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INTRODUCTION

Mystara BC 2300 is a time of immense upheaval.
Just 700 years after the destructadrBlackmoor,

the catastrophe is still fresh in the minds of those
who survived. The Great Rain of Fire is still
remembered (firsthand by some of the longer
lived races such as the elves) and its effects are
still felt across the world. Although the Great
Rain of Firebds destruct
its aftereffects were just as violent. Those that
survived were subjected to the wasting disease.
Life became painfully short as the flesh literally
wasted away from the bones.

There were ways to fight the \Bting (as it was
called) else none would have survived at all. The
forerunners of the Taymorans turned to
necromantic magics and entropic immortals in
order to sustain themselves. The most powerful
individuals sustained themselves with the life
force of ohers, many of them becoming vampires
and nosferatu. Others embraced lichdom.

The southern elves had a schism over a debate
about whether to return to the old ways of the
immortals, or to continue seeking solace form
Blackmoorian technologies. Those who shed
Blackmoor left their brethren and migrated
northward. With the help of the immortals it is
said that they found ways to contain the Wasting,
and even to remove it from the environment
around them.

The dwarves of Skothar had no such dilemma. To
them Bhlckmoorian technology had become a
way of life, and there was no question about
shunning it. They continued to use Blackmoorian
technology, and their numbers continued to
dwindle. During their struggle for survival they
discovered a new form of magic. Radiancy
they called it, and it was more powerful than any
magic they had ever known before. The
Radiomancers worked great miracles to save their
people from the Wasting, and for a time they
even succeeded. In the end they did more harm
than good however, atheir newfound powers
tapped into the forces that were actually the cause
of the Wasting disease. It seems strange that they
did not discover this fact (for nearly every other
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race that had dealings with them knew, or at least
guessed at it), but perhafiseir lust for power
blinded them to it. Wherever the dwarves went,
they were shunned and persecuted by all around
them and their numbers continued to dwindle.

Giants and humanoids fared the best during these
times. The giants seemed to be immune to the
\Nagtiﬂg, white the Rufanh&ds ctuzﬁlfsg}apngdrtoe '
thrive under it. Giant nations sprung up filling the

void when human and elven nations crumbled.
The humanoids increased in number (and in
species) and spread destruction wherever they
went.

In the year 2300 BCmany of these forces
converged on the southeastern tip of Brun (what
would 3000 years later become known as the
Known World). The Taymoran city states were
emerging as a major power. Though they spent
many of the previous centuries fighting amongst
one amwther it was during this time period that
their powers began to coalesce. City states were
merging to form larger nations, and their
influence was spreading.

The order brought to the world by the Taymorans,
was not a pleasant thing however. Their rule was
often violent and bloody, and few foreign nations
could stomach having the undead as neighbors.
The giant nations of inner Brun fought with the
Taymorans for territory. So too did the Azcan
tribes (broken since the fall of Blackmoor) as
well as scatteredremnants of the reptilian
kingdom.

Elven merchants frequented the ports of Brun
bringing exotic goods and the news of southern
lands. In actuality these merchants were the
forerunners of the elven migration and were
seeking lands that they could claim beit own.
The elven merchants made themselves an
indispensable power in southern Brun. To those
who would listen they also offered the promise of
a cure. They claimed that they could rid the land
of the Wasting through ancient magical rites
taught to thenby the immortals.
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Dwarves began to appear in the northern
mountain ranges. They led vast slave armies
composed of giants and humanoids, and poured
out of the mountains looking for riches and gold.
Rumors were that the dwarves were fleeing even
more armies of giants and goblukin, and
perhaps elves as well, but none could say if those

rumors were true. Dragons would descend upon
their holdfasts, and so would the elves, but even
though the dwarves were few in number, they
were strong in the ways of magic.nie and time
again they would defend their territories, even
gaining some in the bargain.
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As the Immortals Know It

The Great Rain of Fire

Like the elves, the dwarven people were inspired
by, and enthralled with the rise of the
Blackmoorian people and their technology.
Dwarves had always lived on Skothar and were a
part of Blackmoorian society (as well as the
Thonian Empire) from the beginning, but Skothar
was not the only continent they occupied. Other
clans struck out, many going to Brumpping to
make their own way out from under the thumb of
the Regent of the MinesRegardless of where
they went, there was no place distant enough to
keep them safe from what was to come.

Not even the immortals knowxactly how the
catastrophe was caused The confluence of
magical energy and technological advancements
certainly had a role to play, causing instabilities
in Blackmoorian artifacts powerful enough to run
their cities. Even that was not enough to set the
Great Rain of Fire in motion thoughthere must
have been a trigger. Some event put spark to the
tinder of Blackmoorian societgausing it to burst
into flame. What that even was, or who caused it
is lost to time, but although the cause remains
unknown, the effects of that act were clensee.

When the disaster struck, it took everyone by
surprise. The earth shook as Blackmoor and the
surrounding nations were uniformly obliterated,

the force of that destruction shifting the very axis

of the planet. Temperate climates were thrust
upward shoved amidst the ring of the polar circle

in secondseven as vast gouts of fire and ash

choked out the sky.

Rise of the Yardraks

Among thosedwarvesthat had migrated to Brun,
the Yardrak were far enough from the disaster not
to be obliterated by itoutright. Their world
however, was turned on its heads the Yardrak
began their long rad treacherous trek south
through the newly frozen wastes of northern
Brun, the climate took a devastating toll on the
clans. Food was scarce, snow and ice covered
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much of the land, and giantish and monstrous
enemiedeset thenon all fronts Most of all the
poisonous eastern winds brought the Wasting, a
disease that killed with agonizing pain and
sickness.

Lugett Yardrak began receiving visions, not from
the immorgals, but from the Deep Elves who had
been living beneath his people. They gave him
instructions on how to lead his people through the
frozen wilderness to warmer climes in the south.
When he finally reached his destination, his
visions led him undergrouhfor a clandestine
meeting with the elves. There they taught Lugett
their dark ways, instructing him in the secrets of
the foul craftthat the elves used to escape the
Wasting.

For a time the Deep Elves lived openly among the
Yardrak, but this changed thithe coming of the
Moadreg from across the seas. When the Yardrak
discovered that their brethren from Blackmoor
still lived they murdered every last elf before
their secret could be revealed@hough the eles
swore revenge for that adfhie dark immousls
they worshiped were pleased.

Coming of the Moadreg

While the dwarves on northern Brun struggled to
maintain their existence, those left on Skothar
di dnot have any weasier
Fire destroyed many communities outright, and
those dwares that were lucky enough to escape
that fate had to deal with the deadly Wasting left
in its aftermath. Survivors slowly made their way
west, intent on finding a refuge for their people
that few were certain even existed.

One band, led by Urthyne Drelgstumbled upon

a Blackmoorian outpost on the edge of Skothar
where they found an ancient technomantic device,
the Farseer. As the outpost was miles
underground, it made for good shelter from the
Wasting fallout plaguing the dwarves, and soon
many refugeeslocked to the lgation. Urthyne

Drelgh and other elders of the community spent
night and day repairing the device in the hopes
that it might be used to divine a suitable long
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term home for their people Eventually one of
Urt hyneds app rbethd nameefs |,
Dranwyrf Korrskill, brought their efforts to
fruition.

Not only did the
populated by dwarven brethren they never even
suspected to existBeset on all fronts by gnts,
beastmen, and extreme conditions, it was clear
that the Brunian dwarves would not survive on
their own much longer. It was then that
Urthyneos foll ower s
temporary shelter. Though the vast majority of
the dwarves left the Faeer, setting out for the
Bridge of Oost on Brun, some few elders
remained including Urthyne herself, so that they
could continue to operate the Farseer in an

attempt to guide their brethren from afar.

Not all fares well for the dwarves journeying
under Drawyr f 6s banner
reaching their destination, infighting leads to the
fracture of the expedition and several clans break
off heading to northern lands where they have
detected signs of ancient dwarven habitation.
They call their new cavernesthome Hurgon and
begin taming their new home even as Dranwyrf
and his followers fight their way to the Bridge of
Oost.

Merging of the Clans

Led by several eldersand accompanied by the
young apprentice Dranwyrf Korrskill, the
Skotharian dwarves set oun aheir long trek
towards Brun in order to find their lost brethren.

Farsee Pead'é‘gh Wenepyes ip ffﬁ" dgotsteny g

a new home, but it showed them a home already

Their journey is long and trying, and when they
auoss dne Bawh Lands and discover the dwarves
of Brun, they are not welcomedThe Yardrak,
jealous and paranoid, blame the newcomers for
I
with the kotharlan dwarves nearly as oﬁdleﬁ ?s%

they do with their giantish foes in the north.

All of this infighting does little to secure the
prosperity of the dwarves. As paranoia eats at
them from within and their enemies advance on
them from all directions, the now battle hardened

d e \eierdneDdanwytrf Korrskilleezaives a visibne His

old mistress Urthyne Drelgh, believed to be long
dead, appears to Dranwyrf, giving him key pieces
of strategic information m local enemies.

Dranwyrf uses this insight, and the stunning
victories it brings, to rally dwarves to his cause.
Holding no grudges, he welcomekogharian and

Brunian dwarf alike in his alliance against the

h o WERfSPd elves of thenprip, o

Many clans fockt o Dr a n wy in¢ludieg b a
several that have heard his Icklom far away
Hurgon. Despite this,he Yardrak under the
leacership of Undwyrstill harry the Skotharian
dwarves and their new allies at every turAs
Dranwyrf gathers his allies fasne final assault
against hi s enemprepagto Un
attack his flank. Sensing that this betrayal would
prove disastrous to all dwarves, Aynmegk
Yardrak usurps control of the clan from his
cousin and bolsters Dra
the dwarven forces break the giantish assault,
finally winning a home for their people.
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Timeline

BC 3000- The current Known World is in its Ice Age. The Blackmoor world, in the far northeast, corges to
an abrupt end: Some Blackmoor devices explode, cattsnGreat Rain of Fire, shifting the planet's ajis.
Blackmoor becomes the north pole and its civilization disappears. One of the devices is locategl in the
Broken Lands (see module X1). The world slowly becomes hab#shte recedes from the region.

The polar shift changes the climate drastically for the colony of Brunian dwarves (ancestors jjof the
Kogolor), thrusting their civilization into a wintry turmoil almost overnigfihe Brunian dwarves struggje

to find food and shelter in an increasingly hasghvironment.To make matters worse black clouds ot

out the sun, and disease ridden winds sweep across the Jaenif Sea.

BC 2995- Civilizations across the entire face of the planet stagger after the destruction of Blackmdpr, and
many of them falter. Haest hit were those nations closest to the disaster on Skothar and Brun. T§ make
matters worse a strange rotting disease slowly kills many of the survivors.

Seeking to evade the Wasting disease caused by the Great Rain of Fire, the elven colonistsebre&gin

into caves.Over the next several decades they will traverse farther and farther into the depths of Jlystara
in order to escape a grim fatd.ife underground is hard for the elveSeveral clans devolve infp
degenerate cave dwellersbarbariandittle better than animalsOther clans, in order to preserve thiir
society, turn to dark entities for sustenantbese clans will eventually become the Deep Elves.

The Brunian dwarves realize they can no longer survive in their current hom@lagidelders plead wit
the immortals to show them a means of deliverantdew clans of dwarves living in northern Skottgar
manage to survive, although their civilization is shattered. Giantsbaastmerproliferate, both being
strangely immune to the waggjilisease.

BC 2989i Led by Urthyne Drelgha small band oSkotharan dwarves takeefugein a complex near th
outer most edge of Bl a c k mrhichr éxtendstbeepr uthdemgreund, grafitd te c o r
dwarves shelter from the dreaded Wasting deséaat has plagued them since the Great Rain of Fire.

BC 2986- A young Brunian dwarf, by the name of Lugett Yardrak, begateivingvisions from the

people, and will remove the pall of the Wasting from around their néldks.being urges Lugett to gathger
supporters and follow the eastern coast of Brun southward where they will be given a home to dwej.
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BC 2985- The Brunian dwarves find themselveasbt by tribes of beastmen and cold loving giafts.
Several of their crumbling settlements are destroyed and the dwarves are forced to flee for their Ijves il
the wildernessWith the guidance of his immortal pan, Lugett organizes a miraculous vigt@and drives

off the savages.

BC 2980- Dwarven stragglers from acrossdSsk har f | oc k t and theirtnbmberesiowlf r e
build. Delving deeper into the complex, the dwarves realize that their shelter is a scientific oufpost «
Blackmoor. Theypegin uncovering technomantic devices which are immediately put to use fending pff the
Wasting.

BC 2977- The dwarves under Lugett begin to skirt the coast of eastern Brun in search for aThming.
numbers dwindle as they compete for ever shrinkingdey with local tribes of giants, beastmen, and ghe
remnants of elven civilization in the arelm desperation they continue to move southward.

On Skothar, Urthyne and an elite cadrelafirven technomancemiscover the Farseer Chamber, a deyjce
onceused by Blackmoor tperform remote reconnaissance across the planet. Determined to find otfers «
her kind, Urthyne sets about the task of repairing the artifact.

BC 29717 Urthyne and her followers manage to activate the Farseer, but are only abéeit® abilities

over relatively short distances. They successfully locate several local dwarven bands surviving in t
surrounding desolation and guide them to Farseer Refuge. She and her apprentices continue w@rk or
Farseer, in the hopes that thaight extend its range.

BC 29631 The Wasting hits the dwarves of Farseer Refuge hard, and they move deeper into the fomp!
to escape the disease. Many begin to experiment with other technomantic artifacts found in t
Blackmoorian outpost, forming thieéigling disciplines ofArtifice, Soulforging and Radiomancy.

BC 2954- Still following his visions, Lugett leads his followers to the promised land in the Wyrmdggeeth
Mountains of Norwold, and brokers a deal with the gnomes already living tBetk.pe@les have simila
mindsets and complimentary societies and they work together to salvage their civilization ager tr
catastrophe nearly 50 years previous.

BC 2950- Despite having found a home, the Brunian dwarves continue to decline due to sicknegs.
Wasting claims dwarves from all walks of life, from young to oltheir cousins on Skothar fare evpn
worse, and increasingly turn to the practices of radiomancy and golemworks in order to survive.

Peoples elsewhere on Mystara do not fare much bdfiean the far flung elves in Vulcania are beginnghg
to feel the Wasting's effects. As the populace wears thin many people become desperate to save thems
and turn to ever more drastic measures.

BC 2874- Foul winds continue to blow from across the sémmging sickness to thBrunian dwarves
whenever they comel.ugettreceiveamore visions telling him thatalvation for his peopliées deep in thg
mountains, beneath the caverns of the gnonkés.spends the next several decades writing his vigons
down and studying them extensively.

BC 2853- Lugett begins his quest, travelling into the depths of the watklleaves all of his notes behigd
to his son Kardrof, and is never seen again.

BC 2800- Elves on Vulcania divide on the issue of magic versdmtdogy, with the returnists migrating

to the northern continentThe Taymorans, composed of several clans of hureangving on souther

the emlpace of undeath. Powerful wizards and clerics accept the Embrace of Blood (vampirism) in grder
sustain themselves.
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In Farseer Refugehe first Soulborn are createdas attempt to preserve the dwarven race from the efgects

of the Wasting. Though a mked victory for Soulforgers, many dwarves see this line of craftmagicfas a
dead end. As the pressures of the Wasting continue to plague the Skotharian dwarves, they sinkgnto even
deeper levels of their shelter.

BC 2749- Having studied his father's visis, Kardrof Yardrak, along with several of his companionsj set
off to journey deep within the Wyrmsteeth Mountaingheir kin, weakened by the Wasting, sink ifto
despair, sure that they will never see their loved ones afjmertheless they allow theave adventurer

to choose their own fate.

BC 2743- After nearly six years of wandering through dark tunnels, Kardrof Yardrak and his compjnions
find what they seek, although not what they expeciidtey stumble upon a city of Deep Elves far bejpw

the surface. The inhabitants seem to expect the arrival of the dwarves and are graciousBotistsEaces

have struggled with the Wasting over the centuries since the Great Rain of Fire, and they havemuch in
common. Kardrof vows to learn all he can from takves.

BC 273071 Renewed efforts are made to make the Farseer fully functional, with several leading djvarven
Artificers believing that not only can the Farseer view distant vistas, but that it might be able to trnsport
individuals to those remote locati® This may be the miracle the dwarves need to save their people.

BC 2723- Kardrof's expedition returns from the depths of the mountains, although Kardrof is ngg with
them. His companions are hale and healthy, and bring with them secrets for contbatiWgsting. The
teachings and faith of the Deep Elves is slowly dispersed through the dwarven population, whije their
origins are kept secret.

BC 2630- Seeing little progress made on the Farsesmall group of dwarves decides to flee their shegter
before the Wasting disease finally penetrates their abode. These dwarves are never heard from aggin by the
kin that they leave behindl'hey eventually make their way to the Skotharian coast and are dominatgy by a
contingent of kopru waiting for them therBhese dwarves will eventuallye transportedo Vulcania to

become a member state in the Adhuzan Dominarchy.

BC 26007 Increasing pressures from giants and dragons in the area force the Brunian dwarves jo move
further south. They follow the coast unglching a stretch of land called the Bridge of Oost, borderinf the
Dawn Sea.

BC 2578- With the Wasting once again upon them, a laniitiyoung apprentice of Urthyg the name o
Dranwryf Korrskill, succeeds in repairing the Farseer. With his helpgiag &rthyne uses the artifact o
find their kin living on Brun, and the dwarves set out to meet them. Towmaitbke the trip, Urthyng
decidedo stay with the Farseer, guiding her people from afar.

BC 2576- With Urthyne and the Farseer to guide théime, Skotharian dwarves continue their journey § a
slice of land between Brun and the Dawn Lands, called the Bridge of Oost. They move swiftly acfoss the
land, the dreaded Wasting disease dogging their heels and plaguing those unfortunate enoughtte ihhabi
dwarvesodo planned rout e. They make few friengds d

BC 25671 The Skotharian dwarves begin to bicker and fracture. A portion of their number faves
Dranwyrf 6s expediti oncolanzithg ahcavardoss realm thevaves have dukbbegior o
Hurgon.

BC 2565i Skotharian offshoots found the realm of Hurgon.

BC 2544- As they near their destination, the Skotharian dwaceesinue tdbicker and fracture. The mojt
powerful wizards among them gather sects of followers #ithosast sections of territory for their owj.

8



HISTORY
Their air of superiority sours any joy the Yardrak may have felt at learning some of their brethren
on Skothar, and the two communities of dwarves struggle to get along.

BC 2542- The Moadreg conflis with their neighbortensifies. Giants, elves, even dragons in the
take an immediate disliking to the plague bearing dwarves. Some of the giant tribes begin to work
to repel the new invaders.

BC 2536- Rafiel takes an interest in the Mdreg,prompting several of their most skilled radiomancer
band together and begin building a wondrous artifact on the Bridge of Oost called the Gate
Intrigued by the efforts, many dwarven radiomancers break their traditional seclusion remca
community around the artifact.

BC 25007 The continental ice sheets recedpening new territories for the dwarves to se
Unfortunately, this also spreads their numbers thin and opens their real to increased attacks f
neighbors.

BC 24757 Dranwyrf makes one final plea to the dwarves of Hurgon to send support for his cau
fears that without additional aid, the dwarves inhabiting the lands near Oost will be wiped out
combined effort of elves and giants. To his amazement,ge frce from Hurgon responds to
summons.

BC 2473- Dranwyrf unites the clans and makes a final stand irtMaghkrysMountains against the gia
and elven hordes persecuting his peopleen clan Yardrak, led by Aynmegk Yardrek, joins his caumse
combined strength of the dwarves crushes their enemies like copper on an anvil. Dranwyrf is na
King of the Shimmering Lands and the site of the battle becomes Drangyr, the first gatherhol
Moadreg.

BC 2408- Massive volcanic eruptions in \ednia destroy the elvish civilizations on that continent
send gouts of black ash swirling into the atmosphere. The resulting clouds plunge the world into d
darkness and despair as the climate shifts and hunger and death plague the lands.

The keastmen of the frozen north begin to breed true and start exploring the more desirable territor
south. The tribes gather at Urzud.

BC 2350- Most of the Taymoran nobility has now joined the ranks of the undead under the tutelag
original Nosferatu.

BC 2319 - Construction on the Gate of Light is completed and the Moadreg now have a per
gateway connecting to their ancestral lands. The power of the radiomancers grows and the wastin
begins to reach out from Mowety lands to otheerritories.

BC 2300- The Blighted Lands begin to seep through the Gate of Light and spread across the B
Oost. Elves appear sailing white ships from the south, and begin to trade with Taymora.

This is the present day for the Mystara 2300 BCpagn setting.

Future Events

BC 22007 A group ofelves break off from llsundal's migration and settle in the lands of Glaftesq

sickr

idge

elves settle this territory to keep a watchful eye on the gnomes and dwarves of the Shimmering gands
insure that agsurgence in Blackmoorian technology never again results in another Great Rain of Fie.
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BC 20001 The glacial dam at Klintest breaks, unleashing a great flood across Magréttearly wiping

that civilization from the land.

BC 1800- The dwarves have beeompletely decimated by a combination of internal plagues (spurged on
by their continued use of the radiance) and external conflicts. Those dwarves who finally turn ffom the
wicked ways of their ancestors are taken by Kagyar and fashioned into a ndw breethat is resistant o

the dangers of the radiance.

BC 1750 to 1700 A series of catastrophes, both natural and artificial, shatter the Known World and§send a

large portion of its southern lands, including Taymora, beneath the waves.

BC 16001300- A colony of modrigswerg are transported to the Hollow Moon.
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Mistress Kerghyd

"Who is it?" Jyrdri Kerghyd's eyes darted across the worksHepmeone was there, she knewShe
could hear it. Her breathing heavy, the mistress of Kerghydatesput down her tools and walked away
from the crystal ball glowing a dim bltgreen, and began to poke her nose in every nook and cranny in the
workshop. "Once a year... Once a year... Is that too much to adkien | find you I'll skin you!"Jyrdri

was furious. Once a year the Gate of Light openddnce a year it granted access to an unlimited supply
of the radiance.Once a year Jyrdri had the opportunity to collect as much of that power as she coulc
before the Gate closed agaifiWhere are you!" se shouted, knocking over a stack of dusty parchments
with a shriveled left hand.

"From the kitchen?l hear you!" she screamed and ran toward the door flinging it of&me would skin
them all... especially that useless gnome EllriBut there was nore there. The kitchen was empty.
Quiet. The dim blue glow called back to heiMy work... must finish."She glanced around the kitchen
once again before returning to the pedestal in the centerrafvbekshop. The copper and marble pedestal
consisteddf a two foot high column with a large bowl attached at the ®igting in the bowl, now pulsing
with a faint green light was a large crystal sphere four feet in diamé&@epper pipes ran from the globe,
through thepedestal and into the floor, onlyo reemerge along one of the walls of the chamlberobs,

dials and levers of all shapes and sizes adorned the pedestal, and as Jyrdri Kerghyd turned and flipf
them the pace of the pulsing light slowed.

Sighing, she patted the crystal globe on the seleling ripples throughout its surfac&/hat should have
been solid crystal wavered and danced like a glob of geldWvhat! Again?" her head shot up and her
eyes shone daggers across the roddhhh..." she said, her shoulders slumping ascaressd the globe
once more."It's only you."

"...if it's only me, then | must be dreaming."

"Aye," she replied, and brought her head closer to the globe.
"It's close. It's very close."

"Aye, what's close thenBimmm? What?"

"What you've been looking for've found it. ...Durgyr, you know I'm not to be disturbe®'ou had better
have a goo@xplanation or both you and Ellrini will suffer!...I've found it, Mistresslt's close. It's very
close. ...I've found it."

"What in the name...?" Jyrdri spun ooft her reverie, her eyasmmediatelylocked onto the far corner of

the ceiling. Something black and amorphous hung there, shimmered for just a moment, and then vanist
before recoalescing at the periphery of her visioBomeone was heréSomeone wascrying on her! The
Mistress of Kerghyd cursed herself even as she threw up a def#fitheher good hand firmly placed on

the radiance globe, she extended her crippled arm from beneath the folds of her robe and shouted
words of warding. A crackling blue shockwave burst from her hand, driving the shadow out of her
presence."How much do they know?"

"I've found it, Mistress....but there is a problem..."

the Yardrak inhabited temperate mountain
Yardrak Dwarves o valleys, but after the disaster that destroyed
The clan now known as Yardrak was originally a  Bjackmoor they were thrust into sub arctic to
Blackmoorian era colony on whas now the arctic condiions. With such a sudden
nor_thwest_ern coast of Brun._ _Before the Great temperature change, many unsuspecting dwarves
Rain of Fire, and the axial shifting of the planet, froze to death even before they understood what
11
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happened. Perhaps hit the hardest by both patrons, very few suspect the origing their
climactic changes and deadly winds carrying the faith.

Wasting, in addition to constant attacks bit
beastmen and giantish neighbors, the Yardrak
dwarves teetered on the verge of extinction
multiple times.

The saviors of the Yardrak were far from
benevolent however. Dark immortals that had
already corrupted clans of northern elves fleeing
undergraind, sought to extend their influence to
dwarves dwelling in the region as well.
Following visions sent to him by the patrons of
the Deep Elves, Lugett Yardrak and a small band
of dwarves journeyed deep beneath earth,
searching for the salvation of thaiace. They
found the Deep Elves who were ready and willing
to share the dark secrets that they had already
learned to stave off the Wasting aiodsurvive in

the depths of the world. Lugett agreed to stay
with the elves in their stronghold, but his
companions brought their secrets back up to the
rest of clan Yardrak. After embracing their new
dark patrons and performing the rituals required :
of them, the Yardrak grew stronger. No longer Felwig Dwarves

were they affected by the Wasting winds that Ancestors of the Felwig dwarves hail from
blew across the sea,dthey became prolific and Skothar and claim to be descendants of some of
strong enough to fend off the attacks of their the oldest dwarven civilizations on Mystara, from
neighbors. Lugett and his ilk became healthy and Mount Uberstar, the Stormkiller Mountains, the

hale again, but in return they had to sacrifice their Dragon Hills and elsewhere. Thoughos of
very souls to the elven immortals. these civilizations were annihilated seconds after

the Great Rain of Fire, enough of their citizens

survived to start again. Dwarves journeying far

from home, or deep enough within the earth to

survive the disaster, slowly began to coalesce and
attenpted to rebuild their society.

Only a handful of the Yardrak, the most ®en
patrons and matrons of the clan, know the truth
behind their rise to power. The founder of their
clan, Lugett Yardrak journeyed deep into the
bowels of the world searching for a way to rid his
people of the wasting. What he found (or rather The aftereffects of the Great Rain of Fire nearly
whatfoud hi m) woul d changeWwiped gut gllethose whe ssurvivedy thes initial
forever. The Deep Elves taught Lugett dark disaster. Survivors quickly learned that they had
magic, sharing their faith of entropic immortals to leave their former homelands far behind or
with the dwarves and showing them the rituals suffer the consequences of theealted Wasting

that were necessary to halt the progress of the disease, and so many began to journey westward.
Wasting. Urthyne Drelgh a young dwarven neophyte of

Blackmorian magitech, stumbled upon a derelict
outpost in the western wilds. Set deep under the
earthodés crust this shelt:
prote c t the dwarves from th
for a time. Soon refugees from across Skothar

Should this secretver get out, that Lugett allied
himself and his people with the hated elves
destroyers of Blackmogprdisaster would strike
the Shimmering Lands.Though mostYardrak
freely pledge themselves to their dark immortal

12
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were flocking to the new sanctuary which
eventually became known as Farseer Refuge.

Many dwarves brought with them fractured
portions of Blackmoorian technomancy, aad
their numbers grew, so too did their
understanding of the ancient arts. Deep within
Farseer, Urthyne found a powerful artifact, and
she and her contemporaries spent decades and
then centuriedrying to unlock its secrets. So it
was that the crafts oArtiface, Radiomancy and
Soulforging were born. Though they do not wish
to see it, their crafts were all corrupted by the
taint of radiance poisoning, and saibe Wasting
was upon them again, forcing them to seek out a
new homeland or perish.

Because oftheir dependence on the ancient
Blackmoorian arts, and their refusal to
acknowledge the detrimental effects of the
radiance, Felwig dwarves bring plague and
pestilence with them wherever they travel. Few
welcome the dwarves in new lands, and fewer
still are those who live long enough to regret it if
they do.

Karlheig Dwarves

Though they shared the same spaces on Skothar
with their Felwig cousins for centuries, something
has always kept the Karlheig dwarves separate
from their kin. These clans hailedoim the
outermost dwarven settlements and colonies on
Skothar, and continue to display the same drive of
individualism that drove their ancestors to
explore the fringes of civilization in the first
place. Unfortunately for the Karlheig, something
on the finges of society touched them, twisting
their personalities and even distorting the way
they perceive reality.

After the Great Rain of Fire, the ancestors of the
Karlheig dwarves gathered at Farseer Refuge
along with their Felwig cousins. While the
Felwig turned outward, looking toward
Blackmoorian technomancy to save their society,
the Karlheig dwarves turned inward. Dreams,
prophecies, and the powers of the mind became
their obsession, with weeks or even months of
silent contemplation deep within Farsdeefuge
being the norm for these dwarves.

When Dranwyrf Korrskill led the dwarves from
Farseer Refuge to find their brethren living in
Eastern Brun, the Karlheig dwarves went with
him. Silent and insular, with few words ever
being spoken amongst themthe Karlheig
nonetheless proved their worth on the long
journey. Their strange and terrible mind powers
meant the difference between life and death
against the fierce giant clans of the Dawn Lands,
and without them it is doubtful that the dwarven
migration would have survived intact.

Despite this fact, few feel comfortable around the
Karlheig. Whispers abound that these secretive
dwarves are never trul
worldly beings fuel their powers and drive their
ambitions. Indeed, during thidong years spent

in the borderlands of Blackmoor Karlheig
dwarves fell under the sway of the despotic
kopru. Since then they have been changed, both
physically and mentally, to better serve the needs
of their new masters. But dwarves are resilient,
and unknown even to the kopru overseers, the
Karlheig dwarves secretly plot to overthrow them
and usurp the role of pupetmaster for themselves.

y

Hurgon Dwarves

In BC 2567, a group of Felwig and Karlheig
dwarves broke away frorm
to found th& own nation in caverns found in
southwestern JannivarslandCalling their new
nation Hurgon, the dwarves fashioned a society in
the image of their ancestors of old. Trandyn
Overstar took the title of Regent of the Mines and
organized his realm accordgnto dwarven
sensibilities that existed even before the rise of
Blackmoor.

Not caring for Dranwyrf and the other dwarves
they left, nor even for the fate of their brethren on
Brun, the Hurgon dwarves sought to recreate their
ancient glory. Delving ever dper beneath the
mountains, the dwarves of Hurgon quickly grew
rich. Trade with neighboring kingdoms on
Jannivarsland, and even those across the Dawn
Sea, made them power ful

Wealth and power were not the only things that
the dwarves of Hurgonfound in their new
cavernous home. Deep beneath the mountain was

13
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a sealed vault, brimming with secret treasures of
the Blackmoorian era, but that was not all they
found. Something else lay beneath the stones,
something of malevolent intelligence.

Severaitimes the plea for help came from their
brethren in the west, and each time fell upon the
deaf ears of the Regent. When Dranwyrf sent his
final desperate plea in BC 2473 he expected the
same response. Much to his surprise a large
contingent from Hurgorame to his aid, and was
instrumental in founding the Shimmering Lands.
Why the dwarves came is unknown for sure.
Some speculate that the Regent went mad, or that
the Hurgon dwarves delved too far into the earth
and unleashed a monstrosity. The trutliym
never be know for sure, for no Hurgon dwarf
will even speak of their old homeland.

Zarka Gnomes

Zarka gnomes have lived in the territory of the
Shimmering Lands (and surroundings) for nearly
600 years. Many took to living in caverns after
the Great Ria of Fire, and because of this they
rarely entered into conflicts with neighboring
beastmen and giants. This changed with the
arrival of the Yardrak dwarves circa BC 2600.
With the coming of the Yardrak, the Zarka
gnomes saw once again a chance touiveer the
light of the sun. The two races were kindred
spirits, and quickly formed fast bonds fostering
cooperation.

Industrious, methodical, and  extremely
bureaucraticZarka gnomes have filled in all of
the cultural niches that the neighboring dwarves
had lost interest in. They are the glue that holds
current day Shimmering Lands culture together.
Mercantilism and trade are favored professions
among the gnomes, with a close second being
politics.

Gnomes of the Shimmering Lands are much more
religiousthan the dwarves who migrated into the
region, and many maintain a strong faith in the
old gods of Blackmoor. Though few of their
ancient strongholds remain under gnomish
control, rumors of vaults containing
Blackmoorian lore abound and many seek to
reclaim them.
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Giantkin

The giantkin race is a rather new addition to the
region, and not a natural one. Though enemies
with the giants for generations, the dwarves of the
Shimmering Lands were nonetheless impressed
with their strength and determination. Botlade

for excellent qualities in their servants, but the

giants themselves were too large and unruly to
control. Not willing to ignore such a resource,

dwarven elders began experimenting on captured
giants, molding and shaping them more to their
liking. The giantkin are the results of such

experiments.

Though many still remain slaves to the dwarves,
there is a growing number of giantkin who have
earned their freedom, and even become valued
members of Shimmering Lands society. Those
that are free oftenrid they are best suited to lives
In the military or servant class.

No love has been lost between the giantkin and
their dwarven masters however, and there is a
movement among the free giantkin to rid

themselves of their former masters entirely.
Though thee are few among the other

Shimmering Lands races that would ally

themselves with the giantkin, many foreign

powers have secretly backed them throughout the
past several decades.

Shades of Blackmoor

Shades first emerged in BC 2319 with the
completion of castruction of the Gate of Light.
Wispy and insubstantial, shades appear to be
translucent ghodtke humans. Despite first
impressions, shades are not counted among the
undead, and clerical magic holds no power over
them. In fact they are Blackmoorianrae
inhabitants who have been transformed by the
tremendous destructive power of the Great Rain
of Fire. Not only does the Gate of Light connect
the Shimmering Lands with their ancestral
homeland on Skothar, it also crosses the barriers
of time, linking ba&k to Blackmoor mere
moments after the Great Rain of Fire.

Shades do not remember their past lives, though
many do have some inkling of a previous
existence. Since their emergence nearly twenty
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years ago, shades have traversed across the Though the reasons are unknown to most, shades

Shimmering Land, though their major
population centers are located in Himnem and
Kairhyeld. Itis in those two locations that shades
have the ability to become substantial and to
interact with the world around them. The further
shades travel from these sites, the Rsdsstantial
they become.

derive substance from the radiance. The closer
they are to a source of radiance energy, the more
substantial they can become. This fact has played
a key role in limiting their spreh across the
world, however shades thrive near most
Shimmering Lands settlements, especially those
that contain a large number of radiomancers.
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A Day in the Life of Kerghyd Estate

"This will not do!" Despite the fearsome appearance of thards, decked out as they were in red
lacquered armor and demonic face plates, they visibly quailed at the tone of Ellrini's Vdieeold
gnome's gray hair was done up in a tight bun that pulled the skin back around heHtceyes, framed

by thin wre glasses, remained frozen on the crumpled and bloody form lying on the stone tiles before her.

The slave, a man from the west she thought, with olive complected skin and jet black hair, met her gaze.
He was one of the kitchen servers, and had beeghtauhispering to his peers while clearing the Elder's
table. Had her mistress overheard that effrontery, all of their lives might be foffeiit out his tongue,"

she said, turning to leavé'And blind him. Mistress is running low on animals for hemwork..."

Ellrini clasped her hands together as she walked down the longce®miiar hall of the outer estate.
Although she moved swiftly, she took great care that her steps were soft and made n&senridough

the mistress rarely graced the outealls it was always good practice to behave as if in her presence.
Quickly she made her way to the Servant's Gate and exited the comgoumof the guards there silently
nodded to their fellows and fell into escort exactly seven feet behind heasgsroper. Ellrini and her

small entourage made their way down a narrow gravel trail several hundred feet away from the estate to a
small stone building with a roof covered half in shingles and half in thattffled growls and whimpers

came from withirand two figures stood outside speaking to one another in hushed tones, one with the
stockier frame of a dwarf and the other slightly shorter and with a much leaner physique.

"Good, you're both herelt will save me an additional trip to track you downjskel,” she said

acknowledging the tow headed gnome and lifting one eyebPéaur shipments are lateThe foodstores
are running low. We are down to our last weeks worth of flour, and oats, and the last of the téimers.
that shipment of wine from Rgul that you promised me two months ago still isn't here."

"I know Ellrini. | was just telling old Sehg here to expect some comp@ungply caravan should be a day
away now."

"And the wine?" she asked.
"...uh, that's coming too," Hiskel stammered.

"Seeto it." Hiskel gulped, not daring to respondlnder the pressure of having Ellrini stare at him for
several seconds he sullenly walked awayhen the gnome was gone she turned her attentions to the
dwarf. "Sehgdar, speaking of company, | hear we'vedwade recently.”

The grizzled dwarf nodded and gave her a grim sniilee Wasting had taken hold of him and his lower
jaw and half of his upper had been replaced with silvétye," he rasped."Something out there on the
border with Derygk EstateSeen them twice nowA small group, and fastCould be treasure seekers.
Could by spies from DerygkCould be the Black Prince and his houndlse already doubled the patrols,
SO you've no need to come down here."

"Fine," Ellrini responded, her arms ossed."With the day I'm having | needed to be sur8He turned to
leave, but then hesitatedWhen Hiskel's merchants get here, make sure they are followed at all G@es.
to it they don't know they're being observéavant to know if these merahts and your recent visitors are
connected in any way."

*k%

Ellrini sat down at her desk and let out a long sigh as she kicked off her sligjpstave placed a hot cup
of tea in front of her and then gingerly stepped out of the rdélinni took thecup in hand and inhaled its
aroma... a hint of cinnamon, just as she lik&he took a single sip before a light knock on her office door
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interrupted her. Her brow furled, she set down the cup, and waited several minutes before replying

"Enter."

"l needto see Mistresslt's urgent.” A burly dwarf entered into the room, dust from the road still thick
about him. Tossing his sack into a corner, he began rummaging through the pouches at his belt.

Ellrini stiffened in her seat!| take all matters to Mstress Kerghyd, Drugyr, and besides | can still smell
the scaled stink of Isshum on yowhat's so important that you had to interrupt my evening tea, even

before washing yourself?"

"Not this time, Ellrini," Durgyr replied as he pulled out a scroll sealeith the symbols of Mogreth and
dangled a polished teak token hanging from a leather strap in front of her'fsligtress will see mel've

come straight from Tuurash' palace."

Social Structures

Although individual aspirations may differ, all
Moadregare creatures driven by ambition. They
strive to attain pinnacle achievements in whatever
field it is that they pursue, be that arcane
craftsmanship, mastery of the Radiance, or
besting fiends in the art of paetaking. During
the pursuit of these goalhe one thing that
Moadreg despise the most is interruption. Thus
they spend a great deal of preparation time
making sure that their estates are running
smoothly, and that all of their needs will be taken
care of at the slightest whim. Servants, both
magicda and mundane exist on the estate with one
purpose, to serve and to be seen as little as
possible.

Estates can be quite large, sometimes
encompassing dozens of miles, both above and
below the ground, with the more remote estates
being the most desirable elghboring estates are
rarely ever closer than a dozen miles from one
another (preferably with dense wilderness in
between) and usually belong to close family.
When the need arises a dwarf will send his
servants to communicate with his neighbors.
They maycooperate in order to organize common
defenses, extract suitable taxes from surrounding
populations, and occasionally combine their
efforts on some mystical project. It is a grave
need indeed however, that will actually bring the
dwarves together in person

Moadreg do marry and raise families, although it
is not uncommon for a husband and wife to retain
their own independent estates in addition to a
familial one. It is common practice to spend only

enough time together as is required to start a
family. Children are usually left in the care of
servants on the family estate while their parents
retire back to the confines of their own domains.
Once children reach adulthood they are expected
to provide for themselves and either establish
estates of their own oto take control of an
existing one (vacant or otherwise). It is not
uncommon for a vacant Moadreg estate to go
unnoticed for an extended period of time. It is an
unfortunate fact of life that the Moadreg are
sickly people, and often a dwarf will succumb to
illness and not be missed by his peers for several
decades.

Most dwarves prefer to live solitary lives, though
few actually view themselves as ever being truly
alone. Not all dwarves are lucky, or powerful,
enough to maintain their own estates. Those who
cannot attain their own private domains, live in
more cosmopolitan communities throughout
Moadreg territory. These towns and villages
house the middle class of Moadreg culture, the
artisans, merchants, and skilled laborers required
to make any advanced @ety run. Other races
find themselves living alongside their more
reclusive neighbors in such communities, with
gnomes making up the majority. Unlike their
dwarven counterparts, the Shimmering Lands
gnomes are very outgoing and have a strong
sense of comomity.

Caste System

The Moadreg have a very strict caste system,
although movement between castes is not
impossible, and for many dwarves at least, it is
the norm. Other races living within the
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Shimmering Lands may also move between
castes, however limitomns on what can be
achieved are greater for them.

Elders: This is the highest level in the caste
system that can be achieved, and it is reserved for
dwarves aloneOnly elders may own estates, and
it is from this select few that members of the
Elder Conclave are choseBecoming an elder is
the dream of every dwarfOwning one's own
estate offers increased isolation from the rest of
society, and allows the dwarf to pursue whatever
goals they have set for themselves with a vigor
and a modicumof privacy. Achieving elder
status does bring new responsibilities as well
however. By the dictates set forth by Drangyr, all
elders must meet with their peers at a gatherhold
in order to insure the continued safety of the
land. They must supply the datrhold with a
portion of their personal servants and slaves to
serve in the Shimmering Land's army, and must
appoint a general to oversee such personnel.

Servants: Any who serve an elder are considered
to be a part of the servant class, and any race
living in the Shimmering Lands may achieve this
status. Although both merchants and warriors fall
into this category as well, they rarely serve an
elder directly. The servant caste is made up of all
individuals who work on a private estate and
directly servean elder. Theses individuals can
include family members of the elder not yet
powerful enough to achieve their own estate, old
friends and colleagues that the elder still trusts,
and anyone else employed by an elddany see

to the day to day activitiethat are required to
keep an estate functional, but that their masters
can not be bothered to deal with.

Merchants/Traders: Merchants and traders are
the individuals who make sure that the
Shimmering Lands continue to function by
moving goods and suppli@sto areas where they
are required.Merchants may live in or near to a
gatherhold, or may be based out of one of the few
true cities within the nationRegardless of where
they live, a merchant is considered to be a servant
of any elders that have juristion over their
territory - thus traveling merchants may fall under
the service of different elders depending upon
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where they are currently operating from.
Although strictly speaking a merchant must obey
any order given to them by an elder, this rarely
happens and merchants are allowed to go about
their business with relatively few constraints.

Warriors: Many dwarves spend their younger
lives as part of the warrior caste, sent off by their
elders to fight against the growing number of
enemies that the Malreg accumulate, but the
other races are just as common within the ranks
of the military as well. Warriors may belong
directly to an elder in which case they reside on
an estate (though typically far enough away from
the elder's residence so as not studb them), or
they may be assigned to a gatherholgpically

an elder will assign a percentage of their warriors
to a gatherhold for a predetermined amount of
time. During this time those warriors serve the
gatherhold, most often commanded directlyaby
general appointed by the local conclavifter
the period of service
service reverts to their original master.

Slaves: Slaves can be found in nearly every
portion of Shimmering Lands society, serving
either on an estate, in gatherhold or city, and
even in the armyA slave's lot is grim, for this is
the one caste in Moadreg society that can never
advance. Once a slave, always a slaven
occasion slaves have been "set free" when their
current master dies, especially if tledder is in a
remote location and no one learns of his death for
a long time. Such slaves are far from safe unless
they leave the Shimmering Lands completely
however, because bands of slavers are always
looking to acquire new merchandise, whether it
has been preowned or not.Dwarves are never
slaves within the Shimmering Lands (although
sometime an unfortunate is sold to foreign
powers), nor are soulbound or shad€nomes
very rarely receive this fate, but any other race is
fair game.

Estates, Gatherholds, and Cities

The residents of the Shimmering Lands have
several varied types of abodes, which roughly
grouped fall into three different categories;
estates, gatherholds, and cities.
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Estates:Estates are the most numerous dwellings
throughout the lais, the rights to live upon one
reserved solely for dwarve®\ typical estate will
comfortably house its dwarven master, all of his
retainers and servants, and a small guard force or
standing army. Often the land on an estate,
except for the main compodnis unworked and
left in its natural stateln locales with dangerous

Kerghyd Estate

Estate Grounds

1) Estate Grounds Kerghyd is one of the larger
estates inGromevand, measuring just undz0
square miles in areayfiical estate can cover
anywhere from 10 up to several thousand square
miles of land, though most fall under 300
Mostly blanketed inuntamed forest, a small
personal garden on the outskié the estate
helps supplement food brought in by merchants.
Mistress Kerghyd ensures her privacy by
surrounding herself with vast tracks of dangerous

wildlife, this has the added benefit of helping to
keep out unwanted guest$he space for estates
is limited, and their demand is highdwarves
prefer living a solitary life, espetly as they
mature. One of the main pressures for the
continued expansion of the Shimmering Lands is
to provide its upper class with more space to live
upon.

wilderness, dangerous to travel through even for
estate inhabitants.

2) Grounds KieAkspgMagstetostheA b o
Grounds, Sehgdar Ker ghy
focused around maintaining the security and
privacy of the Estate. In addition to this abode,
he maintains one of the border watch towers as
his private workshop and laboratory. Sehgdar
stands to inérit the estate should anything
happen to his sister, though since they are close in
age he canot depend or
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