone to violence as the Saurans, and in-
herited numerous vices from Men as well: greed,
lust, dishonesty and cruelty.

The Araq prowl the Kharakhan Wastes in large num-
bers, mounted on two-headed reptilian creatures
known as duadir. They are skilled in the use of
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spears and bone war-axes, but will fight with fang
and claw if necessary. Their primary source of food
is the land dragon, from which they derive material
to craft boots, loincloths, shields and weapons. Araq
prey upon anything that lives, including crag spi-
ders, vermin, and travelers who venture too near
their domains. Their wars with the Saurans of the
Volcanic Hills serve the useful purpose of keeping
the population of both races in check.

Noman’s Land

This narrow strip of wasteland separates Tamaranth
from the Shadow Realm. It is believed to be haunted
by fantasms — pseudo-demons from the Nightmare
Dimension, a place ruled by the entity known as No-
man. Practitioners of black magic come to Noman's
Land to search for Mordante’s Gate, a magical portal
said to provide entrance to the lower planes.

Modor’s Tomb

According to the Ariane, the Kharakhan Giant
named Modor was buried in this inert volcano,
along with his store of stolen riches (said to exceed
100,000 gold lumens). A 200-foot vertical shaft re-
portedly leads to seven doorways, only one of which
leads to the actual tomb. Touching the treasure will
supposedly bring the deceased Giant back to life.

Araq mounted on duadir.




Sharna

The southern Wilderlands contains several maze-
like structures of certifiable antiquity. Some schol-
ars attribute these ruins to the Sharna, a long-dead
race of whom little is known. The purpose of the
structures remains unclear -~ artifacts unearthed
from the ruins range from costumes, utensils and
odd furnishings to weapons, crystals, magical para-
phernalia, and articles of no apparent utility what-
soever. Few of the labyrinths have been explored
thoroughly, being considered unsafe due to their
extreme age.

Artifacts from the labyrinths are highly valued as cu-
rios and collectibles, if for no discernible reason
other than their avowed scarcity. In truth, the Shama
appear to have had an uncommon talent for creating
items of the most tasteless and unaesthetic sort.
Nevertheless, the demand for these unattractive ob-
jects continues to be high, a behavioral anomaly
which has heartened many a generation of antique
and curio dealers.

Contributing to the rarity of Sharna artifacts is the
presence in this region of nightstalkers — weird
creatures which hail from the astral plane, and are
attracted to the material dimension by the dreams of
sleeping beasts and men.

The Ferrans

The areas about the Sharna ruins are populated by
Ferrans — rodent-faced, man-like beings of short
stature, whose bodies are covered with a coat of dir-
ty brown fur. They live in underground tunnel com-
plexes, coming forth in groups to scrounge for food
or to rob unwary travelers of their possessions.: Fer-
rans steal anything that they can carry off and drag
into their lairs. They are shrewd and cunning, and
have been known to employ exotic weapons and
gear pilfered from others in their raids.

Ashann

The territory known as Ashann is similar to Sharna,
in that both regions are named for the ancient king-
doms said to have once existed there. Aside from
crumbling ruins, there is little in either place to tes-
tify of past grandeur.

The shattered ruins of the Old City of Ashann consist
of seven concentric rings, the outermost of which
encompasses an area approximately two miles in di-
ameter. At one time, these ancient stone structures
may have measured nearly 100 feet in width, and
over 40 feet in height.

Desert scouts from the kingdom of Carantheum
claim that the region is uninhabited save for sand

demons, satada, and the mysterious beings known
only as the Wanderers of Ashann.

The Wanderers of Ashann

These mysterious individuals are among the most
peculiar inhabitants of the Wilderlands. Known only
as the Wanderers of Ashann, they stand nearly eight
feet in height, and dress in long, billowing robes
which hang loosely upon their angular frames. Their
features are entirely concealed beneath elaborate
headdresses, and each carries a staff of white oak
inscribed with a curious symbol: a staring orb, set in
the center of a silver pentacle. Some believe that the
Wanderers are without eyes and can only see by
means of these devices, which are supposed to be
magical in nature.

The Wanderers may be the last of the Shan, survi-
vors of the Kingdom of Ashann which was destroyed
by the Great Disaster. According to this theory, when
the Shan beheld their cities and lands reduced to
desert, they forever rejected civilization in favor of a
nomadic life.

To the present day, the Wanderers of Ashann refuse
to settle in any one area, preferring instead to wan-
der. They are sometimes encountered walking
among the ruins of the Old City of Ashann, seeming-
ly lost in thought.

Wanderer of Ashann, with Ferran
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Wastes of Quaran

Peering down the corridor of time like a spectre that
refuses to be buried, the Cltystate of Quaran contin-
ues to stir the minds of men despite the fact that its
cabal of sorcerers fell from power eons ago. This en-
tire region of the WIilderlands resounds with the
curse of having been associated with such a repre-
hensible memory.

The Ruins of Quaran

Despite the combined effects of time, the elements,
and the cataclysmic upheavals resulting from the
Great Disaster, the ruins of the Citystate of Quaran
still stand as grim reminders of that dark and nearly
forgotten age. Here, amidst stark stone towers and
nightmarish effigies, once flourished the capital of
the most sinister empire in the annals of Talislantan
history.

Generations of occultists, black magicians and
tomb-robbers have come to the ruins to sift through
the debris in search of clues to the Quaranians’ dark
and macabre secrets. Many articles have been re-
trieved from the ruins, often to the great regret of
those who have found them: cursed tomes, diaboli-
cal artifacts, instruments of torture and death, and
things too terrible to describe. Countless other
items remain buried in tombs, vaults and under-
ground pits, awaiting discovery by those who covet
infernal knowledge above all other considerations.

The Plaguelands

North of the ruined citystate, this cracked and barren
plain was laid waste centuries ago by some un-
known catastrophe, possibly in conjunction with the
Great Disaster. It is a widely-held belief that any liv-
ing thing which passes through the Plaguelands will
be changed or transformed in some unpredictable
manner. Consequently, few intelligent creatures
willingly venture into this region.

The Sursian Plains

West of Old Quaran is the Sursian Plains, an arid
grassland pockmarked with holes and craters. Here
can be found the remnants of the once-mighty King-
dom of Sursia: the twisted and charred hulks of ter-
rible siege engines, the ruins of blasted stone tow-
ers, and shards of fused metal and glass.

Packs of Ferran bandits live in tunnels beneath the
plains, inhabiting a network which links the re-
gion’s largest craters and crevasses. Gigantic
ogronts mindlessly graze on the dry grasses, while
azoryl glide across the sky. If not for the presence of
such creatures as these, the area would resemble a
ghostland.

The Sad Plains

These barren plains, south of the dead citystate, are
lined with rows of aged and pitted stone statues,
each portraying one of the Necromancer-Kings of
ancient Quaran.

On this site the nation of Xambria once stood, its cit-
ies shining brightly in the light of the twin Talislan-
tan suns. Now nothing remains, all trace of this
once-prosperous civilization having been obliterat-
ed from the face of the continent by the merciless
armies of Quaran.

Since that time, the plains have been inhabited only
by ogront, land dragons and malathrope. Marauding
bands of Araq and Kharakhan Giants sometimes
sweep through the Sad Plains, but they seldom lin-’
ger in this strange and mournful place.

Omen

This cursed place is avoided by most Talislantans. In
ancient times, the Necromancer-Kings of Quaran
erected at Omen a mountain of skulls nearly 1,000
feet in height, representing untold millions of vic-
tims. The mountain stands to the present day, and is
sometimes visited by descendants of the victims,
who seek to commune with their ancestors.




The Displaced Peoples

A number of different races traverse the territories
of the Wilderlands without inhabiting any specific
lands. Most are descended from refugees whose
homelands were destroyed in the Great Disaster,
their lands now long abandoned and fallen into ruin.
Some are driven by modern oppressors, such as the
Quan Empire; others are members of dying races.

The Bodor

An amber-skinned people of uncertain origin, the
Bodor are round faced, portly of build, and eccentric
in their choice of costume. Modest and unassuming
by nature, Bodor are content so long as they have
work. They are consummate musicians, proficient
with such instruments as gossamer harps, glass
flutes, crystal bells, a device known as the intricate
spiral-horn, and four-man bellows-pipes. Traveling
troupes of Bodor musicians are common through-
out the cltystates of the Wilderlands, and may be
found in such lands as Zandu, Faradun, the Seven
Kingdoms, Carantheum, and the Quan Empire.

The Nagra

A primitive, man-like race, the Nagra have mottled
grey-green skin, black fangs, peaked skulls, and
eyes like tiny ebony specks. They dress in rude gar-
ments made from the furry hides of winged apes,
and carry blowguns and long knives made of bone.

The Nagra are spirit trackers, possessing the ability
to follow any track or trail, regardless of its age or
origin. They once lived in the East, but were driven
into the Wilderlands by the Kang, who hunted them
like animals. Some who survived made a new home
for themselves In the jungles of the Topaz Moun-
tains, while others settled in the Jade Mountains to
the east of Rajanistan.

The Rahastrans

This race of itinerant wizards and mountebanks trav-
els throughout the Wilderlands of Zaran and be-
yond. Tall and dark-skinned, Rahastrans wear
cloaks, gloves and long coats of blue fustian, and
pendants of carved amethyst.

These wizards are skilled in the art of the Zodar, an
archaic game which utilizes cards, each of which is
marked with a different arcane symbol. While Zodar
is often thought of as a game of chance, the cards
may also be used to divine the future, or to reveal a
person’s deepest thoughts and desires. As a result,
Rahastran wizards are regarded with mixed emo-
tions by other Talislantans, who are fascinated with
the Zodar, yet fearful of the secrets which the cards
may reveal.
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The Sauruds

Immense, man-like reptilians believed by some
scholars to have been the progenitors of the Sauran
race, the Sauruds wander throughout the Eastern
Borderlands and the Volcanic Hills. They stand eight
feet in height and are massively built, with rough,
scaly brown hide. Their features are not unlike a
land lizard’s in appearance, though their eyes are
smaller and more deep-set, and their fangs some-
what less obtrusive.

Sauruds favor abbreviated attire, loinclouts and
bands of strider or dragon hide usually sufficing to
suit their needs. In battle, they wield huge spiked
clubs; partly as a matter of preference, but also be-
cause the giants lack the manual dexterity required
to utilize more sophisticated weaponry.

Their tiny reptilian brain is incapable of grasping any
but the least intricate of ideas. Sauruds are some-
times employed as bodyguards and sentinels, posi-
tions for which the ferocious brutes are well-suited.
The race seems on the verge of extinction, and there
are perhaps only a few hundred Sauruds left on the
entire continent.

The Xambrians

These folk are descended from the citizens of an-
cient Xambria, a kingdom destroyed before the
Great Disaster. Few in number, they are a grim and
moody lot, regarded with suspicion by most Talis-
lantans. The Xambrians blame the demise of their
kingdom on the sorcerers of ancient Quaran, and
distrust all spell-casters. Many Xambrians are mer-
cenary wizard-hunters by trade.

Xambrians resemble the Ariane in stature, but have
bone-white skin and long, raven-black hair. Their
customary mode of dress includes a cape, high
boots, a vest, and tight breeches of black strider
hide, with gauntlets of fine silver mesh.

The Yitek

A nomadic people, the Yitek are brown-skinned,
built along lean and narrow proportions. They dress
in veiled headdresses, capes, and loose-fitting gar-
ments made of woven gauze, usually grey with the
dust of crypts and barrows.

The Yitek are tomb-robbers by profession. They
scour the Wilderlands, ranging from the Labyrinths
of Sharna to the Kharakhan Wastes, searching for
valuable treasures and artifacts. They are frequent
visitors to the Citystate of Hadj, and are friendly with
the Djaffir. Known for their morbid sense of humor,
the Yitek are avoided by many folk, who find their
line of work distasteful.




o

’if»yw ;
cRaihy oF *"Té%»;’“}fi .

e 7
- Mon %ﬁa Hw@ /

44 Scale: 1" = 105 miles.




Aamanians: Warrior-Priest, Monitor, and Archimage

Aaman is a land of low hills and wooded glens, bor-
dered to the east by the Axis River, and to the west
by the Sea of Sorrow. Once part of the Phaedran Em-
pire, Aaman became an independent state upon the
conclusion of the long and bloody Cult Wars, which
pitted the Orthodoxists against the Paradoxists of
neighboring Zandu. '

The Aamanians

A stern folk, the Aamanians are tall and straight of
bearing. They have skin the color of cinnabar, with
sculpted features and deep green eyes.

As required by the arch-conservative tenets of Or-
thodoxism, Aamanians refrain from individualistic
behavior. Only the most modest attire is deemed
permissible — colorless smocks, robes designed to
conceal the figure, and caps of starched linen. In or-
der to promote the Orthodoxist ideal of “oneness in
body and spirit,” Aamanians use an extract of the
bald nettle plant to remove all facial and body hair,
thus achieving a sameness of appearance.

The Orthodoxist Cult

The doctrines of Orthodoxy center around the Aa-
manians’ patron deity, Aa (also known as “Aa the
Omnipotent,” “Aa the Omnificent,” and so forth).
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The tenets of the cult are recorded in a series of
iron-bound volumes, collectively known as the Om-
nival. The first volume contains the revelations
which Aa supposedly granted to the founders of the
cult, and the subsequent tomes were written over
the course of many generations by the ruling theo-
crats. The Omnival purports to reveal the secret
knowledge of Aa; the answers to all questions and
mysteries; the correct manner of achieving ordered
thought; and 100 proscriptions against infidels,
heretics and witches. According to the Aamanians,
“What the Omnival does not teach, the true Ortho-
doxist need not know.”

Customs

Strict adherence to the inflexible tenets of Ortho-
doxism strangulates life in Aaman. Conditioned
from childhood to conform to acceptable patterns of
speech and behavior, Aamanians converse mainly
in cliches and axioms. Disagreement with Orthodox-
ist doctrine is considered tantamount to heresy, and
results In most unpleasant consequences. Intoxi-
cants and public merriment are considered the do-
main of infidels, and are expressly forbidden.

The Aamanians have a rigid caste system based
upon the acquisition and accumulation of spiritual
purity, which they measure in terms of mana.




At the head of the theocracy is the Hierophant, the
celibate high priest of the realm, who possesses un-
limited mana. The Hlerophant is entrusted with sole
curatorship of the Omnlval, and thus wields abso-
lute power. At his decree, the book of scripture may
be expanded to include such strictures and obser-
vances as he sees fit to impose upon the populace.

Serving the Hierophant are the Monitors, each of
whom serves as the ruling prelate of an assigned
district. The Monitors are responsible for awarding
mana to those worthy of advancement in status, and
to withdraw it from individuals judged to be unwor-
thy. Only Aamanlans who have eamed a minimum of
1,000 aalms (points) of mana can aspire to the lofty
position of a Monitor . : '

Next in status come the Aspirants. These individuals
are divided into ten orders, separated by 100-aalm
increments. (Thus, an Aspirant of the First Order
must possess a minimum of 100 aalms of mana, an
Aspirant of the Second Order must have at least 200
aalms, and so on.) Aspirants of the Tenth Order vie
for promotion to the status of Monitor, though few
can attain such an exalted position.

Individuals who have no mana are considered Pari-
ahs, with a status comparable to that of an infidel.
Slaves are Pariahs as well, and have even fewer
rights — they are the property of the state.

Advancement in status is a preoccupation of the Aa-
manlans, who believe that their position in the Or-
thodoxist hierarchy at the time of their death deter-
mines how they will fare in the afterlife.
Accordingly, the attainment of mana is considered
to be of primary importance.

The most reliable method of gaining mana, provided
one can pay the high cost of tuition, is to enter the
priesthood and study to become an Archimage or
Warrior-Priest. Temples and monasteries offering
instruction can be found in any city in Aaman.

A less costly means of attaining enlightenment Is to
enlist in the combat ranks of the Theocratic Order,
the militant arm of the Orthodoxist Cult. Attired in
shining white armor (actually, black-iron plate-mail
covered with glossy white lacquer), Knights of the
Theocratic Order serve as protectors of the realm,
under the direct command of the Hlerophant. They
are employed as officers in all branches of the regu-
lar army and navy. Other members of the Order
serve as specialists: Witch Hunters hunt down and
persecute “enemies of the faith” (witches, war-
locks, and other so-called heretics who do not share
the Cult's narrow-minded views). Inquisitors pre-
side over rituals designed to purge unorthodox de-
sires from penitents’ hearts — methods that resem-
ble what others might call torture.
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Some members of the cult find it easier to simply
purchase mana, by making donations to one of the
many Temples of Aa found in Aaman. The going rate
for this form of enlightenment is 100 gold lumens
per aalm of mana — a not-insubstantial price, even
considering the purported benefits to the soul.

Because few Aamanlans can afford to acquire mana
by such convenient means, the most popular way to
achieve elevated status is to undertake a pilgrimage
to one of the cult’s officially sanctioned holy places.
In order of esteem, these are: the Well of Saints,
which lies within the Volcanic Hills; the Watchstone,
situated amidst the Plains of Golarin; the Red Desert
of Carantheum; and Faradun’s Sea of Glass. Return-
ing with some item or substance native to the holy
place Is required in order to gain the recognition of
the Monitors, who must verify all such claims.

The Great Barrier Wall

Stretching the entire length of the Aaman-Zandu
border is perhaps the most bizarre and spectacular
structure in the region: the Great Barrier Wall, an
immense stone structure 60 feet in height and half
as wide at its base. It was built as the culmination of
the Cult Wars, the series of religious conflicts that
pitted the Orthodoxist Cult against their rivals, the
Paradoxists.

The Great Barrier Wall is open to travelers of all rac-
es and nationalities, though a toll is charged at each
of its three gates (one gold lumen per person, ani-
mal, or conveyance). Proprietorship of the wall and
its toll facilities are determined on a yearly basis
during the annual event known as the Clash of
Champions.

The Clash of Champions

This yearly contest of skill pits two great champions
against one another: one representing Aaman, and
the other representing Zandu. Both the Aamanlans
and the Zandir expend a considerable amount of ef-
fort searching for a suitable champion for the annual
match, the outcome of which Is worth a small for-
tune in revenues. There are a few minor restrictions:
quadrupeds are barred from competing in the
event, as are demons of any sort. The Aamanlans in-
sist that their champion be male, and a Believer.
Otherwise, practically anything goes.

The contest Is held atop the Great Barrier Wall, with
spectators on both sides applauding their country’s
champion. People from many lands come to see the
Clash of Champions, bringing a substantial amount
of business to the innkeepers, shopowners and
vendors of both lands. Betting is always brisk, and
pick-pockets from neighboring regions regard the
event with an almost religious reverence.
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The Capital City of Ammahd

The capital of Aaman, Ammahd is the center of all
Aamanian trade, commerce and culture. The Hiero-
phant lives here in a mighty tower of ivory-colored
stone, attended by his most trusted advisors.

Far below, thousands of low-ranking Aspirants and
infidels toil, loading wagons and canal barges with
ore and precious stones from Arim. The cargo is
conveyed wherever the Hierophant dictates. Profits
are tallled by the Monitors, and stored for safe-
keeping in the Hierophant’s Tower — heavily guard-
ed by the Knights of the Theocratic Order.

The cities of Ammahd and Zanth were both built
upon the ruins of Badijan, the former capital of the
ancient Phaedran Empire, reduced to rubble in the
later stages of the Cult Wars. Aside from their close
proximity on the map, the two cities have practically
nothing in common.

The City of Andurin

The site of Aaman’s largest military installations, An-
durin is also an important staging area for trade with
the Seven Kingdoms. The city is the home of several
monasteries for infantry and cavalry knights, main-
tained by the Theocratic Order. OrthodoxIst pilgrims
often stop here to visit the Abbey of Andurin, where
acolytes are trained in the tenets of Orthodoxist
dogma.

The Monastic Hills

This ancient region of gently sloping hills was once
a Phaedran forest preserve, where countless exotic
species of birds and beasts were allowed to roam
freely. Following the winding down of the Cult Wars,
the Aamanlans cleared much of the woodland for
fuel and timber, and planted acres of provender
plant — a type of tuber from which Is derived a bland
but nutritious wafer, the staple food of Aaman.

The Port City of Arat

This large port city served as an Aamanlan naval in-
stallation during the Cult Wars. The facilities are now
crowded with Aamanian merchant vessels, which
sail along the coast from the Aaman Canal (leading
through Ammahd all the way to the Axis River) in the
north, to the settlement of Alm in the south. Aamanl-
an sailors wlll not normally venture beyond these
areas, fearing that to do so will invoke the disfavor of
Aa the Omnipotent.

The Sea of Sorrow

Once known as the Phaedran Gulf, the Sea of Sor-
row was renamed following a disastrous sea battle
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between the navies of Aaman and Zandu, during
which thousands perished. Ships from many lands
now ply these waters, headed to and from port cities
in Zandu and Aaman. Salvagers scour the sea-
bottom for sunken treasure and other valuable
items of lost cargo.

The Ironworks at Aabaal

A settlement located in the forested highlands of
western Aaman, Aabaal is renowned primarily for its
ironworks. Here Orthodoxist cult relics are made,
fashioned from black iron by a cloistered order of
artisan-priests. The craftsmen of Aabaal are forbid-
den to deviate from the traditional designs and
forms approved by the Hierophant, and are noted for
their reclusive habits.

The Flagellants of Alm

Alm is a small village situated in the forested high-
lands along the southwestern coast of Aaman. An
especially fanatical order of Orthodoxlsts, known as
the Flagellants, founded this settlement. They can
sometimes be seen wandering the roads of Aaman,
beating themselves with ritual flails and chanting
Orthodoxist slogans.

The Phandril Forest

The dreaded monsters known as shathane prowl
this woodland, which perhaps explains the reluc-
tance of the Aamanians to visit this region. The last of
Aaman’s truly wild woods — the others having been
leveled for fuel, timber or farmland — the Phandril
Forest is also a source of revenue for the Orthodoxy.

in the pre-Phaedran era, the first refugees from
Phandril buried their dead in these woods, begin-
ning a tradition that lasted for centuries. The old ce-
meteries, now overgrown, still litter the interior.
These tombs are occasionally sought out by Ortho-
doxist plunderers seeking relics, and the local Mon-
itor sometimes sells high-priced exploration per-
mits to foreign adventurers.




City of Ammahd
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The City of Ammahd

The capital of Aaman, Ammahd is easily the most monoto-
nous city on the continent. The buildings are constructed of
white brick and stone, white-washed and roofed over with
Arimite slate — they all look much the same. All houses ex-
cept the Temples of Aa are composed of rooms whose di-
mensions can be measured in increments of ten feet. The
architecture consists of a bland compilation of squares set
in a grid pattern, reflecting the unimaginative nature of its
architects, the Orthodoxists of Aaman.

As is true throughout the country, the influence of the Or-
. thodoxist Cult is evident everywhere in the city. Individuali-
ty has been thoroughly suppressed: all Aamanians dress
alike, they converse in tired cliches, and effect identical
manners and behaviorisms. Travelers from other lands
stand out like beacons against this colorless backdrop, and
are generally treated as inferiors, tolerated only if their pres-
ence is of some advantage to the state.

Aamanian laws are unenlightened. Individuals who commit
even the slightest transgression against cult doctrines are
dragged away to the Halls of Penance. At the discretion of
the Inquisitors, non-believers may be forcibly converted to
an Orthodoxist point of view. Or they may simply “disap-
pear.” Accordingly, the city and the surrounding environs
remain a low priority for visitors from other lands.

1. The Great Barrier Wall

Sixty feet in height, the Great Barrier Wall runs from the
mountainous border of Arim to the Sea of Sorrow. It is built
of stone hauled from the Onyx Mountains. The Exarch of
Arim supplied laborers and much of the raw material for the
_ project, and profited greatly from the endeavor.

2. Toll Gates

The three gatehouses, like the wall itself, are considered
neutral territory. The country whose representative wins the
annual Clash of Champions is awarded proprietorship of the
wall for the year, including the right to collect all toll reve-
nues. By mutual agreement, the toll may not exceed one
gold lumen per person, animal and conveyance. Both sides
take pains to avoid losing revenue when proprietorship of
the wall is theirs, posting armed sentinels at regular inter-
vals along the length of the structure.

3. The Watchtowers

Aaman maintains a number of these structures, each of
which measures 70 feet in height and is constructed of
black iron painted with white lacquers. Each tower is
manned by ten sentinels, whose duty it is to keep a con-
stant watch on the Zandir side of the border. Gongs placed
‘within the towers are to be used in the event of an enemy at-
tack (none have been rung since the wall was completed).
The sentinels posted in these watchtowers are armed with
crossbows, which they use freely upon unauthorized indi-
viduals seeking to scale the wall.
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4. Site of the Clash of Champions

This elevated, 20-foot-square platform serves as the arena
for the annual Clash of Champions. The opponent who falls
or is forced off the platform loses the match; if not already
dead, the loser usually perishes as a result of the ensuing
fall. It is considered a particular coup to cause a van-
quished foe to fall amongst his (or her) own supporters.

5. Stadia

These immense structures were built to afford seating for
spectators viewing the Clash of Champions. Canopied pavi-
lions are available to individuals of importance or position in
their respective governments. Vendors hawking food, drink,
spyglasses and souvenirs circulate freely amongst the
crowds during such events, as do pick-pockets, cut-
purses, and other ne'er-do-wells. The stadia go unused
throughout the rest of the year.

6. City Walls

The white stone walls around the rest of Ammahd stand
nearly 30 feet in height. Aamanian sentinels outfitted in
white plate-mail patrol the walls in groups of ten. Their de-
meanor is typically unfriendly, particularly as regards infid-
els — a term equivalent, in Aaman, to foreigner, non-
believer, evil magician, and so on.

7. Gatehouse

The gates to the city are guarded by a platoon of Aamanian
Border Knights, commanded by a Warrior-Priest. Travelers
are required to register their names and state their reasons
for entering Ammahd. If enroute to Zandu, they must contin-
ue on to Zanth without stopping, regardless of prevailing
weather conditions or other considerations. Zandir citizens
may be turned away or escorted to the border (most avoid
possible difficulties by traveling through Arim, avoiding Aa-
man entirely).

Profile: Archimage Gortovane

Aamanian Warrior-Priest, 9th Level

Paranoiais considered a prerequisite for command of a Bor-
der Knight unit, and Gortovane certainly fits the bill. When
he isn't making a merchant unload “suspicious” wagons, or
forcing travelers to submit to tests that supposedly demon-
strate their spiritual purity, the Archimage is dreaming of
schemes to entrap Heterodoxist agents.

8. The Phaedran Causeway

This ancient highway dates back to the time of the Phae-
dran Empire. Poorly maintained, the roadway is marginally
serviceable at best. At the worst spots, loose stones, un-
stable shoulders, and flooded sections of road can cause
extensive delays in travel.

9. Cemetery of Aa’s Effulgence
Here are buried the untold thousands of Orthodoxists who
died during the Cult Wars.
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10. The Hlerophant’s Tower

An imposing structure standing nearly 100 feet in height,
this tower serves as the dwelling place of the Hierophant,
the ruler and high-priest of Aaman. The tower’s functions
are multi-fold. Ten heavily guarded vaults contain the coun-
try’s vast stores of gold and precious artifacts, as well as
treasures (magical, cultural and artistic) confiscated from
individuals accused of heresy. Four levels are devoted to
the scriptorium, which boasts a collection of some 30,000
books and folios. The upper five levels are for the Hiero-
phant — the two uppermost for his personal use, the two low-
est for his bodyguards and attendants, and the mid-level for
his advisors. The grounds surrounding the tower are obses-
sively patrolled by Knights of the Theocratic Order:

Profile: Omniturge the Blessed
- Aamanian Archimage, 24th Level

The scion of a long dynasty of powerful Monitors, Omniturge
is the first of his lineage to achieve the exalted position of
Hierophant. His official concerns have been the traditional
ones: expansion of political and commercial influence
abroad, subversion of the Paradoxist regime in Zandu, and
the safeguarding of the sacred relics. One paramount con-
cern is the Hierophant's wand of office — the Aamonicle,
consisting of a sphere of black ivory mounted within a lunar
crescent atop a hardwood staff — which has suddenly and
mysteriously begun to pit and corrode.

11. The Aaman Canal

This man-made channel is fed by a tributary of the Axis Riv-
er, and courses through the city of Ammahd to the Sea of
Sorrow. The ancient Phaedrans built the canal some six
centuries ago. The Aamanians, concerned more with spiritu-
al purity than physical realities, have allowed the facility to

deteriorate, particularly the intricate system of locks de-

signed to modulate the flow of water. The canal is now used
primarily by Arimite ore-barges and Aamanian patrol vessels
bound for the Axis River.

12. Docks

Lowly Aspirants and infidels are found here, unloading ship-
ments of black-iron ore from Arim. Caravans laden with ore
and precious stones load up and leave for points elsewhere
in Aaman on a weekly basis.

13. Laborers’ District

This blandly unattractive area is occupied mainly by lower-
class laborers and slaves. The latter are kept in walled labor
camps, which are little better than prisons.

14. Temples

These edifices are dedicated to Aa the Omniscient, the pa-
tron deity of the Orthodoxist Cult. Each is run by an Archirn-
age, who wields control over a retinue of underpriests, acol-
ytes and devotees. The temples compete for upper-level
Aspirants, whom they hope to lure into their congregation in
order to solicit greater contributions to the temple fund. The
most powerful temples strike alliances with factions within
the Theocratic Order, thereby attaining an even greater de-
gree of influence.

50

Profile: ArchimageTortomal

Aamanian Archimage, 17th Level

The Temple of Munificent Aa is one of the most splendid of
the sanctuaries in the capital, and its Archimage is endowed
with the influence and respect accorded to a senior cleric.
Tortomal is a tall man of sepulchral appearance, and his
speaking voice is deep and resonant. His arresting sermons
on the rewards of the afterlife are well-attended, though jeal-
ous priests have accused him of dabbling in Ariane here-
sies. Tortomal avidly collects memorabilia concerning the
Holy Founders of the Orthodoxist Cult.

15. Towers of the Monitors

These 50-foot stone towers serve as the dwelling places of
Ammahd’s Monitors, each of whom holds the position of rul-
ing prelate in his assigned district. Individuals hoping to ver-
ify increases in mana must file a claim with the Monitor as-
signed to their district. Adjudicators serving each Monitor
process the petitions, posting the results beside the tower
gates at sunsdown.

The number and wealth of a district's temples, the prestige
of its archimages, and the extent of its influence with the
Theocratic Order are all factors contributing to a Monitor’s
prestige and status, and competition between them is
fierce. These administrators are also under the constant
scrutinization of the Hierophant, through his agents in the
Theocratic Order.

Profile: Monitor Oslid

Aamanian Knight, 16th Level

Oslid gained his status the hard way — he fought his way to
the holy places and back scores of times, sheepherding
with him flocks of the Faithful. The one-eyed former Knight
is an energetic administrator, intolerant of sin and the faults
of his subordinates. Oslid hates the Beastmen of Golarin for
ravaging one of his pilgrimages.

16. Monasteries

Sequestered within these fortified structures are the vari-
ous factions of the Theocratic Order. Each is a military en-
clave, specializing in a single military function: marine oper-
ations, cavalry, infantry, border patrol, or guarding the
temples. The facilities available vary in type and quality, ac-
cording to the degree of influence wielded by their Master-
Archimage within the Order. Though all members of the The-
ocratic Order are sworn to obey the dictates of the Hiero-
phant, various factions typically vie with one another for the
best recruits, and for contributions from temples seeking to
gain a monastery’s allegiance.

Profile: Master-Archimage Tranto

Aamanian Warrior-Priest, 13th Level

This Orthodoxist cleric is responsible for the monastery
which provides Aaman’s naval patrols on the Axis Rlver.
Tranto commands from a great wargalley, whenever he can
free himself from the boundless paperwork required of him
by the Theocratic Order. He hates the Ardua, and believes
that Aa will someday allow the Faithful to drive the avians
out of the Forest of Vardune.




17. Reliquary

This museum houses artifacts purported to have great sig-
nificance to the god Aa: the soiled garments of an Ortho-
doxist seer, the personal effects of martyrs to the cult, the
bones of Aamanian saints, and so forth. Many other sancti-
fied items were dredged from ancient ruins and holy sites by
pilgrims of the faith. A donation of ten gold lumens is
charged for admittance.

Profile: Knight Sevesto

Aamanian Knight, 21st Level

Itis one thing to adhere to the dogmas of the faith, and an-
other to serve Aa as faithfully as the god requires. So thinks
Sevesto, and the Hierophant must think likewise, or the old
Knight would not hold the post that he does. Sevesto will
make whatever deals are required to obtain the artifacts
-which he covets, and he has the full cooperation of the The-
ocratic Order. He speaks several languages fluently, and
often travels in disguise as one of the non-believers..

18. Depliliator

This is a facility where cultists come for the ritual removal of
facial and body hair, a process accomplished through im-
mersion in vats filled with the foul-smelling juice of the bald-
nettle plant. This is the first of many ritual observances
which new converts to Orthodoxism must undergo. The de-
piliators (usually male and over the age of 70) customarily
wear blindfolds while engaged in their work. A donation. of
five gold lumens is required.

19. Halls of Penance

Here, newly-depiliated converts and individuals accused of
impropriety are absolved of their sins. The methods em-
ployed vary greatly, and include dunking (in deep walls),
flogging, beating with wooden staves, and more unusual
forms of physical and psychological punishment. The Inqui-
sitors assigned to the Halls of Penance are quite creative,
particularly as regards the extraction of confessions from
tight-lipped sinners and heretics. A dungeon is housed in
the lower levels, for the benefit of those recalcitrants who
are deemed to require a more prolonged form of absolution.

Profile: Inquisitor Maxyr

Aamanian Inquisitor, 12th Level

Extracting confessions is the speciality of this Inquisitor.
Maxyr is one of the rare converts to Orthodoxism, and origi-
nally hails from Rajanistan. His great size and strength — he
is gigantic in stature, like all of the Shadinn - serve him well
in his trade, and his success rate is his best answer to
those who would condemn him for his infidel origin.

20. Pilgrimage Supply

This immense establishment — owned by the Orthodoxist
Cult, and administered by the Hierophant’s agents — offers
all that an individual undertaking a pilgrimage or crusade
could possibly desire: cult-approved travelers’ raiment,

maps, wagons, burden beasts, dray beasts, slave bearers, -

rations, Orthodoxist holy items, and a host of sundries and
assorted goods. A trio of Archimages supervises the opera-
tion. Costs are twice average.
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Profile: Archimage Zadoz

Aamanian Archimage, 8th Level

One of three clerics who operate a mammoth emporium
known as Pilgrim Supply, Zadoz knows nothing about com-
merce. This does not stop him from performing his job — he
sells with religious fervor, and becomes offended if asked to
bargain, since the prices are set “according to the precepts
of Orthodoxism.” He is worried for his niece and shop as-
sistant, Doxa, since her desire to travel is not apparently al-
lied with a passion to visit the holy sites.

21. The Piigrim’s Rest

This inn caters to pilgrims of the Orthodoxist Cult, many of
whom come to visit Ammahd and tour the locations made fa-
mous by the struggles of the Cult Wars. The inn’s fare is
notably devoid of flavor or spice. Alcoholic beverages and
musical entertainment are prohibited, and costs are some-
what above average.

Profile: Adjudicator Kosxa

Aamanian Witch Hunter, 18th Level

Retired from active service with the Theocratic Order after
four decades spent traveling the north — Werewood, Arim
and Urag — Kosxa gives the semblance of being little more
than a strict but kindly innkeeper. However, his fervor rises
to the fore when he gets wind of any degree of heresy.
Kosxa especially hates Dhuna witchery, and has many de-
vices designed to detect spell-casting and its practitioners.

22. Hall of Meditation

The devout among the members of the Orthodoxist Cult
gather here with their peers to meditate, discuss the doc-
trines of Orthodoxism, or learn of the latest decrees of the
Hierophant. Archimages are on hand to assist the faithful in
committing to memory cherished phrases from the Omnival.

23. Mercantilers’ District

This section of the city includes many small shops and mer-
cantile establishments, such as limners (selling white lac-
quers), clothiers (cult vestments only), tanners, millers, ma-
sons, carpenters, potters, and so forth. None dare sell their
wares unless the designs and materials have been ap-
proved by the Orthodoxist Cult.

J




ARIM

Arim is a land of rough and irregular hills, inter-
spersed with grassy steppes and thickets of stunted
oak and briar. To the north lie the dark peaks of the
Onyx Mountains; to the east is Lake Venda, source
of the great Axis River, fed by countless mountain
streams and brooks. West lie the forbidding forests
of Werewood; along the northeastern frontier, the
towering Cliffs of Bahahd fall away into the Dark-
lands of Urag.

The Arimites

The people who live in this grey and windy reaim,
known as the Arimites, are a dour and moody lot.
They are swarthy of complexion, with long black hair
and dark, deep-set eyes. The men tend to be gaunt
and wiry, with hatchet-like features; the women,
heavy-set and lacking in charm. The customary
mode of dress in this region consists of sackcloth
garments, animal-hide boots, and bulky fur vests,
accented with wristbands, ear-rings and knives
made of black iron.

Customs

The Arimltes are a humorless people, most of whom
live hard lives as miners of the country’s considera-
ble mineral wealth. They have no love of song or
dance, but favor chakos, a flery liquor brewed in
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Arimite Knife-Fighters on night watch at the Citadel of Akbar.

black-iron kegs. Abuse of this potent intoxicant is
widespread in Arim, especially among the over-
worked miners, who seek escape from the tedium
of their existence.

Even discounting the influence of chakos, various
forms of pathologically deviant behavior seem to be
ingrained traits among these folk. Accordingly, the
Arimites have a reputation in other lands as cut-
throats, an assessment which experts say is not
without merit.

The Revenant Cult

A secret society that specializes in a wide range of
covert and often deadly activities, the Revenant Cult
may be hired to carry out almost any act of ven-
geance, including arson, theft, muggings, extortion,
and even slander. Murder-for-hire is probably the
cult’s most lucrative line of business.

Anyone who can afford their fees — which range
from as little as ten silver pieces to over 100,000
gold lumens — can obtain the services of the cult.
This is done by the simple method of posting a no-
tice in some public place. The prevalence of the cult
is such that a Revenant, attired in customary night-
grey cloak and veil, will perform the desired service
by the following day.

I
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Government officials, common laborers, merchants,
and even jealous lovers and irate housewives have
all been known to employ the services of the Reven-
ants to settle disputes or avenge affronts. The popu-
larity of this impersonal means of seeking redress is
such that, in most parts of Arim, the mere shaking or
brandishing of a change purse is considered sug-
gestive of a threat to hire the Revenants.

An example of this unusual custom is provided in
the story of the hillman and the chakos merchant, a
popular Arimite folk tale. As the story goes, the hill-
man returned from hunting to find that his wife, in
his absence, had come into possession of a full cask
of chakos. Having left his mate with funds insuffi-
cient to purchase such a quantity of liquor, the hill-
man became suspicious of the local chakos mer-
chant, whom he believed might be seeking to gain
the affections of his wife by plying her with valuable
gifts.

Accordingly, the hillman paid the Revenants ten sil-
ver pieces to perform a mischief upon the merchant.
The chakos dealer awakened on the following day to
find his wagon bereft of its wheels, with an anony-
mous note warning against further indiscretions.
Outraged, the merchant guessed the identity of his
enemy, and paid the Revenants 20 silver pieces to
poison the hlliman’s favorite steed. This so upset the
hillman that he at once gave over 50 gold lumens to
the Revenants with instructions to have the mer-
chant thrashed. On the next day, the chakos mer-

chant made similar arrangements for the benefit of .

his hated rival.

This was the final straw for the hillman, who realized
that only the death of his enemy would now suffice
to bring their feud to a conclusion. While in town
posting a notice for the Revenants, the hillman
chanced to meet the merchant, who was there for
the same purpose. The two antagonists, too bruised
and weary to fight, and nearly bankrupt of funds, de-
cided to strike a compromise: each contributed half
the fee necessary to have the hillman’s wife assassi-
nated, thus removing the source of their differenc-
es. Relieved to have put an end to their dispute, the
two men parted friends.

Unfortunately, neither ever saw the other alive
again. Unbeknownst to either man, the hlliman’s
wife was a member of the Revenant Cult, whose fol-
lowers are strictly forbidden to do harm to one of
their own kind.

The Forbidden City of Ahrazahd

The Forbidden City of Ahrazahd is home to the ruler -

of Arim, a recluse known as the Exarch. Here in this
lofty mountain retreat, the Arimite lord lives in se-
clusion, surrounded by a retinue of bodyguards,
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concubines and royal wizards. Shipments of gold,
gemstones and provisions are brought here by cara-
van once each month. Aside from this, the capital
city is closed to outsiders — the Exarch governs the
country through his subordinates in Shattra and Ak-
bar. The monarch does not dare to set foot outside of
Ahrazahd, for fear of being assassinated by Reven-
ants.

The Cltadel of Akbar

A formidable military outpost which stands at the
mouth of a deep gorge, Akbar bars incursions by the
clans of Urag into the land of Arlm. Its walls are over
40 feet in height, and are studded with 50-foot tow-
ers mounted with fire-throwers. No less than 10,000
Arimlte soldiers, archers, scouts and artillerists man
this massive installation. The fortress also serves as
a center for trade, and is occasionally visited by Jaka
hunters, Djaffir merchants, and Farad slave-
mongers.

The Trading Post of Shattra

The mining and trade center of Shattra is located on
the banks of the Axis River. It is a filthy place, crowd-
ed with ramshackle wooden tenements and cov-
ered in a perpetual haze of smoke and soot. Raw
black-iron ore is brought here to be smelted down
into ingots and shipped by barge or caravan to Aa-
man, Zandu, the Seven Kingdoms, and beyond.

Shattra is visited primarily by miners and ore trad-
ers, though grey-skinned mongers from Faradun do
a brisk trade in slave girls, courtesans and concu-
bines — women of grace and beauty are a rare com-
modity in Arim. The secretive Revenant Cult is be-
lieved to have its base of operations here.

The Onyx Mountains

Rich in black-iron and silver — as well as emeralds,
garnets, sards, carnelians, and beryls of passable
quality — the Onyx Mountains are dotted with caves
known to contain moonstones of immense size and
impeccable color. Cliff-dwelling Stryx, bands of
Darklings from nearby Urag, and the fearsome Noc-
turnal Strangler haunt these environs, dulling the
enthusiasm of many would-be prospectors. The
highlands are also home to exomorphs, yaksha and
herds of equs.

The Cliffs of Bahahd

In the eastern Onyx Mountains, these precipitous
cliffs have long protected Arim from invasion by the
Ur clans to the east. They rise over 300 feet in
height, and are nearly impossible to scale. Bands of
Stryx once lived in caves here, but were smoked out
by the Arimites.




The Druhks

The wooded hills and mountains of central Arim are
the domain of the Rerce Druhk tribes — bestial sub-
men of violent temperament. Similar in stature to the
Arimlites, the tribesmen dress in the skins of wild
beasts, stain their hair and bodies with the purple
juice of wild mountain berries, and wield stone war
clubs and jagged-edged bone daggers.

Customs

Druhks are decidedly unfriendly, finding great en-
joyment in skinning alive individuals who trespass
into their lands. Among these folk, mercy is consid-
ered a sign of weakness, and compassion is virtually
unknown. Their Songs of Fear and Death are said to
strike madness in those who hear them.

The tribes range in size from a few dozen individuals
to several hundred. Druhks build no permanent
dwellings of any kind, ranging instead as nomads
throughout the central portion of Arim. Their warri-
ors (both male and female) ride wild greymanes also
dyed purple with berry juice — a most unusual sight.

Lake Venda

Source of the Axis River, Lake Venda lies at the foot
of the Onyx Mountains in Arim. Fed by numerous
small streams and brooks, its waters are cold and
clear.

Despite its seemingly peaceful appearance, the lake
is avoided by the Arimites, who say it Is accursed.
According to legend, Lake Venda is inhabited by
nine great Shaitans. They supposedly live in the
ruins of an ancient sunken city, and prey upon un-
wary sailors and fishermen. Each is said to possess a
fabulous treasure — one of the Nine Keys of Knowl-
edge, or one of the Devil Rings of Orlax, depending
upon which of the many conflicting accounts one
wishes to believe.

The Druhk tribes which inhabit the surrounding hills
claim to give the legend little credence, but never-
theless, the tribesmen shun the wide and watery ex-
panses of Lake Venda in favor of the shallows
around the shore.

S

A Druhk war party on the attack.




SILVANUS

Sarista “culture”

Silvanus is a woodland region located to the west of
the Necros River.and the forests of Werewood. It is
also bordered by the deep-blue expanse of the
Azure Ocean, which is traversed by fishing vessels
of many nations — Zandu, Gao-Din, Imria, Parthene,
and Faradun — as well as the ships of Orthodoxist
Witch Hunters pursuing heretics. Sea dragons are
not unknown in coastal waters, and storm demons
may be encountered during the fierce storms of the
spring and fall.

Unlike the dreary and fell territories of its eastern
neighbor, Silvanus and its wooded glens are scenic
and relatively tranquil. Fields of meadow grass offer
respite from the forests, and cool streams converge
amidst thickets of silver-beech, carpets of moss,
and quiet ponds. '

The Sarista

Among the few folk known to frequent this region
are the Sarista, a nomadic race of indistinct origin.
The gypsies are built along slender proportions, and
have skin the color of rich topaz, dark eyes, and jet-
black hair.

55

They are partial to ear bangles, facial tattooing, and
all types of gaudy raiment. The men sport capes, be-
rets, tight-fitting hose, sashes, and high boots,
while the women prefer all manner of sultry and se-
ductive attire.

Customs

The Sarista are a people of diverse qualities. Some
are loners who make their living as peddlers, mer-
cenaries or vagabonds. Others, notable for their
skill at witchcraft, live in secluded wilderness re-
gions. The majority of these folk are gregarious,
fond of traveling in gypsy caravans, carrying all that
they own in wagons or on the backs of burden
beasts.

Sarista roam the Western Lands and beyond, stop-
ping in cities and villages along the way to raise
money by their performances. In such places, the
gypsies are renowned for their talents as folk heal-
ers, animal trainers, fortune tellers, acrobats, danc-
ers, puppeteers and thespians...or as mountebanks,
thieves and tricksters, depending upon one’s point
of view.




The discrepancy of opinion regarding the Sarista
may be attributed to their mysterious customs, tradi-
tions and history. The Sarista have their own lan-
guage, a version of the common Talislan tongue
which allows the speaker to convey hidden mean-
ings by the use of subtle gestures and inflections.

The tribes do not keep written records of any sort,
but rely upon the elder Sarista to raise their off-
spring and teach them the secret lore of their peo-
ple. These studies consist primarily of minor folk
magics, herb lore, and “Sarista culture” — a euphe-
mism held to be roughly equivalent to the less-
flattering term, “thievery.” By age seven, a Sarista
child knows every woodland trail in Silvanus by
heart, and has a comprehensive understanding of
so-called Sarista culture.

Sarista religion revolves around two obscure demi-
gods: Fortuna, the lovely but fickle goddess of luck,
and the grim entity known as Death. They revere
Fortuna but mock Death, whom they strive to cheat
at every opportunity.

The history of the Sarista consists of a baffling col-
lection of anecdotes, fables and bawdy ballads.
Some scholars believe them to be a people dis-
placed during the time of the Great Disaster. Others
claim they are descended from the numerous ban-
dits who roamed these woods before the rise of the
Phaedran Empire.

Flora and Fauna

The woods of Silvanus are rife with wood whisps
and colorful insects such as the crystal moth. Roots
and herbs known for magical or healing properties
are common. Two plants of particular note are found
here: whisperweed (which often tells the most asto-
nishing secrets) and needleleaf (an obnoxious,
needle-throwing succulent).

The Necros River

These sluggish black waters run from the mountain-
ous borders of Khazad southward, finally emptying
into Zantlum Bay. Issuing from some underground
source, the Necros smells vile and is believed to be
tainted by black magic. So much as a single sip is
said to bring on terrifying nightmares.

The Valley of Forgetfulness

The Necros River runs through this densely-
forested vale, which falls partly in both Werewood
and Silvanus. Late in the evening, silver-grey mists
rise upward from the river and hang over the valley.
Individuals who breathe these vapors purportedly
suffer partial or even total memory loss, the duration
of which may last from one to ten days. Werebeasts
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and banes prowl the slopes of the valley, where the
bodies of convicted felons were interred in the time
of the Phaedran Empire.

The Dire Woods

This dark and dreary region occupies eastern Silva-
nus, and Is overgrown with thornwood and hang-
man’s tree, all hung with strands of grey-black spi-
dermoss. The woods receive their name from their
awful inhabitants, which include ghasts, malathrope
and necrophages, to name but a few. Legends of
hidden treasure, supposedly buried here by an ex-
tinct race of seafaring marauders, go largely un-
heeded.

Castabulan

A rocky isle located off the western coast of Silva-
nus, Castabulan is fringed with copses of tangle-
wood and stunted gall oak. A cabal of blue-robed as-
tromancers resides on the island, and has erected
an eccentric “observatory” constructed of rough-
hewn timbers and stone.

Descendants of a group of Phantasians whose wind-
ship crash-landed on the isle in the year 447, the
Astromancers of Castabulan have developed a close
affinity to the forces of nature, which they have had
occasion to experience first-hand since being ma-
rooned so long ago. They monitor changes in the
weather, and claim to be able to predict storms,
droughts, tides, and other meteorological phenom-
ena. It is customary for Zandir captains sailing to or
from the port of Zantium to send a messenger to
Castabulan, seeking the astromancers’ advice and
augery .

Talisandre

Another small island which lies off the coast of Silva-
nus, Talisandre is a virtual paradise, populated by a
plethora of wild flora and fauna. A race of xenophob-
ic Men, known as the Azir, lives in this idyllic set-
ting. They know nothing of the civilized world, a
condition which they have adopted by choice ~ visi-
tors from the outside world are greeted with fusi-
lades of stones, and told in no uncertain terms to de-
part the Azir's island refuge.

The Gulf of Silvanus

This narrow and winding inlet between Silvanus and
Khazad is considered unnavigable, due to the pres-
ence of maelstroms and unpredictable cross-
currents. Ancient sea dragons are believed to sleep
in the depths, another reason why Talislantan sailors
prefer to steer clear of these waters.




-~ WEREWOOD

A Werebeast on the prow! (foreéround): Bane, Mandragore, and Weirdling (background).

Werewood is a dark and tangled forest region sit-
uated to the north of Zandu. By day, it is an eerie
place — tendrils of grey moss hang from its gnarled
and misshapen trees, suspended above thick
swards of bracken, toadstools and molds. Were-
rooks, perched on the limbs of rotting spider-oak
trees, assail travelers with pointed remarks and
morbid prophecies. Strange shadow-forms prowl
the undergrowth, their presence felt more than
seen. Other creatures, less withdrawn, wait for vic-
tims to approach within reach of talon, claw, or fang.

It is in the evening hours, however, that the true na-
ture of Werewood is fully revealed. Clouds of mist
rise, cold and dank, from the forest floor. From the
darkening woods, mournful howls issue forth: the
baleful cries of Werebeasts on the hunt.

Although Werewood is a perilous place, it is not
without redeeming qualities. Many useful herb and
plant species thrive here, including such rarities as
the prophet tree, shrinking violet, tantalus, contrary
vine, and cleric’'s cowl. Quaga — a large species of
fresh-water mollusk — dwell in brackish ponds, and
are sought after for the rare, violet-colored pearls
which they produce.
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Werebeasts

Huge and horrid in appearance, these creatures are
nocturnal by habit, and seldom venture from their
caves during the daylight hours. By night, Were-
beasts can no longer control their hunger, and must
feed. Only minimally intelligent, they hunt in small
packs, and generally attack anything that moves.
They are noted for their cruelty, and often torture
their prey.

Banes

More sinister than Werebeasts, Banes are black as
polished obsidian, and are nocturnal by nature.
These vile man-like beings have pointed fangs and
eyes that glow in the dark like burning embers.

Banes are vampiric, and feed on warm:blooded
prey of all sorts. They possess the uncanny ability to
mimic sounds of any kind: they can produce animal
calls, imitate voices, and even repeat magical spells
and incantations. The deadly creatures are exceed-
ingly swift, but are capable of moving with great
stealth. Their intelligence borders on the diabolical.
It is fortunate that they are few in number.




Mandragores

Perhaps the most unusual denizens of Werewood
are the plant creatures known as Mandragores.
About three feet in height and vaguely man-like in
form, mandragores stand rooted and immobile
throughout the day. During this time they resemble
common woodland plants, though it is said that indi-
viduals skilled in Botanomancy or herb lore can de-
tect otherwise.

When darkness falls, Mandragores uproot them-
selves and set out to hunt for prey, which they cap-
ture with nets of vines and grasses. Their luckless
victims are bound and then buried alive. in time, the
decomposing bodies fertilize the soil, thereby pro-
viding nourishment for the Mandragore population.

Weirdlings

Also found in various parts of Werewood are the di-
minutive creatures known alternately as Weirdlings
or Wish-Gnorls. Bent and gnarled in form, these
shrivel-faced, man-like beings are both odd and ec-
centric. They are known to amass great fortunes,
which they horde in garishly-decorated under-
ground burrows.

According to legend, if a Weirdling is caught, he
must give over his treasure or grant his captor a
wish (hence their nickname, Wish-Gnorls). To de-

mand both treasure and wish, or to cause harm to a -

Weirdling, is said todnvalidate the contract.

Fortune-hunters have long searched Werewood for
Weirdlings. The -beings sometimes roam about at
night, stealing other creatures’ valuables and scav-
enging for lost or buried treasure. Despite their
rumpled, almost comical appearance, the creatures
are nimble and elusive — even banes cannot catch
them if they have room to maneuver.

Locating a Wish-Gnorl's burrow is said to be a much
more efficient way of capturing these strange little
creatures, as their lairs seldom have more than a
single entrance. Those who seek Weirdling lairs are
advised to be wary: the creatures jealously guard
their treasures and wishes, and often ward their
burrows with dangerous' tricks and traps.

Castlerock

A high promontory of jagged basalt overlooking the
Straits of Khazad, Castlerock is situated on the
northern coast of Werewood. The mount is a natural
stone fortification, and may in fact have been utilized
for such purposes during the Forgotten Age. it is
thought to be a roosting place for wind demons, and
Is avoided by sensible beings.

The Dread Forest

This dense and tangled region lies adjacent to the
Necros River. it is a favorite haunt of ghasts, necro-
phages and the like, and so is generally avoided, ex-
cept by certain varieties of pseudo-demon — most
notably, fiends, who seem in some unknown man-
ner to be drawn to the ancient ruins which' lie scat-
tered throughout this region

Gnorlwood

The Forest of Gnorlwood is located in the south cen-
tral region of Werewood, adjacent to the Zandir bor-
der. it is one of the oldest woodlands in Talislanta,
its once-tall trees now stooped and withered with
age. The softly sloping hillocks are home to the
Gnorls, an ancient race of smallish, gnarled man-
like beings whom some believe to be related to
Gnomekin and Weirdlings.

The Gnorls

Gnorls live in underground nooks, typically situated
in woodlands. They are skilled in an ancient form of
witchcraft known as rhabdomancy, the “art of divin-
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A Gnorl Rhabdomancer in her nook.




ing secrets.” Gnorls coliect secrets, which they
gather by various means, including communing
with spiritforms. Some earn a living by selling, buy-
ing and trading secrets; others as healers who offer
their services in exchange for secret knowledge.
The Gnorls of Gnorlwood are generaily reclusive by
nature - a reasonable attitude, as the surrounding
woods abound with banes, mandragore, and giant,
shaggy-haired humanoids known as shathane.

Mordante’s Deep

This forested region derives its name from the leg-
endary black magician, Mordante, who is believed
to have lived here for a time after fleeing Faradun.
(Legend has it that he was pursued by Xambrian
Wizard Hunters.) Supposedly, his castle still stands —
covered by vines and creepers, and haunted by
ghasts and wind demons.

The Mushroom Forest

Located in northern Werewood, the Mushroom For-
est is a murky region rife with giant fungi, toadstools
and molds. It is inhabited by numerous hostile or-
ganisms as weli, including grues, pseudomorphs
and scavenger slimes. Despite this, Dhuna and
Gnorls sometimes come here to gather certain rare
varieties of fungi. The Mushroom Forest is an espe-
cially eerie place by night, when the entire region is
suffused in a weird, phosphorescent glow.

Green Lagoon

A swirling quagmire, the Green Lagoon is a sink-
hole into which the waters of the eastern Sascasm
are slowly and irresistibly drawn. Many creatures
visit to drink from the Lagoon, including banes,
werebeasts, malathrope, ravengers, and shathane.
More than a few fall prey to skalanx, aquatic demon-
oids which lurk below the surface, anchored by
their tails to the roots of massive swamp trees.

- The Sardonyx Mountains

Stretching from east to west, these mountains form
a natural border between Yrmanla and Werewood.
The lower-lying regions up to the timberline are
thick with grey baobab and tanglewood. Kite-
winged batranc soar above the clouds, safe from the
depredations of yaksha, exomorphs and tundra
beasts. Rumors persist that deposits of gold can be
found in the easternmost regions.

The Sascasm River

Originating in northern Werewood, the Sascasm
River divides into two channels. The western Sas-
casm runs through Zandu before emptying into the
Azure Ocean, and the eastern Sascasm is drawn into

the Green Lagoon. Skalanx and river kra live in these
waters, which are also infested with metal-scaled
fish, called chang.

The Phaedran Tombs

At one time, it was the fashion among the wizards of
ancient Phaedra to be buried along the banks of the
Sascasm. According to the style of the day, the magi-
cians (whose modern descendants are the Koresian
and Tanasian mages of Cymril, in the Seven King-
doms) made arrangements to be interred in odd
mausoleum-like structures. The interior decor of
these edifices was often made to resemble an elab-
orate sitting room, dining hall or bedroom, accord-
ing to the wizard’s preference in leisure-time activi-
ties.

The mummified body of the late wizard, dressed in
lavish garb and propped-up in some appropriate
pose, added the finishing touch to the burial cham-
ber. Though grave robbers have stripped many of
the tombs of their wares, it is probable that a num-
ber of these crypts remain undiscovered, over-
grown with weeds, vines and mosses.

The Weeping River
The upper stretch of the Sascasm River, before it

branches into eastern and western channels, is
known as the Weeping River amd originates near

Mordante’'s Deep in northern Werewood. Giant river
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kra lurk in these waters, which are difficult to navi-
gate due to tangled vegetation and accumulations of
silt and mud.

Witchwood

This woodland region, located in the eastern portion
of Werewood, is home to the Dhuna — practitioners
of witchcraft, who fled here to avoid persecution by
the Aamanians following the Cult Wars. Hidden
deep in these woods, the Dhuna discovered a num-
ber of sacred groves, each containing a circular ring
of 10-foot-tall runestones. The witches settled near
one of these groves, where they remain to the
present day.

The Dhuna practice an ancient form of folk magic,
and are said to possess certain extraordinary attrib-
utes, not the least of which is the reputed ability of
witchwomen to capture a man’s heart with but a sin-
gle kiss. The Dhuna live in communal groups, called
covens. There are seven known covens, each
aligned with one of the Talislantan moons.




ZANDU

The City of Zanth

Zandu is a land of gentle hills and sparse wood-
lands, shifting to deep forests along its northern
borders. To the east lie the southern stretches of the
Onyx Mountains of Arim; to the south, the rocky
shores of the Sea of Sorrow.

In the interior, groves of blue pomegranates and
quince fourish, fed by numerous small tributaries
of the Sascasm River. The undeveloped northern
and coastal areas are dotted with ancient stonework
towers of varying design, built prior to the fall of the
ancient empire of Phaedra. These fortresses once
served as wilderness outposts or sanctuaries for
traveling merchants, but most are now in ruin. Some
are known to be occupied by solitary spell-casters,
who find isolation most suitable to their peculiar
needs.

The Zandir

The people of Zandu bear a marked physical resem-
blance to the Aamanians, both being descended
from copper-skinned Phaedran ancestors. Unlike
their Orthodoxist neighbors, however, the Zandir
are a colorful folk renowned for their lack of inhibi-
tion.
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Customs

The Zandir are fond of music, dance and all manner
of stimulating pastimes. They enhance their features
with vividly colored pigments, adorn their hair with
silver bands, and dress in flamboyant apparel — vel-
vet blouses and trousers, capes of silken brocade,
curl-toed boots or slippers, and so forth. The wo-
menfolk practice the quaint custom of hiding their
faces behind decorative fans, giving the impression
that they are shy and demure. This is hardly the case,
as male visitors to Zandu often discover. Zandir men
are even less subtle, and in other lands are widely
regarded as lechers and philanderers. The people of
this land regard romance as a fabulous game, to be
played constantly.

The Zandir have retained the unique and diverse
ethnicity of their forebears, the Phaedran imperials.
The populace includes numerous minority groups
and factions, including the Causidians, formerly a
class of law-makers, now employed as legal advis-
ors, diplomats and scribes; the Certaments, a class
of professional duelists; the Zann, who effect a de-
liberate contrariness regarding any issue; and the
Serparlans, who are professional beggars.




Zandir culture is complex and many-faceted. The
best musicians and artists are rewarded with ap-
pointments to the Sultan’s retinue, and wizards are
also esteemed — particularly Zandu's Charlatans, the
seers of the Paradoxist faith, though many who claim
sorcerous powers are actually scoundrels.

The Sultan

Zandu's ruler wields absolute, unquestioned power
over all his subjects. All citizens are theoretically
equal, and therefore equally subject to the whims
and moods of the Sultan of Zandu, which sometimes
run to the extreme. Unlike the Hierophant of Aaman,
the Sultan is far from celibate. Zandir custom allows
men to take as many wives as they can afford, and
the ruler of Zandu is a very wealthy man.

Zandir laws are generally lax. A popular local saying
notes that “what no one sees, no one knows.” So
long as thieves exercise a certain-amount of discre-
tion, the authorities usually “look the other way.”
Accordingly, petty theft is rampant, particularly in
the larger cities, such as the capital of Zanth.

On the other hand, criminals who make the mistake
of attracting too much attention can expect to be
dealt with severely. Convicted thieves may be tor-
tured, chained to a pillory and placed on public dis-
play, or banished into the depths of Werewood. The
worst crimes are punishable by any of a wide variety
of gruesome and slow deaths, inflicted by the le-
gendarily creative Zandir executioners.

The Sultan personally judges cases during the
morning hours, and determines the appropriate
verdict for each as the mood suits him. On a good
day, he may allow offenders to go free after a brief
lecture on morality; on a bad day, the Zandir execu-
tioners have their hands full. Imprisonment in the
wretched dungeons of Zanth suffices as punishment
in the rare instances when the Sultan can come up
with no more creative form of punitive action.

Prisoners may spend days or even weeks awaiting
an audience with the Sultan, who is often lax in the
completion of his duties. Individuals accused of
committing a crime are allowed to hire Causidians
to represent their interests. Arrangements must be
made through' the jailors, who customarily charge a
healthy “finder’s fee” for their services.

The Cult of Paradoxy

The Zandir are Paradoxists, professing to be mysti-
fied by the nature of their own existence. The tenets
of the Zandir “religion” are perhaps best explained
in the Paradoxist text, The Book of Mysteries, a
lengthy tome filled with 100,000 questions — and no
answers.
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The Clash of Champions

Of great interest in Zanth is the annual Clash of
Champions, held atop the Great Barrier Wall be-
tween Zandu and Aaman. Each year the Sultan sends
out dozens of his wizardly advisors to scour neigh-
boring lands in search of suitable candidates. The
eventual champion, chosen by tournament, is treat-
ed like royalty until the day of the match. It is custo-
mary for the Sultan to shower a victorious champion
with riches, fame and glory. There is no reward for
losing — fortunately, the vanquished rarely survive.

The Night of Fools

Of especial importance to the Zandir is the festival
known as the “Night of Fools.” Held once each year,
on this evening virtually all of Zandu's laws are tem-
porarily rescinded. From sunsdown to sunsrise, the
capital is transformed into a veritable madhouse.
Dressed in ludicrous costumes, and reeling from
the effects of opiated wine (provided free of charge
by the Sultan), the Zandir spend the evening in rev-
elry, debauchery and mayhem. On the following
day, order is restored.

Trade and Relations

Zandu is diametrically opposed to Aaman in nearly
all respects. For many centuries the two countries
waged ceaseless war against each other, until the
establishment of the Great Barrier Wall Treaty. Mod-
ern relations between the former antagonists, while
overtly peaceful, are still far from cordial. The differ-
ences between their cultures remain extreme, and
there is no love lost between the two peoples.

Zandu has strong trade ties with Arim, a major sup-
plier of black iron, copper and precious stones. Ex-
ports from the Paradoxist nation include utensils of
copper and brass, exotic fragrances, spices, narcotic
herbs, fine wines, and opals. Blades made by Zandir
craftsmen are held in high regard throughout the
continent, and are popular trade items.

The Capital City

The capital of Zandu, Zanth is a beautiful city of cop-
per spires, minarets and arched causeways. Like
Ammahd, the capital of Aaman, Zanth is built upon
the ruins of the ancient Phaedran city of Badijan. At
the conclusion of the Cult Wars, the Great Barrier
Wall was built through the center of the rubble, and
the two nations each built new capitals on their por-
tion of the ruins.

The Sultan lives in Zanth, in a fabulous palace thinly
layered with silver and gold. A second, adjacent pal-
ace houses the Sultan’'s wives, which some claim
exceed 4,000 in number.




The Phaedran Causeway

Constructed during the reign of the Phaedran em-
perors, this roadway stretches across Zandu from
Zir to the Aamanian border at Zanth. The causeway is
indifferently patrolled and is often in need of repair.

The Citadel of Zadian

This fortress is situated amid the central coastal re-
gion of Zandu. A sizable contingent of Zandir troops
is stationed here, including units of ontra-mounted
lancers and archers, swordsmen and women, and
border scouts. The citadel stands atop a hill over-
looking the rich estates, vineyards and groves of Za-
dian’s wealthy aristocracy, who live much in the
manner of feudal lords.

The Sea Ports

A small Zandir coastal settlement, Zantil is built on a
peninsula jutting into the Sea of Sorrow. There is a
lighthouse here which serves as an aid to ships nav-
igating the rocky waters. In addition, a red beacon —
produced by torchlight reflected through a ruby
crystal — warns vessels of the presence of giant sea
scorpions, which occasionally enter the area via the
Phaedran Straits; by day, bellows-horns sound the
alert as well.

The port of Zir is where Zandir warships were con-
structed during the Cult Wars. The shipyards now
primarily turn out merchant vessels, and Zir has be-
come a haven for Zandir freetraders. Ships head
from here to such exotic locales as Thaecia, Batre
and Faradun — some take on passengers or cargo
here, while others await repair.

The narrow waterway adjacent to Zir is known as the
Phaedran Straits, and is utilized by ships bound to
the Sea of Sorrow from the open sea. This was the
site of many a terrible battle during the Cult Wars,
and not a few Aamanian and Zandir vessels lie on
the bottom. Jagged rocks along the coast render the
passage hazardous, particularly in foul weather.

Westernmost of Zandu’s seaports, the walled settle-
ment of Zantium lies near the terminus of the Sas-
casm River, on Zantium Bay. Timber, costly per-
fumes, and exotic plants and beasts from the Zandir
Moors are the chief exports. Trackers come to the
trading post to sell hides and captured animals.

Located on the western coast of Zandu, Zann is nota-
ble primarily for its stubborn and contrary citizens.
The Zann rarely agree with others, and are rude and
highly opinionated by nature. Most are fishermen,
boatmen, or woodland guides. Local streams are
thought to be tainted by the Necros River, which may
go far to explain the curious behavior of the Zann.
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Korak’'s Mountain

In ancient times, the great sorcerer Korak had con-
structed on this mount a fabulous manse of eleven
amberglass towers, in which he kept his collection
of wonders, curiosities and amazements. Harassed
by throngs of curious sightseers, the sorcerer finally
retired to another dimension, taking all he owned. A
quirk of fate caused his manse to become trapped in
a temporal rift, with the result that Korak's abode oc-
casionally reappears for several hours at a time on
the mountain which now bears the sorcerer’s name.

Conjuror’s Point

This rocky peninsula is named for the legendary ma-
gician, Cascal, who kept a small cottage here in an-
cient times. A homonculus, left untended in one of
Cascal's vats, supposedly escaped when the magi-
cian was away and laid waste to his home. The inhab-
itants of nearby Zantium claim that this creature still
lives on Conjuror's Point, and blame the homoncu-
lus for almost any occurrence for which there is no
ready explanation, including incidents of missing
persons, lost articles, and acts of violence.

The Zandir Moors

This area of verdant knolls, flatlands and bogs is not-
able for its numerous exotic varieties of wildflower,
from which are derived costly scents, essences and
enchanted philtres. The rare everblue starfire is val-
ued at over 1,000 gold lumens. Aspiring botanists
and fortune-seekers are advised to beware of mala-
thrope and bog devils.

The Woodlands of Zandu

This forested area was razed by torch-wielding Or-
thodoxists during the Cult Wars. The Paradoxists re-
stored the area after the war, according to their own
eccentric designs — they created a forest preserve.
resplendent with groves of quince, blue pomegran-
ate, incense tree, and succulent barb-berry. Man-
made streams and ponds dot the mossy terrain, in-
terspersed with copses of spice tree and giant fern.
Acreage has been reserved for the pleasure of the
Sultan of Zandu, who is said to be an avid avir-
watcher. A troupe of Zandir swordsmen always ac-
companies the Sultan's entourage, conferring pro-
tection from the woodland’s exomorphs, mala-
thrope, and poisonous, metallic-scaled vipers.

The fortified border outpost of Zandre houses a con-
tingent of Zandir scouts, and is adjacent to an old
stone bridge which spans the Sascasm .River. It is
frequented by hunters and traders, as well as the
fishermen of Zann, who sail their small skiffs up the
Sascasm in order to sell their wares at the outpost.
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The City of Zanth

Zanth is the capital of Zandu, and is one of the most colorful
and exotic cities in Talislanta. From the shining palaces and
minarets of the central sector to the slums of the Beggars’
District and the Sarista ghetto, Zanth is a study in con-
trasts. The crowded streets and marketplaces teem with a
conglomeration of races and professions: bands of street
urchins, Jaka manhunters, Paradoxist seers dressed in
brightly colored cassocks, Jhangaran mercenaries, drab
Kasmir merchants, blue-robed Causidians, charlatans, fa-
kirs, and many others.

The city, like the rest of Zandu, is notable for unusual local
laws and customs, certain of which seem to fly in the face of
any standard concept of logic. For example, there are no re-
strictions in Zanth against insobriety, the bearing of arms,
_or acting in a lewd manner. Boisterous or reckless behavior,
fighting, and insulting a woman, on the other hand, are of-
fenses punishable by imprisonment in the wretched dun-
geons of Zanth. Dueling is considered acceptable so long
as formal arrangements have been made, and is a common
practice throughout the land.

1. The Great Barrier Wall

Sixty feet in height, the Great Barrier Wall runs from the
mountainous border of Arim to the Sea of Sorrow. It is built
of stone hauled from the Onyx Mountains. The Exarch of
Arim supplied laborers and much of the raw material for the
project, and profited greatly from the endeavor.

2. Toll Gates

The three gatehouses, like the wall itself, are considered
neutral territory. The country whose representative wins the
annual Clash of Champions is awarded proprietorship of the
wall for the year, including the right to collect all toll reve-
nues. By mutual agreement, the toll may not exceed one
gold lumen per person, animal and conveyance. Both Aa-
man and Zandu take pains to avoid losing revenue when
proprietorship of the wall is theirs, posting armed sentinels
at regular intervals along the length of the structure.

3. The Watchtowers

Zandu maintains a number of these structures, each of
which measures at least 65 feet in height and is constructed
of black iron. Otherwise, the towers have nothing in com-
mon with each other, the designs being unique and often
fanciful. Each is manned by ten sentinels, whose duty it is
to keep a constant watch on the Aamanian side of the bor-
der. Horns placed within the towers are to be sounded in the
event of an enemy attack. The sentinels posted in these
watchtowers are armed with bows, which they use freely
upon unauthorized individuals seeking to scale the wall.

4. Site of the Clash of Champions

This elevated, 20-foot-square platform serves as the arena
for the annual Clash of Champions. The opponent who falls
or is forced off the platform loses the match; if not already
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dead, the loser usually perishes as a result of the ensuing
fall. It is considered a particular coup to cause a van-
quished foe to fall amongst his (or her) own supporters.

5. Stadia

These immense structures were built to afford seating for
spectators viewing the Clash of Champions. Canopied pavi-
lions are available to individuals of importance or position in
their respective governments. Vendors hawking food, drink,
spyglasses and various inexpensive sorts of souvenirs cir-
culate freely amongst the crowds during such events, as do
pick-pockets and cut-purses. The stadia go unused
throughout the rest of the year.

6. City Walls

The black stone walls of Zanth stand about 30 feet in height.
Zandir sentinels, outfitted in black-iron chain-mail, patrol the
walls in platoons of ten to twelve individuals (both males and
females serve in the Zandir military). Most are friendly,
some perhaps overtly so; the Zandir are prone to excess,
and notably lacking in restraint as pertains to relations with
members of the opposite sex.

7. Gatehouse

Contingents of 20 sentinels guard the gates to the city.
Spot checks of suspicious-looking individuals and cargos
occur from time to time. In return for the rough treatment ac-
corded Zandir citizens at the border of Aaman, Aamanians
who attempt to pass this way are routinely turned away.

8. The Phaedran Causeway

This is the western extension of the ancient roadway. The
road forks to the north, leading west toward Zadian and
northward into Arim. The northern branch is well-maintained
(thanks to the Arimites), though still not entirely free of diffi-
culties: ice and snow in the winter months, fierce Druhk war-
parties, and predatory beasts, to name a few.

9. The Sultan’s Palace

A fabulous structure thinly layered with S|Iver and gold, the
palace is reminiscent of the storied architecture of ancient
Badijan. The grounds are decorated with canopied terraces,
fountains, walkways, and topiary gardens. The interior
boasts lavish aviaries, solariums, spiral stairways, and a
vast collection of paintings, sculptures, plush carpets, cu-
shioned divans, and tapestries. Here, the Sultan of Zandu
dwells amidst great splendor, attended by his viziers and
servitors, the astromancers who advise him, and his per-
sonal corps of elite swordsmen.

Profile: The Sultan of Zandu
Zandir Swordsman, 28th Level
The Sultan — it is forbidden to call him by his glven name —is -
a man of mercurial moods and passions. He is a slender,
handsome man in his early forties, with a decided taste for
opiates, women and revelry. His health is on the decline.




10. Palace of the Sultan’s Harem

Situated adjacent to the Sultan's own palace, this marve-
lous structure houses the grand potentate’s 4,000 wives,
plus half again as many eunuchs, hand maidens and ser-
vants. Several hundred of the Sultan’s offspring are tended
to in a connecting nursery.

Profile: Cilia Aquatine

Batrean Concubine, 14th Level

The Sultan’s newest wife and current infatuation, Cilia ef-
fects an aquatic look, dressing entirely in seashells and
braided seaweed, and having her green-dyed hair magically
coiffed so that it seems to be moving in a current. The Sul-
tan has no idea that Cilia was once an Arimite’s paramour, or
that Revenant agents are seeking for her.

11. The Zandu Canal

This man-made channel runs south to the Sea of Sorrow.
Built long ago by the ancient Phaedrans, it has been stag-
nant since the Aamanians blocked off its access to the wa-
ters of the Axis River. Only magical intervention has kept
the channel from drying up entirely.

-12. Docks
Zandir freetraders arrive and depart from this point, carrying
shipments of spices, copper and brass articles, fine Zandir
blades, and other goods to such places as the Thaecian
Isles, Jhangara, Faradun, and the Zandir cities of Zadian
and Zir.

Profile: Captain Zirago Vey

Zandir Swordsman, 14th Level

When in port, Captain Vey is one of the more colorful fig-
ures in the dockyard. His brass arm, an enchanted relic of
ancient origin, is adept at flinging knives and slapping bar-
maid’s bottoms — Zirago says it has a mind of its own. His
ship, the Fountain of Dust, regularly risks the voyage to the
Dark Coast, returning with rare goods of many kinds.

13. The Marketplace

This colorful bazaar is frequented by buyers and sellers
from many lands: Gnomekin crystal merchants, Ardua horti-
culturists, Kasmir trapsmiths, Cymrilian potion-dealers, Far-
ad slave mongers and procurers, Sarista fortune-tellers,
Jaka trappers, Zandir spice traders, Arimite ore-dealers,
and others. The shops and stalls, ablaze with torchlight, are
busy late into the night.

Profile: Brandia

Zandir Swordwoman, 14th Level

Recklessly ambitious, Brandia has risen fast in the world of
Zandir spice traders. Her next aim is to acquire a cask of
cinnilla, the fabulously rare flavoring distilled from the syrup
with which manrak feed their young. With her statuesque
figure, Brandia has little trouble enticing the brawny men-at-
arms she prefers, but her possessiveness is obsessive.

14. Beggars’ District
This run-down section of the city is inhabited by the lower
echelons of Zandir society, the majority of whom earn a liv-
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ing as beggars - an honest, if not particularly estimable, pro-
fession in Zandu. Though many of the inhabitants of the
Beggars’ District are thieves, cut-throats or outright frauds,
the Zandir are fond of their beggars, and expect others to be
equally open-minded.

It is the custom of the Zandir to scatter handfuls of copper
coins about when accosted by beggars, both as a sign of
generosity and to keep from being further harassed. Individ-
uals who fail to adhere to this custom, whether through ig-
norance or miserliness, may expect to be subjected to pub-
lic scorn and ridicule.

Profile: Tof Slllanu

Serparian Beggar, 15th Level

The elected Sultan of Beggars, Toj belongs to that class of
impoverished charlatans known as the Perjors. With the aid
of the right unguents and potions, he can assume the disfig-
urements associated with the most bizarre and unappealing
ailments. This lord of the slums has the final say in all ques-
tion of admission, expulsion, and punishment within Serpari-
an ranks. He has a rude but lively sense of humor.

15. Sentinel Towers .

These three-story structures are manned by 20-soldier pla-
toons, each swordsman outfitted in fine black-iron chain-
mail. The reliability of these units, given the Zandir penchant
for romantic pursuits, is suspect. Their skill, however, is not
— only a fool would cross swords with these highly-trained
fighters.

16. The Zandu Baths

An exotic establishment popular with many of the folk of
Zanth, the baths offer refreshment (Zandir wine and sweet-
meats), lavation, and stimulating conversation. Private
baths, with or withouf an accompanying masseuse, are also
available. Prices are average; quality of services is exem-

plary.

Profile: Mazilda

Zandir Charlatan, 9th Level

Cursed with an obsession about personal cleanliness as a
result of losing a duel arcane, Mazilda eventually became
the proprietess of the Zandu Baths. She can most often be
found in the public baths or steam chambers, eagerly seek-
ing tales of the world which her constant washings and
scrubbings deny her. Mazilda has a motherly regard for visi-
tors of the adventurous type who are new to the city.

17. Manse of the Sublime Mysteries

A splendid inn and tavern, this manse is decorated in the
eccentric style of the ancient Phaedrans, who were ena-
mored of colorful pavilions, diaphanous curtains, and velvet
furnishings. All who enter this place must wear a mask of
one sort or another, a curious custom which adds an air of
mystery and suspense to the proceedings. Entertainment is
provided by troupes of Bodor musicians, actors, jongleurs
or daredevils, according to the schedule. Prices are well
above average, though not excessive given the unique na-
ture of the experience.




Profile: The Saffron-Masked Wizard

Zandir Charlatan, 20th Level

The identity of the master of ceremonies at the Manse of the
Sublime Mysteries remains unknown, though speculation
matches him with the Sultan of Zandu, several well-known
mages, or even the Hierophant of Aaman on holiday! He is
actually Nighthand, a Zandir Charlatan who leads a number
of “other lives” - including one as a daring burglar.

18. The House of Chance

This lavish establishment caters to individuals with a pen-
chant for gambling. Here one can find individuals willing to
lay odds on just about any game or activity imaginable.

Profile: Korgo _

Zandir Swordsman, 24th Level

The friendly, corpulent owner of the House of Chance is in-
volved in dozens of other commercial activities, and hires
adventurous souls to guard his wares, uncover mysteries,
or exact revenge. Korgo can afford to finance his whims. -

19. Costumer
This shop specializes in masks, elaborate costumes and
other fanciful apparel. Made-to-order outfits are available at
double the usual prices, which are not cheap. Body-painting
is available at costs ranging from 20 to 200 gold lumens.

20. The Bladesmith’s

The largest and most prestigious weaponer's shop in Zandu,
the Bladesmith’s has been owned and operated by the same
family of Zandir craftsmen for many generations. Over a
hundred bladesmiths work here, filling orders from across
the continent. Prices are double standard rates (triple for
custom orders), but the quality is beyond compare.

21. Zandu Schoo! of Swordsmanship

The most renowned martial institute inthe country, the Zan-
du School offers private instruction in the famed Zandir
sword-fighting style. Courses are available at all levels,
from beginner to master. Tuition is 200 gold lumens per
septemester (half for Zandir citizens). Individuals who wish
to serve in any branch of the Zandir military must first earn a
degree from this unique school.

Profile: Captain Prismia

Zandir Swordsman, 30th Level

One of the Zandu School’s leading instructors, Prismia’s
rank of “captain” is modest — a secret document gives him
the command of any Zandir force he cares to name, signed
by the Sultan himself. Nevertheless, the warrior prefers to
remain at the school, where he teaches swordsman-
ship...and secretly recruits converts to Heterodoxy, the
covert militant cult which opposes both Paradoxy and Or-
thodoxy.

22. The Citadel at Zanth

This fortress serves as the base of operations for the six
branches of the Zandu military: greymane cavalry, sea pa-
trol, border scouts, city sentinels, heavy infantry, and elite
guardsmen. Each branch has its own barracks, center of
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operations, and armory. The Zandir military is essentially
mercenary — only trained swordsmen are accepted, with
qualified individuals hired on a contract basis. The starting
pay is good: 100 gold lumens per week.

Profile: Kar Viasi

Zandir Swordswoman, 12th Level

Crude and lewd, this sergeant is entrusted with breaking in
newly hired troops and seeing that they adjust to Zandir
customs and military tradition. She constantly challenges
her soldiers to new achievements in order to earn glory:
stealing the pennant of another unit, clandestinely raiding
into Ammahd, or patrolling the worst sections of Zanth after
midnight. Her troops gave her the nickname “Old Mangonel,”
a reference to her looks.

23. Arena of Champions

This large arena hosts weekly battles between armed con-
testants, and a process of elimination decides who will rep-
resent Zandu at the annual Clash of Champions. The com-
petition is open to warriors of any race, creed or nationality,
and offers a chance for gold and glory: each weekly victory
in the arena is worth 1,000 gold lumens, and the champion is
accorded status commensurate with a prince of the realm
by the Sultan himself. Seats are available to spectators at
costs of 1, 10, and 100 gold lumens.

24. The Dungeons of Zanth

An archaic facility which dates back to the Phaedran Em-
pire, the Dungeons of Zanth serve as a place of incarcera-
tion, torture and execution. The structure stands only three
stories in height, but extends some seven stories below the
ground. Rumors regarding the dungeons are numerous:
Some say the structure is riddled with narrow tunnels creat-
ed by prisoners attempting to dig their way to freedom. Oth-
ers claim that the lowest levels were sealed off centuries
ago; that unspeakable acts were performed therein; and
that there are tombs in the subterranean depths.

Profile: Argot Trasmaniu

Zandir Swordsman, 14th Level

Damaged by alchemical exhalations as a youth, Argot has
found employment as a dungeon guard. He enjoys his work,
and often talks to familiar stones and vermin that squirm un-
derfoot. What few understand is that Argot actually can
communicate with certain rocks and insectoids.

25. The Zandu Menagerie

This zoo and park is opento the general public. Wild beasts
of many sorts are kept here, including a number of rare and
nearly extinct species; admission is one silver piece. Of
special interest is a cage holding the only known pair of
Mendaxites, a species of smallish man-like beings physio-
logically incapable of telling the truth.

Profile: Armitas

Zandir Scholar, 31st Level

The menagerie’s owner, Armitas will purchase healthy spec-
imens of rare or unusual creatures from reputable sellers.
He is particularly fond of venomous creatures.




26. Sarista Ghetto

Formerly a public park, this area has been taken over by
wandering Sarista gypsies from the woodlands of Silvanus.
Wagons are scattered throughout the area, the numbers al-
ternately shrinking or growing with the arrival and departure
of new clans. The Zandir government grudgingly tolerates
the presence of the Sarista, who are quite popular among
the citizens of Zanth. Many Zandir come here to have their
fortunes told, or to consort with the uninhibited gypsies.

Profile: Sarissimi

Sarista Rogue, 14th Level

This gypsy spends every winter in the Zanth ghetto, working
with the animals she performs with during her summer tour.
The highlight of the act is a trained urhound, which bounds
from the back of one ogront to another through a ring of fire.
Her mascot is a sassy Wererook named Octar.

27. Institute of Paradoxy ‘
Erstwhile center for the study of Paradoxy, the Institute is
actually a school for magicians, charlatans and self-styled
seers. The curriculum and faculty are hopelessly disorga-
nized, with the result that individuals graduating from the In-
stitute may or may not actually have attained any apprecia-
ble magical abilities. Tuition is 100 gold lumens per
septemester (seven weeks); halved for Zandir citizens.

Profile: Wyleth

Zandir Charlatan, 19th Level

A young man of pallid complexion and weak constitution,
Wyleth is the Institute’s Dean of Enticement. It is said that
he can, for a price, manipulate the heart of the most aloof or

remote person. Oddly enough, he is believed to live alone in -

a hilltop manse, and has no known romantic entanglements.

28. The Mystic Circle

This shop specializes in magical paraphernalia, alchemical
ingredients, and Paradoxist literature (including copies of
the curious cult manifesto, the Book of Mysteries.) Prices
vary, as does the quality of merchandise offered here.

Profile: Scilla

Zandir Charlatan, 27th Level

An aging crone with reputed psychic powers, Scilla owns
the Mystic Circle. She receives regular shipments of herbs
and animal ingredients from a Dhuna warlock, who purport-
edly makes his home in the depths of Werewood.

29. Zandu Properties

A wealthy Zandir merchant owns this establishment, which
sells parcels of land, refurbished manses, and abandoned
tower keeps. Most of these properties are situated along
the northern border or the ocean coast — not exactly pre-
ferred locations, though the relatively low prices (5,000 to
50,000 gold lumens) are not unappealing, particularly to in-
dividuals on a limited budget.

30. Robalo’s Winery
One of the country’s most respected wineries, Robalo’s of-
fers excellent, vintage wines at reasonable cost. Weekly

67

tours of the vineyards, costing one silver piece per person,
are a popular attraction, and contribute greatly to the gener-
al lack of sobriety exhibited by people in these parts.

31. Crematorium/Mausoleum

Here, interred in brass urns, are the ashes of untold thou-
sands of Paradoxists who died during the Cult Wars be-
tween Zandu and Aaman. Another section is set aside for
modern interments.

32. The Werewood Tavern

This inn and tavern is frequented by a truly diverse clien-
tele: Arimite knife-fighters, Jaka manhunters, and Zandir of
all sorts — chiefly charlatans and thieves, with a few swords-
men thrown in. The fare is plain but hardy, and reasonably
priced. In the large common room are held such entertaining
spectacles as knife-throwing contests, exhibitions of mag-
ic, and tests of strength and skill. The private booths are
quite popular with certain of the tavern’s more disreputable
customers, who are said to use the facilities for the sale and
distribution of contraband, stolen merchandise and various
illicit wares. All in all, there is seldom a dull moment at this
night-spot.

Profile: Armotas the Chesplan

Zandir Charlatan, 14th Level

One of the regulars here, Armotas can usually be foundin a
corner booth, consorting with a coterie of wizards and sup-
posed scholars. She proclaims herself to be a Chespian, a
specialist in the lost arts of the kingdom that once ruled the
Lost Sea. Actually, Armotas is addled — the locals know bet-
ter than to listen to her schemes to obtain ancient riches.

33. Causidians’ Guild

This hall is a meeting place and guildhouse for Zanth's con-
siderable population of Causidians, whose services may be
obtained for a price of 50 gold lumens per day — more, if the
Causidian has garnered even the slightest reputation.

Profile: Joyila Orto

Zandir Causidian, 26th Level

This begemmed and necklaced older Causidian, pudgy with
the rewards of a successful legal practice, now dedicates
his time to serving the poorer classes at minimal charges —
in fact, he almost forces himself upon his clients. His ob-
session to fairness outweighs his loyalty to those he de-
fends, as he has been known to remind judges of pertinent
but inadvantageous facts, or to “accidentally” betray con-
victing confidences.
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Chana Witchwoman ahd Witchman

The Jungles of Chana occupy part of the southeast- k

ern coast of Talislanta, from Faradun in the west to
the Mandalan region of the Quan Empire. The solid
jungles of the coasts meld into rain-forests as the
land rises upward into the Jade Mountains.

Chana’s jungles are known to harbor an abundance
of riches, including costly herbs, precious stones
and exotic animals. Magical herbs and necromantic
paraphernalia are additional lures to raiders — such
as- the Imrians, who sometimes venture ashore
here. Not surprisingly, more than a few of the local
savages bear the shrunken and scaly-skinned heads
of such souvenir hunters on their belts.

The climate in this region is hot, wet and unbearably
humid - ideal conditions for Chana’s many varieties
of tropical plants and trees, which can literally
spring up overnight after a drenching rain. Virulent
species of animals and insects likewise find the jun-
gles to their liking, making travel in this region a
dismal proposition.

Worse still are the fierce tribes of savages which
dwell here: the Witchmen, dwelling along the
southern coast of Chana and in the eastern jungles;
the Manra, in the remotest parts of the central high-
lands; and the Nagra, in the western jungles.
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The Witchmen

A people of dark and sinister repute, the Witchmen
are known to have tastes for such pastimes as head-
hunting and cannibalism, which have endeared
them to few other races. A reliance upon various
narcotic herbs (primarily kesh, which is derived
from the jabutu plant) contributes heavily to the un-
healthy appearance of these folk, who are tall and
cadaverous in stature, with bilious green skin.

Customs

The Witchmen do their utmost to appear fearsome:
filing their teeth to sharpened points, decorating
their glowering visages with occult glyphs and sym-
bols (as yet indecipherable, even to the savants of
Cymril's Lyceum Arcanum), and wearing the
shrunken heads of their adversaries on cords slung
about the neck. It is customary for these folk to wear
their hair in a single topknot, lacquered and braided
with leather thongs or sinew.

Witchmen tribes are warlike in the extreme, and
fight among each other constantly, each vying for
control of the other’s jabutu-growing territories. The
savages employ throwing sticks, blow-guns and
spears in combat, and generally disdain frontal as-




saults in favor of ambushes and traps. In addition to
their usual depredations, bands of Witchmen occa-
sionally cross the border into the Quan Empire,
wreaking havoc on the plantations there.

The tribes lack all of the civilized virtues, but pos-
sess certain undeniable (though gruesome) talents.
Witchmen shamans are skilled in the concocting of
strange and unique substances, such as devilroot
and kesh. The former is an herbal poison which can
be made to varying degrees of toxicity, and may be
prepared in powdered or resinous form. Kesh is a
pungent liquid derived from the root of the jabutu, a
plant found only in the Jade Mountains. This drug is
notable for its profound narcotic and magical prop-
erties, and is used extensively in the black magic rit-
uals of the Witchmen.

The Witchmen have also learned how to charm the
poisonous serpents known as Death's Head Vipers.
The natives call these foot-long snakes, “wrist vip-
ers,” and wear them like deadly, living bracelets.
The serpents are trained to attack on command, and
have other practical uses as well.

Perhaps the most infamous of the Witchmen’s tal-
ents is their reputed ability to steal souls, which the
shamans are said to imprison in enchanted stones.
These “soulstones” are supposedly used to create
jujus — mindless zombies, controlled through the
use of a graven image. Shrunken head fetishes, pur-
portedly used by the shamans to communicate with
the lower spirit realms, are also said to be popular.
The process by which jujus and shrunken head fet-
ishes are made is sufficiently revolting to warrant
omission from this text, however.

The Manra

These savages-resemble the Witchmen in_ physical
stature, but exhibit none of the frightful or unhealthy
characteristics associated with those hostile people.
Manra possess the unique ability to assume the
forms of other living things, such as wild beasts and
even plants. A derivative of the jabutu plant, pre-
pared in some secret manner, is believed to be the
source of the Manra’s shape-changing abilities.

Customs

The Manra are nature worshipers, whose primary
concern is the protection of the rain-forests which
they call home. They live in small villages composed
of thatched huts, and tend to keep to themselves.

The tribes are generally peaceful in nature, though
deviant Manra clans are believed to exist. All of the
shape-changers bear considerable resentment for
the Witchmen, their rivals for the region’s limited
supply of the jabutu plant.
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The Jade Mountains

Sweeping northwestward in an arc, the Jade Moun-
tains run from Chana to the Volcanic Hills. The deep-
green peaks of these ancient mountains are
swathed in thick vegetation, and inhabited by such
predators as batranc and ravengers, and numerous
species of tropical avir, poisonous serpents and
giant insects. The Jade Mountains are also rich in
such natural resources as black diamonds, moon-
stones, k'tallah, lotus, devilroot, and a tropical varie-
ty of cleric's cowl.

Hidden amid the ravines and rain-forests of these
mountains are the majority of the surviving Nagra, a
people once persecuted by the Kang of the Quan
Empire. Fierce, aggressive and violent, these tribes-
men are renowned for their ability to spirit track — to
perceive and trace the faint trails left by a creature’s
spirit essence.

The River Chana

A fork of the South River Shan, the River Chana's
murky waters are infested with aramatus, skalanx
and grey ikshada...which explains, perhaps, the
Chana Witchmen's extreme reluctance to cross al-
most any body of water.

Many varieties of rare plants and herbs grow along
the banks of the Chana River. Imrian slavers occa-
sionally venture upriver in order to obtain stores of
fresh provisions — primarily, slugs and giant water-
bugs, which the amphibians regard as delicacies.

The Bay of Cicz‘

Adjacent to the eastern coast of Faradun and the
western coast of Chana, the Bay of Cicz is populated
by sea demons, giant sea scorpions, and the ma-
rauding vessels of Mangar Corsairs — to the dismay
of Farad merchant vessels and Imrian slave corac-
les, which also traverse these waters.

The Imrians raid the coastal regions of Chana on a
regular basis, taking Witchmen slaves. There is a
market for the primitive shamans in Faradun, where
the savages are sold for use in the narcotics and
contraband trades.




Harakin, mounted on dractyl

Harak is a bleak and desolate land, hemmed in on
all sides by mountains and swept by frigid winds
from the north. The landscape of this northern land
is nightmarish: jagged spires of rock jut upward
from the cracked and barren earth, and scattered
shards of black iron litter the ground. Herg, in this
most inhospitable of regions, dwell the fierce warri-
ors known as the Harakin.

The Harakin

A gray-skinned sub-race of Men, the Harakin are
lean and rugged of build, averaging over six feet in
height. They dress in loincloths, cowls, high boots
and heavy gloves, all of which are usually made of
reptile hide. Both the males and females paint the
areas around their eyes with black pigments, giving
them a fearsome aspect.

Customs

A hard-hearted people, the Harakin are utterly de-
void of mercy or compassion. Ultimate survivalists,
they view all other living creatures as prey. Forced
by the circumstances of their existence to endure
great hardships, the folk of Harak have no concept of
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morality or religior, and are by nature fatalistic and
grim. They take what they want, raiding both rival
clans and neighboring lands.

The clans of Harak are nomadic, traveling from place
to place in search of food and water — both precious
commodities in this region. When their hunts and
raids prove fruitless, the Harakin subsist on scorpi-
ons, spiders, and bits of lichen and mosses.

All Harakin consider themselves to be warriors.
Skills and trades not related to warfare are regarded
as useless. Each clan member learns to make his or
her own weapons, which are hammered and honed
from the fragments of black iron found almost eve-
rywhere throughout this region.

The tribesmen employ several unique types of
weapons, including the tarak (a four-bladed iron
axe), the khu (a double-bladed dagger), the krin (a
heavy crossbow that fires iron spikes) and the jang
(a thrown weapon resembling an edged scythe). All
other survival skills — such as hunting, dressing
game, finding water, and so forth — are considered
warriors’ skills. In fact, the Harakin word for “survi-
val” and “fight” are one and the same.




The Dractyl Riders

Although the Harakin show few other traces of civil-
ized behavior, they have domesticated the dractyl, a
species of winged reptile native to the sheer cliffs of
Harak’'s coastal regions. Large and ungainly, dractyl
have gray-green scaly hides and great membranous
wings.

Their beaks are lined with rows of pointed teeth,
and their hands and feet are clawed. The rheumy,
yellow-eyed stare of these creatures is somewhat
unnerving, a fact from which dractyl seem to derive
a certain strange pleasure.

In<the wild, dractyl live on the ledges of cliffs and
chasms, usually in small groups. They have a lan-
guage of sorts, but are among the most dour and
rancorous of creatures in Talislanta.

The dractyl's diet normally consists of vermin, scor-
pions and spiders, though they will eat almost any-
thing that can be obtained without great exertion.
Mean and untrustworthy, dractyl will abandon a
weak or indecisive master if not closely monitored.
The creatures are also known to bicker among
themselves, particularly during the dractyl's month-
long mating season.

The Harakin use trained dractyl for transport and in
battle. However, the avians have little love of com-
bat, and obey their masters primarily to avoid being

eaten at the next meal. Even so, these reptilians are .

capable of delivering a nasty bite, and can use their
front and rear claws to some effect if and when the
need arises.

Dractyl require little food and are themselves some-
what edible, factors which hold a certain appeal for
their masters. The avians are only fair as fiters, how-
ever, and cannot or will not fly at altitudes in excess
of 100 feet. As a result, the Harakin must ride them
on foot when. attempting passage through moun-
tainous regions.

In spite of the shortcomings of their beasts, the war-
rior clans of Harak are known to range as far as the
Quan Empire and the Volcanic Hills in their depre-
dations. Able to survive the rigors of their own land,
the Harakin have little difficulty tolerating the colder
climates of Xanadas or L'Haan, or the volcanic ter-
rain of the Volcanic Hills ~ these lands all seem
pleasant by comparison with Harak.

However, the Harakin attack L'Haan less frequently
than they do the other neighboring countries, gen-
erally considering the grueling passage through the
towering peaks of the Mystic Mountains to be a prof-
itless endeavor. The powerful and efficient Mirin
military is also a deterrent against Harakin raids.
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Dealings with Outsiders

An unusual tale regarding the Harakin is told within
the Quan Empire. There, it is said, a group of Manda-
lan scholars once ventured forth on a mission to Ha-
rak. It was their contention that the Harakin were not
evil beings, but were simply the products of the
harsh and cruel environment of their homeland. As
such, the savants intended to convince a few of the
Harakin to accompany them on the return trip to
Quan, where their scholarly theories might be put to
the test.

Upon sighting a small band of the nomads, the wise
men threw up their hands and raised their voices in
greeting. When the Harakin approached, the schol-
ars gave them gifts of gold, fragrant oils and pre-
cious stones.

These the savages examined, and then discarded.
Without apparent enmity they slew the scholars, di-
vested them of their fur cloaks and boots, and fed
their remains to the clan’s dractyl. The Harakin then
slew and quartered the Mandalans’ mounts, loaded
the meat on their winged steeds, and continued on
their way across the bleak terrain of Harak.

The Sea of Madness

A turbulent body of water which lies between Harak
and the Quan peninsula, the Sea of Madness is re-
garded as the limit beyond which most sailors of the
East will not trespass. The waters are said to be sub-
ject to strange angl inexplicable phenomena, such as
fierce maelstroms, spiraling columns of water, sud-
den outbursts of noxious gases, and raging storms
of black lightning.

Since ancient times it has been rumored that terri-
ble sea monsters haunt these waters. The largest of
these is the legendary Gargantua, which scholars of
past ages believed could attain lengths in excess of
two or three miles.

All of this, plus the unwelcoming sheer cliffs along
the coasts of Harak, keeps this desolate land unvisit-
ed by maritime voyagers.




THE QUAN EMPIRE

Quan noble and Ispasian advisor

The territories of the Quan Empire extend from the
southern jungles bordering Chana to the northern
reaches of the Opal Mountains. Once home to nu-
merous rival warrior clans, the East came under the
dominance of a single tribe of barbarians around the
beginning of the New Age. By various means, these
warriors eliminated their rivals, retaining only those
peoplés who could be coerced or bribed into serv-
ing them. These diverse elements have since been
incorporated into an empire, governed by the sub-
race of Men known as the Quan.

The Quan

A pale-skinned folk of average height and build, the
Quan were once a barbaric people, but now exhibit
the lofty airs and delicate sensibilities normally as-
sociated with royalty. They are an unexceptional
race, and possess little in the way of creativity, being
just sufficiently aggressive and cunning to rule an
empire. The Quan have no religious affiliations, the
concept of worship being without interest to these
folk, who consider themselves akin to gods.
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Customs

The Quan do no work, but simply oversee the vari-
ous peoples that their ancestors conquered, who to-
gether supply them with all their needs. From birth,
the imperials are attended hand and foot by slaves,
who feed them, bathe them, and carry them about
on cushioned palanquins. jewelry of the most osten-
tatious sort is considered a mark of distinction and
elegance by the Quan, and obesity a sign of wealth
and success. Even the lowest members of the ruling
caste dress in costly silk garments, and the elite of
their kind are notable for the most extravagant and
garish costumes: elaborate headdresses festooned
with baubles, capes of such length that they must be
carried by attendants, and so forth.

imperial society Is governed by a rigidly enforced
caste system which divides the populace into dis-
tinct classes. By careful manipulation of this system,
the ruling Quan maintain control of the population,
rewarding those of their servants who are most loyal
to the regime.




In descending order, the castes within the Quan
Empire are:

* Grand Elite the Emperor and his family
* High Elite Quan of favored status
* Elite all other Quan

* Honorary Elite
* Luminaries

non-Quan granted special status
the seven lower classes

The Empire

Despite an outward appearance of civility, the Quan
rule their empire without mercy. Most criminal of-
fenses are punishable by death, a variety of cruel
methods being employed to achieve the desired re-
sult. Individuals accused of breaking the law are
typically hauled before a magistrate and sentenced
without trial.

As it is impossible for individuals to bring charges of
any sort against a person of higher rank or social
status, injustice is rife among the less privileged
classes. Those seeking to elude imperial justice are
hunted down by Kang trackers and their beasts,
which are both efficient and cruel.

Although they tend to be distrustful of strangers
from the West, the Quan are not entirely averse to
doing business with foreigners. No outsider may
travel across the Empire without first obtaining an
official permit, however. Issued in the form of a lead
tablet stamped with the Emperor’s seal, these devic-

es are available at Hadran and Jacinth, and cost up- .

wards of 1,000 gold lumens apiece.
The Golden City

Tian is the capital of the Quan Empire. Situated on an
island within a man-made lake, the metropolis can
only be reached by boat or windship. The city was
designed by Mandalan architects at the command of
the Emperor of Quan, who demanded that the new
capital surpass in beauty all of the cities of the Em-
pire — even that of the Mandalan city of Jacinth.

Tian is considered by many to be the most splendid
city on the continent. The gilded spires and domes
of the Palace of a Thousand Fountains, wherein the
Emperor resides, are especially noteworthy.

The Imperial Canal

This man-made waterway links the River Shan to the
Gulf of Tian, and was built to allow access to the lake
that surrounds Tian. It was constructed in twelve
years by vast crews of Vajra slave laborers, at a terri-
ble cost in lives.

A system of locks and channels allows traffic on the
canal to be strictly monitored. Quan pleasure barg-
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es, Sunra fishing vessels, and other boats utilize the
Imperial Canal, but the waterway is of an insufficient
size to accommodate the dragon barques of the
Sunra ~ an oversight attributed to the Quan rulers,
who rigidly insisted that the canal be constructed as
quickly as possible.

Tian Forest

Just east of the capital, the Forest of Tian is as odd a
place as one may find in Talislanta ~ a man-made
woodland, comprised of orderly groves of silver de-
odars and shade trees, separated by neatly mowed
grass trails lined with arrangements of colorful
shrubs and flowers.

The Quan aristocracy had the forest “built” for the
pleasure of the Emperor, so that he might come
here to hunt “wild” game as did his ancestors. Man-
dalan savants fabricated the forest, under the strict
supervision of the Kang.

The woodland is continually re-stocked with select-
ed types of creatures, all rendered harmless by de-
clawing, de-fanging, and the administration of seda-
tive elixirs. The Emperor — borne aloft in a sumptu-
ous palanquin, and escorted by a vast retinue of
guards, trackers, servitors, and aides — rarely does
more than watch others hunt.

The Emperor’s Road

This highway spans the length and breadth of the
Quan Empire, from Hadran to Ispasia, and from Ka-
rang to Vishana. Without a doubt, it is the best-
maintained roadway on the continent, showing
signs of neglect only in the most dangerous jungle
regions of the south.

A minimum toll of five gold lumens is charged at all
bridges and city gates, the alleged purpose of these
somewhat exorbitant fees being to keep the roads
clear of riffraff. Heavily-armed Kang sentinels patrol
the Emperor's Road at regular intervals.

ll
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WESTERN QUAN

Stretching from the River Shan to the frontier with
the Volcanic Hills, Western Quan consists of two
districts: the barren wastes known as the Greylands,
and the rocky hills and grassy plateaus of the
Steppes of Kangir. The Greylands were once the do-
main of wild sub-men tribes, the scattered descen-
dants of which are rumored to survive in secluded
areas. The Kang deny these claims, insisting that the
only creatures inhabiting these lands are wild tark-
us, strlders, durge, winged azoryls, and perhaps a
handful of crested dragons. Kang scouts patrol the
western borders, alert for signs of Sauran invaders.

The Steppes are the traditional hunting grounds of
the Kang, who ranged throughout this area prior to
being absorbed by the Quan Empire. Kang still come
here to visit the land of their ancestors, and to hunt
wild tarkus, striders, azoryls and megalodonts.

The Kang

A tall and fierce people, the Kang have fiery red
skins, white pupil-less eyes, and almost reptilian
features. They wear their long black hair pulled
straight back in a single queue. Iron collars and
armbands are the fashion among their warriors. The
Kang have a long tradition of hostility and aggres-
sion — they seethe with wild passions. Counteracting
this is the Intense military training which all Kang
undergo from birth, instilling in them a deep-seated
respect for authority.

Tribal leaders govern by force of arms. The chief rul-
er of the Kang Is the Overlord, a figure subservient
only to the Emperor himself. This warlord com-
mands the Empire’s vast military resources, and is
responsible for keeping the populace under con-
trol. For serving the Quan Empire, the Kang are paid
in gold, and are accorded a position of status second
only to the Quan themselves.

The Citadel of Hadran

The largest military installation In the Quan Empire,
Hadran houses thousands of Kang troops, along
with their striders and support personnel. The for-
tress is also the headquarters of the Overlord of the
Kang. Built of marbled green-and-black stone from
the Jade Mountains, Hadran overlooks a yawning
600-foot-deep chasm which runs for a hundred
miles along the western frontier. A massive bridge
allows access to the West, and a toll of 100 gold lu-
mens Is charged to all visitors of foreign extraction.

The Fortress City of Shonan

An impregnable fortress which has withstood
countless attacks by the Sauran tribes which dwell
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Kang Warlord

to the west, Shonan is built of dull grey stone from
the Volcanic Hills. The citadel is surrounded by a 40-
foot-high wall lined with rows of black-iron spikes.
Hundreds of Kang are stationed here, along with
Vajra artillerists and engineers, all charged with
guarding the Empire against Sauran raids from the
Volcanic Hills.

Primarily a military installation, Shonan serves as a
center of trade only because it is located at a nexus
of the River Shan and the Emperor’'s Road. Goods of
many sorts pass through here: precious metals,
gemstones and cerulean dye from Karang; food-
stuffs and moonfish transported upriver from Isalis;
rare herbs and hardwoods from Vishana; and Man-
dalan silkcloth from Jacinth. A bridge spans the riv-
er, and a toll of five gold lumens is charged to all
who cross.

Kangir

A fortified outpost at the edge of the Greylands, Kan-
gir is a supply facility where siege-engines are built,
maintained and refurbished. A large garrison of
Kang strider cavalry is stationed here, along with a
contingent of Vajra engineers and artillerists. Mer-
chants and traders from across the Empire often stop
here, enroute to or from Karang, Hadran or Tian.
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SOUTHERN QUAN

The placid waters of Sunra Bay serve as an entrance
to-the waters of the East River Shan, and beyond, the
Inland Sea. Dragon barques patrol this waterway,
which Is off-limits to foreign vessels. Sunra fishing
vessels can be seen along the coast, trolling for rare
moonfish, the egg-sacs of rainbow kra, and pearl-
bearing mollusks. Water raknids, skalanx and ado-
lescent sea dragons are also attracted by this delect-
able prey, and are Ignored by sailors at their own
peril. Upriver lies the formidable expanse of the In-
land Sea, whose jade-green waters sustain nar-eels
(sought for their Ivory horns), spiny-shelled echino-
morphs, moonfish, and giant lake-kra.

Further south are the hostile jungles of the Wild-
lands, home to kaliya, winged apes, malathrope and
alatus. Many rare herbs and plants grow here, such
as tantalus, red and black lotus, narcoleslan, and
devilroot. These resources go largely untapped, due
to the hostile nature of the environs.

The Sunra

Semi-aquatic man-like beings who live in the fabu-
lous Coral City of Isalis, the Sunra are elegant crea-
tures — graceful in stature, with silvery-scaled skin
and deep-blue eyes. They are known for their love
of the Inland Sea, which they reverently refer to as
the “Mother of Life.” Their ancestors once ranged
the Far Seas in glittering dragon barques, hunting
sea dragons and trading with far-distant lands, be-
fore the Quan conquest. The sea people greatly re-
sent their imperial masters, and long for freedom.

The Sunra are the finest sailors and astromancers in
the known world, and use Intricate astrolabes to
navigate according to the position of Talislanta's
twin suns and seven moons, and “read” the currents
and tides for aid. They have been compelled to put
their fleét of powerful dragon barques at the service
of the Quan Empire.

The Coral City of Isalis

Beside being home to the Sunra, the Coral City of
Isalis hosts the Empire’'s vast flotilla of dragon
barques, merchant skiffs and fishing boats. A reef
serves as the foundation for the city, which is fa-
shioned of pink, blue, red and green varieties of co-
ral. Its “streets” are narrow waterways which course
among the elegant coral structures. A garrison of
Kang troops maintains order and discipline.

Sunra sea-farmers ply the shallows around the city,
harvesting kelp, algae, edible mollusks, and other
aquatic foodstuffs. Moonflsh — rare creatures re-
served by law for eating by the Quan only — are
caught and shipped to Tian in water-filled spheres.
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The Jungle Outposts

Located in the hot and humid jungles of the far
south, Vishana is a military outpost situated on the
River Shan. Soldiers from here are sent to patrol the
Emperor’'s Road, though the task is made difficult by
wild beasts and marauding Witchmen. The Kang
trackers and cavalry which patrol. the Empire’s
southern borders have a particular loathing for duty
here. To instill enthusiasm among- the troops. the
fort commanders offer a bounty of 100 gold lumens
for each Witchmen head taken on jungle patrols.

A second, more isolated fortress, set in the Jade
Mountains, Vuige is manned by a contingent of
Kang trackers and their beasts. The occupants live In
constant fear of Manra raiders. Nagra spirit trackers,
kaliya, and winged vipers are likewise native to this
hostile area.

Chasmrock

A great canyon located in the Jade Mountains of
southern Quan, Chasmrock is flanked on both sides
by rows of twisting stone spires. Nagra spirit-
trackers come here to hunt manrak, the heads of
which bring a sizable bounty in Faradun, the Quan
Empire, and other lands. Black diamonds are also
found in this forbidding region, where civilized men
rarely go.




CENTRAL QUAN

The wooded coasts of Mandala stretch on for several
hundred miles, from Sunra Bay in the south to the
Sliver Groves. Valuable hardwoods, incense trees,
and various sorts of magical herbs grow here in
plentiful supply, as do many cultivated crops, plant-
ed In areas cleared by order of the Kang. Mandalan
slaves tend these plantations, which provide grains,
fruits, and vegetables for a large portion of the Em-
pire. The farms are very productive, though mala-
thrope, winged vipers and kallya pose a constant
threat to workers In the fields and their taskmasters.

In the west, the great River Shan runs north from the
Inland Sea to the Gulf of Quan. Fishing vessels, mer-
chant skiffs and Quan pleasure barges ply the wa-
ters of the Shan, which teem with edible fish, crusta-
ceans and mollusks. Echinomorphs, chang and
other hostile creatures likewise inhabit the river.
The Shan is wide and slow in the south, becoming
narrow, swift and treacherous farther north.

The Mandalans

A golden-skinned folk, the Mandalans are slender
of build, with almond-shaped eyes and pleasant fea-
tures. Theirs is an advanced and enlightened cul-
ture, centered amidst the pastel spires, arches and
promenades of the coastal city of Jacinth. Practition-
ers of an ancient mystical disclpline, Mandalans ab-
hor violence, considering militarism to be the do-

main of unsophisticated and primitive peoples.-

Their interests include the study of mysticism, med-
itation, and various scholarly pursuits.

Skilled Mandalans serve the Quan as artisans,
scholars, historians, personal servants, gardeners,
and menial laborers. Some believe that the passive
Mandalans are not as submissive as they seem, but
that they oppose the Quan through means too subtle
for their masters to detect.

The City of Jacinth

Once the center of Mandalan culture, the coastal city
of Jacinth Is now a resort area enjoyed by the wealth-
iest of the Quan ruling class. A large number of Man-
dalans still live here, serving as slaves of the Empire.
In Jacinth are found ancient collections of scrolls
and books, and gardens of crystal dendrons, moss-
es and prismatic blossoms. Elite units of Kang guard
the city from attack by land, and Sunra dragon
barques patrol the harbor where Quan pleasure
barges drift.

The Groves of Serenity

~ Just beyond the city walls, the beautiful moss gar-

dens, topiary mazes and shaded arbors of the
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Groves of Serenity are the product of untold genera-
tions of Mandalan savants, who created these pa-
tiently-crafted settings for use as places of relaxa-
tion and meditation. The areas are still tended by the
Mandalans, though they are seldom used now due
to the Quan, who have outlawed the mystical medit-
ative practices.

The Sllver Groves

This scenic forest rings the northernmost promont-
ory of the Mandalan Coast, terminating just to the
east of the City of Jacinth. Here, stately silver deo-
dars tower high above the forest floor, where rain-
bow lotus, tantalus, shrinking violet, and other exot-
ic herbs grow wild.

Though splendid to behold, the Silver Groves are
not as placid as they appear. Giant shathane make
their home in this place, as do exomorphs, mandra-
gores, and the occasional plant grue.

The Quan Forest

This expansive woodland region is inhabited by og-
riphants, malathrope, shathane, and the voracious
insectoids known as chigs. The insects are so de-
structive that Kang trackers and trained ibik are reg-
ularly sent to hunt and destroy the chig colonies.




NORTHEASTERN QUAN

The Quan Peninsula is easily divided into three re-
gions: In the north is Ispasia, a cool but pleasant
land. The Ku-Chang Plateau dominates the central
peninsula, and in the south are the wooded slopes
of the Khan Mountains.

Ispasia

Tucked away In the far-northern corner of the penin-
sula, the Citystate of Ispasia is a mercantile center
through which foreign trade Is transacted. The city
was annexed by the Quan in the early days of the
Empire. Although a Kang garrison is stationed in the
city, the local citizens are permitted to govern them-
selves, albeit within the limits of Quan law.

The Ispasians are a folk of slender physique, lem-
on-yellow skin and expressionless features, who al-
ways dress in robes of fine silkcloth. They bear a
well-deserved reputation as ruthless and calculat-
ing businessmen, attracted to high-stakes ventures.
The Ispasians serve the Empire by administrating
trade and transport across the length and breadth of
Quan. In return, the imperials allow Ispasia a de-
gree of autonomy equaled only by the Kang.

The Variegated Forest

Named for its wildly colorful flora and fauna, Ispa-
sia’'s Variegated Forest is home to plants and ani-
mals which sport the most exotic and vibrant hues —
avir with six-colored plumage, lime-green mala-
thrope, groves of purple tanglewood, yellow sha-
thane, even pink monitor imps. There is a consider-
able market in Tian and elsewhere for these plants
and creatures, which are wondrous curiosities.

Ku-Chang

This rugged, rocky region is valuable due to its de-
posits of gold, silver and copper. Crag spiders, cave
bats and other dangerous creatures occupy the
caves and gullies of the plateau. Kang patrols comb
the heights by day, searching for signs of intruders,
but do not dare to venture forth at night.

The Outpost of Ku-Chang is a mining installation
where crews of Vajra slave laborers exhume gold
and silver, crystals, clnnabar, antimony, and a half-
dozen varieties of precious stones. A garrison of
Kang warriors and trackers keeps the Vajra in line,
and protects the vital installation from murderous
raiding parties.

The Khan Mountains

The sheer peaks of the Khan Mountains extend
across the southern end of the peninsula. The

Mondre Khan

mountains remain a largely untapped source of min-
erals and precious stones, due to omnivrax, shriek-
ers, lopers, yaksha, muskronts, tarkus, giant sha-
thane...and the fierce tribes of half-men known as
the Mondre Khan.

The wooded hills and mountains are the domain of
the Khan, who are the last indigenous people to re-
sist subjugation by the forces of the Empire. A no-
madic folk, the Mondre Khan have proved to be a re-
sourceful and dangerous enemy.

Holed up in their mountain retreats, the tribes have
waged a successful campaign against numerically
superior Kang forces for over four centuries -
launching surprise attacks against merchant cara-
vans, stealing military supply wagons, and repeat-
edly raiding the mining settlement of Ku-Chang. The
Kang consider the Mondre Khan to be akin to ani-
mals, and hunt them down like beasts.

The Mondre Khan resemble a cross between Men
and beasts, and exhibit the ferocity and cunning of
wild animals. Some scholars theorize that their race
is devolving back to an animalistic origin with each
passing generation. The Khan are intelligent
enough to make metal weapons and armor, howev-
er, and are experts in the art of covert warfare.




NORTHWESTERN QUAN

The traditional territories of the Vajra, the Vajran
Hills are rich in minerals, timber and other natural
resources. After the Quan annexed this part of their
Empire, the Vajra were deported from their subter-
ranean homes and taken to slave camps near the
Opal Mountains. The underground settlements
were sealed, and have never been reopened.

The Vajra

A subterranean race native to the regions beneath
the hills of northern Quan, the Vajra are short and
squat, with barrel-like torsos and heavy limbs. Their
bodies are covered with overlapping orange-brown
plates, which form an effective natural armor.

The Vajra are an industrious and peaceful folk,
known for their ability to withstand great hardship
without complaint. Like the Gnomekin of Durne,
they worship a manifestation of the earth goddess,
Terra, though such practices are officially outlawed
by the Quan.

Forced to serve the Empire as miners, engineers,
stone workers, and infantry, the Vajra live in under-
ground labor camps, where they excavate for pre-
cious stones and metals. The gold and gems from
the mines have made the Quan fabulously wealthy.

The Citadel of Karang

Located to the north, Karang is a walled citadel built
by Vajra slaves under the orders of the Emperor, to
safeguard against incursions of barbaric Harakin
from beyond the Opal Mountains. Most of the Vajra
live in the sub-levels of this ponderous structure,
which is crisscrossed with catacombs and tunnels
after the Vajran style. Precious stones and metals
from several mines are stored here until they can be
shipped by caravan to Shonan. Kang trackers patrol
the outskirts with deadly hunting beasts.

The Cerulean Forest

This forest is named for its vegetation, all of which is
resplendent in various shades of blue. Costly ceru-
lean dyes, rare herbs, and beasts (such as musk-
ronts, yaksha and omnivrax) are found in the Cerule-
an Forest. individuals who traverse these parts
regularly know to string nets above their campsites
to ward against-attacks by metal-plumed shriekers.

The placid waters of Moon Lake, located in the west-
ern forest, are home to a freshwater species of
moonfish much favored as pets by the Quan. The
woods surrounding the lake are populated by grues
(demonic entities which hail from the lower plane of
Cthonla) and giant shathane.
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The Fortress of Kang-Tu

Adjacent to the Cerulean Forest, at the furthest
northern reaches of the Greylands, Kang-Tu is a
base for Kang trackers, who regularly patrol the bor-
derlands. There is some trade here with merchants
from Kangir and Karang, but not much — Kang-Tu has
long been a favorite target of the Saurans, who peri-
odically storm the installation from their bases in the
Volcanic Hills.

The Mountains

The Opal Mountains extend from the western bor-
der of Harak to the Sinking Land, circling the Quan
Empire from the north. The peaks are among the tall-
est on the continent, averaging 20,000 feet in
height. Black-iron ore, silver, gold, and precious
stones are found here, particularly in the south. The
inhabitants of the region include winged dractyl,
omnivrax and frost demons.

Former haunts of the barbaric Mazdak tribes, the
Mazdak Mountains lie to the southeast, along the
Gulf of Quan. The Kang insist the region is inhabited
only by tarkus, wild striders, and a few crested drag-
ons, but rumors persist that a handful of rebels have
established a base in the region.




XANADAS

An isolated region located high amidst the tower-
ing peaks of the Opal Mountains, Xanadas Is cov-
ered year-round with deep layers of snow and Ice.
Here is the tallest mountain in the known world —
Mount Mandu, rising over 30,000 feet in height. At
its summit stands the Temple of the Seven Moons,
where the Savants of Xanadas gaze into enchanted
seeing stones, observing and recording all manner
of events and phenomena.

Scattered along the difficult trail which leads to the
mountain’s summit are the frozen remains of ex-
- plorers and adventurers who sought in vain to find
the Temple. Aside from frost demons and Ice drag-
ons, few living things can survive for long in the frig-
id upper altitudes of Mount Mandu. Here, where
even the dreaded Ice Giants will not go, dwell the
fabled Savants.

The Savants of Xanadas

Believed to be old beyond reckoning, the Savants
are said to extend their lifespans by adherence to
certain secret regimens and practices. They dress in
long robes of sliver and black, and wear elaborate
headdresses inscribed with arcane runes, symbols
and sigils.

Customs

The Xanadaslan Savants are mystics and scholars of
unrivaled ability. Self-appointed chroniclers of Talis-
lantan history, they observe and record phenomena
of all sorts: the positions of the stars and planets, the
delicate fluxes of time and space, the emergence
and disappearance of plant and animal species, and
so forth. Seated on pedestals of lavender stone, they
gaze into crystals of polished blue diamond, moni-
toring and noting ‘'the activities of the continent’s
peoples. Every event of note is recorded in massive

leather-bound tomes. When filled with information, '

. these books are stored In great underground vaults.

Members of a secret mystic order, the Savants and
their predecessors have chronicled the history of
Talislanta for many centuries. The origin of the cur-
rent occupants of the Temple of the Seven Moons
remains a mystery. Some believe that the sages are
Mandalans who long ago fled from the Quan Empire;
others claim that they are survivors of a past age.

The Savants of Xanadas are said to welcome visitors,
whom they question at length in order to supple-
ment or verify their observations. They are a curious
lot, and seem to want to know everything. It is their
practice to allow- any who come here to study, and
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on occasion, some do. Passage to the mountain re-
treat of the Savants is difficult, however, and fraught
with peril.

The Legend of Xanadas

Some scholars connect the activities of the Savants
of the Temple of the Seven Moons to the obscure
Legend of Xanadas. According to the ancient tale,
many years ago a great mystic named Xanadas was
summoned by Death to meet his inevitable end. As
his pupils and associates grieved upon hearing of
their master’s imminent doom, the sage bade them
not to worry; he would visit with the gods for a time,
after which he pledged to return to the material
plane and relate the secrets of the afterlife to all who
waited for him.

Those who accept this legend as fact believe that the
Xanadasian Savants are the last of the great mystic's
followers. They say that the Savants record impor-
tant events, believing that their master will wish to
know all that has transpired in his absence.

Though many scholars think the legend to be some-
what far fetched, others point out that the tale is sup-
ported by certain odd traditions observed among
the Savants. These include the leaving of a light in
each of the Temple's windows by night, the custom
of setting one extra place at all meals, and a few oth-
er minor eccentricities. When asked the signifi-
cance of such observances, the Savants merely
shrug and cast their eyes heavenward.
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The Kingdom of Carantheum is located in the Red
Desert, a great expanse of scarlet sand surrounded
on all sides by the WIlderlands of Zaran. It is a harsh
land, swept by sandstorms and scorched by the
burning rays of Talislanta's twin suns. Practically de-
void of life, the Red Desert is nonetheless home to
one of the foremost centers of trade on the conti-
nent: the Crimson Citadel of Dracarta.

Travel to Carantheum, despite efforts to improve
conditions, remains a rather perilous proposition.
From the East, the only practical routes lead through
territories claimed either by the Saurans, the Za, or
the fanatical Rajans. The ancient Wilderlands Road,
sole causeway between Carantheum and the West,
is beset by bandits, wild beasts and other dangers.
The safest means of traveling to this land is in the
company of a large, well-armed caravan.

The Dracartans

The folk of Carantheum, known as the Dracartans,
are tall and jade-skinned, with chiseled features.
Formerly a tribe of nomadic wanderers, these hardy
folk settled in the Red Desert some centuries ago.
With the discovery of the secret of how to create red
iron (a metal superior in all aspects to common black
iron), the Dracartans became rich, and Carantheum
soon became an important center of trade and com-
merce. Once able to afford only the meanest of gar-

The Crimson Citadel of Dracarta — capital of Carantheum
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ments, the Dracastans now dress in flowing robes of
fine white linen, and adorn themselves with neck-
laces, bracers and torcs of red iron.

Customs

The Dracartans are friendly, if somewhat reserved;
frivolity is not a quality associated with these folk.
They exhibit an admirable degree of tolerance for
the ways and beliefs of most other peoples.

Carantheum is ruled by a king, who is chosen
through a process known as the “Test of the An-
cients.” This ordeal consists of three separate parts:
a journey through the desert, the scaling of a moun-
tain of glass, and the retrieval of a magic scepter
from a vault deep inside a crystal mountain. The test
is held once every twelve years, unless the prema-
ture death of a reigning king requires otherwise.

A committee of nine elder statesmen meets in se-
cret to select three suitable candidates. The first to
successfully complete the test is ordained as king,
and enthroned in the royal palace at Dracarta. The re-

maining two applicants, assuming they survive, are

crowned as princes of the realm and granted posi-
tions of authority in the cities of Nadan and Anasa.

The laws of the Kingdom of Carantheum are strict,
but fair. Individuals convicted of minor offenses are




sentenced to a period of hard labor, typically entail-
ing some sort of clvic duty (such as cleaning munici-
pal sewage receptacles). Banishing criminals to the
Wilderlands is also a popular punishment.

Merchant caravans from many lands come to Dracar-
ta, bearing goods of all varieties: amberglass from
Cymrll, woven goods and hardwoods from Vardune,
scintilla and amber from Jhangara, metal and pre-
cious stones from Arlm, beasts from Djaffa, and
many other items.

The desert people are especially in need of those
materials scarce in their own land: herbs and spices,
burden beasts, timber, fabric, and foodstuffs. From
Astar, the Dracartans obtain much-needed stores of
water — thaumaturgically solidified, cut into massive
blocks, then transported in wagons and sand-sailing
land barges.

The Dracartans count as their friends the Djaffir, go-
ing all the way back to the time of both peoples’ no-
madic ancestors; the various states of the Seven
Kingdoms are also their allies. Carantheum’s ene-
mies are somewhat more numerous: The Necro-
mancers of Rajanistan covet the Red Desert’s riches,
and have launched several attacks against the Dra-
cartans in the past. The Quan Emperors are also be-
lieved to have an overly acute interest in this desert
region, and the mercantile nation of Faradun is obvi-
ously jealous of wealthy Carantheum.

The Cult of Jamba

The folk of Carantheum revere Jamba, the mysteri-
ous god of their nomadic ancestors. Dracartans build
pyramid-shaped shrines in honor of their patron,
whose ways are said to be beyond the understand-
ing of mere mortals. The priests and priestesses of
Jamba do not profess to comprehend the ways of
their arcane deity ~ most walk about with puzzled
looks on their faces a good deal of the time.

According to legend, it was Jamba who guided the
Dracartans into the Red Desert and aided them in
discovering the lost art of thaumaturgy. Although the
deity has been somewhat lax in the working of mira-
cles since then, he is still well thought of by his
desert followers.

Thaumaturgy

Carantheum Is famed for its thaumaturges, who are
greatly esteemed for the wondrous products which
they create. Not the least of these is the elusive sub-
stance known as quintessence, a crystalllne powder
derlved by a secret alchemical process.

By skillful utllizatlon of the magical properties of
quintessence, Dracartan thaumaturges are able to
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transmute the very nature of substance. Thus, they
are able to solidity water, liquify stone or metal, turn
sand into glassine stone, or place elemental forces
in suspension. The symbols of Dracartan thaumatur-
gy are the star of four triangles (representing the re-
lationship of the four elements to the three states of
matter) and the caduceus, or thaumaturgic wand.

The power of the thaumaturges makes possible one
of the more unusual sights in this region: the Dra-
cartan duneships and land barges. These vessels
skim across the desert on red-iron runners, braving
the hazards posed by sandstorms, hostile bandits,
and the scorching suns.

Sails provide some impetus, but the real motion is
provided by thaumaturglcally-energized wind ma-
chines. Resembling coils of metal tubing, these ar-
cane devices are powered by crystals of Elemental
Wind, captured and solidified by the Dracartan Thau-
maturges.

Citadels of the Desert

Anasa is a Dracartan citadel which stands at the
southern edge of the Red Desert. Primarily a military
outpost, it has its own fleet of duneships and a garri-
son of desert scouts. Some trading is done here,
mainly with the Djaffir.

Nadan Is a fortified settlement located at the north-
ern edge of the Red Desert. It is notable for its dune-
ship construction yards, and for its large population
of Yassan. This dispossessed people are skilled at
the art of technomancy, and are able to repair, as-
semble or modify just about anything that has work-
ing parts.

The Sanctuary Mountains

These imposing peaks served as a safe haven for the
early ancestors of many of the desert peoples, when
they were driven from their homelands following
the Great Disaster. The old stone forts are now occu-
pied by Dracartan desert scouts, who use the crum-
bling facilities as watchposts. Predatory satada, land
dragons and winged azoryl are also found in this re-
gion, as are abandoned gold and silver mines.

The Forgotten City

The name of this ruined metropolis has long since
faded from the memory of Talislantan scholars. Even
so, the majestic spires and domes conjure up vi-
sions of the grandeur of a bygone age, and continue
to attract explorers intent upon unearthing their an-
cient treasures. The proximity of war bands from Raj-
anistan poses some danger to would-be archaeolo-
gists, as does the presence of sand demons and
predatory satada.
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The City of Dracarta

The capital of Carantheum, Dracarta is one of the most im-
portant trade centers on the continent. It is striking to be-
hold, with triple walls and towers plated with red iron, and
roads paved with white stone.

1. The Willderlands Road

The Desert Scouts carefully maintain these hexagonal cob-
blestones, since this highway is vital for purposes of trade.
Duneships parallel this road, crossing it only where draw-
bridges expose a sand channel to allow sandships to pass.

2. City Walls

The three walls of Dracarta stand over 40 feet high, and are
plated with red iron. A system of conduits built into the walls
allows quantities of red menace (liquefied fire) to be rained
from various strategic points upon would-be attackers.

3. Towers

Each of these four-story structures is equipped with a large
roof-mounted siege-hurlant, and a mechanism to disperse
the thaumaturgical product known as red menace through
ports in the outer walls. A crew of eight artillerists operates
each hurlant, and teams of a thaumaturge and two appren-
tices are employed to handle the fire mechanisms.

4. City Gates .

The gates to the city are made of solid red-iron, and flanked
by twin gatehouses. A platoon of 20 Desert Scouts is as-
signed to each, and 10-soldier squads patrol the walls, com-
pleting one full circuit in about an hour. It is customary for
the guards to perform cursory inspections of incoming car-
gos, assisted by functionaries of the Ministry of Customs
and Commerce.

5. Sand Channels

The walled entranceways are used by arriving and departing
duneships and land barges. A network of drawbridges con-
trols access and egress.

6. Ministry of Customs and Commerce

The clerks of these offices are responsible to monitor and
register all incoming goods. Agents of the Ministry are em-
powered to seize suspicious cargos or contraband, and to
make arrests as warranted.

Profile: Sedrik Nomos Ii

Dracartan Administrator, 6th Level

The friendly official in charge of morning inspections, Sedrik
is bumbling and inefficient — if not for his connections at
court (his sister is scribe to the Queen), he would have been
demoted long ago. The Dracartan has been known to acci-
dentally break delicate valuables, misplace or exchange
shipments, and to mistake contraband for legitimate goods
(and vice versa). When caught in an error, Sedrik is always
sincere in his well-meaning but clumsy attempts to right the
wrong and make redress.
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7. Warehouses

Merchants store goods here while awaiting sale or until the
departure of the next caravan. Goods confiscated by the
Ministry of Customs and Commerce are also stored here, in
rented facilities.

8. Desert Harbor
This is a docking area for duneships and land barges. Facili-
ties for maintenance and repair are nearby.

9. The Dunesailors’ Inn

This inn and tavern is frequented by the crews of duneships
and land barges in port. Recent news from the Dracartan cit-
adels of Anasa and Nadan can be had here, though casual
visitors are best advised to steer clear of this drinking es-
tablishment — the clientele is generally rowdy. Prices are av-
erage, comparable in most instances to the quality of the
services afforded.

Profile: Pegro Samstna

Dracartan Dunesailor; 25th Level (retired)

A veteran of four decades of service with the West Dune
(army) of Carantheum, Pegro comes to the Dunesailors’ Inn

nightly to enjoy the rough company and remind himself of
hard times. He especially seeks out younger soldiers, whom
he lectures with a rugged cheerfulness. His unfulfilled
dream is to someday return to Djaffa and, reunited with a Yi-
tek tomb-robber named Ojo, solve the mystery of the lost
treasure trove of the bandits he helped to pursue and slay
two decades ago. Pegro is one of the few Dracartans who
can tolerate the presence of the Yitek — Ojo was his special
partner in the bandit pursuit, and saved him from being de-
voured by a giant desert kra.

10. Barracks

Each of these structures houses a contingent of 40 Desert
Scouts, 20 artillerists, and 10 engineers. Yassan techno-
mancers are assigned to the maintenance and repair of the
citadel's fortifications and siege engines.

11: Military Bases

These fortified structures serve as training centers and
bases of operations for the Dracartan military. Over 2,000
Desert Scouts and their support personnel are stationed at
each, including armorers, engineers and thaumaturges.
Stables capable of housing up to a thousand aht-ra are
maintained in adjacent facilities.

12. The Hurlant

This tavern is frequented mainly by members of the Dracar-
tan military, and is usually avoided by the general public.
Patrols fresh from tours of the Red Desert often come here
to unwind, with fairly predictable results. Entertainment is
occasionally provided by down-and-out Bodor musicians
(few performers will take work in this establishment unless
nothing else is available).
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Profile: Gurio Mock Ta

Dracartan Desert Scout, 18th Level

A Guide (platoon commander) in the Dracartan military, Gu-
rio is assigned to the Reserve Dune in the capital, where his
duties are supposedly ceremonial. In reality, this officer is a
special agent of the King of Carantheum, and his men are all
hand-picked for couraga. and survival skills. He comes to
the Hurlant after particularly rough missions — to unwind,
blow off steam, and get spectacularly drunk.

13. Stables
This large public facility is regularly utilized by merchant
caravans and travelers. Costs are average.

14. The Red Desert Inn

This inn and tavern is frequented by diverse sorts: Djaffir
traders, Yitek tomb robbers, Maruk dung merchants, Danu-
vian swordswomen, wandering Rahastran wizards, and
(less commonly) even despised Farad mongers and procur-
ers. Dancing girls, jugglers and musicians provide entertain-
ment and lend a festive air to the proceedings. The prices
are reasonable, and the accommodations approach excel-
lence in most regards. Especially recommended is the mo-
chan, an invigorating Djaffir beverage served steaming hot
from brass samovars.

Profile: Samahd Morltar

Djaffir Merchant, 24th Level

Samahd, the owner of the Red Desert Inn, is a retired Djaffir
who has traveled much of the continent. He is known as a
storyteller of seemingly endless capacity, and most of his
tales involve escapades of brigandry and robbery. Samahd
claims to have earned his modest fortune as an astute trad-
er, but others think he had a less legitimate career.

15. The Crimson Place

Dwelling place of the King of Carantheum and the royal fami-
ly, the Crimson Palace is a magnificent structure built of
sandstone blocks plated with red iron. In the great hall, the
King meets daily with the Council of Elders, a group which
includes representatives from the Dracartan army, the Mini-
stry of Customs and Commerce, the Academy of Thaumat-
urgy, the Halls of Justice, and others. A hundred Dracartan
Sentinels guard the palace and grounds.

Profite: King Romedis

Dracartan Thaumaturge, 39th Level

The sovereign of Carantheum is an energetic man of middle
years, enormously talented at the thaumaturgical arts. A
devout believer in Jamba, Romedis seeks a way to obtain
further wisdom from the elusive Dracartan deity, and is es-
pecially interested in rumors that further thaumaturgical
principles can be discovered by the study of ancient texts.

16. The Archives

This cavernous structure houses an uncountable number of
books, scrolls and tablets, and serves as a library and hall
of records for the Dracartan people. Much of the material
contained within is accessible to the public, through ar-
rangement with any of the 70-odd archivists employed here.
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17. The Academy of Thaumaturgy

One of the most renowned institutes of magic in Talislanta,
the Academy of Thaumaturgy is a vast pyramidal structure
over 140 feet in height. The curriculum features courses in
alchemy, metaphysics, and the secrets of the art of thau-
maturgy: the distillation of elemental essences, the trans-
mutation of substance, and the concocting of the marve-
lous substance known as quintessence. Only citizens of
Carantheum are accepted in the Academy’s seven-year
program, though certain lectures and symposiums are avail-
able to visitors from other lands. Tuition is 700 gold lumens
peryear; a nominal fee of 10 lumens is charged for extracur-
ricular lectures.

Profile: Nomoscar

Dracartan Thaumaturge, 18th Level

The younger brother of Abascar, the Dracartan thaumaturge
on the faculty of Cymril's Lyceum Arcanum, Nomoscar is an
innovator whose proposed experiments are often too daring
for the Academy of Thaumaturgy to accept. He is a Profes-
sor of Aerial Essences, with a qualification in distillation sci-
ences, and is available for consultation.

18. The Thaumaturge’'s Crucible

This tavern caters to students and faculty of the Academy
of Thaumaturgy, and discourse on subjects relating to the
Academy and its curriculum is commonplace, occasionally
enlightened by a heated debate or disagreement of some
sort. Otherwise, the atmosphere is a bit too low-key for
most peoples’ tastes. The prices are high for the quality of
services available, though the private booths are not with-
out certain practical purposes.

Profile: Saranto Pled Xa

Dracartan Thaumaturge, 20th Level

The keeper of the Crucible is a strange man, given to sud-
den spasms and coughing fits. Saranto is fanatic about pre-
serving the secrets of thaumaturgy, steering unwanted visi-
tors out of the shop as quickly as he can, and reminding
students to be careful where and what they speak.

19. The Halls of Justice

The Council of Elders, Dracarta’s esteemed legislative
body, holds sway here, handing down rulings on all matters
pertaining to the laws of the land. They also serve as advis-
ers to the king, and administrate Dracarta’s police force, the
Sentinels. Individuals accused of wrongdoing are tried in
these halls: if found guilty, offenders may face a period of
enforced labor, banishment to the Wilderlands, or — for truly
heinous offenses — a sentence of retribution (immersion in
red iron). The Council is empowered to remove a reigning
king, should he fail to meet acceptable standards of behav-
ior and ethics.

20. Hall of Infamy

Here are arrayed the worst and most despicable criminals in
Dracartan history — the statue-like forms standing as a
warning to future offenders, preserved by immersion in li-
quefied red iron. Among the most notable: Thados, the sec-
ond Khadun of Rajanistan, who led an unwarranted attack




against Carantheum in the year 445; the dreaded Sados, re-
incarnated torturer-king of ancient Quaran; and Xargn, a re-
negade thaumaturge punished for his unconscionable
crimes against the Dracartan people. A popular tourist at-
traction, the Hall of Infamy is open daily to the general pub-
lic. An admission fee of one silver piece is charged, the pro-
ceeds being used for maintenance of the hall.

21. The Traders’ Market

This open-air marketplace is patronized by merchants and
traders from across the continent. Some of the more com-
mon wares include land lizards, all three species of aht-ra
(from the desert kingdom of Djaffa), red-iron ingots and
blades, land-dragon hide, cloth, timber, mochan, dried
dates, duneship and land-barge accessories, and antique
artifacts from the Wilderlands. Prices vary considerably.

Profile: Huevomar The Monger

Dracartan Merchant, 25th Level

Rich and wise, Huevomar has traveled the continent, and is
a most atypical Dracartan — class distinctions mean nothing
to him, and he is rather jocular. In fact, the merchant feels
more than a little out of place among his countrymen, and
prefers the company of foreigners — especially Muse fe-
males (he once had a romance with a Muse dancer named
Dewdrop, but she refused to follow him into the desert). He
has valuable connections with the Kang Overlord at Hadran.

22. Wells

Dracarta’s water supply is stored in underground cisterns,
accessible by means of closely-guarded conduits and
aqueducts. Water is a precious commodity in Dracarta, and
wasteful use of this resource is a criminal offense. Deep
wells provide part of the populace’s needs, augmented by
shipments of thaumaturgically-solidified water conveyed in
large blocks from Lake Zephyr, in the Kingdom of Astar of
the Seven Kingdoms.

23. Red Iron Plating Co.

This sizable establishment utilizes advanced thaumaturgic
techniques to work metals of many sorts. Specialties in-
clude custom-designing of jewelry, the crafting and inscrip-
tion of red-iron blades, and red-iron plating of every sort — all
at the best prices.

24. The Forges of Dracarta

This. extensive installation, owned and operated by the
Kingdom of Carantheum, is where the Dracartan thauma-
turges turn sand to stone, and extract red-iron ore from Red
Desert sand. The thaumaturgical sandstone is rendered into
many practical shapes, including columns, blocks, spheres
and arches. For convenience, the ore is smelted into 10-,
20- and 50-pound ingots. Land barges loaded with the red-
iron ingots depart for the West on a weekly basis.

25. Caravan Supply

This establishment features all manner of new and used
equipment for the caravan trade, including burden beasts,
wagons, tents and, occasionally, refurbished land barges
and duneships. It is sometimes possible to arrange for pas-
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sage with caravans heading to Hadj, Danuvia, Maruk, or the
West through the auspices of this establishment.

Profile: Eomar Rannt

Dracartan Desert Scout, 9th Level

A retired soldier, Eomar now owns Caravan Supply. He ac-
cepts secondhand and bartered goods in exchange for his
wares, no questions asked — or answered.

26. Central Tallslanta Map Company

This small shop specializes in maps of the Wilderlands of
Zaran, the Volcanic Hills, the Sinking Land, and the Red
Desert. Prices range from as low as five gold lumens (for a
common map) to over 10,000 gold lumens (for especially
rare or unusual charts).

Profile: Regia Aereonautus

Dracartan Savant, 23rd Level

The owner of the Central Talislanta Map Company, Regia is
an aged Dracartan scholar who claims to have studied for a
time with the Savants of Xanadas. He can be hired to au-
thenticate obscure maps and schematics at a cost ranging
from 20 to 200 gold lumens, depending upon the amount of
research required.

27. The Red Sands Inn

This inn caters to the caravan trade, and the decor is appro-
priate: the rooms are decorated to look like tents, the floor
is covered with sand, and the large common room is ringed
with potted palms. It is often possible to find caravan mas-
ters, draymen, mercenary guards, and drivers looking for
work here, or to hire on with a caravan of one sort or anoth-
er. The quality of the inn's services is adequate at best,
hardly sufficient to justify the somewhat steep prices.

Profile: Krepass

Kasmir Money-Lender; 9th Level

The owner of the Red Sands Inn, alas, is a miserly Kasmir
exiled by her family for poor financial management — she
was once an insatiable gambler. Krepass is determined to
restore her fortunes, here and now, whatever it takes. The
Kasmir knows that if she could only get her hands on a
breeding pair of aht-ra, she could break the Djaffir monopo-
ly, make a fortune, and redeem herself in the eyes of her
family — all at the same time! However, the Caliph of Djaffa
would not stand idly by while such animals were stolen...

28. Four Winds Travel Co.

Little more than an expanse of sand and a single, small
building, this is the local outpost of the famous Cymril-
based travel company. It is supposedly possible to arrange
passage via windship through this often-abandoned estab-
lishment, which is operated by a pair of eccentric Orgovians
from the Seven Kingdoms. :

29. The Caduceus

A small shop specializing in thaumaturgical paraphernalia,
alchemical apparatus, and magical mixtures, the Caduceus’
prices are within reason, and the owner often buys and sells
used goods as well as new (and more expensive) items.




Profile: Ostroyal Sanc Ep

Dracartan Thaumaturge, 16th Level (retired)

Owner of the Caduceus, Ostroval is an man who appears to
be on the verge of death from old age. His avid interest in
antique magical devices is matched only by his infatuation
with his new wife, a Dhuna named Splendora.

30. Thaumaturges’ Guild

This guildhouse also serves as a hostel for Dracartan thau-
maturges. The guild’s registry service lists all dues-paying
thaumaturges, their current status (whether employed or
not), and special fields of interest. Thaumaturgical compo-
nents are sold here at a one-quarter discount to guild mem-
bers, who may also use these facilities — including a library,
workrooms, and private cells — at a cost of just ten gold lu-
mens per day. A membership costs 500 gold lumens per
year, and is available to practicing thaumaturges only.

Profile: Lord Proctor Carastra

Dracartan Thaumaturge, 28th Level

The chief officer of Caduceus Mutada, Carantheum’s thau-
maturgy guild, Carastra is a rigid traditionalist, and through
his informers keeps a careful eye on those thaumaturges he
suspects of unauthorized experiments.

31. Red Blades of Carantheum

A family of Dracartan ironsmiths owns this shop, which spe-
cializes in red-iron weapons and armor. They offer red-iron
armor and weaponry in a wide variety of styles and types —
and for only double the normal price, will custom-make any
piece to order. The quality of their work is unsurpassed in
the region, and their prices are within reason.

32. Desert Clothier

This reputable establishment offers apparel suitable for arid
and desert climes. Styles include Dracartan, Djaffir, Hadjin,
Kasmir, Farad, and Yitek. Custom work is available at dou-
ble the usual prices...which, to be frank, are already a little
above average.

33. Memorial Park

This oasis, decorated with statues, commemorates the Dra-
cartans’ nomadic ancestors, who founded the Kingdom of
Carantheum. Swaying palms and shaded dunes lend a
peaceful and serene ambience to the park, which is fre-
quented by individuals from many parts of the kingdom.

34. Temple of Jamba
This great pyramidal structure is dedicated to Jamba, the
mysterious god of the Dracartans. It is customary for

Priests of Jamba and visiting worshipers to maintain re- -

spectful silence while within the temple, lest some utterance
of Jamba go unnoticed.

35. Carantheum Imports

This odd establishment bears an uncanny resemblance to
an indoor junkyard. The owner is justly renowned as a col-
lector of oddities, trinkets, gewgaws, and bric-a-brac (most
seemingly bereft of any redeeming virtues). Occasionally,
one uncovers a find of some sort amongst the bizarre items
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which litter this shop, but not often. Still, hope springs eter-
nal in the hearts of the many would-be collectors who visit
this shop, many of whom are drawn by the fact that no item
in the place is ever priced above ten gold lumens.

Profile: Lariga Nebulo

Maruk Maintainer, 14th Level (retired)

Lariga prizes herself on being able to spot the value within
any item, and never buys anything new. Her shop makes
little money, since she doesn’t really understand com-
merce. She always wears earrings of white opal.

36. Amphitheater

This large arena seats up to 20,000 spectators, and exhibi-
tions of skill are held here once each week. Some of the
more popular events include: contests pitting warriors
against dangerous beasts, team wrestling atop a raised
platform, battles between armored land-barges, exhibitions
of thaumaturgic skill, non-fatal duels fought for prize mon-
ey, and — a particular favorite - retributions, ingenious con-
tests pitting condemned felons against hazards appropriate
to the crime which they committed. Admittance is one gold
lumen for adults; one silver piece for children.

37. Surcease From Care

The deceased are prepared for burial in this facility. As is
the custom in Carantheum, the bodies of the dead are thau-
maturgically treated to prevent decomposition, then placed
in enchanted sarcophagi and interred in the desert. Costs
range, primarily depending on the type of sarcophagus de-
sired. The embalmer traditionally handles all arrangements,
including purchase of the sarcophagus.

38. Office of Taxation

Like death, the demands of this institution are also inevita-
ble. The kingdom collects a tithe of one-tenth of each citi-
zen's annual income.

39. The Catacombs

This gloomy inn and tavern is popular among the Yitek,
whether they be tomb robbers, grave diggers, embalmers,
or members of the Dracartan army’s “corpse squad” (mer-
cenaries who clear battlefields in return for exclusive scav-
enging rights). The common room of the inn and its private
chambers are located below ground, amidst a morbid, mau-
soleum-like setting. Prices and quality are average.

40. The Mountain of Glass

This is the site of the legendary “Test of the Ancients,”
where prospective applicants for the position of King of Ca-
rantheum are put to the test. Secret passageways, traps -
and other features are updated as needed, so that no two
Tests are ever alike.
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DJAFFA

Nearly surrounded by the Wilderlands of Zaran,
Djaffa consists primarily of scrub plains and desert.
With the exception of the vegetation at a few scat-
tered oases, practically nothing grows in this arid
region. This desert is home to the nomadic people
known as the Djaffir, who are divided into.two types
of tribes: merchants and bandits.

The Djaffir

Uniformly slender and wiry of build, the Djaffir are
dark skinned and of average height. Flowing head-
dresses, robes and cloaks of beige or white linen
are worn, along with boots of soft animal hide.

Customs

It is the peculiar custom of all Djaffir to wear leather
masks, which are made to cover the entire face.
They will not remove these masks except in the pri-
vacy of their tents, believing that “the face mirrors
the soul,” and that their masks protect them from
hostile magics. Fashioned by Djaffir wizards, these
devices do indeed seem to confer some protection
from magical influences, and certainly are of practi-
cal use during sandstorms (common in Djaffa). Indi-

A Djaffir merchant, or bandit — the distinction is said to be essentially one of semantics.
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viduals of a more skeptical nature claim that the
Djaffir wear masks simply to conceal their identities
from those who, by one means or another, they
eventually intend to relieve of their money.

Beasts of the Dijaffir

The desert  folk produce few marketable wares,
though they make lances, daggers and short bows
of good quality for their own use. The Djaffir have
some talent for herding and animal husbandry, how-
ever, and have managed over time to foster the de-
velopment of a unique burden beast.

The aht-ra is a variety of beast similar in some re-
spects to the equs, but having a heavier torso, long- -
er legs, spiraling horns, and a serpentine tail. The
Beasthandlers of the Djaffa claim to have created the
species centuries ago, by the accidental cross-
breeding of various riding and burden beasts; no
one knows for certain the exact composition which
contributed to the existence of these eminently use-
ful hybrids.

Though the normally placid nature of these beasts
can sometimes make motivation a difficult task, they




are among the most useful of Talislantan creatures.
They usually sell for 200 to 800 gold lumens apiece,
regardless of type — age and overall condition being
the most important factors affecting cost. Young aht-
ra are seldom available except through the auspices
of Djaffir merchants, who sell only gelded males in
order to maintain their countrymen’s monopoly on
this valuable commodity.

Despite their ungainly appearance, aht-ra are sur-
prisingly swift and agile afoot. More impressive is
the endurance of these creatures, which is un-
matched in the animal kingdom. With their charac-
teristic long and loping stride, aht-ra can travel for
days without stopping for rest. By retaining fluids in
their hump-like sacs, aht-ra can go without water for
long periods of time (one month per hump is
thought to be an accurate estimate). The creature’s
scaly hide renders the beast immune to the effects
of the rays of Talislanta’s twin suns, and translucent
membranes shield its eyes from sun and sand.

There are three varieties of aht-ra, each possessed
of its own individual virtues: Swiftest is the one-
humped ontra, bred mainly for speed. The two-
humped batra is somewhat slower and can carry 800
pounds of weight (compared to only 400 pounds for
the ontra). The three-humped tatra can carry 1,200
pounds of cargo, but is the slowest of the three, and
will not run at full speed unless constantly goaded
with a prod or riding crop.

Plans for a four-humped variety of aht-ra were pro-
posed by Djaffa-Beasthandlers at one point, but
were. subsequently discarded as being impractical,
and possibly absurd.

Other animals herded by the Djaffir include land liz-
ards, greymanes, and the fierce war-beasts known
as mangonel lizards.

Of Merchants and Bandits

By far the most numerous of the two types of tribes,
Djaffir merchants tribes carry goods to and from the
civilized countries of Talislanta, from as far west as
Zandu to the eastern lands of the Quan Empire and
even the Volcanic Hills. Their chieftains are general-
ly regarded as the shrewdest and most skillful trad-
ers on the continent.

It is said that Djaffir merchants will travel anywhere,
regardless of the dangers, as long as there is a profit
to be made. In truth, the only trails found in certain
remote regions are those established over the years
by the trade caravans of these nomadic merchants.

The bandit tribes, though fewer in number, are
nearly as persistent as their mercantile counter-
parts. Primarily known as caravan robbers, Djaffir
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bandits are relentless in their pursuit of prey. The
larger tribes have been known to raid small villages,
taking women, slaves, and anything else of value
that can be carried off.

Though they will kill in order to get what they de-
sire, Djaffir bandits are not known to engage in wan-
ton or senseless violence. Neither are they known
to attack the caravans of Djaffir merchants, a fact
which has led many observers to suspect collusion
between the sheiks of the two tribal groups. Some
Talislantans go so far as to claim that the distinction
between Djaffir merchants and bandits is one of se-
mantics only.

Whatever the relation between the two tribes, it is
certain that both have much in common. Generally
speaking, the Dijaffir bandits prefer the faster one-
and two-humped aht-ra, while the merchant traders
mainly employ the three-humped tatra.

Settlements

As the folk of Djaffa are nomads at heart, they have
no true cities. However, two extensive tent settle-
ments exist, growing or contracting in size accord-
ing to the comings and goings of the various mer-
chant and bandit tribes. Both cities are located at
oases, and are comprised entirely of tents and pavi-
lions, allowing them to be moved at need.

Al Ashad is the southern tent settlement. The wells
are heavily guarded, for water is a precious com-
modity in this region. It is said that the Djaffir mer-
chant tribes prefer this settlement due to its close
proximity to the Wilderlands Road.

The northern oasis-settlement, EI Aran, is identical
in most respects to Al Ashad. Dijaffir bandit tribes re-
portedly prefer this place, due to its isolated loca-
tion in the desertlands. Sand demons proliferate in
this region.

It is said that the Caliph of Djaffa, whom both mer-
chants and bandits regard as their spiritual leader, is
always to be found at one of these two settlements.
Aside from his duties as arbiter of all tribal disputes,
the ruler performs no other known function. Even
so, it is said that at a single word from the Caliph, all
the tribes of Djaffa would unite to do his bidding.
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RAJANISTAN

Shadinn executioner and Rajan necromancer

Far to the east, between the scorching sands of the
Red Desert and the green swirl of the Sea of Glass,
lies the warlike nation of Rajanistan. Known as “the
Scourge of the Desert,” it is the most populous of
the desert kingdoms.

This is a harsh and arid land, made hospitable only
by numerous small springs found scattered across
its far-ranging territories. The Jade Mountains ring it
on nearly all sides; elsewhere the terrain is monoto-
nous in form, a sprawling expanse of yellow sand in-
terrupted only by sparse patches of date palm, nettle
and brlarbush.

The mountains and deserts are rife with dangerous
beasts, Including yaksha and sand demons, and rare
crested dragons are not unknown in these parts.
During the spring, water from thawing ice caps cas-
cades down the southern mountains, carrying with it
many small bits and chunks of gold. Adventurers
with a flair for the melodramatic sometimes attempt
to steal Into the mountains, hoping to escape the
desert natives, harvest the gold and become rich.

The Rajans
A fierce, dark-skinned folk, the masters of Rajani-

stan are tall and wiry of build, with blood-red eyes,
and horn-like protrusions jutting forth from their
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chins and foreheads. They dress in dark grey capes,
veiled headdresses, and loose-fitting ‘garments
bound with cords at the wrists, ankles and waist.
These same cords are used for many practical pur-
poses by the Rajans, including the strangling of ene-
mies. It is the unfriendly custom of both the males
and females of this .people to carry concealed weap-
ons on their persons, curved daggers being consid-
ered especially elegant.

Customs

The Rajans are a race of fanatics, utterly devoted to
the dread entity known as Death — and his minion
the Khadun, absolute ruler of Rajanistan and Necro-
mancer-Priest of the Black Mystic Cult. The cultists
believe that the Khadun is the earthly manifestation
of Death, and revere him as a demi-god.

Only by dying can they become one in spirit with
their mystic deity, or so the Rajans have been taught
from birth by the Necromancer-Priests; therefore,
they are eager to sacrifice their lives for any cause
that the prophet of Death endorses.

Under the iron rule of the Khadun, Rajanistan is
among the most repressive states of Talislanta. The
punishment for most crimes is the removal of an ap-
propriate body part: liars have their tongues cut off,




thieves lose a hand, and voyeurs (those who attempt
to peek beneath a woman's veil) lose an eye. The
penalty for adultery is especially grim. Individuals
accused of treason or heresy are imprisoned in the
Tower of Irdan, where torturers practice their arts.

Rajanistan marks Carantheum and Djaffa as hated
foes, and bears no love for the Seven Kingdoms. The
fortress of Hadran intervenes between the desert
nation and the Quan Empire — given the Quan'’s his-
tory of expansion and conquest, Rajanistan may also
have some reason for concern in this direction.

The Rajans covet the ore-rich sands of the Red
Desert, but attempts to conquer the Dracartans have
failed. Defeat has not swayed the tribes from this
cause, and the Khadun has sworn to crush Caranthe-
um, if every man, woman and child in Rajanistan
must die in the attempt. As his generals are unfortu-
nately known more for fanatical obedience than
their tactical abilities, observers speculate that such
a result is within the realm of possibilities.

Rajanistan has political ties with no other nation ex-
cept Faradun, a vital trade partner. The Rajans are an
impediment to east-west trade as long as they con-
tinue to plunder caravans on the Wilderlands Road —
a situation favorable to the Farad, whose trade
routes do not pass through the Red Desert.

The Black Mystic Cult

The Rajan tribe is ruled by the Black Mystic Cult, just
as the Rajans are the masters of the other inhabitants
of Rajanistan. The necromancers of the cult wear
dark vestments and skull-like iron masks. Mages of
greatest power are reportedly capable of manifest-
ing a third eye in the center of their foreheads, of
use in detecting invisible or spirit presences.

The Rajans believe that by killing non-believers,
they make converts for their morbid deity. They have
been taught this by the Necromancer-Priests, the
Death-mages who also train the elite corps of relig-
ious assassins known as the Torquar. Under the
command of the Khadun, the Cult exports terrorism
to many lands. The Torquar are known for magic, and
for their sklll with the da-khar (a leather gauntlet
equipped with retractable metal claws).

The Temple of Death in Irdan is the sanctum of the
Black Mystic Cult. Here, the Necromancer-Priests of
are said to consort with the spirits of the deceased,
hoping to exhume lost magical secrets of the For-
gotten Age.

The Holy City of Irdan

A warlike and violent people, the Rajans long ago
conquered and subjugated the other tribes of this
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region, then employed them as slaves to build Ir-
dan, a dark fortress located on the lower slopes of
the Jade Mountains. The massive citadel is the only
major settlement in Rajanistan, and serves as the
country’s capital.

Aside from an occasional visit by Farad merchants,
the city is closed to foreigners. Gold, mined in great
quantities from the Jade Mountains, is smelted into
ingots in Irdan, then used to purchase weapons and
k'tallah. The Khadun resides within the Temple of
Death, protected by necromancers, elite Torquar
and giant Shadinn warriors.

The Other Tribes

Though the masters of this country are the Rajans,
four other nomadic tribes make their homes here.
All are related in some manner to the Rajans: the
warrior Aramut, the mountain-dwelling Zagir, the
giant Shadinn, and the despised “mongrel” Virds.

The Aramut and Zagir tribesmen closely resemble
the Rajans, but are shorter in stature and favor less
elaborate attire. Their homeland, the arid mountains
of Zagiran, was conquered by the Rajans toward the
end of the third century. Satada, earth demons, azo-
ryl, and land dragons are all found in this rugged,
mountainous area.

The Virds, a people of mixed ancestry, are devoid of
any single set of definable characteristics. The Ra-
jans consider them expendable, and send them to
carry out suicidal attacks against enemies.

Virdistan was conquered by the Rajans in the early
part of the fourth century. The nomadic Virds tend
herds of land lizards, durge, and other creatures.
Sand demons, wild duadir, and the much-feared
opteryx are common to this arid land, and Araq raid
from the north.

The Shadinn resemble the Rajans, but are giants, av-
eraging seven feet in height. They live in tent settle-
ments scattered across the southern desert, which
is also inhabited by sand demons, satada and desert
kra. Shadinnar was conquered by the Rajans at the
beginning of the fourth century.

The Hand of Urmaan

This 150-foot-tall stone spire, located in the Jade
Mountains, resembles a massive grasping hand. Ac-
cording to the Rajans, this oddity was created by Ur-
maan, the first Necromancer of Rajanistan. Some say
that the hand wards Urmaan'’s lost sanctum, the se-
cret entrance to which may be hidden somewhere
in the vicinity. :
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KHAZAD

A strange and largely unknown realm, Khazad is
located at the furthest northwestern reaches of Ta-
lislanta. Practically inaccessible to all but the most
determined travelers, its terrain is foreboding: A
line of precipitous cliffs runs the length of its west-
ern coast, and a ridge of mountains extends along its
eastern borders. To the north lie fields of ice and
snow; beyond this is the Midnight Sea, where sail-
ors fear to go. The waters of the Gulf of Silvanus,
rock-strewn and perilous, deny easy access from
the south.

As a result of these impediments to travel, much of
what is known of Khazad is based upon the rare ac-
counts of wandering Sarista gypsies and the few
hardy adventurers who have survived journeys to
this isolated area. According to their accounts, the
interior of Khazad is less than inviting. Patches of

bleached and barren gall oak stand like skeletons,

silhouetted against a dreary purple-and-grey sky.
Broken and irregular lines of hills dot the land-
scape, interspersed with moors, quagmires and
stagnant ponds. The air is heavy with the stench of
moldering vegetation, and exudes an unsettling, an-
cient quality.

The Cliffs of Khazad
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The Lost Kingdom

Scattered throughout the region known as Khazad
are the ruins of a long-forgotten civilization. Far to
the north are vast burial grounds, denoted by row
upon row of age-worn stone markers. Less fre-
quently encountered are mausoleums of pitted
stone, engraved with arcane symbols of obscure or-
igin. Though some sites have been plundered of
their hidden secrets, most are unexplored.

The remains of a man-like race, entombed in mas-
sive sarcophagi of strange design, have been found
in some of the ancient crypts. Some individuals — ap-
parently those of importance — were buried wearing
gold funerary masks of frightening aspect. In the
less elaborate tombs and graves, similar masks of
silver, copper, tin, and lead have been unearthed.
Though the purpose of these artifacts is unclear,
scholars at Cymril’'s Lyceum Arcanum believe the
masks were intended to ward demons or evil spirits
from the bodies of the deceased. The value of the
metal used in the making of these masks is believed
to have been a measure of the wearer's social status
or cult ranking.




The brass urns found in the tombs of this region are
especially popular with collectors. Sealed with par-
affin, these-artifacts sometimes were used In an-
cient times to imprison bottle-imps or to safekeep
the corpse-dust of departed wizards. Prized by curio
collectors and necromancers alike, these relics
bring high prices.

Unfortunately for those who would ‘explore the
tombs of Khazad, necrophages haunt the region,
craving fresh corpses in preference to the dry bones
of the long dead. Malathrope prowl the moors, as do
omnlvrax from the Serpentine Mountains. Wind De-
mons, though far from common, are sometimes
known to leave their larvae in the hollows of dead
gall oaks in this area.

The City of the Dead

There Is a legend to the effect that a vast complex of
ruins lies In far-northern Khazad. Referred to as
Necron on several ancient maps, the ruins are called
the “City of the Dead” by the Sarlsta. Here, or so the
gypsy legend goes, an entire city and all its inhabi-
tants lie burled beneath the ground; the former resi-
dents of the metropolis all supposedly having been
mummified and interred in stone sarcophagi.

Very little reliable information Is available regarding
this archaic necropolis or its people. Some scholars
postulate that they were the seafaring race whose
ships are known to have plied the waters of the Mid-
night Sea in bygone times. Some of those who sup-
port this theory cite the legend of an underground
waterway which leads to Necron from some point
along the northern coast of Khazad.

The Serpentine Mountains

These peaks stand like shadowy sentinels along the
southern border of Khazad. The uppermost heights
are haunted by yaksha; the lower, by ghasts, banes
and grues.

Where the mountains reach the western sea, sheer
200-foot cliffs ring the coastline of Khazad. Of inter-
est to scholars of the occult are the giant diabolical
visages carved into the cliff-sides along portions of
the coast, which some believe represent various
members of the Shaltan hierarchy. A particularly
odious clan of horned devil-men makes Its home in
the mouths and eye-sockets of these Immense
stone effigies, complicating attempts to study the
cliffs at close range.

Further south lies Wailing Mountain, a high, twisting
spiral of grey basalt. The peak derives its name from
the dismal groaning sounds which seem to origi-
nate from its' uppermost reaches. Most scholars at-
tribute these noises to wind and the mountain’s un-
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usual configuration. A few cite an ancient Phaedran
legend, which states that the great archimage, Soll-
man, Imprisoned a treacherous Shaitan somewhere
within a northern mountain. Those who lend cre-
dence to this tale say that the awful wailing noises
are the sounds made by the giant chained devil, la-
menting its fate.

Two waterways penetrate the mountains from east
and west, so that Khazad has only the smallest of
borders with the southern region of Werewood. The
western waterway Is the Gulf of Silvanus; the east-
ern and most treacherous body of water is known as
the Straits of Khazad.

Perilous, rock-strewn, and supposedly Infested by
sea monsters, the straits are considered unnaviga-
ble except In the late fall, when Ice-going craft can
be employed to skim across the frozen waters. The
dark vessels of the Nefaratans sometimes frequent
the region, though for what reason, few care to haz-
ard a guess.

The Northern Islands

A chain of four bleak and frozen islands leads north-
ward from the northern coast of Khazad. in order
from south to north, these are: Phantom island,
Morbid Isle (of which nothing is known except for
its name, as recorded on ancient charts), Coven is-
land, and the Isle of Lost Souls.

Phantom Island, forlorn and deserted, is rumored to
be haunted by shadow wights (or perhaps shadow
wizards). No one knows for certain, nor do many
scholars seem eager to resolve this minor mystery.
Ships from Nefaratus have also been reported in the
waters off the island — another -excellent reason to
avoid the place, as far as most folks are concerned.

Bleak and deserted in appearance, Coven Island Is
a little more than a mound of stone riddled with
caves, crevasses and tunnels. According to some
historians, the isle once served as a hiding place for
Dhuna witches and other mages seeking to avoid
persecution by the Orthodoxists of Aaman and their
Witch Hunters. it is not known if the island Is cur-
rently Inhabited.

The frozen Isle of Lost Souls iIs purportedly inhabit-
ed by the night demon Thanus and a number of his
followers. it Is said that the demon has a penchant
for collecting souls, which his assistants gather by
night and bring back to his island lair. Thanus then
stores the “lost souls” in enchanted amberglass
vials, which he keeps for his amusement on a shelf .
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A Mirin Ice Schooner. Off in the distance: the City of L'Lal.

L'Haan Is a land of vast snow fields, glittering ice
peaks, and frozen lakes. Located in the nethermost
reaches of eastern Talislanta, the region is predomi-
nantly wilderness, populated by tundra beasts and
great herds of snowmanes and woolly ogriphants.
Along the shores of the Sea of Ice live the only civil-
_ized folk native to L'Haan: the blue-skinned race
known as the Mirin.

The Mirin

A people of noble appearance, tall and statuesque,
the Mirin live in crystalline Ice castles, and are
skilled in the arts of enchantment, alchemy and ele-
mental magic. Renowned throughout Talislanta as
artificers of the highest order, the Mirin fashion su-
perior weapons and Implements from adamant, an
alloy of blue diamond — the fabled “permanent ice”
of legend.

Customs

The Mirin are an enlightened and peace-loving peo-
ple, who shun the use of violence except in defense
of their land and its cities. A deeply religious peo-
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ple, the Mirin revere Borean, the God of the cold
North Wind. The white witches and warlocks of Bor~
ean do not build temples in his name, but do erect
altars on the snowy steppes around frozen lakes
such as L'Lal and Rhin. It is only in such open and
natural surroundings, the Mirin say, that one can tru-
ly feel the presence of the God of the North Wind.

It is the custom among these folk to undertake a
“bonding of spirits” with a chosen mate or friend.
The procedure, known as melding, creates a psy-
chic link between the two individuals. While meld-
ed individuals cannot actually communicate via this
ability, each instinctively knows If the other Is In
danger or great distress.

The Mirin seldom venture beyond their own bor-
ders, as they dislike any but the coldest climes. Dru-
as from the Maze-City of Altan sometimes come
here, as does at least one tribe of hardy and ex-
tremely determined Djaffir merchants. Despite gen--
erous offers from other lands, the Mirin refuse to
trade any but the smallest quantities of blue dia-
monds or adamant, substances which they consider
vital to the defense of their land.
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The Sea of Ice

An expanse of shimmering, perpetually-frozen wa-
ter, the Sea of Ice is traversed by Mirin ice schoon-
ers. These majestic sail-driven vessels glide across
the ice on runners made of gleaming adamant as
they journey from L’Lal to Rhin, bearing cargos of
adamant, blue diamonds and alchemical mixtures.
Ice dragons, spawned in the frigid depths of the
Midnight Sea, pose a hazard to ships, as do the ra-
zor-sharp edges of partially-submerged glaciers.

Three major Mirin settlements ring the Sea of ice:
Rhin, L’Lal, and Myr. On the eastern shore is the
walled city of Rhin, the capital of this far-northern
land. The Show Queen — a figure of some mystery,
said to be a white witch of surpassing ability — is the
ruler of L'Haan, and lives in a fabulous ice palace in
this city. Rhin is renowned for its alchemists, who
are skilled in the art of magically forging adamant.

L’Lal, likewise a city of shining ice castles, stands on
the western shore of the Sea of ice. Closest of the
Mirin cities to the territories of the evil ice Giants,
L’Lal is surrounded by walls over 40 feet in height.
The greater part of L'Haan’s formidable military
force is stationed at this ice fortress, warding agaihst
possible invasion by the ice Giants of Narandu.
Equipped with light chain mall, swords, shields and
spears all of adamant, the Mirin present a formida-
ble challenge to intruders venturing into their
realm. Mirin war sleds, drawn by teams of snow-
manes, allow swift response to threats from all
across the territory.

Myr also stands on the western lakeshore, opposite
Rhin. This city is famed for its shipyards, where
graceful ice schooners and smaller ice skiffs are
constructed. The walled city is also the foremost
supplier of blue diamonds on the continent.

The Ice Lakes

The five fresh-water lakes of L'Haan lie in the snowy
reaches of L'Haan's interior. The Mirin sail the fro-
zen waters in double-bladed ice skiffs, hunting for
frostweres, tundra beasts and ice dragons. ice-
fishing is also a popular pastime in this- region,
though one enjoyed almost exclusively by Mirin ice-
divers, whose uncanny metabolism enables them to
survive in the freezing-cold waters below the sur-
face of the frozen lakes. The crystal eggs of ice drag-
ons, shimmering blue pearls of the northern Quaga,
and various species of edible aquatic creatures are
harvested by Mirin divers.

Lake Rhin is the largest of the lakes, and is some-
thing of -a fashionable resort among the Mirin, The
northemn folk like to vacation here in ice lodges built
along the shores.
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Travelers should be cautious near Lake Lir, which is
known to be the domain of frost demons.

The Mystic Mountains

These mountains separate the land of L'Haan from
its southern neighbors, Xanadas and Harak. The
peaks are so named for their unusual configuration
— some say the range resembles a line of towering
stone figures, dressed ‘in the voluminous robes of
sages or mystics.

The Mystic Mountains serve as an impediment to the
hostile Harakin clans, who therefore rarely raid the
icy wastes. The heights are also believed to be a
source of blue diamonds, but the Mirin refuse to
confirm this belief. Bitter cold, the precipitous ter-
rain, and the local concentration of frostweres have
together discouraged concerted efforts to take ad-
vantage of the region’s natural resources.

Northern Waters

Several areas of interest lie along the frigid north
coast of L'Haan. The icy stretch of water known as
Traitor's Bay is named for the infamous Rasmirin, a
cult of anarchists and black witches which once
schemed to usurp the rule of the Snow Queen. The
traitorous Mirin launched an assault on L'Haan’s
fleet of ice schooners in the year 403 N.A. and were
defeated, then banished to dwell forever on the
Outcast isles at the mouth of the bay. Sunken ships
from the battle, laden with treasures plundered
from the City of L'Lal, still lie somewhere at the bot-
tom of the bay.

The frigid and rock-strewn Outcast Islands serve as
home to the exiled cult to the present day. The Ras-
mirin dwell in rude ice fortresses, ever plotting new
schemes to overthrow the ruler of L'Haan.

Further east lie two neighboring islands of very dif-
ferent history. The ice island of Warlock’s Keep pro-
trudes upward from the Midnight Sea, and resem-
bles a jagged crystal tower. According to Mirin
legend, this place is home to an ancient warlock
named Nobius — a master of Grey Witchcraft, and a
figure of unpredictable temperament. Lending cre-
dence to the legend are reports from Mirin tundra
scouts, who claim to have spotted matrices of col-
ored light hovering above the island.

Paramour Island also has its place in folklore. The
Snow Queen of L’'Haan had a fabulous ice castle built
upon this island for the many suitors who desired
her hand in marriage. The situation became untena-
ble when the rivals began to plot against each other,
causing great mischief. The facility was abandoned,
and remains deserted to the present day. Now, only
frost demons inhabit the island.




NARANDU

An Immense and frozen wasteland, Narandu
stretches across much of the far-northern regions of
Talislanta. Here, jagged mountains of ice pierce the
bleak tundra, and frigid winds howl through chasms
ringed with hoarfrost. Only the hardiest creatures
can survive In this tortuous region, which is home to
the monstrous beings known as the ice Giants.

Aside from Its Giant population, Narandu is home to
man-eating frostweres and the fearsome creatures
known as Frost Demons. Both subsist on warm-
blooded prey, and In fact are not unalike In appear-
ance. The harsh climate of Narandu allows few plants
to prosper in Its territories. The exception is the sil-
ver-white snow llly; a plant which, when prepared in
an elixir or potion, has the virtue of conferring resis-
tance to cold.

North of Narandu iles a dark and ominous body of
water known as the Midnight Sea. icebergs and fro-
zen straits pose hazards to vessels attempting to ply
these waters, which are believed to be haunted by
night demons, ancient sea dragons, and phantom
ships from the long-dead kingdom of Khazad.

The Ice Giants

These creatures are aptly named, for their bodies
are composed entirely of solid ice. The Ice Giants
are frightening to behold, standing well over ten
feet in height, and weighing as much as a ton. Spiky
protrusions of Ice cover their bodies, and their
hands and feet are clawed. Although they are bestial
and lack great intelligence, the Giants are formida-
ble foes. Their very bodies emanate a piercing cold,
so much so that the presence of large groups of ice
Giants can lower temperatures in a wide area.

Customs

By advancing further south each year, the ice Giants
are slowly extending their territories, converting
temperate lands to bleak tundras. The Gryphs of
Tamaranth have long warned of these Intrusions,
though generally to little avail. Even scholars who
acknowledge the Gryph claims contend that the
Giants’ southem progress is so gradual as to warrant
little concern; most estimate the overall rate of ad-
vance at less than one-half foot per year. Despite the
fact that the ice Giants advance along more than a
1,000-mile front, scholars claim that the annual loss
of land Is so minimal as to be insignificant.

The Ice Giants are ruled by a mysterious being
known only as the ice King. Unlike his brutish sub-
jects, who know nothing of magic, the Ice King Is
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An Ice Giant warrior

believed to be a powerful warlock. His sworn enemy
is the Snow Queen of L'Haan, who has long opposed
the ice King's plans of conquest. Fierce battles, pit-
ting the Ice King's legions against the Snow
Queen’s Mirin armies, have raged across the bor-
ders of L'Haan for many centuries.

The Giants erect no structures more permanent than
tunnels and caverns carved In glaciers or mountains
of ice. In such places, they store plunder obtained in
battle with the Mirin, the frozen carcasses of crea-
tures such as tundra beasts and woolly ogriphants
(the Ice Giants cannot obtain nourishment from any-
thing that is not frozen solid), and precious blue dia-
monds. The Ice King Is said to dwell in a massive
complex of similar design carved within an ice
mountain, but its location remains unknown.

The land of Narandu is rich in deposits of blue dia-
mond, the magical substance which Is also known
as “permanent ice.” The Giants lack the knowledge
to utilize the magical properties of these gem-
stones, but mine them nonetheless for use in mak-
ing crude weapons. They use war clubs embedded
with uncut blue diamonds, to some effect.
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Eastern Narandu

One of the more unusual features of this portion of
Narandu is the great chasm known as the Black Pit of
Narandu. Located north of Tamaranth, this suppos-
edly bottomless fissure is the source of many color-
ful legends. Some scholars claim the Black Pit leads
to the demon-haunted dimension of Cthonia. Others
believe the Pit to be the entrance to an extensive
system of tunnels which winds its way as far south as
the WIllderlands of Zaran. Certain scholars, noting
the clouds of steam which issue from the Pit's
mouth, theorize that the Black Pit exits into a vast
underground sea.

Deep in the frigid interior of Narandu lie the ruins of
Farnlr, a city frozen under layers of crystalline ice.
Before the coming of the ice Giants, Farnir reputed-
ly was the site of an enlightened civilization,
steeped in the arts of magic and alchemy. No less a
personage than the great sorcerer Korak claimed to
have visited here, and the ancient mage was report-
edly impressed by the talents of the Famir mages.

Apparently, their talents did not extend into the
realm of military defense, since Farnlr was overrun
by advancing Ice Giant hordes several centuries

ago. The Mirin claim that some of the Famir magi- -

clans still live, frozen in stasis by the extreme cold.

in the far north are the mountain lands known as the
Far Reaches, a region inhabited mainly by frost-
weres and ice dragons. Scholars theorize that parts
of the area were once underwater, in order to ex-
plain the reports of shipwrecked vessels found fro-
zen here within solid blocks of ice.

Central Narandu

The northern coast of central Narandu is dominated
by the Ice Peaks, jagged shards of ice said to be
haunted by frost demons. As far as anyone knows,
the demons are the only creatures who possess any
desire to venture into this region. Even the Mirin
- consider the ice Peaks to be impassable.

Stretching south is a vast expanse of frozen tundra
known as the Plain of Blue Frost. It derives it$
unique coloration from the pollen of snow lilies
which, carried upon the winds, settles across the
terrain for hundreds of miles. '

Muskronts, lopers and other beasts come here to
graze on the lilies, and to lap up the plants’ nutri-
tious blue pollen. This in turn draws a variety of
predatory species, including frostweres and packs
of two-headed tundra beast.

The icy peaks of the Crystal Mountains form the
southem border of central Narandu, extending from
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the Lost Sea to the borders of Tamaranth. Impassa-
ble except by means of a handful of little-known
trails, the mountains are reputed to contain deposits
of blue diamonds. Avalanches — as well as ice drag-
ons, frostweres and other hostile entitles — pose
significant dangers to would-be prospectors.

Western Narandu

The Trackless Wastes stretch north of the Lost Sea
and are rumored to be uninhabited, save for a possi-
bly mythical being known as the Crystal Kaliya. Natu-
ralists have offered rewards (up to 50,000 gold lu-
mens, in at least one instance) for anyone able to
capture this elusive creature.

Further west, a stretch of bleak, icy terrain is inhabit-
ed mainly by herds of lopers, tundra beasts, frost-
weres, and ice Giants. These are the Western Gla-
ciers, where blue diamonds and snow iilies can be
found by entrepreneurs willing to risk exploring
this bleak domain.

The Northemn Isles

in addition to the sites already described, three
chains of islands spread out northward from the
mainland coast of western Narandu, proceeding into
the Midnight Sea like victims irresistibly drawn to-
ward their doom.

The Unknown Isles form the easternmost chain, and
are the most mysterious to Talislantan cartogra-
phers. Though these frozen islands appear on an-
cient sea charts (dating back to the Forgotten Age),
no one is known to have mapped or explored the
isles in the modern age.

Next to the west are the Midnight Isles which, ac-
cording to legend, are the abode of night demons
and other terrors of the darkness. More than a few
Talislantan seamen believe that the end of the world
lies but a few miles north of these isles; thus, there
is little enthusiasm for the area in general.

The westernmost chain, reportedly obscured con-
stantly by clouds of ghostly grey mist, are the justly-
named Spectral Isles. As far as anyone knows, none
of these islands has ever been explored, possibly

due to the belief that monstrous ice dragons dwell

in this isolated area.
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YRMANIA

Yrmanian Wiidman and Jaka Manhunter

A untamed wilderness region, Yrmanla lies to the
west of the barren ice fields of Narandu. Hemmed in
by mountains along its frigid southern borders, this
land features a widely divergent mixture of terrain:
rocky hills, stretches of coniferous forest, solitary
peaks, tundra, and the treacherous badlands, stud-
ded with cliffs, ravines and sinkholes. In eastern
Yrmanla, the flat plain of the Lost Sea stretches for
miles on end.

The Jaka

Native to the Brown Hills of western Yrmania, the

Jaka are a race of intelligent man-like beings, with:

features resembling a cross between Man, wolf and
panther. They are a striking people, with sleek black
fur, a silvery-gray mane, and blazing green eyes.
Most stand about six feet in height, a certain lithe
muscularity being a common trait of all'members of
this race.

Jaka Customs

The Jaka are solitary beings, sullen and introspec-
tive in nature. Hunters of predatory beasts by trade,
they prey primarily upon werebeasts and yaksha,
selling the hides and fangs to traders.

Though considered barbaric by most Tallslantans,
the Jaka are actually a complex and cunning folk.
They are canny traders, and as mercenaries are
much in demand as scouts, hunters and guides. A
few also possess some talent for the taming of wild
beasts, an ability which in ancient times led to the
ancestors of the Jaka being known as “the Beast-
masters of the Northern Woods.”

While the Jaka are loners at heart, they are said to
make steadfast companions when they do choose to
work with a partner. They are equally famous for
turning on those who seek to cross them, and are
quite capable of cold-blooded murder if the situa-
tion warrants.

The Wildmen of Yrmania

The sparsely-wooded badlands of central Yrmanla
are home to the strange folk known as the Wildmen.
Bestial in appearance, they have sharp fangs, nos-
trils like slits, and dark, deep-set eyes. The savages
wear their shaggy hair in braids and dreadlocks,
daubed with various colored pigments. For clothes,
the Wildmen employ rude loincloths, as well as
arm- and leg-wrappings made from strips of hide
from the animals they prey upon.




WIlldmen Customs

As travelers into their territories have found, the
WIiildmen (and Wildwomen) of Yrmanla are aptly
named. They are as vicious as mad demons, and
prone to fits of seemingly mindless behavior - in the
heat of battle, Wildmen have been known to suici-
dally leap off cliffs or rock ledges, turn upon each
other, or simply attack anything in their path (includ-
ing trees, bushes and other inanimate objects). The
savages have been known to attack large, well-
armed parties without the slightest hesitation or
provocation. The shamans — few of whom seem to
possess any actual magical abilities — are said to be
even more unstable than the common tribesmen.

In combat, the Wildmen weld the r’'ruh, a shar-
pened stone blade affixed to a long leather thong.
Swung over the head at great speed, r'ruh emit a
“singing” sound which Is intended to strike fear in
the hearts of the Wildmen's foes.

As far as anyone knows, the savages have no settle-
ments, but simply travel about from place to place,
stopping temporarily when they become tired or
bored. Rival clans often fight each other, a situation
which has proved useful in keeping the otherwise
prolific Wildmen and their growing population with-
in reasonable limits. None of the tribes will enter the
Sardonyx Mountains which ile to the south, since it
is their superstition that the jagged peaks are the
teeth of a gigantic earth-monster which the Wild-
men call Yrman.

The sub-men sometimes launch raids into the
Brown Hills, though seldom to any great profit. The
Jaka, mounted on swift steeds, generally keep their
distance and harry the Wildmen with their short
bows until the invaders tire of the futile exercise.

The Cult of the Mad God

The WIildmen of Yrmanla revere Manlk, a mysteri-
ous entity referred to in certain scholarly texts as
“the Mad God.” Little is known of their religion other
than fanciful speculation, such as reports that Wild-
men shamans (both male and female) mate with the
hideous creatures known as yaksha — a claim which
is obviously the height of absurdity.

More acceptable are reports of the Wildmen's use
of skullcap, a bone-white variety of parasitic mush-
room. A lethal toxin when ingested by most Talislan-
tan races, the mushroom does not seem to harm the
Wildmen, who have evidently developed an immu-
nity to the substance’s deadly effects. Under the in-
fluence of this drug, the savages are totally without
fear and even seem to be immune to pain, and con-
tinue to attack with savage bloodlust though riddled
with scores of wounds.
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Geographical Highlights

The Desolate Hills, in far-northern Yrmania, are
largely uninhabited save for yaksha, tundra beasts,
and the ungainly creatures known as lopers. Semi-
precious stones can reportedly be found in low de-
pressions throughout the hills, a factor which occa-
sionally draws would-be prospectors to this region.

This sparsely-wooded Badlands of eastern Yrmania
are home to the Wildmen. Yaksha, muskronts and
tundra beasts inhabit the rugged hills, ravines and
tanglewood groves of this wilderness.

Yrman’s Woods range throughout the rolling hills,
irregular bluffs, and deep gullies of central Yrma-
nia. The trees are old, gnarled and stunted speci-
mens of spider-oak, withergall and tanglewood, of
little value as timber. Some claim that veins of silver
and black iron run through the wooded hills. So too,
do packs of two-headed tundra beasts, mated pairs
of yaksha, and herds of vile darkmanes.

The open expanse of Yrmanian Bay, which pene-
trates between Yrman's Woods and the Brown Hills,
is seldom frequented by ships for the reason that
there would be little purpose in doing so — the
Yrmanian Wildmen are notable for their insane and
unpredictable behavior, and Night Demons from the
nearby Midnight isles are reputed to infest the area
in numbers.

The Brown Hills of western Yrmanla are home to the
Jaka. The sepia-tinged forests teem with wild beasts
of many types, including muskronts, wild grey-
manes, yaksha, werebeasts, nighthawks, and om-
nivrax. Jaka hunters do a brisk business trading
hides, horns and wild beasts with merchants from
Arim and Zandu.

The Lost Sea

Along the eastern borders of Yrmanla lles the flat
wasteland known as the Lost Sea. By all accounts,
this area does indeed appear to be a dry seabed, as
it is littered with the ancient skeletons of sea drag-
ons and other aquatic monsters. Some claim that
half-sunken sea vessels of unknown origin can be
found in isolated places, many purportedly contain-
ing fabulous artifacts and treasures from a lost age.

As Wildmen bands, Darkling hordes, and Ur war
parties sometimes traverse the Lost Sea, explorers
and entrepreneurs should exercise caution when
traveling in these lonely parts. The fearsome noctur-
nal strangler is reputed to be found here also, which
is as good a reason as should be needed for not dal-
lying in this region.
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THE PLAINS OF GOLARIN

= N

Northward beyond the Wilderlands of Zaran lie the
grassy steppes of the Plains of Golarin. This is a
place of some mystery — the crumbling ruins of an
unknown number of ancient civilizations litter parts
of the interior, long abandoned by their makers and
overgrown with weeds and creepers.

Where once mighty armies clashed on ancient
fields of battle, now roam ogriphants, great herds of
greymane, and giant, six-legged megalodonts. What
lost secrets lie hidden here remain largely a matter
of speculation, this due in great part to the aggres-
sive nature of Golarin’s current occupants: the pred-
atory Beastmen. :

The Beastmen

Savage beings, the Beastmen of Golarin are ignor-
ant and primitive, yet possessed of a certain anima-
listic cunning. A coat of bristling fur, usually dirty
brown or grey in color, covers their muscular
frames. Though man-like in form, Beastmen -have
many features which are more reminiscent of wild
beasts — slavering fangs, deep-set eyes, pointed
ears, and protruding jaws typify the vast majority of
this folk.
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A Beastman reigns-in his darkmane mount.

Customs

The Beastmen exhibit few civilized traits. They are
able to employ the fierce steeds known as dark-
manes, and the more intelligent members of their
species sometimes set crude traps to disable their
prey. Having no noticeable talent as craftsmen, the
barbarians are limited in their weapons and other
equipment to such gear as they can scavenge or pil-
lage. They have only the crudest of languages, which
consists mainly of growls, howls and barking.

The savage Beastmen range the length and breadth
of Golarin in mounted bands of up to 40 individuals,
often stopping to rest or make camp in the ruined
cities which lie scattered across the plains. They are
quite unparticular with regard to their eating habits,
having an equal fondness for herd beasts, carrion or
luckless travelers. Beastmen sometimes hunt intel-
ligent prey purely for sport, but they indulge them-
selves in this way only when food is plentiful.

On the hunt, a band of Beastmen behaves much like
a pack of wild hunting beasts. They pursue their prey
relentlessly, driving their darkmane steeds on, har-
rying their prey until the victims become too weak




from exhaustion to continue. The savages are super-
jor trackers, who will never quit a blood trail.

Though fierce when encountered in numbers, the
Beastmen have seldom been known for individual
displays of courage — just as most pack animals lose
their bravery when separated from their group.

The Vanished Kingdom

In ancient times, on a site believed to lie in the
" northern Golarin plains, stood the fabled Kingdom
of Shalihan — a land renowned for its formidable ma-
gicians, who.were masters of illusion. (The legen-
dary illusionist, Cascal, may have hailed from Shali-
han, or so some scholars believe.)

Where Shalihan is now, no one knows; apparently,
the entire kingdom simply vanished into thin air
sometime after the onset of The Great Disaster. Indi-
viduals who aspire to search for the Vanished King-
dom must contend with the region's present resi-
dents, which include Beastmen, malathropes, and
herds of vicious darkmane.

The Watchstone

On the north-central plains stands the Watchstone,
an immense pillar of grey basalt several miles in
height. An age-worn stairway, carved into the face of
the Watchstone, winds upward in a slow, twisting
spiral. Climbing to the summit, an endeavor requir-
ing the better part of a day to complete, allows one
to see clear across Golarin.

The Watchstone is .considered a holy place by the
Orthodoxists of Aaman, who claim that from this
lofty height one may glimpse the gates of paradise.
Ravengers favor the high elevations as well, primar-
ily for purposes of preying on groups of rapturous
and incautious Aamanian pilgrims.

While the origins of the Watchstone remain uncer-
tain, recent discoveries indicate that this immense
“structure may have been created by the Drakken — a
race of giant, intelligent reptilians who ruled the
continent of Talislanta before the Archaen Age.

Ancient Osmar

The wind-worn towers of Osmar stand like silent
sentinels on the western plains, their occupants
long since gone and forgotten. The artifacts which
they created — blades of blue-black iron, fine ceram-
ic vases, ornate helms and suits of archaic armor,
enchanted ‘amulets and bracers — can still be found
buried among the ruins. A

Unfortunately for those who would explore or plun-
der the site, the ruined city is the occasional domain
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of no less than six different Beastmen clans, each of
which stakes a claim to a different sector of the
ruins. Beastmen who hail from the Osmar ruins are
often well-armed with relics of a lost age, and their
pack-leaders are occasionally dressed in full battle
armor and bear enchanted weaponry.

The Fangs of Golarin

These twin spires of rock are located along the
southern border of Golarin, Standing over 100 feet
in height, the Fangs are a favored roosting place for
ravengers while the predators scan the surrounding
environs for food. Scholars are divided as to wheth-
er the rock structure is natural or the product of a
lost civilization.

The Four Nations

The crumbling ruins of these four once-mighty city-
states, which lie within a 100-mile region of the
eastern plains, offer mute testimony to the madness
of their former rulers, each of whom coveted the
lands of his neighbors. The resulting “War of Four
Nations” solved nothing, and in fact led to the de-
struction of all four of the participating countries.
Barbaric hordes from Quaran rode in to finish off the
survivors, and to steal as much as they could carry
on their war-beasts.

The four nations faded quickly into obscurity; no one
living even remembers the names of these archaic
places. According to the reports of the Phaedran
scholar Erastes, these ruins hold such treasures as:

“...the gilded tomb of Irkhan, the mysterious Elixirs
of Immortality, the soulstones of the four blind sa-
vants of ancient Elande, a great crystal golem named
Satur, the Nine Books of Knowledge, the treasure-
horde of Minra the Miser, and the mummified body
of the great dragon, Orrix."”

As Erastes makes no mention of where these pur-
ported treasures are to be found (or even definitions
of what some of them are), many modern scholars
have branded him a sensationalist; the term “fraud”
has also been applied. Still, fortune hunters contin-
ue to come to Golarin, though none of Erastes’ treas-
ures have ever been found.




THE SHADOW REALM
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At the northernmost edge of the Wilderlands lies
an eerie and deserted wasteland, a region said to be
haunted by the ghosts of a dozen vanished civiliza-
tions. The landscape is correspondingly unpleasant,
and consists largely of broken hills, outcroppings of
wind-blasted rock, and thickets of stunted tangle-
wood and thornwood. Shattered ruins, worn beyond
recognition by the centuries, are found throughout
the district. The Ariane of Tamaranth call this place
Oranthus: literally, “The Shadow Realm.”

Decimated by the forces unleashed during the Great
Disaster, the Shadow Realm is incapable of support-
ing any natural species of plant life. Normal animal
and insect species are likewise practically unknown
here, though various horrid forms of abominations
can occasionally be seen wandering across the
bleak terrain.

The few brave souls who dare to venture into this re-
gion generally come here to obtaln Sardonicus (also
known as “bottle imps”), which can sometimes be
found lurking about the ruins. Much favored by spell
casters, who find them to be useful familiars and

The Iron Citadel

companions, Sardonicus can command prices of
more than 1,000 gold lumens apiece. Demons of all
sorts consider them especially tasty, a fact which
prospective bottle-imp trappers would do well to
keep in mind.

Various other strange and unnatural creatures roam
the Shadow Realm, including the gaunt, horned
pseudo-demons known as fiends, and the diminu-
tive variety of devils called monitor imps.

The Shadow Wizards

Among the intelligent and malign beings known to
inhabit this forlorn land are the Malum, a cabal of
Arch-Spectres from the Nightmare Dimension.
Comprised of animate darkness, these spiritforms
of deceased magicians resemble man-like shad-
ows, distorted in form. They cloak themselves in
hooded vestments, and bear ebony runestaves
studded with black diamonds. The Shadow Wizards’
eyes burn with a fiery incandescence, and their bod-
ies may change from substantial to insubstantial
form at will.




The Malum are skilled in the Black Arts, and are
sometimes forced to act as thaumaturges, advisors
and subordinates by more powerful beings (such as
Noman, the master of the Nightmare Dimension).
Conversely, Shadow Wizards occasionally employ
lesser entities — such as shadow wights, harbinger
imps and fantasms — as their servants.

The Shadow Wizards prefer to dwell in solitude,
during which they engage in such pursuits as inter-
est spectral mages — arcane studies, magical experi-
" mentation, consultations with other entitles from
the lower planes, and so forth.

Though it is considered a dangerous practice to con-
tact one of the Malum, there have always been those
willing to accept the risks entailed in such opera-
tions in order to gain a measure of occult knowl-
edge. Among the secrets said to be known by the
arch-spectres are many ancient spells, rituals and
arcane formulae, including the lost process of creat-
ing obsidian mirrors, and the principles which con-
trol the fashioning of certain artificial lifeforms.

The Iron Citadel

After escaping or being exiled from the Nightmare
Dimension, the Malum of the Shadow Realm took
residence in the deserted ruins now known as the
Iron Citadel, a ruined structure of ancient and ob-
scure origin. In the towers are eyes of carved obsid-
ian, which constantly scan the surrounding envi-
rons, alert for signs of any intruders who would dare
to venture into the realm of the arch-spectres.

From within the dark confines of their sanctum, the
Shadow Wizards reputedly consort with creatures
from the lower planes, including fantasms, bat man-
tas and void monsters. It is not known what contacts,
if any, the arch-spectres have with Malum else-
where in the Omniverse and their various masters
(including the entity known as Death, and Noman of
the Nightmare Dimension).

'Kabros’ Monograph

Because the Shadow Wizards of this region are re-
clusive by nature, very little is known of their mo-
tives. However, the intrepid sorcerer Kabros
claimed to have visited the Shadow Realm on at least
one occasion. in volume six of his famous Guide to
the Lower Planes, there appears a brief monograph
on the subject, recounted here in part:

“I approached the Iron Citadel, heedless of the ob-
sidian eyes which stared at me from the castle’s
black metal towers. Twin portals of solid iron — each
engraved with weird runes and sigils, and standing
over 20 feet In height — opened slowly as | drew
near. A foul wind Issued forth, cold and unnatural, as
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if originating from another world. Summoning the
remainder of my resolve, I entered Into darkness.

“For a time, I groped about blindly, fearing lest I
should stumble Into some unseen pit or other ob-
stacle. At last my eyes adjusted to the gloom, and |
could discern the vague outlines of a long, winding
stairway. | ascended and, after a seemingly Inter-
minable period of time, emerged Into a vast and ee-
rie chamber.

“Within, a group of shadowy figures stood occupied
at various tasks, apparently oblivious to my pres-
ence. Some worked at tables piled high with tangles
of alchemical equipment and tubing, distilling some
sort of dark, viscous liquid; others fed malformed
Imps to caged bat manta, attended steaming vats, or
conversed In hushed whispers with winged fan-
tasms. With a pair of tongs, one of the Shadow Wiz-
ards brought forth a small creature from the largest
of the vats: a hideous man-thing with a bloated head,
covered with barbs, horns and sharp protrusions.

“An icy terror gripped my soul at the sight of this be-
ing, freshly fashioned from the stuff of which night-
mares are made. My mind reeled: this was Fear It-
self, given tangible form and substance by the black
arts of the Shadow Wizards. | fled, unable to bear
the scrutiny of those dark eyes, and anxious only to
return to the world of light and reason...”

Dagger Ridge

Explorers wishing to enter the Shadow Realm from
points to the south must surmount the obstacle
known as Dagger Ridge, a line of knife-like peaks
which separates the land of the Malum from the
Kharakhan Wastes.

The ridge is considered impassable to all but the
most expert climbers. It is wise to keep in mind that
satada are expert climbers, and that such creatures
are not unknown in these parts.
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THE SINKING LAND

Situated in the northeastern reaches of the Wilder-
lands of Zaran, the Sinking Land lles just north of the
Volcanic Hills, and south of the Opal Mountains. The
skies above this region are ever dark and grey,
while the earth below is a vast quagmire of inert
brown sludge. Passage through the Sinking Land is
deemed next to impossible, the muddy terrain tend-

“ing to slowly swallow up creatures or beings who

remain stationary for more than a few minutes’ time.

A few species of plants and animals have somehow
managed to adapt to this bleak environment, Includ-
ing several varieties of giant fungi, the mud-
dwelling Snipes, and the flat-rooted barge tree.

An intelligent species of mollusk, the Snipe pos-
sesses the abllity to move swiftly through the muddy
ground of the Sinking Land as easily as fish swim
through water. They are insatiably curious creatures,
always eager to exchange bits of news and to gossip
with other sentient lifeforms.

Adventurers who claim to have explored the Sink-
ing Land cite the barge tree as being a great boon to
travelers, who can take their rest in the wide, low-
lylng branches of this tree in relative security. As
these trees are not securely rooted, they do tend to
drift about to some extent, but this is said to be only
a minor inconvenience. The barge tree also bears a
most edible and nutritious fruit, though gatherers
should be warned that precautions against ikshada
(horrific parasites which sometimes infest the fruit)
are necessary. Also found among the leafy canopy
may be the Ironshrike, a metal-plumed bird which
feeds on lkshada.

The City of the Four Winds

No reasonable person would care to enter the Sink-

ing Land were it not for the tales concerning the City
of the Four Winds. Known in legend as the capital of

the ancient kingdom of Elande, the City of the Four

Winds is believed to be the last surviving vestige of
an advanced and enlightened civilization. It was
built by the greatest magicians of the Forgotten Age,
who invested the city with magical properties which
allowed it to hover suspended above the ground.

According to several unconfirmed accounts, the City
of the Four Winds survived the Great Disaster and
still floats generally above the Sinking Land, moving
slowly on the winds. The travelers who claim to have
caught a glimpse of the fabled city describe it as be-
ing most enchanting, its wind-worn towers and
archways still capable of conjuring up visions of the
halcyon age of Elande.

A pair of curious Snipes

The sorcerer Kabros sought and claimed to have
found the Lost City. Of his discovery, he would only
say: “The City of the Four Winds must be believed in
order to be seen, and seen in order to be believed.”

What riches lie within the airborne city can only be
surmised. Legends hint at the existence of hidden
treasure caches containing arcane scrolls, jeweled
amulets and magical talismans. One account claims
that the city’s artisans created six rare and scintillant
colors which never before existed. Another states
that Elande’s magicians, upon learning that their civ-
ilization was doomed to perish in the Great Disaster,
imbued a number of soulstones with their life es-
sences and memories. it is believed by certain opti-
mistic individuals that anyone who gains ‘posses-
sion of one of these soulstones will acquire all the
knowledge of the great magician who created it.

Since it is thought to have been abandoned for un-
told centuries, scholars speculate that the City of the
Four Winds, if it does still exist, may not be entirely
devoid of inhabitants. Though it is doubtful that the
Elande or their descendants still live within the
floating city, other creatures or beings might con-
ceivably be found there. Wind demons, shadow
wights and necrophages have all been reported to
reside in the lost city, but none of these accounts
are considered authoritative or thoroughly reliable.




TAMARANTH

The eldest and most impressive of Talislanta’s
woodland regions, Tamaranth is dominated around
the perimeters by light vegetation and thickets of
low-lying trees, progressively becoming more
dense as one approaches the deep woods of the in-
terior. Here, giant span-oak and fernwood tower
above a forest floor thick with a carpet of moss and

trailing vines. Swift-running streams course through

the underbrush, and the woods teem with an abun-
dance of plant and animal life.

Travelers delving into the woods of Tamaranth may
expect to find a number of unusual plant and animal
species. Under no condition should one ignore a
sighting of exomorph tracks, which may provide the
only advance warning of this chameleon-like preda-
tor’'s presence. Assuming that this creature is pos-
sessed of mere animal intelligence is a common,
and often fatal, error. Malathrope and shathane also
dwell in this region, though the numbers of these
predators in the forest is kept in check by hunting
parties. The traveler is also advised to avoid nag-
birds, whose incessant cackling often draws the un-
wanted attentions of predators. Beastmen prowl the
westernmost outskirts of Tamaranth, but seldom
dare to enter the forest itself. Dangerous when en-
countered in numbers, the savages are less so in
small groups.

Given its name, the fact that stranglevine should be
avoided is likely to come as no surprise. The second
threat from the plant kingdom comes in the even-
ing, when the ambulatory shrubs known as violet
creepers begin to shamble about, causing dismay to
unwary campers. The adhesive liquid exuded by the
yellow stickler is more a nuisance than a threat, ex-
cept for whisps, imps and similar diminutive beings.

Two intelligent races dwell in the Forest of Tama-
ranth: the Gryphs, an avian species; and the Ariane,

.a reclusive and mystical folk.

The Gryphs

An Impressive race of winged, man-like beings
which has inhabited the Forest of Tamaranth for un-
told centuries, Gryphs stand up to seven feet tall,
with wingspans in excess of 24 feet. Their bodies
are covered with a thick feathery down (usually bril-
liant red or orange in color), and they have hawk-
like visages and bright, piercing eyes.

Customs

Like the birds of prey they resemble, Gryphs are
hunters by nature. They have exceptionally keen vi-
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Gryph and Ariane

sion, which enables them to spot from great alti-
tudes even the slightest movement on the ground.
The clans subsist primarily on fresh game, usually
large predators and other dangerous beasts. The
Gryphs are skilled in the use of the duar (a type of
two-pronged spear) and the heavy crossbow. They
consider themselves to be the protectors of Tama-
ranth Forest, and groups of the avians regularly pa-
trol the borders of the forestland.

Gryph families live in eyries built in the tops of the
tallest span-oaks. Their dwellings resemble great
bird’s nests, and are constructed of woven vines,
roofed with canopies'of leafy boughs. Most stand at
altitudes of over 100 feet, making access by non-
avians a chancy endeavor. A Gryph settlement may
consist of as many as 40 eyries, each housing a fami-
ly of up to eight individuals. The largest settlements
often include Council Eyries which span two or
more trees in length and breadth.

Situated in the southern portions of Tamaranth For-
est, Dhar is the largest of all the Gryph settlements,
consisting of nearly a hundred communal eyries
nestled high in the treetops. Among these is the
Great Council Eyrie, where the chieftains of all the
clans come to meet each year, during the first week
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of Jhang. The area around Dhar is regularly patrolled
by heavily-armed Gryph scouting parties, who do
not take kindly to unauthorlzed intruders venturing
into their territory.

Innumerable species of avian creatures reside in
Tamaranth, or migrate to the secluded woodland
during the fall months. The Gryphs offer these be-
ings their protection, and in return receive informa-
tion gathered by their guests from all across the
continent of Talislanta.

Although they are territorial by nature, Gryphs
sometimes leave their eyries to travel to distant
lands. Through the reports of such travels, and their
communications with other avian species, the
Gryphs are often aware of events which have trans-
pired in even the most far-away places.

Some of the avians occasionally take to adventuring
for the sake of profit, accepting mercenary posts as
scouts, guides or bounty hunters. The majority of
Gryphs, however, consider the prospect of depart-
ing their beloved woods to be only slightly more de-
sirable than contracting a case of gange (the dread-
ed disease of the avians, also known as the “slow
death”). An independent and strong-willed race, the
Gryphs prize their freedom above all other things —
therefore, Gryph mercenaries can be difficult em-
ployees. They often quit a job after only a few
months of work, typically claiming that they felt they
were losing their pride or control of their lives by ty-
ing themselves down to a single task and master.

The Ariane

Perhaps the oldest of Talislanta’s many races, the
Ariane are striking in appearance. They have skin
the color of onyx, long snowy-white hair, and grey
eyes flecked with sparkling silvery motes. Tall and
slender of build, the Ariane exhibit a grace and se-
renity approximated only by the enchanting folk of

Astar or Thaecla. Their mode of dress is simple but:

elegant: their capes, flowing garments and high
boots are all made of splnifax, a silken cloth derived
from the flax-bearing pods of the thistledown plant.

Trans—-Ascendancy

The ways of the Ariane are difficult for others to
comprehend. On the surface, these people seem
closed, devoid of emotions, and introspective, as if
dreaming or lost in thought. In truth, the Ariane pos-
sess an altogether different view of the world than
most Talislantans, and are practitioners of the mystic
doctrine known as Trans-Ascendancy — a philosophy

_ seemingly incomprehensible to non-Ariane.

To the Ariane, time Is “the river upon which all living
things flow enroute to their next incarnation.” The

river’s source is the Elemental Plane — the center of
the Omniverse, according to the teachings of Trans—
Ascendant Mysticism.

Masters of Trans—Ascendancy claim to be able to
“read” a person, revealing the past lives of the spir-
itual essence within the subject. High Masters of the
dogma are reportedly able to become fully aware of
their past lives, to maintain a constant conscious-
ness throughout any number of their future incama-
tions, and are even said to be able to determine the
nature of their successive future reincarnations.

While the great majority of the Ariane do not pos-
sess such impressive talents, the practice of Trans—
Ascendancy enables all members of their race to
develop other useful abilities. For instance, all pos-
sess the ability to commune with nature, enabling
them to communicate telepathically with the ele-
mental spirits which reside within such natural enti-
ties as plants, stones, the winds, water, and so forth.
(Such spirits are normally invisible on the material
planes, though they exist in tangible form on the
Elemental Plane.) It is not unusual to see an Ariane
engrossed in silent communion with an avir, tree or
boulder — a disconcerting sight to the uninitiated.

Different results can be gained, depending on what
the Ariane is communicating with. Earth and stones
are often reluctant to answer questions in haste,
preferring instead to ponder for a time before mak-
ing their reply. Lakes, streams and other bodies of
water possess knowledge of events transpiring
within their depths, but have a distorted view of oc-
currences reflected in their surfaces (due to the ac-
tion of waves and ripples). Carried upon the winds
are countless secrets, many from far-distant lands.
Even the modest breeze may know a thing or two,
though the elemental spirits of the air are unable to
discern whether the words they bring are true or
false. Plants and trees, having a marked lack of inter-
est in the affairs of the Men, often prove to be. limit-
ed sources of information, but speaking with beasts
may yield productive results.

Sometimes it is possible for the Ariane, by focusing
their full powers on their surrounding environment,
to discern the subtle emanations of past ages:
sights, sounds or visions from another time, telling
of events which happened long ago. In general,
only the most vivid impressions — such as those per-
taining to events of an exceptionally emotional, vio-
lent or otherwise significant nature — can be per-
ceived with any degree of clarity.

Customs

The Ariane belief in reincarnation has influenced
their culture in many ways. Fearing to do harm to
some reincarnating lifeform, the Ariane eat only ri-
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pened fruits and vegetables, and their tools and Each of the Trans-Ascendants has his own tamar,
utensils are fashioned from stone or dead wood, within which is contained the sum total of that indl-
never from living trees. vidual's experiences. By the exchange of tamar, the
Ariane are able to communicate their thoughts and
The forest people have no formal laws, but believe feelings in ways which mere words cannot convey.
firmly In the right of all living things to exist in peace.
However, individuals or creatures which engage in When an Ariane passes away, the individual's life
violent or disruptive acts are dealt with decisively. experiences are transferred to the great obelisk
While the Ariane are a non-violent people, they are which stands at the center of the Maze—City of Altan.
not averse to the use of force when it comes to de- This structure is actually a giant tamar, and has
fending their lives or land, and many are surprising- served as a repository for the accumulated knowl-
ly proficient with their weapons. Mounted on swift edge of the Ariane for countless centuries.
slivermanes, bands of Ariane regularly patrol the
heights surrounding their Maze-City of Altan. Un- The creation of a tamar takes seven days and nights,
wanted intruders are sternly urged to depart, occa- and requires the individual's complete and total
sionally encouraged by a fusllade of arrows. concentration. At the end of this time, the tamar is
imbued with a minor enchantment, allowing the
intruding individuals who commit crimes of a more stone to receive telepathic impressions from its
serious nature are often imprisoned in cages of liv- maker. Thereafter, the tamar’s crafter may store his
ing wood. The length of interment varies according thoughts and memories in the violet stone as they
to the severity of the infraction, the Ariane’'s some- occur, or as desired.
what abstract conception of time often tending to
add to the duration of such stays. in severe cases, To “read” a tamar, an Ariane need only hold the orb
the mystics reserve the right to kill; the Ariane pre- in his hands and concentrate. if the individual is
fer to think of this as just another way of hastening properly attuned to the artifact, he will be able to
the natural process of reincarnation. perceive the information contained within the
stone; typically, as a torrent of vivid sights, sounds
The Seekers and Images.

The majority of the Ariane spend their entire lives in Geography of Tamaranth
the city of Altan, where they strive to master the se-

crets of Trans-Ascendency. Yet for some, the search Three features within Tamaranth are of special inter-
for enlightenment requires them to journey beyond est. In the north-central region of Tamaranth, sur-
the Forest of Tamaranth, perhaps even to distant rounded on three sides by the purple-hued peaks of
lands. Such an individual, known as a Druas (mean- the Amethyst Mountains, is a sylvan valley of rare
ing: “seeker”), may be encountered almost any- beauty. The woods here exude an ancient magic, as
where in Talislanta. . o if permeated with the essences of a forgotten age.
: This is the Tamaranth Valley, and at the foot of the
There is a reason for everything a Druas does, usual- mountains lies the Maze-City of Altan, home of the
ly associated with such esoteric concepts as fate or mystical Ariane.
destiny, and.always concerned with the gathering of
unique experiences. He forages for what food he The violet-hued Amethyst Mountains surmount the
needs, makes his own garments and implements, northern forests of Tamaranth, encircling the Tama-
and prefers to sleep in natural surroundings, seated ranth Valley and the Maze-City of Altan. Gryphs pa-
- In a meditative position. trol the skies above, and predatory exomorphs, mal-
. athrope, and peaceful herds of wild silvermanes
The Tamar roam the wooded lower slopes. There is a single,
hidden trail which leads through the Amethyst
The Ariane highly value the experience of exis- Mountains into Tamaranth Valley. A rare type of vio-
tence, and consider knowledge to be the greatest of let stone, used in the making of the Ariane tamar, is
treasures. The mystics record the collective histo- found only in this region.
ries and experiences of their people on tamar — orbs
of violet stone, magically imbued with the thoughts, Once a great river which ran from the Amethyst
feelings and memories of those who create them. Mountains through the Forest of Tamaranth and be-
For example, it is the custom of the Seekers to re- yond, Waning Brook has diminished considerably
turn to Altan once every seven years in order to re- over the course of several centuries, and is current-
late what they have seen and learned in their travels. ly little more than a wide, swift-flowing stream. The
This information Is magically inscribed upon the ta- brook’s present condition is attributed to the ice
mar, allowing other Ariane to partake of the Seek- Giants, whose southerly advances have sufficed to
er's experiences. freeze many of the old river's former tributaries.
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The Maze-City of Altan

A wondrous and curious place, the Maze-City of Altan was
fashioned over centuries of time from a single mound of vio-
let stone. Radiating outward from a central obelisk, each of
the city’s many unique structures was designed, formed,
and polished smooth solely through the use of Trans-
Ascendant magics. The complex network of interconnected
structures continues to undergo subtle modifications and
additions even to the present day. No tools have ever been
employed, lest the spiritforms dwelling within the stone be
unduly offended.

Altan is a place of magical beauty, its timeworn structures
overhung with all manner of fruiting and flowering vines.
Along the winding walkways are quiet ponds, gardens filled
with exotic vegetation, and bright meadows. At night, the lu-
minous blossoms of hanging lantern plants emit a soft lumi-
nescence, bathing the Maze-City in their purple glow.

The Ariane dwellings are enchanting creations comprised of
smoothly polished arches, tunnels, domes, and spirals of
violet stone. Furnishings of living plants decorate the interi-
or of these structures, no two of which are alike. Water is
provided by running streams, which pass through and
amongst the Ariane dwellings, gathering in pools and grot-
tos. In all the city, there is not a single door or lock — no Ari-
ane would ever steal from another, and crime is virtually
non-existent in Altan.

The Maze-City is situated in a wooded valley surrounded on -

all sides by the Amethyst Mountains. There is only one trail
leading through the mountains to the city, heavily guarded
by Ariane cadres mounted on swift silvermanes. Gryphs
from the Forest of Tamaranth provide aerial reconnaissance
and airborne support, as needed.

Visitors to the Maze-City are few, this being due as much to
Altan’s isolated location as to the admittedly reclusive na-
ture of the Ariane themselves. Gryphs sometimes come
here to obtain medicinal mixtures, or to deliver news from
other regions. In return, the Ariane provide the Gryph clans
with bolts of fine spinifax, which the avians use to barter for
goods from other lands. Travelers in need of food or shelter
are never turned away by the mystics, though only those
accompanied by a Seeker may remain in the Maze-City for
longer than seven suns-sets.

1. Tamaranth Valley

The wooded vales surrounding the Maze-City teem with nu-
merous species of flora and fauna. Herds of silvermanes
run wild along the slopes of the valley, feeding on the pro-
vender plant which grows here in abundance. As the Gryphs
of Tamaranth refrain from hunting in these parts — to please
the sensibilities of the Ariane, whose Trans-Ascendant doc-
trines include a belief in reincarnation — the region is also
populated by a variety of predatory species, including exo-
morphs and malathrope.

2. Trails

This winding path leads through the Amethyst Mountains to
Altan. It is regularly patrolled by a cadre of 10-20 Ariane,
mounted on silvermanes and armed with bows and maces.
Beyond the lone trail, the mountains are considered to be
impassable, except to fliers such as the Gryphs.

3. City Walls

The walls of Altan measure over 30 feet in height, and are
approximately 20 feet thick. Like the rest of the Maze-City,
the barriers are composed of violet stone.

4. Gates of Altan

These two archways allow access to the city. Ariane mys-
tics stand watch here at all times. If need be, the archways
can be closed off by means of Trans—Ascendant magics.

5. Streams

The Waning Brook, flowing down from the Amethyst Moun-
tains, passes under the city walls into the settlement. Divid-
ed into various minor streamlets, the waters flow through
the Maze-City, emptying into ponds and joining with natural
springs before outflowing into a mountain crevasse.

6. The Great Obelisk

This ancient stone pillar stands approximately 140 feet in
height, and measures 70 feet across at its base. The obe-
lisk is actually an immense tamar, which serves as a reposi-
tory for the collected knowledge of the Ariane people. By
placing a hand upon the surface of the stone, a mystic may

~ partake of the experiences of past generations of Ariane.

7. The Meadow

Surrounding the great obelisk is a field of flowers and grass-
es, accessible by means of arched passageways fashioned
in the ring of stone which circles the meadow. The Ariane
elders meet here to meditate and to study the histories of
past ages, as recorded in the great obelisk. Druas who have
recently returned from the outer world may also be found
here, along with any Ariane who wish to record their experi-
ences within the great obelisk.

8. The Grottos
These sylvan retreats serve as places of contemplation and
reflection, and are utilized by much of the populace.

9. Enchanted Pools

These pools are reputed to exhibit magical virtues. Some
possess healing properties; others confer wisdom, restore
lost vitality, or offer other beneficial effects.

10. Ironwood Grove :

Creatures detained by the Ariane are incarcerated in pris-
ons of living wood or placed in stasis within solid stone. De-
spite their crimes, prisoners of the Ariane are always ac-
corded humane treatment.




URAG

Urag is a harsh and wind-swept region of arid
plains, winding canyons and sprawling mountain
ranges. Once a thriving forestland, the area has
slowly been reduced to a near wasteland by centu-
ries of neglect and abuse. Its streams are fouled
with offal and refuse, its woods have been felled for
timber and fuel, and its hills and mountains have
been ravaged and plundered by crude and polluting
mining techniqu