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INTRODUCTION 


Forward

Welcome to The Northern Wildlands, the third region of Mystara to receive the unofficial “Gazetteer” treatment under the GAZ F editorship.  

Like its predecessors, Realm of Wendar and The Denizens of Denagoth, The Northern Wildlands provides detailed information about the inhabitants and lands of a new area outside of the Known World.  The format should be familiar with readers of the other works.

Wildlands also marks the first time in the line where a gazetteer’s production has been an active collaborative effort.  The concept of the Wildlands is the creative child of Geoff Gander, who has graciously allowed me to twist and edit his work to fit it into the larger framework of this product line. 
It has been my continuing privilege to serve as an editor for this gazetteer, and I hope you enjoy reading it and using it in your own campaigns.

The Northern Wildlands
The Great Northern Wildlands is an untamed land north of the Realm of Wendar.  The region was briefly mentioned as a peripheral zone to Wendar in the exceptional module X11 Saga of the Shadow Lord, and it appeared on the accompanying map.    

The Wildlands are a source of much sorrow and lost for some Wendarian elves; for other elves and the humans it is a place best forgotten.  Unlike the peaceful coexistence the two races share in Wendar, the two were often in conflict in the Wildlands as the High Lords spread their control to the north.  Today those holdings are possessed by orcs, Denagothians, and the frogfolk.  But the hazards cannot deter those who would claim the Wildlands’ lost treasures.  
The Final Goal of the Campaign

A campaign set in the Wildlands can center on several different goals to match your group’s interest.

A traditional wilderness adventure campaign is easily constructed around the treasures and ruins of the Wildlands.  The land is riddled with cavern systems, so the party can alternate between dungeon and forest crawls.

A crusading campaign is the most likely means of drawing characters into the region.  They must recapture the lost strongholds of the elven lords in and around the Moors as well as the twin capitals of Nimbeth and Thalion.  These actions will in turn motivate the current residents of the Wildlands to action, particularly the Murian savages.  
A political campaign can be driven by the need to cement leadership of the High Lords and the elevation of a new king of Nimbeth and Amoleth.  How would Wendar react to this new power that now shared the loyalties of many estate lords?
A final campaign goal can center on removing the Idrisian forces.  Denagothians and orcs in the east, the dragons Ravellia and Fafnimorn, the Dark Lady Botha, and the imprisoned Baamor Fiends all must be dealt with.

The Northern Wildlands can also be used simply as a site for an adventure or two before the party moves on to other lands.

Who Should Play in the Northern Wildlands?

The most appropriate character choices are Wendarian elves and humans.  

Wendar is a land of human-elf cooperation, and these two races are the center point for most campaign arcs taking place within the Wildlands.  In contrast to the elves of Alfheim and Glantri, Wendarian elves are rarely fighter-mages but rather single class characters in any of the four standard human races.  

On Mystara there are no true “half-elves” outside of the Eusdrian-Robrenn region on the Savage Coast.  The progeny of mixed parentage are either human or elf, though appearances may be deceptive.  However, if your personal campaign permits half-elves as a standard race option, then such characters are acceptable in Wendar, but there are none native to the Wildlands.

The short folk, dwarves and halflings, are possible character races, if they are foreign visitors or second-generation residents at the City of Wendar.    

For those who desire to play characters native to the Wildlands, humans, wild elves, frogfolk, and humanoid characters can be permitted by your DM.

Kudos and Corrections

The Wildlands presented in this book are in conflict with that of X11.  Most critically, there is now a large bog and moor region in the middle of what originally was desert.  
This was a consequence of “project creep” as the Mystaran Message Board was collectively putting together a first go at a Wendarian gazetteer.  It began with some extra forest in Wendar’s north and the southern tip of the Moors of Chlyras.  The Moors were expanded in Geoff Gander’s original map of the Northern Wildlands, which set the region’s current topology.  
In the map accompanying this product, a wave of desertification has struck the Wildlands, slowly transforming the land towards the image presented in X11.

For those who have read Marco Dalmonte’s most recent timeline for the larger Wildlands/Denagoth/Wendar region, please note that elements of his work have been incorporated, but the overall structure of the respective histories are in disagreement.

The most recent update of Thorfinn Tait’s map of Wendar has produced some changes in the names and positions of some locales.  Bynflaare Hall, Amoleth and Aebryn Lwynn (formerly Aebryn Lwnn) are displayed here at their original positions.  The Shrine of the Black Wing and Shal Anassyr have been adopted, and the Wendarian fortress Aelthynar has an updated spelling.
Finally, two adventures from AC10 Bestiary of Dragons and Giants (Deborah Christian, editor) have been adopted for use in the Wildlands setting, with modification.  They are “The Haunted Helm” by James Ward and “Ravellia and The Dragon Eggs” by Warren and Caroline Spector.

HISTORY AS THE CHARACTERS KNOW IT


“The tragic tale of victory and loss, which is our own history, carries with it a message.  That is, when we are divided, when we let our own petty interests blind us to the common good, we are weak at heart, and whatever we shall build, shall not long endure.”  (spoken at a gathering of Thalion lords)

Centuries after the dissolution of Enoreth’s Realm that united three elven lands, the lords of the Genalleth Valley, that is modern Wendar, looked to the Great Northern Wildlands.  Explorers had been visiting the region for many years, bringing back with them strange herbs and other treasures and wondrous stories.  So the High Lords went north in force, and carved new dominions for themselves.  These new lands protected Genalleth from the northern perils, and their people produced wondrous things.  It was during this time that contact was made with elves even further north, beyond the great Muil River in the Realm of Forenath.  

The land was rife with monsters, and despite the valor of those who defended the northern realms, Forenath once more became lost to us, and that realm passed out of the knowledge of the people of Genalleth.  When the humanoids pressed, the northern dominions too were abandoned.  

It was not until the young lord Beldareth went forth to seek glory and a magical spring in the dangerous northlands, that elves and men extended their reach again.  He built the great city of Nimbeth over the spring, and human and elf flocked to serve under his banner.  The Denagothians and humanoids of the region coveted Beldareth’s lands, but they were defeated.  Declared a king by his followers, Beldareth marched forth, and expanded his holdings.

Not everyone shared the king’s vision.  Aranael of Sylvair thought that the king spent too much time with his unbeautiful human subjects, and he led other elves west to establish a new realm of “elvish artistry.”  There at a bountiful valley, they drove out the native humans and built the fair city of Thalion.  As the two realms expanded in the north, the elves of Genalleth re-established their own lost holdings.  During the High Summer of the North, the Muil River marked the northern frontier of elvish lands.

Even so, the enemies of the people of the north were not idle during this time.  Those who had been driven away by Aranael and his followers harried Thalion relentlessly, only to be finally crushed with the aid of Nimbeth, and enslaved by an increasingly cruel despot.  In the east, King Beldareth kept a close watch on the Mengul Range and the forbidding Almarea Forest.  Despite their vigilance, the elves and men of the north could not hold back their foes – both external and internal.

In BC 221, the crown of Nimbeth passed to Beldareth’s son Geldarion, who lacked his father’s battle prowess.  Nimbeth’s borders went untended as the king focused on diplomacy and his personal pursuits.  The hinterlands of the kingdom grew dangerous, and people fled for the safety of the capital and lands south.  Prince Arendyll, cousin to the king, grew enraged over the deterioration of the kingdom, and he made a bid for the throne during a pause of invasions.  His revolt failed at the Battle of King’s Sorrow, and Arendyll was slain by Crown Prince Lerian.  The kingdom survived, a shadow of its former self, and the great city of Nimbeth was sacked by the spawn of Idris.  Only the southern provinces remained as the rump Kingdom of Amoleth.

The Kingdom of Thalion meanwhile had become a cruel realm, as its people enjoyed unheard-of luxuries afforded by the sweat of human slaves.  A series of revolts eroded the power of the city, until Thalion and its bacchanalian king fell to flame and knife.  Few survived the collapse of the kingdom, and orcs and other fell creatures occupied the lands.  By the time the two cities had fallen, much of the north again had been lost to the High Lords.

Elves and men made a bid to reclaim the land during the Great Northern Campaigns, the first of which commenced in AC 192.  In just under 20 years, Thalion and many northern dominions were retaken, and campaigners had secured a frontier within view of Nimbeth itself.  
The unity of the campaigners did not hold however, as Amoleth’s new king, Ellareth, demanded the return of lands traditionally sworn to Nimbeth.  In AC 228, Ellareth reclaimed the city of Nimbeth, and from his position of renewed strength he made war on those who would not submit to him.  Although Ellareth finally won the 2nd Great Northern Campaign, he had turned many elven dominions against him.

Bereft of support, the various petty dominions could not stand against the threats arrayed against them.  Orcs and Denagothians once more pressed Nimbeth, slaying Ellareth in battle.  The pleas of his daughter and heir, Ancalimë, fell on deaf ears, and the young Queen was forced to evacuate the capital.  A new Thalion and the northern dominions endured, but human and frogman raiders cut them off from the Genalleth Valley.  

The remaining strongholds of the north were done in by the fiends that plagued the elves and men of the north for so long - treachery and greed.  Soldiers of the 3rd Campaign, maddened in a quest for glory, sought to create a new elvish realm amid the freeholds of the north, even conquering Thalion.  Their gains were short-lived, swept aside by human marauders.

It took two more periods of war before what is now northern Wendar was friend of Denagothians and orcs.  Maeglin, Last King of Amoleth, severed all claims to the ruined throne.  Although a stable border was achieved, those northern lands considered the rightful domain of elvendom were still in foreign hands – as they remain so today.

HISTORY AS THE IMMORTALS KNOW IT


The average Wendarian possess only a portion of the true history of the Wildlands.  The time before and after the High Summer of the North are shrouded with mystery and conjecture.  The famed historian Bensarian of Kevar has added more on the fabled Forenath and Soreth, but he too does do not have the full of things.
The Great Melting 

Prior to the Great Rain of Fire that destroyed Blackmoor, the Northern Wildlands were covered by parts of the Arctic ice sheet.  The cataclysm induced a shift in the planetary axis that altered the climatic landscape.  The region encompassing the Mourning Woods and the Forest of Paradise was among the first to be uncovered by the rapid glacial movements.
Creatures suffering wild mutations ventured from the north and settled in the central region.  Humans related to the Robrennians of the Savage Coast were the first sentients to venture into this dangerous land.  This pre-bronze culture clung to the southwest and began the slow rise of cultural development.
Elves under the leadership of Enoreth passed through the Wildlands north of the modern Muil River.  They failed to encounter the local humans, but the indigenous wildlife forced them to continue their migration into the Genalleth Valley.  There they became the Genalleth elves of Wendar.
Other humans, related to the people of the Northern Reaches, belatedly arrived in the southern area now covered by the Moors of Chlyras.

The Wildlands reached an equilibrium that persisted until the end of the 18th Century BC, when humanoids under Loark and Akkila Khan devastated the human populations.  The humans scattered to the north, but they were unable to maintain their cultural development and reverted to a primitive state of existence.  Those in the Northern Wildlands were largely unaffected by the Glantrian Catastrophe Plague that wracked the Genalleth elves and the denizens of the Denagothian Plateau, though a few Antalian refugees migrated west out of Denagoth in route to the Midlands to avoid it.
The Ancient Elven Kingdoms

A major casualty of the Catastrophe-born plague was the fragile elven Kingdom under Enoreth.  The Kingdom had straddled the Mengul Mountains in the south, but Enoreth had ordered the sole pass closed at the onset of the disease.  The Kingdom dissolved upon his death, and the three elven groups of Genalleth, Geffronell, and Lothenar diverged.
It was this last group from which sprung the first elvish realms of the Great Northern Wildlands.  The Lothenar elves had experienced growing hostilities with their Denagothian neighbors in the two centuries subsequent to the Catastrophe, and many explorers ventured west beyond the Black Ridge Mountains.
The elves discovered primitive humans beyond the Forenmark River.  The humans regarded the elves as powerful earth spirits, and allowed themselves to be incorporated into the elves sphere of influence.  The arrangement was never one of exact equality, but through their contact with the elves, the humans quickly advanced technologically and culturally.
The Realm of Forenath formally came into being around 1300 BC.  The Realm stretched from the Forest of Paradise to the southwestern Almarea Forest.  Not every Forenath elf was in agreement with permitting humans in their midst, and those with the greatest isolationist-bent relocated far upriver on the Forenmark.  They settled the mountain town of Soreth.
A century later, Genalleth elves from what is today Wendar established a few strongholds in the Wildlands between the Silverflow River in the east and the Forest of Bounty in the west.  Brief contact was made between the two groups of elves, but the hazardous region between them prohibited any meaningful trade or communication.

In 1000 BC, an unnatural disease swept through the population of Forenath.  Idris, the last surviving disciple of the Dark Elves, had left the Denagothian Wastes to the east, and she created this new plague.  Humans were particularly vulnerable to the disease’s wasting effects.  Panic set in among the peoples of the Wildlands, and the town of Soreth went so far as to execute any humans found entering their land.  The Forenath humans turned on their fellow elves, holding them responsible for their fate.
The human-elf conflicts tore Forenath apart.  Simultaneously, local humanoids harried the Genalleth strongholds in the south, evicting the elves.  They then overran what remained of Forenath.  Forenath elves fled north into the Mourning Woods, while the remaining humans went into the west.
Isolated in the northern mountains, Soreth ceased to be when the Dark Lady Idris consumed all life within the town and became Immortal.

The High Summer of the North
For two centuries, humanoids controlled the Northern Wildlands and troubled their neighbors.  In 648 BC, the elf-lord Beldareth erected the town of Nimbeth around a healing spring deep in orc-held territory.  Nimbeth was famed for the silver dome that was placed over the spring, and domes came to symbolize the architectural style of the city.

Humans and elves from the south used Nimbeth as a staging area to establish satellite communities, such as Eredhon.  In 500 BC, the elf Aranael led Nimbethans to erect a sister city, Thalion, west of the Moors of Chlyras.  In the process, they violently displaced a local human population, which was descended from the Forenath humans, and sealed them inside a cave system. 
Beldareth was proclaimed a king after his victory at Alvar’s Stead.  Beldareth solidified his claim to the title by defeating an invasion by the inhabitants of the Moors.  His kingdom eventually stretched along the Menguls from the Lothenar River to Amoleth in the south.  The Genalleth lords took advantage of the disruption, and recaptured many of their lost strongholds.
Murians, as the oft-displaced humans were now known, began to raid Thalion’s outlying settlements.  This only invited severe reprisals from both Thalion and Nimbeth.  Thalion became increasingly harsh in its treatment of humans, culminating with the introduction of the slavery of humans in 292 BC.  A century later, slave revolts destroyed the city and claimed the life of King Aranael.  Orcs moved into the city’s ruins.
Nimbeth’s own demise was the product of an invasion from the north and internal power struggles.  Denagothian warbands, inspired by their new patron Idris, swept down from the Menguls and shattered Nimbeth’s control.  Prince Arendyll defeated the main horde at Aelmar (modern Lerian’s Tower) while his liege and cousin, King Geldarion, relocated to Amoleth.  Arendyll grew scornful of his king’s military ineptitude in the face of repeated attacks, and he marched on Amoleth to claim the title of King for himself.  His gambit was ended, however, when he was slain by Crown Prince Lerian at the Battle of King’s Sorrow.

With no skilled opposition remaining, Denagothians overran the fields of Nimbeth. 

The Great Northern Campaigns

With little faith in the king at Amoleth and Thalion lost, local heroes banded together in the Genalleth Valley.  One such band was the Wendarian League, formed at the behest of the elf-human hero Wendar.  

The Wendarian League’s success had produced a cadre of especially skilled warriors.  These warriors returned to the northern frontiers to reclaim lost holdings during the First Great Northern Campaign (AC 192-209).  Thalion was retaken at the Campaign’s conclusion.  Several new settlements, such as Isiliath and Shallanar, were also created in the wake of the Campaign.
The Second Great Northern Campaign (AC 267-283) saw conflict between the Wendarian League and Amoleth over the ownership of lands won by Campaigners near Nimbeth.  King Ellareth of Nimbeth was able to reverse early loses and defeated the League at the Battle of Two Kings.  

In the midst of the war, a wild elf named Darkstalker left the Girding Wood for the Moors of Chlyras where he exerted control over the local frogfolk.

The Third Great Northern Campaign (AC 285-339) witnessed a reversal of elven fortunes.  The House of Nimbeth and Amoleth was left to fend for itself against droves of Denagothians and orcs pouring from the Menguls.  Westward, Genalleth nobles sought to expand their holdings in the north but were ambushed by the renewed threat of the frogmen.  Surviving Genalleth strongholds were isolated in the west, but Campaigners were able to relieve Thalion from Murian predations.

When that menace had finally been contained, the Campaigners became drunk on the notion of restoring the old kingdom of Forenath.  They attacked elven and human homesteads that refused to join, and even turned on Thalion when its people refused to give allegiance.  The Third Campaign officially ended when Lord Voronwil was crowned King of Amoleth following the deaths of Queen Ancalimë and her potential heir Gwindor, son of Lerian.  
Despite the strong presence of orcs and Denagothians, King Voronwil’s volunteers expanded his eastern holdings north back to Nimbeth.  There his forces were routed by the giant Felzuumath whose reprisal destroyed Amoleth.  During the war, few noticed when the frogmen captured the last southern stronghold of Calardhon and humans took the northern strongholds, cutting off Thalion from the rest of elvendom.  Thalion finally fell to the Murian warrior Meglath.  The victorious humans soon returned to the north, leaving the ruins to be inhabited by humanoids from the Moors.
The Dark Woods of Baamor
The reputation of Baamor darkened in the intervening age, and it was rumored to be haunted.  Darkstalker and his aides, referred by the locals as the Baamor Fiends, undertook a laborious ceremony that made use of a well of magical power in the Woods’ western region.  One of the results of their ceremony was that the Moors of Chlyras began to expand.  Previously arable farmland and forest were replaced by bogs, moors, and swamps.  The Fiends’ ceremony was interrupted in AC 500, and the Fiends themselves were believed destroyed.

Bereft of their leadership, the frogmen returned to their atavistic existence and paid homage to Stodos, Master of the Icy Wastes.  Frogfolk culture was not the only consequence of the interrupted ceremony.  A steady process of desertification took hold in the west and north of the Wildlands.  This in turn pitted humans, wild elves, and humanoids against one another for access to their vanishing resources.
A new power emerged in the Moors amidst the confusion: the nuckalavees.  These monstrous caricatures of centaurs quickly enforced their leadership over the frogfolk. Their reign renewed Baamororth’s reputation as a dangerous land. 

The Last Century

The situation within the Great Northern Wildlands has remained roughly the same in the last century.  Colonization efforts saw Thyatians traveling through the region towards lands in the far north, but they attempted no settlements in the Wildlands themselves.  The passage spurred the wild elves in the north to defensive action.
Several small Genalleth Houses, such as Isiliath, attempted to reclaim territories in and around the Moors, but none proved successful.

Northern Wildlands Timeline

BC 3000: The Great Rain of Fire

BC 2400: Carnuilh tribes entered the eastern Midlands and the Great Northern Wildlands.

BC 2120: Elves under Enoreth passed through the early Wildlands.  

BC 1722: Humanoids from Loark’s Great Horde settled along the Soreth Spur.     
BC 1721: Splinter elements of Akkila Khan’s forces swept into the Northern Wildlands and devastated the local human culture.    

BC 1700: Glantrian Catastrophe.  Antalians from the Denagothian Plateau crossed west into the Midlands.
BC 1500: Lothenar elves settled the Fuin River Valley and discovered primitive humans in the far west who regarded the elves as powerful earth spirits. 

BC 1300: Elves established the realm of Forenath around the Muil River.  It included human villages.  

BC 1200: Reclusive Forenath elves settled the northern town of Soreth.

BC 1100: Forenath humans adopted the elvish language and culture.  Minor Genalleth strongholds were established south of the Muil River.  

BC 1000: Idris created a disease that swept into Forenath.    

BC 950: Soreth executed humans entering their lands. 

BC 900: Their numbers reduced by a third, Forenath humans attacked neighboring elves.  Lothenar elves lost contact with Forenath and Soreth.

BC 890: Humanoids forced the abandonment of Northern Genalleth strongholds.  Desperate Forenath elvish elders ordered the wholesale slaughter of human villages, then a quarter of its pre-plague size.  Those of mixed ancestry were persecuted by both races.  

BC 880: Forenath collapsed.  Humanoids initiated two centuries of terror in the Wildlands.
BC 800:  Idris consumed all life within the city of Soreth and transcended the mortal world.  Frogfolk migrated to the Moors of Chlyras.
BC 648: The Genalleth elf-lord Beldareth erected the town of Nimbeth at the site of a healing spring.  Nimbeth slowly grew into a small city of elves and Antalians. 

BC 600: Lothenar elves pushed western Denagothians into the Menguls.

BC 560: Construction of the silver dome over Nimbeth’s spring. 
BC 550: Nimbeth humans established the town of Eredhon.
BC 500: Nimbeth elves established western Thalion under the rule of Aranael.  The local Mur humans were driven underground. 

BC 487-479: Denagothian tribes attacked Nimbeth.  Beldareth was hailed a king after four Denagothian chieftains fell at the Battle of Alvar’s Stead. 

BC 477: The Mur humans surfaced in the Moors of Chlyras and forged a wary peace with the indigenous frogmen. 

BC 454-448: The Murians and frogmen attacked Nimbeth, temporarily capturing Eredhon.  Ultimately several frogman chieftains submitted to Beldareth, and the humans were expelled northward. 

BC 440: Genalleth lords reclaimed their abandoned strongholds.  Frogmen retreated to their northernmost territories. 

BC 400-382:  Construction of the Bridge of Thalion.   

BC 350: The city of Amoleth marked Nimbeth’s southernmost extent.

BC 313: Humans preyed upon elvish settlers around Thalion. 

BC 298: King Beldareth discovered the vacant city of Soreth.
BC 292-260: Thalion and Nimbeth waged severe reprisals against nearby human settlements.  Survivors retreated to a handful of secret havens. 

BC 250: A second city wall was erected to protect Nimbeth’s 35,000 residents.

BC 221: King Beldareth passed away and was succeeded by Prince Geldarion. 

BC 200-184: Slave revolts rocked Thalion, culminating with the city’s fall.  Orcs moved into the ruins. 

BC 100: Idris revealed herself to Denagothians and humanoids near the Black Ridge Mountains.
BC 50-38: Thousands of inspired Denagothian warriors descended upon Nimbeth.  Prince Arendyll defeated the main horde near the town of Aelmar, while King Geldarion relocated his court to Amoleth.  

BC 22: Denagothian warbands destroyed Eredhon.
AC 39: The Denagothian tribes again attacked Nimbeth. 

AC 50: Prince Arendyll established his own court at Nimbeth. 

AC 103: The Battle of King's Sorrow. Arendyll marched on Amoleth, but was slain by Crown Prince Lerian.  Geldarion renounced all claims to the territories beyond Nimbeth. 

AC 110: Denagothians and orcs sacked Nimbeth and overran the region.  

AC 192-209: The First Great Northern Campaign.  The Wendarian League recovered elven holdings, including Thalion, and relieved frontier domains.   
AC 196: Genalleth elves established the town of Isiliath.
AC 200:  Elves settled Shallanar in the Baamor Woods.

AC 206: Ellareth, Geldarion’s second son, inherited the Amoleth throne.

AC 217: King Ellareth demanded that the Wendarian League return lands formerly belonging to Nimbeth.  

AC 230: The elves of Shallanar found a well of power used by frogmen.
AC 238: A Forenath elf, Darkstalker, and his closest aides adopted the orcish worship of Idris.

AC 267-283: Second Great Northern Campaign.  King Ellareth invaded the northern dominions allied with the Wendarian League.  
AC 275: Darkstalker exerted control over the frogfolk.

AC 281: The elf-lord Indlath sacked Amoleth and crowned himself King.  
AC 283: The usurper Indlath fell at the Battle of Two Kings, ending the war.
AC 285-320: The Third Great Northern Campaign, part I.  Thalion elves fled from increasing numbers of human raiders, prompting southern elven nobles to seek glory in the north.  Nimbeth struggled with orcs and Denagothians.  
AC 287: Ellareth was slain by orcs.  The pleas of his daughter Ancalimë were rebuffed by the Wendarian League.  
AC 292: Darkstalker’s frogmen routed the armies of Isiliath, Genalldain, Ardon, and Norieth at the Battle of Isiliath.  By year’s end, they captured five dominions.  
AC 295: Genalleth armies and the northern dominions relieved Thalion.  
AC 297: The evacuation of Nimbeth.  Victorious Denagothians and orcs headed south where they later besieged Amoleth (302).  Raiders ranged throughout Genalleth. 
AC 300: Ogres and mountain and hill giants pushed into the Black Ridge Mountains and the Mengul Foothills.

AC 310: Only a handful of isolated dominions existed in the Wildlands in the vicinity of the moors.
AC 320-339: The Third Great Northern Campaign, part II.  Campaigners attacked western elvish enclaves in hopes of restoring the old kingdom of Forenath.  
AC 326: The Battle of Yngvarsvall stabilized Genalleth’s northern frontier, isolating Lerian’s Tower and Thalion.  
AC 330: Darkstalker’s forces sacrificed the residents of Shallanar.  He and his aides were transformed into fiends.

AC 335-337: Elven Campaigners turned on Thalion.

AC 339: Assassination of Queen Ancalimë of Amoleth.  The ascension of Lord Voronwil formally ended the Third Campaign.

AC 358-435: The Fourth Great Northern Campaign, part I (Voronwil’s War).  King Voronwil’s volunteers pushed his eastern frontiers 50 miles northwards.
AC 398: Frogmen captured the last southern stronghold of Calardhon.

AC 400: Dissolution of the Wendarian League.  Humans retook northern strongholds.  Baamoroth’s reputation as a haunted land grew.
AC 407-412: The mountain giant Felzuumath repelled Voronwil’s siege of the ruins of Nimbeth and then led his forces south.  
AC 413: After sacking Thalion, victorious humans under Meglath returned to the north.  Residents of the Moors relocated to its ruins.
AC 428: Prince Lerian died peacefully at the age of 719.

AC 433: King Voronwil died with his subjects during Felzuumath’s siege of Amoleth.    

AC 425: The Baamoroth Fiends initiated a furtive ceremony.

AC 450: The Moors of Chlyras began to expand.

AC 500: The Baamor Fiends’ ceremony was catastrophically interrupted, and they were banished.

AC 550: The frogfolk returned to the worship of Stodos and the Moors-personified.

AC 600: The process of desertification began in the western Wildlands.   

AC 700: Humans, wild elves, and humanoids warred over the reduced resources in the west.
AC 750: Gnomes settled Emyn Lethir.

AC 800: Leadership of Baamoroth and the Moors was wrested by the nuckalavees.

AC 907: Thyatian settlers traversed the Northern Wildlands. 

AC 928: Thyatian Legionnaires defeated Denagothians in Almarea Forest.
AC 950: A Thyatian Legion disappeared along the Soreth Spur.

AC 998: Independent southern elves captured Calardhon.

AC 1000: Time of the Gazetteers

AC 1009: Alfheim refugees bring the Plague to Wendar.  Humanoid hordes assemble in the Menguls.  

AC 1010: A serious drought devastates Wendar.  One seventh of the population has died.  Wendarian heroes recover the Elvenstar.  
AC 1013: An elven forester discovers a type of tree in Baamoroth bearing magically healing fruit.
GEOGRAPHY


The Land

The Great Northern Wildlands is the northern extension of Wendar’s Genalleth Valley.  It is bordered to the east by the slopes of the Black Ridge Mountains and the Mengul Range.  The western and northern limits are fixed by the badlands that stretch away from the Adri Varma Plateau in the southwest.

The overall topography of the Northern Wildlands resembles a saucer pan.  The rim averages 800 feet in altitude, with the Moors of Chlyras occupying the center at 700 feet above sea level.  The slope gradation is greatest between the Moors and the Mengul Mountains.  The latter’s foothills stand 200 feet above the basin.
Historically, the Northern Wildlands have been better irrigated than Wendar to the south.  Open land is marked by luxuriant expanses of wildflowers; however, only the lands south of the Muil and Lothenar Rivers have soils suitable for farming.  
In recent centuries, the growth of the Moors has accelerated despite a slight reduction in the rivers.  This growth is feed by a soil transport process unique to the region that pulls water below the ubiquitous granite substratum until an upwelling is possible.  Surrounding water tables have been lowered, resulting in desertification in the north and west.

Mountains and Hills

The eastern and northeastern margins of the Wildlands are bordered by mountains from the Mengul Range system.  The Range runs north from the border with Wendar.  Between the Silverflow and Fuin Rivers, the chain ranges from an altitude of 10,000 feet in the south to 6,750 feet in the north.  Many of its peaks are snow-capped year round, and only skilled mountaineers can traverse the ridge line to reach Denagothian Plateau.  Firs and red pines dominate the foothills of the Menguls.
The mountains north of the Fuin River Valley are designated as the Black Ridge Mountains.  Coal and basalt give the chain its namesake coloration.  The Black Ridge Mountains buffer the Denagothian Wastes and the extreme limits of the Northern Wildlands.  They are among the shortest mountains within the chain at a paltry 5,000 feet.  The ridge is passable near the source waters of the Fuin River.  
The Soreth Spur splits west away from the Black Ridge Mountains.  The Spur quickly drops from a singular peak of 6,500 feet at the branch to less than 3,500 feet (the average).  Barren foothills complete the Spur’s western extension.
Local uplifts are common in the Northern Wildlands, particularly in the vicinity of the Moors of Chlyras.  The gently sloping hills of the Mourning Wood even rise to the status of mountains at 2,800 feet.  

The windswept Emyn Lethir, or Unwanted Hills, protect the source waters of the Lethirion. The hills are quite steep, averaging 1,100 feet in height.  The tallest peak reaches 1,800 feet.  The local soil supports only stunted grasses.

Forests

Since deglaciation, the Northern Wildlands have been heavily forested.  The vegetation is densest along the Mengul foothills of the east.  Moving westward towards the dusty wastes, the trees quickly give way to shrubs, and then long grasses. 
A number of areas in the west are quite barren, such as the Emyn Lethir, and the spreading desert is a major concern for the forest inhabitants.
Beginning in the southwest, the Forest of Bounty protrudes from the Realm of Wendar’s western region.  It currently reaches the hills around Thalion, but the Forest is beginning to lose ground in the north to the encroaching desert.  Like its southern half, the northern forest is rich in game and food-bearing trees, chestnuts in particular.
Due east across the Shunned Plains is Baamoroth, or the Dark Woods of Baamor.  The vegetation is dark and knotted, and the local animal life has a greater tendency towards aggressiveness than in other areas.  The Dark Woods frighten the elves of Wendar, and the residents of the Wildlands are themselves careful when entering it.
The Darkling Wood is a section of the Mengul Foothills located south of the confluence of the Shadow and Lothenar Rivers.  Tales told by the elves of Nimbeth and their descendants assert that the Darkling Wood is inhabited by a faerie court that, if not evil, is not well disposed towards mortals.
The isolated Almarea Forest clings tenaciously to the steep foothills of the Mengul Range and up into the Fuin River Gorge.  The predominant foliage is comprised of a variety of hardy pine and spruce, and healthy undergrowth can be found throughout Almarea.   A wide assortment of fauna exists with the forest, but its upper reaches – especially in the gorge - are devoid of animal life. Rumors abound among the locals that the Fuin River Gorge is home to restless spirits and other forms of undead, but this has never been proven.  The forest near Soreth has a hushed aspect, and sounds seem to be muted.  Few animals live here.
The Girding Wood, so named because it was used as a natural wall against the humanoid tribes to the north, is sparse in comparison with other forests. It is comprised exclusively of red pine in its interior.  Here the reclusive elves of fallen Forenath can now be found.  Stands of poplar grow towards the fringes, but invasive grasses have signaled desertification and threaten the wildflowers for which the perimeter was noted. There are few waterways in the Girding Wood save for minor streams feeding into the Forenmark River. The local fauna is still plentiful, but the local elves worry about the impact of the changes taking place.
The largest and densest forest in the region is the Mourning Wood, which encompassed much of the territory of the lost realm of Forenath. Varieties of pine are interspersed with stands of maple and oak. Particularly large specimens are present in the hills. In the thickest areas, intertwined branches block out a majority of sunlight. Nevertheless, hardy shrubs of holly, as well as common herbs and strawberries, decorate the forest floor. Where the trees are less dense, ground coverage is very lush. The diverse animal life includes some magical and gargantuan varieties.  The forest has begun to thin at its edges within the last decade, but the impact to the forest ecology has thus far been minimal.

The final significant woodland patch is the Forest of Paradise.  Found north of the Moors of Chlyras, the Forest of Paradise has been among the areas hardest hit by the desertification process in the Wildlands.  The phosphorus and potassium of its once-rich soil have been pulled into the Moors.  An undergrowth of herbs, berries, and junipers are replacing maples, oaks and spruces. 

The Moors of Chlyras
The Moors of Chlyras form a treacherous, soggy region of misty bogs and swamps intermixed with upland heather moors.  Standing stones crop up in several locations throughout the moors, as do shale deposits.  Over the centuries, the Moors have incorporated more and more land in the south and east.  
The ruins of many Genalleth strongholds can be located in the southern half of the region.  The apex predator of the region is the Frog Gigger, a giant bipedal creature that hunts the local frogfolk.  Lesser predators include wolves and hounds that consume sheep and brown foxes, respectively.
Ryegrass carpets the land, and buttercups and yarrows spring up during late spring and summer.  The northern moorland adjacent to the Thalion Valley and the Forest of Paradise are very acidic, and the standard vegetation is replaced with heath bedstraw.  Skylarks and grouse nest throughout the region.

Waterways

A number of long, winding rivers traverse the Wildlands, the greatest and best known of which is the Muil.  The Muil begins at a tiny oasis atop the Adri Varma Plateau in the southwest.  After descending to the northern desert, the river slowly strengthens.  This accelerates once the river course veers sharply to the east, and the Muil’s waters are augmented by the Lethirion, Sorrow, and Forenmark Rivers.  By the time it terminates in the Moors of Chlyras, the Muil is choked with silt and other debris.  The mouth is wide but shallow.  The river is fordable south of its confluence with the Forenmark River, and before it loops north after being joined by the Lethirion River. Between those two points, it is too treacherous.
Starting high up in the Mengul Range, the Forenmark River drops 400 feet down into the Wildlands in a broad waterfall, passing the ruins of Soreth and finally being joined by the slow-flowing Fuin River. Then the Forenmark gains speed and cuts a deeper channel into the rock, but the flow gentles after it absorbs the ice cold water of the Frost River.  The river is fordable at many places north of the deep and swift-flowing Lothenar River.  The Forenmark broadens and slows considerably, until it joins the Muil River.  
The Lothenar, Shadow, and Fuin Rivers drain the northern Menguls.  The Fuin River Valley provides access to the Denagothian side of the Black Ridge Mountains.  The Fuin Gorge is a deep ravine in the north through which the river flows, but travelers can bypass the region by heading southwest into the Almarea Forest. 
The Silverflow River originates deep in the Mengul Range near the Wendarian border.  The water descends almost 700 feet in a series of cataracts after leaving the mountains.  The swift water grows bitterly cold as it approaches the moors. 
The last major river of the Northern Wildlands is the Thalion River, which flows down from a series of hills into a broad desert valley.

Surrounding Lands

To the south lies the Realm of Wendar, a nation of elves and humans comprising the southern half of the Genalleth Valley.  Despite the ease of access, the residents of Wendar have been reticent to cross north into the Forest of Bounty, Baamoroth, or the Fields of Nimbeth.  Wendar is described in greater detail in GAZ F1 Realm of Wendar.

The Kingdom of Denagoth and allied humanoids are located east of the Mengul and Black Ridge Mountains.  The easiest crossing is via the Fuin River Valley, but the Range can be passed near the Silverflow spring.  The Idris-worshipping lands are covered in GAZ F2 Denizens of Denagoth.

Below the Soreth Spur’s north face are the Hagommer Tribelands.  The Tribelands are a mixture of grasslands, deserts, and pine forests overlooking the foreboding Swamp of the Beast.
Dusty plains and barren lands to the west and northwest comprise the “true” Northern Wildlands. This region is an inhospitable, rocky wasteland that is baked in the summer and frozen in the winter.  It is populated by humanoids and various monstrosities.  Beyond its western limits begin the Midlands.
Finally, the Adri Varma Plateau is a large badlands and desert system to the southwest.  The mysterious black rocks and poisonous life deter most would-be adventurers.  

Climate and Environmental Notes

The Great Northern Wildlands possess a climate appropriate to their position as a high-latitude, continentally-interior land.  The majority of weather patterns travel west-to-east.  
During winter, the arctic jet stream directly enters the Wildlands before curling back north deep in Wendar, expending a fair portion of its fury in the process.  The differential airspeeds around Nimbeth and the Fuin River Valley create small to moderate tornadoes.  Snowfall is very prevalent during the winter.  The south can expect 8 inches per month, while the north suffers blizzards that dump up to 12 inches of snow and ice.  The temperature is brutally cold (-13º F to 23º F).  
The winter season has an additional 8 to 10 days at its beginning and end relative to the Known World.  Daylight can be as few as 8 hours during mid-winter.  Summertime is likewise reduced by a total of 6 to 10 days. 
The lands north and west of the Mourning Woods suffer severe cold snaps and storms, but even this pales in comparison to what happens on the dusty plains and badlands even further north.  The Hagommerians, on the Soreth Spur’s northern face, migrate to the eastern extent of their lands for shelter from the bone-chilling temperatures. 
Spring and summer storms are the result of these same air masses combining with easterly winds carrying ice from the mountains.  Much of the moisture is lost by the time they reach the Emyn Lethir. Over the course of the summer months, river and lake evaporation yields muggy afternoons and seeds heavy fogs.  Late summer thundershowers are rare, but not unknown.  Average monthly rainfall is roughly 2.5 in. during the spring and 1.2 in. during the summer. Temperatures range from 12°C to 30°C (54° to 95° Fahrenheit). 
Springtime brings the risk of flashfloods pouring down from the Mengul Mountains as ice and snow thaw in the peaks.  Temperatures are 40° to 76° Fahrenheit.  Fog is common in the Moors and the Denagothian foothills from spring to late fall.
Fall is much like the spring.  Infrequently, the windstorms that bedevil the Kevar Hills of Wendar will make their way into the Nimbeth Fields.  On those occasions, gusts can reach up to 30 mph.
The Great Northern Wildlands are situated in a region that is moderately active tectonically, a legacy of the rapid deglaciation that followed the Great Rain of Fire.  The land is decompressing, rising about an inch every 5 years.  The Wildlands have another 8 feet of elevation to gain before the expansion is complete.  The southern Menguls are expanding more rapidly (1 inch per year), but the rate returns to average once you reach the Black Ridge Mountains.  Minor earthquakes hit the east, and numerous volcanoes have become active.

A peculiar element to this uplift is the Moors of Chlyras.  In a ten-year cycle, the Moors will lower relative to the rest of the region 1 inch per year for five years and then reverse course and rise (relatively) 1 inch per year over the next five years.  The Frogfolk believe that is this is the Breathing of the Moors.  During the first phase, the incidence of fog and mist increases; desertification of surrounding lands increases during the second phase.  


Communities and Ruins
Eredhon: Eredhon was founded by human subjects of Nimbeth. It remained a quiet backwater until the founding of Thalion, when Eredhon blossomed into a popular way station famed for its ales. At its height, the town boasted a population of almost 9,000 people. 
The town was slow to recover from an attack and brutal occupation by the frogfolk and humans of the Moors. Eredhon met its final destruction when religiously inspired Denagothian warbands overran northern Nimbeth.  No effort was ever made to reestablish the settlement.  Today, only a handful of orcs (200) inhabit Eredhon.
Nimbeth: Nimbeth was founded around a magical spring in the forested hills just west of the Mengul Range.  It quickly became the capital for a large realm and the hub for a network of trails and roads.   The dilapidated pavement of this network can still be seen in many areas.
Nimbeth was a shadow of its former self when it fell in AC 110 to a combined force of Denagothians and orcs; less than 10,000 people lived within its walls, and many of the uninhabited neighborhoods were already falling into ruin.
Despite the city’s brief renaissance under Ellareth, Nimbeth never fully regained its glory. At its later peak, it boasted roughly 20,000 inhabitants which shrank to less than 7,000 at the time of its final fall.
The legendary silver domes and palace are still partly intact, and the healing spring still bubbles up.  Rumors persistently place a secret treasure vault beneath the palace.
Soreth: Soreth was founded in the forested foothills of the Black Ridge by Forenath elves who believed that continued contact with the indigenous human population was undesirable. Its realm encompassed the area bounded by the Frost and Forenmark Rivers and the Soreth Spur.  Contact with Forenath was infrequent at best, although there were occasional exchanges with the elves of Lothenar.  After Forenath imploded and humanoids terrorized the countryside, isolated Soreth met its mysterious end.  To this day, no life can be found within the intact walls of Soreth, not even mold or insects.  Today few Wendarians know of Soreth, and to those the city is a legend of the north that is more the subject of folktales than anything else.
Thalion: Thalion became renowned as a center of aesthetic beauty and craftsmanship during the High Summer of the North, similar to the reputation that Genalldhon holds in modern Wendar. 
Thalion boasted many architectural marvels, the foremost of which was the white marble bridge spanning the Thalion River.  Relief designs depicted many scenes from elven history.  During this golden age 20,000 elves lived within its walls.
The original Thalion was destroyed in a series of slave revolts, but the city was retaken and rebuilt by a new group of elves at the end of the First Great Northern Campaign.  During this second age, roughly 8,000 elves lived within its walls.  In a fit of glory-seeking madness, Third Campaigners destroyed much of Thalion’s renewed architecture.  Their military rule ended 36 years later, overwhelmed by a coalition of Murians.  
Thalion and its bridge still stand, although the once beautiful city is blackened and overgrown with vines.  Today the city is home to some 7,000 orcs plus another 2,000 kobolds, goblins, and hobgoblins.  
Isiliath: Isiliath was one of several elvish settlements established after the conclusion of the First Great Northern Campaign.  The town became a major commercial center for the region and grew to over 6,000 people despite sporadic frontier skirmishes.  Isiliath was left in a greatly reduced state after the internecine fighting of the Second Campaign.
At the Battle of Isiliath (AC 292), a large force of frogmen took advantage of the situation, and routed four dominion armies. The town fell soon afterwards.  House Isiliath has failed to reclaim and hold its ancestral dominion on several occasions.  Reports from the last attempt confirmed that the town structures remained intact upon Emyn Isiliath, the local hills.  Today over 2,500 frogfolk inhabit Isiliath under the control of the nuckalavee Nitka-Sroo.  The town serves as a command post for the Moors of Chlyras.
Calardhon: Calardhon sits along the old road leading to Thalion.  Today its burnt-out buildings shelter 100 independent elves fighting Ardon frogfolk and Thalion humanoids.  A small wooden palisade rings the current settlement, and the elves have dug a small trench along the interior of the wall.  There are three intact buildings at Calardhon and numerous watch posts nestled among the ruins.
Genalldain: The former human-elf town of Genalldain supports 450 frogfolk.  The Natterjacks, a band of outcast frogmen, harry the Genalldain region.
Ardon: Today 600 frogfolk occupy Ardon, which was once an important agricultural producer for the High Lords.  These new dwellers also work the land, producing various bulbs and tubers, weed-herbs, and hunting small game.  Ardon is an important waypoint for the frogfolk moving into and out of Baamoroth.
Norieth: This former elven-stronghold is now a small trading post for 400 frogfolk and 150 humanoids of odd assortment. Frogfolk in the northwest bring their tributes to Norieth rather than Isiliath directly.  Giggers sport their greatest numbers in the land around Norieth, making unguarded travel a risky endeavor. 
Shal Anassyr: Originally the elven settlement Shallanar, Shal Anassyr is the home of 175 frogfolk and 20 Idris-worshipping elves and 40 humans who serve Aantkh-Nyr.  Wendar’s claims to the region are ignored.
Harenath: Harenath began as an important Forenath settlement south of the Muil.  It later was resettled by Thalion elves.  Frequently fighting Murians and frogmen, the town was destroyed by elves of the Third Campaign. Today 120 goblins coexist with abundant wildlife at Harenath.  
Numenar: Numenar was constructed on the remnants of an old fort built by elves in the last years of Forenath.  350 wild elves live at Numenar.  They quarrel often with the Murians to the west.
Calindor: Surrounded by red oaks, Calindor’s position protects 400 elves from the predations of the Murians, but the elves are often in conflict with the southern goblins or with other wild elves.
Ambenomë: Ambenomë (“place by the hillside”) is a small village of 200 elves nestled in foothills of the Soreth Spur.  The residents occasionally have difficulties with the northern kobolds, but they generally feel secure in their homes.
Cenfaenomë:  Cenfaenomë has been hard hit by the desertification affecting the Girding Woods.  Elven hunters range further from home to secure food.  Only 100 elves now remain, the majority having fled to where food is less scarce.  
Lussaranomë:  300 elves call this village home.  It stands along the edge where the Girding Wood transitions into the poor grasslands of the west.  A continual state of war exists with the Murian humans.
Tyras: Tyras is one of the few permanent, large-scale settlements of the Hagommerian people of the north.  Root cellars are used not only for storing foodstuffs but also as dwellings during the winter months. Perhaps 200 Hagommerians dwell at Tyras.
Saram: 250 Hargans live at Saram in the northwest.  Little else is known of these people.

Overall Population

The total population of the Great Northern Wildlands (excluding trolls and the Hargans) stands at 161,800 individuals.  During the peak of the High Summer of the North, 125,000 humans and elves filled the land from the Thalion Valley to the Mengul Range.

There are 1,000 human homesteaders and an equal number of Genalleth elves in the south.  The Mourning and Girding Woods house 4,000 elves.
Some 35,000 orcs, 4,000 hobgoblins, 2,000 bugbears, and 10,000 Denagothians inhabit the eastern lands up to the Forenmark River.  They share an uneasy peace with their co-religionists, about 6,000 goblins who reside between the Muil and Forenmark Rivers.

The barren lands west of the Lethirion River are the domain of the nomadic Murians, about 5,000 strong.  To the north, Approximately 1,000 gnomes are scattered among several villages upon Emyn Lethir.

The broad plains north of the Soreth Spur are shared by 15,000 Hagommerian people, 20,000 kobolds, and an unknown number of trolls. 
Thalion and the western regions have 15,000 orcs, 10,000 hobgoblins, 3,000 goblins, 2,000 kobolds, and 600 bugbears.
The Moors of Chlyras and parts of Baamoroth are home to 25,000 frogmen, 2,000 humanoids (orcs, goblins, and hobgoblins), and 200 nuckalavees. 

Other Locations

Beldareth’s Grove: This vibrant forest was a personal retreat of Lord Beldareth.  One legend holds that the king had hidden a magic item of great power in the forest, which he used to maintain his vigor.  Beldareth passed away while asleep in the grove, and his widow Miriel declared that it would remain inviolate – a decree that has been upheld by the House of Nimbeth to this day.
Rumors persist that orcs and Denagothians sent to the forest were attacked by the wildlife and the trees led by King Beldareth on horseback.  Recent adventurers have claimed seeing a lordly elf riding on horseback, who told them courteously that they were trespassing on his lands and that they could stay for only one night. 
Shrine of the Black Wing: The Shrine is a natural well of magical power similar to those found elsewhere in Wendar.  Its name is taken from the title that the Baamor Fiends gave to their patron, Idris.  The surrounding land is still blackened from the explosive banishment of the Fiends five centuries ago, and an odic spirit wanders the region.  The nuckalavee Aantkh-Nyr controls the site on behalf of his queen, Nitka-Sroo.  Entropic, creative, and transformative magic is strong here.  Wendarians are unaware of the Shrine’s existence.
SOCIETY

“Do not listen to those would turn their backs on our great heritage!  It was not our own greed and ambition that cost us our homelands; it was the treachery of our cousins to the south!  My friends, the southern elves of Genalleth rebuffed us just when we needed their aid the most, and by doing so, they expelled us from our homelands just as effectively as did our foes!” 
Spoken at a gathering of the Northern Brotherhood
Races

The Northern Wildlands is a patchwork of small, racially homogenous villages and semi-nomadic bands.  The eastern Denagothians and humanoids are generally more tolerant of other races, but the wild elves and Murian humans maintain their ancestral animosity towards one another.  

Elves

The elven presence in the Northern Wildlands has evolved drastically since the first Lothenar elves made their way down the Fuin River Valley.  Elves encountered today can be broadly classified as either Genalleth or Wild Elves.  

Because of their personal histories, these elves do not culturally resemble the traditional image of an elf as represented by Alfheim.  Few individuals of either type embody the elven trademark fighter-mage; most adventurers pursue a single discipline.  
In addition, these elves do not subdivide themselves into clans.  Rather they form leagues and associations among themselves and with their human neighbors (Genalleth only).  Long established groups based on estate-holdings are typically known as houses.

Finally, Trees of Life are absent from these communities.  

Genalleth Elves: The elves of Wendar are known as the Genalleth.  The elves of Wendar farm, log, and live in homes constructed of wood or stone.  Genalleth elves are the most “human-like” group of elves.  Facial hair is common, and dark auburn or black hair predominates, though a few are winsome and blonde.  
Isolated homesteaders in the lower Wildlands are also Genalleth elves, although they consider themselves independent of the Realm.  Because of their status as outsiders, some Wendarian lords derogate them as “wild elves,” but they do not properly belong to that group of elves.
Genalleth belonging to houses that lost their holdings in the Wildlands frequently have a sense of loss and abandonment and a fierce desire to preserve what remains of their lost realms.  Family heirlooms brought south during the fall of the north, or recovered during the Great Northern Campaigns, are displayed prominently in these family homes.    

Wild Elves: The Wild Elves are the remnants of the ancient Realm of Forenath.  They inhabit the Mourning and Girding Woods.

 Wild Elves are physically indistinguishable from their Genalleth cousins save a more ragged and disheveled appearance.  They too maintain a system of familial houses under lordships, though the reach of a Forenath House is more diffuse than a Genalleth one.  To preserve the tenuous connections with their fellows, arranged marriages are commonplace.
Among the wild elves, martial and social skills are highly valued, while clerical and wizardly pursuits are looked down upon.  Ilsundal and the Wendarian philosophy of Neuel-ethin-Orie are equally unknown to them.  Those few that have religious inclinations either comport to a druidic philosophy or have been seduced by the conscience-free simplicity of the Cult of Idris.

Wild elves have a strong hatred of humans, a legacy of the collapse of Forenath.  This does not imply that they would attack a human on sight, but they would be abrupt, rude, and threatening in tone.  Remarkably, orcs are tolerated by some in the east, and the two races trade sporadically where the Forenmark joins the Muil River.  

The wild elves of the Mourning Wood remember the bloody Campaigners who came to their land to create a new Forenath.   As a consequence, even Genalleth elves will have a difficulty encountering the wild elves.  Compounding any possible relations, the wild elves abhor the concept of a half-elf.  Wendarians are seen as tainted, less than fully elven, by the wild elves. 


Humans

Several groups of humans inhabit the Northern Wildlands.  These groups possess disparate cultures and languages.
Wendarians: the established humans of Wendar are descended from a people distantly related to the Northmen of the Northern Reaches.  Only a few traditional families maintain their ancestral language of Renatic, the percentage increasing as one travels north.  The majority has adopted Wendarian Elvish, but they have retained their historic naming conventions.  In the last century, humans from Heldann, Glantri, and Thyatis have added to the human population in the Realm of Wendar.
In most regards, these humans are fully integrated into Wendarian society.  Only the High Lords of Genalleth present any sort of harassment.

Murians: The origin of the Murians rests with humans native to the Wildlands.  Tragedy has shadowed this people for much of their history, and bloody conflicts with the elves of both Forenath and Thalion have hardened them.  Elves of any kind are considered monsters to be destroyed.  Ironically, the Murians modern language is a debasement of Forenath Elvish.
Today the Murians live in the inhospitable lands west of the Girding Wood and along the Lethirion River at a cultural state barely above savagery.  They are semi-nomadic, traveling by foot and pulling simple two-wheeled carts.  They adorn themselves with an uncomfortable double burlap dressing, which they stuff with wool or hides during the winter.  Murians cover their hair and exposed skin in ash or dirt in shame of their past defeats.  

The Murians guiding religious belief is that they are to destroy Thalion should it ever be repopulated by elves.  Only then may they once more stand as true men.  To that end, they maintain “holy weapons” – a cache of steel weapons which they can no longer produce themselves.  
Hagommerians: The Hagommerians are also descended from the original Carnuilh humans of the Northern Wildlands, but unlike the Murians, they did not encounter the elves during their development.  They inhabit the lands north of the Soreth Spur where they struggle with trolls, kobolds, Denagothians, and the fell things from the Swamp of the Beast.  

They are semi-nomadic but have mastered the art of steel making.  One permanent settlement, Tyras, has appeared.   During winter, the Hagommerians head southeast to seek shelter in the caves of the Spur.
Hagommerians are generally of a mercenary disposition: they maintain a personal sense of honor, but they have little concern for either the laws of others or the nature of an employer.  Many have found employment as soldiers in Ghyr, Denagoth, or the city-state of Thariss.  Traveling monks once wrote of the Hagommerians as one of the great tribes of Neutrality.

Hagommerians have auburn to black hair and pink skin that tans to a reddish hue.  Bastard and two-handed swords are preferred by the men.  Women are fully expected to fight.
Hargans: Little is known of this Antalian-related tribe in the far northwest.  They are noted for burial mounds.

Other Races

Half-elves: After millennia of bad blood between humans and elves, the very idea of a half-elf is abhorrent to both races in the north.  This attitude is carried over towards Wendarians of all races who are viewed as tainted.
The Short Folk: There are no dwarves and halflings native to the Great Northern Wildlands.  The Murians and Wild Elves have never had any encounters with them and could easily mistake them as odd gnomes of which to be wary.  

Gnomes can be found in small enclaves along the Menguls Foothills.  Most are near the Wendarian border, but a few can be seen as far north as the Soreth Spur.  One group has even set up residence at Emyn Lethir.  The gnomes keep to themselves, and the more northern settlements have a wary relation with the Wild Elves and Murians.  All of these gnomes are descendants of Torkyn Fall, the last major gnomish stronghold in the Known World.  

Half-orcs: Though not generally censused on Mystara, half-orcs can be found among the eastern Denagothians.
Frogfolk: The frogmen appeared in the Moors of Chlyras around 800 BC and are believed to be indigenous to the northern region called the Swamp of the Beast.  Rana erectus, the frogman breed indigenous to the Wildlands, transferred their reverence for Stodos, Master of the Icy Wastes, to the land itself.  They regard the moors as the source of all life.  

The frogmen see themselves as the only true people of the Great Northern Wildlands; other races are merely invaders.  They paint their body in brown and white dyes when they go to war.
Humanoids: Orcs are the most common humanoid race in the Northern Wildlands.  Most orcish tribes have settled in the eastern wildlands, between the thickly forested foothills of the Mengul Range and the Forenmark River.  Although the orcs were organized into a loose coalition at one time, each tribe now keeps to itself, trading and warring with its neighbors as conditions dictate.  Orcish tribes living in the south tend to be more organized; some communities mine the nearby hills, work metal, and tend sheep, pigs, and goats.  These tribes also interact with the frogmen of the Moors of Chlyras, and conduct the occasional raid into northern Wendar.

Numerous goblin tribes live on the Adri Varma Plateau and the arid wasteland that lies north of it, as well as in the region where the Muil and Forenmark Rivers join.  Occasionally, they, too, make forays into Wendar, and have clashed with the indigenous human communities living west of the Lethirion River on numerous occasions.

Social Standing

The majority of the Northern Wildlands’ native populations maintain tribal societies under the rule of a dominant chieftain.  An additional layer of power in the Moors is provided by the nuckalavees, who rule over the frogfolk.  
The lordship system of the wild elves and Wendarians is based upon pledged allegiance.  Lords possess incorporated estates to which communities ally.  This allegiance may be broken or transferred to another lordship by the community, but the people run the risk of reprisal.

A commoner may be elevated to a lord in two manners.  He or she may be granted estates by another lord or the King.  In return, the new lord owes fealty, and duties, to his or her benefactor.  Alternatively, an independent community may declare a local defender their lord.  

In a similar vein, a lord may be raised to the status of king by the support of other lords.  Should the High Lords again conquer the Wildlands, the elevation of a second king is a very real possibility.  It is unclear whether such a noble would be considered subservient to Gylharen of Wendar, a peer, or even a rival.  
The wild elves maintain a weakened house-lordship arrangement, but most of the wild elves live in isolation.  Given the current chaotic state of affairs in the north, there is no realistic chance that these elves will unite under a single banner.


Religion 

Faith traditions vary across the Wildlands, and all but the eastern humanoids and Denagothians consider the subject a private matter.    

The Folkways: The Folkways are a common set of beliefs held by many humans native to Wendar and the lower Wildlands, as well as a few elves.  Immortals who figure into the legendry of the Folkways include Ode (Odin), Lok (Loki), and the Lady of the Forest (Djaea).  When entering a building, many rap the doorway three times: “once for Lok and twice for Ode.”

Neuel-ethin Orie: The Precepts of the Korrigans are adhered to by a plurality of Wendarian elves and many humans.  The number of followers has grown since the Elvenstar was granted to Wendar.  The central tenet of the faith is the strength of fellowship.  

The Cult of Idris: The Cult of Idris is a faith imported into the Wildlands by Denagothians and humanoids in the east.  Amazingly, it has spread to some among the wild elves.  These elves have adopted the Idrisian view that they are the creators and destroyers of the world, but they ignore the tenet of racial equality.  The Cult venerates bribery, torture, blackmail, and self-gratification – there is no afterlife in Idrisian theology, only the now.  

Stodos, Master of the Icy Wastes: This alien, evil faith is poorly understood by southerners.  Many frogfolk and a few western humanoids worship the frog-creature, Stodos.  One apocalyptic belief is that the world will one day be covered in ice and all will return to slumber.

Other Faiths and Traditions: The Hagommerian belief system is centered upon self-reliance and self-honesty.  Four Immortals have cosmological significance, but they are not directly appealed to.  Belaptar gave man his strength and steel that he could do; Ga gave man food and game that he could live; Belmos gave man rewards to seek; and, Farban gave man difficulties to overcome.
The Murians faith revolves around the belief that they are fallen people deserving of the harsh life of their home.  This is but a trial, and if they persevere, one day the elves will return to Thalion.  Then the Murians may redeem themselves in the eyes of Taram.

Druidism is the most common religious affiliation for wild elves, but the adherents are a minority.  It is widespread among the frogfolk, even those who follow Stodos or Idris.   


Societies and Organizations 

Natterjacks: this band is composed of frogfolk thrust to the periphery of Chlyrasian power.  They take their members from the weakest of frogfolk society and raid other frogfolk settlements for both supplies and mates.  

Requirements: Weak or outcast
Cost: NA/ All goods
Privileges: A community and protection; potential access to mates and resources.
Responsibilities: Frequent raids on settlements.

Hindrances: Known Natterjacks are under a death warrant. 

Wendarian Pathfinders: this adventurers’ league is composed of individuals interested in exploring the Wendarian periphery.   Pathfinders also serve as scouts for the Wendarian army during wartime.

Requirements: 3rd level, survival skill

Cost: 20 Di/ 5 Di

Privileges: The right to call for assistance from other Pathfinders; adventuring opportunities

Responsibilities: must serve Wendar in times of war.

High Lords of Genalleth: this association is made of elven lords who dream of reclaiming the lost territories of the Northern Wildlands and a return to the glory of the old elven kingdoms.  The High Lords are not monolithic.  They range from the pragmatic House Isiliath to the delusional House Ardon.  

Requirements: membership in the household of a current member.

Cost: 100 Di/ 50 Di

Privileges: Access to political and military planners; adventure assignments, leniency in mistreatment of local commoners

Responsibilities: Answer any call to arms for invasion of the Northern Wildlands

Hindrances: poor reaction from New Genalleth, and humans.

New Genalleth:  This is a society of elven and human intellectuals who work through society to counter the High Lords’ urges for invasion.  They fear the interracial strife will be reborn and that it may antagonize the inhabitants of Wildlands, leading to a counter-invasion.
Requirements:  By invitation after noted opposition to the High Lords.

Cost:  15 Di/ 3Di
Privileges:  Access to certain political thinkers and actors, such as Alfsigr Wendby.  Access to historical records and a small pamphleteering industry.  Minor protection association. 
Responsibilities:  Attend annual conclave; disseminate others’ publications; aid in the defense of other members.
Hindrances:  Many Wendarians of both races see New Genalleth as a bunch of do-gooders stifling adventure.  Members receive a very poor reaction from the High Lords of Genalleth, and the occasional mugging is not unknown.

Northern Brotherhood:  The Brotherhood is a subgroup of the High Lords who are either wholly dispossessed of land or very minor powers in Wendar.  This includes Houses Ardon, Galdenath, and Harenath.  Given their weakened position in Wendar, they are generally the most radicalized and pro-invasion.  
Requirements:  membership in the household of a current member.

Cost:  10 Di/ 2 Di.

Privileges:  In addition to the privileges of the High Lord, members of the Northern Brotherhood can expect adventuring and diplomatic assignments.
Responsibilities:  Acceptance of missions on behalf of the Brotherhood.

Hindrances:  Poor reaction as a High Lord; lower status among the High Lords.
The Steel Brigade:  The Steel Brigade is a Hagommerian mercenary troop that works in Ghyr, Denagoth, and lands north.  At present it is recruiting able-bodied warriors in the tribelands.  
Requirements:  3rd level fighter or thief (need not be Hagommerian).  Must provide own equipment.
Cost:  NA/NA
Privileges:  Monthly payment of 15 silver pieces plus a share of any treasure won.  Lodging and meals covered by the Brigade.  Training in weapons, riding and other skills are available.  
Responsibilities:  A fixed tour of duty.  All treasure must be handed over to the Brigade.

Hindrances: Brigaders suffer a poor reaction from professional soldiers.
 
Language
There is no single common language in the Northern Wildlands today, but Elvish and Denagothian dominate the landscape.  All southern elves and the majority of southern humans speak the Wendarian dialect of Elvish.  It is similar to the language spoken in Alfheim, but there are noticeable differences in some vocabulary (Antalian borrowings and neologisms) and idioms.
Traditionalist human families maintain Renatic, a variant of Antalian that has elements in common with Ranax.  The tendency to use this language increases the further north one goes, and it is very prevalent among human homesteaders in the Wildlands.  Finally, a recent influx of Heldannic-speakers has settled in Wendar, but those that adventure or work in service of Wendar learn Elvish.

Northern wild elves have the Forenath dialect of Elvish as their first language.  This variant is mutually intelligible with Wendarian Elvish (90%).  
The Murians long ago abandoned their ancestral language; they speak a debased version of Forenath Elvish (85% mutual intelligibility with Forenath Elvish; 75% with other dialects).  Common linguistic changes included simplification of most diphthongs, rhotacism of syllable-final -l, and the labialization of terminal -n. (e.g. ui becomes u, tal becomes tar, and lan becomes lam.)
The Wildlands dialect of Denagothian is the language for all humans and humanoids in the east between the Moors of Chlyras and the Mengul Mountains and up to the Soreth Spur.  It is 95% similar to the language spoken east of the Menguls.
The northern Hagommerians preserve one of the oldest Carnuilh-related languages in Brun.
Bullburp is the language spoken by the frogfolk.  It is a difficult language to understand as it mixes traditional human-style vocalizations with clicks and croaks.

Thalish is the common tongue of the humanoids inhabiting the ruins of Thalion.  Thalish belongs to the Orkian language family along with the language of Yellow Orkia in the Broken Lands.
On the stony badlands of the Wildlands periphery, many different humanoid languages are spoken.  The northern trolls and kobolds speak Loarkian languages, and they unknowingly use a fair number of debased elvish words.  The western hobgoblins speak yet another Orkian language.

Currency and Trade 

The Great Northern Wildlands have no formal economy per se, but the various sentients of the region do interact peacefully from time to time.  Barter is the most common means of exchange, but many orcish and Denagothian tribes in the east use Genalleth or Nimbethan coins or, more likely, bits, a metal weight system common on the Denagothian Plateau.  

Genalleth coins, minted by local lords, include the Di (gold), On (silver), and Teci (copper).  Nimbethan coins are the Di (gold) and Ona (silver).  The Wendarian Mark, valued at 5-On, has not yet filtered into the Northern Wildlands.
Some orcish tribes near Nimbeth have recently reopened some of the silver mines, and they are beginning to trade silver ingots and crafts for herbs and fish harvested by the frogmen.  These orcs and their fellow Idrisians produce fur products and herd animals for domestic consumption.
The frogfolk domestically consume large mosquitoes and robber flies along with local herbs and fruits and vegetables.  They recently have discovered that the wild Paradise giant locusts are excellent sources of food.
The humanoids around Thalion practice a bizarre form of artwork using offal and corpse remains that mocks the historic legacy of the city.  Torture is also considered an art.  Their tools and weapons are bronze or stone in make-up.  A few of the more civilized beings have begun trading with the inhabitants of the Midlands and the Adri Varma Plateau.
The wild elves of the Mourning and Girding Woods infrequently barter with each other.  Each household is generally self-sufficient.  

The Murians are semi-nomadic scavengers.  They produce no exportable goods.  

The Hagommerians in the northeast have mastered the techniques of forging steel.  They support themselves with local fish, game, and herbs.  Their primary exports are mercenary services to Ghyr and other countries.

Governance 

Governance in the Northern Wildlands often extends only as far as one’s sword.  Affairs are primarily local, and authority rests with a tribal chief or village head.  In most cases, the able-bodied are required to follow their ruler into battle, supply them with the necessities of life, and perform other duties as ordered.  Specific conventions vary considerably.  Levies are usually paid in the form of service or goods.
Among the eastern humanoids and Denagothians, there is a more established and uniform system of governance, due in part to the Idrisian clergy.  Each settlement maintains an Elders Council of the seven oldest individuals to advise the chieftain.

Lords of the wild elves also make use of elder advisors for domestic issues; however, their authority is absolute in matters of war.
In lieu of a clanhead, each gnomish village on Emyn Lethir is governed by a council comprised of the ten oldest villagers.  The most senior members of the individual councils meet annually at the Great Council.  Taxation is currently 10% of annual production, which is placed in a common repository.
The governance of Wendar is discussed in depth in GAZ F1 Realm of Wendar.  For characters adventuring into the Wildlands, they need only worry about the 5-Tecis per month poll tax paid to their community governor, a 2-Dis seasonal household tax to their estate lord (half in goods or service), and 5-Dis annual realm tax if a character is a free homesteader.  Estate lords are assessed 20-Dis annually.

Crime and Punishment 

The legal system of Wendar is predicated on custom, much like the rest of its governance.  This body of custom is historically referred to as the Nimbethan Code.  The king has explicitly promulgated two crimes and their approved sanctions.  The first is that fraud against the Realm (stealing from government, making false treaties, etc) is to be punished by restitution equaling ten times the amount of damage and permanent exile.  The second law makes involvement with the Cult of Idris punishable by death, with Heroes of the Realm and Lords authorized to perform summary execution if a criminal is caught in the activity.  Those simply alleged to be involved with the Cult must stand trial before the king.

The Genalleth elves and humans beyond Wendar still preserve the basic legal custom, but the Realm-offenses are ignored.

Murder, personal theft, and other crimes are handled by estate lords and local magistrates.  Wergild is still practiced by the Heldannic immigrants, but most other communities punish murder by exile from the community.

The goblins, and the orcish tribes of the eastern Wildlands, are governed by the Redak Idris and the personal views of their chieftains.  The Redak Idris is a religious code of conduct that the Idrisian priests have been promoting among the population.  The current laisse faire attitude of the locals has retarded its full implementation.  The southern orcs, organized into crude kingdoms, tend to have codified laws that outlast individual rulers including simple arbitration systems.

The Wild Elves of the Mourning and Girding Woods follow a loose legal code based on that which existed in Forenath.  Authority lies with the head of the household, who must defer to established precedents.  The general legal principle is that the guilty party compensates the aggrieved through goods or servitude.  Non-elves are summarily executed if caught engaged in wrong-doing.

For the Murian, there are only two punishments: stoning and exile.  The former is reserved for crimes such as theft of food and rape, the latter for murder or retrieving a “holy weapon” without the blessing of a shaman.  

Hagommerian law is based on politeness and honesty – the rudeness of the so-called civilized men draws sneers and a simmering hatred.  Settlement is considered a personal matter, and it typically involves steel.  The need to avenge kith and kin, so common among Antalian groups, is noticeably absent among the Hagommerians.  

The gnomes are governed by traditional gnomish law under which the accused has the right to present their case before a jury of peers.  Trials are rare, but they take months to resolve.

The frogmen are governed by a system called Burruk’gik (obligations) as well as the dictates of the nuckalavee.  The Burruk’gik is a bewildering code that judges behavior based on the physical sizes and mating statuses of the accused and accuser, the severity of the crime, and any impact on the land and the people.  Punishment runs the gamut from tangible restitution, surrendering of a mate, death, exile, slave service to the nuckalavee, or a Leap of Faith.  During a Leap of Faith, the convicted is exiled into the territory of the Frog Giggers.  If the frogman can survive and return with the claw of a Gigger, then he is pardoned of his crime.  Most who survive the initial release simply flee to other areas, thankful to be alive.

Relations with Surrounding 
Lands 

Wendar:  The humanoids and frogfolk are ill-disposed towards the humans and elves of the Realm.  The High Lords of Genalleth press for invasion, but Wendar’s preoccupation with the Kingdom of Denagoth may leave the nation vulnerable should the denizens of the Wildlands organize for war.

Denagoth: The eastern residents of the Wildlands trade sporadically with their co-religionists in the Kingdom of Denagoth, which lies east of the Mengul Mountains.  Despite numerous points of commonality, the Wildlanders have refused to join the banner of the Shadow Lord, and he has made no efforts to bring them within his sphere of control.  Agents of Primate Meddian, head of the Church of Idris, have a greater influence.  Hagommerian mercenaries often fight against the Denagothians and the brutes of the Den Horde, though a small minority will work for the former. 
Ghyr:  The only inhabitants of the Wildlands who have anything close to regular contact with the Kingdom of Ghyr are the Hagommerians.  Occasional Ghyrian adventurers manage to cross the Denagothian Plateau or traverse the dangerous Swamp of the Beast to reach this remote land.  The exaggeration of the exploits of these adventurers by bards has proven a dangerous lure for Wendarian youth, particularly among humans.  Many a young man or elf has trekked into the Wildlands attempting to reach the Prism Throne and become a knight.
Thyatis:  The only contact the denizens of the Northern Wildlands have had with Thyatis took place in the early 10th Century when Thyatian settlers negotiated the region on their way to Ghyr and when legionnaires battled Denagothian forces in the Almarea Forest.  There has been no imperial presence in the region since the Empire recalled its troops.  Thyatis is not in an immediate position to tame the Wildlands, but it does see advantages to the location, and many military historians want to know the fate of the infamous Lost Legion.
MILITARY


There are several military units active, or potentially active, in the Great Northern Wildlands.  Wendarians, frogfolk, humanoids, wild elves, and humans all maintain their own forces.

Almost any Wendarian incursions into the Wildlands will be at the personal behest of an estate lord without the sanction of King Gylharen.  These lords maintain personal companies led by hetmans (captains) who are assisted by aides-de-camp.

There are perhaps 40 estates capable of fielding a 25 man company.  This includes the House of Isiliath, and Lords Orendil, Shalazar, and Wendby.  Estate Companies fighting for their lost strongholds receive the War Machine morale bonus.  There are 10 equivalent troops among the Wild Elves.
Typical Estate Company

Personnel: 25 2nd level characters, usually with 2 wizards

Leadership: Lord or Captain level 9

Troop Class: Good

BR 113

The other Wendarian military unit that has cause to travel north is the Wendarian Pathfinders.  The Pathfinders are experienced wilderness scouts who perform as a service of the people to the people of the Genalleth Valley.
Wendarian Pathfinders

Personnel: 5 characters at name level, 45 between 3rd and 8th with good equipment.

Leadership: 11th level

Troop Class: Average

BR 101

Information for the garrisons at the various Wendarian forts and keeps can be found in GAZ F1 Realm of Wendar.

The inhabitants of the Moors of Chlyras fill three types of units: the common Plague, the Blackguard and the Natterjacks.  

The frogfolk fight in a unit known as a Plague.  Plagues specialize in mobbing (Attack +) and ambush (Trap) attacks, receiving +10 BR for these tactics.  They suffer -10 BR for Envelop and Hold.  Favorable environments include moors, swamps, woods, fog, and twilight.  Plagues do not operate well on open plains.  
The leader of a Plague is known as a Bullfrog, but there are no further rank designations within the unit.  There are seven Plagues scattered throughout the Moors.
Typical Frogman Plague

Personnel: 250 Frog1, 15 Frog 2 armed with poor quality spears and slings.

Leadership: Bullfrog Frog 5

Troop Class: Fair
BR 75
The nuckalavees control the leadership of the Moors, and they maintain their own elite fighting unit, the Chlyrasian Blackguard.  The force encamps 20 miles northwest of Isiliath.
Chlyrasian Blackguard

Personnel: 15 nuckalavee, 30 Frog3 with good spears, slings, and leather armor.

Leadership: Master nuckalavee (12HD)

Troop Class: Elite
BR 350
The raider band known as the Natterjacks specializes in lightning raids, usually performed in conjunction with the presentation of false positioning.  The Natterjacks have a tactical profile similar to Plagues.
Natterjacks

Personnel: 45 Frog1 with average spears and slings.

Leadership: Frog3
Troop Class: Below Average
BR 63
In conflicts with the Wild Elves and humanoids, the Murians use primitive weapons in line with their cultural state.  Should they go to war against Thalion, the men would retrieve a cache of “holy weapons” and intensively train before attacking the city.

Murians

Personnel: 1000 F1 with poor spears or clubs and bolas.

Leadership: F5
Troop Class: Below Average
BR 52
Murians (Thalion Warriors)

Personnel: 1000 F1 with excellent and longswords, plate mail and shield; 50% magical.
Leadership: F5 (Charisma +2, Wisdom +1)
Troop Class: Good
BR 120
The Steel Brigade is a mercenary troop made up primarily of Hagommerians.

Steel Brigade

Personnel: 150 F3, 15 F5 with average weapons (mixed), 20% mounted.

Leadership: F12 

Troop Class: Excellent
BR 147
Towns and scattered settlements of all races can band together for local defense.  Communities of at least 175 have an active Guard.  Militia can be drawn up within 2 weeks.
Typical Town Guard

Personnel: 25 F1 with sword

Leadership: F3

Troop Class: Poor

BR 23

Typical Militia

Personnel: 50 normal beings
Leadership: F3

Troop Class: Untrained

BR 10

The humanoids at Nimbeth and Thalion have standing forces equal in size and quality to a frogman Plague, but they are armed with swords or spears and short bows.
PERSONALITIES

“Retaking the lost provinces is not a matter of proving our strength, or even of enriching ourselves.  It is, quite simply, a matter of claiming our birthright. Our family built Nimbeth and Amoleth, and I vow to you that neither a smooth-talking interloper nor a bastard of Ellareth shall prevent us from rebuilding it.” 
Orendil of House Nimbeth, speaking at a family gathering

The High Lords and Poseurs 
Lord Shalazar: E10, C. Shalazar owns a sizeable estate in northeast Wendar near Amoleth.  He believes that he has a claim to the ancient House of Nimbeth and Amoleth, and he is considering how to best make his case.  Shalazar is also the leader of the High Lords of Genalleth.

Lord Orendil: EF8, C. The only child of Maeglin, Orendil was born in Amoleth shortly before its fall (AC 431), but he grew up in Wendar with his extended family under a pall of self-imposed disgrace over the loss of the last remnant of Nimbeth.  He rebelled against his father’s efforts to cleanse the name of the House of Nimbeth. Today Orendil is determined to reestablish the Kingdom of Nimbeth, but he fears the potential claim of Alfsigr Wendby, and he has been outmaneuvered by Shalazar among the High Lords of Genalleth.  This has driven him deeper into the camp of elvish reactionaries such as the Northern Brotherhood.
Lord Alfsigr Wendby: F5, L.  Alfsigr is one of “Ellareth’s bastards,” a descendant of the king and his human mistress.  He has estates near Wendar.  Lord Alfsigr is opposed to the restoration of Amoleth, particularly if it were by Lord Orendil.

Monstrous Personalities
Aantkh-Nyr: This is a murderous nuckalavee who controls the southern portion of the Moors of Chlyras and parts of the Dark Woods of Baamor.  The residents of Shal Anassyr and Ardon report directly to him.  Aantkh-Nyr maintains the Black Wing Shrine.
Darkstalker: The Fiend of Baamor and his allies are locked away in a prison dimension.  He cannot return to Mystara until the seal at the Black Wing Shrine has been broken.  Should that happen, the Baamor Fiends would take command of the frogfolk and the nuckalavee.  Then they would wage war against the humans and the elves of the Genalleth Valley.  In addition to the abilities ascribed to the Baamor Fiends in the Monsters section, Darkstalker has 17 HD, and can disintegrate or polymorph an opponent 3 times a day each.  His ultimate goal is to unlock the Rage of Chlyras.
Nitka-Sroo: This 15 HD nuckalavee commands the larger portion of the Moors north of Isiliath.  Nitka-Sroo is the overall leader of the nuckalavees and the frogfolk.  Her primary focus is to expand the Moors physical boundaries south and east.  The creature has targeted Eredhon for conquest.

The Leaper: Frog14.  This outcast frogman has adopted the moniker of a legendary figure in frogfolk culture.  To outsiders, he would be considered a force for good.  The Leaper raids the holdings of the nuckalavees, but he is unallied with the amoral Natterjacks.  Unbeknownst to most of the inhabitants of the Moors, the Leaper works in concert with Subaka, a female orc from Eredhon, and Heggazz, a bugbear from the Thalion region.
Subaka: Orc7.  Subaka is a secret follower of He Who Watches, a fact that could result in her death if the Idrisian priests discovered it.  The orc suffers from an overweening pride, but her physical prowess cannot be denied.

Heggazz: BB6.  Heggazz was exiled from the ruins of Thalion four years ago.  The scars from his time as “subject of art” are still visible. Heggazz hides his emotional pain behind a mask of comedy.
Wild Elves
Mountainwalker: EF13.  Mountainwalker is a Forenath lord whose holding sits near one of the Mourning Wood’s peaks.  He often raids other households as well as frogfolk and humanoid settlements to his south.  The Lord of Calindor has occasioned conflict with Lady Mistdancer.
Mistdancer: ET7. Mistdancer is a Forenath Lady who commands three households in the Girding Woods near the Frost River.  She willingly trades with the eastern humanoids.  Should the Dark Lady Botha scour the Wildlands for sacrificial victims, Mistdancer’s people would likely be the first.
Treeclimber: E4.  Treeclimber is the chieftain of a small elven holding in the southeast Mourning Wood.  He is a rarity among the wild elves, trained in both martial and magical arts.  The chieftain is also in possession of the Horn of Assembly, a relic from the time of Forenath.  Treeclimber is presently engaged in a hunt for the Mages Willendall.

Humans of theWildlands
Henadin: F17.  Born Aithan son of Kumal, Lord Henadin is a Hagommerian chief and follower of He Who Watches.  His adopted name is in honor of the great barbarian leader of the east who destroyed Essuria.  Henadin struggles with his fellow Hagommerians to forge a new nation of Law.  
Maegrim: C3.  Maegrim is a cleric among the Murians.  He maintains the traditions of his people.  Should Thalion ever be reinhabited by elves, Maegrim would be among the most vocal proponents for war.

Bearkiller: F2.  Bearkiller is originally from the foothills north of Bynflaare Hall and now wanders the Wildlands in search of his brother.  Bearkiller believes that his younger sibling was a famous knight in a far realm, and he was noted for his blood red saddle.  Bearkiller is accompanied in his travels by an albino dire wolf.  Equipment: club+3.
The Mages Willendall: MU7.  Brothers Randall and Stendall and their cousin Wendall were students at the Glantri School of Magic but were expelled for disreputable dealings.  Through a series of misadventures, these hoodlums have wound up in the Wildlands, earning the enmity and scorn of nearly everyone they encounter.
Renn: F4, N, Str 18, Dex 18.  A Plainsman from Denagoth, Renn adventured in the barbarian lands of the Ice Reach Mountains.  He recently subdued a small white dragon, Caeric, whom he now uses as a mount for small flights (300-600 yards only).  Renn fancies himself a dragon hunter whose trail has led to the Northern Wildlands.

Other Notables

Caeric: Caeric is a small white dragon currently beholden to the Plainsman Renn.  Caeric has thus far concealed his intelligence and ability to speak from his master.  The muzzled dragon wants his freedom desperately, and may entice others to aid him when Renn is not around.  Caeric has a whiny, annoying personality, which limits his ability to gain an ally.
Ravellia: Ravellia is a large black dragon.  She is part of the Onyx Ring, a cabal of Denagothian dragons, as well as the mate of Vitriol (see GAZ F2, Denizens of Denagoth).  She has chosen the Wildlands as her nesting site.

Fafnimorn: Fafnimorn is a large white dragon that controls the Fuin River Gorge.  By birth, he too is a member of the Onyx Ring, but Fafnimorn remains aloof from the other dragons.  He envisions a kingdom of his own stretching from the Wildlands north to the Frozen Sea, but the dragon is contented with his current holding.
Renia: F7.  Renia is a loner of unknown origin.  Somewhere in her history, she found cause to despise soldiers.  She wears a gold ring with the emblem of a kingfisher, and she is secretly questing to find clues to the fate of her kin.  Her quest thus far has led her to Sylvair.  Equipment: chain mail +2.

Mirva: C6.  Mirva is a cleric of He Who Watches, a faith of the barbarian peoples north of Denagoth.  She is a distant relation to Lord Henadin of the Northern Wildlands (not the legendary Henadin).  She is visiting with monks at Bynflaare Hall.  Equipment: mace+2, chain+2, staff of withering.  

Nawanee Shirvanawe: CT7/Sh2.  Nawanee is a female centaur and the leader of Aebryn Lwynn.  The nuckalavee Aantkh-Nyr slew her mate Cephae Wy’maav.

Miridor: E6.  Miridor is a distant nephew of Brendian, the Erendyl Clanmaster.  He is at ease in court environments, having visited many in his 274 years.

Trezantius, Alexander, Thyatian Diplomat: Rake 12.  Lord Trezantius is in Wendar to secure a permanent alliance between the two nations.  Trezantius is an imperial representative but technically not an ambassador.  He has a penchant for wooing attractive females and occasionally takes more than their hearts.

Wittington, Chambers: F2/Merchant 16, Ambassador of Darokin.  Wittington hails from Athenos and has had difficulty with Wendarian weather.  He is interested in the lands that supposedly lie beyond the Northern Wildlands desert, and the Darokinian envoy will sponsor adventuring parties to make contact and scout trail paths.

Sergeant Burrows: H7.  Sergeant Burrows is a retired member of the Thyatian Imperial Engineers Cohort.  He accompanied Lord Trezantius on the journey to Wendar, but he has found the reception given to Halflings chilling of his normal mirth.  He resides in the Thyatian quarter.  Equipment: short sword +1, +3 vs dragons, shield +2, horn of blasting.

Botha: C9 of Idris/Dark Lady 20.  Botha is the ranking Dark Lady of Idris, a special order of Idrisian clerics that seek to emulate their patron and rise to Immortal status.  Botha is beyond the emotional tugs that infect the Idrisian priesthood.  Her plans extend not only to Denagoth, but Wendar, the Northern Wildlands, and Ghyr as well.  When she has mastered the final level of Dark Lord powers, she will seek out Soreth and gather victims from throughout the region.  At that point, she should have a total level of 33-36.
Gevren: F7, Int 16.  Gevren is General of the Denagothian Army.  Should Denagoth’s Northern Army enter the Wildlands via the Fuin River Valley, he will be at its head.  He will also lead the Western Army against Wendar.
Historical Personalities
Ancalimë (BC 7 – AC 339): EF3, N, Int 16, sole child of King Ellareth and his estranged Queen Neldiriel.  Ancalimë was raised surrounded by luxury and often sequestered herself with historical and romance novels.  She was thrust onto the throne upon her father’s death, and eventually led the evacuation Nimbeth at the midpoint of the Third Campaign.  She secured the safety of Amoleth in the south until her assassination in AC 339.

Aranael (BC 662 – BC 184): EF4, C, Cha 18.  Aranael was an unconventional prodigy descended from a line of successful woodcarvers in the Genalleth town of Sylvair.  The artist was disappointed in what he saw as “human-tainted” artistry around Nimbeth.  He resolved to lead like-minded elves to search for a new home – one that would be devoted purely to elvish aesthetic principles.
Aranael became king of the city of Thalion in BC 382.  The establishment of a human slave caste allowed the Thalion elves to indulge in manners that were unthinkable beforehand. Aranael was the most decadent of his court, concerned only with his own depraved pleasure. He met his end in BC 184, at the hands of one of his former playthings during slave revolts that destroyed the city.
Arendyll (BC 347 – AC 103): EF13, C, Str 17, Cha 15.  Arendyll was the only child of King Beldareth’s younger brother, Eldarion. Arendyll distinguished himself at the Battle of Thalion (BC 292), and Beldareth anointed him a prince of Nimbeth. Arendyll’s personal life was less noble; he earned a reputation as a charming philanderer and cuckolder among both elves and humans. 

Arendyll fell victim to his ego, and he saw himself as the natural successor to Beldareth.  He was aggrieved when the crown was passed to the king’s son, Geldarion, but Arendyll remained loyal until repeated instances of cowardice by Geldarion convinced the prince to seize the throne for himself.  His challenge dissolved with his death at the Battle of King’s Sorrow.  The Black Prince had no official heirs, but he had sired many illegitimate children.  To this day, a common Wendarian invective is “Arendyllioth,” or “Arendyll’s (non-elven) child.”
Ellareth (BC 234 – AC 287): EF9, N.  Ellareth was the second son of King Geldarion of Nimbeth, and he spent his formative years at the knee of his grandfather, Beldareth.  Ellareth grew jealous of the attention paid to his brother, Lerian, and he became impulsive and quick to anger.  He blamed his father for the fall of Nimbeth in AC 110.  After Ellareth assumed the throne of Amoleth, he instituted a course of action to reclaim Nimbeth and northern territories that brought him into conflict with other elven lords.  Ellareth later died fighting orcs and Denagothians.  It is known that he had at least two children by his human mistress, and her reputed descendants are sometimes called “Ellareth’s bastards” by Orendil’s faction of the House of Nimbeth.
Geldarion (BC 595 – AC 206): EM3, N, Cha 15.  The only child of Beldareth, Geldarion grew up in the shadow of his father.  Geldarion’s talents rested with diplomacy and art rather than governance or military science.  His landscape paintings (some of which exist today in private collections) and speeches were highly valued.  Geldarion made a major strategic error when he relocated his court to Amoleth and left the defense of the north in the hands of his cousin Arendyll.  After King’s Sorrow and the fall of Nimbeth, Geldarion lapsed into depression and died a lonely man. 
Gwindor (BC 68 – AC 344): EM5, N, Int 16.  Gwindor was the only son of Crown Prince Lerian and his wife, Laurië.  With mounting local dangers, Gwindor accompanied his mother to Amoleth and spent his early adulthood at the idyllic family estates north of the city.  He became a respected scholar.  After Queen Ancalimë’s assassination, Gwindor was convinced by his companions to make a bid for the throne and bring about an enlightened renaissance.  While politicking local lords for their support for his candidacy, Gwindor died in a freak hunting accident.
Maeglin (AC 164 – AC 806): EF7, L, Int 16, Wis 17.  Maeglin was the eldest of Voronwil’s two sons.  He mirrored the political cunning of his father, though his passion was tempered by the wisdom of his Thalion-born mother, Ilyriel.  Maeglin was a skilled tactician whose overall strategy during the Fourth and Fifth Campaigns was one of a series of limited engagements.  The destruction of Amoleth and the loss of his father was a lifelong source of depression.  He devoted his remaining years to cleansing the name of the House of Nimbeth, declaring himself the Last King of Amoleth. His gestures of goodwill did much to rehabilitate his family’s image, but he died with the belief that his family’s honor was still stained.
Voronwil (BC 79 – AC 433): EF6, C.  Voronwil was born to one of Arendyll’s illegitimate daughters.  He was raised in an atmosphere of fear over the revelation of his heritage, but Voronwil came to see history as a denial of his family’s rightful place.  When Queen Ancalimë was assassinated, Voronwil pressed his claim to the throne at Amoleth as an external estate lord.  His candidacy suddenly gained support following the hunting death of Gwindor, son of Larien.  Voronwil tapped into the hero-tradition of the north and his volunteers reclaimed the Fields of Nimbeth from the orcs and Denagothians.  His ruthless ambition was his undoing, as he sought to drive the mountain giant Felzuumath from the walls of Nimbeth.  The giant’s wrath traveled south, destroying both Amoleth and its king.
Beldareth (BC 893 – BC 221): EF27, L, Str 16, Wis 17, Cha 16.  Beldareth was born a second son of an Estate Lord in what is now southern Wendar near the town of Oakwall.  He adventured north and blooded himself against the humanoids of Northern Wildlands.  He led his companions north in search of a magical spring, upon whose site he settled the town of Nimbeth.  Beldareth proved to be a skilled general and able ruler.  He was elevated by his peers to the rank of king following his victory over four Denagothian chiefs at the Battle of Alvar’s Stead.  Beldareth was particularly beloved by the humans under his rule, since he granted them equality with the elves and appointed several as lords.  In his later years, Beldareth spend a great deal of time at a secluded grove in the north.  It was here that he peacefully passed away.

Lerian (BC 291 – AC 428): EF10, L, Str 16, Cha 14.  Lerian was the eldest of Geldarion’s two sons, and was considered by many to be an elf in his grandfather’s image. Although much loved by his soldiers, Lerian was an emotionally distant man who had little time for his family.  It was widely anticipated that Lerian would one day take the throne, but the Crown Prince was so aggrieved over the massive loss of life during the Battle of King’s Sorrow that he renounced his claim to the throne and dedicated the rest of his life to protecting the people of the realm.  Lerian refused to give support to those who sought to depose his younger brother Ellareth.  Those same conspirators later publicly denounced Lerian, but failed to goad him into action.  In his infirmity, Lerian was unable to assist against the giant Felzuumath, and he died shortly before Amoleth’s destruction.  Today, Lerian’s Tower retains a mystique – assignments to its garrison are coveted by elvish Wendarian soldiers.
Miriel (BC 858 – BC 194): EF2, N, Int 17, Cha 16.  Miriel was born in the Forest of Bounty to a family of elven stewards.  At the town of Oakwall, she met a young, ambitious elf named Beldareth, whom she followed north and wed.  The king often relied upon her ability to read people’s feelings and intentions.  Queen Miriel was known as a lively, witty conversationalist who could set almost anyone at ease, and who brought much joy to the court at Nimbeth.  During Nimbeth’s heyday, Miriel planted within the old city walls a wondrous garden with cuttings and seeds from the Forest of Bounty, the remnants of which still exist. After her husband’s death, Miriel withdrew from public life and finally returned to the Forest of Bounty to be with her dying sister.  Miriel died within a week of sister, and her body was borne in a somber procession back to Nimbeth, where she was entombed in her garden.
SPECIAL RULES FOR THE NORTHERN WILDLANDS

Characters adventuring in the Great Northern Wildlands likely hail from outside the region.  Wendarians have the most immediate access to the Wildlands, but characters from other nations can find cause to journey to the land.
GAZ F1 Realm of Wendar presented rules for creating Wendarian characters.  Many of those rules are incorporated here.  In addition, this section also covers characters indigenous to the Wildlands: wild elves, Murians and Hagommerians, and frogfolk.
Players wishing to play dwarves, halflings, or gnomes are advised to consult their treatment in Realm of Wendar.  Those interested in using humanoid characters are encouraged to examine both GAZ 10 Orcs of Thar and GAZ F2 Denizens of Denagoth.


WENDARIANS
This section also covers elves and humans living in the southern third of the Wildlands.

Wendarian humans can be trained in any of the standard classes without restriction.  Because of crossbreeding, humans in Wendar tend towards greater longevity – roughly 20-30% more.  
As a consequence of the cultural development of the Genalleth, few Wendarian elves are fighter-mages.  To qualify for this path, an elf must have 14 in Intelligence and 13 in either Strength or Dexterity.  

All standard human classes are available to the elves, although the majority of northern elves tend to be fighters.  These characters possess the standard elven abilities such as detecting secret doors and immunity to ghoul paralysis.  To compensate for this slight advantage over humans of the same class, an elf does not receive a hit point bonus beyond 10th level.

Elven fighters use a d6 hit die, and they receive only +1 at 10th level.

Elven thieves (scouts and adventurers) use a d6 hit die and a cleric’s XP progression.

All elven classes receive the racial bonus against Dragon Breath at the appropriate XP level.  If weapon mastery is used in your campaign, an elven character receives an initial mastery allotment as determined by his or her class, as would a human.
Wendarian elves are not as long-lived as elves elsewhere.  Most elves are considered old by the age of 500, and 600 is the commonly accepted limit for pure or nearly pure elves.  Elves that live to the age of 700 are extremely rare.
Starting Skills and Language
Wendarian elves and humans of common class must take a laboring skill (Mining, Agriculture, Fishing, Logging).  Characters from the larger towns may substitute a professional skill (tailor, etc), and those from Genalldhon may substitute an artisan skill.

Noble-born characters must take riding and etiquette.  History (Genalleth Valley) and Self-Control are recommended but not required.

Wendarian fighters must take bravery, clerics honor and a history skill, and magic-users a history skill and a knowledge skill.  Thieves must take two of Survival (Terrain), Tracking, Signaling, Appraisal, and Bargaining.

A human character from Wendar or the southern third of the Wildlands must choose whether Renatic or Elvish is his “first” language.  Heldannic émigrés in Wendar face a similar choice.

The standard language-package for elves is replaced by Elvish (Geffronell), Denagothian, Orcish (Kevareth), and one of Glantrian, Heldannic, Renatic, or Thyatian.
Wendarian Names
Elven, Male: Aledhorn, Alvar (Renatic loan name), Antirion, Aranael, Arendyll, Aurion, Beldareth, Dylian, Ellareth, Feasar, Geldarion, Gwindor, Ilsundal, Korgrim, Lerian, Lossemir, Maeglin, Mealidel, Meetholan, Menathian, Menelo, Miridor, Mornanor, Orendil, Perelay, Shalazar, Sylarion, Vanistar, Voronwil
Elven, Female: Ancalimë, Idris, Eleesa, Nione, Sylidair, Indlath, Indun, Lyranna, Angalomë, Eldalomë, Sindaya
Renatic, Male: Abban, Aidan, Alfred, Alfsigr, Alvar, Amarlric, Aodh, Ari, Arvid, Camla, Conan, Connor, Cormac, Dara, Derik, Desmond, Elric, Gwenael, Gylharen, Kelvin, Kendall, Lief, Nash, Qarnt, Sean, Wendar

Renatic, Female: Agnes, Aine, Alfhild, Astrid, Bairbre, Belinda, Ethelinda, Enya, Erin, Finn, Fiona, Maeve, Siofra, Stelle 
Renatic Surnames: Most Renatic surnames are now maintained across generations.  They are formed by attaching –sen/son to a male name, -by or –bei to a location, or they have some occupational connotation.  A surname ending in –dottir indicates that control of the family was historically in female hands.
Heldannic, Male: Alvar, Fridrik, Geoffery, Hakan, Halldor, Haraldur, Hinrik, Johann, Jonatan, Korgrim (elven loan name), Kristjan, Larus, Olafur, Oskar, Pall, Rannulf, Rogan, Thorir

Heldannic, Female: Anna, Brynja, Frida, Fridrika, Gudrun, Halldora, Hanna, Hildur, Johanna, Kristjana, Lara, Margret, Maria, Pala, Sindri, Svana, Thordis, Unnur, Valdis

Heldannic Surnames: Surnames are traditionally formed by appending –dottir or –sen/son to a parental name or affiliated object (such as Hammer).  Localities are also used with the suffix “bei.”  

WILD ELVES
The Wild Elves of the Mourning and Girding Woods are similar to the Wendarian elves in that they are primarily single classed.  To be a fighter-mage, a wild elf must have 15 in Intelligence and 13 in either Strength or Dexterity.  Magic use is a rarity, and clerical powers are not much more common.  

To cope with the brutally harsh environment of the north, a wild elf must have a Constitution of 10.  Weaker individuals inevitably perish before attaining majority.

For arms, the bow, spear, dagger, and short sword are most common.  Plate mail and banded mail are nonexistent, and chain mail is rare.  Most armor is hide, leather, studded leather, or scale mail (reserved for lords).

Wild elves receive a -2 reaction penalty from anyone other than another wild elf.  If the other party contains Murians, the penalty is -3.

Skills and Languages

All wild elves must take the following: survival (alpine forest), signaling (horns), and a labor or noble skill.
The language package includes: Elvish (Forenath), Denagothian, Elvish (Murian), and either Kobold (Sorethan) or Bullburp.
Wild Elf Names

The naming convention for the wild elves has been to use evocative descriptors such as Darkstalker, Mountainwalker, or Mistdancer (albeit in elvish).  Traditional names have not totally vanished, but they are far less common than in Wendar. 


MURIANS and HAGOMMERIANS
The Murians and Hagommerians are two related, but culturally disparate, groups of humans in the north.

The savage Murians have limited technological resources.  The net, lasso, sling, bola, and weapons of bone/stone (spear, arrow) or simple wood (staff, club) are the only tools commonly available to starting characters.  The traditional burlap oversuit provides some protection (AC8).

Should the Murians ever war against Thalion, the fighters will retrieve their “holy” steel weapons and armor cached away at Emyn Lethir.

Murian characters must take survival (poor grasslands), signaling (hoots), hunting, and domestic skills (basic cooking, sewing, etc). 

Murians receive a -2 reaction from others, and -3 from wild elves.

The Murian language and names are derived from Forenath Elvish.

The Hagommerians are more developed than their cousins, and steel weapons, especially bastard and two-handed swords, are common.  Armor is mostly hide, leather, or scale mail.  A few individuals have acquired chain or plate mail from Ghyr.

Hagommerians must take: survival (northern grasslands), hunting and either forging or weapon-making.

Hakomons (see Gaz 12) are acceptable substitutes for magic-users for both Murians and Hagommerians.  And totemic shamans (see Gaz 14) can replace clerics among the Murians.
Murian, Male: Aranaer, Aredom, Leram, Maegrim, Meethoram, Orent, Diram, Vam
Murian, Female: Aprim, Idra, Imdum, Lorana, Erdaroma, Mera, Nohn, Vash
Hagommer, Male: Aithan, Allard, Amalric, Conan, Ethraill, Eanbotha, Etrus, Hanumar, Kumal, Mardigan, Melwyn, Merlin, Rotheachta, Tomar
Hagommer, Female: Alana, Arweena, Bourdiga, Cruainn, Eamhua, Ethilinda, Gwaenyth, Meghan, Mirva, Morgan 

Hagommer Surnames: Hagommerians do not employ surnames or secondary names.  If further clarification is needed, they will reference a notable event, ex. “Alana, who walked the mountain line” or “Tomar, Slayer of Two Trolls.”

HUBRIS and PRIDE
Elves attached to ruling houses are extremely proud and feel an obligation to defend their house’s honor and to challenge traditional rivals.  Should the DM determine that an occurrence has pricked a character’s pride or vanity, that character should be forced to make a Self-Control check.  Failure indicates that the character does something rash such as offering or accepting a duel or challenge.  
Failure to uphold the house’s honor results in a shame-induced, non-magical Blight until honor is restored.  
This pridefulness worsens as the elves enter the Wildlands.  For every 24 miles north of Nione’s Shrine, penalize the check by -1 (up to a maximum -5).  

Wild elves and Murians must similarly make Self-Control checks whenever they accidentally encounter a human or elf, respectively.  Failure indicates that the PC immediately attacks.

SOCIAL STATUS
	d00
	Social Standing

	01-05
	Commoner, Outcast

	06-20
	Commoner, Struggling

	21-70
	Commoner

	71-89
	Commoner, Well-Off

	90-99
	Commoner, House of a Lord

	00
	Estate Lord*
1d20

   1-3     Thalion allied

   4-5     Shalazar allied

   6        Orendil allied

   7        Alfsigr allied

   8-13   minor High Lord

   14-20 unaligned lord


Social standing can be either chosen or randomly determined.  Wendarian Elves add 5 to their roll, while natives of the Wildlands subtract 5.  A commoner who is in the house of a Lord is usually a family member (cousin or child), but it can also include a devoted servant.  
A Wendarian character who naturally rolls 00 is a young estate lord whose parent has just died, and he will be faced with the attendant problems of that scenario.   All human lords begin unallied or allied to Alfsigr (player’s choice).  With permission of the DM, players of elven lords can choose their standing regarding the High Lords; otherwise, they should roll 1d20 and consult the alliance chart.  
Murians and frogmen can only be Outcasts or Struggling, while Hagommerians, Denagothians, and humanoids can attain Commoner level.  For wild elves, treat Well-Off as Commoner status.  Wildlands natives do not check the alliance chart.

Social standing does not impact a character’s starting gold.  For Wildlands natives, starting funds will rarely be in the form of currency but in goods of equivalent value.

FROGMAN CHARACTERS
Frogmen are a new PC race that may be inserted into any campaign.  Although they are presented as the principal inhabitants of the Moors of Chlyras, frogmen can be found in small groups throughout northern Brun, Alphatia and Skothar.
Frogmen are generally lean of build, and they stand only 5 feet high.  Their natural advantage is in hit-and-run tactics using their leaping and hiding abilities.  They can live up to 60 years, but their lives are often cut short in the violent wildlands.  A frogman is considered mature at 10 years of age.  The frogfolk are still somewhat primitive technologically, and their natural combat style disfavors heavy armor or weapons.
Frogman

Prime Requisite: Dexterity and Constitution. 

Attribute Roll Modifiers: +1 Dex, Con; -1 Int, Cha
Attribute Limits: Str 6/17, Dex 8/18, Con 6/18, Int 3/16, Wis 6/18, Cha 3/16 

Hit Dice: 1d6 per level up to 9th level. Starting at 10th level, +2 hit points per level, and Constitution adjustments no longer apply. 

Armor:  Leather only; shield permitted if less than large-sized. 

Weapons:  Armaments are typically light, one-handed weapons (dagger, short sword, club, mace), or staff-like two-handed weapons (quarterstaff, spear, trident, javelin); however, frogfolk have no restrictions on weapons.   

Combat and Save Progression: As Thief of same level. 
Special Abilities:  Amphibious, leaping, Thief abilities (Climb Wall, Hide in Shadows), natural weapons.

Special Hindrances: Slowness, dehydration
Spellcasting: Frogmen may become shamans (limit 6th level).

Weapon Mastery:  Begin with three weapon choices.  In lieu of future mastery development, a frogman improves his natural weapon use.  Optionally, the frogman can spend skill slots for advanced mastery with standard weapons.
Amphibious:  Like common frogs, frogmen spend the first phase of their lives in water after hatching, although they do not pass through a tadpole stage.  Shortly before reaching adulthood, their gills become vestigial, and are replaced by lungs.  Adult frogmen can hold their breath for a number of minutes equal to their Constitution score.

Leaping: Frogmen are capable of leaping considerable distances and heights relative to their size.  This ability improves over time, but leaping is always physically taxing.  A frogman may leap a number of times equal to their Constitution score during a given day, after which they must rest for at least one hour.  Further, he must be lightly encumbered. 

Thief Abilities: frogfolk can climb walls or hide in shadows in natural environments as a thief of the same level.

Natural Weapons: A frogman can kick an opponent for 1d6 points of damage.  At higher levels, this damage increases, and the frogman can use the kick to disarm, knock down, or stun an opponent.
Slowness: Despite their agility, the frogfolk are slow walkers, moving only 90 feet per turn (30’ per round).

Dehydration: Frogmen thrive in environments where the air has considerable moisture; they cannot survive for prolonged periods in dry climates, such as deserts.  They suffer the effects of dehydration twice as quickly as other races, but are not particularly vulnerable to fire and heat attacks.

Starting Skills
A frogman must take the following skills when he or she is created:  Hunting, Survival (moor/swamp), and the thief skills Climb Walls and Hide in Shadows.  For the two thief abilities, skill slots are necessary for the original purchase, but they are not required for further skill progression.  Frogmen also receive the Swimming skill as a bonus.

Languages: Frogman characters start with their native tongue, Bullburp, and one of Elvish (Genalleth), Denagothian (Wildlands dialect), or Thalish (the general western humanoid language).  This does not grant literacy in said languages.  At the cost of two skill slots, a frogman may learn the language of the nuckalavee surreptitiously; however, such knowledge is potentially lethal should the nuckalavee discover this.  

Bullburp is a complex language that blends croaking and clicking with human articulations.  It is extremely difficult for other races to master – PCs of other races wishing to learn it must spend a skill slot to do so, and even then it will only be at half of their Intelligence score.

Frogfolk Names
Male: Ben, Bud, Burrug, Er, Grbac, Gribbit, Henson, Jabba, Jim, Kermit, Krum, Pol, Roak, Tad, Tibbir, Wart, Wog  
Female: Gub, Gurk, Heqet, Jara, Keret, Nass, Pakwa, Polly, Ran, Raya, Weis 
Types of Frogfolk 
There are three recognized breeds of frogmen, although one is sufficiently different to warrant its own treatment.
Rana boreansis: This breed of frogfolk is found in the more northerly latitudes, such as in the Swamp of the Beast.  To deal with the fierce arctic winters, R. boreansis hibernates in underground hollows.    

Rana erectus: This is the common frogman of the Moors of Chlyras.  They are typically green-brown in coloration.  Splotching and striping are not uncommon patterns. 

Bufo maximus: The poisonous B. maximus of the Adri Varma Plateau is a related creature, sometimes called a toad-man.  B. maximus has adapted to the climatic pressures of its home region.  It will be discussed in more depth in the upcoming gazetteer covering that land.

Other Game Systems

The Northern Wildlands is useable for game systems other than OD&D.  Here are guidelines for translation.

Under First Edition AD&D, Elves have no level limit if they are single-classed, but they are subject to racial limits if they multi-class.  Thief-acrobats and monks are culturally incongruous with the setting, but cavaliers are a good choice for noble-born characters and barbarians exist among the wild elves, northern humans, and humanoids.  Paladins are unknown but not impossible.
Under Second Edition AD&D, the following kits are appropriate to Wendarians: cavalier, noble warrior, peasant hero (the most popular kit), adventurer, bandit, scout, scholarly priest, academician, militant wizard, mystic, patrician wizard, infiltrator, collector, explorer, and peasant wizard.  Wilderness warriors can be found near the Dark Woods of Baamor, and Heldannic refugees can be berserkers.  Other kits of the region are: herbalist, huntsman, justifier, pathfinder, and stalker.
Wild elves would not typically be academicians, mystics, scholarly priests, or patrician wizards.  They could be barbarians, wilderness warriors, semi-bards (elf minstrel), wilderness runners, archers, feralans, or mountain men.

Murians are mostly savage warriors, while the Hagommerians are wilderness warriors.

Good Wendarian choices for a specialist wizard are Divination, Enchantment/Charm, Alteration or Abjuration.  Wild elves are limited to Alteration, Abjuration, and Evocation/Invocation.  

Note: Mystaran elves mature in about 20 years, similar to the other races.  Adventuring is typically done during the first 100 years of life.  Also, bladesinging does not exist.

Most Third Edition AD&D prestige classes are incompatible with Mystara in general.  Monks are wholly absent from the Wildlands.      
MONSTERS


The Great Northern Wildlands are an untamed region rife with monstrous creatures.  The majority of encounters are with normal and large animals or humanoids, but more dangerous foes are present throughout the land.  This list of likely monsters includes creatures found in both the Rules Cyclopedia and the Creature Catalog.

Mengul Mountains:  carrion crawler, cave toad, black, blue and white dragon, wyvern, orc, wight, wraith, Denagothian, dire wolf, mountain or cloud giant (latter high altitudes only), grizzly bear (lower altitudes), mountain lion (lower altitudes), ochre jelly, rock rattler, roc
Soreth Spur: carrion crawler, rock rattler, roc, cave toad, beholder, hook horror, hulker, kobold, rust monster, shadow, wight, wraith, specter, frost salamander
Black Ridge Mountains: carrion crawler, black pudding, grey ooze, rock rattler, dire wolf, roc, cave toad, hook horror, hulker, owl bear, roper, black and white dragon, wyvern, mountain and hill giant, ogre, goblin, skeleton, wight, frost salamander, Denagothian brute, giant insect, grizzly bear, cave bear, orc
Mengul Foothills: carrion crawler, rock rattler, mountain goat, dire wolf, eagle, black dragon, Denagothian, gnome, orc, skeleton
Lethirion Hills: carrion crawler, rock rattler, rhagodessa, spotted lion, rock baboon, cave toad, rust monster, gnome
Almarea Forest and Fuin River Valley: archer bush, black pudding (local variety white), carrion crawler, giant and normal moose, purple worm, rock rattler, grizzly bear, lynx, dire wolf, eagle, giant shrew, killer frog, owl bear, roper, shadow, wyvern, Denagothian, gnome, bugbear, green and white dragon, giant black widow spider, giant crab spider, giant wood spider, ghoul (Fuin), Skeleton (Fuin), specter (Fuin), wight (Fuin), wyrd (Fuin), zombie (Fuin), ghostly horde
Darkling Woods: actaeon, giant and normal moose, giant black widow, grizzly bear, dryad, dire wolf, eagle, stirge, normal and giant bat, normal and giant rat, giant shrew, killer frog, coltpixy, owl bear, lesser phantom, wychglow, pixie, sprite, whipweed, sidhe, stranglevine
Girding Woods: black bear, boar, fallow deer, giant and normal moose, purple worm, lynx, normal wolf, normal and giant hawk, owl bear, wild elf, kobold (far north), giant wood spider, Murian
Mourning Woods: giant and normal elk, fallow deer, Murian, lynx, normal wolf, lesser banshee, dryad, wild elf, vision
North: rock rattler, giant racer, cave bear, lynx, snow leopard, stirge, rock baboon, cave toad, hook horror, hulker, hypnosnake, rust monster, wyvern, Hagommerian, fungoid, kobold, troll, frost salamander
Northwest: rock rattler, giant racer, spotted lion, wild dog, rock baboon, cave toad, hook horror, Murian, Hargan, fungoid, revenant 
Eredhon Plains: robber fly, tiger beetle, giant racer, cow, sheep, normal rat, giant weasel, unicorn, wyvern, ghostly horde, Denagothian, orc, skeleton, zombie, ghost
Nimbeth Fields:  robber fly, giant racer, cow, sheep, goat, normal and giant raven, ghostly horde, Denagothian, orc, hobgoblin, skeleton, ghost, vision, normal and dire wolf, frogman (west), normal elk, giant locust, normal and giant rat, goblin, lesser wyrd, wraith
Moors of Chlyras: red grouse, merlin, hen harrier, sky lark, meadow pipit, twite, peregrine falcon, sheep, deer, carrion crawler, green slime, caecilian, giant leech, normal wolf, stirge, normal bat, normal and giant rat, killer frog, gargantuan pit viper, nuckalavee, water weird, wychglow, white, blue, and black dragon, pixie, sprite, ghostly horde, Chlyrian slug, Gigger (lesser), frogfolk, skeleton, zombie, ghoul, apparition, wyrd, whipweed, spectral hound, pixie, wild dog, robber fly 
Legacy of Paradise: fallow deer, giant ferret, insect swarm, giant locust, stirge, vision, wildcat, goblin
Thalion Valley: pit viper, giant crab spider, spotted lion, ghostly horde, ghost, poltergeist, kobold, orc, bugbear, goblin, hobgoblin, skeleton, lesser phantom, vision, wyrd
Forest of Bounty: fallow deer, Giant and Normal Elk, wood and hunting spiders, black bear, normal and giant boar, normal and dire wolf, giant owl, normal and giant porcupine, normal and giant skunk, giant ferret, coltpixy, dryad, treant, bugbear
Baamoroth: caecilia, giant and normal moose, carrion crawler, giant centipede, giant slug, giant snail, wood and shroud spider, black bear, normal and giant boar, normal and dire wolf, giant weasel, giant poisonous frog, frogman, lynx, nuckalavee, centaur, ghoul, specter, ghost, skeleton, lesser haunt, apparition, wyrd, nightcrawler (trapped within the well of power), owlbear, spectral hound, Baamor fiend (trapped within the well of power)
Western Wastes: giant ant, robber fly, giant and normal scorpion, tiger beetle, pit viper, spotted lion, giant tuatara, rock toad, manscorpion, troglodyte, orc, skeleton, hobgoblin
Swamp of the Beast: purple worm, giant leech, stirge, giant poisonous frog, killer frog, gargantuan troll, hook horror, hulker, nuckalavee, roper, water weird, wychglow, black dragon, wyvern, dragonfly, troglodyte, frogfolk, fungoid, frost salamander, Gigger (lesser and greater)
On the following page are three creatures particular to the Moors of Chlyras and the Dark Woods of Baamor: the Baamor Fiend, the Gigger, and the Chlyrian Slug. 


	Baamor Fiend

	AC
	0

	HD
	13**********

	Move

Leap
	60 (20)

150 (50)

	Attacks
	2 claws/ 1 bite or

1 kick or

1 knockdown or
1 tongue lash

	Damage
	1d3 (x2)/2d8+2 or

2d8+4 or

Stunned or
captured

	No. Appearing
	1 (1d6)

	Save As
	IM1

	Morale
	Special

	Treasure Type
	C

	Anti-Magic
	25%

	Power Points
	100

	Int/Str/Con
	1d8+15

	Charisma
	1d10+1

	Wis/Dex
	1d20+2

	Alignment
	Chaotic

	XP
	10,850


Baamor Fiends appear as 7’ tall humanoid toads and are similar to Croaking Fiends.  These monsters do not need to breathe, eat, or sleep, and they are immune to energy drain, disease, aging, and mind spells.  They suffer 1 point of damage from a vial of holy water, and the enraged fiend concentrates his attacks against the thrower.

Like the frogfolk, a Baamor Fiend can use its leaping ability to knock down an opponent.  The creature can also ensnare a victim within 10 feet with its tongue (AC5).  The victim is automatically bitten for double damage.  
Baamor Fiends receive a +2 bonus to all surprise and initiative rolls, can control undead as a 33+HD liege, and can use any Dark Lord power up to 7th level, as a 36th level caster.  These powers are described in GAZ F2 Denizens of Denagoth.  If that work is unavailable, treat the Fiend as able to cast any druidic spell and any harming clerical spell at 36th level.  
Finally, a Baamor Fiend, may attempt to summon one its fellow Fiends (3x/day, 15% success).


	Frog Gigger

	
	Lesser
	Greater

	AC
	2
	1

	HD
	6
	9

	Move
	150 (50)
	120 (40)

	Attacks
	*** 2 claws ***

	Damage
	1d6+3 x2
	1d8+3 x2

	No. Appearing
	0 (1d3)
	0 (1d2)

	Morale
	8
	10

	Treasure Type
	None

	Intelligence
	**** 5 ****

	Alignment
	Neutral (evil)

	XP Value
	275
	900

	Habitat
	Marsh, Moor


Frog Giggers are the bane of the inhabitants of the Moors of Chlyras and the Swamp of the Beast.  The Giggers are hook beasts and thus related to hulkers (aka umber hulks) and hook horrors.  Unlike its cousins, this creature resides above ground, and it has no special detection skills.
The Frog Gigger stands 8 foot with a gangly, vaguely-humanoid frame with a counterbalancing tail.  It has a protruding maw that is equipped with a holding pouch similar to a pelican, but the creature cannot bite with much force.  Its namesake weapon is the elongated, barbed claw on the forefinger of either hand.

If the monster hits the same target with both gigs in the same round, it can automatically rend its victim the next round (2d6+6).  A target must be recaptured before it can be rended again.
The Frog Gigger’s primary diet consists of frogs and fish, but frogfolk are preferred.

The greater Gigger stands 10 feet, and in lieu of clawing it can tailwhip anyone within 10 feet.  The victim must save to dodge or be knocked down and stunned for a round.  The greater Gigger is only found in the Swamp of the Beast, but the lesser breed is found both there and the Moors of Chlyras.




	
Chlyrian Slug

	AC
	8/3*

	HD
	10*

	Move
	60 (20)

	Attacks
	1 trample/ 1bite

	Damage
	2d6/2d6

	No. Appearing
	0 (1d2)

	Morale
	10

	Treasure Type
	J

	Intelligence
	2

	Alignment
	Neutral

	XP Value
	1,750

	Habitat
	Moors, Swamps


This breed of giant slug is a rare native to the Moors of Chlyras.  The frogfolk have recently tamed the creature for use as a beast of burden and as a transport.  More recently, they have envisioned the slug as a mobile battle platform.

The Chlyrian Slug stands 15 feet, spans 10 feet wide, and stretches 30 feet in length.  Rumors say the creature can even reach up to 60 feet in length.  Color ranges from grey to brown.

The most notable feature of these creatures is that they continually secrete an adhesive coating that picks up loose debris to create a protective shell.  In areas where rock is prevalent, this coat is the equivalent of plate mail; in less debris-rich environs the defensive strength is less.  Unarmored portions are AC8.
The slugs are normally docile, but trained ones can be goaded into trampling opponents (save vs Death Ray to avoid).  Its natural defense is by biting via its tongue-like appendage.

The slug feeds on the nutrient contents of the heather and soil.  Giggers avoid the Chlyrian Slug.  The Gigger will not consume any part of a slug carcass.  

Load: 20,000 cn at full speed; 40,000 cn at half speed. 

LEGENDARY ITEMS OF THE NORTHERN WILDLANDS

Many relics from the Wildlands’ past are hidden away, waiting for brave adventurers to earn them.
The Sword of Nimbeth: This sword was wielded by Beldareth as he established the realm of Nimbeth, but it was lost during his campaign to retake Eredhon from the frogfolk.  Despite years of searching, Beldareth was never able to recover his treasured blade. The Sword of Nimbeth is an ordinary-looking normal sword; the only adornment is a small ruby in the pommel, carved into the shape of a four-pointed star.  The weapon functions as a longsword +3 blade.  Upon command, the sword has the ability to increase the wielder’s Strength to 18 three times per day, for six turns.  Once per day, the sword can inspire (as a bless spell) all allies within 100 yards.  These powers are immediately known to whoever draws the sword. 
Aranael’s Crown: Shortly after making himself king of Thalion, Aranael had a crown of exquisite beauty crafted. It is said that his former slaves refused to take it after their revolts brought Thalion down.  Many believe that the crown rests in or near the ruins of Thalion, but none have found it. The golden crown resembles a delicate laurel of maple and holly leaves, and glows subtly in darkness. Designed to enhance its wearer’s presence, Aranael’s Crown will increase the wearer’s Charisma by four, up to a maximum of 18.  Three times per day, the wearer may cast either charm (with save -6) or mass charm.  
[Alternatively for AD&D and 3e, the wearer may create an aura of glamour. This effect lasts 1d6 hours, and anyone within 50 feet of the wearer must make a save vs. Spells, or become convinced for the duration that the wearer is almost divine in every respect. – Editor]

Vials of Nimbeth: These are vials of water taken from the magical spring located in the ruined city of Nimbeth. During the city’s heyday, caretakers collected a limited amount of water at set times during the year, which were then blessed and placed into specially prepared vials. Some of these vials survive to the present day, and can be found in treasure hoards. Drinking a vial of Nimbeth will convey the same benefits as consuming a potion of cureall. In all cases, a person must consume the entire contents to be healed.  
Horn of Assembly: The Horn of Assembly was carried by the first Forenath elves into the Northern Wildlands.  It became a symbol of the kingdom’s unity before the Idrisian plague pitted humans and elves against one another.  The Horn was lost for centuries afterward, but Lord Treeclimber recently recovered the magic item at a ruin in the Legacy of Paradise.  The Horn can be used as a normal hunting horn or as a horn of blasting.  In addition, the user may announce his position once per month.  Anyone of the user’s choosing within 500 miles will hear the call and know the direction of the sound.  Selected listeners may be particular individuals, all at a location, or members of a given racial group.  Finally, the user may summon all listeners once per year.  Listeners must save against spells -4.
Haunted Helm: The Haunted Helm once adorned the head of a Hagommerian adventurer and follower of He Who Watches.  This hero died while banishing the Baamor Fiends, and his Helm remains at the Black Wing Shrine.  The item is a large helmet with a “T” opening and slight fringes on the side.  It is inlaid with gold and ivory.  The item is now cursed.  The owner will suffer nightmares of barbarians (battles between Hagommerians and Denagothians) and be drawn north into the Fuin River Valley to face Fafnimorn.
The Holy Cache: The Cache is an assortment of steel weapons and armor hidden at Emyn Lethir by the Murians.  These items are considered taboo until the time to destroy Thalion arrives.  Half of the items are normal, high quality equipment.  The other half is magical.
Lasting Blade:  The Lasting Blade is a normal sword +5, +8 vs. evil that is part of the Holy Cache.  The wielder regenerates 1 hp/rd while the sword is drawn.  Should the wielder die, the Lasting Blade will teleport itself back to Emyn Lethir.

The Rage of Chlyras

The Rage of Chlyras is not quite a magical item, but neither can it be accurately described as a monster.  It is the embodiment of the rage and pride that has been generated over the millennia in the Wildlands.  The Rage was focused by the Baamor Fiends during a lengthy ceremony, but its release was interrupted when the Fiends were banished.  

Since then, the Rage has slowly been growing, and the climatic changes seen in the Wildlands have been accelerated as the Rage seeks to physically manifest itself.  There is a small positive feedback between the Rage and the harsh feelings among the inhabitants of the region.
Should the Baamor Fiends return, they would complete their ceremony and give the Rage a physical presence.  This manifestation is marked by the eruption of standing stones in the Moors.  These stones slowly accelerate in a circular path until they collapse inward, disappearing once more into the ground.  

Anyone trapped within the circle of stones is consumed by the Rage.  The frequency, sizes, and locations of these “mouths” vary.

The Rage cannot be damaged by physical or normal magical attacks, but protection from evil will preserve the caster.  The welling of the Rage is detectable with either detect magic or detect evil.

The manner of defeating the Rage, if it is even possible, is left to the DM to tailor for his or her individual campaign.
ADVENTURES


This section includes a series of adventuring ideas for the Northern Wildlands for Wendarian characters.  The adventures are thematically grouped into mini-campaigns to give a sense of cohesion.  While the mini-campaigns are written as a progression, adventures from one mini-campaign could be interlaced or reordered with those of another.  The level suggestions could also be modified to better suit your campaign needs.

Into the Wildlands (Levels 1-4)
The characters are drawn north beyond the reach of Wendar for the most unlikely of reasons: teenage love.  Goaded by his rivals, a young, boastful elf with House Ardon has fallen victim to his pride and agreed to take his love, an Isiliath daughter, to see the ruins of Ardon.  The characters are sent to retrieve the foolish pair before the dangers of the Wildlands claim them.

The Hound of Sonnol-Lethirion: The characters begin at Aelthynar.  At the behest of Ardon or Isiliath, the characters must track the pair on to the Shunned Plains and beyond.  They are not alone in this, as a local beast, the Phantom Hound of Sonnol-Lethirion, and the frogfolk from Baamoroth follow them as well, driving the young lovers further into the wilds.   
The Frogfolk:  With the teenage lovers in tow, the party returns to Wendar.  Along the way, they discover that various homesteads have been destroyed by the frogfolk before encountering an attack.  As the characters rescue the homesteaders, the frogfolk abscond with the Isiliath elf-girl, taking her to Ardon.  Word of the attacks will be sent south, but the party and the Ardon elfling must sneak into the Moors to rescue the girl.
A Lady Upon the Hill: Fleeing from the frogfolk at Ardon, the party is forced into the hills to the northwest.  Their trek is arrested by the ghostly figure of an elfin woman.  The ghost takes possession of the Isiliath maiden.  The spirit explains the she was once an elf-maiden who loved a human.  When she died in labor, none of the surrounding communities would allow her to be buried, and she was interred at a crossroads.  The ghost will not relinquish the body until the party recovers her remains and finds her a final resting place among her people. 

Caves of Calardhon:  No sooner was the ghost laid to rest, that war parties of both frogfolk and humanoids began crossing the hills.  Following the spirit’s final words, the party must escape into the local cavern system to reach Calardhon.  The elven holdouts at Calardhon beg the party to send relief, as the characters eventually return the young lovers to the safety of Wendar.
House Isiliath (Levels 5-10)

While the party was making its foray into the Wildlands, the forces at Aelthynar took action against the invasive frogfolk.  The successful reprisals against the raiders have excited many of the High Lords of Genalleth.  House Isiliath slowly gathers troops to drive into the Moors of Chlyras and reclaim their lost stronghold.  Its efforts are not appreciated by all, however.  Rival houses, also hoping to be the first to reclaim northern holdings, New Genalleth activists, and even clerics of the Korrigans have reason to oppose Isiliath’s ambitions.  With so many difficulties ahead, Isiliath might not detect the opponent from behind.
Poetry Slammed: The first task for House Isiliath is to gather allies and supplies for the campaign.  Houses Ardon and Calardhon are likely candidates, but others exist.  While the party helps with preparations, the murder of a vocal New Genalleth activist may put an early end to the venture as politics floods Aelthynar.

The Relief of Calardhon:  The first goal is to secure a beachhead at Calardhon.  Five estate companies accompany the party to the ruined city, where they must fight their way through the besieging humanoids.  As bloody as the conflict is, the real struggle will be the disposition of Calardhon as the defenders do not recognize House Calardhon’s claim.
Night of the Leapers:  While the resolution of Calardhon’s ownership continues, the party is sent to scout out routes to Isiliath.  They discover that there are things in the Moors that even the frogfolk fear.  
Ravellia and the Dragon Eggs:  As the party continues its mission, a mysterious woman named Ravellia asks them to guard several dragon eggs while she journeys to the east.  For two to three weeks, the party must fend of the Mages Willendall and a purple worm, while earning the trust of the wild elf Treeclimber.  Success could earn the characters an unusual ally, but failure is almost certainly fatal.
Fellowship of the Frog: As the party monitors Isiliath, they learn that frogfolk culture is not monolithic.  The Leaper and his companions make a dashing raid against an outpost, riling the troops.  The party must survive the attention of a nuckalavee and his Blackguard forces.  They might also consider enlisting the Leaper – a proposition that could radically alter the politics of the campaign. 
The Battle for Emyn Isiliath: When the party returns to Calardhon with their report, final political decisions must be made in regards to Calardhon.  Complicating the picture, House Ardon wants to capture its stronghold first, possibly splitting the army, and sabotage transpires.  At the vanguard of the final army, the characters will witness the birth of the Sixth Great Northern Campaign – and possibly its conclusion.
The Pathfinders (Levels 11-14)

Assuming the characters were successful, House Isiliath has established a tenuous position deep within the Moors of Chlyras.  News of its accomplishments, and the party’s role, reaches Wendar City just before 30,000 Alfheim refugees flood the Realm.  Beyond the strain on resources, these newcomers unwittingly carry a deadly plague.  Worse, the legendary Elvenstar has been stolen from the capital.

Wendar implores House Isiliath to send adventurers into Nimbeth to gather the healing waters of the spring at Nimbeth and return it to the capital to alleviate the plague.

[Note: this mini-campaign occurs simultaneously as Wendarian heroes travel to Denagoth to reclaim the stolen relic.  This is the first have of X11 Saga of the Shadow Lord, which dovetails nicely with the conclusion of the Wrath of the Immortals.  If your campaign is not ready for those events, the characters can be involved with additional adventures within the Moors such as taking Ardon or dealing with a resurgent Blackguard.]
The Mists of Nimbeth: Word of the plague and the loss of the Elvenstar reaches Isiliath along with the request for aid.  The force’s position deep in the Moors is still too exposed to send anything more than a small detachment.  The party must follow the Silverflow through the Moors and the Nimbeth Fields to reach the ancient capital. 

The Healing Spring: Having reached Nimbeth, the party must comb the city to find the legendary spring and find a way to transport enough water to help the people of Wendar.
Deliverance: They party has recovered the healing waters of Nimbeth.  They now must fight their way to the safety of Lerian’s Tower and release their charge.
Denagothian Invasion:  General Gevren has led the Denagothian Western Division, 5,080 strong, through the mountains to Surewatch Keep.  The party must join in the defense of the City of Wendar as others hurry the Elvenstar through enemy lines and back to Wendar.  A possible Denagothian strategy is to send the orcs and goblins to terrorize the countryside, while using lancers, bowmen and hobgoblins to take the City of Wendar.
Beyond The Silver Domes (Levels 15-20)

Following the conclusion of the Pathfinders campaign, the characters will be granted lordships of estates near the Northern Wildlands by King Gylharen and in the Moors by House Isiliath, tying the characters to both politically.  These estates will be comparable to other small estates.  The heroes who returned the Elvenstar from Denagoth receive massive estates (2-3 24mph hexes), which generates consternation among older nobles, particularly those who also fought against Denagoth.  The characters are also declared Heroes of the Realm, but as the jealousies grow, the characters are pulled north far beyond the reaches of Nimbeth and civilized elves.   

Natterjacks: The Natterjacks’s raiding has begun to include the new Wildlands estates.  In one such raid, a precious heirloom granting ancestral ownership of an estate near Nimbeth has been taken.  The characters must track down the Natterjacks and reclaim the item before the agents of rival lords do.  

The Baamor Woods:  Aantkh-Nyr’s predations on Aebryn Lwynn have caused the centaurs to seek aid from the local lords, the characters, offering their community allegiance in exchange.  The nuckalavee is dangerous, but other threats also inhabit the Dark Woods particularly at the Shrine of the Dark Wing.

The Beldareth’s Rest: One item recovered at the Shrine of the Dark Wing was a gold and ivory helmet.  The owner (or whoever touched it last) suffers nightmares of barbarians and feels pulled toward the northern mountains.  The characters must first travel to Beldareth’s Rest across Denagothian and orc-held lands and seek the wisdom of dead king.  Along the way, they are joined by the woodsman Bearkiller.    
Pixies of Darkling Woods: The pull of the Helm leads the characters into the Darkling Woods.  The resident pixies and other woodland beings take exception to this intrusion.  The characters must convince the Fairy Court that they are worthy mortals or escape the Darkling Woods however they can.
The Lost Boys: As the party continues northward into Almarea, they see signs of warfare. Bugbear and wild elf encampments are destroyed along the Forenmark River.  They are soon joined by the adventurer Renn and his dragon mount Caeric.  The party discovers that the culprits are the ghosts of Thyatian Lost Legion fighting eternally in a struggle to get home.  The Legion poses a risk to the party, but it is also a potential ally against the undead hordes gathering in the Fuin River Valley.
The Haunted Helm:  final reaches the Fuin River Gorge.  The group must defeat the white dragon Fafnimorn while discovering the fate of Bearkiller’s brother and the secret to breaking the curse of the Haunted Helm.
Reclamation of the Lost Territories (Levels 21-30)

Incursions from humans and frogmen of the Northern Wildlands and Isiliath’s success rekindle the ambitions of the High Lords of Genalleth.  They reestablish Amoleth, and seek out the lost cities of Nimbeth, Thalion, and Soreth.  The ambitions drive prideful impulses, as two lords vie for control of Amoleth and Nimbeth and the crown of a king.  The whole of Genalleth risks a return to the old ways and petty lordships.  These adventures are very open-ended, and may be taken in many directions and in different orders.

The Golden Bough: A tree in southeastern Baamoroth is discovered to bear magical fruit.  Lords and freesteaders rush to claim their share of the wealth.

The Restoration of Amoleth: Causing a stir among the nobility, Lord Shalazar claims a right to the House of Amoleth and Nimbeth and decides to rebuild Amoleth.  The ruins must be cleared, and consequences of the oath-breaking must be dealt with.

Independent Strongholds: Genalleth lords rush north to reclaim strongholds in the Northern Wildlands.  Afraid of losing out to Shalazar, Lord Orendil sponsors campaigns through the Nimbeth Fields.  Lesser houses look to the northern Forest of Bounty and the eastern Moors.
The Campaign for Nimbeth and Eredhon: The Lord of Amoleth rallies his peers to reclaim holdings originally belonging to the old kingdom.  Lines are drawn as Orendil and Shalazar race to retake the capital.
Quicksilver: Nimbeth has been claimed, but the cost of the Sixth Campaign is beginning to drain the High Lords’ resources.  The silver mines around Nimbeth and in the Menguls must be taken from the orcs.  Once successful, the characters are faced with 
Crown of Aranael: Preparations for a western campaign to take Thalion stall under worries of the factional splits that marked their history and the recent war for Nimbeth.  The campaigners of the House of Thalion agree to a quest to find the legendary jeweled Crown of Aranael, the obtainer of which shall be the rightful leader of the western war.  But which of the northern populations – Murians, wild elves, gnomes, or goblinoids – holds the crown?
A Bridge Too Far:  Humanoids inhabiting the famed city of Thalion must be removed.  In the rush to reclaim the lost city, the High Lords’ supply lines may be extended too much, providing opportunities for disruption by human homesteaders and frogmen.
Sins of the Forefathers: Securing Thalion has rousted the city’s ancient enemies, the Murians.  The war against the Murians will range from Thalion to Emyn Lethir and beyond.   
The Sword of Nimbeth: The eastern lands are rife with struggles between Orendil and Shalazar, and Lord Alfsigr’s allies in the south trouble the two.   The situation threatens to engulf all of the new territories.  The characters must quest for the Sword of Nimbeth and deliver it to the true heir.
A Realm of Two Kings: With success in the north, the lord of Amoleth is declared a king.  Gylharen of Wendar and his supporters must decide if this can be tolerated, and to what degree.  Potentially complicating the picture, Isiliath’s leadership in the Moors makes its head eligible for elevation.  Even the PCs might merit such treatment.
Legacy of Idris 
(Levels 31-36)

Following the reconquest of the northern strongholds, tensions among the various populations and houses increased tremendously.  The massive ill-will provided a magical energy potential that discharges in spectacular fashion one night.  From Thalion to Nimbeth, people report a freak lightning storm illuminating the sky and backlighting the figure of a giant man or frog.
Far to the east, the Dark Lady Botha has gained access to the Heart of Idris in route to becoming Immortal.  Using the powers of that location, Botha used the discharged energy to break the seals trapping the Baamor Fiends.  

While the Baamor Fiends return to their interrupted ceremony to release the Rage of Chlyras, Botha uses her agents to cull the people of the north on both sides of the Menguls.  Those captured will be taken to the lost city of Soreth to be sacrificed for her ascension.
The Baamor Fiends reassert their dominion over the frogfolk and the nuckalavee and begin the completion of their delayed ceremony.  The Moors of Chlyras spread south and east, while desertification accelerates in the north and west. 
In a matter of a year or two, the Fiends’ ceremony is complete, and the Rage of Chlyras is born.

With mounting danger, the characters must confront the Baamor Fiends, unite the northern people against Botha’s cullers, and discover a means to contain or destroy the Rage of Chlyras.  

Incredibly, the dragons Ravellia and Fafnimorn are potential allies against Botha’s ambitions.  Both the Horn of Assembly and the Lasting Blade could play important roles as the peoples of the Wildlands face the ultimate consequence of their wrath.

Timing the Adventures

These adventures are written with the assumption that a Wildlands campaign would begin in AC 1000 before the events of the Wrath of the Immortals took place.  As this region was fully removed from those events, the adventures here can be begun during or after the Wrath with minimal alteration.
Years of campaign time can separate the different mini-campaigns.  House Isiliath might require many years to fully equip its troops and gather allies for its campaign into the Wildlands, as an example. 

As written, the Pathfinders mini-campaign occurs concurrently to the Wendarian-Denagothian War (see, e.g., X11) following the conclusion of the Wrath of the Immortals.  The adventure arc does not require this, however.
The Legacy of Idris is an open-ended Master’s level arc covering the impact on the Northern Wildlands of Botha’s bid for Immortality.  This attempt also affects other regions.  In Wendar, the Elvenstar has darkened, and its heroes must undertake a series of nine quests to construct a new device before confronting Botha at Soreth.  Some of those unspecified quests can be played as part of the Legacy of Idris. 
There are also possibilities for historic role playing by using an episode from the Timeline as the campaign focus.  A campaign can be set during the High Summer of the North – the golden age of Nimbeth and Thalion (BC 650-100) – or the era of the Great Northern Campaigns (AC 192 – 474).  Information for historic personalities and population sizes has been included.


Final Words

The mini-campaigns given here are only a sampling of what the Wildlands hold for players.  The land is riddled with a cavern system that holds the potential for adventure (Caves of Calardhon, Quicksilver).  

Several foreign powers have justification to send adventurers into the region.  Thyatis wants to know the fate of the Lost Legion, and Darokin wants to map out trade routes in the north.  

Finally, the Mages Willendall could develop into a major enemy for Expert Level characters, especially for natives of the Wildlands.

WHAT PEOPLE SAY ABOUT THE NORTHERN WILDLANDS

The Sage Bensarian on the Northern Wildlands

It has been said by some that the saga of the Northern Wildlands is a reflection of the great changes that have shaken our society over the centuries.  While I am not sure I necessarily agree with this view, I do think that what happened in the north symbolizes the best and worst elements of who we are as a people.

The brave explorers of Genalleth, of whom Beldareth was the most prominent example, no doubt had the best of intentions when they set out.  The realms that they carved out of the wilderness shielded the southern lands from the worst of Denagothian and humanoid depredations, and provided new lands where ambitious elves and humans could prove themselves.  In time, the kingdoms of Nimbeth and Thalion, and the realms in between, became important lands in their own right, and together with the realms of Genalleth constituted a nation almost as grand as that which existed in Enoreth’s day.

Sadly, because those new lands were unsettled, and contained untapped wealth, they permitted unbridled greed and ambition to arise, as they likely would never have done in the holdings further south.  Houses turned on one another to increase their power, and almost all of them regarded the ill-fated House of Nimbeth, for centuries the strongest house of them all, with a mixture of envy, fear, and hatred.  The very worst of it took place in Thalion, a city of great beauty in its day that fell into darkness before it was swept aside.

That we do not hold the northern lands today is perhaps the greatest sign as to which of our aspects – the noble or the dark – ultimately won out.  Divided, the houses could not stand against the enemies massed against them.  Even during the Great Northern Campaigns of more recent times, when crusaders sought to reclaim the northern lands, our darker natures got the better of us.  In the end, all that was regained – even the cities of Nimbeth and Thalion, and the many strongholds in between – was lost again.

Despite this often tragic history of betrayal and loss, there are some who still look north with longing.  They do not remember, or do not care, what happened in the past.  Should the High Lords go north again, I fear the great internal battle between light and dark will come to pass once more.  I can only hope that, should it transpire, wisdom will prevail, and the lessons of history will be learned at last.

Bombas of Clan Skarrad, dwarven adventurer

Wendar’s nice enough, I suppose, if you don’t mind being treated like some Wyrwarf nutter.  Perhaps that’s just a dwarven thing.  There’s plenty of action to be had in the Mengul Range to the northeast, and of course the mountains to the south – but I tend to stay away from there – too close to Glantri for my liking.  But I think you want some real excitement, if you know what I mean.  You know, going where hardly anyone’s gone before, never knowing what you’re going to see, or whether it’ll try to talk to you or skin you alive.  That, and having the chance of striking it rich.  
They say there are lots of old elf estates up north that those pointy-eared buggers would do almost anything to get back – including pay people like you and me good sums of money to survey and possibly clear out for them.  

I knew a guy who went up there, up to a place the elves call Isiliath.  Seems it used to be a fairly important town at one time, but the elves were forced to abandon it.  Anyhow, he went there and poked around an old manor there for some rich elf, and came back with a sack full of loot – weapons, coins, some other neat things.  He had to give it all to his patron, but he got a good-sized pile of silver for his trouble!  He told me afterwards that it was a good haul, but the froggies living up there could be tough, not to mention the wandering spirits.  There was something else there, too, something he wouldn’t talk about.  I’d go up myself if it weren’t for that – orcs and froggies I can take, but ghosts and all that, no way!
Burrug, a frogman chieftain, speaks to his followers on the eve of a raid into Wendar

We will attack the land of our enemy very soon, before the morning mists clear.  It has always been this way – they seek to push us from our land, and our warriors drive them back.  This time will be no different, for their homes and farms are spreading north once more, and soon they will come in force to retake their old strongholds.  We cannot allow this!  Remember always that this land is ours – we have always been its caretakers just as it has always nourished us.  So, let us remind the people of the south of this fact!

Grogash, orcish warrior of Gharat-Nar (Nimbeth), speaking to his friend, Urkad One-Foot

Urkad, have you heard the news?  The king says we’ll be marching south this fall, to fight the elves again!  Seems that a couple of ‘em got it into their heads to move their border north again, and move back into a few of their old stomping grounds.  Can’t say I blame ‘em, myself, but the closer they are to us, the harder it is to make a decent living.  Oh, I know, trading with the frogboys is ok, but the real money’s in mining and herding.  You remember ol’ Vamrak, who used to live down the way?  Last time a pack of bloody elves and humans came by, they burned down his home, killed his family, and took his entire herd.  Now he’s begging, nowhere near the man he used to be.  ‘Course, now I’ve got my own land to protect, and there’s no way they’ll take it, or any part of the kingdom, without a fight!
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Frogman Experience Table�
�
�
�
Thief 


Abilities�
Leaping�
Kick


Damage�
�
Level�
XP�
CW�
HS�
Height�
Dist.�
�
�
1�
0�
87%�
20%�
10’�
20’�
1d6�
�
2�
1,925�
88%�
25%�
10’�
20’�
1d6�
�
3�
3,850�
89%�
30%�
15’�
20’�
1d6*�
�
4�
7,700�
90%�
35%�
15’�
30’�
1d6�
�
5�
15,400�
91%�
40%�
15’�
30’�
1d6�
�
6�
30,000�
92%�
44%�
20’�
30’�
1d8�
�
7�
60,000�
93%�
48%�
20’�
40’�
1d8�
�
8�
120,000�
94%�
52%�
20’�
40’�
1d8�
�
9�
240,000�
95%�
55%�
25’�
40’�
1d8�
�
10�
360,000�
96%�
58%�
25’�
50’�
1d8**�
�
11�
480,000�
97%�
61%�
25’�
50’�
1d8�
�
12�
600,000�
98%�
64%�
30’�
50’�
1d8�
�
13�
720,000�
99%�
66%�
30’�
60’�
1d8�
�
14�
840,000�
100%�
68%�
30’�
60’�
1d8�
�
15�
960,000�
101%�
70%�
35’�
60’�
1d8***�
�
16�
1,080,000�
102%�
72%�
35’�
70’�
1d8�
�
17�
1,200,000�
103%�
74%�
35’�
70’�
1d8�
�
18�
1,320,000�
104%�
76%�
40’�
70’�
1d8�
�
19�
1,440,000�
105%�
78%�
40’�
80’�
1d8�
�
20�
1,560,000�
106%�
80%�
40’�
80’�
1d8�
�
21�
1,680,000�
107%�
82%�
45’�
80’�
1d8+�
�
22�
1,800,000�
108%�
84%�
45’�
90’�
1d8�
�
23�
1,920,000�
109%�
86%�
45’�
90’�
1d8�
�
24�
2,040,000�
110%�
88%�
50’�
90’�
1d8�
�
25�
2,160,000�
111%�
89%�
50’�
100’�
1d8�
�
26�
2,280,000�
112%�
90%�
50’�
100’�
1d8�
�
27�
2,400,000�
113%�
91%�
55’�
100’�
1d8�
�
28�
2,520,000�
114%�
92%�
55’�
110’�
1d8++�
�
29�
2,640,000�
115%�
93%�
55’�
110’�
1d8�
�
30�
2,760,000�
116%�
94%�
60’�
110’�
1d8�
�
31�
2,880,000�
117%�
95%�
60’�
120’�
1d8�
�
32�
3,000,000�
118%�
96%�
60’�
120’�
1d8�
�
33�
3,120,000�
119%�
97%�
65’�
120’�
1d8�
�
34�
3,240,000�
120%�
98%�
65’�
130’�
1d8�
�
35�
3,360,000�
121%�
99%�
65’�
130’�
1d8�
�
36�
3,480,000�
122%�
100%�
70’�
130’�
2d6�
�



* 	Frogman can disarm an opponent with his kick.  The opponent must be within 5 feet (normal melee combat range).


** 	Frogman can perform a leaping knockdown.  For this attack, the minimum distance leapt is 10’, and the maximum distance is one quarter of the standard distance limit.


*** 	A frogman who has successfully knocked down an opponent may make a second leaping knockdown.  This second leap can also be used to jump out of the combat zone, but the leaping range is as if it were a knockdown attempt.  


+	A frogman can stun an opponent with his kick.


++	A frogman can knock an opponent unconscious with his kick.  He also may follow up a leaping knockdown with an attack (weapon or kick) instead of a second knockdown.
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