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A Word or Two About this Material

First, and most important, are the copyright laws regarding this project. This material is NOT endorsed or
approved by TSR, Inc. Although the setting (places, characters, features, calendar ...), aswell astherules of D&D
and AD&D arethe creation and property of TSR, the events, attitudes, bdiefs, descriptions, and all the rest in this
material arethose of thewritersand arein noway supported by TSR.

TSR, Inc. isasubsidiary of Wizards of the Coast. Should TSR or Wizards of the Coast demand that we remove this
material from the web, we will be happy to comply with their decision.

The intent behind the Mystaran Almanac is to continue to keep alive the wonderful world of Mystara. It is
therefore the compilation of ideas and suggestions from all members of the Mystara Mailing List, and not those of
the staff and/or management of TSR.

This manual has very little in terms of game stats, as it does not want to infringe on TSR’s copyright (meaning: you
want the stats of NPCs and such, buy the appropriate book/references by TSR). We hope that TSR sees this merely
as the work put in by those who love Mystara and wish to seeit grow rather than any attempt at stealing their setting
and infringing on their copyrights.

Our second topic regards permission to place this ailmanac up on your own personal web page. GO RIGHT
AHEAD! We, the authors, give complete and free access to this material to everyone. You are free to do what you
will with it, with one ABSOLUTE restriction: should TSR/Wizards of the Coast demand that you remove this from
your web page, you must comply! As mentioned above, Mystara and all that is related to it belongsto TSR, so TSR
has the final say on everything concerning Mystara and this non-endorsed material. If they want it removed, then it
isgone.

Also, you are free to modify the contents of this almanac as you see fit as well (after all, everyone has their own
future for Mystara). We simply ask that, if you do so, please:

1. Changethetitle: we would like to keep thetitle Mystaran Almanac so people can find the rest of the series and
know which material is the continuation of this particular group of authors' project. In other words, we are simply
asking for the rights to the name Mystaran Almanac.

2. Mention that you have modified it from the Mystaran Almanac: in this case, say where it came from, and keep
the original authors’ names. Feel free to add a “modified by:” section at the top of that list. The writers have put a
few hundreds hours each on this project, so please, give credit where credit is due.

For example, call it Bob's Almanac of Mystara with the subtitle “Modified by Bob from the Mystaran Almanac.”
Of course, we won't police you or harass anyone who doesn’t comply with this. Wejust ask that you do, please.

Now comes the debate on “canon” or “net-canon” material. We do not in any way claim that the Mystaran
Almanac isthe “online official future of Mystaral” We, the authors, write this product because we enjoy writing it. It
is not our attempt to make our own personal home campaign the official version! It doesn’t even always match OUR
own campaigns as we are several authors who each put in their own ideas (often conflicting until a consensus is
agreed upon). We also steal/accept ideas left and right from posts made by the members of the Mystara Mailing List
or other sites. So the names on the author list is by no mean the only people who have shaped this “future” Mystara;
many people on the Mystara Mailing List have participated, whether they know it or not (unfortunately, we often
forget who the source of agivenideawas, so the Special Thankslist isfar from complete. If we missed you, sorry!).

This product is nothing more than a possible future for Mystara which we call the “Mystaran Almanac future”
(hence the above expressed desire to keep the title should you change a part of this product). Use its contents or
disregard them as you see fit. You are each the DM of YOUR own campaign, so decide what YOU like, keep what
interests YOU, or throw out what YOU don’t like—and that’s the end of it. Do not take these events in your own
campaign simply because we say so! There is no such thing as an “official” or “canon” Mystara. Use them because
Y OU want to.

And, more importantly, should TSR ever return to making Mystara products, odds are everything we' ve done here
(as well as whatever has been happening in your own campaign) will probably disagree with what they say and
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become obsolete (as far as “canon” is concerned, that is). All this to say: DON'T WORRY ABOUT CANON OR
NON-CANON; JUST HAVE FUN!

Next is the big decision between D&D and AD&D. This subject is always a strong debate on the mailing list. The
Mystaran Almanac supports both games as it is very stats free. It deals mostly with the world of Mystara, NOT
gaming systems.

The few times that stats are present, describing NPCs, the AD&D 2 Edition game stats were used. The main
reason for thisisthe fact that potential new players will be used to the AD&D system, and the more of them that join
Mystara, the better! Also, Mystarawas completely converted to AD& D with their final projects, including Joshuan’s
Almanac as well as the Karameikos, Glantri, and Savage Coast box sets (all copyright property of TSR). Should TSR
revive Mystara, it will probably bein AD&D format aswell.

Lastly, by now, all old D&D players should know how to convert back and forth between systems blindfolded.
Thisis something the new AD&D players don’t know how to do.

All in al, this book is about Mystara, not the game system, so please don't discard it because of that, but instead
read it becauseit’ s about Mystaral
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Finally, the list of authors and contributorsto this project:

Product Manager & Editor
Hervé Musseau hmusseau@yahoo.com
Team Elders
Marco Dalmonte mdal monte@hotmail.com
Geoff Gander GANDERG@tc.gc.ca
Hervé Musseau hmusseau@yahoo.com
Fabrizio Paoli brizio@gdr.net
Michael Roy kallatari @home.com
Shawn Stanley shawn@leme.anu.edu.au
Andrew Theisen jsmill @wans.net
Contributors
Aleksei Andrievski solmyr@kolumbus.fi
Nicholas C. Bambakidis nbamba@juno.com
Alex Benson Alex295@aol.com
Daniel Boese dboese@niagara.becon.org
Christian Constantin gf691805@er.ugam.ca
Jeff Day JDaly@friend.ly.net
Ethan Deneault spymaster @planetfortress.com
Mischa Gelman megst19+@pitt.edu
Adrian Mattias ashaktur@hotmail.com
Aaron Nowack anowack@juno.com
James Ruhland jruhlconob@sprynet.com
Thorfinn Tait Curufin@velvia.demon.co.uk
Specia Tanksto
Sharon Dornhoff dornhoff @bio.umass.edu
Daniel Eustace Daniel .Eustace.b@bayer.com
Jennifer Favia Guerra Valerya@webtv.net
Enrico Lagazio mlagazio@ilenic.unile.it
James Mishler mystaros@aol.com
anyone whose ideas we used but forgot to
include as contributors

So, if you have any ideas or comments concerning this aimanac or events for AC 1017, please, feel free to contact
me. For AC 1017, expect more regions to be covered in the amanac, as well as whole new sections.

Read on, and enjoy your year-long visit to the grand world of Mystara. The Mystaran Almanac Team
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INTRODUCTION

Preface

Dear Reader

The wonderful book you now hold in your handsis the seventh in a series of rich volumes intent on describing
the amazing world of Mystara.

Allow me to introduce myself to those who did not read last year's amanac. | am Belzamith Fingertackles, an
illusionist of Highforge in the wonderful kingdom of Karameikos. Oh yes, before | forget: I'm also a gnome. |
have several fascinating hobbies include poetry, tinkering, solving interesting mysteries, and political sciences. |
am one of the few souls who truly enjoys discovering things that were previously hidden and searching for the
truth behind what is always presented to us. | for one believe that there is much going on in this world that we
should know about, but the powers behind the scenes keep hidden from us. Of course, those of you who read
my preface last year probably already know all this.

We wanted to make this issue of the almanac as thorough as possible. Those who own previous almanacs will
notice that this year’s edition is significantly bigger. We hope the additional information you will be able to find
will provide you a better vision of the world welivein (literaly, for some of us).

Now, of course you must all be wondering what changes have been made to this year’s Mystaran Almanac,
that we brag about it. Well, we still have our famous on-sight correspondents and letters to describe places and
events. | firmly believe that such presentations make the descriptions all the more lively and interesting, giving
the reader a better perspective on things, as well as insight on the people who present them to you. |
continuously encourage our writers to dig more behind the scenes; unfortunately, sometimes digging behind the
scenes can be very dangerous and we cannot safely get all the information asto what is really going on. Despite
this, the Mystaran Almanac is definitely the most precise and accurate account of last year’s history that will ever
be written.

As for changes, there is one I’'m sure you'll notice. This year, the almanac has been divided into yet several
more parts, each representing a large fraction of our world, in an effort to introduce to the reader to a larger
portion of the world. One deals with the Hollow World, which was underrepresented last year, while the Jungle
Coast section has been renamed into Davania as the almanac is accompanying the new explorers to the southern
continent further inland. We also now offer the most comprehensive overview of war-torn Norwold ever. And
our correspondents bring news from the dangerous lands of the Master, Hule. There are more, and | hope you'll
enjoy reading them as much as we enjoyed chasing for the best information to provide you, the reader.

Finally, we received mountains of letters and comments from you the reader, and have done our very best to fix
all the mistakes you have pointed out, or add details that were left out, and so on. Again, thanks everyone for
your comments, and yet more thanks to those who, after getting their hands on an almanac, decided to volunteer
asreporters and correspondents to bring us more news from every known corner of Mystaral

Therefore, it is with great pleasure that | present to you the new and improved Mystaran Almanac, AC 1016
edition. It would also be my pleasure to hear from you, gentle readers, on your opinions of our presentation and
content.

Belzamith Fingertackles, Co-Editor
Mystaran Almanac
Mirros, Karameikos

Nuwmont, AC 1016

To the reader

I’'m Dorrik Stonecleaver, one of the two editors of the Mystaran Almanac. |I'm a dwarf from Highforge, and
used to be a caravan guard for several decades. | retired over adecade ago and wandered the world for awhile.
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I’ve always believed that one should get to the point, and therefore try to keep the gnome’'s babbling to a
minimum. | don’t like big texts and wasting breath, so | give the information that you really need. Numbers,
dates, places. They give you what you want or need to know, quickly. I’ ve therefore made sure to include exact
dates, locations, populations, taxes, currency, and all the other small details meticul ous people expect to find.

Once again, | would have loved to include descriptions of the military forces and their tactics as well, but most
governments took a dim view at seeing such information published and made sure we didn’t. | still hope such
information, and other I'd like to include as well, will one day find its place in the aimanac. | wish | could blame
the gnome for the almanac’ s bulk, but | fear | must share responsibility on this.

Anyway, |I've said the important stuff, so it's time to start reading the Mystaran Almanac. If you have
anything important to tell us, let us know. Make sure it’s important, because with all our correspondents, we
don’t have time for useless letters. Also, speaking from the previous years' experience, most of you should learn
towritein proper Thyatian before sending us any letters!

Dorrik Stonecleaver, Co-Editor
Mystaran Almanac

Mirros, Karameikos

Nuwmont, AC 1016

Almanac Format

First of all, who should read this material. That'ssimple. Anyone who hasinterest in the world of Mystara. Of
course, some need a more specific answer than this. As such, all the Atlas Sections (of the Old World, Norwold,
etc.) can be read by both players and DMs of Mystara. The information given is general, usually common
knowledge, and often slightly biased by the correspondents’ point of view. Of course, this means that the
information is not always 100% accurate, so players be warned: individual DMs might not accept the descriptions
of any given place, changing it to suit their needs and campaign. And they’re within their rights! After all, who
said that the correspondent wasn’t a complete fraud? It already happened (and we're sorry for that). DMs may
also want to limit the PCs' knowledge to just one area of Mystara (after all, why should someone from the Old
World know anything about the Savage Coast?).

The Mystaran Miscellanea section is left to the DM’s judgment as to whether or not his players know this
information. As such, merchant PCs should have access to the Economica part, while superstitious PCs will
probably know their horoscope, for example.

The timeline section, dealing with events for the year of AC 1016 is for the DM's eyes only. It reveals certain
secrets that players are just not meant to know unless they discover them the hard way. Of course, this only
makes it easier for DMs to change any timeline event to match events that are occurring in their own world of
Mystara.

The format used throughout the Mystaran Almanac is similar to the various previous almanacsin thisline. As
such, each nation will have an entry that will give a brief summary of location, size, population, languages, coins,
taxes, industries, and flora and fauna.

Thereisalso asection that lists the names of important people at any given entry. Theformat isasfollows:
Name (title or occupation, race, gender, class/level),

Class/level is presented in the form of a letter (or more) followed by a number, such as F6 or T12. The number
indicates level, while the letter represents the class according to the following legend:

F = Fighter M = Mage
Pa=Pdadin M (ab) = Abjurer

R = Ranger M(co) = Conjurer
T =Thief M(di) = Diviner

B =Bard M (en) = Enchanter
C=Cleaic M(il) = lHlusionist
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P=Priest M(in) = Invoker

P(dr) = Druid M (ne) = Necromancer

P(cr) = Crusader M(tr) = Transmuter

P(de) = Defender WD = Witch-Doctor

P(mk) = Monk P(?) = other Specialty Priest

These letters will also be used in the Famous Peopl e section, as well as anywhere else where character classes
aregiven.

Finally, a new section on Further Reading is also given. We strongly recommend purchasing all the wonderful
books and adventurer modules on Mystara, as they truly give a much deeper understanding and description than
this almanac can ever give. Some of them are availabl e through Joshuan Gallidox Publishing.

Nation descriptions will, as before, have a brief intro section from the correspondent, a section on the land and
another on the people of the land. Now, many will have already heard these descriptions several times over.
What do you expect? There are only so many ways to describe agiven place and its cultures. Infact, entriesthat
have been repeated from last or previous years might actually have paragraphs with the exact same text, word for
word. We, the editors, saw no reason to change a description that is already accurate.

On the other hand, the section on recent events will be different each year. | would think this would be
obvious.

We here at Joshuan Gallidox Publishing are also proud to announce the acquisition of the artistry skills of
Fedorius Artrim Teledumas and Lucertic, who will illustrate various events of the year. Fedorius is a resident
artist in Mirros. Though his specialties reside in the field of sculpting, he has a certain renown for his sketches
and his “unique” style of interpretation. Though realism is often sacrificed for affect, his depictions are most
welcomed. Fedorius signs his work with his trademark “F.A.T.” Lucertic is a novice artist and his artwork is
reflective of this. Lucertic originally hails from Thyatis, being a retired officer. With a distinguished military
career behind him, he fills his time with the simple pleasures of his art form. Though he specializesin full color
paintings and in woodcarved pressings, he has graciously offered a few rough sketches for our use. His works
are distinguished by their lack of signing... atrait he signifies as“art knowing no master.”

Finally, the last sections give us a peek at places that are highly recommended, either to visit or avoid. For this
section, we made an effort to have something new to talk about, since each nation probably has more Don’t Miss
sitesthat could possibly fit in this entire almanac.

Dorrik Stonecleaver

The People of Mystara

Various intelligent beings live on—and in—Mystara. No almanac of the world could ever be compl ete without
at least describing the major races that one can encounter during her travels. This section will therefore give a
brief overview of the most important known intelligent species that have helped shape the history of Mystara.
There are obviously more sentient races than those listed, but these are by far the more common.

By Dorrik Stonecleaver

Humans

Humans come in all shapes and sizes, without really any common theme to unite them. Historians claim that all
the humans on Mystara are descendants from three ancient races of humans: the Neathar, Oltecs, and Tangor. A
fourth major race, the Alphatians, arrived on our world just over 2,000 years ago, and has also contributed to the
various cultures now found today. With such ashort life span (compared to demihumans), humans have evolved
rapidly and there are now more races of humans on Mystara than one can possibly keep track off.

Humans can be found on all the continents of Mystara, and seem to have adapted to almost any climate. As
mentioned, there are too many races of humans to describe fully, but the two most common are the Thyatians
with their olive complexion and dark hair as well asthe Common Alphatians with coppery complexions and brown
or red hair.
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If there is anything that can be said to generalize humans is that they are all unique. Racial unity is rare, and
only takes place when there is a non-human threat close by. Otherwise, they fight more often amongst
themselves than with other races.

Dwarves

The dwarves of Mystara, often called Rockborn dwarves, all came from the same source: the mountains of
Rockhome. They claim that Kagyar—their patron Immortal—created them circa BC 1800, and they have since
spread throughout the continent of Brun. Some have even sailed across the sea and made their homesin the land
of the now sunken continent of Alphatia[in the former nation of Soutfellow. Ed.]. Whether the dwarves have
colonized other continents during the past remains to be discovered.

Dwarves are lawful beings who only change their ways of life after a very, very long period of time. Every
dwarven colony still speaks the exact same dialect of Dengar that is still used in Rockhome. The same holds true
for their physical characteristics: all dwarves on Mystara are still identical to their racial ancestors. Rockborn
Dwarves are the only race of dwarvesthat exist on the surface of Mystara.

Rockborn dwarves are stocky and muscular with adeep tan or light brown skin, often with ruddy cheeks. Their
hair is often black, gray, or brown, with similar colors for their bright eyes. They vary in height between 4 and 4%
feet. [AD& D: Rockborn dwarves are considered to be the hill dwarves of Mystara, as described in the PHB and
Complete Book of Dwarves.]

A second race of dwarves, the Kogolor dwarves, has been found in the Hollow World. There doesn’t appear to
be any connection between these dwarves and Rockborn dwarves. Their description is still unknown to the
authors of this almanac.

Elves

The elves claim that they were born from the soul of Mystara and the Immortal Ordana several thousand years
ago. At first, guardian spirits of the land watched over them, but then one day they were let free to inhabit the
world of Mystara. Some sages specul ate that the ancient elves were actually colonists from another world, much
like the Alphatians. The departure of the “guardian spirits” is interpreted as a loss of contact with their
homeworld. Elvesscoff at thisidea, however.

Five main races of elves exist on Mystara: the Aquarendi (aquatic elves), the e€ aar, the shadow elves, the
Shiye elves, and the sylvan elves. Sages claim that all except the shadow elves evolved [or arrived, depending
on the sage. Ed.] whilethe elves were still watched over by the “ guardian spirits.” In general, elves stand about
5 feet in height, are more slender than humans, and have pointed ears.

The most common race of elves encountered is that of the sylvan elves who are named after their legendary
homeland, the Sylvan Realm. Sylvan elves have either pale blond hair and blue eyes, or dark hair and intense
green eyes. A few clans have red hair, and gray is also not unheard of. Unlike all other elven races, sylvan elves
can grow mustaches and beards, atrait that is often noticed on the elves of Belcadiz. Sylvan elves are scattered
throughout the continents of Brun and Davania, and almost all the elven clans found in the Old World and the
Savage Coast are sylvan elves. Sylvan elves prefer a simple life and live high up in the trees of many forests.
Some clans have different attitudes, however. The Belcadiz of Glantri enjoy prestige, reputation and living in
human-styled houses, while the Meditor and Verdier elves of Minrothad love money and are renowned sailors.
The sylvan elves of the Savage Coast have actually abandoned all elven ways and adopted the lifestyles of the
nations they livein. [AD&D: Sylvan elves are considered to be the high elves of Mystara, as described in the
PHB and Complete Book of Elves.]

The Aquarendi are an aguatic race of elves that inhabit the various seas of our world. Gill dlitsin their neck
permit them to breathe while underwater. They have webs between their fingers and toes, and small fins on their
ankles. Green and blue hair is common among the sea elves, although brown or black have been spotted on rare
occasions. Skin colors range from light tan for those living near the shore to bright green or blue for those living
deep beneath the sea. [AD&D: Aquarendi are considered to be the sea elves of Mystara, as described in the
PHB and Complete Book of Elves.]

The ee' aar are arare race of winged elves that inhabit the western end of the Savage Coast and the Arm of the
Immortals. They look much as the sylvan elves, except appear much more delicate and with more angular facial
features. Of course, they also have large feathered wings with a wingspan of at least 10 feet. They usually have
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white or silver hair, although black and gray are not uncommon. Their wings are the same color as their hair.
Eyes tend to be amber, violet, or deep green. [AD&D: E€' aar are the avariel, or winged elves, of Mystara, as
described in the Complete Book of Elves.]

The shadow elves are a mysterious race of underground elves. They have gray skin and white hair, and their
philosophies appear to be much different than other elves'. To date, not much more is known about them.
Shadow elves inhabit the nation of Aengmor in the Old World, and they also have a large empire deep beneath
the ground. The nation of Schattenalfheim in the Hollow World is also composed of shadow elves. [There is no
AD& D counterpart for the shadow elves. AD&D stats are given on TSR’'s homepage.]

Finally, the Shiye elves are slightly taller than other elves. When the elves left their ancient homeland, the
Shiye elves went with the sylvan elves and helped create the Sylvan Realm. But the differences in philosophies,
especially the Shiye's xenophobia, eventually caused them to leave. Their new migration brought them to the
continent of Alphatiawhere they founded Shiye-Lawr, the largest nation of Shiye elves. They usually have silver
hair and amber eyes, although a few rare Shiye elves have pale golden hair and violet eyes. They are more
reclusive than sylvan elves, and live a much more ordered life than their chaotic cousins. Shiye elves are found
throughout Alphatian territories such as Norwold and Bellissaria. Also, one colony of Shiye elves seemsto have
settled in Eusdria on the Savage Coast. [AD&D: Shiye elves are considered to be the grey elves of Mystara, as
described in the PHB and Complete Book of Elves.]

Gnomes

Like dwarves, gnomes claim they were created by their patron Immortal—Garal Glitterlode—who also placed
them in the mountains of the area now known as Rockhome. Unlike the dwarves, however, gnomish colonization
of the rest of the world wasn't so successful. Only when they colonized areas with the dwarves [such as
Highforge in Karameikos or Stoutfellow in Alphatia. Ed.] did their colonies survive. Seeing how they couldn’t
forge nations on the ground, the gnomes of Mystara built Serraine, their wondrous flying city, and there they
remain to thisday. Still, small scattered communities can still be found in the Old World and Norwold. Elsewhere,
gnomes do not seem to be present, though rumors coming from the explorers of the southern continent would
have them uncontested rulersin the farthest reaches of Davania.

Strictly speaking, there is only one race of gnomes present on Mystara, and they are simply known as
Mystaran gnomes. The second “race” of gnomes is that of the sky gnomes which inhabit the flying city of
Serraine. As such, physically the two races of gnomes are identical (hence the reference to just one race of
gnomes), although their attitude and culture are so different that many sages prefer to separate them into two
races.

Gnomes stand about 3 feet tall and have rather pronounced noses of which they are quite proud. They have
either pale blond or red hair, which often turns white as they age. Their skin ranges from dark tan to woody
brown, and they usually have bright blue eyes. [AD&D: Mystaran gnomes are considered to be the rock
gnomes of Mystara as described in the Complete Book of Ghomes and Halflings. Sky gnomes enjoy inventing
things, and are similar to tinker gnomes, but have more common sense and less chances of exploding
inventions. Serraine doesfly, after all!]

Goblinoids

Goblinoidsis ageneric term used to describe various barbaric races seemingly related to goblins, and generally
descended from the old Beastmen race that can still be encountered in the Hollow world. There are far too many
types of goblinoids to describe here, and many volumes at the very least would be required. Suffice to say that
the following goblinoid species are present on Mystara: bugbear, gnoll, goblin, half-ogre, half-orc, hobgoblin,
kobold, ogre, orc, and troll. Of those mentioned above, kobolds seem limited to the Old World, while the rest can
befound in all areas of Mystara, though only orcs and Beastmen can be found in the Hollow World.

Within each species of goblinoid there are several dozen to hundred of races. For example, in the Broken
Lands, there are three races of orcs: yellow orcs, red orcs, and the Hyborean common orc. Several hundred other
orc races exist outside the Broken Lands. [AD& D: Stats for these goblinoids can be found in the Complete Book
of Humanoids.]
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Half-Elves

Half-elves are so rare in the Old World as to be ailmost legendary [in fact, if playing D&D, they don’t exist at
all. Ed.]. Many sages believe that a Mystaran elf/human couple somehow has a harder time at producing
offspring than is reportedly possible on other worlds. When they do, the result is invariably a half-elf [or a
human with elven blood or elf with human blood if playing a pure D&D game; see GAZ5 The Elves of Alfheim
for more details. Ed.]. Strangely enough, half-elves are more common on the Savage Coast. Some speculate
Immortal involvement, others a side effect of the Red Curse [two possible reasons for having half-elves on the
Savage Coast in a pure D&D game. Ed.]. Half-elvesare unknown in the rest of the world.

Half-elves appear like a mix between their human and elven ancestors, hence can have a large variety of
appearances. A look through both the human and elven races can give an idea of the possibilities. Despite this,
half-elves are considered to be of one race: half-elven [or half-human if you're talking to an elf. Ed.]. Unlike
most other worlds, half-elves aren’t treated with total scorn by the elves of Mystara; they are so rare that most are
curious about half-elves and will gladly accept their company for awhile just to learn more about them.

Hin (Halflings)

The hin, often called halflings by other races, are asmall folk who enjoy agood life. Hin have no knowledge of
their creation or arrival, athough historians trace them back to the origina elven homeland, leading them to
speculate they “appeared” [that is, were created or arrived from another world. Ed.] with the elves. Hintend to
blend in with the surrounding communities rather than create their own. Most hin are therefore found in human
nations. The Five Shires of the Old World and the city-state of Leehain Norwold are the only known true hin
communities. On the Savage Coast, they have been completely absorbed into the local nations.

Hin rarely grow larger than 3 feet in height. They have ruddy complexions, sandy to dark-brown hair, and blue
or hazel eyes. Their faces are small and childlike when compared to a human. Hin also have thick hair atop each
foot. [AD&D: Hin are considered to be the hairfoot halflings of Mystara, as described in the PHB and Complete
Book of Gnomes and Halflings.]

Lupins

Lupins are a race of dog-people that have spread over the world of Mystara. The origins of the lupins are
unclear; some believe they are merely atype of more civilized gnolls, and if this were the case, then gnolls would
be a race of lupins and not goblinoids. Others think that they are the descendants of the Hutaakans, a race
created by the Immortal Pflarr at some unknown period of history. Because of this belief, some lupins have
returned to worshipping Pflarr, and this has caused much trouble in the lupin nation of Renardie.

Over the centuries, lupins have scattered over most of Brun and the rest of Mystara, evolving into several
different races. Like humans and other short-lived species, there are too many races of lupins to mention here,
just as there are far too many breeds of dogs to describe in a couple of paragraphs. | shall therefore limit this
entry to naming afew and giving a general location where they can be found.

Grand bloodhounds are excellent trackers from the nation of Renardie, while the carrasquito is a small breed that
livesin El Grande Carrascal of the Savage Coast. The ogrish chow-chow was once a slave race to the ogre-magi
of Ochalea but is now free. The foxfolk is scattered throughout Brun, while the Glantri mountaineer is limited to
the Glantrian Alps. The Heldann shepherds are agoat and sheep raising race found in the Heldannic Territories.

Many, many more exist, especially crosshreeds and mongrels (as they are called). For a more complete list and
better descriptions, | strongly recommend an article written by Raman Nabonidus of the Princess Ark. The article
is entitled Lupins of the Mystara setting and can be found in Dragon Magazine #237.

Rakasta

The rakasta are a race of cat-like beings that also claim that a patron Immortal created them. Thistime, it isthe
Immortal Ka who transformed a cat into a human when it fell in love with her master. But when Ba-steh [the
human/cat in question. Ed.] still behaved like a cat, Ka instead transformed her and her human lover into cat-
people: the first rakasta. When this happened is still unknown, but it is believed to have occurred prior to the
Great Rain of Fire, explaining how they have since spread throughout most of the world [and even beyond if you
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believe they have a colony on an invisible moon. Ed.]. They have adapted to various climates and evolved into
several sub-races.

Rakasta are mainly wild, and most have fled lands that were colonized by humans, and as such are almost
unheard of in the Old World. Rakasta have one nation on the Savage Coast [ Bellayne. Ed.], but beyond that are
mostly scattered tribes throughout the world. Like all short-lived races (that is, those of less than 100 years),
rakasta have evolved rapidly and many races now apparently exist in the wild, so below we'll only describe those
who often come in contact with the rest of the civilized world. In general, rakasta are man-sized, but weight easily
two or three times as much. One noticeable difference in the fact that rakasta need 12 hours of sleep per day.

The msongo, also known as the fast runners, have a coarse coat varying from yellowish-gray to golden. A
reddish fawn with small dark spots is also common among them. They are tall and lanky, but can achieve great
speeds when running. The msongo are known to inhabit the Meghala Kimata grasslands of Davania, the Steppes
of Jen of Skothar, and on the Thothian Plateau on the Isle of Dawn.

The jakar are found in the rainforests of the Arm of the Immortals. They have beautiful spotted coats that are
prized by Vilaverdan hunters. Not much is known about them except that most Vilaverdans hunting the jakar fail
to return from their expeditions.

Mountain rakasta are the most common rakasta of the Savage Coast, and have also been spotted in the remote
wilderness of Norwold. Their fur varies from plain gray-brown to reddish and even black. A tribe of mountain
rakasta is rumored to inhabit the Kurish Massif, and if this is true, they are the only known rakasta in the Old
World.

Many other races of rakasta exist, and those seeking more information should look up the Rakasta of Mystara,
written by Raman Nabonidus of the Princess Ark. [This article can be found in Dragon Magazine #247. Ed.]

The Immortals

The people of Mystara worship powerful beings known as Immortals. These beings fill in the same roles as
Gods (or Powers) would on another world, and most religions focus on the desires of the Immortals. The main
difference between Immortals and Gods is that the Immortals were once mortals that have since advanced to a
state of being far beyond their former peers by accomplishing deeds of heroic proportion.

Some claim that the Immortals are merely another family or collection of gods. The name Immortal merely refers
to the group of Mystaran deities, much like Olympians refers to the gods of the Greek people, and Aesir is the
name of the Norse powers. Or, perhaps the cultures of Mystara simply developed the term Immortal instead of
God. Some reverse the same debate, stating that Gods and Powers are merely other terms used to describe
Immortals.

Other sages state that Immortals are not Gods. They are powerful beings akin to Gods and Powers, and are
definitely deitiesin their own rights, but they are not the same. They use the fact that Immortals have been slain
by very powerful mortals on rare occasions, while Gods simply cannot be slain by mortals.

Regardless, whatever the Immortals truly are simply does not matter to most people. They are more powerful
than mortals can imagine. They serve as the basis of faith and grant clerics and priests their spells. With their
powers and priests, they manipulate the world into outcomes that they favor. Anything beyond that is probably
beyond mortal comprehension anyway.

Belzamith Fingertackles

Physical Characteristics of Mystara

By now, most readers would have heard various rumors and fairy tales about how our world is a large hollow
sphere floating in the emptiness of the void. In this void are also the sun, Matera, the stars, and a few other
planets discovered by astronomers.

Well, those rumors are indeed true. Several groups have reportedly successfully crossed the large polar
opening into the Hollow World, each reporting that it looks like the inside of a sphere with an eternal red sun
within. Also, by recently laying my hands on a copy of certain sections of Captain Haldemar of the Princess
Ark’slogbook, even an outside description of Mystarafrom the void only servesto further validate this belief.
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Prospero, the owner and author of the Poor Wizard Almanacs (property of TSR), claims that Mystara has a
diameter of 6,190 miles, giving it a circumference of 16,352 miles. The three volumes also state the entire Hollow
World is approximately 3,790 miles in diameter. The polar openings are supposedly 774 milesin diameter at their
narrowest point, 1,030 miles in diameter on the Hollow World's side and 1,548 miles in diameter on the outer
world’sside. Thecrust is about 1,200 milesthick.

Now, where this information comes from is still unknown to the authors of the Mystaran Almanac, and
Prospero refuses to reveal his sources. Most sages we have brought this knowledge to admit that the values do
seem reasonable, though the Alphatians have been unwilling to confirm or refute them. It should be noted,
however, that Julinius Dicrodion, a renowned Thyatian mapmaker, claims that the values are wrong and that
Mystara is actually much larger than that. He is currently organizing and financing several map-making
expeditions to try and prove his point. Other mapmakers scoff at his, asthey say, “ludicrous’ idea.

From more reliable sources (not to say that the previous information is false, just that we do not know where it
came from), the world of Mystara is surrounded by a magical bubble known as the skyshield. This skyshield
allows objects to enter the world of Mystara, but not to leave. Thanks to this, the air that we breathe remains on
Mystara and does not spill out into the empty void that surrounds us.

Again from Haldemar’s journals, the skyshield is reportedly situated 15 miles above the ground. A friend of
minein the Heldannic Knights confirms this report.

Various rumors we' ve heard claim that skyshields occur on every planet on the Prime Plane. Although we again
have no way to verify this, I've heard similar tales from various groups, so I’'ve decided to publish this rumor
anyway. Still, asage of Aeriaoncetold me that skyshields are only alocalized phenomenon to our crystal sphere.
He has yet to inform me what exactly a crystal sphereisthough. I'm still trying to figure this one out.

Our atmosphere is completely normal up until about 20,000 feet in altitude. After that height, it’s much harder to
breath, and most expert skyship sailors recommend some sort of magical breathing apparatus or spell.

Now, with the physical description of Mystara as a whole done with, it is time to start examining various areas
in closer detail. We, the authors of the Mystaran Almanac, have decided to divide the known sections of
Mystara into 7 separate areas. Each sector differs both geographically and sometimes even culturally from one
another. Admittedly, each zone does vary considerably in cultures, as anyone can plainly see that Ethengars are
in no way similar to the mages of Glantri. Overall, however, there is a somewhat different tone, or atmosphere, to
each zone of Mystara. At least, we the authors believe so.

The heart of civilization, which includes the fine nations of Karameikos and the Five Shires, is known as the Old
World. Theless civilized and more frontier area covered with the dreaded Red Curse is called the Savage Coast.
The lands of feudalism to the north fall in the area of Norwold. The islands of the Sea of Dawn create another
sector, while the large open waters of the New Alphatian Confederate Empire will be called the Alphatian Sea.
There are also the colonies and the dangerous lands of the southern continent known as Davania. And of
course, thereis awhole second world within our own, the mysterious Hollow World. Asabonus, we present you
thisyear with a special focus on the lands of Hule and its neighbors.

So, without any further delay, welcome dear readers, to the lands of Mystara.

Belzamith Fingertackles
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ATLAS OF THE OLD WORLD

Welcome dear reader to the atlas of the Old World. Formerly called the Known World and the Dread Coast, the
Old World is the seat of civilization on the world of Mystara. It isthe place where technology is at its peak. Itis
the place where art and music are awe-inspiring. Civilization is almost everywhere, and it israre indeed to walk for
more than aday and not have any village or town to rest in for the night.

In this enlightened land, education is on the rise, and most people can read and write. It isan age of knowledge
and discoveries. Even magic, once held secret by old mages in their remote towers, can now be learned through
various schools and universities. Slavery is aimost abolished, and most people are considered citizens of their
nations, having the freedom to do as they please. Diplomacy is the favored method of accomplishing on€e's
goals, and savage brutality is almost non-existent.

Of course, this does not mean there is no danger to be found. Some places are still savage, such as the
Atruaghin clans or the hordes of the Ethengar Steppes. Goblinoids can still be found almost everywhere, and
their brutality is unmatched in the entire world. Even diplomatic nations cannot achieve everything with words,
and therefore their armies march across the land. It is simply that, here, in the Old World, such events are
normally much rarer than anywhere else on Mystara.

Instead of brute force, this land is ripe with intrigue and behind-the-scenes powers. Manipulations are
everywhere, and strong guilds and organizations rule almost as much as the kings on their thrones. Those that
think that adventure cannot be found here in the Old World simply aren’t looking in the right place.

The Old World is a large stretch of land found in the southeastern margin on the continent of Brun. It is
bordered by the Sea of Dread to the south, the Sea of Dawn to the east, the Great Waste to the west, and the
Mengul Mountain Range to the north. Within this land are two dozen “nations,” most of them enlightened, but a
few still hold on to barbaric traditions. These nations have influenced every other corner of the world, and just as
Mystaraisthe center of the multiverse, the Old World can honestly be said to be the core or heart of Mystara.

Correspondents for the Old World

Hereisour list of correspondents that give us detailed information on the nations, places, and events of the Old
World:

Balinor “Silverblade” Audriel

Captain of the shadowelf army. During his adventures he traveled all over the shadowelf kingdom, in the
Broken Lands and he even visited some nations of the surface world, like Darokin, Sind and Glantri. A quick
fighter and accomplished skinwing rider, he took part in the invasion of Alfheim and in the siege of Oenkmar,
where he was shot down by enemy forces. Heis our eyes and earsinside the shadowelf community.

Christopher Dove

Formerly an explorer and a renowned archeologist of the Old World, Christopher Dove has spent the last ten
years teaching archeology and ancient history at the University of Corun in Corunglain, Darokin. He has
published famous essays on the Nithian and Milenian civilizations, and has made many interesting discoveriesin
the past years, the last one being the finding of the tomb of Nennaya-Sherat.

Now in his late fifties, this scholarly and well experienced fellow has agreed to join our cadre of correspondents
on behalf of his student and our friend Ursula Bremen: he will cover the region of Wendar and Denagoth for the
amanac thisyear.

Hempford Brewster

A native-born Glantrian, Hempford will be giving us a closer ook at the various principalities of that nation, and
the people who live there. Hempford is proud to have been raised in the free territories of his homeland (those
ungoverned by any single principality), and hopes to provide an unbiased viewpoint.

ATLASOF THEOLD WORLD 24/576



Hendrik von Gultzer

Freiherr Hendrik von Gultzer, descendent of a long line of Hattian noblemen, arrived in the Heldannic
Territoriesin AC 1004 in search of opportunities. These he found in abundance. Entering the Heldannic Order,
von Gultzer ascended the ranks quickly, until he reached a respectable rank. Though he serves his superiors
willingly, von Gultzer possesses about him a slightly irreverent air—one that has got him into trouble in the past.
One would think that he entered the order only to profit from the additional privilegesit provides him in this land,
but he denies this of course. Today, he divides his time between running his estatesin Kammin and Landfall, and
corresponding for the almanac. In the latter function, he provides us with news from Heldann proper and
Heldland.

Joshuan Gallidox

The owner and publisher of this fine almanac, Joshuan Gallidox has taken leave as editor to once more visit far-
away and interesting places. Describing himself as world traveler, pipeweed smoker, collector of knowledge and
spinner of tales, the halfling adventurer describes to us his homeland of the Five Shires, as well as the nations of
lerendi and Karameikos.

Misha Mananov

An itinerant priestess of the Church of Traladara, Misha has given herself the goal of bringing the various
goblinoid tribes to alevel of civilization equal to those of other nations. She has therefore left her homeland of
Karameikos for Soderfjord, where goblinoids had been running rampant the past few years.

Omar-ibn-Chukri

Born in Selenica, Omar is a second-generation descendant of Alasiyan immigrants. An adventurer by trade, he
has signed on with the Mystaran almanac to provide us with inside information on the Emirates of Ylaruam. His
ethnicity enables him to venture into the region that is now closed to all outsiders.

Ryuk-uk Tshaa

Ryu is a hsiao—an intelligent, owl-like creature—and a scholar in the ways of goblinoids. He hails from the
forests of Vestland, and he and his companion Starkad Grimmson, awarrior from Soderfjord, will be bringing us all
the information on the Great Migration.

Additionally, asJoshuan Gallidox Publishing is the primary backer of his expedition, we have convinced Ryu
to send us information on all the nations through which they travel on their way, such as the Atruaghin Plateau
and Sind.

Shaun the Elfin

Shaun of clan Grunalf is one of the most renowned artists and adventurers of the Old World. A well-traveled
and knowledgeable elf, she has long retired from her adventuring career and now livesin lerendi acting as kia’i
(guardian) of the crown and member the Adventurers Club. She is a formidable storyteller and has a deep
passion for heroic tales. After hearing of our editorial pursue, she has volunteered to tell us what she knows
about the most exotic lands she visited in her life.

Starkad Grimmson

Companion and bodyguard to the scholastic Ryuk-uk Tshaa, Starkad will provide us with an insight into the
mindset of the Northmen, particularly those of his native home of Soderfjord.
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Thurgood Lodestar

Little is known of Thurgood, save that he appears to be a gnomish revolutionary in the city of Serraine. Not an
official correspondent, the Mystaran Almanac has nevertheless managed to secure some top secret information
about the activities of the Grey Front and their flying city from hisreports.

Ursula Bremen

Ursulais a smart and experienced member of the Darokin Diplomatic Corps, giving her great insights into the
political goings-on in Darokin and surrounding nations. Her connections also allow her inside information on the
military activitiesin Darokin, Aengmor, and the Orclands, making her an inval uable asset to this almanac.

A very ambitious woman in her mid-30s, Ursula always manages to keep her ambitionsin check. The duties of
her job always comefirst.

Vivianna Romanones

An advisor and supporter of Eusebius, Lady Romanones is one of the empire's special envoys. Her duties
demand a considerable amount of travel throughout the region under Thyatian influence, and she has been kind
enough to provide us with some unclassified reports of these areas. A strikingly beautiful but headstrong
woman, Lady Romanones is a skilled negotiator known for her dedication to Thyatis and its interests. Sheisa
strong proponent of reform in Thyatis, and of doing the right thing. Some of her detractors claim sheiswilling to
use any means to achieve what she believes is right, but we can only say she deserves praise for the insightful
reports she has graciously sent us. We know our readers will find her unique insight into the Thyatian mindset
interesting.

Atlas

AENGMOR (City of)

Location: Old World, continent of Brun, former Broken Lands.

Area: 60,000 sg. ft. (5,400 sq. m.); the area of the Eastern Broken Lands is also under the city’s jurisdiction,
both aboveground and bel owground.

Population: Estimated 17,000 (75% shadow elves, 20% various humanoids, 5% Schattenalfen).
Languages. Elvish (Shadowelf and Schattenalfen dialects), humanoid tongues.

Coinage: Bright (gp), shine (sp), glint (cp), kalafi (varnished strips of hard, bark-like fungus, they come in 10
gp, 50 gp and 100 gp denominations); also Oenkmarian coins: quetzal (gp), axolotl (cp), ixitxachitl (jade ingots).

Taxes: Unknown.

Government Type Independent city, formerly part of the Shadow Elves’ Kingdom.
Industries: Military, mining (gold, copper, tin, jade), fungus production.

Important Figures: Xatapechtli (High Priest, elf, male, M15).

Floraand Fauna: Mosses, fungus, leeches, mosquito, striders (bipedal lizards).

Further Reading: GAZ10 The Orcs of Thar, GAZ13 The Shadow Elves, previous almanacs.
Description by Balinor “ Silverblade” Audridl.

Aengmor, the former Jewel of the Depths, a dark city sacred to Atzanteotl and imbued by evil.
TheLand

Situated atop a rugged lava hill in the central Broken Lands, Aengmor is a walled city full of mysteries and
dangers.

The city is a nightmarish maze of winding streets and narrow alleys, surrounded by heavy stone walls and
steep lava cliffs that make a massive assault impossible and a flight from inside very difficult... unless you can
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command some sort of aerial travel. | had that chance, and | flew over the city many times during the war. Hereit
iswhat | saw.

The city is built on a series of concentric plateaus over what was probably the top of a rocky hill. Though
usually wrapped in smoke it is sometimes possible to see a huge maze of narrow, chaotic streets. Except for the
heavy walls there are a couple of notable buildings in the city. On the top of the central plateau there is a big
temple, not different in shape to the Temple of Rafiel in the City of the Stars. Northeast of the temple there’s a
circular arena. The city has also apark and a couple of |akes.

It wasin that park that my skinwing fell when we were shot down, and it was in that dark fungal forest that | hid
until our army finally broke into the city, eating fungus and drinking foul water. That “park” isreally a dangerous
place, with lots of spiders and other dangerous creatures that | hope you will never meet.

The People

Wicked, renegade shadow elves, who live side by side with orcs, serving the evil cult of Atzanteotl, trying to
spread chaos in the western Old World and beyond.

After the recent Shadow War about a thousand of Schattenalfen found shelter in the City of Aengmor. Rumors
say that even some human brigands moved to the evil city.

Given its central position the City of Aengmor could quickly become a pain in the back for Glantri and Darokin,
much like what the Broken Lands were under Thar’srule.

Recent History [by Dorrik Stonecleaver.]

Before the Great War the Broken Lands, probably the most desolate and inhospitable land in al Brun, were
home to thousands of goblinoids. Forgotten by Immortals, humans and dwarves alike (not to mention elves)
these rugged lands were probably the most dangerous areain all the Old World.

But things changed dramatically on AC 1006 when a meteor crashed in the Kurish Massif creating the Great
Crater. The feared orcish leader Thar and King Kol 1V of the kobolds moved their hordes to the Great Crater
(ak.a. Western Broken Lands) to better raid on Glantri as well as Darokin. Only a few tribes remained in the
Eastern Broken Lands.

In AC 1010 brave dwarf scouts found the lost City of Aengmor floating on alavalake in the caves beneath the
Eastern Broken Lands. The mighty dwarven army left Rockhome to defeat the hated orcs and conquer the lost
city.

In Flaurmont AC 1012, after many bloody skirmishes, the humanoids surrendered to the dwarves, but joy wasto
last very short, because shadow elves attacked the city. In the following months Aengmor was conguered and
lost many times by dwarves, shadow elves and humanoids with heavy losses on all fronts. Dwarves abandoned
the city in Felmont, then Alebane’s ogres ransacked the city in Ambyrmont just a few days before the shadow
elves final attack.

In 1014 shadowelf mages managed to raise the city back to the surface and their troops secured all the Eastern
Broken Lands. After the shadow elves’ civil war two years ago, rebel followers of Atzanteotl elected Aengmor as
their stronghold rallying the few scattered humanoids in the area and using them as slaves.

Do Miss

If possible avoid crossing the Eastern Broken Lands, especially by night. If you go and you are surprised by
shadow elvesimmediately drop your weapons and keep silent until they capture you. Maybe they will spare your
life and you will have the chance to go back home, although it is rumored that they use captives as slavesin their
mines.

Fleeing from the City of Aengmor is aimost impossible, either on the surface or underground (where, anyway,
you will certainly meet shadowelf patrols).

AENGMOR (Colony of)

Location: Old World, continent of Brun, Darokin area.
Area: 17,950 sq. mi. (46,490 sg. km.).
Population: 150,000 (90% Shadow Elves, 10% Alfheim Elves).
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Languages: Elvish (Shadowelf and Alfheim dialects).

Coinage: Bright (gp), shine (sp), glint (cp), kalafi (varnished strips of hard, bark-like fungus, they come in 10
gp, 50 gp and 100 gp denominations).

Taxes: One fourteenth of the yearly earnings goes to the Temple of Rafiel and the king.
Government Type: Semi-autonomous monarchy under the jurisdiction of the Shadow Elves Kingdom.
Industries: Military, mining (precious metals).

Important Figures: Tanadaleyo (Radiant Princess, ef, female, F14/M13); Doriath (Former King of Alfheim, elf,
male, F13/M15), Jorodrin Feadiel (Treekeeper, elf, male, M15/P12 of IIsundal), Kanafasti (Court Mage, €lf, male,
M17).

Flora and Fauna: Canolbarth Forest is ailmost completely dead, but a few small animals still live here. Many
nasty monsters (gorgons, basilisks, lycanthropes) and evil fairies also settled here recently. The shadow elves
brought with them skinwings.

Further Reading: GAZ13 The Shadow Elves, GAZ5 The Elves of Alfheim, previous almanacs.
Description by Balinor “ Silverblade” Audriel.

Aengmor, once a forest full of mighty trees and merry game, now a dry and obscure land, where your lifeis
always at stake.

TheLand

Completely enclosed by the Republic of Darokin, Aengmor lies on a plain bordered by the huge Streel River (to
the west), the cursed Cruth Mountains (to the south) and the dangerous Orclands (to the north and east).

Once one of the most peaceful and beautiful areas of the Old World, Canolbarth Forest is now just a pale
shadow of what it used to be before the Great War, when it was home of the seven clans of Alfheim Elves.

During the war the shadow elves lost control of their magic and turned Canolbarth’s trees into twisted version
of their former selves, their gnarly and intertwined branches forming an impenetrable canopy that now shrouds
the forest undergrowth in darkness. New fungus of an unknown sort and strange mosses started to grow under
the twisted trees, but without water the once-mighty forest is slowly dying, receding a few miles each year, thus
giving ground to Darokinian grass.

The most brilliant mages of both elven races [ shadow elves, current owners of the forest, and Alfheim elves,
former inhabitants of the area. Ed.] are trying to bring Aengmor back to its former glory, but until now they
have failed.

The People

Despite lot of Alfheim exiles, as they like to be called, got back to Aengmor (or Canolbarth, as they prefer to
say) in the last few months, Aengmor is currently inhabited mainly by my brethren, the shadow elves. We are a
race of fiery warriors and accomplished mages. Centuries of life spent underground caused many changes in our
physical appearance: we have apale skin, light blue or gray eyes, white hair, big ears and squeaky voices.

Sunlight is dangerous to us, because our skin and our eyes are not yet accustomed to a long exposure to the
burning sun. That iswhy we still prefer to livein stone houses or underground caves, instead of above trees like
many of our surface cousins. But saying that, like burly dwarves, shadow elves hate nature and have stone
hearths would not be fair. Like the surface elves we like to sing, even though our voices are not aways
appreciated by surface dwellers.

As in al demihuman societies, the clan is very important among shadow elves. There exist four clans of
shadow elves: Celebryl, Porador, Felestyr, Gelbalf. While in their native kingdom they livein four different cities,
separated by miles of dark tunnels and hard rock, in Aengmor they live side by side, united in the name of Rafiel.
Until now this has not proved to be bad, but in the shadowelf history wars of clan vs. clan are not unheard of .

Asyou may have guessed from the above paragraph, religion is very important among shadow elves. Réfiel is
our patron Immortal, He guides us and we strive to follow His will. The shamans, a restricted group of shadow
elves born with the mark of Rafiel (a purplish coloration of their forefront) and well taught in the way of Rafiel, are
our “priests” and guides, and possess a tremendous i nfluence on our people.

Recent History
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The shadow elves settled in Aengmor in AC 1007, after chasing away the Alfheim elves, who previously lived
there. The war, if it can be called with such a name, was quick and ailmost bloodless. We had waited for the
invasion for years, prepared it for months, and won it in afew days!

When our armies popped up from the many tunnels that we had silently prepared under Alfheim, they found a
deserted place, a dark forest of twisted trees with no one but a bunch of stubborn elves. | was there, riding my
skinwing in the night, and from the sky, high above the trees, | saw along row of light. It was the surface elves,
quietly and sadly abandoning their cursed land.

At first we were happy, finally Canolbarth was ours. Rafiel’s promises were coming true. Then some started to
realize that the magic we used to turn the forest into a gray and lifeless place had gone out of control, but before
we managed to start doing something about it there came the war for the lost city of Aengmor. In Aengmor | was
shot down by the dwarves, my skinwing waskilled and | barely survived hiding in the darkest corners of that city.
When | got back to Rafielton a few months later things had changed: the war with the dwarves had brought us
many new enemiesin the Old World and even among us there were some who started to stroll away from the way
of Refid.

Suddenly a civil war spread al along Canolbarth, as the flames spread in a pool of oil when you toss a spark
into it. It was shadow elf against shadow elf, brother against sister, father against son, King Telemon against
Princess Tanadaleyo, reformers against traditionalists, wanderers against shamans. Those were sad days for the
shadowelf race.

Only after Prince Erian was barely killed people realized the foolishness of this war and there came the peace
again. But Aengmor is still a place full of reformers, of hotheaded people that do not wish to spend all their life
under the strict rulesimposed by our patron Rafiel.

Last year, in a desperate attempt to save the forest, Princess Tanadaleyo established diplomatic relationships
with our enemies, the surface elves, and even invited many of them in Canolbarth. | hope that they will not cause
any troublein the future, but | hardly believeit.

Don’t Miss

If you happen to visit Aengmor (and to do this you should either be an important man or a stupid brigand
looking for trouble) do not forget to take alook at the Sump and Weir, a natural complex of tunnels and rifts not
too far from Rafielton.

The main feature of this areais a huge hole that goes down deep into Mystara. The holeisfortified, with awall
going al around it. The Sump and Weir was once the place where all of Alfheim’s rivers flowed to, so that the
water of Canolbarth’s night rain could be drained into the earth.

Alfheim elves built the wall to protect themselves from monsters coming from underground. When the shadow
elves conquered Canolbarth, this area, so full of tunnels and caves, immediately drew the attention of the
newcomers that settled here en masse. Today these caves host roughly 70,000 shadow elves.

Do Miss
Magic points, may Rafiel guide us away from those evil places.

Rumors say that before we came here Alfheim was rich in magic points. There were two kinds of such points,
good ones and bad ones. After our mages cast the spell that disrupted Canolbarth’s magic, the good ones
disappeared, while the bad ones had their power increased.

Strange occurrences happen around those magic points, magic usually goes wild there and it is not unheard of
monster coming out thin air or people disappearing into nothingness.

It seems that these points are somehow connected with the forest’s evil magic. The team of elves that is
studying how to save Canolbarth certainly knows more about this, but I'm not allowed to access this precious
information.

ATRUAGHIN CLANS (Territories of)

Location: Along southern shore, west of Darokin and the Five Shires.
Area: 46,380 sg. mi. (120,124 sg. km.), including 19,172 sqg. mi. (49,656 sg. km.) on the plateau itself.
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Population: 224,400. (On the plateau: Bear Clan: 44,200; Elk Clan: 29,000; Horse Clan: 69,500. In the lowlands:
Tiger Clan: 57,000; Turtle Clan: 24,700.)

Languages: Atruaghin, although each clan hasits own dialect.

Coinage: Coinage is uncommon, as most use barter for goods. The few coins that do exist are called cloud (5
sp) and land (cp).

Taxes. None.

Government Type: Numerous independent tribes, each lead by a chief and/or shaman, loosely collected into
larger clans.

Industries: Trapping, fur production, leather production (especially Horse and Turtle Clans), pottery and
woven goods (Bear Clan), woodworking (Turtle Clan). The Tiger Clanisknown for itsraidsinto Darokin.

Important Figures. Powakuan Sleeps-With-Open Eyes (Bear Clan Chief, human, male, F10), Tulaba Shadowfall
(Elk Clan Chief, human, female, F4/T13), Hovar Duck Watcher (Elk Clan Shaman, human, male, P14 of Atruaghin),
Eleya Moonstalker (Horse Clan Chieftainess, human, female, F10), Naravipa Dagger Tooth (Tiger Clan King,
human, male, F17), Eelsha Spider’s Kiss (Tiger Clan Cleric, human, female, P10 of Atzanteotl), Talinguk Rolls-His-
Canoe (Turtle Clan Chief, human, male, T13).

Flora and Fauna: Horses, buffaloes, birds of prey and many types of snakes can be found atop the large
plateau. Down in the jungle below, great cats are often encountered, as are other typical jungle beasts. Thereis
even rumor of ahuge green dragon making its lair somewhere in the region.

Further Reading: GAZ 14 The Atruaghin Clans previous almanacs.
Description by Ryuk-uk Tshaa.

The so-called Tiger Clan is at once the most technologically advanced and yet most antisocial of all the peoples
of the Atruaghin region. They actually constitute a kingdom of semi-autonomous city-states with a very strict
and powerful clergy influencing their day-to-day activities. It is largely due to their insular nature that they
haven't spread further across the face of the Old World, nor taken up the technologies of their neighbors, a fact
that should cause outsiders some measure of relief.

TheLand

The forests of the Children of the Tiger are amost jungle-like in their appearance. Endless tracts of enormous
deciduous trees loom over ajagged, broken landscape, their thick canopies blocking all but the slightest traces of
sunlight. Theresult isthat smaller trees and plants aren’t able to compete, and thus little vegetation exists at the
ground level. Mosses, lichens, and ferns constitute the magjority of the ground flora.

Still, life thrives in these woods. Numerous streams and ponds can be found in the forest, and the strange
meteorological conditions caused by the presence of the plateau insure that rain is abundant here. Animals of all
sorts make their homes in the woods—monkeys, bats, birds—and of course, the tigers for which the peoples of
the region get their name.

The People

The Children of the Tiger live different lives than most of their neighbors around the Atruaghin Plateau. They
are perhaps most similar to the Children of the Bear atop the plateau, in that they live in cities and have a very
defined social structure. Their cities are built amongst the surrounding woodlands, beneath the forest canopy, so
that they are nearly invisible from above. The only structures that stand above the treetops are the central
pyramidsthat house the city’ s clergy.

The clergy is one of two major socia structures of the children of the Tiger, the other being the nobility. The
nobility arose from the concept of the tribal chieftain, in which a great warrior would be chosen as leader of the
tribe in times of war (a concept still evident among many Atruaghin peoples, such as the Children of the Turtle).
Over the centuries, this title became hereditary amongst the Children of the Tiger, in ways similar to that typified
by other Old World nations. The noble families of the Children of the Tiger are mighty warrior families, and are
descended from the same.

This dichotomy of clergy and noble warrior has led to many conflicts over the history of the Children of the
Tiger. It istypified by the division of loyalty between the two patron Immortals of the Children of the Tiger—
Atzanteotl, their primary patron and sole object of the clergy’s attentions; and Danel Tigerstripes, a legendary
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hero of the Children of the Tiger, whom is honored by most of the common people, particularly the warriors of the
clan.

Recent History

The Children of the Tiger were dealt a harsh defeat by their enemieslast year. First, combined military efforts of
the goblinoids of the Great Migration and Atruaghin peoples (both from atop the plateau and in the surrounding
lowlands) caused the children severe setbacks, nearly devastating two of their westernmost cities. Then,
following the retreat of the Great Migration, the Atruaghin forces were joined by military from Darokin—primarily
mercenaries and the personal forces of the Borderland region of Tenobar, which haslong suffered from Tiger Clan
attacks.

The combination of military pressures evidently was a catalyst for religious discord that had long been brewing
amongst the Tiger Clan. Civil unrest was the result, as warring religious factions gave voice to their sentiments.
The Darokin and Atruaghin forces were thus able to deal severe setbacksto the Tiger Clan. Several treaties have
been signed between the Tiger Clan and their outside neighbors, and the peoples of the Tiger Clan kingdom have
been attempting to resolve their internal difficulties, which has reportedly ended in violence on more than one
occasion.

The hope among their neighboring statesis that the Tiger Clan will resolve their difficulties and move towards a
| ess antagonistic, more cooperative relationship with others. Whether thiswill happen or not is as yet unknown.

DAROKIN (Republic of)

Location: West and north of the Five Shires.

Area: 68,964 sq. mi. (178,617 sq. km.), not including Orcland, which is only nominally under control of the
republic.

Population: 1,259,000 humans, plus a scattering of elves, dwarves, and halflings.
Languages. Thyatian (Darokinian dialect), but many other languages are represented among the popul ace.

Coinage: Daro (gp), half-daro (ep), tendrid (sp), passim (cp). For transactions involving large amounts of
money (larger than 500 daros), aCLOC (Certified Letter of Credit) is used.

Taxes: 5% of annual income (8% for incomes over 100,000 daros), collected annually on Thaumont 1. Every 5
years, anet worth tax is assessed; anyone whose income has increased since the last assessment must pay 5% of
thegainintaxes. Thereisalso a3% salestax.

Government Type: Republic plutocracy; it is arepublic as leaders are voted in, but only the wealthy can apply
for positions of power, therefore Darokin is also aplutocracy.

Industries: Agriculture, fishing, mercantile ability, and diplomacy.
Important Figures: Corwyn Mauntea (Chancellor, human, male, T6).

Floraand Fauna: Herds of cattle, horses, sheep, goats, and buffaloes. The various mountains around the
nation are home to mountain lions and bears. Malpheggi Swamp is known for its crocodiles and giant lizards, as
well as being the refuge for roving gangs of bandits and goblinoids.

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

The northeastern section of Darokin is known as Orcland and is completely dominated by bands of goblinoids.
Further Reading: GAZ 11 The Republic of Darokin, previous almanacs.
Description by Omar-ibn-Chukri.

The Heartland territory of Selenicais, in many ways, like an independent city-state. Its distance from the other
major centers of Darokinian commerce has tended to isolate it, and the city and its surroundings have become
very self-sufficient asaresult. Yet its very location and importance to trade in Darokin have meant that, at times
past, officials in Darokin City have sometimes had to take steps to insure that the Selenican spirit of free trade are
reigned in. It works both ways, however, as Selenican officials have long held immense sway in the goings-on of
Darokin’s palitics.
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TheLand

Selenicais situated in the grassy plains that lay at the feet of the Altan Tepes mountain range. Itslocation is
ideal, as it sits right near the sole pass to parts east and north—Y laruam, Rockhome, the Northern Reaches—and
parts south—Karameikos and Thyatis. Virtualy all commerce from those regions passes through the city of
Selenica and other communities within the Heartland region. Thereisamplelogging in the nearby woods, and the
mountains and hills provide several sources of mineral wealth.

The People

The people of Selenica think of themselves as Selenican first, Darokinian second. The population is quite a
mixed breed: humans and dwarves dominate, though elves are not an uncommon sight. Of the human racesliving
there, they are mostly of Thyatian or Traladaran stock, with alarge minority of Ylari, such as myself. The region
has always attracted Y lari peoples from the east, but ever since the incorporation of the Al-Azrad merchant house
alittle over 160 years ago, the percentage of Y lari has continued to grow.

Unfortunately, this mixture of ethnicities can prove volatile. The recent civil unrest in the emirates has driven a
wedge between many in Selenica—both between Ylari and non-Ylari as well as between True Believers and
heretics of Ylari heritage. This discord, compounded by the rising problems with the Selenican trade, may prove
troublesome. It isonly a matter of time before something drastic happens|this observation is solely the author’s,
and the Mystaran Almanac does not endorse this view, nor does it hold itself liable for any incidents that may
occur asaresult of itsprinting. Ed.].

Recent History

Since the expulsion of foreigners from the emirates two years ago, the economy of Selenica has been severely
damaged. There are no longer any clear routes available to transport goods to and from the Northern Reaches
regions, not to mention the losses of the Ylari and Rockhome markets [ Rockhome became largely isolationist
following their leaving the Western Defense League in 1014. Ed.]. It remains to be seen how severely these
effects will be over the long run. Nevertheless, their immediate results are astounding—many merchants have
gone from gold to silver class (and lower) asaresult. Al-Azrad Houseisin danger of slipping from its position as
seventh largest in Darokin.

Some good news may be on the horizon, however. With the civil unrest in Rockhome quelled (though war with
the humanoids is still going on), and renewed feelings of affability between the dwarven nation and Darokin,
there has been talk of opening up the mountain pass north of Ft. Hobart for trade (also known as the Darokin
Tunnel).

ETHENGAR KHANATES

Location: Central plains area, north and west of Rockhome, east of Glantri.
Area: 57,970 sq. mi. (150,142 sq. km.).

Population: 320,000 (population down from previous years due to war with Glantri in AC 1015). Thereisalso
an unknown number of goblinoids.

Languages. Ethengar.

Coinage: All referred to astangs. Coins of platinum, gold, electrum, silver and copper come in 1x, 5x and 10x
their normal value denominations.

Taxes. None; all property belongs to the khan. Each year, on Sviftmont 23 (the Day of Counting), all families
herds are returned to the main herd. On Flaurmont 15 (the Day of Blessings) the khan divides as he sees fit all
herds and wealth among the families of thetribe.

Government Type Nomadic tribes ruled by khans (chieftains). Until last year, they were loosely united under a
great khan.

Industries: Cattle, horse-breeding.

Important Figures. Batu (Khan of the Bortaks, human, male, F11), Ghazan (Khan of the Taijits, human, male,
F7), Hugji (Khan of the Kaeruts, human, male, F15), Hulagu (Khan of the Uighurs, human, male, F16), Jemugu
(Khan of the Y akkas, human, male, F8), Kadan (Khan of the Kiyats, human, male, F15; rumored to be possessed

ATLASOF THEOLD WORLD 32/576



by an evil spirit, HD16), Manghai (Khan of the Murkits, human, male, F10), Temur (Khan of the Y ugatais, human,
male, T16).

Flora and Fauna: Grasses and small patches of short, wiry trees called tobai trees dominate the land. On the
animal side, goats, yaks, deer, ibex, dogs, bears, boars, horses, lions, lynxes, panthers, lizards and spiders are
commonly encountered. Dragons, wyverns, and griffons have also been spotted in the steppes. Finally, in the
areaknown asthe Land of Black Sand, various undead are said to be haunting the plains.

Further Reading: GAZ12 The Golden Khan of Ethengar, previous almanacs.
Description by unknown.

[ The following correspondence found its way to the offices of the Mystaran Almanac, and is believed to have
come from one of the tribal khans, or someone close to them. Ed.]

“Surely Cretiamust be pleased, for the death of the Golden Khan has brought much chaos to the Sea of Grass.
Already the wars of succession have begun as the Golden Khan's eldest son, Manghai, has laid claim to his
father'stitle. Heisstill young and arrogant, but it is possible his years of service with the Keshak have hardened
him. That he is married to the daughter of Kadan Khan is no small thing; the support of the Kiyat tribe will
greatly boost his own warriors.

“Y et there is dissension amongst the Murkits: Ortu, cousin of the Golden Khan, has raised his own opposition
to Manghai’sclaim. Heisconsidered abumbler by most, despite his blood claim, and several lesser warriors have
taken a stand against both Manghai and Ortu.

“More severe is the resistance offered by Batu Khan of the Bortaks. Married to the Golden Khan's eldest
daughter, he too claims a right to the rulership of the tribes. Batu Khan has chosen to bide his time while the
Murkits struggle amongst themselves, and take on the victor in that battle. Heis not idle, however; his brataks
have been active in their attempts to ingratiate other tribal khans to his position. So far, he has not gained any
definite supporters, mostly dueto the lack of interest in the succession.

“The blood feud of the Taijits and Y akkas shows no signs of abating. Five Yakka argams crossed the Streel
today. Their route was mostly westward; probably towards the Selinga grazing lands. Two Taijit clans are known
to have made camp in that region. Their armaments and swift pace leave little doubt asto the argams’ intentions.
Ghazan Khan attempts to gain allies, for his mingam is still weak from fighting the Golden Khan two years ago.
Hewill likely throw hisloyalty to the successor of the Murkits.

“With the Golden Khan'’s death, Hugji Khan of the Kaeruts has reverted to old ways. Once more has he begun
to look northwards towards the lands of Heldann for conquest and glory. Though his mingam suffered greatly
during the war with Glantri, he nevertheless spurs his warriors on to raiding the northern hills. His brataks have
been spotted in negotiations with those of Hulagu Khan. Like the Kaeruts, Hugji Khan and his Uighurs would
like to attack the Heldanners. An alliance between these two tribesis considered the highest possibility.

“The Yugatais remain the least involved in, though perhaps the most observant to, events across the Sea of
Grass. Emissaries of the tribal khans are a daily sight in Temur Khan’'s camp, but he has chosen a policy of
neutrality for thetime being. Of greater concern are Glantrian patrolsinto Y ugatai territory, which have increased
sincethewar. Yugatai horse warriors are on a constant state of patrol along the western border.”

FIVE SHIRES

Location: Along the south shore, west of Karameikos, east of Atruaghin territories.

Area: 10,660 sq. mi. (27,609 sg. km.).

Population: 210,000 halflings, 10,000 other demihumans and humans.

Languages. Thyatian (Darokinian dialect). Some sages can speak Lalor, the ancient language of the halflings.
Coinage: Yellow (gp), star (sp), sunset (cp).

Taxes: None. Each year, the clanmasters determine what money and chores need to be done to maintain their
strongholds and towns. Clan members then share in cost and labor (according to their wealth) to accomplish
these chores. Thisusually comes out to about 5 to 10% of their yearly income.

Government Type Each shire is administered by a sheriff; together, the five sheriffs govern the shires.
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Industries: Agriculture, especially vegetables (peas, beans, radishes, mushrooms, carrots, onions, and
asparagus).

Important Figures. Joam Astlar (Sheriff of Seashire, halfling, male, F9), Tarisco Highnose (Sheriff of Highshire,
halfling, male, F7/T7), Maeragh Littlelaughs (Sheriff of Eastshire, halfling, female, F8) Delune Darkeyes (Sheriff of
Heartshire, halfling, female, F8), Sildil Seaeyes (Sheriff of Southshire, halfling, female, F8).

Floraand Fauna: Aswell asall the normal floraand fauna usually found in the Five Shire’s climate and terrain,
this land also has many fairy-type creatures (like dryads or wooddrakes), as well as the unnatural monsters (such
as lycanthropes and vampires) typical of unsettled forest areas. Various goblinoids can also be found in the
northern Cruth Mountains.

Further Reading: GAZ8 The Five Shires, previous almanacs.
Description by Joshuan Gallidox.

Located just west of the Kingdom of Karameikos, Eastshire is the region most familiar to those traveling
through the lands of the hin.

TheLand

The lands of Eastshire consist mainly of rich farmlands—running from the coast south of the Wardle River, al
the way up to the Cruth Lowlands. There, sparsely vegetated hills wend their way northwards through the
eastern portion of Highshire, to the Cruth Mountains. Small forests dot the lands—west of Wardlystone and
along the southernmost hills.

The vast open fields are extremely helpful to the numerous patrols that roam the land. Even though the Black
Eagle Barony has recently fallen, monsters and bandits—many formerly employed by Ludwig von Hendriks—still
roam the lands of Eastshire, making it a potentially dangerous place for the non-adventurer.

The People

The hin of Eastshire are avery closemouthed, cautious lot. Their trust in outsiders has been pushed to the limit
by decades of attacks from the western Black Eagle Barony. They tend to be very suspicious of others—even
other hin! Yet along with this distrust of others comes a strong sense of community. The hin of Eastshire
maintain very close ties to other towns and villages in the region. They are quick to rally to the defense of their
fellow Eastshire residents, and they maintain one of the best communication netsin all of the shires. Their roads
are well maintained, and patrolling fang units are always treated to the best accommodations possible. Soldiersin
Eastshire are often called “Minute Hin,” for their ever-ready state of preparedness.

Recent History

In AC 1010, several hin from Eastshire kidnapped King Stefan Karameikos, bringing him to the Black Eagle
Barony. There, the king was forced to bear witness to the terrible depredations committed by his evil cousin,
Ludwig von Hendriks. Upon his return home, King Stefan formally revoked his cousin’s baronia status, and
opened the path for von Hendriks' downfall. Within weeks, the Five Shires declared war on the Black Eagle,
destroying hisarmy and capturing him. Forces from Eastshire led the vanguard of the attack.

Unfortunately, before he could be executed for his crimes, the Black Eagle was somehow freed from captivity.
He went underground for quite some time, only recently turning up in the Principalities of Glantri. The council of
sheriffs has tried several times to have the Council of Princes extradite the criminal, but to no avail. Former
Seashire Sheriff Jaervosz Dustyboots retired his position in AC 1013 in order to pursue Ludwig von Hendriks and
bring him to justice once and for all.

Don’t Miss

There are severa notable sites in Eastshire, anong them The Murdered Princess, an inn located on the road
between the village of Nob’s Boots and Rollstone Keep. It isaluxuriousinn, built into a hillside in the manner of
many hin structures. It is named for the Traladaran maiden Navrilstar, the human lover of hin hero Nob Nar, of
whom many ballads are sung.

Another well-known inn in Eastshire is The Wizard’s Wand, in the village of Mallowfern. It isrun by a human
sorcerer named Berek Shindel and his hin wife Ammagil Rallytongue.

Both inns arejust two of the many splendid inns and waystations to be found in the region of Eastshire.

ATLASOF THEOLD WORLD 34/576



GLANTRI (Principalities of)

Location: North of Darokin, south of Wendar, west of the Ethengar Khanates.
Area: 116,650 sg. mi. (302,124 sq. km.).

Population: 590,000 humans and elves, plus approximately 11,000 humanoids living in and around the Great
Crater (previous estimates of their numbers were inaccurate). Population figures are down due to the recent war
with Ethengar.

Languages. Thyatian (Glantrian dialect), Alphatian (Flaemish dialect), Elvish (Belcadiz and Erewan dialects),
Sylaire (ak.a. Averoignian, ak.a. French), Traladaran, Ethengar and numerous goblinoid languages.

Coinage: Crown (pp), ducat (gp), sovereign (sp), penny (cp).

Taxes: Quarterly income tax of 10% as well as a hearth tax of 1 ducat per household. Also, almost every
activity—including speaking in public, carrying weapons, wearing armor and spellcasting—requires a license of
some sort with fees ranging up to 50 ducats a year for each activity.

Government Type: Magocracy, ruled by awizards' council. Only mages can be nobles, and their voting power
in the council is determined by their rank (prince, duke, count, etc.).

Industries: Agriculture, achemy, magic, metallurgy, mining.

Important Figures. Jaggar von Drachenfels (Prince of Aaban, human, male, M24), Carnelia de Belcadiz y
Fedorias (Princess of Belcadiz, elf, female, F12/M18), Juliana Vlaardoen (Princess of Bergdhoven, human, female,
M14), Morphail Gorevitch-Woszlany (Prince of Boldavia, human, male, M19), Urmahid Krinagar (Prince of
Bramyra, human, male, M14/T5), Carlotina Erewan (Princess of Erewan, ef, female, M18), Dolores Hillsbury
(Princess of Fenswick, human, female, M20), Brannart McGregor (Prince of Klantyre, human, male, M20), Lan-Syn
Virayana (Princess of Krondahar, human, female, M16), Kol (Prince of New Kolland, kobold, male, WD7), Isidore
o’ Ambreville (Princess of Nouvelle Averoigne, human, female, M11), Malachie du Marais (Prince of Morlay-
Malinbois, human, male, M11), Harald of Haaskinz (Prince of Sablestone and Grand Master of the School of
Magic, human, male, M17).

Flora and Fauna: Because of the magical interference and summoning of countless mages, amost any plant,
animal, or creature—whether native to Mystara or not—can be found within the principalities.

Further Reading: GAZ3 The Principalities of Glantri, PC4 Night Howlers, Glantri: Kingdom of Magic boxed
set, previous almanacs.

Description by Hempford Brewster.

Located in central Glantri, northwest o° Glantri City, Nouvelle Averoigne be one 0’ the oddest an’ most unique
principalitiesin al the land.

TheLand

The Isoile River cuts right through the middle o° Nouvelle Averoigne. To the south be mostly grassy hills.
Only about a third 0’ the population lives there, mostly right around the Isoile an’ the Tarn River to the south.
Farmers herd goats an’ sheep in the hills, an’ the town o’ Périgon carries on most o’ the trade between the county
0’ Fausseflammes an’ the town o' Ximes further downstream. The weavin’ trade be especially prevalent in this
region.

Between the Isoile an’ the Loir river to the north be the Vale 0’ Garnath. The vale be mostly rich farmland, an’
the best vineyardsin all Glantri be found here. North o’ the Loir, in the free territories, be mainly wooded hills—
an’ run afoul with werewolves. Most peoples say they come from up north, in Morlay-Malinbois, an’ | believe
‘em. They don't call that place the “Valey o° Wolves’ fer no reason. The only woods in Nouvelle Averoigne
proper be the Forét de I’ Ardenne, north and west by Chéteau Sylaire.

The People

The Averoignians be a strange bunch. Most of ‘em talk in some language | ain’t heared outside o’ Glantri—I"d
almost believe they did come from another world, like the story goes. And rude, too—they’re almost as bad as
‘em Belcadiz elves, what with thinkin’ like they’re so much better'n everyone else. They be pretty smart
though—they got more schools in Nouvelle Averoigne than in any two other principalities combined! An’ they
do some pretty good theater, too, if you'reinto that sort o’ thing. Me, I'll stick to the wineries.
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Recent History

Etienne’s disappearance during the Great War caused quite a stir among the d’ Ambrevilles. The scramble for
the succession had the family at one another’ s throats like hadn’t been seen since before the mists came an’ took
‘em way back then. By the time the dust settled, Isidore d’ Ambreville was the winner, an’ therest o' the family
seemed ta fall in line. Rumor has it, though, that somethin’s gotten under their bonnets again, that they don’t
want no outsiders knowing about. Leastways, some 0’ the family’ve been calling together their old allies and
havin’ alot 0’ meetin’s. Somethin’sup for sure.

On ancther note, seems André-David’'s been lettin’ up on the weres in the land. ‘Stead o' killin’ them
werewolves outright, like he useta, he’' s been capturin’ ‘em. No one seems quite sure o’ the whysan’ wherefores,
but | heared its been buggin’ ‘em lupins what been workin’ with ‘im for years.

Don’t Miss

The grand Forét de I’ Ardenne be one 0’ the oldest stretches 0’ woods in Glantri. It be under the protection o’
André-David de Forét, the huntsman o' Nouvelle Averoigne. Him an’ his forest guards've cultivated the wood
for centuries, keepin' it like it were when man first came ta Glantri. There be absolutely no loggin’, an’ huntin’
permits're rare and none between. Them what’s tries anyway can be found hangin’ from the trees along the
border—an’ not ‘ cause they committed suicide, neither. Still, it be one o’ the safest places to be in Glantri—so
long as yer friends with André-David. The only place 0’ note in the forest is Chéteau Sylaire itself—home o’ the
nutty d’ Ambreville clan.

HELDANN (Heldannic Territory of)

Location: North of Ethengar and Rockhome, east of Wendar.

Area: 25,000 sq. mi. (64,750 sg. km.).

Population: 255,000.

Languages. Thyatian (Hattian dialect), Heldannic. Thyatian isthe official language of the nation.
Coinage: Groschen (5 gp), gelder (gp), erzer (ep), markschen (sp), fenneg (cp).

Taxes: 15% income tax collected four timesayear. 10% tithe to the Heldannic Knights collected once ayear. 1
gelder head tax collected once a year from all those not in military service. Thereis also a 5% sales tax on all
items but food and clothing.

Government Type: Military theocracy.
Industries: Agriculture (wheat, barley, and potatoes), mining (iron), sheep herding and fishing.

Important Figures: Wulf von Klagendorf (Oberherr, human, male, P19 of Vanya), Geoffrey of Grunturm (Rebel
Leader, human, male, C20 of Law).

Floraand Fauna: One can commonly encounter sheep and elk herds, bears, boars, wolves and yetis. Rarer, but
more deadly, are the snow apes, hill and stone giants, gnolls and lycanthropes. Occasionally a dragon will be
spotted, but the Heldannic Knights hunt them down as soon as possible.

Further Reading: Previousamanacs. Also, several articles of the Princess Ark series can be useful.
Description by Freiherr Hendrik von Gultzer.

It iswith pride and honor that | write to you about the magnificent Heldannic Territories and the glory of Vanya.
| hope that this entry into the Mystaran Almanac will help refute al disparaging remarks made about the
Heldannic Knights and show the world the true valor behind our ideals and way of life.

I now give you adescription of Heldann, the Gateway to Norwold.
ThelLand

The lands of the Heldannic people are harsh and unforgiving. Our winters are noted for their cold winds that
pierce right down to your bones, and the summer is not much warmer. Cold waters from the northern regions of
the Alphatian Sea splash upon our shores, keeping the warm months cooler than most other nations of the Old
World.
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Theland is as beautiful asit comes, with many renowned painters traveling to Heldann just to paint portraits of
the landscape. Pines and spruce are everywhere, and mountain runoffs create numerous small, crystal-clear lakes.

Although covered in pines, the land is rocky and not very adequate for agriculture. Despite this, hardy
Heldanners work the lowlands, producing enough food for the people to survive. Further from shore, tall rough-
edged mountains dominate the land, effectively marking our border with Wendar and Denagoth.

The People

While our land is definitely picturesgue, it is the people of the Heldann Freeholds that are the true heart of our
nation. They are hardy and resourceful, never giving up on any task they set to heart. The fact that they manage
to grow crops and even thrivein this harsh land is proof enough of thisfact.

Heldanner commoners are a tall, light-skinned people most likely related to the men of the Northern Reaches.
They toil the fields and are at peace with themselves and the world. The more worthy and brave among them join
the ranks of the Heldannic Knights.

The majestic Heldannic Knights were once majority Hattians (from Thyatis), but now they are equaly
represented between Thyatians and Heldanners. They preach of conquest and glory, and as has been provenin
theland of Norwold, these are not empty words. One day, as foretold by Vanya, the Heldanners and Hattians will
rulethe world in Vanya s name. Y ou, the readers, may scoff at thisidea, but do not say we have not warned you.
Join us now and become a crusader in the armies of Vanya.

Victory and glory are assured.
Recent History

Heldann has had a remarkable growth period recently. The Heldannic Knights have converted the people of
lands all the way up to Oceansend to the beliefs of Vanya and the glory of the Heldannic Knights. In fact, the
land under our control was so great, we had to divide it into several territories [ notably, Heldann, Heldland, and
Vanya's Rest. Ed] which, together, form the Heldannic Empire. More recently, our glorious armies secured a new
dominion, the Davanian city-state of Polakatsikes, which is now enjoying the fruits of Heldannic suzerainty.
Admittedly, a few vagabonds throughout our lands have stubbornly resisted our rulership, but our armies
crushed these lawless bands, who were known to trouble the other inhabitants. Many have thanked us for our
remarkable control on crime and punishment of all criminals.

Y ou have probably heard about the troubles the Heldannic Knights have had within their own lands. Maybe
you even heard the rumor that the priests of Vanya lost their spells. This is simply untrue! The Heldannic
Knights merely chose to no longer use their spells for a period of time just to show the world that they can
conquer lands without magic. And we havel On our own, we are a formidable army, yet we also have the
blessing of the Lady Vanya. Do you still doubt our glory and destiny to rule the world?

Yes, there was a rebellion in our land led by Sir Geoffrey of Grunturm (there is a 100,000 gelder reward for his
head), but it has been squashed without any problems by the knights. This rebellion is simply an event blown
out of proportion. Thereisno truth to the rumorsthat we mistreat the peasants, hence causing therevolt. Infact,
the oberherr himself solved the problem by placing a new leader in the rebellious land—one of the rebels
themselves. If thisis not proof that we take care of our people and listen to their pleas, then what is?

Also, fallacioustales of threatsto our Davanian territories are simply that—fallacies. The writers of the almanac
were mistaken, and those sources who gave them that information will be disciplined accordingly.
Don’t Miss

Freiburg, the capital of Heldann, was once a filthy and tightly-packed town. But the Heldannic Knights
destroyed most of it, rebuilding it with spacious streets (so a parade of knights on horseback could easily get
through town) and sturdy buildings.

At the center of town lies the mgjestic Star Chamber, a temple and barracks dedicated to the Lady. From this
magnificent chamber Herr Wulf von Klagendorf rules the land and the will of Vanya is interpreted by the high
priests.

Freiburg also has the most impressive city walls on Mystara. The knights claim that nothing can or ever will
breach thewalls. Many architects and siege engineers agree with them.
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IERENDI (Kingdom of)

Location: South of the Five Shires and Karameikos, west of Minrothad Guilds.

Area: 17,240 9. mi. (44,652 sg. km.).

Population: 58,000 locals, plus as many as 20,000 visitors during the summer tourist months.
Languages: Thyatian (Darokinian dialect; for trade and tourist business), Makai (native language).
Coinage: Pali (10 gp), geleva (gp), sana (sp), cokip (cp). All foreign currency is also accepted.

Taxes: Tourists must pay a 10% room tax wherever they stay, aswell asa5% salestax on food. Thereisalsoa
salestax of 5% on everything else for both tourists and locals. Locals must pay apoll tax of 10 gp per person per
year.

Government Type: Constitutional monarchy; power is held by elected members of noble families, while a king
and queen act as figureheads for ayear-long reign.

Industries: Tourism, fishing.
Important Figures. Reston of Akesoli (King, human, male, F16).

Floraand Fauna: There are not many monsters that can harm people found on the islands of lerendi, with the
exception of Safari Island which is purposefully populated with dangerous animals and monsters from all over the
Old World.

On the seg, pirates are thereal danger. Sharks are rather common as well.
Further Reading: GAZ4 The Kingdom of lerendi, previous almanacs.
Description by Joshuan Gallidox.

In al the islands of the Kingdom of lerendi, perhaps none is quite so famous as Safari 1sland—nor quite so
important to the nation’s economy! Safari Island plays host to the majority of the booming lerendi tourist
industry, and attracts adventurers and regular folk alike to its shores.

TheLand

A wide variety of terrains can be found on Safari Island, both naturally occurring and artificial. The western
edges of the island are a volcanic mountain chain, gradually descending through hillsto low plains and forests on
the eastern half. Most of the island’ s interior has been designated for wilderness parks and game preserves, and
remainsin anatural, primeval state. The few settlements on Safari remain mostly confined to the coastal regions.

Several of these wilderness preserves are adventure parks, designed to cater to the adventurous natures of
their visitors, and may boast terrain features not commonly found elsewhere on Safari Island—or in the tropical
islands of the rest of the region, either! At least two parks are preparing to boast desert-themed attractions this
year (doubtless trading in on the fiendish troubles of Ylaruam), and Gastenoo’s World of Adventure has had a
Hyborean attraction in operation for several years running.

The People

The people of Safari Island are a vibrant, friendly folk. They eagerly welcome tourists to their home, and most
families have someone designated to sell jewelry, seashells, and other trinkets to outsiders. The villagers are
largely of Makai heritage, but the theme parks boast people of al sorts of races. Even halflings are not an
uncommon sight (in fact, employment opportunities abound for my fellow hin—their stature makes them ideal for
doubling as short goblinoid creatures in the theme parks).

Recent History

The most significant recent event on Safari Island is the death of Gastenoo Longblade, one of the founders of
“Gastenoo’s World of Adventure.” Opened by Longblade and his partner Simon Saint-Pierre in AC 974,
Gastenoo’ swasthe first adventure park on Safari 1sland, and remains the most popular. Sinceits creation, several
other “Gastenoo’s” have been opened on Safari and neighboring islands. Before his death in AC 1010, he was
preparing a reconnaissance expedition to the Isle of Dread, in hopes of creating a future “ Gastenoo’s Island of
Adventure” theme park.
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KARAMEIKOS (Kingdom of)

Location: East of Thyatis, west of the Five Shires, and south of Darokin and Aengmor.
Area: 46,750 sg. mi. (121,083 sg. km.).

Population: 351,000 humans (40% Thyatian, 60% Traladaran) and 81,000 demihumans (90% elves, 5% gnomes,
3% dwarves, 2% halflings).

Languages. Thyatian, Traladaran, Elvish (Callarii, Vyalia, Alfheim and Erewan dialects). Thyatian isthe official
language of the nation.

Coinage: Royal (gp), crona (sp), kopec (cp).

Taxes: Quarterly income tax of 25% for commoners and 20% for nobles. Salestax of 5% aswell as an import tax
of 1%.

Government Type: Feudal monarchy.
Industries: Logging, mining (gold and silver), agriculture.

Important Figures. Stefan Karameikos I11 (King, human, male, F15), Olivia Karameikos (Queen, human, female,
T12), Master Terari (Headmaster of School of Magecraft, human, male, M20).

Flora and Fauna: The wilderness of Karameikos is inhabited with all sorts of animals and monsters. Various
reports of lycanthropes, vampires, and other undead are very common.

Further Reading: GAZ1 The Grand Duchy of Karameikos Karameikos: Kingdom of Adventure boxed set,
previous almanacs.

Description by Joshuan Gallidox.

This year’s entry on Karameikos will spotlight on the community of Threshold, which has been a center of
much of activity during the course of AC 1016.

TheLand

The town of Threshold rests along the shores of Lake Wufwolde, the source of the Windrush River. The lake
itself is fed by mountain streams and runoff from the nearby Black Peaks, and is situated in a hilly valley at their
base. The surrounding woods provide the primary source of revenue of the town—primarily tall pines. A steady
flow of lumber comes from the camps north and east of the lake, down to the town itself. There, it is cut and
trimmed, and bound into rafts that are floated downriver to Kelvin, Krakatos, and Mirros. Adventurerslooking to
earn afew royals could do worse than volunteer to guide the log-rafts away from the dangers of theriver!

The People

Though technically a barony, the community of Threshold and its leader, Patriarch Sherlane Halaran tend to
ignore their royal title. Thisiswell in keeping with the general attitude of the people of Threshold—unassuming
and easy-going. They are more interested in doing a good day’ s work than in putting on airs. Patriarch Halaran
fosters this attitude and works to enforce the community pride—Threshold has long been a staple of the lumber
trade in Karameikos, and the people are well aware that they must continue to work hard to keep up their trade.

All the more odd, then, that this community of quiet, hard-working folk seems to attract as many adventurers as
it does. Indeed, the town of Threshold probably boasts more adventurers than any other two Karameikan
communities combined. Perhaps it is the self-sufficient nature of the loggers and townsfolk that inspire such
activity? | think it isamystery that will not soon be solved.

Recent History

The sheer number of adventuring types that abound in Threshold has caused it to be the centerbed of
numerous memorable historical events. Residents still talk of the time, several years ago, when a local mage
attempted to build a garbage dump to the south of town. The black stone building, now abandoned, still remains;
the black pudding that it contained has long since been destroyed.

Then there is the time that a few disreputable loggers attempted to undercut their competitors by utilizing free
|labor—in the form of the town'’s resurrected dead! (One man was reportedly a Darokinian who had been kicked
out of the Merchant’s Guild for unethical practices.)Still, things had been very quiet in Threshold for ailmost 5
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years until a man turned up in town claiming he’ d discovered a hidden valley to the north... we're all still waiting
to hear how this one will turn out.

Don’t Miss

Tarnskeep is the lakeside castle of Patriarch Halaran. Located just north of the town, it sports one of the most
impressive views of Lake Wufwolde. Thereis excellent fishing in the lake—just watch out for wayward logs!

A dark, untouched forest lays to the west of Threshold, about five miles or so. Reportedly magical and
haunted, the locals shun this place—few who ever go there return... or so the legend goes. | took a hike over
there one day—it didn’t ook too dangerous when | looked at it from a distance. If you're the type of adventurer
who likes danger and excitement, don’t miss it—otherwise, you may want to heed the local legends and give it a
miss.

MINROTHAD GUILDS

Location: South of Karameikos, east of lerendi and west of Thyatis.

Area: 8,120 sq. mi. (21,031 sq. km.).

Population: 208,000 (approximately 50% elves, 43% humans, 5% dwarves, 2% halflings).
Languages: Minrothaddan, Thyatian (known mainly for trade and business).

Coinage: Crona (gp), byd (ep), quert (sp), plen (cp).

Taxes. Officially, guilds owe a 20% annual income tax, while individuals owe 10%. Yet, there are many
extenuating circumstances that can reduce or increase the amount owed, which only Minrothaddan tax collectors
can keep track of al of them. Thereisan 8% salestax for local items, while all imported items (or services) have an
18% salestax. Foreigners must also immediately pay a 20% income tax for all income earned while in the nation.

Government Type Plutocracy; every guild master has a seat on the council, with the most powerful guild
master ruling over the council. Now, Oran Meditor is growing in power and trying to assume apresidential role.

Industries: Crafts, trade, and services.
Important Figures. Oran Meditor (Ruling Guild Master, elf, male, F10/M11).

Flora and Fauna: Birds, donkeys, goats and lizards are commonly spotted on the various islands. Monkeys
and small, wild pigs are also known to be present deeper inland.

V egetation consists primarily of mahogany and teak, although numerous fruit-bearing trees are also common.
Further Reading: GAZ9 The Minrothad Guilds, previous almanacs.
Description by Joshuan Gallidox.

Trader's Isleis the center of commerce (and thus influence) in the islands of the Minrothad Guilds. As such, it
will bethe focus of thisyear’ sin-depth commentary of the region.

TheLand

Trader's Isle is a large volcanic island, like most of the land masses in the northern Sea of Dread. A large
volcanic mountain chain, the Diamond Spurs, bisects the island—according to Minrothad’'s history, the
mountains kept two segments of the island’ s population from discovering one another for over ayear!

The land on either side of the Diamond Spurs is heavily forested—by palm trees along the coastal plains, and
by more familiar deciduous trees along the mountain slopes. Much of the land is fertile and grassy, turning into
black, sandy beaches along the coastlines. There are many small villages and settlements along the coasts and in
the interior (much of the total population of the Minrothad isles lives here), and of course the major center of
Minrothad’ s political and economical influence, Minrothad City, lies along the northwestern coast.

The People

The majority of Minrothad City’ s population consists of humans and elves. There weren't many halflingsto be
found at all! (I'm told they tend to keep to their own settlements on Open Isle. Note to self: visit Open Isle next
year.) Thecity isall hustle and bustle—even Darokin City was never thisbusy! Merchants are constantly on the
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move, pushing their goods, making their purchases, and making a crona for themselves. If you’'re looking for rest
and relaxation out among theisles, I’d recommend giving Minrothad City a pass.

Recent History

The Minrothad Guilds have managed to stay fairly low key in the affairs of the outside world, which isjust the
way they like it. While many of their neighbors fought amongst themselves during the Great War, the guilds
stayed neutral in al politics, meanwhile supplying goods and services to al sides equally. Their opportunistic
nature kept them on their toes, however, and they were the first group on the scene to claim the island of Aegos
once Alphatia sank, in order to gain for themselves the rumored passage to the Hollow World. Though the
Thyatians showed up in force shortly afterwards, the guildsmen managed nevertheless to negotiate themselves a
good position in Aegos's affairs.

Recent rumor would have it that Thyatis, now recovering the footing it had lost during the Great War, isturning
itsimperiaistic gaze Minrothad’ sway. If so, the guildsmen will certainly be forced to rethink their neutral policies
towards the outside world.

ORCLAND

Location: Northeastern part of Darokin, northeast of Aengmor, southeast of Rockhome.

Area: Approximately 12,936 sq. mi. (33,504 sg. km.).

Population: Estimated at around 15,000 goblinoids (primarily orcs).

Languages. Most goblinoid tongues; Orcish is most common.

Coinage: Any (mostly stolen).

Taxes: Whatever can be taken from one's underlings.

Government Type Coalition of semi-autonomous nations, each ruled by achief. Nominally part of Darokin.
Industries. Warfare, subsistence herding, limited mining (primarily in the region of Tlazepetec).

Important Figures. Moghul Khan (Khan of Dast, yellow orc rumored to be a devil swine, male, F9), Tlatepetl
(Governor-General of Tlazepetec, red orc, male, F10), Khordarg (red dragon). Genera Tlatepetl has annexed the
settlements of Xorg and New Hobgobland, territories formerly under the command of Hutai Khan and Alebane.
Thetwo goblinoid leaders both left Orcland last year with raiding hordes.

Floraand Fauna: Aside from the predominance of goblinoids in the region, many monsters can be found here.
These include animal herds (primarily deer), apes (snow and white), black bears, mountain lions, and wolves.
There are rumorsthat alarge red dragon made its home in the area near Tlazepetec along time ago.

Further Reading: GAZ10 The Orcs of Thar, GAZ11 The Republic of Darokin, O2 Blade of Vengeance,
previous almanacs.

Description by Ursula Bremen. [Note that this correspondence describes the region in Klarmont and not in
Nuwmont like other atlasentries. Ed.]

Being one of the agents most familiar with the region known as Orcland, | was chosen to accompany the group
of DDC agents and ambassadors on their diplomatic mission to visit the court of Governor-General Tlatepetl. Itis
my pleasure to provide a description of my journey to your readers, from my personal journa (and thus not
subject to the censoring that accompanies my usual reports).

Klarmont 4, 1016 AC: Accompanied by troops from Ft. Hobart, our party skirted the eastern portion of the
Canolbarth, heading north towards the Dwarfgate Mountains. We were met a few miles south of Xorg by an
envoy sent by the governor-general, who escorted us the rest of the way through the hills and into the mountain
valley.

Xorg was little more than amilitary camp: afew wooden buildings and fortifications, and some stone structures
built into the side of the mountains. It was immediately apparent that most of the humanoids in the camp lived
underground.

The commander of the camp, Tequiua Axteca (a hobgoblin) took us on a short (and closely supervised) tour of
the facilities, and then allowed us to retire and rest from our journey. | was able to gather that the term “tequiua’
indicatesamilitary title of some sort.
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We dined with the commander and his lieutenants that evening, but the atmosphere was tense, particularly
between the escort from Ft. Hobart and the humanoids. Tequiua Axteca was surprisingly cordial and
accommodating to our questions.

Klarmont 5: We arose shortly after dawn, ready to continue our stay with the Orclanders. Tequiua Axtecaand
his guards greeted us, and we broke our fast together. There was little conversation this morning—I sensed the
commander was eager to have us on our way. From the glares| received from several of his soldiers, | was ready
to agree with him.

After our meal, the commander bid us farewell and put usin the care of one of his lieutenants—an Oenkmarian,
like the commander (this one goblin)—and several other soldiers. We were led into one of the stone structures,
and began a descent into the caverns of Xorg. The tunnels were extensive—many were obviously natural, but far
more were man-made; several very recent excavations. Clearly this camp was in the process of intense
fortification. For what purpose, | can only specul ate.

We walked for what seemed like an eternity before our escort finally began to lead us upwards. We emerged
into a wooded valley, the moon high in the sky above us. We had been walking almost an entire day below
ground! We made camp for the night, the guards from Ft. Hobart keeping a close watch on our companions.

Klarmont 7: We finaly arrived in the settlement of Tlazepetec (formerly known as C'Kag). This was the seat
of the new ruler, Governor-General Tlatepetl’s, power. (Governor-general isarough translation of his Oenkmarian
title.) We had been brought to the surface several miles from the valley where the settlement lay, rather than
continuing underground. When questioned about this, our escort gave a non-committal shrug. There are
obviously secretsthat lay beneath Tlazepetec that must remain hidden from us at thistime.

The settlement itself was quite an amazing sight. Far from the crude stone and earth keep that formerly housed
the trolls of C'Kag, a large pyramid-like structure now dominated the far end of the valley. Though only half
finished, it was nevertheless an impressive structure. Even as we observed, orcish soldiers were herding trollish
slaves in the hauling of the massive blocks of stone that comprised its bulk. Governor-General Tlatepetl had
made interesting use of the once-dominant trollish overlords—their vast regenerative abilities and strength made
for an almost tireless task force. Small wonder at the incredible structures and caverns that had been created in
the few years since hisarrival.

Klarmont 8: After an evening’s rest, we were finally taken to meet the governor-general himself. Rather than
greeting usin the opulent palace he was building, he broke fast with usin histent. When | had the chance to ask
him about this observation, he didn’t seem to see the contradiction in it. Tlatepetl was quite apparently more
general than governor.

He showed us around the settlement, taking great pride in demonstrating his achievements. He even allowed
us to observe agame of tlachtli, on a ball court outside the pyramid. The ball game (which seemed quite similar
to the Alphatian game of hard-ball, and like a game played among various cities of the Tiger Clan), was obviously
afavored pastime of the governor-general’s. He boasted to us of his days as a tlachtli player in the old city of
Oenkmar.

Klarmont 10: In our discussions with the governor-general today, we learned that the keep of New
Hobgobland, to the west, has been annexed by the Oenkmarians (in similar manner to the annexation of Xorg).
The governor-general feigned ignorance as to the whereabouts of Hutai Khan, and was obviously unconcerned.

It isclear that he holds Moghul Khan, the yellow orcish leader of Dast, in disdain. He seems to have no plans
to move against his fellow humanoid ruler, but he obviously wouldn't take measures to assist him in the defense
of hiskeep, if outside agents were to attack Moghul Khan.

Klarmont 12: There is little in the way of religious activity among the inhabitants of Tlazepetec. In my
experiences dealing with superstitious and (generally) uncivilized humanoids, this is unusual. Though | noted
occasional utterances to goblinoid Immortals, there is nothing in the way of organized (or even crude shamanic)
activity. The Oenkmarian overlords of Tlazepetec seem to discourage this. | gather that the military and the
priesthood of Oenkmar were not on good terms. Governor-General Tlatepetl seems intent on making the military
way the sole activity in his dominion.

Klarmont 14: | am continually surprised by the Oenkmarians. While observing the work on the pyramid, |
noted one red-skinned orc in particular, who seemed to pay close attention to the construction. Though clad asa
soldier, he was obviously serving as an engineer. Our escort confirmed this observation for me. Evidently the
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soldier had taken an interest in stonework while growing up in the city of Oenkmar. These Oenkmarian
humanoids were obviously a cut above most of their breed. Which could either bode well or ill, depending.

Klarmont 18: Our envoy resumes its journey homeward today from Xorg. Tequiua Axteca saw us off
personally. The guardsmen of Ft. Hobart were especialy relieved; | suppose it must be difficult for them to be on
civil terms with a group of people they have spent much of their lives fighting. Still, that attitude will have to
changeif adecision is made to open diplomatic ties with the Orclanders.

I will not be able to say for sure what my position is until |1 have collated and reviewed my reports of the past
few weeks. For now though, my opinion is that it would be best to keep a close watch on the Orclanders.
Governor-Genera Tlatepetl and his Oenkmarian lieutenants seem more or less sincere in their effort to civilize the
other humanoids of Orcland, and capable of doing so. Yet all the obvious military activity worriesme. It might be
best to cooperate with the Orclanders, and keep our ties close.

OSTLAND (Kingdom of)

Location: Off the coast of the Sea of Dawn, east of Vestland and southeast of Heldann.
Area: 8,920 sg. mi. (23,103 sg. km.).

Population: 131,000.

Languages. Heldannic.

Coinage: Krona (gp), eyrir (sp), oren (cp).

Taxes: None. All revenueisgained through raidsinto other nations.

Government Type: Feudal monarchy.

Industries: Piracy, agriculture (grain, potatoes, and beets), fishing, logging, and trade.

Important Figures. Finn Hordson (King, human, male, F5), Yrsa Svalasdottir (Queen-Mother of King, human,
female, P10 of Odin), Asgrim the Bowed (Royal Adviser, human, male, P15 of Odin)

Floraand Fauna: Sheep, horse, cattle, goats, dogs, deer, elk, and brown bears can be found on the islands of
Ostland. Theforests are composed of ash, yew, and conifers.

Further Reading: GAZ7 The Northern Reaches, previous almanacs.
Description by Misha Mananov.

Ostland, the kingdom on the northern seas. Bastion of tradition among the realms of the northern reaches.
Home of pirates and berserker raiders. Ostland has long held itself free and proud above its neighbors, but is its
long tradition finally being forced to accommodate the changes in the world around it?

TheLand

Ostland' s population spreads itself across four large islands (Noslo, Kalslo, Osterslo, and Kunslo), as well as
dozens of smaller ones located off the coasts (in fact, legend holds that at least one such island, the so-called Isle
of the Sea Witch, floats at will across the northern Sea of Dawn). The lands are cold but fertile, perhaps the most
suited to farming in the entirety of the northern realms. High-sea cliffs make excellent locations for fortifications
to defend Ostland’s territory from invaders, while providing safe havens for the longships that freely raid and
plunder neighboring lands.

The People

The Ostlanders are organized in clans, much like their landbound cousins. Above al others, though, the Cnute
clan has held sway ever since the fifth century AC, when the clan’s founder Cnute Bearchest established himself
as the strongest and most influential among the neighboring clans. More recently, however, the Ostman clans of
Kalslo island have been at odds with the royal Cnutes. The more traditional Cnutes had been forced to put down
two rebellions by the progressive Ostmans (and, it is rumored, longed to plunder the tombs of the Cnute kings
that lay on Kalsloisland). Such conflictsaretypical of the aggressive and territorial nature of all Ostlanders.

Recent Events

Enmities between the Cnute and Ostman clans seem to have stabilized since the events of last year, when war
broke out between the two factions. King Finn Hordson seems to have done a passable job of making
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compromises with both sides. Indeed, he has proven fairly popular among the Ostman clans, who have
demonstrated (through a long history of embracing sorcerous practices of outside nations) that they wish to
usher in anew erain Ostland politics. King Hordson istreading afine line, however, between the traditions of the
Cnute clans, and the progressive tendencies of the Ostmans. He has already been victim to several assassination
attempts, and there are many grumbles from both factions that he isn’t working quickly enough towards their
interests.

ROCKHOME (Kingdom of)

Location: East of Darokin and Aengmor, south of Ethengar, west of the Northern Reaches and northwest of
Ylaruam.

Area: 41,140 sq. mi. (106,553 sg. km.).
Population: 1,000,000 dwarves, plus avery few humans who have been permitted to stay.

Languages. Dwarvish, Thyatian (which many dwarves learn during their trade dealings with the outside
world).

Coinage: Sun (10 gp), trader (gp), moon (10 sp), star (sp), stone (cp).

Taxes: Annua (Kaldmont 1) 100% income tax collected by clan, which is then redistributed by the clan head
according to need and productivity. Roughly 35% of the collected sum is paid as taxes to the king. Foreigners
have a 5% sale tax on all goods purchased in Rockhome, as well as a 25% income tax on all wages earned in
Rockhome.

Government Type Monarchy, heavily influenced by clan leaders.
Industries: Mining (precious metals and iron), metalworking, stoneworking, crafts.
Important Figures. Everast XVI (King, dwarf, male, F15).

Floraand Fauna: The most important creatures of Rockhome at this time are the countless goblinoids running
rampant throughout the valleys. Otherwise, one would have to worry about wild horses, deer, mountain lions,
wolves, and yetis.

Pine forests seem to be the only type of forest that can make aliving in the area.
Further Reading: GAZ6 The Dwarves of Rockhome, previous almanacs.
Description by anonymous.

As alongstanding former citizen of Rockhome, | am deeply saddened and disgusted by the current state of
affairs in the mountainous kingdom. The dwarves, whom | have come to admire and respect deeply in my long
stay in their realm, are largely forced to suffer due to the machinations of a small group of individuals of power
and influence in the government, who are short-sighted and unwilling to compromise. Until and unless these
individuals are replaced or forced to a change of opinion, | am sure that the people of Rockhome will only
continue to suffer.

TheLand

Rockhome is, asits namesake would suggest, largely arocky, mountainous kingdom. Two large valleys exist in
the interior, surrounding two large lakes. Since King Everast XVI's institution of a policy of virtual isolation, the
population has had to rely increasingly on the agricultural supplies provided by the dwarven farmers of the
surface valleys (primarily of the Wyrwarf clan). This, inturn, hasled to increasing tensions between the despised
farmers and the more traditional elements of dwarven society, represented primarily by the militant Torkrest clan.

The People

The large majority of Rockhome's dwarven population lives underground, in the caverns and subterranean
passageways that wind their ways through the mountains that surround Rockhome. There, they mine the
caverns for the gems and precious metal s that the dwarves love so much, and for which they are known to be able
to so skillfully make into beautiful objets d'art. Their isolation from the surface folk, who live in cities and houses
much like the humans of surrounding realms, has led to a great amount of malcontent and ignorance of the ways
of their surface relatives. The most pronounced evidence of this sentiment, as already noted, is the tension
between the farmers and underground laborers. It goes further, however, including a certain amount of distrust (if
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not enmity) towards those clans, such as the Syrklist, who engage in a great degree of contact with humans and
other foreigners.

It should be noted, however, that such polarization of opinion, while not wholly absent among the “common”
dwarves, is most prominent among the clan leaders and elders (many of whom have spent their entire lives below
ground). | posit that such attitudes must change, or else the people of Rockhome will not be able to survivein a
world that is far from static.

Recent History

The people of Rockhome have suffered many setbacks in recent years, beginning with the civil war of AC 1011.
The return of the legendary Denwarf stirred up rivalries and sentiments among all the clans, setting dwarf against
dwarf in one of the most tragic, if not bloody, momentsin dwarven history. Inthe end, Denwarf was defeated, his
confederates exiled, and the royal family of Everast reinstalled on the throne.

The troubles only compounded in the following years, as war erupted first with the shadow elves of the
subterranean western lands, and, starting last year, with goblinoid raiders in our own homelands. Neither threat
on its own might have proven so troublesome, had the people of Rockhome not still been so divided in their
sentiments towards one another. The Torkrest clan, which had taken the most severe losses from the wars,
virtually ignored the plights of their more surface-oriented relatives against the goblinoid armies. The Hurwarfs,
still slighted from their loss of the throne following Denwarf’s fall, mostly abstained from interacting with any of
the other clans. The Skarrads and Syrklists steadily protested Everast’s isolationist policy, and the much
maligned Wyrwarfs were left to fend for themselves. Indeed, many of the latter have begun to emigrate outwards
from Rockhome. With their absence, the agricultural subsistence of Rockhome shall surely suffer.

Don’t Miss

Lest it sounds asif | hold the dwarves of Rockhome in complete disdain, | assure you that | could not feel so
negative towards the current government of that nation, did | not care for the people of Rockhome so much.
Indeed, there are many wondrous sights to behold within the nation of dwarves, and it is al the greater shame
that foreigners are prevented from seeing them in these days. The Arenain Dengar’s upper city is reminiscent of
the Thyatian coliseums—boasting non-lethal bouts of boxing and wrestling between competitors. The
Dwarfheart Cavern, in the lower city, is atruly stupendous sight—one of the largest natural caverns documented
in the annals of the Old World, and providing homes to hundreds of dwarvesin its desmesnes.

SERRAINE (Flying City of)
Location: Anywhere—last seen abovethe Isle of Dawn.
Area: Approx. 6sg. mi. (15,5 sg. km.).

Population: Approx. 1,310 (110 nagpas, 200 tabi, 20 harpies, 50 kobolds, 30 orcs, 10 ogres, 90 human
mercenaries, 800 slaves of various races); there are an unknown number of gremlins and gnomish revolutionaries
aboard the vessel.

Languages. Gremlin, Harpy, Tabi, Nagpa, numerous others.
Coinage: Any.

Taxes: None.

Government Type Oligarchy.

Industries: Slavery.

Important Figures. Bargle the Infamous (Mercenary, human, male, M17), Branwys Skyratchet (Leader of
Revolutionaries, gnome, male, F8/C8), Erik Helsing (Blackmailed Wizard, human, male, M13), Horrobin (Leader of
the Grey Front, nagpa).

Flora and Fauna: In addition to the population above, there are hordes of undead servants to the nagpas—
mostly skeletons and zombies, but other lesser undead may be found as well (anything less powerful than a
vampire).

Further Reading: PC2 Top Ballista, previous almanacs.
Description by Thurgood L odestar.
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Excerpt from an intelligence report smuggled out of the city (most of the report was damaged in transit—only
parts survived):

“Were contacted today by a man we will call “Agent W” who isin the upper city. Heisunder amost constant
surveillance, but he informs us that our current location is above Sind. The Grey Front has begun to hire on
mercenaries to supplement their forces and reinforce the city. “W” notes that they have contracted Serraine for
military use, in exchange for money and supplies.

“Other agents report 11 remaining planes in the city—3 polecats, 2 topcats, and 1 bomber. The rest are
clippers, though we suspect the Grey Front is arming them with magical weaponry. It is unclear how many planes
currently survive outside the city. There are 5 confirmed destroyed, but other accounts vary. The Grey Front is
currently training human mercenaries in flight operations with the assistance of traitors within the Top Ballista
academy.

“Had to withdraw to adeeper level of the Undercity. The nagpas and their minions seem uncomfortable delving
past the [CENSORED] level, but their mindless legions of undead have no such qualms. Fortunately, moving
too far out of their masters' control range makes them largely ineffectual. | maintain my fears about venturing too
far below surface level, however. Perhaps the Grey Front knows something that we don’t about the Undercity’s
inhabitants?’

SHADOW ELVES (Kingdom of the)

Location: Old World, continent of Brun, roughly 6,000 ft. (1,800 m.) below the Broken Lands.

Area: Estimated 500,000 sg. mi. (1,295,000 sg. km.), but the underground territories can hardly be accounted for
in terms of surface only.

Population: Roughly 400,000 elves.
Languages. Elvish (Shadowelf dialect).

Coinage: Bright (gp), shine (sp), glint (cp), kalafi (varnished strips of hard, bark-like fungus, they come in 10
gp, 50 gp and 100 gp denominations).

Taxes: One fourteenth of the yearly earnings goesto the Temple of Rafiel and the king.
Government Type Monarchy.
Industries: Agriculture (fungus farming, giant slugs and spiders raising), hunting, mining.

Important Figures. Teemon (Radiant King, €f, male, F13/M15), Porphyriel (Radiant Shaman, ef, female,
M16/P13 of Refid).

Floraand Fauna: Many cavern creatures, some of them unique to this environment, like boneless, giant slugs,
lavafish and skinwings. Goblinoids from the Broken Lands sometimes wander in the shadow elves’ lands too.

Further Reading: GAZ13 The Shadow Elves, previous almanacs.

Description by Balinor “ Silverblade” Audridl.

My home: avast network of caverns and cavesinterlinked by countless tunnels and canals.
TheLand

The shadow elves’ kingdom extends for countless miles of tunnels and caves, over an area that, if brought to
the surface, would stretch from Glantri City in the north, to Darokin City in the south. Some of those caves and
caverns are natural, but most of them have been modified by the shadow elvesin the last millennia. Sometunnels
have been enlarged to make traveling safer and quicker, other have been flooded to allow for sailing between our
four main cities (City of the Stars, Alfmyr, Losetrel and New Grunland). Some of the tunnels bring in fresh air from
the surface, other arefilled with molten magma. There are really thousands of them.

The bigger caverns usually host fungal forests (some natural, some magical), that the shadow elves harvest for
food. Lakesand mountains are not uncommon either. Only the sunis missing.

The People
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The land isinhabited mostly by shadow elves, though other less intelligent species like goblinoids or geonids
can befound in our territories. The shadow elves are abreed of elf that adapted to the life underground millennia
ago, when aterrible disaster hit Mystara and our ancestors were forced to flee underground.

Life was not easy underground, but the shadow elves managed to survive and develop new forms of rock
magic, that allowed them to modify the landscape and defend themselves from the evil creatures that wandered in
those caves. Over the years the population has slowly increased and the four original clans that fled
underground (Celebryl, Porador, Felestyr, Gelbalf) moved to four different areas of the kingdom, creating new
towns and villages.

Physically speaking the shadow elves have a pale skin, white hairs and very clear eyes (usually sparking blue
or gray in color). Lower and thinner than their surface counterpart, the shadow elves have a squeaky voice and a
keen sense of hearing, thanksto their large ears.

Recent History

Last year the shadowelf kingdom was invaded by an army of Schattenalfen, a race of elves very similar to us
that lives deeper underground, in afabled place called “Land of the Red Sun.”

Their massive invasion caught us by surprise and soon our capital, the City of the Stars, awonderful city built
on the ceiling of the Great Cavern, in an area where gravity works very oddly, was under siege. Those were sad
daysfor our race, for many of our kin lost their lives fighting bravely to defend the city, the king and the temple.

At last the invaders managed to break into the walls that surround the city, but when they launched their final
attack, on the so called Day of Dread, our shamans popped out of the temple and wiped out the attackers casting
extraordinary magic never seen before.

Now everything has to be rebuilt, but Rafiel will guide us again, as He did during the invasion, as He does
every day.

Don’t Miss

| seriously doubt that you will ever have a chance to enter the shadow elves' territories alive, but if you do then
don’t forget to stop by Jennafaer, proprietress of Candle’s Work in the City of the Stars, and bring her a flower
from Balinor.

Do Miss

Do miss to enter the shadow elves' underground territories unless you are not invited, because we distrust
foreign people and trying to enter our lands by force or stealth would certainly put you in trouble.

SIND (Rajahstan of)

Location: West of the Atruaghin Territories, Darokin, southwest of Glantri.

Area: 200,000 sg. mi. (518,000 sq. km.).

Population: Approx. 550,000, plus hordes of occupying goblinoids and other minions of Hule.
Languages. Sindhi, some Thyatian (Darokinian dialect).

Coinage: Guru (25 gp), rupee (5 gp), bhani (gp), khundar (sp), piaster (cp).

Taxes. The three privileged castes—himaya, rishiya, and jadugerya (fighters, clerics, and mages)—of Sind
owe annual taxes of 25% on all profits, taxes, services and goods received from others, but this tax may be waived
if they offer their services to the government or others of the privileged castes. Members of the prajaya caste
(farmers and craftsmen) owe 25% of all produce to their mumlyket, with another 25% going to the rishiyas for
spiritual services. The kuliya caste (slaves and unskilled laborers) are not taxed. Additionally, a white-skinned
sub-caste (called urdu-varna) must pay a poll tax of one khundar per person.

In areas still occupied by forces of Hule, an annual poll tax of one khundar per person, regardliess of age,
gender, or caste isimposed in addition to regular taxes.

Government Type: Feudal monarchy. Nobles (called rajahs and maharajahs) owe fealty to the rajadhiraja
(king). Several states (called mumlykets) are currently under the control of the Master of Hule.

Industries: Agriculture, trade (salt, silk, cotton, rice, and especially tea).
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Floraand Fauna: Monsters that are found in the regions of Sind include animal herds, giant ants, bandits (in
the desert), basilisks, camels, cockatrices, djinn, red dragons, efreet, elephants, ghouls, gnolls, giant lizards,
lupins, manscorpions, mummies, giant scorpions, shadows, sphinxes, and trolls.

Further Reading: Champions of Mystara boxed set, Dragon #169 {/oyage of the Princess Ark part 16),
previous almanacs.

[ See the following individual listings for Jalawar and Shajarkand for more information about Sind. Ed.]

JALAWAR (Mumlyket of)

Location: Southwest of the Atruaghin Plateau, south of Shajarkand, northeast of Jaibul.
Area: 13,500 sg. mi. (34,965 sg. km.).

Population: 63,000.

Languages. Sindhi, some Thyatian (Darokinian dialect).

Coinage: Guru (25 gp), rupee (5 gp), bhani (gp), khundar (sp), piaster (cp).

Taxes: SeeSind. Rani Drisana Madhar has long tried to change the caste system in her mumlyket; now that
sheisback in power, the tax distinctions due to caste may change.

Government Type Feudal monarchy. The ruler of Jalawar (called the rani) owes fealty to the rajadhiraja
(king) of Sind, Chandra ul Nervi.

Industries: Agriculture, trade (salt, silk, cotton, rice, and especially tea).

Important Figures. Drisana Madhar (Rani, human, female, M9), Inay Paramesh (Former Rajah, human, male,
T13).

Floraand Fauna: See Sind.
Further Reading: Champions of Mystara boxed set, previous almanacs.
Description by Ryuk-uk Tshaa.

[This entry for Jalawar is virtually verbatim from last year’s; the only addition is an update on the recent
history of the mumlyket. Ed.]

TheLand

The mumlyket of Jalawar is colloquially referred to as the “ Gateway to Sind,” due to its geographic location at
the head of the Asanda River, one of the primary routes into Sind itself. The predominant features of Jalawar are
itsgrass and farmlands; it is also home to one of the few remaining swaths of forest in Sind.

The waters of the Asanda bring generous deposits of silt down from its northern head in the Great Salt Swamp,
making the lands along its shores some of the most fertile farmland in the Old World; certainly the most fertile in
Sind. Hundreds of tiny farming villages line the eastern banks of the Asandain Jalawar, where they produce more
than enough food to support the mumlyket; the surplus helps to provide for the rest of the agriculturally starved
kingdom of Sind.

Central Jalawar is populated by small families of cattle owners, who keep their livestock full on the short grasses
that fill the landscape, and the forest to the far east provides the only elephant reserve within the borders of Sind.

The People

The main human stock of Sind is ablend of Atruaghin and Urduk racial stocks, a combination that has resulted
in the nut-brown skin tone often equated to the Sindhi. The people of Jalawar, in particular, are a more reddish
brown than most Sindhi, likely due to a greater Atruaghin influence based on their geographical location. Almost
two-thirds of the population is rural, living in the hundreds of farming villages along the Asanda river, or in the
central grasslands. Therest live predominantly in the large trading ports along the southern shore.

Thereisalargeforeign presence in Jalawar, due to its preeminence as atrading center. Asaresult, thereisafar
greater portion of non-Sindhi to be found here than anywhere else in the nation. Peoples of all nationalities
abound—Ilerendis, Minrothaddans, Darokinians, Yavdlom; there is even a sizable population of Sindhized
Atruaghin peoplesin the outlying towns and villages.
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It is primarily this large foreign element that has led to a relaxation of the rules of the Sindhi caste system; for
decades, | am told, there has been a gradual transition to amore “easternized” system of belief in equality, amove
endorsed by the Madhar family that has traditionally ruled Jalawar.

Recent History

Rajah Inay Paramesh came to power in AC 1005, with the aid of the elite troops of then-Rajadhiraja Kiritan ul
Nervi, deposing his distant cousin Drisana Madhar. Drisana, one of the few rajahs to maintain their loyalty to
Chandra ul Nervi in the face of the Master’s invasion, retreated to the Yavdlom Divinarchy, where she helped
rally Chandrato return to Sind.

Last year, the exiled rani returned to Jalawar, backed by mercenary troops from Yavdlom and foreign aid from
Darokin. Together with forces still loyal to her, Drisana was able to reclaim Jalawar, imprisoning Rajah Paramesh,
and driving out most of the occupying hordes of Hule. There are still several pockets of Hulean resistance forces
within the mumlyket, but the region has returned to the control of the rani.

Don’t Miss

Though | was not able to visit it, | have been told that the capital city of Sambay (pop. 12,000) is quite a sight
to behold. Traditional Sindhi architecture blends with a wide array of architectural styles from throughout the
world—from as far west as Slagovich and the Savage Coast, to the easterly styles of Alphatia—and with a
population as diverse. There is alarge contingent of Hulean forces encamped in a shanty town just outside the
northern gates of Sambay, along the banks of the Asanda, but that hasn’t seemed to faze the foreign elements
onebit. Life goeson asusual in the busy merchant town.

SHAJARKAND (Mumlyket of)

Location: Kingdom of Sind, west of the Atruaghin plateau.

Area: 25,000 sg. mi. (64,750 sg. km.).

Population: 65,000. Thisincludesthe capital of Naral (pop. 10,000).
Languages. Sindhi.

Coinage: Guru (25 gp), rupee (5 gp), bhani (gp), khundar (sp), piaster (cp).
Taxes: SeeSind.

Government Type Feudal monarchy. The Rajah of Shajarkand owes fealty to the Rajadhiraja (king) of Sind,
Chandraul Nervi.

Industries: Trade (salt, hides, goat milk). The rulers of Shajarkand also make a modest income from the export
of tigers.

Important Figures: Ramanan Venkat (Rajah, human, male, F7).
Floraand Fauna: See Sind.

Further Reading: Champions of Mystara boxed set, previous almanacs.
Description by Ryuk-uk Tshaa.

TheLand

Shajarkand encompasses a wide variety of terrains. The border with the Atruaghin Territories is heavy
grassland, dotted with many small farming communities, from which most of the mumlyket’s agriculture comes.
There are some small forests along the border as well, which play home to a tiger preserve—the only one of its
kind in the Old World.

The Asanda River forms the southwestern border, culminating in a great swamp. To the north of the province
lay large stretches of desert and badlands—mostly uninhabitable, save for afew oases. The capital of Naral was
built in the midst of one such spot, a miles-wide grassy valley.

The People

Much like Jalawar to the south, the people of Shajarkand have a more pronounced reddish tone to their
normally brown skin color. Thisis doubtless due to the closer presence and ties to the Atruaghin peoples to the
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east. Similarly, the majority of the population is rural, living in small farming and fishing communities along the
Asandaand in the grasslands. The northern reaches of Shajarkand are very sparsely populated.

Foreign presence in Shajarkand isfairly small; most of the population is exclusively Sindhi, with asmall minority
of Atruaghin peoples along the grasslands and forests of the west. Naral and villages along the Asanda
occasionally boast peoples of other ethnicities, but the reduced emphasis on trade and foreign contact has limited
the admixture of non-Sindhi.

Recent History

Shajarkand won back its independence from occupying hordes of Hulein AC 1015. Together with forces from
Jalawar and some northern mumlykets, the rajah led his army north to Sindrastan, where he participated in the
liberation of the Sindhi capital of Sayr Ulan.

Currently, Rajah Venkat is attempting to rebuild his nation, root out any remaining pockets of Hulean intruders,
and reopen trade ties with outside nations.

Don’t Miss

Rajah Venkat reveres the tiger, and evidence of this can be seen throughout his palace in Naral. His soldiers
wear tunics of yellow striped with black, like atiger’s pelt, and their standard bears atiger’s snarling visage. The
rajah’s throne is decorated with jewel-studded carvings in the shape of tiger heads, and pelts of the animals
adorn the walls and floor of his bedroom. He also keeps severa of the felines as pets—rumor has it that
particularly unwelcome guests find their way into the tiger’ s pens for supper.

SODERFJORD (Kingdom of)

Location: South of Vestland, east of Rockhome, north of Y laruam and southwest of Ostland.
Area: 31,060 sq. mi. (80,445 sg. km.).

Population: 153,000 humans, 8,000 dwarves.

Languages. Heldannic.

Coinage: Markka (gp), penne (ep), gundar (sp), oren (cp).

Taxes: None. Most revenueis raised from tolls to use roads and bridges. The rest of the money is raised by
raiding other nations.

Government Type: Monarchy, although the jarls (Iesser nobles) still hold tremendous power.
Industries: Cattle, goats, sheep, fishing, logging, furs, piracy, and trade.
Important Figures. Ragnar the Stout (King, human, male, F17).

Floraand Fauna: Deer, elk, and wolves can be found throughout the coniferous forests of Soderfjord. Various
herd animals, such as sheep, goats, cattle, horses, and bison can be found in the plains of the nation. Goblinoids
used to be very common in the southern Hardanger Mountains, but they have been defeated and now pose little
threat.

Further Reading: GAZ7 The Northern Reaches, previous almanacs.
Description by Starkad Grimmson.

Truly, the jarldoms be the | ast true home of the warriors. E’en though the upstart Ragnar hath tried to forge the
realm into a kingdom, in the manner of the westerners, the spirit of freedom and independence lives strong in the
blood of the men of Soderfjord.

TheLand

| be from Nordcastel, in the Snowvale Valley just north of Castellan. It be a harsh region, just right for making
strong warriors like me. The Makkres Mountains tower over the valley to the west, and the cold winds sweep in
over the hills of Nordcastel—winters be harsh and none but the strongest can survive long if they be fools
enough to venture forth unprotected.
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The Saltfjord River be the readiest access to the lands east, but it borders on the dangerous Great Marsh.
Lizard men, troglodytes, dragons and worse haunt that place. Verily, it be no place for any but the strongest
fighters—Ilike we breed in Nordcastel.

The People

We highland people be a tough breed, from long years of fighting goblinoids and giants in the nearby Makkres
and Hardanger Mountains. The folk of Castellan be mostly pushover cityfolk—traders and foreigners—not like
us freemen in Snowvale. Sometimes we go down there in groups and raid their farmsteads, just to keep them on
their toes. Verily, it be no wonder that the Castellans be such strong supporters of Ragnar—they’d ne’er last in a
straight fight against usreal Soderfjorders.

Recent Events

Ragnar the Stout, head of the Soderfjord clan, managed to convince the other jarls to nominate him astheir king
several yearsback. Verily, | believe he must hath used magic to do so, for the jarls are ever resistant to giving up
their freedom.

From what | hear, things hath gone downhill for the “king” € er since—his campaign against the kobolds and
gnolls of the Hardanger in 1013 cost him more dearly than he cares to admit. E’en joining with the Ostland rebels
in their civil war of last year gained him little in the way of prestige.

Long has been the talk in taverns of o’ erthrowing the would-be monarch of Soderfjord, and returning to the
days of the freejarldoms. Verily would | be surprised if Ragnar’ s rule lasted much longer in my homeland.

Don’t Miss

| hear tell that Ragnar’s hired a bunch of dwarves and set them to working around the clock to try and reopen
the Falun Cavernsin the Hardanger. I'd guess he’s keen on getting at any treasures that the kobolds might have
|eft in there when they were driven out. Adventurers looking to earn a few markkas can find work down there,
fighting off leftover kobolds and dire wolves. There might € en be afiend or two still lurking down underground.

THYATIS (Empire of)

Location: Southeastern peninsula on the continent of Brun, south of Ylaruam, East of Karameikos and
Minrothad.

Area: 42,300 sq. mi. (109,557 sg. km.).
Population: 2,750,000 of various races.

Languages. Thyatian (Thyatian, Hattian, Kerendan, and Tel Akbirian dialects). Many other languages are
spoken within the empire, especially in Thyatis City.

Coinage: Emperor (5gp), lucin (gp), asterius (sp), denarius (cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. 5% salestax on all transactions.

Government Type: Monarchy heavily influenced by senatorial body, overseeing vassal domains.

Industries: Agriculture, crafts (especially metalworking, glassworks, tanning), fishing, herding (cattle, sheep,
goats), horse breeding (Kerendas mainly), magic (Sclaras and Thyatis City), military, mining (gold and other
mineralsin the Altan Tepes), shipbuilding (Thyatis City, Lucinius, and Actius), silk, trade, wine.

Important Figures. Eusebius Torion (Emperor, human, male, F16), Coltius Torion (Prince, human, male, normal
human), Demetrion Karagenteropolus (Imperial Magist, human, male, M20), Heinrich Oesterhaus (Count, human,
male, C20), Tredorian (Prince of Alphatia, human, male, F12).

Floraand Fauna: Bears, boars, centaurs, lycanthropes, mountain lions, dryads, and goblinoids can be found in
the wilds of the empire, hill giants and ogresin the hills. Pegasi, griffons, rocs, ruby, gold, and white dragons as
well as other aerial mounts are common near Retebius, sea monsters around Borydos, while absolutely anything
can be found near the magical estates of Sclaras.

Further Reading: Dawn of the Emperor boxed set, DDA1 Arena of Thyatis, DDA2 Legions of Thyatis,
previous almanacs.
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Description by Vivianna Romanones.

I cannot possibly do justice to theimposing and glorious Thyatian Imperiumwithin the scope of an entry in the
Mystaran Almanac. None the less, | endeavor to describe Thyatis as fully as possible so that you may learn of
this remarkabl e country and perhaps impart to you a new perspective so that you may view it in afresh light.

Thisentry describes the COUNTRY of Thyatis, which isthe heart of the EMPIRE of Thyatis. Thyatisis astate
surpassing al nations in wealth and might. What allows the Thyatiansto call their state an empire isthe fact that
it includes several other nations elsewhere in the world as members. These nations are called provinces, and at
the moment there are several: the provinces of the Isle of Dawn; the Thyatian Hinterland provinces on Davanig;
and the island of Aegos. This entry will deal solely with the imperial heartland on the continent of Brun. The
other regions will receive full attention elsewhere.

TheLand

The country of Thyatisis mainly composed of rich farmlands, with hills and mountains to the north. Still, much
variety exists, and only a brief description will be given. Mainland Thyatis is composed of eighteen dominions,
called baronies, counties, or duchies. These dominions are:

Actius. A small island known for its fishermen and shipyards which serves as a trade way station for
merchants traveling the southern route around Hattias. (Pop. 10,000.)

Biazzan: This dominion is centered in the rich mountain pass that functions as a trade route between Thyatis
and Ylaruam, and sees much caravan traffic. The town of Biazzan itself (pop. 12,000) is known for its university,
one of the foremost centers of learning in all of Mystara. (Pop 30,000.)

Borydos. This island protectorate has been a prison for the last several centuries. However, following the
recent prison escape, debate has started in the senate about the possibility of putting it to other uses. Littleis
known about what such plans might entail. The island is still surrounded by dangerous sea monsters. (Pop.
5,000.)

Buhrohur: This barony is populated aimost completely by dwarves, and is entirely mountainous. (Pop.
15,000.)

Carytion: This dominion consists of a large, beautiful island off the eastern coast of the mainland. Many
elegant estates and a major naval base can be found here. (Pop. 5,000.)

Halathius: This mountainous region isrich in gold mines and other minerals. It isalmost invulnerable to attack
dueto the rugged nature of theterrain. (Pop. 20,000.)

Hattias: This county is known for its racial intolerance. The Storm Soldiers make their home here, and they
preach about racial purity and how women should stay at home to raise families and not try to learn to fight or
obtain power. Hattias has rebelled several times against the empire. (Pop. 320,000.)

Kantrium: Thisfertile duchy isthe home to farmers and fishermen. Kantrium isahistorical site since it was the
first dominion formed within Thyatis. (Pop. 90,000.)

Kerendas. This duchy is the center for cavalry training and the source of the best horses within the empire.
The land is mostly grassland, and everyone in the duchy is a horseman. The capital, Kerendas, is the second
largest city in the empire (pop. 90,000). Much grain is grown in Kerendas, the surplus is exported throughout
Thyatis. (Pop. 540,000.)

Lucinius. This county is ahilly spur off the east of the Duchy of Thyatis, aland of vineyards, fisherman, and
the proudest seamen in the empire. (Pop. 100,000.)

Machetos: Thisis asmall but rich farming duchy that is now, with Kerendas, a main source of food for the
empire. It hasonly recently regained its agricultural state after suffering severe exactions over 30 years ago. The
Karameikos family once held this duchy, but the duke exchanged his birthright with the emperor for rulership of
the Grand Duchy of Traladara (which he then humbly renamed after himself). (Pop. 30,000.)

Mositius: Thisisland duchy is, with Carytion, a center of tourism for the empire. There is an active volcano
that releases strange mists unto the island. These mists can influence the behavior of the inhabitants. (Pop.
15,000.)

Retebius: The capital city of this duchy (pop. 20,000) is home of the Retebius Air Cavalry Training Academy, a
flying-mount cavalry renowned throughout the world. The Retebius Air Fleet suffered tremendous casualties
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during the Great War, but is beginning to recover from the losses. Eusebius is considering renaming the fleet as
the Retebius Air Cavalry to differentiate it from Thyatis' growing fleet of airships. The duchy was one of those
recently enlarged, receiving additional land all the way to the Trevanion River, to help provide land grants to air
knights. (Pop. 180,000.)

Sclaras: This tiny island is divided into some 250 estates, each a quarter of a mile in size, each by ancient
tradition the retreat of a powerful Thyatian wizard where they can conduct their researches undisturbed by even
each other. (Pop. 5,000.)

Tel Akbir: Thisis a grassy duchy inhabited by Thyatians of Alasiyan descent untainted by the cult of the
Ylari brigand a-Kaim [this choice of word is the correspondent’s, not that of the editors, and has been left to
pinpoint her bias to the reader. Ed.]. The legion keeps a close eye out for Ylari raiders in the area. (Pop.
140,000.)

Terentias: Thisisland was hotly contested between Thyatis and Minrothad. The elven inhabitants seem to
prefer the empire, and focus their lives on pirating and sailing. So far, Terentias has remained a grand duchy of
Thyatisfor over 200 years. (Pop. 25,000.)

Thyatis: This duchy, an incredibly wealthy and fertile region that lies just north of Vanya's Girdle, bifurcated
by the Mesonian River, has been a center of trade and military recruits for over amillennium, and will likely be so
for a millennium more. More towns than can be conveniently shown on any map dot this domain, each with a
unigue charm. Rich estates and palaces line the shores of the girdle, whose sparkling waters are often the scene
of yachting races and are kept securely patrolled by the sharp-prowed imperial dromonds. Many tall lighthouses
guide the way for merchant ships, as well as serving as lookout towers watchful beforehand for invading fleets.
At the center of the duchy lays the queen of cities, the wealthiest, grandest and most powerful city in all of
Mystara (pop. 500,000). Thisis a city that surpasses all in wealth and vice, and is the true heart of the empire.
(Pop. 1,200,000.)

Vyalia: Thiscounty isknown for its elven population (roughly athird of the inhabitants now) and its Forestry
Academy. Many Vyalia elves live across the ostensible border, within the Dymrak forest of Karameikos. Few
Vyalia elves obey the rulings of their “king,” however, looking instead to their clan leaders and to Yldysyl
Greenheight, the Count of Vyalia, for guidance. (Pop. 20,000.)

The People

Thyatians are a justly proud people, the possessors of along tradition of civilization and imperial might. Pure
Thyatians have olive complexions and dark hair, although since any member ethnicity becomes a part of the
empire, equal to any other citizen, absolutely any physical characteristics can be found among the people.

Thyatians are efficient, disciplined, and practical. Others may view them as treacherous, but often the same
people who decry “ Thyatian treachery” ignore (or excuse) duplicity and deceit among their own people and allies.
Thyatians simply do what is needed to do to achieve their goals and preserve their nation. To do otherwise
would be dangerous and inefficient; however, true Thyatians understand that keeping the letter of their
agreements is in their interest. Most Thyatians are cosmopolitan, quick to embrace new cultures and customs.
Thyatian scholars eagerly rush to learn more about them, writing treatises about their history and lore that are
widely read by Thyatians, who learn and absorb much. This makes Thyatian culture rich and robust,
strengthened by the best concepts of many lands.

If there is one thing Thyatians respect, it is fighting prowess. Coliseums can be found in almost every Thyatian
city, and gladiatorial combats draw in crowds like never seen in other nations. The virtues Thyatians hold most
dear are dignity, duty, loyalty, respect, honor, and piety [ some would say in that order. Ed.]. But, ironicaly,
while those who discipline themselves and follow the code of virtues are respected, Thyatians tend to reserve
their adoration for the self-reliant person who achieves greatness in preserving the empire but who do not
surrender their individuality to it. It isthe insolent but worthy rogue who receives the accolades of the crowd, if
not their respect.

Thyatian History

The Thyatians have along and glorious history, a history of both triumph and tragedy. Many non-Thyatians
judge them harshly, not aware of the burdens and responsibilities Thyatis carried. These duties led Thyatis to
make pragmatic decisionsin the interest of not only the imperium, but of all Mystarans.

The people now known as Thyatians had their origin on the distant shores of the Davanian continent. Some
sixteen centuries ago the tribes, Thyatian, Kerendan, and Hattian, departed from Davania settling on the small
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southeastern spur of the continent of Brun. The tribes were warrior people, hardy and unafraid of death. For four
centuries they lived free, eventually coming into contact with the expansionist Alphatian Empire, whose drive for
conguest they resisted with raids (which Alphatian histories depict as piracy). Eventually the Alphatians came to
learn that the mountains in Thyatian lands held rich deposits of gold, and ever greedy for resources and people to
exploit, the Alphatians set out to conquer the Thyatians as they had so many before them. The Thyatians
resisted valiantly, but were no match for the Alphatians’ strong magic.

For two centuries the Thyatians lived under the domination of the Alphatian Empire, forced to work in its mines
in conditions that the Jennites of today nod knowingly about when they hear of it. But the Alphatians
inadvertently also taught much to the Thyatians. Hardened by their experience after two centuries of Alphatian
rule, the Thyatians led a grand revolt against the Alphatian despotate. The Alphatian regime crumbled, and only
their timely surrender prevented their collapse. In exchange for peace, the Alphatians ceded much of the lands
they had occupied for so long. Thus, the Thyatian Imperiumwas born.

For amillennium Thyatis stood as a bulwark against Alphatian expansionism. The Known World was shielded
from Alphatian aggression by Thyatian strength, and thus allowed to develop. The modern world owes its shape
and its culture to Thyatis in more ways than one. Many nations speak Thyatian and have derived elements of
their civilization from it. Empress Vaentia's enlightened Citizen's Proclamation twenty years after the empire's
foundation made all the people of the Thyatian Empire full participantsin the empire, unlike Alphatia’s tradition of
subjugation and oppression of conquered people. She took the further step of granting independence to both
the Pearl Islands and Ochalea, then formally inviting them back into the empire under the terms of her
proclamation, and they accepted. This made Thyatis strong in ways that Alphatia could not replicate without
changing their society, something the Alphatians would not do. So while Alphatia was larger and ostensibly
more powerful than Thyatis, Thyatis made more efficient use of its strength.

Most recently, and for perhaps the last time, Thyatis again used its strength to shield the world from the
advance of Alphatian armies. This final war between Thyatis and Alphatia lasted from AC 1005 to AC 1009. It
was awar Thyatis fought on behalf of Glantri, and by extension all the nations of the Old world, against the threat
of Alphatian dominance. Thewar is often called the Wrath of the Immortals[ most other peoples call it the Great
War. Ed.] because the Immortals punished Alphatia for attempting to impose its regime on the world by
sundering the Alphatian Empire. During this war the Alphatian attackers caused much death and destruction in
the empire, but were eventually thrown back just as during the earlier Spike Assault.

Emperor Thincol became gravely ill towards the end of the war, as the Alphatian onslaught entered Thyatis
itself. Shortly afterwards the continent of Alphatia sank, and the tides of war turned. In AC 1010, the emperor
tried to absorb the remaining Alphatian kingdoms so they would never again rise to threaten the world. He did
thisinstead of focusing on rebuilding Thyatis, spending the last of the empire’s strength in an effort to secure a
lasting victory. These plans were shattered when revolts occurred and when Thothia’ s undead minions defeated
the legions on the Isle of Dawn. The old Thincol would have known how to deal with the Thothian threat,
dispatching Thyatian clerical orders and members of the Retebius Air Fleet to vanquish Thothia' s dark magics.
But by this time Thincol was a shadow of his former self, senile and decrepit. These battles ended in AC 1012
when Thincol died and was replaced by his son Eusebius. Eusebius restored order to Thyatis, taking steps to
end the plague and famine the Thothians had spread into Thyatis. Thothia requested a truce and signed the Isle
of Dawn Treaty with the empire insuring peace on the Isle of Dawn. This treaty cost the empire the conquered
cities of Ekto and Trikelios and afew Alatian Islands, but the empire has now recovered ailmost fully.

Emperor Eusebius is now looking at Davania and plans on expanding the empire into the unclaimed jungles of
the southern hemisphere. Emperor Eusebius is widely expected to be considering a number of long overdue
reformsintended to restore the empire to its former glory, doing what Thincol perhaps should have done after the
war. He has purged the senate of many of its most corrupt members [defined as those who oppose his wishes.
Ed]. Last year the emperor called on the services of many of the empire’s top people, both military and civil
service, to submit to him proposals for improvements, and many think he will begin to implement the best of these
plans now.

Don’t Miss

There are many things to see in Thyatis, notably the various gladiatorial games—especially during holidays
when they are spectacular and most spirited. Thyatis also boasts fine theaters and plays and many well stocked
libraries and noted universities. Many nobles throw lavish partiesin their estates throughout The City. Thyatis
is a center of theology, with large temples and clerical orders dedicated to many of the Immortals. Entering The
City by water is by far the preferred method. Sailing up the sparkling sound of Vanya's Girdle to approach the
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capital by seawill give you afine impression of its greatness, the glittering domes of its temples rising above the
strong walls, the magnificence of its palaces and public buildings.

Of particular note, | would recommend a trip to Argevin Town in Mositius. Thisisland is geared for tourism,
and the taverns are open at all hours. In fact, no business ever closes, regardless of how late at night you visit.
Servants are found everywhere and are ready to cater to your every need. Theaters, dancing halls, and gambling
establishments make up every second building. What makes the place even more famous is Mount Mositius, a
volcano that emits magical mists that descend upon the population of the island. This mist radically aters the
behavior of those who inhale it, causing blind optimism, love, drunken giddiness, laziness, giggling hilarity, or
amost any other emotion imaginable. Duchess Triella Tien-Tang somehow controls this mist and makes sure
only harmless emotions are inspired by its magic.

VESTLAND (Kingdom of)

Location: Southeast of Heldann, east of Ethengar, north of Soderfjord and west of Ostland.
Area: 21,065 sq. mi. (54,558 sg. km.).

Population: 157,000, including the capita city of Norrvik (pop. 16,000). Dwarves make up about 5% of the
population. Population figures are down due to wars with goblinoids over the past few years.

Languages. Heldannic.
Coinage: Schilder (5 gp), guldan (gp), hellar (ep), floren (sp), oren (cp).

Taxes: None. Revenueisraised from tolls to use roads and bridges. The king is planning on installing some
form of income tax in the next couple of years.

Government Type Monarchy, with astrong feudal aristocracy. Thereisalso asignificant middle class.

Industries: Agriculture (potatoes, barley, and beets), logging, fur trading, crafts (with an increasing dwarven
presence), trade.

Important Figures. Harald Gudmundson (King, human, male, F13).

Flora and Fauna: The deep forests harbor many normal animals—deer, boars, elk, bears and wolves. The
western hills are thinly populated with trolls and other assorted goblinoids. The lowlands are home to many sorts
of herd animals such as sheep, horses, cattle and goats.

Further Reading: GAZ7 The Northern Reaches, previous almanacs.
Description by Ryuk-uk Tshaa.

The kingdom of Vestland is made up of numerous dominions, each owing fealty to the current high king.
Though mostly begun as clan holdings—lands and settlements belonging to a single large family—many of these
dominions have taken to styling themselves after foreign nobility. Thus it is that, within the past few decades,
baronies, counties, and duchies have sprung up around the countryside. Such is the case with the duchy of
Rhoona.

TheLand

The duchy of Rhoonais located in the southwestern portion of Vestland, along the border with Rockhome, at a
fork in the Vestfjord River. The presence of the Vestfjord provides irrigation for the normally infertile foothills
around the Makkres mountains. As a result, the lands surrounding Rhoona consist of lush forests and softly
rolling hills. The only major settlement of note in the duchy is the town of Rhoona itself, which houses almost
5,000 souls.

The People

Rhoonais a bustling port town located in a sheltered part of the Vestfjord. It is one of the most important trade
towns in Vestland, providing the most direct access to Rockhome and parts west as well as having ready access
to the capital city of Norrvik and the further sea.

All of this has contributed to the diverse population found in Rhoona. Most of the inhabitants are of the same
Heldannic stock as is found in the rest of the northlands. There is a substantial minority of dwarves in Rhoona,
as well as a small proportion of Ethengar immigrants. The Ethengars initially moved to Rhoona about two
decades ago, vanguard of a planned invasion of Vestland. Though that plot was foiled, many of the immigrants
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remained in Rhoona, settling into the town and bringing with them their fabulous horses and horse raising
abilities.
Recent History

Duke Stephen Rhoona, fifth generation ruler of the dominion, was slain in 1014 by raiding goblinoids. A
staunch supporter of King Harald Gudmundson, his reign was nevertheless plagued by mishaps. He is
succeeded by his eldest son, Duke Eric Rhoona, named for the founder of the family realm.

Don’t Miss

The ducal palace, finally completed after numerous delays and mishaps, is a truly wondrous sight to behold.
Constructed by dwarven workers, it is located at the southern edge of the town of Rhoona. Eight towers and a
stone wall surround the palace proper. The courtyard inside is dominated by a massive pool, fed by eight
spuming fountains. At aless happy time in Rhoona, these fountains spouted beer, but now they are fed by the
crystal waters of the Vestfjord. Inside the palaceitself live the duke, hisfamily, and retainers. It issaid that Duke
Stephen Rhoona had the dwarves construct several deadly traps inside to discourage thieves, but | wouldn’t
know the truth of that.

WENDAR (Elven Kingdom of)

Location: North of Glantri and Ethengar, south of Denagoth and west of the Heldannic Territories.
Area: 78,170 sq. mi. (202,460 sg. km.).

Population: 400,000, roughly 40% human and 60% elves (including 25,000 Alfheim refugees).
Languages. Elvish (Genalleth and Alfheim dialects), Heldannic.

Coinage: Di (gp), on (sp), teci (cp).

Taxes: 20% income tax, collected yearly.

Government Type Monarchy.

Industries: Logging, agriculture (grows barely enough for its own use).

Important Figures. Gylharen (King, elf, male, F11/M11), Bensarian of Kevar (Sage, human, male, M9), Doriath
(Exiled Alfheim King, df, male, F12/M15), Brendian Erendyl (Clanmaster of Clan Erendyl, €lf, female, F7/M8),
Starwatcher (Treekeeper of Clan Long Runner, elf, male, F10/M20).

Floraand Fauna: The region boasts tall ancient sequoias and pines, along with other evergreen trees that make
the logging industry the most profitable one. Throughout the whole region the terrain is rocky and difficult to
cultivate, hence only the most resistant and healthiest plants and crops can grow here. Animals commonly
encountered in Wendar are moose, elks, bears, wolves (in forests), horses, boars, snakes (in open fields and hills)
and even mountain lions. The land is far from being tamed, and the monstrous species abound, especially near
the Mengul Mountains and the Wendarian Range, including snow apes, white apes, giant bats, dragons (white
and green), giant ferrets, sasquatches and unicorns. Tribes of ogres and trolls have been reported living in the
Mengul Mountains, while actaeons, centaurs, dryads, fairies, fairy folk, gremlins, treants and wooddrakes can be
encountered in the forests.

Further Reading: X11 Saga of the Shadow Lord, previous almanacs.
Description by Christopher Dove.

Wendar, aland where Mother Nature dances cheek to cheek with Father Time and the Fairy Folk. Wendar, a
land of mysteries to discover and monsters to slay. So similar to a frontiersland, yet so overflowed with ancient
traditions and customs that are all but barbaric. It isanation of proud men and stout elves, of sages and fearless
rangers, of monster hunters and heroes. It is a country not so different from the so-called “civilized ones.” Yet
the traveler that arrives here for the first time can amost breathe the feeling of bravery and of steadfastness that
fillsthe heart of the Wendarians.

TheLand

Nestled among two plateaus and two mountain ranges, Wendar—or Genalleth, as the elven race callsit—is a
secluded and ancient land that still holds many secrets and marvels even to its inhabitants. Thick evergreen
forests blanket more than a half of this region, their beauty and stateliness mirroring the Canolbarth Forest in its
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glory days. There arefour major “reserves’—this isthe best translation of the term the elves use—in Wendar, all
closely guarded and tended by Genalleth elves.

The first and most important one, the Korrigan Forest, lies in the western part of the nation, touching Wendar
City and Sylvair, the two most thriving Wendarian cities. Itisrenowned for the beauty of its sequoias and for the
many shrines sacred to the Korrigans, the Nine Elven Protectors that watch upon Genalleth. The legend says that
they drew their name from the mythical (and believed extinct) korrigan, awoodland animal that once lived here.

The Forest of Bounty, renamed Forest of the Curse after the events of AC 1013 and 1014, lies in the
southwestern corner of the nation and is currently inhabited by Alfheim refugees. Mighty and sturdy oaks grow
here, protected by a small group of treants simply called “The Elders.” Woodgate and Oakwall, the other two
largest towns, lie at the easternmost border of thisforest, and use its wood to boast their logging industry.

Right in the center of the Genalleth Valley we find the Enchanted Forest, a mysterious patch of trees that the
elves hold as sacred. According to the legends, here live the fairies with their friends, the centaurs and actaeons,
and those who dare trespass against Nature in this place are bound to be abducted by actaeons and serve the
fairiesfor therest of their life. Tales of missing wanderers abound in this region.

The last important reserve lies at the northwestern border and it’s referred to as the Dark Woods of Baamor.
The Wendarians tell frightening tales about this area, whose trees are strangely darker and more twisted than the
common trees of the region, and whose faunais made up of deformed and evil parodies of the common woodland
animals. The elven sages blame all this to a mysterious being (or race, thisis not really defined) called Baamor,
who tried to poison the entire continent in the ancient days to appease the Dark Immortals. However, the
Korrigans rebelled against Baamor and ultimately defeated him/them, imprisoning the evil Baamor inside one of
the blighted trees of thisforest. So, in order to avoid freeing him, it is strictly prohibited to cut down any treein
thisregion. Infact, few people venture there, for it issaid that Baamor triesto possess anyone who walksinto his
forest to use him into achieving freedom.

The rest of the region consists of rolling rocky hills to the east and to the south, where the few herders raise
their cattle (horses and sheep mostly), protecting them from the predators. In the central plains and moors the
humans raise their crops fighting against the elements. Wendar is indeed a harsh land, and only the fittest can
survive here. The valleys and plains are usually safe and free of monsters, but the nearer one gets to the
mountain ranges, the more the trip becomes dangerous.

The Wendarian Range to the south and the Mengul Mountains to the north are renowned for their
snowcapped peaks and for the fierceness of their inhabitants. The Wendarian Range, whose peaks average
11,000 feet in height, is home to many tribes of yeti, sasquatches and even a few white dragons, and the few
passes known are so unreliable that nobody ever tries to enter Wendar from the northern Glantrian region. The
only two southern passes maintained and guarded actively by the Wendarians are the Elven Pass to the
southeast, which leads directly to Oakwall, and the Kevar Pass to the southwest, from which the Royal Way leads
to the capital winding through the Korrigan Forest. Thereisathird pass |eading northwards through the Mengul
Mountains and up to Denagoth, but it has not been used since the last war with Essuria, about 80 years ago.
Gylharen Keep has been built near the border with Denagoth under the supervision of King Gylharen, and the
standing garrison has the sole purpose of stopping (or slowing) any possible invasion attempt from that land.
However, since Denagoth has not given any significant trouble in the last decades, the soldiers stationed here
have taken on the duty to harass and annihilate any humanoid band trying to cross the border and cause mayhem
in Wendar.

The People

The Wendarians are no weak folk whatsoever. The climate, the wild land and the wilder monsters living here
have toughened them, so that even the elves seem somewhat fiercer and braver than their Alfheim cousins. The
humans, all descended from the Antalian stock, are used to the cold and humid weather so much common here—
it snows and rains seven months a year—, and the elves, who' ve been dwelling here for alonger time, are no less
tough than their human countrymen. But even though the Wendarians could seem at first a united and peaceful
folk, there are many differences and problems that still divide this people.

Just an example: the name of the country is different for each race. The elves call it Genalleth after a mighty
figure of their obscure past, while it is Wendar for the humans, in honor to the man who created the Wendarian
League at the beginning of the millennium. Even the label “elven” near the word “kingdom” in the entry for
Wendar in every Thyatian almanac would be considered questionable by the majority of the humans living here;
but there’s more. Every major town has its name translated into both Heldannic and Elvish [the ones written on
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the map given in the almanac for AC 1010 are the human terms. Ed.] and the proclamations and laws must
equally be issued and written in these two languages. Also, every town with a mixed population has two
birgermeisters, one for each race, and they both must cooperate and agree to issue anything, from a simple
announcement to a legal document. The Wendarian militiais composed 50% of elves and 50% of humans, and
each division is either made up of humans or of elvesonly. It seemsthat in the ancient days things didn’t go this
way, but in the last decades many small frictions have occurred and the wizard king deemed it right to reshape the
political and military system thisway to avoid bigger problems.

Asfor the Alfheim refugees, they’ re not really happy these days. The first and foremost concern they haveis
of course the fate of their beloved Canolbarth Forest, and from my observations in Wendar I’ ve noticed they’ ve
not yet given up the hope to once again walk under the sturdy trees of Alfheim. Now, eight years after what they
call “The Expulsion” from Alfheim, the clanmasters are more ready than ever to reclaim their homeland, and they
seem sure that their comeback is near at hand. Anyway, as long as they remain in Wendar, they have to face
another issue, that is the open feeling of hostility and sometimes xenophobia the humans show towards them.
The events of year AC 1014 and 1015 [ See Recent History section below. Ed.] have caused an uproar of the
human population of Wendar against the Alfheimers, and the elves have not reacted very wisely. The so called
“Alfheim Avengers’ have indeed undertaken retaliation acts against some minor provocation by the humans, and
now the situation is escalating in a very unpredictable way. | fear that if King Gylharen is not able to contain
these acts of violence, we will soon have another nation in turmoil after the cases of the Heldannic Territories,
Ylaruam and Ethengar. | wonder if some kind of mental disease has not spread amongst the people of the Old
World to cause so much unrest in this brief 1apse of time...

Recent History

The past three years have been troubled for the Wendarians. First of all, a plague originated by the magical
healing fruits found in AC 1013 in the Forest of the Bounty (the Alfheimers’ territory) killed over 40,000 humans
during AC 1014, and only the intervention of King Gylharen with the use of the Elvenstar has avoided the disease
to claim more souls. However, this fact caused the humans to loathe and mistrust the Alfheimers, who were hold
responsible for not testing or even for creating the malign fruits on purpose [ because they only killed humans,
merely draining the elves of their strengths for awhile. Ed.]. The situation degenerated in a matter of months,
despite the king's attempts at lowering the tension, and this caused a few minor skirmishes between Alfheim
Avengers and human purists, with casualties on both sides. King Gylharen was forced to issue a decree
confining the Alfheimers in the southern part of their forest and repeatedly suggested their clanmasters either to
stop the Alfheim Avengers' activity or to relocate to another country.

Since the situation was becoming too dangerous in Wendar, some of the Alfheim clans decided to find another
land to live in, and they sent explorers up in Denagoth, where according to historical evidences another clan of
elves should have lived. Unfortunately, the returning explorers reported of the extermination of that clan by the
minions of the Shadow L ord, a mysterious being that is said to live in afortress called Drax Tallen, where now the
remaining Geffronell elves (this is the name of the clan) were held prisoners along with some members of the
exploring party. The clanmasters of Grunalf and Long Runner clans thus decided to go on a crusade to reclaim
the lost Forest of Geffron and to avenge (and possibly rescue) their brethren. The elven army made up of
representatives of these two clans and some others (including Genalleth elves) marched towards Denagoth to
battle against the Shadow Army in AC 1015.

[According to some reports made by the Wendarian elves and a few scrolls signed by our correspondent Mr.
Dove coming from Denagoth, the elven army was able to conquer all of the Geffron Forest, including the site
known as Drax Tallen, by the end of AC 1015. They are currently holding their position up there. Ed.]

Don’t Miss

All the reserves are worth avisit, with the obvious exception of the Dark Woods of Baamor. In particular, the
Enchanted Forest is the place to go if you want to relax and to receive “inspirations.” But beware: only those
who don'’t trespass against the laws of Mother Nature will be allowed to see the realm of the fairy folk. However,
even if you don’t meet the fairies face to face, you will remain enthralled by the beauty of the plants, the purity of
the air and the gentleness of the landscape. To many Alfheimers this place seems the perfect copy of what they
called Dreamlands back in Alfheim, and many often visit it two or three times a year to forget their fears, attaining
peace of mind and soul.

And talking about legends and mysterious places, I’'ve heard of a shrine called Shadowmere that lies
somewhere south of Wendar, near the mountains. According to the elven sages, this wood is an ancient
sanctuary sacred to the very god of al the dragons! Could you have ever imagined: the dragons worship
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Immortals other than themselves! However, nobody has ever found it—or rather, never found it and lived to
report this discovery, according to the elves. Rumors want it to be constantly guarded by the spirits of dead
dragons and by a clan of elves that has sworn fealty to this Great Old Dragon instead of the normal elven
Immortals. I've alwaysthought the elves have no rival to spin tall tales... besides halflings, of course.

Also, in the western part of Wendar, near the small hamlet of Kevar, lives awise old sage known as Bensarian,
respected by both elves and humans. | had the pleasure to have a nice and scholarly talk with him, and | have to
say that all the rumors about his great knowledge and quickness of mind are well earned. He looks like an old
wizened man in his eighties, but there are slight physical traits that reveal a bit of elven blood in hisveins (heis
probably one of the half-elves hiding in the forests of Wendar). He is undoubtedly the greatest living expert
about the history and the races of Wendar, and | suspect from the conversation we had that he’s well versed in
the history of the region known as Denagoth, too. Strangely enough however, he seemed a lot less talkative
about thistopic. However, Bensarian of Kevar is atrustworthy and friendly sage, and | advise any of the readers
who have problems and travel through Wendar to pay him avisit.

The last important feature of Wendar is the Korrigan Forest, the biggest forested area of the country. It is
dotted with shrines dedicated to the Nine Elves, the Korrigans, the Immortal s who according to the legends saved
not only the Genalleth Valley, but the whole Norwold from the Great Rain of Fire. According to the Alfheimers,
this forest resembles Canolbarth in its glory days and its inhabitants are friendly and helpful towards all the
goodhearted travelers that stop in their small communities. In particular, there is awonderful holy festival that is
performed once ayear in this part of the country and that all the worshippers of the Korrigans must attend at |east
once every fifty years: Adan Dainyas[ The Land Reborn. Ed.]. This celebration usually takes place around the
first two weeks of Fyrmont, when the temperatures and the climatic conditions are the best possibly found in
these lands. The sacred festival begins at noon of the first day of the week and ends at dusk of the 9" day, going
on unbroken for the whole time. Each day at noon the holy keeper of one of the Nine Sacred Shrines “lights up”
the shrine dedicated to one of the Korrigans, using some herbs and minerals that provoke an alchemical reaction
that makes the whole area glitter. Each of the nine shrines has a different color, mirroring those of the rainbow
plus pink and gray, and the hue slowly extends to the forest around the shrine during the following days. At the
end of the ceremony the forest is divided into nine zones of different colors, and it is said that each one color is
somehow magical and related to some kind of spellsthat can be invoked by the followers of the Korrigans during
the last day. Aside from this mystical ceremony, al the elves in the forest celebrate the festival with dances,
songs and tales about the goodness and bravery of the Korrigans, who saved the Genalleth Valley from various
perils and were finally invited to join the Immortal s in the upper skies.

Do Miss

If the demons had a place to call home on this planet, it would surely be the Dark Woods of Baamor. This
forest—I’ve only seen it from a hill far enough to be considered safe by the elves—is literally pulsing with
negative energy. |I'velooked at it especially at night, and what has most impressed me is the faint greenish haze
that envelops all the trees like a fouled cape. It’s not just the bright green of the evergreen forest so common in
thisland, but it's amore sick and disgusting color, like that of the mould on a bad preserved cheese. | am neither
an emotive nor a superstitious person, but | can assure you, dear reader, that even looking at these woods from
over amile s distance made me shiver. Thisforest is alive with an evil far older than the oldest dragon living on
this planet, but | am sure that as long as the Genalleth elves will watch over it, nothing will come out of the
Baamor Woods to reclaim itslost heritage.

Another obvious place to avoid—if you're not interested in testing personally what’ sin the afterlife, that is—is
Geron Pass, and in general the whole Mengul Range. This part of the country isliterally infested with goblinoids
and feral beasts like mountain lions and wolves, and dragon-like shadows have been reported much more
frequently near the highest peaks. Suffice to say that the pass leads to Denagoth, and nobody wise enough
would ever go there without an army as a personal escort.

YLARUAM (Emirates of)

Location: North of Thyatis, west of Rockhome and Darokin, south of Soderfjord.
Area: 54,180 sq. mi. (140,326 sg. km.).
Population: 208,000 (recent losses due to civil wars within the emirates).

Languages. Ylari (also known as Alasiyan).
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Coinage: Dinar (gp), dirham (sp), fal (cp).

Taxes: 10% salestax. Also amonthly head tax according to social rank (peasants 1 cp, townsfolk and nomads
1 sp, merchants 1 gp, nobles 10 gp). Heretics (those who refuse to follow the edicts of the Eternal Truth) pay
double the monthly head tax. Foreigners used to pay the same rate as heretics, but they have recently been
outlawed from residing within the emirates.

Government Type: Bureaucracy with administrative departments called voucheries (such as the Vouchery of
Water Resources), under the supervision of the sultan and his grand vizier.

Industries: Textiles, horse breeding, mining, marble quarrying, glassmaking, and the cultivation of dates.
Important Figures. Hassam “the True” Al-Kalim (Sultan, human, male, F9).

Floraand Fauna: Horses, camels and cattle are by far the most common animals found, followed by sheep and
goats. In the wilderness of the desert, djinn, chimerae, dragons, undead, giant lizards, sphinxes, and
manscorpions are all rumored to be present. Fiends[ AD&D: tanar’ri] recently released into the Prime Plane near
the Emirate of Nithiaare also arare sight.

Further Reading: GAZ2 The Emirates of Ylaruam, previous almanacs.
Description by Omar -ibn-Chukri.

The emirates have undergone some harsh changes since the ascension of Sultan Hassam al-Kalim and the Kin
faction that supports him. Where once this was aland open to outsiders, it has now become arealm where those
who do not believein the Eternal Truth laid out in the Nahmeh are not tolerated.

TheLand

The Alasiyan basin is an almost endless stretch of sandy desert, broken only occasionally by rocky barrens
and salt flats. Rarer still are the oases and irrigated stretches of arable farmland that barely support the desert’s
few settlements. To the southwest are rocky hills, barely settled and home to large groups of bandits that
formerly plied the trade routes to and from Darokin. As these roads are rarely used any longer, the bandits have
been forced to look further inland to support themselves.

The Emirate of Alasiya once covered the majority of this region, encompassing the city of Ylaruam and
numerous tribal oases surrounding it. Since the rise of the new sultan, the capitol of the emirates has moved
further east to Abbashan, and the Emirate of Alasiyahas been slowly whittled down from itsformer size.

The People

Once, foreign merchants, dwarves, and halflings were an occasional, if not common, sight in the city of Ylaruam.
Now, with the closure of the Ylari borders, and the moving of the capital to Abbashan, the city has become a
shadow of its former self. Population levelsin the city and its suburbs have dropped dramatically, and show no
signs of improving. The city itself yet maintains its position as a trade center, playing host to caravans from all
across the nation, but the new sultan works hard to cut in on this trade and further the importance of his chosen
capitol of Abbashan. Indeed, the town of Hedjazi has aready been added to the Emirate of Abbashan, and talk is
that the town of Tel al Kebir will soon be next.

Nomads of the wastes are well able to provide for their small tribes as they roam through the harsh
environment, but their settled cousins have only recently begun to realize how important trade with outside
nations is to the continued well being of the population. Unless the sultan makes some drastic changes to his
policies of interaction with foreigners, however, the settled regionswill continue to suffer.

Recent History

The Emirate of Alasiyais not the only region of Ylaruam to have undergone massive changes. The Emirate of
Makistan, along the western border, has suffered from a severe lack of trade as well. This trade deficiency has
been brought on by not only the exclusion of foreign merchants, but also the closing of the Rockhome border by
the dwarves of that realm. Only Makistan’s rich agricultural legacy has allowed it to survive through the trying
economic period.

The Dead Place in northern Ylaruam, which alowed massive numbers of fiends to enter the Prime Plane, has
been closed, but the damage it wrought is not easily forgotten. Many fiends still roam the lands of Ylaruam,
causing havoc wherever they go. Rumor has it that the sultan is installing his own emir to take over Nithia and
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bring the largely heretical peoples there under his sway. Thereis also talk of a powerful fiend who is attempting
to form hisown regime in the Emirate of Nithia. The truth of these rumorsis asyet unknown.
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ATLAS OF THE ALPHATIAN SEA

The once mighty Alphatian Empire has sunk beneath the ocean, and in its place now sits the Alphatian Sea.
Dotted with several hundred isles representing the top of drowned mountains, the Alphatian Sea is rich with
pirates and island fortresses.

The Alphatian Sea is aso the place to be to search for magical treasures. The ocean floor is littered with
thousands upon thousands of magical items from the former empire, and many adventurers are doing their best to
try and acquire them. Several hundred have been found already, and most now reside in the hands of the pirates
who then plundered the treasure-seekers. Those who manage to acquire an Alphatian Artifact always find fame
and glory withit.

The people of the Alphatian Sea are mostly free subjects, most belonging to the New Alphatian Confederate
Empire (annoyingly called NACE by most of the commoners). They are well educated, mainly literate, and boast a
larger percent of mages than most of the world. Some are also slaves, which is still legal and acceptable in most
kingdoms. Slavesare only very rarely ableto read or write.

Only afew nations of the area do not belong to the NACE, and although ships from around the world sail here.
The NACE would prefer to keep the area clear from foreign treasure seekers, but they have far too few ships and
skyships to patrol everywhere, hence pirates are able to roam freely and do almost anything they please.

Adventurers come to seek fame for defeating some of the most notorious pirates of the world, while others
come in search of sunken treasure. Reputation and glory is more important than anything else, and insults rarely
go unchallenged. All in all, it is a swashbuckling place with endless adventures on the high seas. On the
Alphatian Sea, fame and glory mean everything!

The Alphatian Sea has one minor continent known as Bellissaria on its southern-eastern margin. Thisiswhere
most of the NACE forces are concentrated, and one of the few places where the law is effectively maintained. To
the west, Norwold and the Isle of Dawn mark the end of the Alphatian Sea, while the continent of Skothar
indicates its eastern limits. The north is bordered only by the glaciers marking the north pole and the entrance to
the Hollow World. The southern waters eventually turn into the Sea of Dawn and the Bellissarian Sea.

Correspondents for the Alphatian Sea

Thisyear we announce the participation of two new reporters for the Alphatian region. Early intheyear it came
to our attention that Allstrick, a son of Alphatia, was embarking upon visiting the lands of the NACE.
Accompanying himishislongtime consort Thalia“Red Sheaf” Torresdi Lopez of the Belcadiz.

Allstrick

For those not privy to the man that is Allstrick, heis ahalf-breed. Born to a Shiye mother and Alphatian father,
Allstrick has lived along life as an adventurer both inside and outside of the Alphatian Empire. He outlived the
dangers and retired from the profession, ironically enough taking up residence in Glantri. During the war,
Allstrick sent his son back to mainland Alphatia where he hoped he would be safe. He himself moved the rest of
his household to aresidencein Mirrosto wait out the war.

With Alphatia’s sinking Allstrick naturally assumed his son had perished. With the divulgence of Alphatia's
survival in Hollow World, he began planning a venture to visit the NACE lands. Rumors persist that he wishes to
reassert his prestige upon his countrymen to gain access to the Hollow World. We took advantage of this trip
and approached Allstrick on reporting what he saw during his travels; he readily agreed and we look forward to
his reports.

Thalia “Red Sheaf” Torres di Lopez

Accompanying Allstrick is Thalia “Red Sheaf” Torres di Lopez. Thalia is a half-breed from the Belcadiz
Principality in Glantri. Allstrick and her had been adventuring companions for years; rumors persist she was a
primary influencein his settling in Glantri before the Great War. Sheis not the mother of Allstrick’s son, however
the two have become romantically involved since his birth and his real mother’s departure. So close are they that
Thalialeft Glantri to stay with Allstrick in Mirros.
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Vivianna Romanones

An advisor and supporter of Eusebius, Lady Romanones is one of the empire’s special envoys. Her duties
demand a considerable amount of travel throughout the region under Thyatian influence, and we were able to get
a copy of a report she made for her government about the situation in Esterhold. A strikingly beautiful but
headstrong woman, Lady Romanones is a skilled negotiator known for her dedication to Thyatis and its interests.
She is a strong proponent of reform in Thyatis, and of doing the right thing. Some of her detractors claim sheis
willing to use any means to achieve what she believesisright, but readers should keep in mind that her Esterhold
report wasinitially for the emperor’seyesonly.

Atlas

AQUAS (Kingdom of)
Location: Seaof Dawn, northwest of Bellissaria.
Area: 498 sg. mi. (1,290 sg. km.); only 2 sg. mi. are covered by domes.

Population: 41,000 (30,000 in Seashield; 11,000 in outlying domes). Numerous sea peoples present not included
in census.

Language: Alphatian.
Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and
Karameikos excluded). 10% goesto the imperial treasury.

Government Type Semiautonomous monarchy owing loyalty to the NACE.

Industries: Fish breeding, pearl harvesting, jewelry making (chiefly from local materials), engineering of
undersea related items (submersibles, diving suits, waters pumps, drilling machines).

Important Figures: Zynnia(Queen, human/mermaid, female, M6).

Flora and Fauna: Aside from its official human (95 percent) and demihuman (5 percent)population, one may
find the kingdom frequented by numerous sea creatures. The more intelligent ones are mermen, tritons, sea elves,
nixies, and storm giants.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Thalia.

I have seen much as we travel the lands of NACE, however Aquas proved most astounding. Despite
Allstrick’s early tales and descriptions of the submerged city, they did little to prepare me for what was to be our
visit to Aquas. With its watery nature, getting to Aquas is difficult. Fortunately, Allstrick had arranged for a
submersible to meet and transfer us down to the kingdom.

TheLand

For those not aware, Aquas is akingdom built upon the very seafloor, off of the former Alphatian mainland. Its
inhabitants have walled out the surrounding seas with the construction of huge crystal domes. For our arrival,
we were fortunate to see the city of Seashield glistening under the penetrating rays of the midday sun. Truly, it
was afascinating sight.

Our first destination was the city of Seashield. Most people assume that Aquasisthe capital of the kingdom. |
myself was under such impressions. Aquas is the kingdom, Seashield is the capital. Seashield is a densely
packed city, confined to the area of its dome. With a population exceeding 30,000 the inhabitants have strove to
build as much livable space as the dome will allow. To gain additional living space, they have even excavated
well into the bedrock below the city.

Later, we were able to visit Aquas's other four domes: Seapearl, Brightwater, Seacrystal, and Wavedasher.
These domes are essentially smaller versions of Seashield. Their populations are much smaller, and generally less
dense inside their domes. However, these domes' buildings were no less impressive than those found in the
capital.
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Our travels among the domes allowed us to see much of the kingdom. Oh sure, using magic would have been
faster and less dangerous. But in doing so, we would have missed much of the sightseeing opportunities. We
saw much of the seascape. Coral reefs, pearl fields, and kelp beds all took on a new life under the ocean currents
and filtered sunlight. We even journeyed to the north, surveying the fringe of the Alphatian Trench.

The People

Those calling Aquas their home are mostly Alphatians. Oh sure there is a sizable minority of elves, dwarves,
and gnomes. Also, one really should count the numerous sea creatures that live outside of the domes, but visit
their interiors quite frequently. For some reason, the people of Aquas do not consider these sea folk as being
part of the population. Myself, | enjoyed interacting with them. Their company was most welcome in our
sightseeing visits outside of the domes.

The people of Aquas areastrange lot. That they wish to livein an environment that an air-breathing creatureis
not designed to live in isin itself difficult enough to comprehend. However, the inhabitants have apparently
grown quite use to living in their bubble beneath the sea. Despite the ever-present dangers of the sea, the
inhabitants have some rather ingenious precautions against flooding. | am told these preemptive measures
preserved Aquas during the sinking of the mainland.

Aswith elsewhere, there were enough people that knew Allstrick or at least knew his reputation. We even had
the privilege to be seen by Queen Zynnia. Allstrick and she spoke for some time. With my limited grasp of the
Alphatian language | really have no idea what was said. What | did recognize were references to her father and
discussions on the current situation of Karameikos and the kingdoms that we had visited.

Recent History

Aquasisafairly new kingdom. In AY 1949 [AC 949. Ed.], Queen Zynnia s father petitioned Empress Eriadna
for permission to establish Aquas. King Zyndryl and the empress had a well-know affair, resulting in two
children: Eldrethilaand Zandor. Zynniawas the product of another affair with the mermaid, Lynnia

When Alphatia sank, Aquas was assaulted by seismic tremors. King Zyndryl perished as his people worked to
preserve the integrity of the domes against the sea. Zyndryl’s death opened the door for Zandor, who made his
claim to the Alphatian imperial throne and ruled from Aquas.

INAY 2013[AC 1013. Ed.], Zynnia, Prince Haldemar, Commander Broderick, and Queen Gratia ousted Zandor
and captured him for areturn to Alphatiain the Hollow World. Zynnia claimed the throne of Aquas and has ruled
ever since. Soon after, Aquas became a member of the NACE.

Don’t Miss

When in Aquas, one has to marvel at the domes and the surrounding seascape. Thisis an environment that
one will not normally see. Those lucky enough to visit Aquas will find the items needed for a relatively safe
undersea excursion. One will have to visit the pearl bed, where a veritable fortune lays scattered about the
seabed in the oyster shells. One should be warned that the locals keep a vigilant watch for unauthorized
harvests. A place the visitor must see is the King's Tower and Observatory [formerly Emperor’s Tower under
Zandor’srule, now returned to its original name (after King Zyndryl) by the queen. Ed.]. Though one will not

have ready access to the queen, one can go to the observatory and see the entirety of Seashield and much of the
surrounding area.

Do Miss

Aquas is a hostile environment. With all of its aquatic races, it may be easy to run afoul with some of the
locals. Each has its own customs and practices, so keeping up with them all will be difficult. The Alphatian
Trench is a beacon, drawing the attentions of many a would-be adventurer. However, the trench is off-limits, at
|east to those without authorization.

DAWNRIM (Kingdom of)

Location: Bellissaria, west of southern Skothar, southeast of Aquas.
Area: 255,900 sq. mi. (662,781 sq. km.).

Population: 28,000 (5,000 in Alinquin).

Language: Alphatian.
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Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and Karameikos
excluded). 10% goesto theimperial treasury.

Government Type: Semiautonomous monarchy owing loyalty to the NACE.
Industries: Agriculture, fishing, and herding.
Important Figures: Teskilion (King and General, human, male, F13).

Flora and Fauna: With few indigenous monsters, Dawnrim benefits as most of its animal life is of the
domesticated type. Even the bulk of itswildlife was brought in from elsewhere.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Thalia.

The kingdom of Dawnrim came as a complete surprise to me. Whereas most of the NACE kingdoms are rather
flashy, this one tended to be... well... pretty plain. We really did not stay within the kingdom long. We only
stayed in Alinguin for three days, mainly to recover from the sea voyage and to garner supplies and horses for
continuing our trip. Thereafter, we headed in an easterly direction for the kingdom of Lagrius.

TheLand

Dawnrim is a rather large kingdom on the western coast of the continent of Bellissaria. The majority of the
kingdom is little more than open pasturage of various qualities. Thereis a sizable forest region in the kingdom’s
center. The southernmost region boasts steadfast mountains. Allstrick had told me of a smaller forest to the
north, though we never came within visual range of it.

The whole place is rather poor, reminding me much of Boldavia or some of the more landward communities of
Karameikos. The coastal communities we saw were fishermen, while the landward populace focused upon
herding livestock. Most communities tend to be little more than villages, hardly worth stopping in. Allstrick told
me that this was the general rule for the entire kingdom. Even the kingdom'’s capital was a disappointment. | had
expected much more.

The People

Those living in Dawnrim are little more than peasants, eking out an existence from their nets and herds. Though
Alphatian, they lack the flash and theatrics of other Alphatian kingdoms we had seen. | will say this, the people
of Dawnrim are fairly nice. | saw firsthand several obviously poor families offering us food and shelter for the
night. Many tried to turn down our offers of payment. They seemed quite enamored by our presence, especially
after Allstrick and my own spellcasting abilities were discovered.

Even the kingdom'’s capital paled in comparison to cities and towns we had already seen. | was told that the
kingdom has always been poor in regards to spellcasters... that would explain a great deal. There was a large
contingent of troops in Alinquin. Allstrick pointed out and named at least [censored .Ed.] different kingdoms
with troops present. This | can understand as the kingdom would be one of the firsts invaded if Bellissaria was
ever threatened.

Recent History

From what | have been told Bellissarian kingdoms have always lived in the shadow of the Alphatian mainland,
despite contributing the bulk of the empire’s food stocks. From my understanding, this perception was not really
objected to by the locals who valued their privacy. With all of the displaced Alphatians settling there now, | have
to wonder how these people feel. Of course kingdoms like Dawnrim may benefit greatly from these new arrivals.
In my opinion though, it may be more difficult to get the displaced persons to settle there. However, with
Bellissariaassuming therole of the former mainland | do not see them as having much of a choice.

Don’'t MisssDo Miss

Despiteits poor nature, Dawnrimisfairly well settled (in comparison to other Bellissarian kingdoms anyway). A
strong military presence and the low numbers of mages have kept hostile creatures to a minimum. This lack of
mages has aso had a side effect. Without divination spells, crime is a bit high within Alinquin. Though we
experienced none of it, there was mention of a well-organized thieves guild operating within the capital. In fact,
aside from alack of comfort our travel through Dawnrim was quite uneventful.
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ESTERHOLD (Republic of)

Location: Peninsulawest of the Jennite lands, north of Minaea, Continent of Skothar.

Area: Approximately 1,000,000 sg. mi. (2,590,000 sg. km.) are claimed, including Blackrock 100,000 sg. mi.
(259,000 sg. km.) and Verdan 126,000 sg. mi. (326,340 sg. km.); the rest is mainly wilderness with scattered
settlements on the southern coast.

Population: 230,000 including Blackrock (60,000), Verdan (150,000), Port Marlin (10,000), Rock Harbor (5,000),
and Anchorage (5,000). Citiesinclude Skyfyr (pop. 15,000) in Blackrock and Faraway (pop. 35,000) in Verdan. An
unknown number of “free” Jennites also live on the peninsula.

Languages: Alphatian, Jennite.
Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes. 15% income tax on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and
Karameikos excluded). 10% goesto the imperial treasury.

Government Type. Monarchy with developing democratic institutions; a member of the NACE. Free Jennite
clansliving on the central plateau follow their own chieftains.

Industries: Light agriculture (Blackrock); military (Verdan); herding, hunting (free Jennites); fishing, logging
(south coast communities). Mining was once (and probably will be again) the chief industry of Blackrock and
Verdan but recent unrest and social upheavals has disrupted this for now.

Important Figures. Favian Vern (President, human, male, P15 of Razud); Talin (Self-designated Leader of
Jennite Resistance, human, male, F6); Tristilia (Governor of Verdan, human, female, M 20).

Floraand Fauna: Scrub bushes, tough grasses, two-humped camels, wild asses, horses, gazelles, antelopesin
the uplands; humanoids scattered in the broken hills and mountainous areas. Taiga along the southern coast has
deciduous and evergreen forests, moose, elk, bears, wolves, mountain lions and some deer as well as orcs,
goblins, trolls, ogres, ettercaps, and especially rabbits, all of which are prey for the feared and legendary
Esterhold Devil.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.

Description by Vivianna Romanones (from a report to Emperor Eusebius leaked to Joshuan Gallidox
Publishing).

The Esterhold is a large but infertile peninsula jutting into the Alphatian Sea; growing even modest crops
requires backbreaking labor, which in the past needed to be forced. Esterhold was famous for its rich minerals
and infamous for the harsh conditions the Jennite slaves were forced to endure in mining them. Of late it is
known for the social unrest caused by several years of rebellion and warfare followed by the granting of freedom
to al Jennite slaves. Favian Vern, appointed King of Esterhold by the NACE Council in 1013, has announced his
intention to mold Esterhold into arepublic with democratic institutions. It is not sure whether he will risk his own
office by making it elective or emulate the Thyatian system, where the emperor (in this case, king) is insulated
from the electoral process to maintain continuity of government. Furthermore, a significant number of Jennites
are against any continued Alphatian presence in the region. The unrest they caused last year forced Vern to put
all elections on hold indefinitely.

In addition, when Vern suddenly freed all the Jennites, he did not take into account the disruption this would
cause. Jennites hate laboring in the mines, and find working on the (Alphatian-owned) plantations of Esterhold
only slightly less abhorrent. Though many, if only because they need to work in order to eat, have accepted jobs
working for their former masters, they usually demand high salaries. Furthermore, they can no longer be whipped
into being productive and many barely work at all (and get angered if their employers complain of their lack of
effort, claiming such employers are trying to turn them into “wage slaves’ or some such).

Also, even the more enlightened Alphatian inhabitants of Esterhold have found the new arrangement
somewhat unsettling. Though broadly supportive of Vern's goals, they were not aware of the extent to which
their lifestyle depended on forced (if better treated) Jennite labor. The days of living in luxury and being waited
on hand and foot by Jennites who were happy to have arelatively kind master are over. Faced with Jennites who
think they should be treated as equals, even the liberal-minded Alphatians of Esterhold sometimes think that
insolence among the servant classes (meaning, in Esterhold, the Jennites) needs to be curbed. In retrospect it
might have been better if Vern had phased out slavery over aperiod of time instead of ending it instantly; but we
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must also remember the conditions under which he made his choice. Had he tried to keep slavery, even in part,
even for ashort time, the revoltsthat led to Vern’srise to power would have restarted (see below).

But these social frictions, though probably a long-lasting problem, are the least of Esterhold’s difficulties. As
mentioned, alarge number of Jennites hate the Alphatians for what that empire did to them for a thousand years.
They want complete freedom, not the freedom under Alphatian domination that Vern offers. This resistance
movement is focused around a Jennite named Talin, a self-styled freedom fighter. If anything, the situation in
Esterhold is reminiscent of the conditions your Thyatian ancestors were in when they threw off the yoke of
Alphatia a millennium ago. Though we are, at the present, at peace with the NACE, we should recognize our
spiritual kinship with the Jennites. And if at some point it becomes necessary, the Jennite resistance would no
doubt welcome aid and support.

However, we must also take into consideration that Vern’s reforms, emulating as they do our own system of
government, may be the best way to encourage the spread of internal change within the NACE and evolve it into
a less despotic society. If this happens, then in the long run the Alphatians will be less of a threat to their
neighbors. For now | advise that we take a wait and see approach, even if it means not intervening on the side of
the Jennite freedom fighters.

FLOATING AR (Kingdom of)

Location: New Alphatian Sea, then above the Yannivey Islands.

Area: 100 sg. mi. (259 sg. km.), plusthe 33,920 sg. mi. (87,853 sg. km.) of the Yanniveys.
Population: 50,000 (25,000 in Skyreach), plus 5,000 of the Y anniveys.

Language: Alphatian, Elvish (Shiye-Lawr dialect).

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and
Karameikos excluded). 10% of it goesto theimperial treasury.

Government Type Semiautonomous monarchy owing loyalty to the NACE.
Industries: Military, air magics, ocean harvesting.
Important Figures: Qisding (King, human, male, M19), Qirklin (Prince, human, male, P16 of Vaerias).

Flora and Fauna: With their aerial nature, the islands of Floating Ar see an abundance of flying creatures.
Dragons, djinn, efreet, air elementals, griffons, hippogriffs, pegasi, and pegataurs are but a few of the more
spectacular flying creatures. Other, land-bound creatures include bears, big cats, boars, sheep, and horses.
Down on the Y annivey Islands, one can see additional creatures such aswolves. The surrounding waters see the
usual bevy of fishes and aguatic predators. With the islands having to fend for themselves more in regards to
food, the once lavish gardens, parks, and unused lands have found themselves under the plow. It should also be
noted that as with any Alphatian domain, the land may be filled with any sort of summoned, created, or captured
monsters.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Allstrick.

Originally we had not planned on visiting Floating Ar. However, it isawondrous place, and | just had to show
Thalia. To speed up our travels, we utilized magic toteleport in. In thiswe had some minor trouble. With its new
location we did not materialize exactly where | had expected. Luckily, | had taken precautions and we were no
worse for wear. Of course it did shake Thalia up a bit. | shall go ahead and say that | am glad we ventured to
Floating Ar.

TheLand

How can | begin such a description without mentioning Floating Ar’s aerial nature first? For those not aware,
the kingdom is comprised of humerous landmasses enchanted with magics, affording them lift. Essentially, the
kingdom is a grouping of floating islands. Thalia was full of questions about how and why Ar was so lofty. |
could tell her only what | knew. $till, | think the place did much to overwhelm her about Alphatia’s pre-war
magical might.
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Floating Ar is now a much different place. Aside from the different location, the isles themselves have
changed. Gone are many of the old parks and such. In their place are crop fields, nestled in any free portions of
land available. Seems that the old land below had been the key source of food for those living on the floating
isles. With the mainland gone and subsequently replaced by the Yannivey Islands, an intermediate source of
food is needed.

Below Floating Ar are the Yannivey Islands. Becoming part of Floating Ar has changed the islands. Several of
the old known villages are gone, their inhabitants scattered and displaced. Several tracts of land have been
cleared for cultivation. In general, the Floating Arians are intent upon molding theislandsto fit their needs. They
have begun establishing farms among the islands to provide food... and | suspect... to allow the former parks and
gardensto berelieved of their burdens of food cultivation.

During our week-long stay, we operated out of Skyreach. The capital has lost very little of its pre-war charm
and elegance. The main difference that | can seeisthefood. Pricesfor food are rather high and variety islimited.
Even |, so familiar with Alphatian magical potential, am impressed by the deed no matter how many times| seeit.
Assuch, | can appreciate Thalia' s amazement at the kingdom.

The skyship fleet is easily seen operating in and around the islands. Thisis quite a surprise as portions of the
fleet are said to be serving abroad. However, | recognized that several of the skyships are, or were, privately
owned vessels. Strangely enough a proportion of these skyships are not militarily oriented. Some are used to aid
in fishing and transport between the floating islands and the Y anniveys below. Skyship construction is a priority
at thefacilitiesin Skyreach, so | expect this traffic will but increase.

The People

The people of Floating Ar are predominantly Alphatian. A large number of elveslive there as well, establishing
themselves as a powerful minority. Due to the isles pre-war standing, one will see a far greater ratio of
spellcasters living there than in any other kingdoms. Of course this ratio would be much greater had there not
been a sizable return of non-spellcasters from the war and the bulk of the skyship fleet surviving the sinking.

The Floating Arians are still quite the charmers.  Enough notables remembered me to make our stay very
comfortable. | can think of not a single night that we were not invited to a party or some other social event.
Though | had feared for Thalia's safety in other kingdoms, the Floating Arians seemed quite open to her. Her
spellcasting ability, ethnic background, and personal charm outweighing the stigma of her dependence upon the
Thyatian language.

At one such party, we met with Prince Qirklin. Trueto form, his great uncle King Qissling was absent, but such
are the ways of the devoted mage. Egad how Qirklin had grown. The last time | had seen him, he was but an
awkward boy running about the palace giving the servants a devil of atime. Though now a grown man, he was
like a boy again as he had me recount tales of my exploits. Of course | could have done without some of the
analysison his part.

We also met with several pegataurs. Thalia had never seen one, and thought them little more than winged
centaurs. | had to explain to her their origins as a magical crossbreed of pegasi and Shiye elves. Previously,
pegataurs were given a second-class status, despite their elf-like abilities. However, | did notice them gaining
ground socially. Thereis a definitely stronger pegataur presence within the military. Perhaps the influx of Shiye
elves has helped their standing.

One person that | had hoped to see was Haldemar of Haaken. We had previously crossed paths, and were
acquaintances of sorts. Mainly, | wanted to hear of his travels to this Hollow World and the status of Alphatia.
Unfortunately, Haldemar was absent from his family’s estate and had not been seen around here in some time.
Most spoke of his still being away, serving the empress.

Recent History

Prior to the war, Floating Ar was part of Ar, a kingdom on the Alphatian mainland. When the mainland sank,
the islands remained in their lofty altitudes. With the mainland gone, the kingdom was moved to its present
location above the Yannivey Islands. You see, before the war Floating Ar had been the residences of the ruling
class[spellcasters. Ed.], while the lands of Ar served as the agricultural base. With Ar gone, new food sources
were needed. Such a movement was a magjor undertaking, taking six months to travel the 350 odd miles to their
present location.

The Floating Arians quickly set about occupying the Yannivey Chain to meld it to its needs. The Yannivey
fared little better than their Yanifey forebears. The fate of the Yanifey tribesmen is uncertain and still under
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debate. The good newsis that much of the criminal aspect of the chain was destroyed. All in al things are on an
upswing for Floating Ar. The coming years should be very interesting.

Don’t Miss

Floating Ar is a wondrous place. Each lofty piece of real estate offers the opportunity to amaze the average
visitor. Just the way that the Floating Arians have incorporated the aerial nature of the kingdom into everyday
life is quite fascinating. One may aso want to visit the Yannivey Islands to partake of the natural beauty. This
visit could be an interesting conversation piece.

HORKEN (Kingdom of)

Location: Bellissaria, west of southern Skothar, southeast of Aquas.
Area: 103,258 sq. mi. (267,438 sq. km.).

Population: 31,000 (5,000 in Horken).

Language: Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and
Karameikos excluded). 10% goesto the imperial treasury.

Government Type Semiautonomous monarchy owing loyalty to the NACE.
Industries: Agriculture, shipbuilding.
Important Figures: Villiun (King, human, male, P19 of Alphatia).

Floraand Fauna: Aswith most Alphatian lands, all manner of conjured and summoned creatures may be found
wandering Horken. With few indigenous creatures, most of Horken’s normal animal and plant life was brought in
from elsewhere.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Allstrick.

Horken is a rather dull place, had | not heard that some old friends had moved there after the war | doubt we
would have even went there. Though the friends were not there, | am glad we went. | had forgotten about some
of the peculiarities of the kingdom. Our stay in Horken proved most interesting as we prepared to move on.

TheLand

Horken is a circular-shaped kingdom carved out of the Bellissarian continent. With its northern portions being
lightly wooded grasslands and its southern parts rolling hills, it is hard to fathom that Horken is a shipbuilding
kingdom. Truthfully, most lumber is brought in from neighboring Lagrius. Most shipbuilding is done in the
capital city of Horken. Horken boasts several deep harbors, which they useto great effect.

The People

Horken's inhabitants are aimost exclusively Alphatian. They are a hard-working people, quite proud of their
reputation as shipbuilders. The people of Horken are prosperous, the constant orders for ships contributing
greatly to their robust economy. Horken's economy actually rules the kingdom. The wealthy merchant families
have more power than the king does. Asfar as| cantell, King Villiun does not mind this. From my understanding
he' d rather focus on his clerical dutiesthan histhrone.

With its shipbuilding base, it is not surprising that Horken boasts a sizable navy. The Horken navy saw
extensive use during the Great War. Afterwards, Zandor and Commander Broderick utilized Horken’s ships to
assert control over the Bellissarian kingdoms. Forever linked to Zandor’ s aggressions, Horken has a bit of stigma
attached to it. Most do not like to talk about that period and would rather recount the production of ships from
the shipyards.

Recent History

Horken is one of the old Bellissarian kingdoms. Long used to living in the shadows of the mainland, Horken
was drawn into the limelight after the sinking. First, King Villiun supported Zandor as emperor for the economic
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boom in rebuilding the Alphatian navy. Second, its navy supplemented Aquas units in asserting Zandor’s rule
over the scattered Alphatian lands.

With Trikelios in ruins, Horken is the predominant shipbuilder for the NACE. This has done much to improve
some of the hard feelings that some NACE kingdoms have for Horken. Personally, | think this stance is a bit
unfounded. While it is a disgrace that Villiun supported Zandor for economic reasons, it must be remembered
that Zandor could have been easily stopped if but a few kingdoms united to meet Broderick’s forces. So thereis
more than enough blame to pass around.

Don’t Miss

Horken is quite unremarkable. One may wish to visit the shipyards and see NACE's best ships being built.
One may also want to visit Horken’s Temple of Alphatia. Whereas his attentions to government may be lacking,
Villiun has done much to maintain alavish place to venerate Alphatia.

Do Miss

Horken's nature offers few threats to the traveler. During our stay within its borders we put away our armor,
and in general relaxed abit. Onereally has to venture to the hills to the south to merit an armed presence. | am
told that the hills boast packs of wolves and afew hill giants. Probably the biggest threat in Horken is the human
one. Egosrun high amid the wealthy families, and they are easily put off. Since they essentially run the kingdom,
they are not subject to the limitations of the law.

IONACE (a.k.a. the Isle of the NACE)

Location: Seaof Dawn, where western Alphatia used to be.
Area: 128,199 sq. mi. (332,035 5. km.).

Population: 3,000, and many monsters (2,200 in lonace City).
Language: Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and
Karameikos excluded).

Government Type Center of the New Alphatian Confederate Empire.
Industries: Bureaucratic hub of the NACE, mining.
Important Figures: Broderick (Commander in Chief, human, male, F19).

Floraand Fauna: Though most of these are content to remain outside of the city, large numbers of wandering
monsters besets | onace.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Allstrick.

| was most interested in seeing lonace for myself. Truthfully | had prejudiced myself against the new capital
before | even saw it. | knew too well the old capital of Sundsvall and felt that nothing could live up to it. Upon
leaving, | had changed my opinion. Though lonace cannot live up to Sundsvall it did leave alasting impression
upon me.

TheLand

Theisland of lonace is actually the visible remnants of the submerged Kerothar Mountain Range. Since lonace
is essentially the tops of mountains, one can imagine what the terrain is like. Thick patches of woods break its
rocky landscape. | was rather surprised at just how large lonace is; but then again the Kerothar Range was rather
expansive.

Central to lonace isits being the seat of power of the NACE. lonaceis agrowing town based upon the ruins of
the former city of Denwarf-Hurgon. The old stout dwarven constructs contrast greatly with the newer buildings
erected under the NACE standard. Still, the symbolism between the old and new is readily apparent. The
buildings in lonace are either newly built or have been remodeled. lonace definitely lacks the aimost mystical
flash and theatrics of Sundsvall. In general, lonace tendsto be on the more practical side.

ATLASOF THE ALPHATIAN SEA 70/576



The People

Those living in lonace are administrators, military, or merchants supporting the two. Examples of the peoples
from all across the NACE can be seen there. Also, there is a contingent of foreigners, mostly ambassadors from
other lands. The military personnel are as equally diverse. Previously, defense of theisland fell to the 6" Army of
Aquas. However, now units from other Alphatian lands can be seen.

lonace is afast-paced place. The populace seems to be forever heading for some appointment or just returning
from one. The council hall is the focal point for this pedestrian traffic. Sitting out front, | witnessed a veritable
“who’s who” of Alphatian elite passing through its portals. | knew many of these faces. Others had to be
identified. The sinking has altered the structure of the ruling elite class and opened the door for a new generation
of nobles. A good example of this change is Commander Broderick. When | knew him, he was but aminor officer
in Aquas's military machine. However, now he is one of the NACE's most powerful entities. Truthfully, I am not
a fan of Broderick and it's not his being a non-spellcaster. It is his conduct under Zandor’s rule that | find
atrocious.

Recent History

When Alphatia sank beneath the waves, the tops of the Kerothar Mountains stayed above the waterline
forming Monster Island. Until AY 2013 [AC 1013. Ed.] thisisland was not given much attention. It was only
with the discovery of the mineral known asmnemonic mineral that Monster |sland began to draw much interest.

With Zandor’ s removal as emperor, Monster Island was chosen as the new seat of government for what wasto
become the NACE. On Amphimir 15, AY 2014 [ Vatermont 15, AC 1014. Ed.], the island was officialy renamed
lonace. lonace is under the direct jurisdiction of the ruling council. It is here where the NACE Council meets to
administer the new empire.

The NACE isbeginning to stabilize. Asatestament to this lonace had the honor of sponsoring the first Super-
Hard-Ball in Sulamir of AY 2014 [ Flaurmont of 1014. Ed.]. The month-long tournament was an obvious success,
with the Aquas Dolphins prevailing. | observed the tourney from Mirros and al said | came out about even in my
bets. | am unsure where the coming year’ s tourney isto be held but | do plan on trying to attend the one for AY
2016[AC 1016. Ed.].

Don’t Miss

One really should see the city of lonace. The new architecture and the remodeled dwarven constructs are
something to behold. Likewise, al of the notables within the city will draw much attention. Being the ruling class,
chances are good that a party or social ball is soon planned. Any hard-ball aficionado will have to see the city’s
playing field. Matches are pretty frequent, so chances are good that you will be able to see a game played albeit
most are of amateur status. We were fortunate enough to watch an exhibition match between the Mirros Knights
and the top ranked amateur team from lonace.

Do Miss

One really should avoid the rural parts of the island of lonace. Many an unwary person has perished within
sight of the city. Monsters abound out in the wilds and unless you are adept at such things, you need to stay in
the safe confines of the city.

LAGRIUS (Kingdom of)

Location: Bellissaria, west of southern Skothar, southeast of Aquas.
Area: 244,677 sq. mi. (633,713 sg. km.).

Population: 150,000 (15,000 in Blueside).

Language: Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and
Karameikos excluded). 10% goesto the imperial treasury.

Government Type Semiautonomous monarchy owing loyalty to the NACE.

Industries: Timber cutting, fishing.
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Important Figures: Elenitsa (Queen, human, femae, F10/T6), Siaron Lagrius (Former Queen, human, female,
M13).

Floraand Fauna: Like most Bellissarian kingdoms, Lagrius boasts few indigenous monsters. Most animal life
is of the normal variety and has been brought in from elsewhere.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Thalia.

After being in Dawnrim, Lagrius was awelcome surprise. There| found akingdom with enough Alphatian flash
to meet my expectations, but with enough practicality to be believable. Lagrius is actually rather unremarkable.
However, our stay there was most pleasant. Perhapsit was even too pleasant, and by the week’s end | was more
than ready to leave.

TheLand

Lagrius is a large kingdom situated in the center of the continent. To the extreme south are the hills and
mountains bordering Surshield. A bit north of these are miles of open plains. The northern portion of the
kingdom revolves around Lake Lagrius. Surrounding thisimmense freshwater lake are hills and mountains and an
expansive forest. Thelakeisthe boon for the kingdom’ s fishing trade, the forest the source for timber for export.

On the southeastern shore of the lake rests Blueside, the capital of Lagrius. Blueside was nice, its buildingslaid
out in an orderly fashion and its streets kept clean. The view of the lake is quite enchanting, especially with the
presence of sailing vessels out upon its surface. Blueside is a very busy place. The focus seems to be in
harvesting lumber for Horken’s shipyards, and fishing.

The People

The people of Lagrius are Alphatian. In general, they are a pleasant hard-working lot. When not at work, the
people are rather laid back. For most, leisure time is spent at home, at the local pub, or basking on the banks of
thelake. Those more privileged tend to add yachting to their free time activities.

Queen Elenitsa officially rules Lagrius, since the former queen abdicated during that mess with Zandor. | do get
the impression that Siaron is still ruling though. The people of Lagrius are quite endeared to both Elenitsa and
Siaron. | also get the impression that they realize the amount of influence Siaron has with Elenitsa. In fact, | got
the impression that most see her as still being the real queen. But then again, Siaron’s ancestors founded the
kingdom so there is bound to be some affection from the locals.

The women of Lagrius seemed quite enthralled by Allstrick. | really had to keep on his heels to keep those
jackalsaway. These attentions did not go unnoticed by several of thelocals. There were several instances where
suitors took great umbrage at their ladyloves showing affection to my man. Fortunately for them, word of
Allstrick’s reputation reached them before a challenge to duel was issued. Fortunately for Allstrick he behaved
himself.

Recent History

Lagrius is one of the empire’s oldest kingdoms. Founded by Siaron Lagrius's ancestors, it came as quite a
shock that Zandor ordered her to abdicate her throne. The transition from her rule to that of her friend Elenitsa
was quite peaceful. It iswell known that Siaron is active in ruling behind the scenes, with both her and Elenitsa
effectively being co-rulers. This arrangement seems to work for Siaron for now, for she has left Elenitsa in the
position as the official queen and kept the official title of council representative for herself.

Though it was feared that Thyatis would launch its assaults upon Bellissaria, the kingdom has flourished since
the war thanksto the need for timber by Horken. With fears of Thyatian aggression gone, work on the kingdom’s
defenses has long since halted. Unlike other Bellissarian kingdoms, Lagrius seems more open to its growing
prominence within the NACE. And with its pleasant demur, displaced Alphatians are attracted to the kingdom.
All inall, the future of the kingdom looks rather bright.

Don’t Miss

The city of Blueside isagem. Its pleasantness and access to the lake is an attractant to those wishing to relax.
Likewise, there is an underlying tone of gentility within the kingdom. In general, your stay in Blueside will be
similar to visiting aresort, but the locals will not overwhelm you like you are at aresort town.

Do Miss
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Life is wonderful for those in and around the city of Blueside. Venturing south things become a bit more
difficult. Though dangerous creatures are few in number, those traveling that far south will be far from any
nearby assistance, and essentially on their own.

MERIANDER (Kingdom of)

Location: Bellissaria, west of southern Skothar, southeast of Aquas.
Area: 92,034 sq. mi. (238,368 . km.).

Population: 100,000 (15,000 in Alchemos).

Language: Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and
Karameikos excluded). 10% goesto the imperial treasury.

Government Type Semiautonomous monarchy owing loyalty to the NACE.
Industries: Agriculture, alchemy, education.
Important Figures. Hubertek (King and General, human, male, F20).

Floraand Fauna: As with all Bellissarian kingdoms, there are no indigenous monsters, most animal life being
brought in from elsewhere. Of course the presence of the mages in Alchemos may warrant more unusual
creatures due to summoning and creation magics.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Allstrick.

Meriander, long seen as the bastion of magical pursuits upon Bellissaria, is also a pleasant place. Our arrival
there was awelcome relief from our travels across the subcontinent. | really wanted Thaliato see the kingdom, as
it seemed a more suitable litmus test to show what Alphatia had been. | also hoped that it would be afirst step in
preparing her for the more spectacular kingdomsto come.

TheLand

The kingdom of Meriander is a peninsula along the eastern coast of Bellissaria, sharing its only land border
with Notrion. The remainders of the kingdom’s borders are with the surrounding seas. The terrain varies as one
travels south. Rolling hills and open pastures gradually become more forested, ultimately giving way to the
dense forests at the kingdom'’ s extreme southern regions.

The capital of Meriander is the city of Alchemos, which boasts a sizable university. Most people have the
impression that the university is purely devoted to alchemy. Thisisfalse. Alchemy isafocal point in Meriander,
but is not singular to the university. Here one can earn the semblance of an education, far above what can be
taught at home. The majority of the city’s alchemy trade is born through a cottage industry. Without its
university and alchemy pursuits, Meriander would be hardly distinguishable from its neighbors. As such,
Alphatians from other Bellissarian kingdoms can be seen attending its classes.

The People

Unsurprisingly, Meriander is populated by Alphatians. The university is paramount in their eyes. Everyone
claims some connection to the institution, whether it is a teacher or a farmer whose crops feed the faculty. With
the university an ever-present entity, the people of Meriander tend to present themselves as intellectuals. This
persona is well founded as Meriander boasts one of the highest literacy rates within the NACE. The populace
either learns directly from the university or that knowledge is passed down at the hearth. This home teaching is
mostly seenintherural areas. Most urban citizens see it only unfashionable to not study at the university.

With a name like Alchemos, it is not surprising that alchemy holds a prominent position in Meriander. The
kingdom has a reputation for its research and production of potions and the like. Such concoctions are easily
found at the markets and shops of the capital. Likewise, prices are fairly reasonable despite the aftermath of the
Great War. Theintegrity of potionsisfairly secure; one does not have to worry about scam artists selling false or
dangerous potions. Public sentiment is hard against such charlatans, seeing their actions as a dishonor to their
own local industry.
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Recent History

Like its fellow Bellissarian kingdoms, Meriander has long been settled and has lived in the shadows of the
Alphatian mainland. With the sinking, Meriander has come into a more prominent role. Following Zandor’s
demands, Queen Drulivia abdicated her throne in favor of Hubertek, Commander of Meriander’s armed forces.
Hubertek’ s reign has continued until this day. His rulership has been fair and well done. If he has drawn any
criticism, it is for his abolishment of the age-old law restricting nobility to just spellcasters. So far, this
dissatisfaction centers upon Meriander’s spell casting popul ace and some more traditional commoners. However,
most are content to pursue alchemy studies.

Don’t Miss

Visitors to Meriander will find themselves focusing their attentions within Alchemos. It truly is a quaint place,
by Alphatian standards. Thelocal atmosphere is pleasant enough for one’ s personal comfort, yet boasts enough
magical flair to sate the palate of those interested in the manipulation of the magical energies. One should really
visit the city’ s various shops. There, one can find all-manner of potions and magical substances.

Do Miss

There realy is not awhole lot to fear while one visits Meriander. Of course one may want to be on guard for
certain mages and alchemists, especially late at night. Components for potions of the necromantic variety often
include corporal ingredients obtainable through fatal means. Being Alchemos, the law would focus more upon
the potion working than the ingredients. More than one of these types are known to operate in Meriander, so
one should be on guard.

NOTRION (Kingdom of)

Location: Bellissaria, west of southern Skothar, southeast of Aquas.
Area: 338,956 sq. mi. (877,896 sq. km.).

Population: 50,000 (10,000in Aadlin).

Language: Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher and an import tax of 1% (Karameikos and
NACE kingdoms excluded). 7% goesto the imperial treasuries (economic aid).

Government Type Semiautonomous monarchy owing loyalty to the NACE.
Industries: Agriculture, trade.
Important Figures: Corydon (King and General, human, male, F14).

Floraand Fauna: Like its neighboring Bellissarian kingdoms Notrion boasts little indigenous animal life. Most
animals and plants were brought in from elsewhere and correspond to the terrain, both domestic and wild.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Allstrick.

Next to Dawnrim, Notrion has to be Bellissaria s |east impressive kingdom. Magically and economically poor, it
was not our most cherished stopover during our travels. The sad thing is that Notrion had not always been this
way. The years since the Great War have drastically altered Notrion, for the worse. The road to recovery is
bound to be along one.

TheLand

Located on the northeastern section of Bellissaria, Notrion is a large kingdom with large expanses of fertile
farmland. The bulk of thisfarmland is yet to be capitalized, as most of the populace is centered upon the coastal
lands. In fact the kingdom’s interior regions are veritable wild lands, rarely seen by the people that lay claim to
them. Old surveystell of the western border being the eastern bank of Lake Lagrius.

Along the coast one will find Notrion’s capital, Aaslin. The city is quite large and boasts a sizable waterfront.
Nowadays these docks are mostly empty, the kingdom’ s chief trade market sunken beneath the waves. Alongthe
docks, warehouses are in abundance. However, these storage buildings now house surplus grains harvested
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from the local fields. Without Alphatia’ s markets this grain is but taking up space and rotting faster that the rats
can consumeit.

The People

Those calling Notrion home are of Alphatian stock. Being quite magic poor, Notrion’s populace is not known
for its mages. These are a hardworking folk, used to living their customary lives with a degree of cohesiveness.
Circumstances have been hard on most of them. Food, in the form of grain, is quite abundant and composes the
bulk of one’smeal. Only the rich can afford the trickles of imported foodstuffs that arrive at the kingdom’ s docks.
This monotony of grain-based foods and the poor economic situation has divided the popul ace upon economic
lines. Tempers run high at times, evident by a previous civil war. We experienced this a few times. Luckily, a
strong military presence within the city keeps things orderly.

Recent History

Before the Great War, Notrion cherished its trade relationship with the Alphatian mainland. Its economy had
been based upon its cultivation of grain and its transportation through Randel, into the imperial granaries. With
Alphatia gone, Notrion’s grain market was absent. The assassination of the kingdom’'s monarch and the
subsequent civil war did little to cement new trade markets or enact economic changes.

Commander Broderick ended the internal power struggle and civil unrest, when he intervened militarily and
placed General Corydon upon the throne. King Corydon has tried several economic reforms. He has even
garnered a relaxation of taxes to the NACE. However, he has yet to find a new market for his kingdom's grain
surplus. Likewise, the people seem ill prepared and motivated to adopt other crop types, or even move away from
agriculture.

So far Corydon’s reign has been uncontested. The domestic situation and former rivals to the throne still
weighs heavily upon his future. Talk in the tavernsistypically gripes, most problems being falsely blamed upon
Corydon. Despite no real opposition, Corydon has remained vigilant. To keep the peace, he maintains as strong
a military as his budget will allow. Being strangers in town, we were constantly challenged by patrols, Thalia's
dependence upon the Thyatian language drawing much attention.

Don’t Miss

For the average visitor, there is little to see in Notrion. The kingdom’s economic situation can be a boon for a
sly merchant. However costs will be the merchant’s enemy and buyers will be limited to just the kingdom'’s
wealthy.

Do Miss

With its interior a virtual mystery, one should be wary of venturing too far inland. Rumor persists of
humanoids living deep within the kingdom. Some say that the humanoids are mercenaries, hired by Lodrig Il
before his death to bolster hisrule. Others say they were hired by one or more of the individuals bidding for the
throne during the civil war. Either way, it iswidely believed that the humanoid mercenaries now rule the interior
and are probably waiting to strike the rest of the kingdom, either on their own or at the behest of their employer.
Rumor or no rumor, several parties of adventurers have journeyed into the interior and have not returned.

QEODHAR (Kingdom of)

Location: Northern Alphatian Sea, northeast of Norwold and west of the Y annivey Islands.

Area: 88,791 sg. mi. (229,969 sg. km.), including Icehop Idand 5,487 sq. mi. (14,212 sq. km.), Qeodhar Island
82,307 sg. mi. (213,175 sg. km.), Whaler’ sIdand 997 sg. mi. (2,582 sq. km.).

Population: 20,000, including Farend (5,000).
Languages. Alphatian, Heldannic.
Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and
Karameikos excluded). 10% goes to the imperial treasury. The “baron” has been known to levy additional
surtaxes on occasion, which are used to support his unusually large fleet.

Government Type: Monarchy, formally amember of the NACE.
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Industries: Fishing, trade, raiding, whaling, seal-trapping.
Important Figures. Norlan (King, human, mae, F15).

Flora and Fauna: Seal herds, boars, giant crabs, dolphins, white dragons, dragon turtles, giant fish, frost
giants, mermen, sharks, whales, and wolves (including some of the two-legged variety).

Further Reading: M1 Into the Maelstrom Dawn of the Emperors boxed set, previous almanacs.
Description by Allstrick.

Yanifey and disreputable types that were no longer welcomed on Alphatia proper settled this cold, barren
island. Despite several attempts to achieve respectability, Baron Norlan is more known for continuing these
traditions than for stamping them out. An island of rugged seamen, the people of Qeodhar are known for their
whaling and sealing, but also for less respectable occupations. Farend, the capital, is known for shipyards that
build stout vessels, well able to survive the severe weather of this area. The people themselves are largely of
typical northern stock, taciturn and suspicious. They were long a thorn in the side of the empress, and | don’t
doubt that Norlan, his protestations of loyalty notwithstanding, will end up causing the NACE council no end of
trouble.

SURSHIELD (Kingdom of)

Location: Bellissaria, west of southern Skothar, southeast of Aquas.
Area: 260,390 sq. mi. (674,410 sq. km.).

Population: 100,000 (30,000 in Spearpoint).

Language: Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone and an import tax of 1% (Karameikos and NACE kingdoms excluded). 8%
goesto theimperial treasury (for economic aid).

Government type: Semiautonomous monarchy owing loyalty to the NACE.
Industries: Military, agriculture, craftsmanship, art.
Important Figures: Gratia (Queen and General, human, female, M14).

Flora and Fauna: Like most Bellissarian kingdoms, Surshield’s animal and plant life was brought in from
elsewhere. However, the more chaotic western portions of the kingdom boast some hostile creatures. Wolves of
all types are a particular problem and packs of them can frequently be seen running the land. Also, bands of
creatures such as tasloi and hill giants have been reported amid the forests and hills. How they came to
Bellissariais unknown.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Thalia.

Our travel through Surshield was interesting. The first thing to come to mind is the sheer size of the kingdom.
It seemed as if we would never see the walls of the capital. The trip was rough and we took the precaution of
being armed, armored, and alert. Luckily, we had the luxury of horses and pack mules to carry our supplies and
ourselves.

TheLand

Surshield is a large snaking kingdom, encompassing the magjority of Bellissaria’s southern coast. Along its
interior, the terrain is composed of hills and mountains, periodically giving way to expanses of open pastures or
dense forests. Numerous rivers cross the kingdom. Travel is difficult. There are few roads across this rough
terrain. Those present are in bad shape, being little more than footpaths kept clear by the sporadic traffic of the
locals.

To the furthermost eastern portion of the kingdom lays the capital city of Spearpoint. As we approached the
capital | noticed that the condition of the roadways improved and there seemed to be abit more order. Spearpoint
was a sight for sore eyes. Well laid out and with the creature comforts, it was a worthy destination from our
previous weeks' travel. With its daunting battlements and harbor defenses, | find it difficult to fathom that the
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Minaean reavers posed as big of athreat asthey do. But then again, all those defenses are all for naught once a
vessel isbut afew hours' sail out of the city. | guessthat that iswhat the Surshield navy isfor.

The People

The people living in Surshield are Alphatian, of course. | noticed that those living away from the capital are a
rather unruly bunch. Allstrick told me of the kingdom’ s tradition of being an anarchy. In many ways, it reminded
me of some of the more remote areas of Karameikos. | am unsure why it islike that, but there is much about these
Alphatiansthat | do not understand. Despite their chaotic attitude, we had little trouble from the locals.

The closer one travels to Spearpoint, the more organized the locals tend to be. Spearpoint’s populace is pretty
normal, even by Alphatian terms. There is a heavy military presence, mostly in naval personnel. We spent a
great deal of time in the city’s taverns. For me, it was a bit difficult to follow the gossip, however through my
broken Alphatian and Allstrick’s help | did manage. | got the impression that the people in Surshield are not too
happy with the NACE, particularly several of their Bellissarian neighbors. | guessthe pains of the post-war years
and Zandor’s aggressions are still a sore spot for the people of Surshield. It may take years for the kingdom to
rebuilditstrust in its neighbors.

Recent History

Following the Great War Zandor demanded the abdication of certain rulers within his new Alphatian Empire.
Most obliged for various reasons. Only Queen Gratia resisted. Zandor dispatched Commander Broderick to
assert authority over the queen and the kingdom. Broderick, supported by several Bellissarian navies, began the
aggression against the city of Spearpoint. Gratia attempted to organize the kingdom’s defense through
conscription. The more chaotic western populace revolted at this display of central authority. This revolt only
subsided when she rescinded the declarations.

With the city and its immediate surroundings acting alone, Gratia fled the city to save it from total war. Gratia
later was involved with Broderick, Haldemar, and Zynnia's overthrowing of Zandor. Afterwards, Gratia resumed
her rule of Surshield and committed to the NACE. The relationship with the NACE has been fair. Surshield has
been given relaxation on its taxes due to its prominent role in keeping the Minaean piratesin check.

Don’t Miss

Despiteits sheer size, thereis surprisingly little to see. Spearpoint boasts a few interesting details based on its
military. Outside of Spearpoint there are several displays of natural beauty to dazzle the spectator. Rektar Fallsis
a spectacle of natureto behold. Likewisethe rock formations of the Zligda Caverns is interesting, especially with
the magical lighting. However, one should acquire the services of a competent guide. These sights are in remote
areas and are often referred to by different names.

Do Miss

With its size and lack of organized patrols, the wild western lands are home to numerous vile creatures. Wolves
are a particular nuisance. More organized creatures also abound. Tasloi are fairly rampant in certain portions of
forests. There are also reports of hill giants, cyclops, and afew types of dragons running about.
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ATLAS OF THE SEA OF DAWN

To the east of the Old World, where the sun rises every morning, lies the Sea of Dawn. It isaplace rumored to
be mystical in nature by many tavern tales, and perhaps it is. Three exotic cultures can be found in this area,
notably the Thothians, the Ochal eans, and the Pearl Islanders.

Therest of the nations, however, are either Thyatian or Alphatian in origin, and many bear the numerous scars
of war between the two empires. For the Sea of Dawn is the border between the Old World and the Alphatian
Sea, and it iswhere the two cultures clash, more often violently than not.

The Isle of Dawn, a continent-size island in the north of the Sea of Dawn, is a militaristic land where armies
march constantly and battles take place almost daily. Such constant warfare has spread to the nearby Alatian
Islands as well, and glory can easily be found by brilliant tacticians and expert mercenaries. The battles between
the empires have died down since the signing of the Treaty of Dawn (or Isle of Dawn Treaty), yet it only takes a
spark to start the war all over again.

Still, another threat seems to be looming over the area, and many of the nations are fearful of an attack by
strange spiders found on the Thothian Plateau. The nature of these araneas is unknown, and whether there will
beawar or notisalso unclear. But if thereis, the people of the Isle of Dawn will be used to it.

The southern islands, however, are peaceful in nature, and no trip is more relaxing that one to Ochalea or the
Pearl Islands. It isfrom these nations that the Sea of Dawn receives a mystical description when talked about, for
surely no one talks with pride about the constant wars on the Isle of Dawn.

The people of the Sea of Dawn are educated, and except for the Pearl 1slanders, amajority can actually read and
write. Both the Thyatian and Alphatian tongues are well known, and it is rare to find someone who cannot speak
both languages.

The Sea of Dawn is officially the sea along the eastern coast of the Old World, ending upon reaching the
continents of Bellissaria and Alphatia. Since the sinking of Alphatia, the former Eastern Sea of Dawn has now
become part of the New Alphatian Sea. The Sea of Dawn ends northward when it reaches the coast of Norwold,
and its southern end borders the Jungle Coast on Davania. West of the southern Sea of Dawn is the Sea of
Dread, while to the east isthe Bellissarian Sea.

Correspondents for the Sea of Dawn

This year we announce the participation of two new reporters for the Alphatian region, and three others for the
Thyatian region, plus some you already know from last year. Early in the year it came to our attention that
Allstrick, a son of Alphatia, was embarking upon visiting the lands of the NACE. Accompanying him is his
longtime consort Thalia“Red Sheaf” Torresdi Lopez of the Belcadiz.

Allstrick

For those not privy to the man that is Allstrick, heis ahalf-breed. Born to a Shiye mother and Alphatian father,
Allstrick has lived along life as an adventurer both inside and outside of the Alphatian Empire. He outlived the
dangers and retired from the profession, ironically enough taking up residence in Glantri. During the war,
Allstrick sent his son back to mainland Alphatia where he hoped he would be safe. He himself moved the rest of
his household to aresidencein Mirrosto wait out the war.

With Alphatia’s sinking Allstrick naturally assumed his son had perished. With the divulgence of Alphatia's
survival in Hollow World, he began planning a venture to visit the NACE lands. Rumors persist that he wishes to
reassert his prestige upon his countrymen to gain access to the Hollow World. We took advantage of this trip
and approached Allstrick on reporting what he saw during his travels; he readily agreed and we look forward to
his reports.

Demetius Vannopolus

A career officer in the Thyatian Army, General Vannopolus has been stationed on the Isle of Dawn off and on
for over a decade, first fighting against the Alphatian invasion and later as military administrator in the central
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highlands of Dunadale. Hisinterests go beyond the military, and he has a reputation for showing concern for the
welfare of the common people of Dunadale. His insights into the land and people of Dunadale proved to be
extremely helpful during this past year. For Thyatis, we are proud to have severa close-to-power
correspondents, including Stefania Torion hersel f!

Kalitoru Nuar

Kalitoru is a wandering priest of Asterius from the Pearl Islands, specifically the island of Nuar. He views the
entire world as an interesting place to visit and desires to see the whole world before he dies. He views the study
of different cultures as enlightening and the one true way to understand human nature. He also loves collecting
items from each nation, and claims to have at |east one of every coin of the entire known world.

Kalitoru shares his experiences on various nations of the Isle of Dawn with the readers. We unfortunately had
to edit his sections on the cultures and people since he submitted enough to write an entire book on each of
them. Hopefully we' ve managed to keep the important information.

Shaun the Elfin

Shaun of clan Grunalf is one of the most renowned artists and adventurers of the Old World. A well-traveled
and knowledgeable elf, she has long retired from her adventuring career and now livesin lerendi acting as kia’'i
(guardian) of the crown and member the Adventurers Club. She is a formidable storyteller and has a deep
passion for heroic tales. After hearing of our editorial pursue, she has volunteered to tell us what she knows
about the most exotic lands she visited in her life.

Stefania Torion

The second child of Emperor Thincol, Stefaniais known not only for her strong will but her keen intellect. She
killed her first husband on their wedding night, and even ran away from home, causing much gossip in Thyatis
City. During the Great War she fought alongside her husband Anaxibius Torion, aformer Thyatian gladiator and
general, and with him she rules as Countess of Redstone. She is currently working on a history of her father's
life, but took time out of her writing to provide us with a description of Redstone and some of the surrounding
communities, for which we are extremely grateful.

Thalia “Red Sheaf” Torres di Lopez

Accompanying Allstrick is Thalia “Red Sheaf” Torres di Lopez. Thalia is a half-breed from the Belcadiz
Principality in Glantri. Allstrick and her had been adventuring companions for years; rumors persist she was a
primary influencein his settling in Glantri before the Great War. Sheis not the mother of Allstrick’s son, however
the two have become romantically involved since his birth and his real mother’s departure. So close are they that
Thalialeft Glantri to stay with Allstrick in Mirros.

Titia Solenius

It is with deepest regrets and apologies that we must inform our readers that we had to let Titiago. Shewill no
longer be reporting for this amanac. As editor, | give my corespondents a lot of freedom in their reports. They
are allowed to describe things as they see them, with their own opinions. | generally let this pass, even at times
against my better judgment. However, the Mystaran Almanac draws the line at permitting our reporters to accept
money from others in exchange for including information into the descriptions. We recently discovered that Titia
Solenius had accepted gratuities from several interests within the NACE and from the Grand Duke of Westrourke
in exchange for altering her reports to serve their interests. What troubles me most is that some of these
insertions were not even accurate. The Mystaran Almanac strives for accuracy, if not always objectivity.

Furthermore, the only opinions we find acceptable are those of the reporters themselves clearly named so you
can see what their biases may be. We do not permit unnamed persons to insert their propagandainto the almanac
secretly by bribing our correspondents. We apologize to our readers for this episode, and promise that we will
heighten our awareness of thistype of corruption so that it does not happen again.

Because we only recently learned of this, we have had to scramble to find suitabl e replacements.
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Vivianna Romanones

An advisor and supporter of Eusebius, Lady Romanones is one of the empire’s special envoys. Her duties
demand a considerable amount of travel throughout the region under Thyatian influence, and she has been kind
enough to provide us with some unclassified reports of these areas. A strikingly beautiful but headstrong
woman, Lady Romanones is a skilled negotiator known for her dedication to Thyatis and its interests. Sheisa
strong proponent of reform in Thyatis, and of doing the right thing. Some of her detractors claim sheiswilling to
use any means to achieve what she believes is right, but we can only say she deserves praise for the insightful
reports she has graciously sent us. We know our readers will find her unique insight into the Thyatian mindset
interesting.

Atlas

AEGOS (Province of)

Location: Seaof Dawn, southeast of the Isle of Dawn, west of Ochalea.
Area: 65,846 sg. mi. (170,541 sq. km.).

Population: 25,000, including Aegopoli (5,000) and Pittston (2,000).
Languages. Thyatian, Alphatian.

Coinage: Emperor (5 gp), lucin (gp), asterius (sp), denarius (cp). Alphatian coins are also very common:
crown (gp), mirror (sp), judge (cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya. 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. 5% salestax on all transactions with the exception of food and clothing.

Government Type: Dominion under the jurisdiction of the Empire of Thyatis.
Industries: Agriculture, fishing, trade.

Important Figures: Francesca Egidio (Governor, human, female, F18), Delsel Oaktree (Assistant Governor, €elf,
male, F10/M 10).

Floraand Fauna: The province has normal animals and plants found for lands of tropical plains, hillsand forest
(which are too numerous to all list here). Most of Aegos is wilderness, and almost any type of monster can be
found here due to the failure of Aegos’s zoo long ago and the more recent escape of monsters from Gaity.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Vivianna Romanones.

The largest island of the Alatians, Aegos was until recently home to a sleepy community of farmers. Aegosis
known for its farmland and pasturage. It occupies a strategic location in the Sea of Dawn, covering access both
west into the Sea of Dread and east towards Bellissaria. Aside from some piratical raids back and forth between
Furmenglaive and Ne er-do-well, Aegos was mostly uninvolved in the Great War. Since then it has become the
focus of some attention though, due to the tunnel leading to the so-called “Hollow World” which existed in the
island’ s interior. Both Minrothad and Thyatis dedicated themselves to exploiting the potential of this shaft, but
have been unable to reopen it following damage it suffered during the war. Repeated attempts have been made to
repair it, but after promising starts it always collapses again—it seems the Alphatians made a mistake in building
it in an area that is prone to earthquakes. Thyatian engineers have advised giving up on the project, but have
been overruled for political reasons by the governments of Minrothad and Thyatis; neither nation wants to fall
further behind the NACE and Karameikos in reaping the benefits of exploration and discoveries in the Hollow
World. Some say starting a new tunnel elsewhere, in an area less geologically unpredictable, would be wiser in
the long run, but so far these proposals have gone nowhere. The people of Aegos are largely of Alphatian
decent, but immigrants from Minrothad and Thyatis form a growing segment of the population, drawn here to
work on The Pit. So far there has been little conflict between the new settlers and the natives, as the natives are
scattered in farms while the immigrants mainly work in Aegopoli and Pittston.
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AERIA (Kingdom of)

Location: Alatian Islands, the Sea of Dawn, southeast of the Isle of Dawn.

Area: 49,384 sg. mi. (127,905 sg. km.).

Population: 17,000 (10,000 in Feather Fall, including university staff, faculty, and 5,000 students).
Language: Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes. 10% income tax, atax of 5% on the wages of Aerian wizards, and an import/export tax of 2% on magical
items and components, and 1% on al other goods (NACE kingdoms and Karameikos excluded). 10% of tax
revenue goes to theimperial treasury.

Government Type: Semiautonomous monarchy owing loyalty to the NACE.
Industries: Agriculture and teaching of magic.
Important Figures. Aiklin (King, Genera and Headmaster of the University, human, male, M20).

Flora and Fauna: With its proximity to Aegos and Gaity, there are numerous escaped creatures from those
kingdoms found on Aeria

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Allstrick.

Aeria has long cherished its pursuits and studies of the aerial magics. Those fluent with Alphatian history
should be aware of the ties between air magic and the Alphatian migration to this planet. In many ways, | have
aways viewed Aeria as being highly symbolic of the old empire. For this reason, | have recently lost much
respect for the kingdom for its actions following the Great War, not to mention the invaluable information that the
Thyatians gained from the university for its own skyship pursuits. This proves most troublesome to me, as Aeria
had been one of my most cherished stopover points... back when | was much younger and much more prone to
wandering the lands.

TheLand

Aeriaisan island kingdom, part of the Alatian Islands. Within its confines one will find forests to the west and
south. To the north is the capital of Feather Fall, firmly nestled among a large range of high hills. The eastern
portion of the island is mostly low rolling plains. These plains are heavily cultivated, making Aeria a rather
prosperous agricultural base. Thisisquiteafeat asover half of the kingdom'’s populace livesin the capital city of
Feather Fall.

The keystone for Aeria’'s magical trade and reputation derives from the University of Air Magics. The
university has always been afocal point to the spellcaster. That trait has luckily been preserved despite the war
and the subsequent Thyatian occupation. Any spellcaster worth his salt will have to visit the university. There,
one may be privileged to bear witness some of the amassed volumes of arcane knowledge. Luckily, the bulk of
this collection still remains intact even after the occupation. | do have to wonder how much of this priceless
knowledge is now in Thyatian hands and being incorporated into the Thyatians' own skyship designs.

Those privileged enough... well spellcasters... may be allowed to see some of the air magics put to work.
Though small by pre-war Alphatian standards, the university still dwarfs the Karameikan school in regardsto size
and number of attending students. Among other venues, the university has some facilities to create, maintain
and study airships. With the fleet depleted, work in the skyshipyards is rather robust. Though the facilities are
limited in size, visitors should be able to witness various stages of enchantments being carried out by the
university staff and students.

The People

The mgjority of the Aerian populace is Alphatian. There is also a noticeable Karameikan minority, mostly
students in attendance at the university as part of the exchange program with the Karameikan school. With quiet
Aeria now thrust into the new heart of the NACE, one would expect to see a heavy military presence. Already
one can see a certain influx of NACE military personnel. Since some of the troops | saw wore the insignia of the
forces of [censored. Ed.] one can expect NACE's military might on the island will increase.
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The people of Aeriaare still feeling the effects of the war. Though they suffered no real war damage, their less-
than-concerted resistance to the Thyatians has scarred their personal pride and prestige within the NACE. They
are highly sensitive to most references to their kingdom’s conduct following the war. As such one may wish to
avoid bringing the matter before them, especially since one third of the island is affiliated with the university and
therefore a spellcaster.

Recent History

Theisland kingdom of Aeriais part of the Alatian Islands. As with the other Alatians, Aeria never managed to
manifest itself into the grandiose mold that its artisan patrons desired. Even the vaunted University of Air
Magics was not amgjor academic facility back in pre-war times. Of course, much of that has changed. Following
the war, Aeria swore fealty to the Thyatian Empire as the |egions gobbled up Alphatian lands. In my opinion this
was a bit premature as the Thyatian expansion was soon after halted by Thothian and Alphatian forces.
However, during its brief occupation Thyatis gained much invaluable insight into centuries of Alphatian airship
techniques.

After the Treaty of Dawn, Aeria regained its independence and became a member of the NACE. Under the
NACE banner, Aerid s air magics have found a steady market in the rebuilding and maintenance of the depleted
airship fleet. Personally | think that this dependence has done much to have the NACE and its kingdoms forgive
Aeriafor its behavior after thewar. Of course, time will be the true factor.

Don’t Miss

As mentioned, visitors should wangle a tour of the university. Those not inclined to do so... or that do not
meet the criteria... can spend a few leisurely days in Feather Fall, enjoying the local flavor. The capital boasts
numerous businesses that support and entertain the mages studying at the school. So a certain degree of
comfort can be expected. Also, one may find the rural landscape of the island inviting. If you are on the island
during a stopover on a seagoing voyage, spending afew days in the country may be the best remedy for a case
of the “sealegs.”

Do Miss

There really is not a great deal to worry about on the island. It's an old imperial possession and it has been
settled for some time. Of course there are the possibilities of encountering several types of dangerous creatures.
One must remember that with so many mages, there is great opportunity for summoned and created creatures. It
should be remembered that many of these pets escaped their bonds and may be running amuck. However,
anyone familiar with Alphatia should be aware of this and any surprise encounters should be expected.

DUNADALE (Duchy of)

Location: Northeastern head of the Isle of Dawn.

Area: 168,605 sq. mi. (436,687 sq. km.).

Population: 70,000, including city of Dunadale (20,000), and the town of Deirdren (5,000).
Languages. Alphatian (Hillvale dialect), Thyatian (Redstone dial ect).

Coinage: Emperor (5 gp), lucin (gp), asterius (sp), denarius (cp). Alphatian coins are also very common:
crown (gp), mirror (sp), judge (cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. 5% imperia salestax on all goods except food and clothing.

Government Type: Dominion under the jurisdiction of the Empire of Thyatis.

Industries: Agriculture, fishing, cutting of peat moss, sheep herding, trade, some freebooting (into sunken
Alphatia).

Important Figures. Edmondo Tiberia (Duke, human, male, F11).

Flora and Fauna: Standard for its climate, notably herds of sheep and goats. Dangerous monsters include
goblinoids and bandits that are common throughout the Isle of Dawn.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.

Description by Demetius Vannopolus.
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The Duchy of Dunadale is a nation at a crossroads. A crossroads between the past shrouded in antagonism
and war, and a future of prosperity and enlightenment. Recently joined to the Thyatian Empire, Dunadale is a
land where hard working natives are blending with enterprising Thyatian settlers. But there are tensions between
cultures, Thyatian, Alphatian, which threaten to renew old conflicts.

TheLand

Dunadale is alarge nation, with al types of terrain and climate. It reaches the northern tip of the Isle of Dawn
near the border of Helskir, where the land is cold but where the fish abound, sweeping down the coast in a wide
arc to the temperate coastal communities of Dunadale and Deirdren. The fertile coastal lowlands are the most
settled parts of thisland. Asyou moveinland from the coast the terrain becomes a patchwork of hills, bogs, and
forests, a dangerous place, but a place where the people are hardy and freedom loving.

The People

Dunadal€’s settlements are thriving communities, but trade is less than it could due to the distrust between the
Alphatian communities and the newly arrived Thyatian settlers. There is a danger of splitting into separate
societies, bound by one government but mutually suspicious. But also positive signs that a beneficial blending
could take place. But the duke’s forces heavily patrol the city of Dunadale, and dissatisfaction with his authority
ison therise. Deirdren remains largely Alphatian, but even their customs differ from the Alphatian norm. Even
before the recent Thyatian conquest, Dunadale stood out among Alphatian domains as the only place to adopt
anything resembling the Thyatian concept of citizenship, and even went a step farther. The inhabitants of the
confederacy had rights, could vote, and popularly elected officials limited even the powers of the monarch. The
new duke seems to prefer a more authoritarian style of rule, however, at odds with the republican ways of both
the native Dunadalers and the Thyatian settlers. How thiswill be resolved remains problematic.

While the coasts, with their brash tradesmen and knowing ways, are what people most think of when they
consider Dunadale; it isthe peoplein the countryside, which formits heart. These people are the salt of the earth,
prizing their self-reliance, and yet ever ready to lend their neighbors a helping hand. For centuries they have
lived, wedged between two empires, their lives and livelihoods endangered by war and monster incursions, and
yet they thrive.

Recent History

Dunadale faces a new future with more ahead of it than behind it, but the legacy of past conflictslingers. It has
been fought over between empires for over a thousand years. For the past several years it has been ruled by
Thyatis, but it is known that the NACE has pretensions to restore the borders of the old Alphatian Empire, and
may bring the fires of war and destruction to this still-healing land yet again.

Don’t Miss

The Herdane Escarpment does provide a glorious view of the sunrise for those who have the fortitude to scale
its cliffs. The hard-working people of the interior aren’'t a sight, but for those who are tired of interactions with
cynical swindlers, spending time with these folk will restore your faith in humanity.

EAST PORTAGE (City-state of)

Location: Isle of Dawn.

Area: 79,690 sq. mi. (206, 397 sg. km.).

Population: 10,000 (3,000 intown of East Portage).

Language: Alphatian (Hillvale dialect), Thyatian (Redstone dialect).

Coinage: Crown (gp), mirror (sp), judge (cp). Thyatian coins are also very common: emperor (5 gp), lucin
(gp), asterius (sp), denarius (cp).

Taxes: 10% income tax and an import/export tax of 2% on magical items and components, and 1% on all other
goods (NACE kingdoms and Karameikos excluded). 10% of tax revenue goes to the imperial treasury.

Government type: Semiautonomous monarchy owing loyalty to the NACE.
Industries: Trade, portage of goods between East and West Portage.

Important Figures: Quicklimn (King and General).
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Flora and Fauna: Due to its proximity to the Great Escarpment, all manner of creature types may be found
wandering into the kingdom.

Description by Allstrick.

I will not lie and say that | had looked forward to our arrival in East Portage. In truth, | faced the prospect of
returning there with mixed feelings. It was not fear that manifests these feelings, it was disappointment and
downright anger. | madeit apoint that our stay in East Portage would be brief and we adhered to that plan.

TheLand

East Portage is a hilly kingdom, thus dubbing its other name the Kingdom of Hillvale. From its position on the
eastern side of the Isle of Dawn isthmus, East Portage has carved its place and future in portaging goods across
the isthmus to West Portage. This effort saves many days in any sea voyage around the northern or southern
tips of the island. If it were not for this role, East Portage would probably be no more than a simple agricultural
kingdom.

The capital of East Portage is the town of East Portage. Architecture is of a predominantly Alphatian design,
however Thyatian designs are also prevalent. As one would imagine, the town has ample harbor and shipyard
facilities to load and offload cargoes for the overland journey west. Facilities for this cargo ferrying are also in
abundance. The streets are usually congested with wagons. Likewise the cobbled streets are littered with the
waste products of the beasts of burden. And one cannot go down a street without seeing a stable, blacksmith
shop, or wainwright. During the summer months the smell is quite bad.

The People

East Portage has traditionally been an Alphatian holding. As such, the populace is mostly Alphatian. The
populace’ s interaction with its Thyatian neighbors has seen the rise of a noticeable Thyatian minority and some
adoption of Thyatian ways. As one would expect, the bulk of the populace deals with the transport of goods
across the isthmus. The people of East Portage did not carry themselves well after the Great War. Their behavior
is not exactly a shining point in their history and they know it. They tend to ignore that period. Many become
aggressive if pressed on the matter.

Recent History

East Portage had long ago been under the auspices of the old border wars that had so prevailed between the
two empires. Intimesof war, it had flip-flopped between empires as a possession. In times of peace, it has served
as one of the trade junctions between Alphatian lands and those of the Old World. After the Great War, East
Portage put up a very limited defense against Thyatian expansionism on the Isle of Dawn. In exchange for a
Thyatian ducal title, King Lornce M’ Jozee surrendered the kingdom to the Thyatians. The Thothian stand and
counteroffensives allowed the return of East Portage to Alphatian hands. With Thothia' s entrance into the
NACE, East Portage soon followed.

Don’'t Miss/ DoMiss

Within East Portage, there is little to see. The kingdom is quite unremarkable. The locals are too business
oriented to offer too much interest. Likewise, East Portage lacks the usual magical flair that Alphatian kingdoms
usually bear witness to. The most exciting and hazardous aspect of East Portage is dodging the animal wastes
that line the streets. Outside its borders is another story. The Great Escarpment is close enough to offer an
unexplored region filled with many unknowns.

EKTO (City-State of)

Location: Isle of Dawn, east of Brun, southwest of the New Alphatian Sea..

Area: 38,160 sq. mi. (98,834 sg. km.).

Population: 28,000 (1,000 in the city of Ekto).

Language: Alphatian (Hillvale and Thothian dialects), Thyatian (Redstone dialect).

Coinage: Crown (gp), mirror (sp), judge (cp). Thyatian coins are also very common: emperor (5 gp), lucin
(gp), asterius (sp), denarius (cp).
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Taxes: 20% on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and Karameikos
excluded). 10% obligation to the imperial treasuries deferred due to rebuilding. Ekto also benefits from imperial
funding to aid in itsrebuilding.

Government Type: Semiautonomous monarchy owing loyalty to the NACE.
Industries: Agriculture, mining, metallurgy, and reconstruction.
Important Figures: Tristan (King and General, human, male, F17).

Floraand Fauna: The sieges and razing of Ekto had left the kingdom little more than a wasteland, destroying
most plant life and pushing animal life abroad. With rebuilding underway and a return of some of the crops,
animal life has begun to return. Aswith any Alphatian kingdom, almost any creature can be expected.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Thalia.

| had heard of the troubles Ekto had experienced after the war. Truthfully, | had dreaded our journey there. |
did not think that | could take seeing acity that had taken so much abuse. Allstrick was adamant in our venturing
there. So after some convincing, not to mention promises of sitesto come, | gave in and we headed for Ekto.

TheLand

Ekto sits along the eastern coast of the Isle of Dawn, just up the coast from Trikelios. The kingdom boasts
ample lands suitable for farming. To the north and west the land turns more broken and gives way to hills and
mountains, which see several mining operations. To the south one begins experiencing the fringes of the Great
Escarpment. Naturally, the east seesthe waters of the Sea of Dawn.

Ekto’s capital, and namesake, sits along the coast. Before its destruction, the capital had excelled as the
collection point of the kingdom’s harvests. The city was also the site of the College of Metals, a school
renowned for the pursuits of metals and metallurgy. Allstrick had told me that this college had served him well in
identifying and finding buyers for items retrieved in his journeys. Unofficialy, the city also serves as the last
stop for would-be adventurers heading off to the Thothian Plateau.

Now, Ekto is under a state of rebuilding. | was pleasantly surprised to find that a good deal of the rubble had
been cleared and new construction proceeding well. There are even crops being cultivated in once scorched
fields. Inlight of all of itsrebuilding, Allstrick had a good degree of difficulty in showing me the city. Wedid find
the former site of the College of Metals, which was just being framed up. Most of the former staff was to be seen
contributing to other building projects. He was able to find some old acquaintances among these people, who
were happy to show us around.

The People

The people of Ekto are primarily of Alphatian stock. Intermingled within their numbers, one can find a sizable
minority of Thothians and a small number of dwarves and gnomes. Ekto’s populace has not completely returned.
| was told that some remain in Trikelios or have found new homes elsewhere. Also, a certain amount perished,
either during the war, holding back the Thyatians, or in retaking the city. Allstrick himself expressed the pain of
loss as several old friends proved themselves as casualties. There are numerous foreign Alphatians in Ekto
working to rebuild the city.

Located where it is, Ekto is placed in a highly strategic position. The NACE has recognized this and thereis a
sizable military presence within the kingdom. King Tristan rules Ekto and commands the kingdom’ s armed forces.
He is a pleasant man, with a deep conviction to his position. Personaly | think that he would prefer military
command to his kingship. Allstrick knows him from somewhere, and we found ourselves his guests for most of
our week-long stay in the city. How they knew each other is still a mystery to me, as they would often begin
speaking in the Alphatian tongue, when discussing the “old days.” Since | have but a fleeting grasp of the
language, | can only wonder.

Recent History

Ekto is a strange place. It is said that it was once Thothian until the Alphatians conquered those people and
accepted them into the empire. Since then the two have forged a deep pact of mutual respect... at least as mutual
as can be expected by the Alphatians and their views of other peoples. Following the Great War, Thyatis took
advantage of Alphatia’'s demise and began a systematic effort to assimilate the scattered Alphatian lands.
However, Alphatian resolve proved greater. Though Thyatian pushes reclaimed much of their pre-war holdings
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and a few Alphatian ones, the Alphatians of Ekto chose to abandon their kingdom, putting it to the torch along
theway. Surely the Alphatians must thoroughly despise the Thyatiansto raze their own lands.

Eventually the Thyatian advances were checked and pushed back by Thothian and Alphatian forces. A true
peace was gained by the Treaty of Dawn. Soon after Ekto was given independence and its own king. Following
Thothia' s example, Ekto joined the NACE. Under the banner of the NACE, Ekto has begun the reconstruction
process. For the time being, Ekto is aided by imperial grants and deferral of its taxes to the imperial treasuries.
Many of its displaced population have returned. Likewise, many Alphatian commoners living outside of Ekto
journeyed there to hire out their labor to the rebuilding effort. From what | have seen reconstruction is moving
smoothly and should be completed within ayear or two.

Don’t Miss

If in Ekto, one will have to witness the rebuilding process. More precisely, one should witness the Alphatian
way of building. The use of magic to perform tasks such as framing and masonry work is interesting. | spent an
entire day watching a group of mages conjure up the frames of several houses, while non-magical workers began
the finishing work. Ekto’s rebuilding also is a sign of recovery from tremendous devastation. Though not
completed yet, the new College of Metals is supposed to be an interesting edifice. However, once completed it
should be included as a must-see.

Do Miss

Ekto is still under reconstruction and is therefore abit disorganized. In and around the capital things are pretty
quiet, well except for the pounding of hammers. As one moves away from the capital, things become a bit more
hectic. Hostile creatures from the Thothian Plateau are said to raid and harass outlying areas. Likewise, the more
mountai nous regions should also be given forethought before trespassing.

FURMENGLAIVE (Province of)

Location: Isle of Dawn.

Area: 9,875 9. mi. (25,576 sq. km.).

Population: 5,000 (including 1,000 in the community of Furmenglaive).

Languages. Thyatian (Redstone dialect), Alphatian (Hillvale dialect, not so widespread).

Coinage: Emperor (5gp), lucin (1 gp), asterius (1 sp), denarius (1 cp). Alphatian coins are also accepted:
crown (1 gp), mirror (1 sp), judge (1 cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. 5% imperia salestax on all goods except food and clothing.

Government Type: Dominion under the jurisdiction of the Empire of Thyatis.
Industries: Agriculture, fishing, and sheep.

Important Figures: Phileus Furmenglaive (Count, human/werewolf, male, F20), Lyra Furmenglaive (Countess,
human/werewolf, female, P20 of Protius).

Flora and Fauna: Furmenglaive consists mostly of moors and rolling hills with scrubs and a few scattered
woods of ashes, yews and the occasional pine tree. Small ponds also dot the countryside, where sheep and
goats are he most common sight. Wild goats and boars and packs of wolves are also common for the shepherds
and farmers of the region, who use brave shepherd dogs to protect their cattle and farms. Many unpleasant
creatures can be found in Furmenglaive (and in general throughout the Shadow Coast) due to the presence of the
Thothian Plateau, which is a veritable nest of monsters. Lycanthropes are feared in the region (especially
werewolves and wereboars), as well as undead and the so called “night demons,” aterm the Furmenglaivians use
to define any unpleasant creature that stalks the land by night (including goblins).

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Shaun the Elfin.

Shadows stretch all across thistiny province in the south of the Isle of Dawn, shadows that belong to the night
and to the other side of life, what is commonly called “fear” or “mystery” by most men. And truly Furmenglaiveis
“the Gateway to the Darkworld,” as many of itsinhabitants call it.
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TheLand

Rolling hills and great expanses of moors dominate the Province of Furmenglaive. Some patches of scrub trees
and gaunt isolated birches and ashes may be encountered up and down the hills of the region, but to call those
real woods would be an insult to Mother Nature (especially for me). Moors are the common terrain here, and
many people dedicate their lives to rise goats and sheep that produce a fine quality of wool (similar to that
produced in Klantyre). Others prefer to work the soil and so some cultivated fields can also be spotted in the area
(especialy near the capital), though not as often as shepherds tending cattle. A few fishermen also try to earn
their living in the southern part of the dominion, but theirs is not a wealthy profession here. Many small ponds
and afew bogs (especially in the southern tip of the dominion) can be encountered by the inexperienced traveler,
and wild animals usually gather here to drink and rest during the day, while they take refuge in their lairs at night,
like every other sane being would do here. The sky is an impressive sight in Furmenglaive, so near to the ground
that sometimes it seems you could touch it with your own hands. Cloudsroll by at incredible speeds during night
and day due to the wind currents from the nearby Sea of Dawn, making the landscape a kal eidoscope of colors,
especially during daylight. Furmenglaive coasts are jagged and full of reefs in the northern part, while the
southern ones are windswept and shallower.

The only good natural harbor here lies below Castle Furmenglaive, where the count and countess have built the
only existing port of the entire domain. A four yards wide street of milestones lead from the port 200 yards up to
the fortified town of Furmenglaive, built around the imposing building known as Castle Furmenglaive, a gloomy
old fortress erected on the cliffs above the harbor. The town consists mostly of wooden barracks and afew stone
dwellings for the richer artisans and the town mayor (who also happens to be the seneschal and the chief
constable). The countryside of Furmenglaive is dotted with a handful of tiny hamlets and isolated huts of lone
rangers and herders who don’t trust wanderers, especially if they’re strangers and come by nighttime... as I’ve
witnessed myself firsthand.

The People

The people of Furmenglaive are a superstitious lot... or awise one, I’ve not understood it yet. They believein
Things That Go Bump In The Night, in Witches' Covens, in the Beasts Within and in the Longfang Devils, to use
the terms of those natives. They are of Kerendan stock, but strangely they are more similar to last century
Traladarans than to the common Thyatian: | can only assume they changed their vision of the world when they
cameto livein Furmenglaive. And honestly | cannot blame them for their fears, for thisis aland where even your
own shadow seems to be alive... and out to harm you. The Furmenglaivians believe in the dark side of men and
nature and are ready to defend themselves using wards and old traditional countermeasures that range from the
simple cantrip and garlic necklace to the most complicated formulae magicae (ceremonies) to drive out devils and
impure spirits from places and human beings. Normally, special people (@auguri—sing: augurus) who are held in
high respect by all the villagers perform these rituals; they have the same importance as priests in the nations of
the Old World (and some of them are indeed clerics), though their powers are not always real (but they do believe
inthem!).

There is also a strange role assigned to some people | encountered in these hamlets: the “dhampirs.”
Apparently thisis a tradition that could also be encountered in Traladara in the last centuries (though | admit |
don’t know if it's still in use today). According to legends, the dhampirs are half-humans and half-monsters,
children of a human woman and a creature of darkness (commonly a vampire, a Longfang Devil) who can
recognize and hunt down other monsters like their father because of their incredible (albeit fiendish) powers.
Famous dhampirs are always viewed with suspicion by people not only in Furmenglaive but also in al the
dominions of the Isle of Dawn (where the knowledge of the existence of these beings is widespread). However, in
Furmenglaive nobody can deny a dhampir shelter and awarm meal if he asks for it, because this could bring bad
luck on him, or worse the dhampir’s wrath. Dhampirs normally are loners who travel the land seeking evils to
destroy, but | haven’t understood the reason they do it even after speaking with a few of them: some do it for
revenge, othersfor glory, others simply for sheer pleasure of killing... a strange lot indeed.

Also, there is a common and renowned profession widespread in Furmenglaive and in al the provinces of the
Shadow Coast: the hunter. There are four types of huntersin the Province of Furmenglaive (though others could
exist in nearby domains): vampire hunters, lycanthrope hunters, demon hunters and ghost hunters. Each hunter
is experienced with the tactics, powers and weaknesses of his kind of prey and has special weapons and tricks he
uses to identify and subsequently kill his foes, taught from generation to generation. | have encountered afew of
them in my wanderingsin the Isle of Dawn, and | must say they are really incredible people, extremely experienced
and devout to their duty of freeing the world from the most hated creatures of darkness. The ones | spoke with
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were al utterly loyal to the cause of Good, but | know some have also alove for money and glory like every other
hardened adventurer.

The people of Furmenglaive also have their own particular celebrations during the year besides those
commonly acknowledged in other Thyatian dominions. The strangest two are the Awakening (also called “D”
Day) and the Night of Whispered Curses. Thefirst one (Eirmont 23™) commemorates the first major victory of the
forces of Goodness against the Prince of Darkness, which led to the end of the Shadow Y ears of Furmenglaive
(AC 500-540) and to the formation of the first companies of hunters. It isalso called “D” Day because according
to the ancient version of the legend, it was the famed dhampir “D” (the first of its kind) who was responsible for
the defeat of the evil forces of Darkness. The Night of Whispered Curses (Kaldmont 13" is said to be the
moment of the year when the powers of the witches and of all the servants of the Prince of Darkness (or the Dark
Mother according to others) are at their peak. For this reason people throughout Furmenglaive meet in large
sanctified halls (temples or even blessed stables) and there they pray for the whole night to the good Immortals,
trying to fend off the evil curses of the witches and protect themselves from the Darkness' powers.

Recent History

Furmenglaiveisruled by Count Phileus Furmenglaive and hiswife Lyra, who managed to reclaim their dominion
after the Alphatians captured it during the war in AC 1006. The province itself is quite old, and was founded in
AC 500 by the great grandfather of the current ruler, Magnus Furmenglaive, a powerful Thyatian wizard. The
dominion has always been ruled by the Furmenglaive family, even though the inhabitants of the region tell
strange tales about the fate of the former rulers. In fact, many people here believe that the Furmenglaive family is
cursed and that this legacy dates back to Magnus'stime. Persistent rumors want the current rulers to be cursed
too, even though nobody knows exactly what kind of affliction they’re suffering. However, both Count Phileus
and Countess Lyra fought valiantly against the Alphatian invaders and organized a secret resistance during the
period of the occupation that was able to dispose of more than one hundred Alphatian soldiers who ventured too
far in the moors of the domain. Of al the occupied provinces during the war, Furmenglaive was surely the one
that gave less benefits to the Alphatians and the first one they left (some say in ahurry) after the end of the war.

Don’t Miss

There aren’t many thingsto visit in Furmenglaive, but if you are really brave and ambitious, you could try to get
an audience with the Sybil. This woman livesin a hidden cave near the northern border of the dominion and is
considered blessed by the Immortals: she is renowned for her prophetic abilities. She lives alonein her cave and
apparently has no contact with the outside world. Many say that she's been living there for more than one
hundred years, for they remember their grandparents talking about the Sybil, but nobody knows for sure who she
really is or how she looks like. The Furmenglaivians are not even sure the Sybil is afemale: they simply use the
female pronoun because they heard others using it in the past. The truth is that nobody has ever seen the Sybil
(according to my sources), so she's surrounded by an aura of great mystery. However, she still livesin her cave
and offers omens and predictions to every person that can find her lair. The visitor must whisper his questions at
the entrance of the cave and the Sybil simply whispers the answer after some time. The problem is that the cave
distorts the voice, and considered that the Sybil also gives very obscure responses, most of the times the pilgrim
cannot really understand the answer. However, as far as the rumors go, the Sybil’ s prophecies have always been
right: she’ sthe true mouth of the Immortals.

Do Miss

I’d say do miss the whole Shadow Coast atogether if you value your soul, but if you want me to be more
explicit, these are a few of the sites you should not venture too far into when you are in Furmenglaive: the Blood
Hill and the Tower of Magnus.

The Blood Hill is a singular haunted place: theater of one of the most bloody battles between Alphatians and
Thyatians during the last century, it is now inhabited by the ghosts of all the soldiers who perished there. The
hill itself is an eerie sight even during daylight, for it is still littered with bones and rusted armors and weapons
belonging to the fallen fighters, and is normally avoided by men and animals alike. By night, the whole hill
becomes alive with screams, sounds of clashing weapons and ghostly figures roaming around. Some people
claim to have witnessed the events from a safe distance and report the sight of whole troops of shadows rising
from the earth and marching against one another, repeating the same moves and suffering the same fate over and
over again. Rumors also tell of unlucky travelers who were so moved by the scene that they tore themselves
apart crying in agony, while others joined the soldiersin their fray and became part of their macabre army.
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The Tower of Magnus is a strange and isolated tower built near the eastern border of the domain and shunned
by the locals. The legend wants it to be Magnus's laboratory, where the first ruler of Furmenglaive researched
arcane lore and made foul pacts with the Forces of Darkness dwelling on the Isle of Dawn. When Magnus
disappeared some 450 years ago, his tower became inaccessible even to hisrelatives, and all the adventurers who
have tried to unveil its secrets have never returned. Some say that Count Magnus still visits it during certain
periods of the year, though nobody knowsit for sure.

GAITY (Baronies of)

Location: Alatian Islands, the Sea of Dawn, southeast of the Isle of Dawn.

Area: 16,960 sq. mi. (43,926 sg. km.).

Population: 13,000.

Language: Thyatian.

Coinage: Emperor (5gp), lucin (gp), asterius (sp), denarius (cp).

Taxes: Each baron imposes different taxes within his dominion.

Government Type No central government. Petty barons compete for the ruling of small dominions.
Industries: None.

Important Figures. None.

Floraand Fauna: Aswith most Alphatian lands, just about any type of creature can be found. However, with
its previous amusement and zoological natures there tends to be an even greater abundance of exotic creatures.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Allstrick.

In all of our visits, our journey to Gaity must have been the best planned. With its anarchist state and presence
of warring Thyatian barons, we had hired a number of Alphatian mercenaries to fill out our ranks. Of course we
also had to secure the services of a sea vessel willing to venture there, and to meet us to take us off island. I'll
also note that our arrival on Gaity was more akin to sneaking in. We landed at night and at a remote section of
beach. In fact, our time spent upon the island was almost game-like as we ran the gamut of dodging patrols and
hostile creatures.

TheLand

Gaity is an island kingdom, part of the Alatians. Theisland is rather unimpressive. lItsterrain is mostly rocky
hills. This hindered our progress, but aided us in providing cover in our travels. Our progression was slow;
many times we had to double back to avoid the various strongholds and patrols of the barons that war for
dominance of the island. We were not always successful in our vigilance, and twice we were forced to seek
refuge amid caves and wait out a nearby patrol. All in all the cat and mouse game proved most exhilarating,
reminding me much of the olden days.

We visited the ruins of Rainbow Park. It was quite sad to bear witness to the resort in such disrepair. Many a
time had | journeyed to its confines, to spend afew days reveling at its attractions. Though now in shambles and
its buildings picked of any valuables, | could still imagine what these constructions had been in their prime. We
even visited the area of the resort that had served as the internment camp for the Alphatian citizens. | dread to
think of the hardships that these people had to endure under their occupiers. It wasin Rainbow Park that we ran
into some trouble. Several previous spectacles decided to try our mettle. However, a flurry of spells and good
steel struck down these beasts and we were no worse for the wear.

We also visited Paganica, the Thyatian-built ex-capital of Gaity. Abandoned after the Treaty of Dawn, Paganica
was a veritable ghost town. We spent the day searching its vacant buildings. We found very little though as the
buildings had long since been picked clean of any valuables, had there been any there in the first place. We did
camp there for several nights, before embarking for our rendezvous with our sailing vessel to remove us from the
island.

The People

ATLASOF THE SEA OF DAWN 89/576



We had little contact with those calling Gaity home. We were quite content to observe from a distance. Most
are Thyatians, alied to one of theisland’s barons. | had neither the time nor the patience to get involved in their
frivolous warring. There are few Alphatians still on the island. Though most were interned and subsequently
transported to Esterhold or some other NACE lands, some Alphatians have returned to Gaity or managed to avoid
deportation. Those Alphatians that we saw appeared to be little more than mercenaries, serving in the forces of
one of the barons. We also saw signs of smugglers, probably working out of Ne er-do-well.

From our encounters with the patrols, we got a good sense of the warring between the barons. Each baron
seems to be seeking an edge, no matter the cost. | also got the impression that the inhabitants have little respect
for their NACE neighbors. | cannot really blame them, asthe NACE has done very little to remedy the situation or
even assert any control over the barons. Which is a shame as interdiction could easily put arest to this power
struggle and reclaim theisland. From what | saw, it would not be too difficult for the NACE to assert its authority
upon the barons. Perhaps the NACE would rather save themselves the trouble and let these amateurs kill each
other off before movingin.

Recent History

Gaity had once been part of the artistry movement to develop the Alatians. For Gaity this effort manifested
itself in the resort town of Rainbow Park. The resort was utterly destroyed by the effects of the sinking and the
Week without Magic. The subsequent Thyatian occupation and colonization efforts saw the Alphatian popul ace
interned in a concentration camp at the ruins of Rainbow Park. There their treatment was less than hospitable
with some 500 perishing from maltreatment. Later, through the efforts of Tristilia and several Alphatian officers
serving in the Thyatian military, these interned Alphatians were freed and transported to Esterhold.

The Treaty of Dawn essentially freed the island. All Thyatian officials and military were removed from the
island. However, the Thyatians sent as colonists remained and have fallen into an anarchist society of petty
barons warring for ultimate control of theisland. Though Gaity iswithin the NACE’ s sphere of influence and well
within its capabilities to retake, the confederacy hasignored the island completely.

Don’t Miss

Strangely enough, Rainbow Park is still the bright spot upon Gaity. Despiteits current state of ruin, thereis still
much there to draw the interests of the casual observer. We could have literally spent days rummaging through
itsruins.

Do Miss

The island is full of danger. One will have to be careful lest they be drawn into the warring of the barons.
Likewise, the island boasts numerous creatures running amuck. With the barons focusing on each other, there
has been little done to quell these marauding monsters. Adventurer types may find opportunity in doing some
monster hunting. Of course they cannot expect the barons to reward them and they may find themselves caught
up in the political messthat is Gaity.

HELSKIR (Kingdom of)

Location: Northern tip of the Isle of Dawn, north of Westrourke and northwest of the province of Dunadale.
Area: 8,980 sg. mi. (23,258 sq. km.).

Population: 40,000.

Languages. Thyatian (Redstone dialect), Alphatian (Hillvale dialect).

Coinage: Emperor (5 gp), lucin (gp), asterius (sp), denarius (cp). Alphatian coins are also very common:
crown (gp), mirror (sp), judge (cp).

Taxes: 20% income tax, collected 4 timesayear (Va. 1, Ya 1, Fy. 3, and Ei. 1). 5% salestax on all items except
food and clothing.

Government Type Independent monarchy with formality tiesto the Empire of Thyatis.
Industries. Trade and fishing.

Important Figures: Eruul Zaar (King, human, male, F18), Asteriela Torion (Queen, human, female, M12).
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Flora and Fauna: Standard for its climate, notably herds of sheep and goats. Dangerous monsters include
goblinoids and bandits that are common throughout the Isle of Dawn. Giant lizards and other unknown monsters
inhabit the Demeran’s Moor.

Further Reading: M5 Talons of Night, Dawn of the Emperors boxed set, previous almanacs.
Description by Vivianna Romanones.

Helskir was the first autonomous kingdom to be accepted into the Empire of Thyatis. As such, the king and
queen of the land have greater control over the laws than in normal Thyatian dominions, even to the point where
they can overrule Thyatian imperial law, though they have yet to adopt Alphatian custom and reduce Citizens to
the status of subjects and chattel. Helskir does not send taxes to the imperial treasury, and its troops are under
roya control, kept distinct from the imperial forces, though they liaison with imperial officials who protect the
kingdom from external attack (by, for example, the NACE or the Heldannic Knights). In all respects, it is an
independent nation with only formal ties to the empire. Only if the emperor himself declares war on another
nation must Helskir participate in imperia politics and send its troops out to fight alongside the imperial legions.
There has been some friction in the past when Helskiran officers attempted to give commands to imperial troops,
but Emperor Eusebius has made it clear that he will not delegate imperial military authority to a subordinate
nation.

Helskir sends representatives to the Thyatian Imperial Senate, but there is some indication that the kingdom’s
rulers would like to forge closer ties to the NACE aswell. Helskir has always been a border nation, and seems to
be trying to play both sides again. It is difficult to discern where the kingdom’s loyalties truly lie, but if the
history of Zaar and Asterielaare any judge, it iswith themselves only.

Is this in fact the start of a new age for the Empire of Thyatis? Is the chain of command among the nobility
being destroyed and replaced with this new form of government? | can’t help but noticing that independent
kingdoms loosely allied together with an emperor in charge of only the military and foreign affairs sounds way too
much like the Empire of Alphatia. Isit a better system? | personally don’t think so, as each nation has its own
armies, and it makes coordinating military activities extremely difficult. Still, I'm awarrior and not a politician, so
I’ll let our leaders decide what will become of our empire.

TheLand

Helskir is a very small kingdom that has been oriented more towards the sea and fishing than the land
throughout its history. This is starting to change somewhat as new immigrants begin to put the fertile coastal
lowlandsto agricultural use, and food exportsto the Thyatian mainland areincreasing. These trade tieswill serve
to forge strong bonds to the empire, regardless of the whims of Helskir’ sfickle rulers.

The southwestern borders of the kingdom end at fog-shrouded Demeran’s Moor. Various bandits, goblinoids,
and lizard-monsters make their lairs in the moor, and sally forth to strike passersby, using the fog to hide their
movements. Both royal and imperial patrols have increased in this area of late, in order to contain this menace.

The southeastern borders of the land are rocky and unsuitable for farming, and thus are only sparsely
inhabited. Insular clans of Helskirans do herd goatsin this area, but preferring their privacy they do not welcome
wandering strangers quickly. Further past the border into Dunadale, the land rises higher and higher until it
finally drops several hundred meters and becomes the Herdane Escarpment. Though this natural featureiswithin
the borders of Dunadale, patrols of Helskir often go as far as the escarpment, pursuing bandits and humanoidsin
cooperation with imperial forces.

The city of Helskir itself is growing rapidly. New city walls have been built to better defend this vital port, and
Helskir is becoming one of the major trade centers of this region of the world. Strategically sited buildings,
warehouses, and markets also have palisades protecting them. Helskir has a deep harbor, able to accommodate
many shipsin its docks, afact that has helped them achieve their seafaring success.

The People

Helskirans are a freedom loving, self-sufficient people, who prefer to handle things themselves rather than
relying upon their government for help. Helskir has changed from Thyatian to Alphatian rulership and vice-versa
so many times that Helskirans have lost count. Regardless of which empire Helskir has belonged to, Eruul Zaar
has remained the ruler of thistown, shifting hisloyalties with thewind.

Most Helskirans are of Alphatian descent, but severed all ties to the despotic Empire of Alphatia. Until
recently, many feared that Helskir would be the first place to be destroyed should the two empires go to war. The
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natural and easy infidelity of Zaar ironically spared Helskir from the destruction of the Great War and its
aftermath, shifting affiliations whichever way the wind blows. This has given the people prosperity, but at the
expense of respect for their rulers—they know the political folly of Zaar and Asteriela led ultimately to Helskir
standing alone against raiders from Ostland and Heldann. Many Helskirans suffered great losses during these
raids, and the resulting popular pressure forced the royal couple to restore ties to Thyatis in order to salvage the
prosperity they had gained by sacrificing honor to profits. Helskirans now look forward to a bright future, hoping
for some political stability. It isnot clear their rulers will grant them that, though, as there have been rumors of
secret talks with representatives of the NACE, which could spark yet another border war over control of this
nation.

Recent History

Helskir is a young nation for this region of long-established civilization. For many centuries Helskir was
nothing more than a sleepy, peaceful community of fisherman. Then Eruul Zaar, the son of afamous Isle of Dawn
bandit lord, seized control with a group of followers just over 40 years ago. He attracted new settlement by
promising to curtail the danger of piracy and brigandage in the region. This he did, in part by incorporating the
bandits loyal to him into Helskir’s army, and in part by using his personal knowledge of bandit hideouts to root
out those bands which wouldn’t pledge loyalty to him. Via this sort of method he succeeded in attracting
settlers, and brought Helskir, for good and ill, to the stateit isin today. When the fishing trade started to become
lucrative, both the Empires of Thyatis and Alphatia began to take greater interest in the area, and both have
claimed it numerous times. Eruul Zaar shifted his loyalties to whomever he thought would grant him greater
advantage at any one time, claiming to derive his legitimacy as ruler from whoever was in charge at any given
moment, but in essence being little more than a jumped-up bandit chieftain. He let the armies fight for rulership
outside of town and obsequiously pledged loyalty to whoever won the battle. Hence, whenever Helskir changed
empires, Zaar still remained the ruler of the town, useful to both empires. With all this shuffling around and
battles for the small town, it is no wonder that most Helskirans feared the future—often the town would near a
state of prosperity, then be suddenly depopulated and devastated again. Zaar, charming and charismatic,
persuaded the people that their struggles were the fault of outsiders (whichever empire was out of his favor at
any given time) and that they needed his authority in order to rebuild. Meanwhile other nations on the isle, with
less fickle rulership, were usually spared the strife Zaar's folly visited on Helskir. The Great War, which left
Helskir intact while devastating the rest of the island seemed to change that pattern, until the raiders arrived to
strip the people of their hopes.

In AC 994, Helskir served as the neutral meeting grounds to discuss future expansions for both empires. Hotly
contested were the lands of Norwold, recently granted[that is, in AC 990. Ed.] to Ericall, son of Empress Eriadna
of Alphatia. Infact, Emperor Thincol and Empress Eriadna themselves both appeared at this meeting, only to be
kidnapped by forces of Alphaks. Brave adventurers ventured to the Great Escarpment to rescue the two rulers.
There they faced the intelligent spiders that are now plaguing the southern Isle of Dawn once more [this heroic
quest is often told by bards; just ask themto tell you about the M5 Talons of Night adventure. Ed.]. In the end,
King Ericall retained histitle over Norwold.

In AC 1008, during the heat of the battle for the Isle of Dawn, Eruul Zaar married Asteriela Torion, daughter of
the Emperor of Thyatis, and was declared King of Helskir by the Empress of Alphatia. Thyatis was forced to
recognize the kingship in AC 1009 when it signed a peace treaty with Alphatia, shortly before the hubris and
aggression of the Alphatians resulted in their destruction.

Helskir remained independent until AC 1012, when it voluntarily rejoined the Empire of Thyatis following years
of destructive raids and fear of invasion from Thothia, Heldann, or any other power seeking to take advantage of
the kingdom’ sisolation. Emperor Eusebius agreed that the ties between Helskir and Thyatis would be limited and
that Helskir would in remain an autonomous nation, a protectorate of the empire.

Don’t Miss

There is not much to see in Helskir proper, except for the lighthouse that guides ships to the safe deep-water
harbor. This building isagood 15 stories in height, and its base must be at least 15 meters. A huge magical fire
lights the top of this tower, and this reportedly alows ships to spot it from at least 150 kilometers (100 miles)
away. This is one of the largest lighthouses known in the world, shorter only than those at the entrances of
Vanya s Girdle. Mirrorsaim the light out toward the sea, guiding shipsto Helskir’ s harbor. Lately, the lighthouse
has al so served as awatchtower, warning of approaching raiders.

The market of Helskir is also apopular place for merchants and off-duty soldiers. Here one can find goods from
all around the world. Almost all shipsthat sail the Alphatian Sea or Sea of Dawn has probably stopped in Helskir
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at one point. Lately a brisk gray-market trade in goods “recovered” from the sunken continent of Alphatia has
sprung up. Although Thyatian coins are the standard for this kingdom, merchants in the markets of Helskir
accept coins from almost any nation.

KENDACH (County of)

Location: Center of the neck of the Isle of Dawn, between East and West Portage.
Area: 6,285 sq. mi. (26,278 sq. km.).

Population: 40,000, including 5,000 in the capital of Kendach.

Languages. Thyatian (Redstone dialect), Alphatian (Hillvale dialect).

Coinage: Emperor (5 gp), lucin (gp), asterius (sp), denarius (cp). Alphatian coins are also very common:
crown (gp), mirror (sp), judge (cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. 5% imperia salestax on all goods except food and clothing.

Government Type: Dominion under the jurisdiction of the Empire of Thyatis.
Industries: Agriculture, trade (especially portage of goods from West Portage to East Portage).
Important Figures: Marie Kendach (Countess, human, female, F9).

Floraand Fauna: This Thyatian provinces has the normal animals and plants found for lands of their climate
and weather (which are too numerousto all list here).

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Demetius Vannopolus.

This small county is located at the neck of the Isle of Dawn, roughly southeast of West Portage. The settled
part of Kendach is mainly fertile farmlands. The southern edge of the county is in fact dominated by marshy
wetlands where goblinoids and bandits are known to make their camps. Kendach has always been heavily
defended, generally against the Alphatians but lately patrols have increased in the south, to deter raids by the
creatures of the Great Escarpment. The fortifications are in top condition, and the town has centered its industry
on entertaining the military and provisioning tradesmen and travelers on the Crossdawn Road. The citadel of
Kendach itself isalarge, imposing structure, second on the isle only to Redstone in size and strength.

The People

As a frontier county, Kendach suffered heavily during the Great War. The arrival of thousands of colonists
from the mainland has replaced these losses and more. The town bustles with new life and enterprise. Contrary
to previous inaccurate reports, the Kendach plateau still falls under the jurisdiction of the countess, but is
unsettled. Somein town think there might be minerals worth developing in the plateau, but no one has done afull
geological survey yet.

MERIDIONA (Provincia)

Location: Southwestern coast of Isle of Dawn.

Area: 92,035 sg. mi. (238,371 9. km.).

Population: 10,000 including Furmenglaive (2,000) and Caerdwicca (1,000).
Languages. Thyatian (Redstone dialect), Alphatian (Hillvale dialect).

Coinage: Emperor (5gp), lucin (gp), asterius (sp), denarius (cp). Alphatian coins are also very common:
crown (gp), mirror (sp), judge (cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. 5% imperial salestax on all transactions.

Government Type: Dominion under thejurisdiction of the Empire of Thyatis.
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Industries: Agriculture, fishing, sheep.

Important Figures. Phileus Furmenglaive (Count of Furmenglaive, human werewolf, mae, F20), Lyra
Furmenglaive (Countess of Furmenglaive, human werewolf, female, P20 of Protius), Uthgaard McRhomaag (Baron
of Caerdwicca, human, male, F16).

Floraand Fauna: The province has normal animals and plants found for lands of tropical plains, hillsand forest
(which are too numerousto all list here). Most of the province is wilderness, and almost any type of monster can
befound inits depths.

Further Reading: M5 Talons of Night, Dawn of the Emperors boxed Set, previous almanacs.
Description by Stefania Torion.

The Province of Meridiona is amost entirely untamed wilderness. Only the sparsely settled Barony of
Caerdwiccaand County of Furmenglaive have seen any real development. Caerdwicca subsists by herding sheep
and privateering. Agriculture and fisheries support the people of Furmenglaive. This areawas largely left to its
own devices until recently, with imperial colonization centered upon developing the northern and central sections
of the Isle of Dawn. The Great War almost completely bypassed this area, though the privateers of Caerdwicca
and the pirates of Ne' er-do-well clashed fiercely at sea.

The People

The people of Meridiona have been close-knit and insular. Rumors of evil wizards and lycanthropes in the
wilds of Furmenglaive have limited immigration there, and the people of Caerdwicca only welcome those with
their, shall we say, unique enterprising spirit. The northern area is untamed and largely unexplored, with only a
few wandering hermit types calling it home. This may change in the future as the recent colonization wave
continues and more of the empireis developed and settled. Some stalwart immigrants have already increased the
settlement of Caerdwiccaand Furmenglaive.

NE’ER-DO-WELL (Kingdom of)
Location: Seaof Dawn, southwest of the |sle of Dawn, north of the Pearl |slands.

Area: 21,699 sg. mi. (56,200 sg. km.), including Greater N€ er-do-well 17,958 sq. mi. (46,511 sq. km.) and lesser
N€ er-do-wdl 3,741 sg. mi. (9,689 sq. km.).

Population: 25,000, including Crossroads (5,000).
Languages. Alphatian, many other languages.
Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: Kleptocracy; officially no taxes are levied, the nation’ sincome is derived from the proceeds of thievery.
10% goes to the imperial treasury.

Government Type. Monarchy heavily influenced by the thieves' guild, formerly belonging to the Alphatian
Empire.

Industries: Fishing, smuggling, piracy, light agriculture (consisting mainly of people buying the farm),
extortion, prostitution, gambling.

Important Figures: Koryn the Harpist (King, human, male, T20).

Floraand Fauna: Because of the failure of the Zoo on Aegos long ago and the recent rel ease of monsters from
Gaity, creatures of any sort can be found here.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Vivianna Romanones.

This pair of none-too-fertile islands has what can only be described as a unique form of government, perhaps
possible only within Alphatia’ s “anything goes” tradition. Hereis a naked kleptocracy, a haven for pickpockets,
smugglers, pirates, extortionists, and “normal honest criminals,” governing the island through the institutions of
organized crime. Here is individualism at its most extreme, where people openly use others to their own ends
without regard for a common interest. It is said that the people of N€e' er-do-well have yet to find a culture they
cannot corrupt or profit from. Ne'er-do-well is alternately “friendly to the world” and akin to a disease, needing
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the normal nations of the region to do the real work of providing order and civilization but feeding off them.
Lately pirates based in N€e' er-do-well have had a field day; the breakdown of central authority allowed them to
raid at will, and only recently with the rise of the Thyatian and NACE influence have their appetites been curbed.
Still, they prey on shipping in the region, especially near the Pearl |slands and even Ochalea.

OCHALEA (Kingdom of)

Location: Island south of the Isle of Dawn, north of the Jungle Coast, west of the Pearl Islands and southwest
of the Alatian Islands.

Area: 190,054 sq. mi. (492,240 sq. km.).

Population: 125,000, including 50,000 in the capital Beitung.

Languages. Alphatian (Ochalean dialect), Thyatian (Ochalean dialect).

Coinage: King (ak.a. teng, 5 gp), one (gp), tenth (sp), hundredth (cp); Ochalean coins are octagonal with
square holesin the middle.

Taxes: 15% income tax, inheritance tax of 10%.

Government Type Monarchy.

Industries: Agriculture (wheat and rice), textiles (silk).

Important Figures. Teng Lin-Dieu (King, human, male, P20 of Koryis).

Flora and Fauna: Ochalea is mostly free of monsters. Dangerous creatures encountered include ghouls,
weretigers, tigers, panthers and the rare purple worm. Also common are sheep, goats, and snakes. Intelligent
monsters would include ogres (many who know magic and are often called ogre-magi), while lupins and rakasta
often roam the Grasslands of Chi.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Kalitoru Nuar.

Ochalea be a strange land indeed, with customs unlike dose found anywhere else in de world. Even der
architecture is unique, with der tiered an’ slanted roofs and strange, sliding doors made out of what appearsto be
paper [| doubt they are made of paper, but | left this here because that is what the writer believes. Ed.]. A small
bamboo fence be surroundin’ deir houses. Stepping stones lead around de houses to a little garden with a few
treesan’ perhaps a shrubbery or two. Even der gardens are designed to give afeelin’ of quiet and peace.

TheLand

Ochalea be anisland kingdom, just like the Pearl Islands, mohn. But disisland is not rich in farmlands and palm
trees like Nuar. It be arocky place, with large uneven hills everywhere. Dese hills once be volcanoes, but are
now completely inactive and have been so for de past hundreds of years.

In de valleys between de hills, however, dere be another story. Water rolls down de hills, mohn, creatin’ rivers
dat make fertile lands. De Shino-Gawa River be de largest of dem crossing almost de entire nation, mohn. It start
from de hills around de town of Wongzhao Tsushao, den moves down to de lake around de town of Chungkiang
Li. From dislake, delargest one in Ochalea, de Shino-Gawa den pours into de Sea of Dawn several days walking
away. All along dis river are forests and very productive farmlands. Dey be so productive dat dey be makin’
enough food to feed everyone in de kingdom an’ even export some out to oder nations.

Dere also be two huge grasslands steppes on de island. One, on de western shore, is also de location of
Beitung, de capital city. De oder, called de Grasslands of Chi, covers de soudern shore of Ochalea. De most
soudern portion of deflat terrain is actually atropical jungle, mohn, mostly due to de souderly ocean currents dat
warm its shores.

The People

Ochaleans are Alphatian an’ be having de same coppery skin as all de oder Alphatians. Dey usually have dark
brown hair, an’ eyes vary from brown to amber or golden. Finefacial features are very common.

ATLASOF THE SEA OF DAWN 95/576



Ochaleans are a peaceful bunch, satisfied with de status quo instead of seekin’ to improve themselves. Dey be
very scholarly, doing alot of research an’ educatin’ der people. Many claim dey be de dird most educated nation
in deworld, only behind Glantri an’ Darokin, wherever dose places be.

De philosophies of Koryis, de Immortal of peace an’ prosperity, have made de Ochaleans very quiet and
reserved. Dey be extremely polite, mohn, an’ often dings that everyone else do are considered rude here in
Ochalea. Trueto dewaysof Koryis, all arguments are settled peacefully drough negotiation.

Ochaleans believe in de equality of all men, an’ der king be treated no differently den any of de peasants that
work on de farms. Women, on de oder hand, be treated as inferiors. Der husbands decide der every fate, mohn,
an’ girls are often items to be negotiated away for pre-arranged marriages instead of children to be loved and
dought to live der own lives.

One strange custom of de Ochaleans involves der greeting. Dey be seemin’ to like kissin’ each other,
regardless of gender. It be not uncommon to seeaman kissin’ aman, or awoman kissin’ another woman. An’ dis
be a full kiss on de moud, mohn, not on de cheek. This appears to be der medod of handshaking dat be common
in derest of deworld. Der be no romantic connotationsinvolved in der greeting kisses.

Recent History

Not much be happening in dis land over de years. In AC 1007, Ochalea declared der independence from
Thyatiswid de Pearl Islands, succeeding danks to de war Thyatis wasin against Alphatia.

Recently, uncovered scrolls have stirred up a big debate between der scholars, mohn. De scrolls seem to
indicate dat de Ochalean architecture be not from Alphatians but from a race previously living on de Alphatian
continent before dey arrived from der own world. Dis oder race was displaced to de island of Ochalea along with
oder Alphatian undesirables [ mainly non-spellcasters, that is. Ed.] where dey created der own culture. De
Alphatians seem to have dominated in terms of appearance, since no oder racial traits are visible among dem, but
it is de philosophies an’ architecture of dis mysterious race dat have dominated Ochalea ever since. Scholars
believe de other race be from de land of Skothar and might actually be de same as de ancestors of de Nuari of de
Pearl Islands. Would dis not be an interesting development, mohn.

Don’t Miss

De architecture is unique droughout de world, mohn, so Ochalea deserves avisit by any tourist. 1t be aland of
beauty, one definitely word seeing. An’ they be havin’ an interesting culture as well, wordy of study as any oder.

PEARL ISLANDS (Kingdom of the)

Location: South and east of Ochalea, south of the Alatian Islands, north of the Jungle Coast of Davania.
Area: 119,719 sq. mi. (310,072 sq. km.).

Population: 100,000.

Languages. Nuari (believed to be adialect of Tanagoro), Thyatian (Nuari dialect).

Coinage: None (they use barter), although Thyatian coins are mostly used for and by foreigners. emperor (5
gp), lucin (gp), asterius (sp), denarius (cp).

Taxes: None, peoplework freely to improve their nation when the king needs the help.
Government Type Monarchy.

Industries: Pearl diving, jewelry making, and export of tropical fruits.

Important Figures: Nurokidu Nuar (King, human, male, T20).

Floraand Fauna: Mainly dominated by fruit-bearing tropical trees and hardy grasses. Animals include cattle
and horse imported from Thyatis. Giant lizards (draco) are also common, as are many sea creatures in the
surrounding waters.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Kalitoru Nuar.

Ah, my homeland be de subject of disentry, and | be proud to giveit to ye, mohn.
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TheLand

De Pearl Idlands, as dey be called by Thyatians, be a series of islands found where de Sea of Dawn meets de
Bellissarian Sea. Dere be five large islands and several hundred smaller ones usually not found on any map. De
islands be volcanicin origin, an’ afew be still active. De volcanic mountains can be seen on every island.

From de shores to de slopes of de mountains, tropical forests are everywhere. From dese forests come al de
wonderful fruits that will delight everyone's stomach. Not many animals be livin' in de woods, eider. One only
needs to watch out for de famous draco lizards. Streams collect de runoff waters from de mountains and bring
dem back down to de ocean.

Of de five mgjor island, only Nuar be large enough to actually have rivers an’ even alake. Der be also many
clearings dat are dominated by grasslands. Dwair, Puir, Tuar, and Kuir have neider rivers nor grasslands, and
neider do al de oder smaller islands.

The People

We, de Nuari as we call ourselves, be an energetic people who always strive to do de best we can, mohn. We
be fierce fighters yet also great philosophers. We believe in individual excellence in everyding we do, wheder it
be warfare, the arts, deology, or magic. Nowhere can ye find better sailors or scouts dan here on the Pearl
Islands.

It be believed dat de Nuari be descendants of Tanagoro colonists from long ago. Ancient scrolls claim dat we
once be a matriarchal society, but now men an’ women are treated equally. We have black skin, brown or black
hair and eyes. Nuari betaller dan de average Thyatian, but we also be |eaner.

De Nuari believe dat everyone is equal an’ everyone has de potential to be great. We derefore be nice to
everyone, an’ expect de same in return. Upon meeting a stranger, Nuari present dem with a small gift, usually a
pretty colored shell or stone. De stranger be expected to return a similar gift before de day is over, an’ to do
oderwise be asign of dislikin’ de person.

Onethin’ dat be shockin’ most visitor be our lack of concern for wearin’ clodin’. We be born widout clodes, so
why should we be forced to wear dem at al times, mohn. It be strange how oder cultures believe dat not wearin’
clodesisunnatural. What could be more natural dan de way we be born?

Recent History

Aswid Ochalea, de Pearl Islands do not have much of a history to tell for de past few years. In AC 1007, we be
declarin’ our independence from Thyatis, an’ have held on to it since. Now, we be livin’ peacefully on our own
since den.

Wid de departure of de Thyatian Navy, de town of Seagirt be mostly abandoned now. De king be ruling from
dere mainly because it be de sight of de palace, an’ it be de only town with stone buildings an’ awall around it.
Most of Seagirt’s people have returned to livin' in simple villageslike derest of de Pearl Islanders.

REDSTONE (County of)

Location: Western spur in the center of the Isle of Dawn, adjacent to Westrourke and West Portage.
Area: 57,864 sq. mi. (149,868 . km.).

Population: 60,000 including 25,000 in the capital of Redstone Castle.

Languages. Thyatian (Redstone dialect), Alphatian (Hillvale dialect).

Coinage: Emperor (5gp), lucin (gp), asterius (sp), denarius (cp). Alphatian coins are also fairly common:
crown (gp), mirror (sp), judge (cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. 5% imperia salestax on all goods except food and clothing.

Government Type: Dominion under the jurisdiction of the Empire of Thyatis.
Industries: Agriculture, fishing, trade.

Important Figures. Anaxibius Torion (Count, human, male, F20), Stefania Torion (Countess, human, female, F5
dual classed to T14).
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Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Stefania Torion.

Redstone was made into a dominion at the end of the Alphatian-Thyatian war in AC 1009. Emperor Thincol
granted the city and the surrounding land to my husband Anaxibius and myself, changing Redstone’s status
from aregion of Westrourke to a county on its own account.

TheLand

This Thyatian dominion is atempestuous land filled with awide variety of landscapes. In the northwestern part
of the county a huge plateau parallels the coastline. This plateau is covered with grasslands known as the
Sutherlands. Herdsmen make their living atop the plateau, trading with the main settlements of the area: Lar and
Vildis. The cliffs of the plateau drop almost vertically into the Western Sea of Dawn. The shore is riddlied with
caves, many of which can only be seen when the tideislow. Thisareaisahaven for pirates and other outlaws,
despite our best efforts to patrol it.

To the northeast lies lush agricultural land, producing food for the county and for the city of Newkirk. The
largest village in the area is Lodar, at a fork in the Lod River near the Carryduff Hills. We are currently
considering turning Lodar into abarony to help better administer the area.

The central area of Redstone County is mostly uninhabited. To the east are the dense forests of Ashton
Woods and Lurben Forest, which are inhabited by giant wolves that sometimes attack travelers. Rumors claim
that dire wolves are controlled by evil fairies. The only safe passage in the area is on the patrolled Westrourke
Road, which goes from Dungannon all the way to the grand duchy.

The west-central region is almost completely wetland, with the two largest swamps being the Fengallen
Marshes and the Kilyleagh Curragh. The areaisinfested with bugbears, and Count Anaxibius often leads patrols
into the region for training. So far, the bugbears have maintained their hold on the region thanks to the special
lizard mounts they use which allow them to cross the swamps quickly.

The southern region of the county is dominated by the Neagh Flats and various hills and ridges [Hills of
Dooagh, Ballydonegan Hills, and the Bastion Ridge. Ed.] . This areais mostly cleared of dangerous monsters,
and many fishing villages aswell as farms are scattered all along the coast.

The People

Redstone is the main training base for the great legions of Thyatis on the Isle of Dawn, resulting in a large
military population. Almost everyone in the military has performed at least one tour of duty at Redstone Castle.
They speak only Thyatian as part of their military discipline. This section of the population is generally young,
confident and brave. During the nights and off-duty, they often become the rowdiest bunch in town. The local
inhabitants are a mixture of Thyatian and Alphatian ethic origins, though all are Thyatian Citizens, and defended
their country valiantly against Alphatian aggression during the recent Great War.

It seems that everywhere you go each village has its own share of ghosts and fairies hidden among the
villagers. Almost everyone can swear on their grandmother’s grave that they’ve seen a ghost or have been
helped or cursed by a fairy. Just look at the names of some of the places. Forest of Sidhes: anyone cares to
guess what was seen there? Let us not forget the leprechauns and their pots of gold. Did | mention that thereis
also a Redstone’s Lough monster? Suffice to say that no authentic Thyatian explorer, sage, expert or official has
ever seen it.

Don’t Miss

The greatest site in Redstone is Redstone Castleitself. Construction on this enormous fortress began in AC 2,
and was completed at the end of AC 5, though there have been several improvements and renovations since. It
has stood ever since, for over 1,000 years, a marvel of Thyatian engineering. The walls to the castle itself top 50
feet in height, and various towers reach over 100 feet. The tallest spire in the castle, where the court of Redstone
resides, peaks just below 450 feet. This magnificent Thyatian citadel can easily accommodate up to 15,000
soldiers and staff, as well as the mounts for half of them, and hold provisions (stored in underground vaults) for
several years.

Throughout its entire history, Redstone Castle was only conquered once, in the year AC 1007, when it fell to
the Alphatian aggressors. To say Redstone was defeated, however, would be an exaggeration. The commanders
surrendered when the rest of the surrounding territories fell to the Alphatian attackers. And it took the combined
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Alphatian armies of General Bentharzim, General Joshtintan and General Martigan to obtain that result. Redstone
Castle has therefore never been taken by force since its creation.

Visitors to the County of Redstone should patronize its taverns, which the locals call pubs. There, they serve
their ale and whisky, and all tell tall tales of the wee folks and the magic of the fairies. Redstone bagpipers are
talented musicians, and there is a growing trend to add pipes alongside the drums and trumpets of the legions.
The soldiers seem to favor it.

SEPTENTRIONA (Province of)

Location: Northern half of the Shadow Coast, west of the great escarpment on the Isle of Dawn.
Area: 95,775 sq. mi. (248,057 sg. km.).

Population: 10,000 including the town of Laticea (2,000).

Languages. Thyatian (Redstone dialect), Alphatian (Hillvale dialect).

Coinage: Emperor (5 gp), lucin (gp), asterius (sp), denarius (cp). Alphatian coins are also very common:
crown (gp), mirror (sp), judge (cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. 5% imperia salestax on all goods except food and clothing.

Government Type: Dominion under the jurisdiction of the Empire of Thyatis.
Industries: Agriculture, logging. Resourceslargely unknown and undevel oped.
Important Figures. DeiticaBaralius (Governor-General of Septentriona, human, female, F13).

Flora and Fauna: The Thyatian province have the normal animals and plants found for lands of their climate
and weather (which are too numerous to all list here). Many exotic monsters can be found within its wilderness
areas. The Province of Septentriona has also been experiencing raids from the araneas of the Great Escarpment.

Further Reading: M5 Talons of Night, Dawn of the Emperors boxed set, previous almanacs.
Description by Vivianna Romanones.

Like Meridiona south of it, the northern section of the Shadow Coast is largely wilderness. Some few small
towns have developed here, but mainly as posts for military patrols rather than civil life. This administrative
district has yet to become a part of the emperor's colonization plans, and remains an imperia preserve.
Untouched by the recent war, but rumored to be infested with monsters, it remains available for future land grants
by the emperor to reward faithful service.

The People

A few hardy souls live here, most of them attached to or serving the military. Some few rove the interior,
engaging in logging or searching for rarities. Thisisadangerous area, however, and most of the “ people” here—
uncounted in the above numbers—are monsters.

Don’t Miss

The forests are darkly beautiful, dense and wild as the Canolbarth was before its twisting. But it is as
dangerous as that wood after the coming of the Shadow Elves. Not a place for vacationers from Darokin, but
brave and stalwart citizens will find much to invigorate their spirits here.

THOTHIA (Kingdom of)

Location: Southeastern end of the Isle of Dawn, north of Caerdwiccaand east of Provincia Septentriona.

Area: 458,157 sg. mi. (1,186,627 sq. km.), 95,277 sq. mi. (246,767 sq. km.) for Thothia proper and another 362,880
sg. mi. (939,839 sq. km.) for the Thothian Plateau.

Population: 80,000.
Languages: Nithian (Thothian dialect), Alphatian (Thothian dialect, official language).
Coinage: Crown (gp), mirror (sp), judge (cp).
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Taxes. 15% income tax, collected yearly.

Government Type: Semiautonomous monarchy owing loyalty to the NACE.
Industries: Agriculture, fishing and trade.

Important Figures. Ramenhotep XXIV (Pharaoh, human, male, P10 of Rathanos).

Flora and Fauna: In mainland Thothia, standard desert wildlife can be found. Also, various undead and
golems/statues protect the numerous ruins and tombs lost beneath the sands. On the Thothian Plateau, the exact
wildlifeisstill relatively unknown, but thereis a known presence of phanatons, centaurs, treants, and araneas.

Further Reading: M5 Talons of Night, Dawn of the Emperors boxed set, previous almanacs.
Description by Kalitoru Nuar.

Thothia be a place worth visitin’ if ye be havin’ de time an’ de money. Sure, mohn, dey be treatin’ non-
Alphatians like uncivilized barbarians, but at least dey don’t complain when ye show dem yer gold. Wid de
proper money, ye be enjoyin’ yer stay, no matter how barbaric dey think ye are, mohn.

TheLand

Thothia be mainly one large desert, noding like our home island of Nuar. Y et dere be farmin’ land aswell. Most
of dem be along de Aurora River, especialy in de fertile delta at de river moud. De desert be very inhospitable,
mohn, and | be advising ye not to go unless ye be well trained in surviving in such dry place, our dat ye have a
good guide. De desert isfilled with large, triangular buildings dey call pyramids, which serve to house der dead.
It be an expensive way to bury dem, but it comesin real handy when dey be needin’ to raise dem al to fight in deir
army, as dey did against Thyatis a few years ago. It be a scary sight to see skeletons and zombies charging
against ye, mohn.

The soudeastern most edge of de kingdom be a dry grassland where a few herders dwell, but dey be mostly
scarce. Instead, de grassland be de home of de cat-people called rakasta [ of the msongo or fast runner race. Ed.]
who run around an’ hunt for food. De rakasta be not considered to be citizens of Thothia, yet de nobles often
usedem in der armiesor as pets. | don’t bethinkin’ dat de rakastalike disdeal, but it seems dat dere be too few of
dem to do anydin’ about it.

Not much be known about de Thothian Plateau. Most who go dere don’t come back, and dose dat do claim dey
be attacked by giant spiders call araneas by de locals. De plateau seems to be heavily forested, a sharp contrast
to de desert and grassland of Thothia down below.

The People

Thothians be a strange bunch, mohn. Dey call themselves civilized, yet refuse to deal with other cultures. | be
thinkin’ that talkin’ to others be what make ye civilized, mohn. Dey be small people, wid a brownish skin and red
hair, although mainy Alphatians have fled here since de war and have now mingled wid dem.

De Thothians have a deep respect for de dead, an’ any form of grave robbin’ be a capital offense here. | have
aways believed in lettin’ de dead go, so | can agree wid dis law. Dis respect comes from der religion toward de
Immortal Rathanos. In fact, der king, called a pharaoh, must be a priest of Rathanos. | guess dis be makin’
Thothiaa deocracy of sorts. Who really knows, mohn.

Dere be anoder religion in Thothia, although dis one be widout any Immortal. A game called de Spider’s Web
be holy to dem, but de pharaoh not be likin’ dis game. He be tryin’ to get his people to abandon it, and de
mysticism dat be goin’ wid it. Dis has someding to do wid de pharaoh’ s fader, Ramenhotep X X111, who was bein’
controlled by a spider demon. It seems dat he be overthrown by adventurers, mohn, just before the turn of de
century [we believe it was circa AC 1000, but thisis yet unconfirmed. Ed.], and de new pharaoh doesn’t want
dem spiders back. Could dey be related to dem araneas on the plateau? Who knows, mohn, but | wouldn’t take a
chance either.

Recent History

Thothia prefers to be left alone, mohn, so dey not be influencin’ de world much. Of course, when Thyatis
invaded dem after Alphatia sank, de pharaoh showed dem Thyatians just how much dey be wantin’ to be alone.
Dey animated most of der dead and sent dem off to defeat de invaders. | be thinkin’ dat de sight of de undead
alone was enough to rout de Thyatians. Add magical statues and golems into de group, and ye be seein’ dat
Thothia be powerful indeed mohn.
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Dey conquered lands dat were originally Alphatian until dere be a peace treaty between Thothia and Thyatis.
Dis Treaty of Dawn, as some call it, defined what territories belonged to Alphatia and which would be given to
Thyatis. Init, Thothiawas granted control of the Great Escarpment, now called de Thothian Plateau. Soon after,
Thothiabe joinin’ de New Alphatian Confederate Empire, re-establishin’ itsloyalties to de empress.

Since den, not much has happened. Except for on de plateau. De Thyatian colonists dere have been fleein’ into
mainland Thothia, askin’ for help against the araneas that live dere. Thothia does not care much about dem
Thyatians left on der land, but now de spider monsters actually be raidin’ into Thothia proper. Many believe dat
Ramenhotep XXIV will be doin’ somethin’ about it soon, mohn.

Don’t Miss

For a Nuari, dere be nothin’ here to miss. Come and seeit all, mohn. De pyramids are examples of spectacular
engineerin’, mohn, an’ de statues of sphinxes an’ oder such monuments are larger dan ye would dink possible to
create. De culture be different too, an’ word learning about. | must say, | be enjoyin’ that Spider’s Web game,
too.

TRIKELIOS (City-State of)

Location: Isle of Dawn, east of Brun, southwest of the New Alphatian Sea.

Area: 17,960 sq. mi. (46,516 sg. km.).

Population: 70,000 (25,000 in the city of Trikelios).

Language: Alphatian (Hillvale and Thothian dialects), Thyatian (Redstone dialect), Nithian (Thothian dialect).

Coinage: Crown (gp), mirror (sp), judge (cp). Thyatian coins are also very common: emperor (5 gp), lucin
(gp), asterius (sp), denarius (cp).

Taxes: 20% on everyone of servant status or higher and an import tax of 1% (NACE kingdoms and Karameikos
excluded). 10% obligation to the imperial treasuries deferred due to rebuilding. Trikelios also benefits from
imperial funding to aid in itsrebuilding.

Government Type Semiautonomous monarchy owing loyalty to the NACE.
Industries: Shipbuilding, reconstruction, agriculture.
Important Figures: Stillian (Queen, human, female, M 19).

Flora and Fauna: With the Great Escarpment so close and the destruction brought about by war, there are
numerous creatures running about the kingdom. Likewise, numerous undead formerly under Thothian control are
running loose.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Allstrick.

Admittedly, we almost did not venture to Trikelios. We had planned to board ship at Ekto to travel to the
Alatians. However, circumstances made this unlikely and we were forced to venture down the coast to Trikelios
to secure passage. | had a definite sense of dread at going to the kingdom asit held some old bad feelings for me.
But those events occurred decades ago, perhaps matters had been forgotten.

TheLand

Trikelios is located on the eastern coast of the central portion of the Isle of Dawn. The kingdom boasts an
abundance of fertile farmland. Paramount to the kingdom is the capital city of Trikelios. Nestled upon the bank of
the isle's larger rivers, it has free access to the Sea of Dawn. Not surprisingly, Trikelios has strong connections
tothe sea. Beforethe Great War it was known as one of the empire’ s shipbuilding giants.

The kingdom still bears the scars of the battles that followed the Great War. Like its neighbor Ekto, the locals
arerebuilding. Their progress seems to be quite steady. In particular the city’s shipyards are being given great
attention. They are even building ships, though at a reduced capacity because of the still unfinished shipyards.
That’ s the general status of the whole rebuilding process. Things are functional, but not quite finished. At least
they have recognized their priorities. Timewill alow for the finer thingsto be added later.

The People
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Trikelios has traditionally been Alphatian and its populace is predominantly Alphatian. Thereis also asizable
Thothian minority present. Also, one will notice aminor Thyatian presence. | was surprised that any Thyatians
remained there. Intermarriages between Alphatians and Thyatians are not uncommon on theisle, so | guess some
would remain due to such family ties.

The people of Trikelios have always been a hard working lot. This is even more so today as they strive to
regain their city’s former glory. The sounds of construction can be heard from dawn till dusk, halting during the
midday for ameal. Itisabit annoying but one does get use to it after afew days. Most of the locals swear that
they do not even noticeit. In fact, they do not notice much. Most seem completely focused upon their present
work.

Recent History

Trikelios had been one of the Thothians' settlements until coming into the Alphatian fold. Under Alphatian
rule the city had prospered with its shipbuilding. After the Great War Trikelios was occupied for a time by the
Thyatians. Thothian intervention wrested the city from its occupiers, nearly destroying the city in the process.
With the signing of the Treaty of Dawn, Trikelios became an independent kingdom with its former ruler, Stillian,
asitsqueen. Not too long afterwards, Trikelios became a member of the NACE.

Don’t Miss

Despite the steady rebuilding, Trikeliosis still in rough shape. Amenities are few, so those seeking luxury may
want to postpone any trips to the city. Thiseffortisin itself worthy of alook over. Alphatian building practices
areinteresting. With a depleted mage pool, magic and manual labor have to be integrated a bit more.

Do Miss

Trikelios has a definite problem with monsters roaming about the land. Most come down from the Great
Escarpment, others are remnants of the battles with the Thyatians. These latter creatures are mostly summoned
creatures, or examples of the undead utilized by the Thothians. Many have broken free of the magical control and
wander about wreaking havoc. Likewise, the sewers that lay beneath the city are a haven for nasty creatures.
With their attentions fully devoted to rebuilding, little effort has been given to dealing with these problems. Of
course notable adventurers may find employment in such duties, though | expect payment would be minimal.

WEST PORTAGE (Barony of)

Location: Western half of the neck of the Isle of Dawn.

Area: 9,977 sq. mi. (25,840 sq. km.).

Population: 10,000, including 5,000 at the capital of West Portage.
Languages. Thyatian (Redstone dialect), Alphatian (Hillvale dialect).

Coinage: Emperor (5 gp), lucin (gp), asterius (sp), denarius (cp). Alphatian coins are also very common:
crown (gp), mirror (sp), judge (cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. 5% imperia salestax on all goods except food and clothing.

Government Type: Dominion under the jurisdiction of the Empire of Thyatis.
Industries: Agriculture, fishing, trade.

Important Figures: Jules Docerius (Captain of the Guard, human, male, F12), Periandra Docerius (Baroness,
human, female, F12).

Floraand Fauna: This Thyatian provinces has the normal animals and plants found for lands of their climate
and weather (which are too numerousto all list here).

Further Reading: M5 Talons of Night, Dawn of the Emperors boxed set, previous almanacs.
Description by Vivianna Romanones.

The community of West Portage, the capital of the province with the same name, is a small but bustling town of
barely 5,000 people, mostly human. Though previous reports described West Portage as poor, this was mainly
due to the results of the recent war and the sack of the town by the Alphatians. West Portage has largely

ATLASOF THE SEA OF DAWN 102/576



recovered, and is prospering from the general increase in trade and prosperity in the region. Many new buildings
are under construction, and old ones have been repaired. Thisyear the baroness started construction on a series
of fortificationsintended to defend the port town.

West Portage thrives because of its position at the neck of the Isle of Dawn. Located on the northern shores of
calm Seawolf Bay, West Portage exists because it lies on the shortest overland pass from this side to the eastern
half of the Isle of Dawn. Those merchants who prefer not to sail all the way around the whole Isle of Dawn can
put in at West Portage and cart their cargoes across to East Portage. Merchants using the overland route are
charged afeein exchange for the service, but it saves time for many traders, and timeis money. Whole ships can
be lifted onto huge wagons and brought across the island. Some wild-eyed dreamers propose the construction of
a canal from time to time, ignoring the difficulty of carving one through the hills and linking two very different
nations. Recently adwarven visitor proposed that such a canal be constructed as atunnel under the hills, rather
than over them, but what do dwarves know of seamanship?

The portage route, known as the Crossdawn Road, was one of the most dangerous places on the isle in recent
years. Increased patrols and the general post-war recovery have lessened this danger considerably, however.
This was the first year in recent memory without a successful raid on a caravan [though there were still
numerous unsuccessful attempts. Ed].

The People

The inhabitants of West Portage are open, cosmopolitan people, busily employed in the resurgent trade. Right
now thereisamost no unemployment, and more hands are needed simply to keep up with the growing traffic.

Because of the presence of rich traders, thievery is high in the town, mainly confidence games. In fact, up until
AC 1009, when Docerius was crowned baroness by Emperor Thincol |, the province of West Portage was
unofficially known as the City of Thieves. Still, despite the rumors, West Portage had previously had a very low
crime rate. Docerius replaced the former ruler, Lareth Kubek, because he failed to deal with the invading
Alphatians, having let the city’s defenses decay. At that point, the thieves came out of the woodwork. It took
the baroness almost 2 years to get things back under control.

Kubek disappeared shortly after being replaced as ruler, and his current whereabouts are still unknown. Some
say he'sthe hidden hand controlling the city’ s thieves.

Most people work either at the docks, or as guards and guides for the Crossdawn Road. Almost all are proud
Thyatians, strongly loyal because of the rights of citizenship that the Alphatian occupiers deny them every time
they invade. Most residents can speak both Thyatian and Alphatian, but are firmly devoted to the former empire.
Captain Jules Docerius, the baroness’'s nephew, leads the town guard. Previous reports of his drinking and
corruption seem to have been greatly exaggerated, for he has been in the forefront of recent effortsto clamp down
onthievery.

Don’t Miss

The main sight worth seeing in West Portage is the marvelous docks. There is a mechanism at the docks that
allows entire sailing ships to be raised onto large wagons. The device, constructed by the gnome Dresel
Ratchethook, isalarge tower at least 10 floorsin height. Dresel calls his machine akrane.

The top floor of the krane consists of solid beams extending out into the air for about 40 feet. Large
counterweights and magic help make sure these beams remain balanced. Attached to the beams are severa
pulleys and ropes, which are lowered down onto the ship and tied to the hull in various places. Over a hundred
horses then pull on the ropes, lifting the ship out of the water and into the air. It is quite a sight to see alarge
sailing ship swinging in the air over the water.

The top of the krane swivels around, powered by steam-driven mechanisms and various cranks and wheels,
until the ship is resting over these large berth-like wagons, also designed by Dresel. The horses then move back,
lowering the ship onto the wagon. Most of the horses are then attached to the berth-wagons, and pull it across
the Isle of Dawn.

WESTROURKE (Grand Duchy of)

Location: Northern section of the Isle of Dawn, south of Helskir, east of the province of Dunadal e and north of
the province of Redstone.

Area: 119,344 sq. mi. (309,101 sq. km.).
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Population: 75,000, including 25,000 in the capital of Newkirk.
Languages: Thyatian (Redstone dialect), Alphatian (Hillvale dialect).

Coinage: Emperor (5 gp), lucin (gp), asterius (sp), denarius (cp). Alphatian coins are also very common:
crown (gp), mirror (sp), judge (cp).

Taxes: 25% income tax collected quarterly (Va. 1, Ya 1, Fy. 3, and Ei. 1). Thyatians abroad must still pay their
taxes. Expensive and magica items are also taxed 25% of their worth. 5% imperial sales tax on all goods except
food and clothing.

Government Type: Formally adominion of the Thyatian Empire, which is asserting independence.
Industries: Agriculture, armor, dies and pigments, and lumber.

Important Figures. Thrainkell Firestorm (Grand Duke, human, male, P(cr)12 of Vanya), Holva Firestorm (Grand
Duchess, human, female, T13).

Flora and Fauna: Standard for its climate, notably herds of sheep and goats. Dangerous monsters include
goblinoids and bandits that are common throughout the Isle of Dawn.

Further Reading: M5 Talons of Night, Dawn of the Emperors boxed set, previous almanacs
Description by Vivianna Romanones.

Once the largest dominion on the Isle of Dawn, Westrourke suffered some territorial loses since the Great War.
However it isstill one of the largest territories, and also one of the most stable and prosperous.

Westrourke has seats in the senate and can defend its borders with its own forces (classified as auxillia by the
imperium), aswell as calling on Thyatian legionsin time of need.

TheLand

Westrourke is blessed with a wide variety of terrain types and towns. The grand duchy is divided into several
dominions.

The Duchy of Newkirk is the duke's own seat of power. Here lies the city of Newkirk, capital of the grand
duchy. The borders of the duchy are bounded by the Southern Kauth Hills, a light forest to the east, and the
grasslands to the north. The Bay of Newkirk is obviously the western border. In fact, the entire coastline is one
large cliff dropping into the waters below, giving the duchy an excellent means of defense from sea reavers of
Ostland. The city of Newkirk is renowned for the excellent chain and plate mail, and the legion often orders in
bulk from their armorers. Thisisthe best-settled and most devel oped region of Westrourke.

The Dust Reaches is a large plateau located about 30 kilometers (20 miles) off the shores north of the Duchy of
Newkirk. This wasteland is overflowing with goblinoids, particularly kobolds and orcs. In fact, many military
excursions are sent to clear them out, but so far with no success. Between the plateau and the Bay of Newkirk are
the Sveikassli Woods. Thisregion is uninhabited.

North of the Dust Reaches you enter the County of Viksdalen. Contained within its borders are Glotta Forest
and the Fyresvatn Bogs. Viksdalen is a magjor trade town, as all overland caravans from the north must pass
through the town to get to Newkirk or beyond. Viksdalen also has a strong military presence, mainly due to the
constant raids of orcs from the Dust Reaches or lizard men from the Fyresvatn Bogs.

Spreading out toward the north and west, around the Bay of Westrourke, are the baronies of Blido, Guddal,
Tromsheim, and Ytre Ystrebo. In fact, each barony is nothing more than a small village of which the baron
controls about 30 kilometers of the land around it (20 miles). The area is well forested and home to many
lumberers and woodsmen. The plains are also fertile and produce enough food to keep Westrourke self-
sufficient.

The County of Nordvik is the largest dominion of Westrourke. This county encompasses all the land around
the Erdals Fjellet River as well as the Geittinden Mountains. A small gold mine within the mountains provides
some income for the dominion, but in fact its main industry is the production of dyes and pigments which are
exported to Thyatis. Nordvik was formerly the northernmost dominions of the grand duchy, near the border to
Helskir.

The People
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Thyatians and Ostlanders make up the vast mgjority of the population. It is not uncommon to notice
Westrourkites of Alphatian descent, as Thyatians have never evidenced the racial prejudices found in other
lands. Thyatiansdon’t typically blame their fellow citizens for the crimes of other nations.

Most Westrourkites are proud of their growing strength and civilization and believe that they are entering an
era of renewed prosperity, having fully recovered from the devastation of the Great War. In fact, Westrourke's
economy is dependent upon Thyatis, and could be hurt badly if events in the empire sever Westrourke's trade
with the mainland.

Recent History

The Grand Duchy of Westrourke was completely conquered in AC 1007 during the Great War, a fact that took
Thyatis by surprise. Helskir treacherously switched sides, allowing Alphatians to invade the then duchy from the
north while General Martigan of the Alphatians spearheaded an assault onto Newkirk itself after conquering
Redstone Castle. The battle was long and bloody, but the Alphatians won through mass assaults against the
outnumbered Thyatian defenders. Duke Donegal Firestorm gave his life defending his people, allowing them to
escape the doomed city.

His son, Thrainkell was one of those who escaped, and he was named Duke of Westrourke when Thyatis finally
reconquered the land in AC 1009. But the emperor did not return full control to Thrainkell Firestorm. First, the
entire southern half of Westrourke was turned into the province of Redstone and given to the emperor’ s daughter
Stefania. Second, a large part of the northern territory was disputed between Westrourke and the Kingdom of
Helskir. Still, Thrainkell held Emperor Thincol in high regard and accepted the decision.

In AC 1012, after the death of Emperor Thincol, Duke Firestorm announced his bid for independence, and
through the use of bribery and extortion he falsified records to make it appear that Eusebius had agreed to thisin
an appendix of the Isle of Dawn Treaty with Thothia. Firestorm went so far as to pay off Titia Solenius (one of
several bribes that reporter was discovered to have taken) in order to spread his intrigue in last year’s almanac
[an error we heartily apologize to our readersfor. Ed.].

Don’t Miss

Westrourke has a magnificent signaling system all along its coast, starting from Finnegar's Watch in the
Geittinden Mountains all the way down to the city of Newkirk. Several towers dot the coast every 100 miles (160
kilometers) or so. Within each of these towers are large, magical chimneys that can send a pillar of smokeinto the
sky. The smoke signal is easily visible by the occupant of the next tower, who can pass it on down the chain.
Thanks to this method, a message can quickly reach the capital about an invading fleet. Just as importantly, all
the local inhabitants can also see the immense smoke clouds and will rush to safety. This saves the bother of
sending out messengers to each village to warn of an impending attack.
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ATLAS OF DAVANIA

Across the Sea of Dread lies the mighty, mysterious continent of Davania. Its northern shores are covered with
a lush, vibrant jungle teeming with life, both benign and deadly. Within these jungles are severa clans of
savages and barbarians, some humans, others not.

The Jungle Coast is a stretch of several hundred miles on the northern shores of Davania. Its exact sizeis still
unknown as it is mostly unexplored. A rough estimate of its borders would be the coast facing the Bellissarian
Seato the east, the Meghala Kimata Plainsin the south and the Garganin Grasslands to the west.

Most of the Jungle Coast is unexplored, and no one is exactly sure what can be found in the vast new territory.
Rumors abound of strange primitive cultures with wondrous monuments, such as crystal pyramids or deep
sacrificial pits. The lands of the Jungle Coast are currently undergoing a mass colonization by the Empire of
Thyatis. The natives, however, are none too pleased, and many battles arise from the competition for territory
and defending of homeland. Still, the advance of civilization is steady, and there is much progress in the proper
education of the locals.

West of the Jungle Coast is the region known to those of the Old World as the Serpent Coast. It isbounded to
the north by the Sea of Dread, to the east by the Jungle Coast, to the west by the Serpent Strait and Y avdlom, and
to the south by the Adakkian Mounts. It is here where the city-states or Kastelios and Garganin are located,
perhaps the only true examples of civilization outside the Thyatian colonies. The Serpent Coast region isaland
of rolling hills, pleasant grasslands, mighty rivers, and rugged coasts. Though it lacks the raw brutality of many
of the Jungle Coast’ s native inhabitants, the more sophisticated cities here can pose dangers well known in Brun,
including those unheard of. Outside the fastness of the cities' walls, nature holds sway, and few know who
dwellsthere.

South of the Jungle Coast is the little-known Meghala Kimata Plains. In the north, its grasses are so tall and
thick that one may easily get lost, never seeing the sun or civilization again. Towards the south, many hundreds
of miles away, the grasses wither away, being subsumed by the deadly M eghal es Amosses Desert, which no one
yet has crossed, and, it is said, holds many dangers beyond description. Itisalso said that agreat river winds its
way through the plains, and along its banks many mighty cities and nations rear their walls. Rumors abound of
imposing ruins scattered amongst the grasses, telling of atime when civilization held northern Davania under its
sway. Whether thisistrue or not, the plains beckon to all who have the courage to plunge into the interior, and
behold what lies within.

Davaniais a place where one can brave a new world, carve out territory to settle, and defend brave colonists
from savage natives. If you enjoy exploration and the new frontier, Davaniais open to you.

Correspondents for Davania

Here is our list of correspondents that give us detailed information on the nations, places, and events of
Davania:

Friedrich von Eisendorf

Friedrich von Eisendorf brings us news from the Heldannic Territory of Vanya's Rest, on the southern
continent of Davania

Every inch of him a professional military officer, Friedrich is Adjutant to His Most Exalted Templar and Humble
Servant to Glorious Vanya, Heinz Kronenburg, who is castellan of the fortress of Vanya's Rest itself, and by
extension governor of al Heldannic territoriesin Davania. Friedrichisextremely proud of hisduties, but heis also
more than happy to share with us what he describes as “the fearless exploits of the greatest military force
Mystara has ever known” [somehow | doubt this. Ed.].

So if you see atall, fair-haired Heldannic Knight in his late 20s, wearing a crimson tabard and a golden sash
across his chest, say hello to Friedrich for the rest of us, and prepare yourself for fascinating tales.
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Marina Takanitas

Marina Takanitas is another new correspondent. At 23, sheis one of the youngest on our team, and she brings
us news from the newly discovered Milenian city-states located on the Meghala Kimata Plains. Marinais atrader
who hails from Kastelios, one of the biggest, and fastest-growing, port citiesin the region.

A cheerful person, her laughing brown eyes and bouncing golden curls are hard to miss in a crowd, but this
exterior also serves to shield a very capable correspondent who will stop at nothing to get you, the reader, the
ground-breaking stories of northwestern Davania as they happen. No danger is too much for her, and, believe
me, she knows how to use that short sword she carries!

Shaun the Elfin

Shaun of clan Grunalf is one of the most renowned artists and adventurers of the Old World. A well-traveled
and knowledgeable elf, she has long retired from her adventuring career and now livesin lerendi acting as kia’'i
(guardian) of the crown and member the Adventurers Club. She is a formidable storyteller and has a deep
passion for heroic tales. After hearing of our editorial pursue, she has volunteered to tell us what she knows
about the most exotic lands she visited in her life.

Atlas

EMEROND (Kingdom of)

Location: Jungle Coast, continent of Davania, west of the Thyatian Hinterlands.

Area: 67,500 sg. mi. (174,825 5g. km.).

Population: 125,000.

Languages. Emerondian (alanguage not related to any other spoken in Mystara).

Coinage: None.

Taxes: None. Emerondians have avague notion of private property and share freely with one another.
Government Type: Dynastic Monarchy (loosely organized city-states under one monarch).

Industries: Farming, gathering.

Important Figures. Jerem Rhody (King, Emerondian, male, P(dr)16), Pikkolu (Forest Protector, Emerondian,
male, P(dr)20), Dendeh (Sun Protector, Emerondian, male, C20), Kamesama (Earth protector, Emerondian, female,

P(dr)18).

Floraand Fauna: Emerond is aforested land west of the Thyatian Hinterlands. The kingdom has literally been
“grown” into the jungle for there are sparse clearings and no serious attempt of large scale clearing has ever been
attempted. Many types of plants grow in the region, from sub-tropical species native to the region to more alien
versions of common trees and bushes, directly imported from the ancestral home planet of the Emerondians.
Some of these plants are able to modify their external structure and possess a rough form of intelligence and
instincts. The common fauna encountered in the region includes jungle creatures such as panthers, jaguars and
other great felines, all varieties of tropical snakes, displacer beasts, and some lizards and amphibious creatures,
and near the Emerondian settlements, insect-like creatures descended from pets brought to Mystara by the
Emerondians (use statistics for giant insects but alter the creatures appearance). Treants and gakaraks can also
be found here and they are on friendly terms with Emerondians. Other plant-like beings can be found here too,
both dangerous and healing ones.

Further Reading: Previous almanacs.
Description by Shaun the Elfin.

Ohyes, | remember the land of Emerond very well. A fascinating place, very similar in its untamed beauty to my
beloved Forest of Canolbarth, though a thousand times more enthralling and mysterious, especially for the
uniqueness of its flora. | had the opportunity to visit it and meet some of its inhabitants many years ago, while
adventuring in that region with a group of friends looking for alost treasure. On our trip back to the Hinterlands
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we met none other than Pikkolu, who shared with us his knowledge of the Kingdom of Emerond and of the
Forbidden City (which we had just explored). | stayed there for over one month, talking with Pikkolu and
witnessing the marvels of the jungle, and now it’ s time to share this knowledge with you.

TheLand

Emerond is aliving kingdom, thisiswhat really differencesit from the other countries. Itsland isaliving entity
and it’ s one with its inhabitants: there could be no Emerond without the Emerondians and vice versa. This might
seem an obvious statement, but it is not, believe me. If the ecosystem isin good condition and the forest thrives,
the Emerondians share their land’ s health and happiness asif it radiated from the soil and the leaves of the plants.
Everywhere you go in Emerond you will only see green lush plants and sparkling streams, healthy animals and
tasty fruits, weird creatures and cozy hidden glades. It's a veritable paradise for us sylvan folks, but | must say
that it could seem a bit too wild from the human point of view. Any dwarf would surely get sick about the
landscape after a couple of days (as |’ ve withessed myself).

But do not get me wrong, Emerond is not a savage natural park. Emerondians have got settlements that can be
compared to those of humans and elves, even though they don’t build them using the tools and knowledge of the
common people of Mystara. Their citiesareliving: all is made of wood that produces leaves and flowers and even
fruitsin spring and summertime. They grow special trees and plants that continue to live even after they chop
them to create their houses; this way they can practically change the aspect of their homes yearly, during the
period of the Change, when the house reacts to the mental commands of its inhabitants. Their cities are built on
different levels, both on solid ground and on higher levels inside and outside these special trees. Each district of
the city is connected via bridges and elevators or even through the use of special animals that come and go from
specific placesin the city, each one controlled by arider asif it was acaravan or aflying ship.

Every Emerondian city however, no matter how small it is, has three basic features: the Temple of the Holy
Protectors, the Common Well and the Light Dome. The templeis simply the place where the Emerondian perform
their weekly religious ceremonies to praise the Land, the Forest and the Sun. They are what makes them live on
every day, and so they feel the need to tribute these elements (which are considered intelligent entities) their
worship. The Common Well is held as sacred as the temple for it provides the water so essential to the
Emerondians’ survival. The well is normally guarded at every time by a group of soldiers and only Emerondians
can use it. Normally the common water is then mixed with some aromatic substances or other spices to obtain
different flavors. Finaly, the Light Dome is a complicated net of glasses placed in the branches of the tree that
reflect the sun rays inside and below the trees, so that the Emerondians can get access to them without particular
problems. The sun isvital to them, so they must be sure to bathe in the sunrays daily if they want to regenerate
their strengths.

Emerondians use giants insects as vehicles: giant bugs as horses (but they can even climb verticals walls),
hornets and butterflies for faster movement, worms for digging holes underground. These insects comprise both
the normal species commonly found on Mystara, which the Emerondians tame and train, and unique insect-like
creatures originally imported from their lost world. These creatures come in different shapes and have different
abilities, but all share an empathic link with their rider and are more intelligent than common insects; they have
also a more menacing appearance, with spikes and thorns protruding from their carapace. These creatures are
created and tended in special enclaves administered by druids, where the Emerondians’ cattle also live.

From the political point of view, Emerond is formally a kingdom ruled by a dynasty (a single family that holds
the political centralized power). The kingdom is based on a loose aliance of city-states that are normally
independent from one another and even from the king. The king himself has absolute power only in case of war
or of natural calamity (situations where the ecology of the kingdom is threatened), otherwise he limits his
influence in coordinating the various cities for purposes of trading and cultivating the jungle. Each city-state has
itsown rules and political bodies, but all must obey to the first and foremost rule: Never Harm the Forest.

There are three other important figures beside the king and each city-state governor: the Holy Protectors.
These three individuals are the high priests of the three deities commonly worshipped in Emerond: the Forest
(Ordana), the Sun (Ixion) and the Earth (Terra). All Emerondians, regardless of their status or occupation,
recognize the authority of the Holy Protectors, who act as heralds of the deities’ will. Each oneischosen during a
ritual that is celebrated after the death of the old protector and they are always considered blessed by the deity
they represent. Nobody questions their judgment or advice, but they don’'t often meddle with political issues,
except when they are so asked by other important figures or when the deity ordersit. When somebody becomes
aHoly Protector, hisor her real identity is (symbolically) erased from the memory of the community during aritual
and he or she becomes known only by the title, becoming one with the other precedent protectors. The Forest
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Protector is called Pikkolu (pron.: pEEk-ko-lou), the Sun Protector is called Dendeh (pron.: den-deh) and the Earth
Protector is called Kamesama (kah-me-sAH-mah).

The People

Emerond is a kingdom ruled by creatures that ook like elves, but are slightly taller, green-skinned and silver-
haired. But Emerondians are plant-like creatures. They have a chlorophyll-like substance that acts as their blood
and has many properties of other bodily fluids. They have afew internal organs used to produce their blood by
atering other fluids they ingest (primarily water), to digest the foods and to reproduce. Their skin and muscles
have a special feature: they're extremely elastic. Emerondians can actually extend their limbs for many feet long
using them normally without loss of sensitivity.

They normally drink water (in tavernsit’s served with some salt or aromatic substances) to replenish their inner
fluids and they need much more quantities than humans do (three times more). The Emerondians use the energy
of the sun to produce the inner chemical reaction that transforms outer fluids into blood, much like plants, and
only the mature and sane individuals are able to operate this process even at night. Normally the babies and
weak old people are totally inactive at night, resting in a cataleptic state to avoid consuming precious energies.
The others guard those people to protect them, helped by beasts bred from special plants. Emerondians eat only
vegetables, roots and fruits but cannot tolerate meat of any kind: their organism cannot digest it.

The Emerondians reproduce similarly to humans: the male impregnates the female who then hosts and nurtures
the baby inside her womb. The female normally keeps the baby inside her body for a season (4 months), then
during a special ceremony the male opensthe belly of his partner by cutting the skin and extracts a small seed-like
organism the size of afist. He then attaches the tentacle the seed-organism has to his nipple and places the seed
inside a special “marsupial pouch” he has formed on his belly during the four months. For the next season (other
four months) he will nurture the creature through his nipple and at the end of the period the couple will open the
seed by breaking its shell, finally revealing the baby.

Emerondians have always tended the forest and protected it from the first time they settled in the Jungle Coast.
They are so deeply linked with their ecosystem that they couldn’t bear loosing it or seeing it damaged. They love
their land more than anyone else on this planet | believe, and their sense of duty towards the land exceeds even
that of the elves. In fact, they have much in common with the elven race, as much as with the other sylvan races:
they live in the jungle gathering the fruits it produces and cultivating small orchards where they grow special
vegetables derived from their homeworld.

Theirs is a society of farmers and gatherers: they don't normally hunt for food. The Emerondians have
basically only a small set of ethical common laws, since each city-state settles the rules of its own, but every
Emerondian obeys the First Law: Never Harm the Forest. Whoever is found guilty of this crime is immediately
expelled from the Emerondian society (if belonging to it) and abandoned alone in the jungle to face the Forest’s
Judgment, for it is the forest the highest power in Emerond. Foreigners who commit sin against the forest are
sentenced to the Forbidden Territoriesinstead of being delivered to the forest, because they are considered filthy
and would poisonit. The Forbidden Territories are, according to the legend, the land where the first generation of
Emerondians (Pyrithians) lived when they arrived in Davania. But after some mysterious incident, they were
forced to abandon those lands and re-settled west of them. The foreigners are brought to the Hills of Desolation
or to the Forbidden City where they will face their punishment, apparently delivered by some ancient evil. So far,
none of the foreigners who have been brought there ever returned to Emerond.

Recent History

Emerond was founded many centuries ago by descendants of the first Pyrithians who came to Mystara after
leaving their world, which was on the verge of destruction. The first settlers founded the city of Pyris east of the
current Kingdom of Emerond and they lived in that part of the forest for some decades, until disaster struck. Itis
told by the legend that the last ruler of Pyris sinned against Nature and Land, for she wanted to use Land for her
own goals instead of serving Nature, and so she was cursed by the Holy Protectors. The protectors then,
foreseeing the impending doom over the city, led the population eastwards, where they crowned the new king,
one of the nephews of the former ruler, and founded Emerond, cutting all ties with the other Pyrithians. Asto
what befell those who remained in Pyris, thisisamystery. Apparently, some weeks after the great majority of the
people had moved, the jungle around Pyris died and the land turned into a barren rocky desert, while the city
itself was found empty and abandoned, without any signs of struggle or fight having occurred inside.

Emerond has always been a peaceful nation that never got any particular problems from the nearby tribes of
Hinterlanders, nor from other humanoids that live in the region. This is mainly due to the fact that they are
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masters of combat in the jungle and their neighbors have learned their lesson already. Also, the Emerondiansrely
on their powerful mounts and other war-insects that have proven far superior to any other standard mount so far,
so they arefairly safe inside their territory. Thyatis hasn’t discovered its existence so far mainly because it never
ventured so westwards (they still have problemsin keeping their Hinterlandersin line), but one never knows what
reserves the future... One thing is sure: if the Thyatians discover Emerond and start a war to conquer it, | don’t
think they will have an easy war like that waged on the Hinterlanders this time.

Don’t Miss

Well, | haven't visited the capital city of Izmira, but Pikkolu told me that it's a model of Emerondian architecture
and perfection, so | think it should be worth avisit if any of you ever manages to get that far. | myself have seen
only one specific site that really deserves a visit (besides the whole region, of course): the Tree of Knowledge.
Thisisone of the holy places of Emerond and it’ s directly guarded by Pikkolu (each Holy Protector guards similar
holy places as aduty). It consists of abig tree created by the magic of Pikkolu (I suspect the first Pikkolu) which
contains all the tomes and parchments pertaining the history of Emerond and of their Pyrithian ancestors,
including the methods for creating their insect-like beasts and the living plants, plus other obscure spells and
unknown farming techniques. Thetreeisjust anormal one from the outside, but Pikkolu has the power to open it
using a magical key, revealing its wondrous contents which occupy a greater volume than that of the tree (so
magic is obviously at work here). We were really lucky to have the honor of visiting it and reading some of its
books, though | frankly admit | wouldn’t be able to retrace its location now. Some of the other holy places
Pikkolu mentioned included the Cave of Magic, the Lake of Time and the Field of Dreams.

Do Miss

| speak firsthand here: never ever venture in the Forbidden City if you don’t want to risk your soul. The city
has a name, but it’s known only by the Holy Protectors and not spoken out of fear of attracting the attention of
evil forces. We discovered it by reading an ancient parchment and some inscriptions found inside the city: Pyris.
It is basically a deserted city made of a strange resilient stone-like material (petrified wood according to Pikkolu),
with buildings made of one to even five stories, many of them collapsed and in bad conditions. The city coversa
two miles radius and is surrounded by high walls that have collapsed with time in more than one point. At its
center stands the Temple of the Holy Protectors, a pyramid about fifty feet high. The strange fact is that this city
lies in the middle of a rocky desert and the feeling you get when you roam around its streets is one of utter
loneliness and aridity, dryness. Nothing similar to the sensation of decay and rotting flesh you get while
exploring a lost graveyard or the slums of Thyatis City, quite the contrary. Everything here is so ascetic and
clean in its abandon: there are not even the remains of its former inhabitants, those who weren't so lucky or so
wiseto leaveit beforeit wastoo late. And then thereisthe sensation that somebody’ s watching you all the time,
trying to bring you towards the pyramid. This way we entered it: chasing a shadow that was seemingly spying
on us. The map and the inscriptions told us that a great treasure was hidden inside the pyramid, so we explored
it, and we encountered many traps and strange forces that wanted to stop us from going on. And not all of them
were evil. What lies in the pyramid must not be disturbed, thisis what | learned from our experience, or we risk
unleashing into the world that which has caused the fall of acity like Pyris.

The Hills of Desolation are the second place I'd avoid if | were you. Indeed, we were able to avoid traveling in
that region, and after hearing Pikkolu'stales | can only thank our guide for choosing another path. Dragons, evil
and ferocious humanoids (orcs and trolls in particular) and other serpent-like abominations ply these lands,
apparently guarding some mysterious lair or secret that has been forgotten by all except the dragonkind. Even
Pikkolu couldn’t tell us much more for he himself hadn’'t ventured so far in his voyages, but | think that if a man
so powerful like him has never found the time to explore that region, then | am sure | won't have the time to do it
evenin athousand years...

GARGANIN (City-State of)

Location: Continent of Davania, on coast of Sea of Dread.

Area: Approx. 550 sg. mi. (1,425 sq. km.)

Population: 20,500 (around 2,200 livein scattered farms outside the city).

Languages. Hulean (Garganin diaect).

Coinage: Lira(gp), kurat (sp), piastre (cp).

Taxes: Citizens havetheir total worth assessed every year, and are taxed 20% of that amount.
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Government Type: Monarchy.
Industries: Agriculture (wheat and vegetables), crafts, fishing, and sheep.

Important Figures. Mehmet Il Bey (Baron), human, male, F7), Kema (Dockwarden, human, male, normal
human).

Flora and Fauna: The city of Garganin sits upon the fertile Garganin Grasslands, whose rich black soils yield
bountiful crops year after year. Along with the typical crops found on the numerous farms scattered about the
city, passers-by will notice many varieties of wildflowers and shrubs dotting the great expanses of flatlands. One
can also find the occasional stand of oak trees as well, though these are scarce in the immediate area of Garganin.
The frequent rainfalls year-round ensure that the florais almost always luscious.

The animals oneis likely to encounter here include all manner of grasslands wildlife, such asfalcons, field mice,
gazelles, gophers, hawks, leopards, salamanders, snakes, and wild horses. Also present in this region are
scattered tribes of gnolls, goblins, and orcs, and the occasional griffon, though these tend to be found in the hills
farther south, where the terrain is more suitable for nest-building.

Further Reading: Previous almanacs.
Description by Marina Takanitas.

| had the opportunity to venture to Garganin not long after accepting an offer from Joshuan to cover affairs as
they transpire on Davania. | am a Kastelian, and Garganin is the closest large settlement to my home. My family
routinely does business with the traders of Garganin, so the trade road to this city is not strange to me.

TheLand

Garganin is blessed with beautiful terrain and rich soils, where there are no sharp angles; every terrain feature
seems to gently mix into the next, until the land gradually slopes down to the Sea of Dread. The weather is aways
fair here, with breezes from the sea constantly blowing in from the north, literally blanketing the city with the salty
tang of seaair. Thecity itself isfairly large considering its population; it is the same size as Kastelios, yet my city
has 5,000 more people. Of course, the answer is clear once you enter any of Garganin's three gates—the
buildings are low and expansive, with many having tiny vegetable gardens running along their sides and back.
Once inside, though, it becomes clear that much of this city is taken up not by residential quarters; there are
countless temples, shrines, and public buildings scattered within the city walls. Another thing you will notice is
that Garganin is clean; it is forbidden, by order of Bey Mehmet, to leave garbage in the streets in public view.
People will regularly come by and sweep the streets themselves with wide brooms, and every piece of litter is
gathered up and carted away to be burned.

The People

Never have | met a single people so close-mouthed as those of Garganin! | have been to the city many times,
and | have done business with the same people, but they still insist on going through aritual of coffee-drinking,
during which no one may speak. It seems that “Garganinese,” as the residents call themselves, strongly believe
informality and established traditions. Nothing is acceptable unlessit has an established way of being done, and
even then the prescribed ways of doing things must be followed. Even the way in which people socialize in the
streets has a series of informal rules. Always use your right hand when touching others or eating. Never turn
your back to another person. If offered a gift, politely decline and later offer a gift to the giver, when both of you
can then exchange gifts properly. It isagood ideafor any venturing to this city to learn the customs quickly—
otherwise they will risk offending their hosts! Perhaps what is most bizarre about these people is that in many
cases, they have long forgotten the original reasons for their customs and traditions; they follow them regardless.

Generally speaking, the Garganinese prefer not to deal with outsiders. This is not because they despise
foreigners; the people of Garganin simply do not wish to mix with others. Theirs is a history of freedom and
relative isolation, and they are content with this. Visitors to the city will be directed to the Foreign Quarter, a
collection of tiny buildings along the docks where all non-Garganinese can sleep and eat. Foreigners are
forbidden from leaving the Foreign Quarter after sundown. Those that do so are immediately expelled from the
city, and forbidden from returning for 10 years.

The people of Garganin are related to those of far-off Hule, though one would not know this by looking at them!
| have been told by sailors from Y avdlom that the Huleans worship an Immortal named Bozdogan, who preaches
deceit and conquest. Though | have seen some temples to this Immortal, many more are devoted to Halav, Petra,
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Zirchev, Protius, and Asterius. | have always found the Garganinese to be scrupulously honest, and interested
only in what goes on in their own city.

Recent History

Garganin was founded circa AC 750 by Hule, in a bid to expand its holdings on Davania, which had been
discovered only a century before by this nation. The settlement of Garganin slowly grew from a ramshackle
collection of docks into a bustling town, and then into a city. Before this transformation was complete, Hule had
lost interest in this colony, as the hoped-for mineral deposits and exotic animals were not present. Also, the
colony was costing more to maintain than it paid in taxes, and Hule's rivalries with its neighbors were taxing its
navy. Around AC 850, ships stopped sailing to Garganin, and the locals soon forgot about their homeland, and
concentrated on surviving frequent humanoid raids, and building alivelihood for themselves.

Over time, the Garganinese began interacting with the Milenian city-states, especially Kastelios. The Immortals
worshipped in Kastelios began to attract adherents in Garganin, who were beginning to see that Bozdogan was
not looking after them. Today, there are more worshippers of these other Immortals than of Bozdogan, whose
following continues to shrink.

By AC 950, Garganin was much like it is today, a city filled with people of Hulean descent, but sharing next to
nothing in terms of culture and religion. Many of their customs, such as coffee-sharing, have their origin in Hule,
though the reasons for them are long-forgotten.

Don’t Miss

If you find yourself in Garganin, make your way to Solitude Square, which lies near the Great Market. Tastefully
decorated with fountains and mosaics, this square is where musicians play every day for spare coins. The quality
of the music is excellent, though it is almost always of a subdued nature. Occasionally people will sing ancient
ballads, aswell. These are almost always of an introspective nature, and are very thought-provoking if you know
the local language well.

Another place to visit is the Great Market, where merchants from Kastelios, Kalavronti, Yavdlom, and
occasionally Sind and Minrothad hawk their wares to passers-by. Though the locals do not wish to have
extended contact with foreigners, they are not reluctant in the least to obtain foreign goods such as spices,
precious and common metal s, and wood.

Another place of interest is the bey' s palace. In form it greatly resembles the palaces described by travelers
who have ventured to Hule, with its graceful towers, domes, and curves. Bey Mehmet himself has opened part of
his palace to the public, so that they may gaze upon and admire the rich carpets and adornments found
throughout. For those interested in Hulean architecture, Garganin presents a much safer alternative than going to
Huleitself.

Do Miss

The one section of Garganin that should be missed at all costs is called the Dark Quarter. This is where the
poorest people live, and where murder and theft is rampant. Even Bey Mehmet cannot bring this part of the city
under his control fully. Many of the people here think that foreigners are stealing Garganin’s wealth and its
livelihood, and outsiders who wander the Dark Quarter’s narrow alleyways and shadowy squares for too long
have been known to disappear. There arerumorsthat athieves' guild runsthis section of the city.

ILIOLOOSTI (City-State of)

Location: Continent of Davania, western Meghala Kimata Plains.

Area: Approx. 1,100 sg. mi. (2,850 sg. km.).

Population: 32,000 (18,700 in Ilioloosti, 13,300 living in scattered villages and towns).
Languages. Milenian (llioloostian diaect).

Coinage: Danorii (gp), vesta (sp), pirnii (cp).

Taxation: All citizens are taxed at 20% of their assessed worth once per year (Kaldmont 28).
Government Type Oligarchy, some democratic elements.

Industries: Agriculture (primarily wheat, fruits, and corn), sheep, crafts.
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Important Figures. None known.

Flora and Fauna: The plant life present around Ilioloosti is what one would normally expect for a riverside
region—being largely of such water plants as lily pads, papyrus and reeds, plus a midget variety of what is
known to some people as the Cestian gobbler. On land one can see many species of grass, including large
patches of grab grass, as well as the occasional piece of shrubbery. Among the trees present here are oak, olive,
and pine. Not far from the city thereis alarge oak grove, which serves as the home for avery old treant.

The more exotic animals that may be encountered around llioloosti include blink dogs, displacer beasts,
griffons, hippogriffs, and any type of giant insect. Among the more organized humanoids, tribes of bugbears,
hobgoblins, and orcs have been spotted in the region numerous times in the past. Also, a large group of over
one hundred minotaurs is known to inhabit a large group of hills west of the city; little contact has been
established with them, but the city’s leadership is aware of their existence. Further southeast, several tribes of
rakasta are known to exist; contact with them is sporadic, but peaceful.

Further Reading: Previous almanacs.
Description by Marina Takanitas.

If there is any other city-state in northern Davania that | could call home—a place where | would not mind
living—then that place would be Ilioloosti. For many traders, especialy those from Kastelios, Ilioloosti
represents the proverbial end of the road; it isthe last outpost of civilization before one enters the great vastness
of the MeghalaKimata Plains. Itisalsothelast “friendly” city-state towards the southeast. Beyond Ilioloosti lies
the city-state of Mivosia, which does not welcome foreigners, and beyond that lies far-off Polakatsikes, which is
now under the sway of the Heldannic Knights, whose true disposition no one knows. Aside from these other
large settlements, there is nothing but the occasional town or village, and empty lands filled with danger.
Ilioloosti is also not without its own pleasures, which | will endeavor to show you now.

TheLand

Ilioloosti is built at the confluence of the Meghalo Fithi and the Milenia Rivers, where the latter river meets the
Meghalo as a sort of tributary as it heads northwards towards the Sea of Dread. The city itself is built upon a
small plateau that overlooks the rivers, and is connected with its satellite communities through a system of
tunnels leading down to ground level. The various towns and villages that make up the rest of this city-state line
the river banks, and in many ways serve as ports for Ilioloosti proper. The most important satellite communities
within the city-state's borders are Thyrae, Ellipidemos, and Kamenius, al of which lie to the east. From the
riverbanks, the land slowly risesin atitude until llioloosti’s central plateau is reached.

The land itself is quite rich, as it is well-watered by the rivers and enriched by their deposits of silt from
upstream. Becauseit is not too far inland, and there are no significant obstacles to the breezes that blow in from
the northwest, llioloosti’s climate is quite pleasant. It is too far from the desert to be subjected to its drying
winds, and it is too far inland to be hit by the worst of the humid weather patterns that hit much of the
northwestern coast of Davania. As a result, llioloosti’s climate is quite similar to that of the region around
Kastelios, though noticeably warmer, and slightly drier.

The People

The people of Ilioloosti are very much a people in search of their past. From the lowliest artisan to the most
revered philosopher, almost everyone within the city proper strives to some degree to rediscover what was lost
after the collapse of the Milenian Empire. Whenever anyone uncovers a long-forgotten fashion style, an archaic
Milenian word, or a piece of art or a tool thought long lost, many others will try to mimic it as soon as possible,
and otherwise add it to the slowly growing list of what the Ilioloostian philosophers call “recovered history.”
Because of this ever-present search for knowledge, many educated Ilioloostian travelers seldom travel without a
writing implement and some paper, just in case they run across something worth recording. When an Ilioloostian
rediscovers something thought lost, or discovers something new, he or she is honored as a hero.

In many ways, the people of this city-state view the time of the Milenian Empire as a golden age, one in which
they say their city was a great center of knowledge. As a result, many people in this city-state are trying to
reinstate many of the old customs and traditions, with varying degrees of success. The result of this is
fascinating—on any given day, an observer in Ilioloosti can see centuries’ worth of history walk by them, as
fashions and customs throughout Milenian history parade by them. Truly, the Ilioloostians, with their olive
complexions and motley assortments of clothing, are an unforgettable sight. There are some in this city who are

ATLASOF DAVANIA 113/576



following the more successful route taken by my people in Kastelios—adapting those traditions that are desirable
to modern situations.

| found it odd that this one city-state should have such adrive to rebuild what was destroyed a thousand years
ago, but then | saw the answer in the faces of the people: hope. Unlike Kastelios, with its growing connections to
the outside world, Ilioloosti exists on the very periphery of existence in many ways. Nothing of mention lies
beyond this city, according to most people, and even then, what does exist should not be encountered. As a
result, the people of thisfair city-state feel rather alone. All that protects llioloosti isits orderly nature in arather
chaotic region, and its knowledge base. As more lost lore is rediscovered, the people feel more emboldened,
better armored, if you will. With every piece of lore, their philosophers say, the world becomes more
comprehensible, more predictable, and more controllable. Although | personaly doubt that this is true, the
accomplishments of the people of Ilioloosti are nothing short of miraculous.

As | have implied thus far, the llioloostians revere both their history and their orderliness. They have taken
great pains to preserve many of the ancient tales of old, and, in fact, without their work, the other enlightened
city-states, such as Kastelios, would be worse off. These people indeed love their tales—whenever an
accomplished storyteller sits down to recite an epic, you can be sure a crowd will coalesce in this city. Anything
featuring Milenian history is of special interest to them, and many of them treat these ancient tales as parables for
modern living. For the average Ilioloostian, it seems, history defines the core of a person’s being, without which
one has no direction.

Likewise, the people of Ilioloosti value order. To them, everything in existence has its own specific place, its
own role to fulfill. This extends even to people—some people are meant to lead, while others are created to
follow. While this way of thinking might lead one to think of the Ilioloostians as oppressive, it seems they are
not. They seem to think that a person is free to move among the social strataif they wish, but that they must be
prepared to defer to their superiorsin society, whoever they might be. | cannot understand this doctrine myself -
| am not a philosopher, nor am | a politician. Kastelios, for all its uncertainty and free-flowing nature, is much
more preferable to me.

Recent History

Ilioloosti was founded circa BC 600 as the capital of the Milenian province of Aesaloniki, and during its heyday
only two centuries later, it had a population of 90,000 people. So large was the original city that its suburbs
stretched over the Meghalo Fithi and Milenia rivers, which were spanned by no fewer than eighteen bridges.
During thistime Ilioloosti was known as a center of philosophical discourse, and as the home of the Great Library,
the largest single repository of knowledge in the empire.

This time of prosperity ended in BC 67, when the city was looted and burned by humanoid raiders descending
from the Adakkian Mounts to the west. All of the bridges were destroyed, the suburbs were razed, and the Great
Library was plundered. Only the Old City survived the attacks, and even then it was over three-quarters
destroyed. Of a city that once had 90,000 inhabitants, only 7,000 remained. Here the history of Ilioloosti would
have ended, wereit not for the determination of the people to fight back and reclaim what was once theirs.

Led by competent generals, the survivors fought the invaders, and managed, after four months, to free their
home from their presence. While the able-bodied protected the city, the surviving mathematicians, scientists,
wizards, clerics, and philosophers set themselves to the task of preserving what still remained, and rebuilding
Ilioloosti. The charred ruins of the Great Library were scoured for scrolls, and the elderly were encouraged to
share what they had learned. In this way, Ilioloosti managed to avoid regression into barbarism, and, within
twenty years, was clearly on the way to a recovery. During this time, aruling council was formed, composed of
those who were seen as the best-suited to lead the people. These people were capable soldiers, philosophers,
wizards, and successful merchants. Using their skills, they guided the people through this difficult time.

Since then, the city has grown greatly. Once more Ilioloosti spread across the rivers, and its influence was
carried into nearby towns and villages. In exchange for loyalty to the ruling council, the satellite communities
received formerly lost Milenian lore, such as irrigation, advanced construction techniques, education, literacy,
and so on. llioloosti did not expand very quickly, but those who fell under its sway were not conquered, but were
won over. Whilellioloosti was expanding, it remained a backwater compared to other city-states such as Mivosia
and Kastelios. This changed in AC 438, when the senior philosophers of the city decided to build what is now
the Academy of the Arts, where the Great Library once stood.
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Over the following decades, the academy attracted philosophers and sages from all over theregion, all of whom
added to the lore that was steadily accumulating there. Today, llioloosti is once again becoming a center of
learning and reason, aswell as a prominent city-state of northern Davania.

Don’t Miss

Perhaps the most important thing to see in this wonderful city-state is the Academy of the Arts. The academy
is renowned throughout the northwestern Meghala Kimata Plains as the foremost institution of learning, where
anyone may come to study the various arts and sciences under the tutelage of acknowledged masters, so long as
they are able to prove their willingness to learn. The instructors do not discriminate on the basis of race or
economic circumstances, but on a prospective student’s desire to uncover the mysteries of the world, and to
guestion how it works. The academy specializesin astronomy, history, philosophy, chemistry, physics, literature,
biology, and theology, and it has a vast collection of ancient scrolls and tomes—some of which date back to the
Milenian Empire, or so | am told. | was very pleasantly surprised to see this wonderful place, for in accumulated
loreit far surpassesthe libraries of my beloved Kastelios.

Not only is the academy wonderful for what it does; it is also a beautiful building to look at. The Ilioloostian
stonemasons have done a pretty good job building the academy to match the classical style of the old empire,
with its graceful fluted columns, colorful floor mosaics, and lovely statues and reflecting pools. Were it not for
the fact that this building was erected after the fall of the empire, | would almost think | was homein Kastelios.

Another wonderful feature of this city that | was thrilled to see was the great Colossus of Ilioloosti. Ever sincel
was a child, | have been told of this impressive work of art, and finally | had the chance to see it! An awe-
inspiring 80 feet tall, this great bronze statue of Halav was built 500 years ago by Alexandria Karamanes, who was
then the most powerful wizardessin the land, as a gift to her home city. Legend hasit that in atime of great need,
when even the Ilioloosti’ s greatest heroes fail her, the colossus will come to life and defend the city-state from all
who would inflict pain and misery upon the people. Truly aremarkabletale, | think! The colossus stands astride
the main gates of the city, which faces north upon the plateau upon which Ilioloosti proper rests. It is especialy
beautiful during festive days, when garlands of flowers are draped all over the colossus’ s body.

Not to be missed is the collection of statues of historical philosophers and leaders of the city, which surrounds
Alexandria Square, the main market of Ilioloosti. Carved in the plinth of each statue is a brief biography of the
person depicted—though those who cannot read Milenian will have a tough time of it! In Alexandria Square, a
person may buy almost any good made in the region, whether it be cuisine or some sort of craft.

Another feature of this place lies outside Ilioloosti proper, along the eastern border of the city-state. Here, a
long line of towers runs north-south along the eastern fringes of the lands controlled by Ilioloosti. Construction
of this 25-mile long fortification was started in AC 1005 and completed around AC 1010, and it consists of towers,
small fortresses, and trenches. Each tower or fortress is within visual range of the one next in line, and all are
equipped with signal fires and mirrors to pass messages quickly. Ilioloosti’s chief rival is Mivosia, and it has
weathered many attacks from its eastern enemy, hence the need for these fortifications.

Finally, as with many other city-states, llioloosti has its share of fine classical Milenian architecture and
decorations, though not so many as Kastelios. Many people from the lands of southeastern Brun find these
featuresinspiring, and indeed they are, but perhaps we are used to them because they are always around us. Still,
for all its beauty and tranquillity, llioloosti lacks the liveliness, and above al the history, of places like Kastelios,
though as a place to stay, and to explore, it iswell worth the visit!

Do Miss

Although | would love to say that Ilioloosti has nothing that should be avoided, thisis not so. As with my
own city of Kastelios, llioloosti has its less savory parts, namely, the quarter by the south gate. Although
reasonably well-patrolled by day, by night it is a dangerous place, filled with thieves, murderers, and, | am told,
practitioners of those elements of Milenian lore that are best |eft forgotten, such as the worship of evil Immortals,
and worse things. Mercifully, | did not have to travel in this part of the city, and thus | have only hearsay as
evidence. Still, | am glad that | did not have to go there.

KASTELIOS (City-State of)

Location: Continent of Davania, on coast of Sea of Dread.
Area: Approx. 600 sg. mi. (1,555 sq. km.).
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Population: 26,000 (another 5,500 live in satellite villages and in the countryside).
Languages: Milenian (Kastelian diaect).
Coinage: Sun (gp), moon (sp), heart (cp).

Taxes: All citizens pay 15% of their earnings twice per year (Klarmont 28 and Kaldmont 28), as well as 7% of
the assessed val ue of their land once per year (Kadmont 28).

Government Type: Democracy (citizens elect the town council, who then elect a spokesperson to guide
discussions).

Industries: Agriculture (primarily wheat and corn), cattle, crafts, fishing, sheep, shipbuilding.

Important Figures: Benji Trumblehorn (Shop Owner, male, halfling, F2), Marina Takanitas (Experienced Trader,
human, female, T1), Xenthos Sarantakos (Council Spokesman, human, male, normal human).

Flora and Fauna: The plant life present in Kastelios is atypical for the region, due to human intervention.
Where there should be water grasses, reeds, mangroves, and bogs one finds instead grasses, bushes, and trees -
such as cypress, oak, and pine. Many flowering plants are also in abundance, such as daffodils, orchids, and
tulips.

The original animal life that was present here consisted of alligators, various amphibians, and water birds such
as flamingos and spoonbills. Due to the draining of the swamps, these have been forced north and south into the
remaining swamplands. In their place have come the animals that the Milenians brought with them—primarily
domesticated animals such as cats, cattle, dogs, pigs, and sheep. Also present are bobcats and wild boars.
Kastelios is fortunate enough to be “monster-free,” though this does not prevent the occasional sighting of blink
dogs, displacer beasts, goblins, hippogriffs, orcs, and trolls (especially near the swampsin the latter case).

Further Reading: Previous almanacs.
Description by Marina Takanitas.

It is with great pride that | share with you, gentle reader, all that | can say of my home in a few scant pages!
Ours is a city that is truly the gateway to Davania, perhaps rivaling even Raven Scarp in the Thyatian
Hinterlands. Regardless, | have only what | see with my own eyesto show methat Kasteliosisleading theway in
opening ties with the outside world. My city has changed so much during my twenty-six years of life, | can
hardly say whether it has been adream, and just as much it is difficult to know where to begin...

TheLand

The land upon which Kastelios was built was originally a swampy delta, which lay at the junction of the
Amoros and Vasilios river systems. When the Milenians came, they used their engineering skills to drain the
swamps, and then run sewers underneath the city foundations. This left an area with rich soils, upon which our
city was built long ago. The lands immediately surrounding Kastelios are rich farmlands and plains, upon which
the villages of Phossos and Kantrios are built. Both of these lie southeast of Kastelios.

Kastelios is itself broken into four pieces, though all of these are encircled by the city walls, and the sections
are linked through the sewers and by ornate stone bridges. The smallest section consists of Euripidos Island, a
triangular island bounded on the west by a section of city wall, and on the northeast and southeast by The Fork,
which flows from the junction of the Amoros and Vasilios rivers towards the Serpent Strait, and the Sea of Dread.
Euripidos Island holds the Docksides—the roughest part of Kastelios. Along both sides of The Fork are
numerous docks and quays, which service the many ships entering and leaving Kastelios.

The second piece is called Northside; it is bounded along the south by the northern half of The Fork, and by
the Amoros river, which, along with the Vasilios river, meet and then divide into The Fork before flowing into the
sea. Northside is bounded with city wall along the north, and it has the Garganin Gate—the road from here leads
straight to that city. This part of Kastelios has many warehouses and businesses, as well as some residences
towards the eastern end. The Great Market, and The Ruins, arein this part of the city.

The third section is called Southside; it run south of the southern half of The Fork, and is bounded to the
northeast by the Vasilios River. The south is guarded by the city wall, in which is the southern gate of Kastelios,
called the Telosian Gate. The main road from here leads to the town of Telos Takesidhi. This section of Kastelios
contains the Gymnasium, many small temples and residences, fine statues, as well as numerous pillared streets.
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The last section is called the Old City. It is bounded on the east and southeast by city walls, on the north by
the Amoros River and on the west by the Vasilios River. This section contains the Great Temple of Halav, the
Public Forum, the House of Antiquities, and many upscale residences. This section is the oldest part of
Kastelios, and it survived the collapse of the empirerelatively intact.

Dueto its proximity to the Sea of Dread, Kastelios is blessed with a mild climate—the temperatures are never so
extreme as those that can be experienced even a couple of milesinland. Also, cool breezes blow in from the east
and north almost constantly, making the city avery pleasant placeto live.

The People

The people who inhabit Kastelios are al of Milenian stock, though the blood of paler folk, such as the
Hinterlanders, may have been added at some time in the distant past; for the men and women of Kastelios are
decidedly fairer in complexion than those of nearby Kalavronti, or lIlioloosti. Despite this difference in
appearance, we in Kastelios are no less Milenian than our neighbors. We honor the true Immortals—Halav, Petra,
Zirchev, Protius, and Asterius among others—and we hold a deep regard for the honorable traditions of our
ancestors.

Our dialect of the Milenian tongue is said to be the closest in form to that spoken by our people when the
Milenian Empire was strong. Whether this is true or not may never be known, but one need only spend a day
with ustolearn what it isto be truly Milenian!

Unlike many of the other city-states, for example, Kastelios still follows the democratic principles of our
ancestors. All citizens of Kastelios elect their representatives to the city council, who in turn elect a
spokesperson—one who moderates council debates and represents the city to the outside world. We also
regularly hold athletic games of skill, where adventurous souls may prove their mettle at wrestling, running,
diskos throwing, and other events. These tend to draw great crowds, and are never dull to watch. Our people
also have a deep respect for knowledge—those who are experts in philosophy or other arts are encouraged to
share what they know of our world, and to debate with others. Such competition, both mental and physical,
enriches our people, and allows us to be the best we can be.

My people are kind, and are always open to new ideas. This is why we are so eagerly opening up to the
northern countries—so that knowledge and culture may be exchanged, and with them the forging of deep ties
may come to pass. The people of Kastelios are also brave; we do not fear what lies across the sea, nor are we
afraid to test ourselves. In doing so we become stronger, and we are able to broaden our horizons.

This, gentle readers, is what awaits you should you come to Kastelios. On behalf of my city, | bid you come
experience what we have to offer—the memories alone will be well worth the voyage!

Recent History

Kastelios was founded circa BC 650 by Milenian colonists pressing westwards across northern Davania. The
Milenian Empire had already been established, but some yearned for the sea, and desired to live on the coasts as
well as expand the empire while retaining some autonomy. As a result, a large group of Milenian settlers
descended upon what was once alarge swampy delta at the junction of the Amoros and Vasilios river systems.

Within afew years, the swamps were successfully drained by engineers, revealing rich loamy soil that yielded
bountiful crops. Tiberios Andrasos, who led the expedition, decreed that at the very junction of theriver systems
agreat port city would arise. So it wasthat Kastelios was founded on that spot.

The settlement grew quickly, and as time passed, more swamplands were drained to accommodate the need for
more farmlands. Eventually, an area 15 miles across, with Kastelios at its center, was drained. Many homesteads
and villages cropped up in this territory, all under the jurisdiction of Kastelios. By BC 150, Kastelios was a
sprawling city of 60,000, with great aqueducts, statuary, and paved boulevard leading from the sea to the inland
territories of the empire. By thistime, the Milenian Empire had largely retreated inland, except for this one city, its
one great port. Many Milenians who left Davaniain search of new lands passed through Kastelios, and so this
city was also seen as a springboard to adventure and new lives elsewhere.

This era, which modern Kastelians call their Age of Joy, cameto an end in BC 30, when the region fell into civil
war and anarchy during the collapse of the Milenian Empire. Marauding soldiers and barbarians, some possibly
from the modern Thyatian Hinterlands, passed through Greater Kastelios several times, looting and burning as
they went. The city militia managed to fight off the worst of the incursions, but the damage had been done.
What was once a beautiful city of 60,000 was now a third in ruins, with only 10,000 people within its shattered
walls. Most of the citizens fled during the chaos, though few returned.
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The true spirit of the people showed through in the aftermath. Realizing that they could only depend on
themselves for survival, the survivors banded together, and elected a council to lead them in the times ahead. A
spokesperson was elected by the council to ensure that discussions would not degenerate into petty rivalries,
and that survival and the common good remained priorities. This system of |eadership was quite similar to the old
governmental system of the empire beforeit fell into decadence, and it has remained in place ever since.

The Kastelians also kept in mind what made them great in the first place—awillingness to persist, reverence for
their Immortals, and openness to new ideas combined with a respect for tradition. Thus, the old Milenian ways
were maintained and enshrined, and with them remained reverence for the traditional Immortals of the Milenians.
Since they had not fared so poorly in relation to other cities, the Kastelians kept their faith, and they were able to
draw on the knowledge of their forefathersto rebuild their city.

The people of Yavdlom also played and important role in Kastelios's regrowth. They brought in food when it
was needed, and hel ped the Kastelians repul se invaders during those first difficult years. Because of this, aclose
relationship has existed between the two nations ever since.

By AC 300, Kastelios was once again a beautiful city. The population had slowly grown to 15,000, and the vast
majority of the buildings had been rebuilt and restored. New buildings were also built in the old style, but newer
techniques were used as people uncovered new ideas over the years. The villages of Phossos and Kantrios had
sprung up in the periphery, and these were added to the growing city-state. Look at the city at this time, one
would never had guessed that it suffered any damage during the collapse of the empire.

Today, Kastelios has some 30,000 people living within its territory, and it is continuing to grow in leaps and
bounds. Though there have been some setbacks over the years, Kastelios has emerged from the collapse of the
Milenian Empire as one of the few city-states that actually came out reasonably intact, and flourished.

Don’t Miss

The Public Forum is always worth a visit when in the city! Here one can listen to philosophers, scientists, and
other thinkers put forth their ideas on the front steps of this lovely white marble building, graced with massive
columns and engravings along its front. It is especially lively when debates begin—these tend to draw crowds,
depending on the topic. Inside is the Grand Chamber, where the thirty elected counselors debate issues of the
day, guided by the spokesperson. Most meetings are open to the public, though important issues, such as
declarations of war and the like, are always held behind closed doors.

Another sight worth seeing is the Great Temple of Halav! This structure has remained undamaged since its
construction in BC 250, and daily services in honor of this Immortal have never been interrupted or stopped for
any reason since that time. Elegant white columns, with a massive red slate roof, encircle and cover the temple
itself. Inside the templeis one large room, dominated by an immense atar—reputedly made from a single piece of
quartz! Regardless, the intricate carvings depicting the great deeds of Halav and His many heroes are truly
inspiring to the observer.

The Gymnasium is where all sporting events in Kastelios take place. A running track encircles a modest
rectangular building, in which are baths, supply rooms, and indoor recreation areas. At least twice ayear the city
holds great athletic events here for all to see, where events such as running, diskos throwing, archery, and
wrestling are held.

For those seeking necessities or luxuries, the Great Market is the place to go. Here one may find traders from
places such as Y avdlom, Kalavronti, Ilioloosti, Hrissopoli, Sind, and increasingly Minrothad, lerendi, Darokin, and
Thyatis. Whether you seek common foodstuffs, weapons, or other goods, or more exotic items from deeper
within the continent, thisisthe place to find them. The Great Market isincreasingly becoming a meeting place for
people of different cultures, too. It isno longer unusual to see adventurers come off the boats, and meet locals
here to hire out as guides.

Of course, avisit to Kastelios would never be complete without a thorough tour of the many public baths, small
temples, bridges, public buildings, theaters, and other reminders of this city’s Milenian heritage. Graceful
columns, imposing statues, and paved streets all date from the Milenian Empire, and everything from that time has
been well maintained. It is also interesting to compare the different building styles through the ages, for, while
the basic Milenian building patterns have been maintained, different architects added unique elements of their
own.
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Another thing worth seeing is something in Northside called The Ruins. Thisisa collection of rubble and half-
collapsed walls that stood here even before the Mileniansfirst came to the area. No one knows who built them, or
what purpose they served, but they serve as an interesting attraction, nonetheless.

Finally, anyone wishing to learn more of the old Milenian Empire need only stop at the House of Antiquities.
Here, proprietress Helena Demetrina has painstakingly collected, catalogued, and restored thousands of relics
dating from the days of the empire. Tiny amphorae sit with statuettes on the many shelvesin this building, while
mosaics grace the walls and floors. Helena has also collected a large number of scrolls during her adventuring
days, and she is more than happy to share them with visitors. Truly atreasure trove of history!

Do Miss

Newcomers to Kastelios would do well to avoid the Docksides. This is the seedy part of the city, a veritable
maze of damp alleys and derelict buildings on Euripidos Island. This area is run by the local street gangs and
thugs, who, fortunately, spend too much of their energies beating each other to seriously threaten the rest of the
city. Various governments have tried to clean up the Docksides, but the locals always put up strong resistance.
Now the city concentrates on keeping the nasty elements inside this part of Kastelios. This is perhaps the
greatest blot on our city’ s record.

MIVOSIA (City-State of)

Location: Continent of Davania, central MeghalaKimata Plains.

Area: Approx. 1,400 sg. mi. (3,625 sqg. km.).

Population: 40,000 (21,000 in Mivosia, 19,000 living in scattered villages and towns).
Languages. Milenian (Mivosian dialect).

Coinage: Crown (gp), half-crown (ep), tenth (sp), hundredth (cp).

Taxation: All citizens aretaxed at 25% of their assessed worth once per year (Eirmont 15).
Government Type Military dictatorship ruled by atriumvirate.

Industries: Agriculture (primarily fruits and grains), mining, sheep, war.

Important Figures. Diamanes Thesakkrus (General of the Mivosian Army, human, male, F14), Diocletian
Merasthasius (Head of the Interior Ministry, human, male, M4), Petrassia Amonduria (Captain of the Mivosian
Cavalry Brigade, human, female, F12)—these three people lead the ruling triumvirate.

Flora and Fauna: The area upon which Mivosia was built sports plant and animal life typical for the region.
Among the more common vegetative life that can be found here are all sorts of water plants, ranging from cattails
to lily pads along the various waterways. On land, it is possible to find many species of grasses, as well as
various shrubs and bushes. Nestled among the hilltops of this region are the few trees that exist in this part of
the continent—most of these being cypress, mahogany, and oak trees.

Thanksto intensive farming, and relatively dense settlement patterns by local standards, there are very few wild
animals to be found around Mivosia. Most of what people will see consists of chickens, the occasional cow, and
a large number of sheep. Despite this, people in outlying regions have encountered giant insects, gnolls,
griffons, harpies, hippogriffs, orcs, and on rare occasions purple worms.

Further Reading: Previous almanacs.
Description by Marina Takanitas.

It was with some trepidation that | set out southeastwards from my homein Kastelios to explore this far-off city-
state of the Meghala Kimata Plains. We on the coast do little trade with this place, as there is nothing that the
Mivosians produce that we need, or that we cannot more easily obtain from our immediate neighbors. On top of
this, news had reached us during the previous years of the depredations of the Mivosian army, asthe city-state’'s
forces steadily encroached upon its neighbors. Whether or not these tales are true, few people wish to head
inland to this place by the Meghalo Fithi River. For many, it is fine to venture as far inland as llioloosti, but no
further.

TheLand
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Mivosia is situated on fertile hilly terrain bordering the great Meghalo Fithi River as it flows northwestwards
towards the Sea of Dread. The land is well-watered, with many streams and brooks cutting across one's field of
vision, and all emptying themselvesinto the Meghalo asit surges by. Unlike Kastelios, Mivosiais not built over
its waterways; rather, it looms along the northern shore of the great river, its high walls running along its length.
Do not be deceived that thisin any way compromises Mivosia's defenses, or its overall efficiency as acity. On
the opposite side of the river looms a great fortress, its walls easily measuring 1,000 feet on a side, and its main
tower at least 200 feet in height. It isconnected to the city by agreat bridge, which can be raised in times of need.
Although | could not approach the fortress to get a better 1ook, | saw what could very well be sharpened stakes
propped just beneath the river’ s surface—some large enough that | am sure they could easily skewer small ocean-
going vessels. Add to this the impressive battlements atop Mivosia swalls, and it is clear that this city-state is
prepared to defend itself. How many of these defenses are magical | dare not specul ate.

Asfor the land itself, Mivosia is indeed fortunate. Not only is it blessed with what appears to be a defensive
position with all of its hills and waterways; it is aso a fertile land. Even this far south, rain falls abundantly,
brought by the northern winds, and the soil is rich and black. Many irrigation canals have been dug back from
the river and its tributaries, and almost every inch of land outside the city that is not covered by buildings or
roads has been given over for farming or for pasture.

The People

Seldom have | seen people so dour asthe Mivosians! It isindeed difficult to believe that these people, and my
own, belonged to the same empire at one time, and that they were indeed of one folk. In many ways the
Mivosians resemble the people of Kastelios—they tend to be relatively fair of complexion, with slight olive skin
tones appearing here and there. What sets the Mivosians apart is the fact that there are very few among them
who are not physically fit, or marred with deformities of any sort. Perhaps what strikes the visitor most about this
place isthe prevalence of the military—soldiers stand on virtually every street corner, and patrol every street on a
regular basis. Military banners hang from all public buildings, and, it comes as no surprise, the vast mgjority of
the statuary in this city isin honor of the various generalswho died in the service of Mivosia

It was very difficult obtaining information for this portion of my submission on Mivosia for Joshuan, owing to
the strict regul ations governing contact between citizens and foreigners. No citizen of Mivosiamay hold any sort
of conversation with a foreigner without military supervision, under pain of forced labor. All foreigners, when
entering the city’s main gates along its western outer wall, are assigned a soldier to act as both a guide and as
protection. This soldier will accompany the visitor throughout his or her stay in Mivosia, and will never be more
than ten feet away at any time. These soldiers must also be present for any contacts with citizens, to ensure that
no vital information is given away to foreigners, and that no subversive influences are allowed to take root among
Mivosia's populace. When entering the city itself, | was forced to hide my true reason for coming here, as | had
learned earlier that the Mystaran Almanac, which has just begun to see print in Davania, is considered by the
Mivosian Triumvirate to be subversive propaganda. Just last week | heard a man was sentenced to forty years
hard labor for trying to sell a copy of this book within the city. But enough of my troubles in getting this
information to you, the reader, let me begin by telling you something of the people.

As | mentioned before, the Mivosians are a dour people. | think this is in part because of their militaristic
environment, and their harsh regime. It is clear that in their society, the military occupies the highest social
stratum—all young men with ambition in Mivosia dream of becoming great military leaders. The sheer amount of
pride the city feels towards its soldiers can ailmost be felt; there are numerous monuments dedicated to heroic
soldiers, and public orators preach daily to the people on how Mivosia can only be strong if its people support it
by serving in its armies, and by obeying the triumvirate. Mixed with this patriotic fervor are discourses railing
against the inherent corruption of the other major city-states, and how the lands around Mivosia seethe with
infidels waiting to destroy all that remains of the mighty Milenian Empire. Of late, | am told, the recent invasion of
Polakatsikes by the Heldannic Knights has al so been atopic of discussion.

Asthe Mivosiansidolize their soldiers and strong figures, they also denigrate those who are not so blessed. It
seems to be an unspoken rule in Mivosia that only the strong may survive. Malformed babies are left to die of
exposure, by order of the triumvirate, and those who cannot, or will not, remain physically fit are treated as
second-class citizens—a prospective burden on the state. Begging is forbidden within Mivosia's walls, and
those caught doing so by soldiers are escorted away—never to be seen again, so | amtold. They also ook down
upon those from other city-states, especially those whose Milenian heritage has been somewhat diluted in their
eyes. To the average Mivosian, no other city-state was so successful in repelling the invasions and chaos
following the collapse of the Milenian Empire, nor was any other city-state so successful in maintaining Milenian
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art and culture. They feel they accomplished this through strict military discipline, and as such the military
occupies a position of power.

How does the average Mivosian react to all this? While | encountered some who, through subtle visual clues
my soldier escort did not seem to pick up, told me that they disagreed with the government’s policies, most of
those | tried to talk to refused to converse with me, their reasons ranging from my being a lowly foreigner to
gazing fearfully at my escort, and telling me that they had an urgent errand to attend to. The average Mivosian is
truly a tortured soul, forced to bend to the wishes of a cruel regime, though some clearly support what is
happening. What frightened me the most about the Mivosians was the seemingly mindless devotion to what
many here see as Mivosia' s manifest destiny—rulership over a resurrected Milenian Empire. For the sake of
peace, | pray that this does not cometo pass.

Recent History

Mivosia was founded in BC 512 to be an administrative center for the Milenian province of Lychaea. At its
height around BC 350, it had a population of approximately 55,000 people. During this early period of its history
Mivosia was well known for the competence of its administrators, as well as the talents of its bards. Indeed,
recently rediscovered manuscripts praise “the Lychaean jewel of Mivosia, fairest of the fair.” Fragmentary
records from this time describe Mivosia as a city of colossal statues of great statesmen, breathtakingly beautiful
public buildings, and roads and agueducts that were nothing less than tremendous feats of engineering.

This golden period ended circa BC 60, when the troubles that had been plaguing the Milenian Empire came to
Mivosia Heroic tales of defeating barbarian and humanoid hordes from this time still survive to this day, in no
small part because they serve the interests of the ruling triumvirate. During thistime, Mivosia had the distinction
of being the only Milenian city to successfully repel every attack against it; not one enemy soldier made it past
the city’s defenses. In BC 41, a general by the name of Solarus defeated a great horde of barbarians outside the
walls of Mivosia, and in response to his heroism, the public at the time demanded the imperial governor step
down, and hand over control to him. Solarus crowned himself king, and started a line of rulers that lasted for
centuries. During that time, Mivosia became aregiona hegemonic power, dominating the surrounding towns and
villages.

The line of kings that Solarus had started came to an abrupt end in AC 472, when a coalition of military leaders
overthrew the monarchy and installed itself as the government. The military had grown increasingly dissatisfied
with the government’s defense strategies, and felt that it would do a much better job at running the city. This
new leadership soon dissolved into a petty dictatorship, as internal squabbles steadily whittled the rulership
down to one man, a former general by the name of Naxos. He then started a new royal succession, which was
overthrownin AC 611.

For more than 350 years following this second revolution, there was a period of almost constant turmoil. New
ruling military coalitions displaced each other in rapid succession, and as continuity in government vanished
within the city proper, Mivosia's hold on its satellite villages and towns began to slacken. This gradual decline
continued until AC 981, when the current triumvirate, composed of Diamanes Thesakkrus, Diocletian
Merasthasius, and Petrassia Amonduria, took power. Since then, Mivosia has undergone a program of rapid
remilitarization, expansion, and centralization. Those towns and villages which strayed from the Mivosian orbit
have since been re-incorporated into this growing city-state, and areas that have never known Mivosian rulership
are now finding themselves under its control.

Don’t Miss

Although Mivosia has many examples of well-preserved Milenian architecture, there is not much here that
recommends itself to the visitor. The various colossal statues of long-dead Mivosian generals are impressive,
though. Perhaps the one thing that is definitely worth seeing if you are hereis the Citadel, the great fortress that
sits across the Meghalo Fithi River from Mivosia. Although foreigners are not allowed to enter this great
complex, it isstill impressive to see even from acrosstheriver. Itsgreat walls and towers, and the massive central
tower | mentioned earlier, are all fine examples of solid craftsmanship. The sheer bulk of the fortress is what |
think would impress the average person, comparable, | hear, to even the great forts and castles of the
southeastern nations of Brun.

Do Miss

Ideally, there is no reason why anyone should want to come this far inland to see Mivosia. As| have already
explained, Mivosiatakes adim view to foreignersin general withinitswalls. Should you find yourself in Mivosia,
you would be well advised to stay clear of all military patrols after dark, as they do not take kindly to curfew
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violations of any sort. In addition, stay away from all military buildings, no matter what time it is. Mivosia has
strict penaltiesin place for those found guilty of spying.

POLAKATSIKES (Heldannic Dominion of)

Location: Continent of Davania, eastern Meghala Kimata Plains.

Area: Approx. 336 sg. mi. (870 sg. km.).

Population: 8,300 (includes roughly 200 Heldannic Knights), approx. 1,500 in the countryside.
Languages. Heldannic, Milenian (Polakatsikan dialect).

Coinage: Groschen (5 gp), gelder (gp), erzer (ep), markschen (sp), fenneg (cp).

Taxes: Every citizen’ sworth is assessed annually, and is taxed at arate of 20%.

Government Type: Military dictatorship, town council has some autonomy.

Industries: Agriculture (mainly wheat, potatoes, and other vegetables), cattle, crafts, sheep, smithing.

Important Figures. Wolfgang Stemmel (Landmeister, human, male, P8 of VVanya), Trimos Sortiropolis (Former
Burgermeister, human, male, norma human).

Floraand Fauna: The plant life that is to be found here is typical of that in subtropical plains. One can find
sturdy grasses of all forms (including the more exotic types—such as grab grass), as well as bushes and shrubs,
and occasional stands of cypress and other tropical trees.

The animal life is no less typical. Here one may find all forms of birds, including vultures, coexisting with
antelopes, boars, elephants, gazelles, giraffes, hyenas, lions, monkeys, snakes, and wild horses. Among the more
exotic animals to be found here are blink dogs, the occasional chimera, displacer beasts, and purple worms
(though these are thankfully rare).

Further Reading: Previous almanacs.
Description by Friedrich von Eisendorf.

Inthe 1015" year after the crowning of the first emperor of Thyatis, the mighty armies of Vanya plunged their
swords deep into Davania, and struck a deathblow against the people who caused our Patroness much grief in
life—the Milenians! We were commissioned by Vanya Herself to prove our devotion by conquering land in the
heart of the continent, and by defeating a people She has long disliked. Although outnumbered, our superior
arms, armor, and training won the day against the defenders of the town of Polakatsikes. The town has been
added to the Heldannic Territories, and is henceforth the Heldannic Dominion of Polakatsikes!

TheLand

Polakatsikes liesin the heart of the Meghala Kimata Plains, and isitself not too far from the Meghal es Amosses
Desert. The town itself is surrounded by good farmlands, and a range of hills known as Larnian Hills lies to the
east. Of these hills, Pelmos Hill is the tallest in the group, and was the site of the greatest battle in the conquest
of thistown. Out of respect for our fallen enemies, and our own, a monument was built to the dead of both sides
atop that hill. Towards the north, the grasses become taller, as one nears the great forests of the Jungle Coast.
Towards the south, the land becomes more hilly and arid, until the Meghales Amosses Desert takes over.
Perhaps the most interesting feature of thisland lies in the Larnian Hills, where many great springs literally burst
from underground, spouting water that slowly flows northwest. Various tiny rivers also run from the hills, and
these join up with this flow from underground. By the time one reaches Polakatsikes, these flows have merged
into the beginning of the Meghalo Fithi River, atremendously long waterway that is said to flow into the Sea of
Dread itself, slowly gathering strength as it presses northwestwards. Despite the relative closeness to the desert,
northern winds bring a great deal of humidity from the Jungle Coast—surely ablessing for the farmers!

The People

The people of our newest dominion are of Milenian stock. The average citizen of Polakatsikes is rather short,
but stocky. They tend toward olive complexions, and many of the men are bearded. All of the able-bodied arein
excellent physical condition; their lives before we righteously conquered them were simple, but hard. They would
make fine warriors for our armies.
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They have a surprisingly structured society for such an isolated people—every citizen of the town has a
specific profession, and there is a definite hierarchy in their society, such that the town leaders, the generals, and
the most skilled craftspeople carry the most influence. Still, this system makes for mob rule; their town council
was little more than an arena for shouting matches when we arrived, and | am surprised they managed to agree
with each other long enough to resist us as long as they did. Be that as it may, our form of government for the
town, under the wise leadership of Templar Wolfgang Stemmel, and in cooperation with Trimos Sortiropolis, the
original town council leader, is not oppressive for them. | have heard of no complaints.

These people, despite their heritage, have little regard for history. Most of them are concerned with everyday
survival, and there are too many pressing concerns to worry too much about where one comes from and how
one's heritage affects current events. They maintain their buildings, they speak their language, and follow some
of their ancient customs and celebrations, but little more. They simply do not have the time or the energy to
devote to rebuilding Milenian culture. Thisisjust aswell for us, as it would make them rather difficult to rule if
they were prone to romanticizing their past, but | digress.

Despite their shortcomings, the Polakatsikans are a very independent-minded and steadfast people. They have
always had to depend on themselves for survival, and judging from the town itself, they had done admirably.
They are quite disciplined and organized, and seem to be receptive of outside ideas, especialy if they prove
themselves to be better than those that currently exist.

Recent History

Polakatsikes was established around BC 100 or so, not long before the collapse of the Milenian Empireitself. In
fact, it was among the southernmost Milenian settlements at the time, and was quite isolated. When the empire
collapsed, the townsfolk simply retreated within their walls and waited out the next thousand years, tending to
their farms, and defending their lands in times of need. Existing town records tell tales of recurring invasions on
the part of desert and humanoid tribes from the south, but all of these were too disorganized and poorly-equipped
to succeed in conquering Polakatsikes. As a result, the Polakatsikans looked after themselves, and seldom had
contact even with the other city-states.

The only outsiders who managed to conquer this town to date have been the Heldannic Knights. The fact that
the town is no longer independent has shocked all but the most stalwart citizens of this tiny land, making
resistance in the near future improbable. Some of the town’s youth have become enamored by the novelty of the
knights, and some have begun to emulate them to a degree.

Don’t Miss

Those who are interested in classical Milenian architecture and culture will not be disappointed in Polakatsikes.
One can find public buildings with graceful pillars and statues, fountains, beautiful groves, clean paved streets,
and a functioning sewer system. Many of the larger buildings were constructed when the town was first
established, which means they date back a thousand years at least. One can also see changing building styles
over the ensuing centuries simply by walking down astreet. The weight of history is present in Polakatsikes.

One interesting place to see is the Town Forum, a sort of indoors amphitheater where the town council, and
now the Heldannic governors as well, discuss important policies and ideas. Most such meetings are open to the
public, and citizens are free to ask questions. Discussions have been much more subdued of |ate, as the town
council and the knights seek ways to work together.

Another place worthy of visiting is the Library, the only source of written knowledge locally. Here specialy-
trained caretakers have maintained a collection of scrolls and books, some centuries old. Many of them recount
local events over the past thousand years, but others are collections of tales concerning Milenian legends and
lore. Surely awealth of information lies within for those so inclined!

In the coming years, visitors will want to see the Cathedral of Polakatsikes, when it is completed. Needing a
suitable place of worship, the knights have taken over an abandoned house for now, but already the foundations
are being laid for what will be an average-sized, but grand, cathedral devoted to Vanya. It should be completed
within the next couple of years, and will be asight to behold in comparison to the local buildings.

Finally, the professional displays of martial skill on the part of the Heldannic Knights stationed here are always
a sight worth seeing. Every day there is a parade in front of the Town Forum, with shining swords and armor
flashing, and banners billowing proudly. Some of the locals have come to watch these soldiers from afar off land
display their prowess, and have always walked away impressed.

Do Miss
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While there is no place within Polakatsikes that should be avoided due to danger, thrill-seekers would do well
to avoid the central marketplace of the town. The chaos that is to be found there every day is sufficient to drive
even the most balanced mind insane. Gesticulating hawkers compete for the attention of unwary shoppers, while
pickpockets glide through the crowds. If you want to experience a dreary market, go to Hockstein or some other
backwater town.

THYATIAN HINTERLANDS (Dominion of)

Location: Continent of Davania, Jungle Coast region.
Area: Approx. 83,980 sg. mi. (217,510 sq. km.).

Population: 165,000 (30,000 in Raven Scarp, 35,000 living in scattered Thyatian villages and towns, 100,000
Thyatianized Hinterlanders scattered throughout jungles, unknown number living deep in the wilderness).

Languages. Thyatian (official), Thratian.
Coinage: Emperor (5gp), lucin (gp), asterius (sp), denarius (cp).

Taxation: 20%/25% income tax, collected 4 timesayear (Va. 1, Ya 1, Fy. 3, and Ei. 1). 10% imperia commercia
salestax on all goods except food, clothing, and fixed assets.

Government Type: Dominion under the jurisdiction of the Empire of Thyatis.
Industries: Agriculture (primarily fruits and grains), cattle, mining, sheep, war.
Important Figures: Leilah ben Nadir (General Governor, human, female, P18 of Tarastia).

Flora and Fauna: The Thyatian Hinterlands are rife with jungle flora of every sort. One can find here almost
any specimen imaginable, from mangroves along the coasts, to cypress, olive, banyan, and sequoia trees inland.
In the jungles themselves, the vegetation overhead forms a complete canopy, so that very little grows at ground
level save for creepers, shrubs, fungus, and so on. In areas where there is no cover of foliage, tall grasses
predominate. Scattered among these plants are the more fantastic forms of plant life, from grab grass in open
|lands, to amber lotus flowers, archer bushes, strangle vines, and whip weeds in the forest.

In terms of animal life, the Hinterlands are likewise endowed. The jungles hold all manner of beasts, including
apes, tigers, snakes, wild boars, rodents, and birds of every sort. Likewise, the open areas have gazelles, lions,
aurochs, zebras, and other animals. The more fantastic creatures include displacer beasts, blink dogs, chimerae,
centaurs, harpies, and even black and green dragons deep in theinterior.

Further reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Marina Takanitas.

| was quite surprised when | was asked to venture to the Thyatian Hinterlands to comment on the areal | had
grown quite accustomed to fulfilling my duties near my home in Kastelios, or at least not venturing too far afield.
Without a doubt this was the longest journey | ever took, riding on the Thyatian vessels plying the new route to
the Hinterlands through my nation’s waters. Now | would have the chance to see the fringes of the much-
vaunted Thyatian Empire, of which | have heard so much lately. With all the events happening locally, it seems
only fair that the Hinterlands should be explored in al their glory, and with that | happily present them to you
now, fair reader.

TheLand

The Thyatian Hinterlands are set along a stretch of the northern Davanian coast known as the “Jungle Coast,”
for obvious reasons. Though the lands upon which the Thyatians built their cities and towns was covered with
virgin rainforests, much of it has been cut back along the coasts to clear space for the growing urban areas, as
well as the numerous farms that are needed to feed the people. Thisis especially true for the area around Raven
Scarp, which is surrounded by farms.

Once outside the heavily settled regions, though, the jungles dominate. Great trees and shrubs form a dense
blanket over the land, blocking out much of the sun’s rays, and trapping in the heat like a thick blanket. At high
noon in the jungles, the heat can be so stifling that newcomers to the areawill find it difficult to breathe. For the
most part, only the fringes of this land have been penetrated by the Thyatians, and beyond the expanding
network of roads and settlements, only the wilderness prevails.
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In terms of terrain, much of the Hinterlands slopes downwards gradually towards the Sea of Dread. In the
western reaches of the lands claimed by the Thyatians, jungle-cloaked hills predominate, and here the seacoast is
a mixture of sandy beaches and low cliffs. East of the River Torion, which flows through Raven Scarp towards
the sea, the lands are much flatter. Aside from this general overview, however, very little in terms of precise
detailsis known at the moment, due to the difficultiesin surveying this vast land.

The People

The Thyatian Hinterlands are a prime example of Thyatian colonization in action. In the cities and towns, the
population is divided between the various peoples of the Thyatian Empire, and the native Hinterlanders who have
adopted Thyatian ways. When these lands were first conquered, the Hinterlanders made up the vast majority of
the people living in the urban areas. Now, with colonization from the Thyatian mainland increasing in recent
years, the Thyatians are rapidly gaining ground, and will soon form the majority in most settlements.

The Thyatians living in the Hinterlands, especially those who were among the first colonists, and their children,
are dightly different from those living on the mainland. Being a distinct minority far from home, many Thyatians
in the Hinterlands have adopted some of the local customs, including a more individualistic outlook on life, and a
greater reverence for nature. Some have even learned druidic lore and left civilization for the great junglesto start
anew life. In other ways, they are still typically Thyatian—they heartily support their emperor, and the empire
itself, and they have a great respect for the legionnaires who serve all around them. They also tend to be rather
cosmopolitan, claiming to represent the greatest nation on Mystara, but also one of the most sophisticated ones.
To me, the charms of their culture are seductive in their own right, but, as with everyone else on this world, they
conceal far more sinister elements[ obviously her own opinion. Ed.].

The indigenous Hinterlanders, who make up the majority of the population here, are truly unique. These tall,
fair-haired people are said to be great warriors, who respect strength and bravery in all its forms. | have heard
tales that the physically weak in their culture, among those who still adhere to traditional ways, have miserable
lives. Supposedly, only those who have the talent for magic, which is recognized as a strength or sorts, are given
the same respect as that accorded a warrior. The Hinterlanders are also said to be highly individualistic. | have
heard tales from retired legionnaires in which they describe the Hinterlanders in war as “ great, pale-skinned men
running rampant across the countryside, paying no heed to formations or discipline, and trying to scatter all
those before them.” What they lack in discipline, they make up for in ferocity, it seems. It isagood thing wein
Kastelios do not have such for neighbors, but | digress.

The Hinterlanders are composed of four clans: the Raven Clan, the Rhino Clan, the Jackal Clan, and the Leopard
Clan. Of these four, the Raven and Rhino Clans are predominantly under Thyatian rule, and more and more of
their peopl e are adopting the ways of their conquerors. In the western reaches of the Hinterlands, the Jackal Clan
is intermittently warring with the Thyatians, but is steadily losing ground, or so my sources say. Only the
Leopard Clan is wholly free of Thyatian rule, but the locals tell me that a great offensive to the east will come
someday, in which that clan, too, will fall under the rule of the Thyatians. Time will tell.

Generally speaking, the two groups seem to get along reasonably well in the towns and cities of the
Hinterlands. A large number of the Thyatians living here, especially those who were born here, or those who
have lived here along time, respect the Hinterlanders, and treat them as equals. Intolerant Thyatians, more often
than not, tend to be those who have just arrived here, and often they are the ones who have not spent much time
around people of other ethnic groups. In the countryside, relations tend to be more strained, it seems, as more
land comes under the plow, and the more traditional Hinterlanders are forced to retreat further into the jungles.
What this augurs for the future, | have no idea

Recent History

Although Thyatian interest in the Hinterlands dates back to AC 988, when the first military vessels established
beachheads not far from where Raven Scarp stands today, this region of Davania has a great deal of historical
significance for the Thyatians through their legends. The story began long ago, when, according to the most
ancient Thyatian tales, a great evil threatened their very existence. The Thyatians were forced to flee south,
leaving their cool forested homeland for a great journey across the sea, to the jungled land of Davania. There,
they fought to survive in their new home, fighting off humanoids and savage beasts, and ultimately they
managed to make ahome for themselves.

Not long afterwards, it seems, a great empire, possibly that of the Milenians, was growing at a meteoric pace on
the Meghala Kimata Plains to the south, and its warriors pressed in al directions, subjugating all before them.
Although they fought bravely, the folk who would become the Thyatians, Kerendans, and Hattians were
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ultimately forced to leave, though some remained behind. During the intervening years, the fair-skinned folk who
remained, and who survived the death throes of the Milenian Empire, may have become the people known as the
Hinterlanders. They developed into a people of warriors, whose harsh, and often short, lives in the jungle
dictated great strength, adaptability, and quick reflexes. It is unknown how long ago all this happened, though
the Thyatians, Kerendans, and Hattians fled several centuries before the fall of the Milenian Empire, which wein
Kastelios have documented as happening circa BC 50 by modern reckoning.

Of the intervening years, little is known. The Hinterlander tribes kept no written record of what happened in
their lands, keeping only oral records of great invasions of humanoids, aswell as of the presence of a people that
might have been elves, judging from their description. All that is known of events happening here between the
collapse of the Milenian Empire and the arrival of the Thyatians are contained in those tales.

This changed in AC 988, when the Thyatians returned to Davania in great warships. After initially winning
some easy victories along the coasts and around Raven Scarp, progress inland has been much slower, though
steady. Of the four Hinterlander clans, only the Raven and Rhino Clans have been largely conquered by the
Thyatians. The conguerors have also been quick to tame the land in areas that have fallen under their control,
clearing land for fortresses, fortified villages, roads, and even the occasional homestead for those brave pioneers
who wished to settle the land far from the growing settlements. Outside of these pockets of Thyatian civilization,
theland is still filled with danger.

Don’t Miss

During my stay in the Hinterlands | found several things of note, which any passer-by should visit should he or
she have the chance. Perhaps the most breathtaking sight that first greeted me as | entered Raven Scarp was the
actual Raven Escarpment, after which the port city is named. Although the cliffs themselves are only 150 feet tall
at most, the rock itself is crisscrossed with many different-colored bands. A gnomish prospector who | had the
pleasure of meeting in that city told me that the different colors are caused by the gradua sedimentation of
different forms of rock over many eons. At ground level one can see pink granite, with itself was extruded from
mighty volcanoes ages ago. Above that are many layers of sandstone, limestone, obsidian, mica, and finally
chalk at the very top. The swirling of the different bands of color was breathtaking; | have never seen its like
anywhere else.

For those seeking imperial grandeur at its best, the Imperial Square is the place to go! Much larger than even
the greatest market square in Kastelios, the Imperial Square is where imposing lines of Thyatian legionnaires drill
every day, and perform parades on holidays. Their ceremonia bronze armor was so highly polished on the day
that | went, that | was nearly blinded! Aside from the displays of military prowess, one can also see the majestic
buildings that house the colonial government of the Hinterlands. On the northern side stands the Imperial
Legislature, where the famed Leilah ben Nadir, Governor of the Hinterlands, resides and holds court. On the other
three sides stand impressive examples of Thyatian architecture, with great columns and walls of dressed white
marble. Mind you, they are afar cry from the graceful buildings of Kastelios—it is clear to me who served as an
inspiration for Thyatian architecture [her own opinion. Ed.].

Another thing worth seeing is the Great Fall. Located a day’s ride south of Raven Scarp, along the River
Torion, this great waterfall plunges 300 feet, and is bathed in multicolored water droplets where it ends its fall.
Locals, both Thyatian and Hinterlander, say that the waters where the falls end have curative properties, and
some claim to have been cured of horrendous diseases by bathing there. At night, the waters at the base of the
falls glow with afaint blue luminescence, the source of which isunknown, for many have tried digging there to no
avail,

Do Miss

One area that Hinterlanders say should be avoided like the plague are the Fens of Lost Hope, which lay in the
south of the Barony of Fiorenza. Ancient Hinterlander legends tell of a great battle fought here ages ago, after
which the defeated force was imprisoned somehow. Local lore has it that this imprisoned entity was so
malevolent that the very forests nearby were corrupted, and ultimately the Fens of Lost Hope came into being.
This vast trackless waste is filled with all sorts of foul beasts and poisonous plants, and the murky waters hold
nothing but danger for the wanderer. So evil isthisland that Hinterlanders who have greatly wronged their clans
are sent here as penance for their deeds. | have also heard that there are great treasures within the fens, remnants
of abygone civilization, but none who have ventured here have ever returned.
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VANYA'S REST (Heldannic Outpost of)

Location: Continent of Davania, eastern coast by Gulf of Mar.

Area: 48 sg. mi. (125 9. km.).

Population: 4,000 (does not include around 500 farmers supplementing local rations).
Languages: Heldannic.

Coinage: Groschen (5gp), gelder (gp), erzer (ep), markschen (sp), fenneg (cp).
Taxes: None.

Government Type: Military dictatorship.

Industries: War, some agriculture (mainly grains and vegetabl es).

Important Figures: Heinz Kronenburg (Castellan, human, male, P12 of Vanya).

Floraand Fauna: The vegetation found around Vanya's Rest istypical of that in a damp coastal region. Along
the cliffs there are numerous forms of mosses and hardy grasses, while further inland the grasses tend to
predominate, with the occasional gnarled bush breaking the undulating fields. No trees can grow here—the
windswould likely blow them over near the coast, and the soils are too poor to nourish them further inland.

The animals found here are just as hardy as the plant life. Gulls and other sea birds nest among the cliffs,
managing to feed themselves by catching fish in the gulf. Also present in the cliffs are various rodents who feed
off of the eggs of the various birds. Further inland one can find foxes, groundhogs, numerous kinds of insects,
rabbits, and the occasional snake. Some giant spiders are known to inhabit the region, and in the lower levels of
thefort it is possible to find giant rats.

Further Reading: Previous almanacs.
Description by Friedrich von Eisendorf.

As adjutant to His Most Exalted Templar, Herr Kronenburg, it is my pleasure and my honor to be able to serve
Vanya at this fortress—Vanya's Rest. Only the elite of the Heldannic Order are ever permitted to serve here,
charged as they are with guarding the remains of our Patroness Herself! Recent devel opments have also allowed
us to take on another duty, that of expanding our domains on this continent for the greater glory of Vanyal

TheLand

The land upon which this great fortress has been built islargely an unforgiving one. Harsh winds from the Gulf
of Mar gust in from the east, forcing great waves to crash against the low cliffs along the coast constantly.
Further inland, and beyond the fort, the land descends gradually into the Aryptian Savannah, a largely arid,
empty expanse of land. Even within our fort we are not completely immune from the elements, for the very winds
that smash the shores with waves also bring dampness that chills everyone in this region to the bone. As a
result, there is a microclimate here that makes the area feel more like a stretch of land in the Northern Reaches,
even though we are not far from the great Aryptian Desert.

The fort itself is built atop the highest of the cliffs, such that we have a commanding view of the countryside
and the gulf in al directions. Due west of the fort, no more than two or three miles distant, lie several small farms
tended by eager colonists. The soils here are relatively poor, but over time good crops have been coaxed from
the reluctant earth. These souls assist in supplying the knights, who would otherwise have to rely totally on
supplies brought from home. When there is little action, many knights will assist the farmers in harvesting and
sowing, asitisin everyone'sinterest that there be enough food for everyone.

The People

Y ou will not find better people than those at Vanya' s Rest! Only the most disciplined and stalwart knights are
alowed the privilege of a five-year tour of duty here, and all who come are drilled mercilessly and give top
performance at all times. It issaid that many of the top members of the order had atour here, such that time spent
at Vanya's Rest is almost a prerequisite for would-be commanders. The people who farm outside the fort are al'so
dedicated to Vanya, and wish to assist in expanding Heldannic holdings by tilling the soil here. No doubt the
promise of free land was also an attraction! The farmers also have some training with weapons, and many can be
called upon as auxiliaries in times of need.
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Recent History

Around AC 925, certain Hattian worshippers of Vanya—promising fighters and clerics—received dream
messages from their Immortal. She told them to secure their birthright, aland of their own where they could live
as they chose. Before this could come to pass, they had to secure for Her a sanctified place, where Her earthly
remains could be protected from infidels.

This place in question lay in Davania, on the coast of the Gulf of Mar. The boldest and most pious, eager to
prove their worth to Vanya, and to show respect for Her mortal remains, made a great pilgrimage to that region, as
foretold in adream. They landed after weeks of sailing, and as one force, they stormed the shores, only to find a
small settlement, populated by indigenous human tribespeople descended from the Milenians. These people
were driven out, their village destroyed, and the entire region was searched until the remains of Vanya were
found. The tribespeople, known as the Meghaddara, were forced to wander the Meghales Amosses Desert and
the Aryptian Savannah in search of a new home—and have been the sworn enemies of the Heldannic Knights
ever since.

The remains were then reverently placed under a stone cairn, upon which was built the great fortress now
known as Vanya s Rest. Once the fort was complete, in AC 935, Vanyavisited Her faithful and told them they had
done well, and secured Her rest from unbelievers. She then told them that they had to marshal their forces, and
return to Hattias, there to bring al who were true to Vanya's Path to the ultimate victory, a home of their own.
Most of the Heldannic Knights, as they began to call themselves, returned to Hattias, but they left behind a
garrison of elite soldiersto guard the fort.

Don’t Miss

The one thing visitors must not missisthe fort itself! Those who cometo Vanya' s Rest will immediately notice
how massive the structureis. The outer walls themselves are at least five feet think, and are thirty feet in height.
At regular intervals along the walls are stout square towers, each mounted with heavy catapults and ballistae.
Finally, the most breathtaking structure within the fort is the Great Cathedral, which houses Vanya s remains and
is decorated by stained glass windows, numerous scul ptures, and tall archways, al in agothic style.

Do Miss

In the territory claimed by the knights, the regionsimmediately to the north should be avoided. These northern
territories are inhabited by the Meghaddara, who have been sworn enemies of the knights since they were
pushed out of their own lands when the fort was built. Those wearing the insignia of the Heldannic Knights, or
who travel in their company, will be attacked on sight by the Meghaddara.
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ATLAS OF NORWOLD

Thelandsto the far north of civilization are lands of constant warfare and power struggles between the nobility.
Once united as the Kingdom of Norwold, with the disappearance of Alphatia, the region’s former king was unable
to hold onto the reins of power. Now the land is dotted with hundreds of small kingdoms, counties, baronies, and
other type of dominions.

The realms of Norwold follow the old practice of feudalism, with the local lord controlling all aspects of life
within the dominion. All the rest are merely peasants who toll at their leader’s whims. Some are lucky and have
benevolent rulers, while others are treated no better than slaves by the tyrants who hold the crown.

The level of education in Norwold varies greatly, as do the cultures of the inhabitants. Those who colonized
from Alphatia tend to be more literate (especialy the nobility), as do the people conquered by the Heldannic
Knights (thanks to their forced education in the ways of Vanya). Those of Thyatian descent are semi-literate,
while the native Antalian people are mainly uneducated.

Norwold is a land where the title of nobility hangs loosely on anyone with power. Rulers rise and fall
constantly, and their power reaches only as far as their armies can reach. Alliances are made as lesser nobles
swear fealty to more powerful ones, only to find independence once their liege is overthrown.

Many adventurers with money and time to spare try to carve out their own dominions within the valleys of
Norwold, only to have another self-proclaimed noble take it away with his own army. Those with patience
enough to try again, or those capable enough of holding their own can quickly forge a dominion that will last
years. Norwold isthe place where the bold and daring can hope to carve out a nation of their own.

Encompassing all the northeastern area of the continent of Brun, Norwold stretches from the frozen Arctic
Ocean all the way south to the Mengul Mountains. The beach along the Alphatian Sea delineates the eastern
margin, while the imposing | cereach Range cuts off western Norwold from the rest of the world.

Correspondents for Norwold

Here is our list of correspondents that give us detailed information on the nations, places, and events of
Norwold:

Adik de Chevas

This mage from the sophisticated Averoigne is the latest addition to our cadre of correspondents from
Norwold. A sage and expert of universal magic, poetry, literature and ancient mythology, Adik is a fine observer
and akeen writer. Working in team with Arcadius, he will cover many regions of Norwold from now on.

Arcadius

This Traladaran mage is the Baron of Arcadia, a remote and wild dominion in northern Norwold. Although
normally a solitary wizard, he has agreed to work for our almanac together with his colleague Adik de Chevas to
map Norwold as none has ever done before. His acute political skills and his vast knowledge will undoubtedly
serve him (and us) well.

Christopher Dove

Formerly an explorer and a renowned archeologist of the Old World, Christopher Dove has spent the last ten
years teaching archeology and ancient history at the University of Corun in Corunglain, Darokin. He has
published famous essays on the Nithian and Milenian civilizations, and has made many interesting discoveriesin
the past years, the last one being the finding of the tomb of Nennaya-Sherat.

Now in his late fifties, this scholarly and well experienced fellow has agreed to join our cadre of correspondents
on behalf of his student and our friend Ursula Bremen: he will cover the region of Wendar and Denagoth for the
almanac thisyear.
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Synthala of Aasla

Born in the once famous city of Aasla, Synthalais a ranger who worships the Immortal Zirchev. Having loved
animals as a child, she quickly moved to the wilderness lands of Norwold as soon as she could afford it. Her
home is now Alpha, the City of Rangers and Foresters. From there, she travels the breadth of Norwold, exploring
all the wilderness she can.

Atlas

[ Refersto included map.]

ARCTIC WASTES

The region known as the Arctic Wastes extends north of the Foresthomes, comprising the southern bogs near
the Landsplit River and up to the frozen tundra and icy shores of this part of the continent. The great island of
Frosthaven also belongs to this area, which is obviously the coldest and most inhospitable of all those found in
Norwold. Nonetheless, many settlements and nomadic tribes do live in the southern area of the Arctic Wastes,
coping with the elements and the warlike humanoid population to survive.

FROSTHAVEN (Kingdom of)

Location: Norwold, continent of Brun, island north of the continent, in the arctic circle.
Area: Approx. 22,455 sg. mi. (58,158 sg. km.).

Population: Approx. 6,000 frost giants, 1,500 cryions.

Languages. Grimen (frost giants' tongue), Cryion.

Coinage: None (barter only).

Taxes: Yearly tributes are paid to the great king as sign of submission and obedience. The exact amounts vary
at the king’ swhims.

Government Type: Monarchy (the strongest giant is proclaimed great king at the death of the former ruler).

Industries: None. The frost giants live off by fishing, hunting and raiding the southern regions. Cryions are
hunter-gatherers.

Important Figures: Brunnkarth (Giant King, frost giant, male, F13), Ocylok (Elder, cryion, male).

Floraand Fauna: Only lichens and mushrooms grow in this desolate island of ice and rock. Nothing else can
grow here, and the intelligent beings living here prey off the smaller mammals and fishes they find. Common
arctic wildlifein this region includes wolves, arctic wolves, remorhaz, polar bears and frost salamanders.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Adik de Chevas and Arcadius provided us with basic dominion information, but no
insight—watch for more next year. Ed.]

KAARJALA (Kingdom of)

Location: Norwold, continent of Brun, north of the Great Bay, between the Kaarjavi and Vaaranavi rivers
(known as the Landsplit River to most people).

Area: 63,206 sq. mi. (163,704 sg. km.).

Population: 60,000 settled humans plus 50,000 nomadic humans (on the average); demihuman population is
negligible; humanoid population is unknown, though relatively low in the patrolled areas.

Languages. Saamari (a language unrelated to any spoken in the Known World; spoken in two dialects,
Kaarjalan and Vaarana); some Alphatian.

Coinage: Markka (gp), penni (sp), oren (cp); coins of Alphatian and Littonian origins are also in common
circulation here. Most of the economy is still based on barter, as coins cannot be eaten or wielded as weapons.
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Taxes. Commoners usually give one-fifth of their assets at the end of each year (Kaldmont 28) to their ruling
nobles, who then pay tribute to the king, usually one quarter to one third of their wealth.

Government Type: Monarchy, with a strong and independent minded noble class.

Industries: Agriculture (grains and potatoes; production is high due to the Great Saampo, an artifact held by
the king of Kaarjala), dairy, fishing, logging and trapping. The nomadic Vaarana rely on the herds of reindeer
during the winter months and farm ancestral landsin Kaarjala during the summer.

Important Figures: Kaarlo Taavinen (King, human, male, F18); Rikka Kaalwa (Maga, human, female, MU16);
Vaalkoi Taapionen (Great Druid of the Kaarjalan Circle, human, male, P(dr)31); Pekka Seppanen (High Priest of the
Church of Kaarjalaand Grand Smith of [Imarinen, human, male, P12 of limarinen (Kagyar)).

Floraand Fauna: Kaarjalaitself isunusual in that it has arather more temperate climate than is the norm for this
region; thus, creatures of a more southerly nature can be found in the land between the rivers. In terms of plant
life, one can find scattered stands of pine and other coniferous trees within the region covered by the Great
Saampo, as well as scattered flowers and shrubs. Outside this region, however, lichens, mosses, and short taiga
grasses predominate.

Domesticated animals include shaggy cattle, horses (ponies, mostly), dogs, cats and ferrets. Outside the region
protected by the Great Saampo, of course, nature reigns, and the northlands are very, very cold. Creatures native
to the region include moose, elk, bears, wolves, reindeer, and so on. It is also home to every sort of monstrous
creature native to the arctic and sub-arctic: snow apes, white dragons, frost giants, frost salamanders, and worse.
There are also large numbers of nomadic humanoid clans and tribes, primarily living in the northwestern part of
the country.

Further Reading: CM1 Test of the Warlords Kaarjala by James Mishler.
Description by Adik de Chevasand Arcadius.

While we were visiting the Kingdom of Littonia, many of the locals suggested that, if we were to truly
understand the far north of Brun, we would do well to venture to the Kingdom of Kaarjala, which lies west of
Littonia. After we had seen what we wished in Gaudavpils, we restocked our supplies, and hired aguide, Andrejs
Birkavs, to show us the way to this mysterious nation, of which we had only heard fragmentary tales. The
journey from Gaudavpils to the Kaarjalan capital of Kaarja lasted two weeks, but we were rewarded amply for our
efforts, asyou shall see below.

TheLand

Kaarjala consists of a wide swath of verdant fields and forests on the high ground between the swampy, lake-
strewn valleys of the Kaarjavi and Vaaranavi Rivers. While the land is set dead center on the arctic circle, the
climate between the two rivers is much more like that further to the south; cool and moist in the spring and
autumn, muggy in the short summers, and dry and chilly in the long winters. In the north, the land consists
mainly of taiga, great plains covered with short vegetation and blasted by harsh winds from the north, broken by
the occasional bog where the Kaarjavi River flows. In the south, the Vaaranavi River dominates a half-frozen
realm of bogs, swamps, and blasted heaths. The lands under the influence of the Great Saampo are a different
matter entirely. Here, as mentioned before, the land resembles those territories further south, with forests,
meadows, and a much warmer climate in general.

The People

The Kaarjalan people are the Saamari, a group descended from a mixed tribe of Oltec and Neathar peoples from
the west. The Saamari have a long tradition of the heroic warrior, and the royal family and many nobles claim
descent from ancient heroes of legend. The realm isruled by a hereditary king, though his power is usually only
as strong as his personality; his function is primarily ritual in nature, as he is the Keeper of the Great Saampo, the
ancient relic of the Saamari peoples.

The Kaarjalans primarily revere three Immortal Heroes, al of which were Great Heroes of Ssamari legend. They
are Vainamoinen, the founder of the kingdom as well as the Great Leader who led the Saamari out of the west;
Ilmarinen; the Great Smith who constructed the Great Saampo; and Lemminkainen, who was the Great Wanderer
of the Wastes, an heroic figure who battled the forces of evil wherever they appeared; al three led the battle
against the humanoid hordes that ravaged the region centuries ago. The Church of Kaarjala reveres al three of
these Immortal Heroes as well as the Ancient Ones (older Immortals who were the patrons of the Great Heroes
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and the Saamari during the elder days) and the Exalted Heroes (heroes from ancient days who did not attain
Immortality, but were made into Exalted level associates of their respective Immortal Patrons).

The Vaarana still revere the Ancient Ones as well as the Spirits of Animals, Plants and Elements; they have
priestly shamans as well as sorcerous (wizardous) shamans. There are also the Druids of the Circle of Kaarjala,
who work with both the Vaarana as well as the Kaarjalans; they revere The Mother (Djaea) and are “led” by Her
son, Taapio and his wife Mielikki (Exalted level entities who reside in the forests south and west of Kaarjala).
There is another Exalted level being directly involved with Kaarjala; an entity known as the Lord of the Y uletide;
Saanto Klaas, who visits children on special holidays and leaves gifts (he is said to be allied with certain clans of
elves, gnomes and fairies who make his special, magical toys).

Asregards wizardry, Kaarjalan wizards mostly learn their magic as apprentices to the local hedge wizard or wise
woman, though the king and his maga, inspired by the success of Uppsala College at Norrvik, have considered
founding their own School of Magecraft. It was around the time of the Battle of White Bear River that several
groups of peaceful Alphatian wizards began to settle in these lands; they were assimilated into the general
population and shared their knowledge with Saamari wizards and their apprentices. It is from their influence that
the more modern aspects of Kaarjalan wizardry originate, though aspects of the shamanic wizardry practiced by
the Vaarana still are found in some areas (a Vaaranasi wizard is, in fact, more likely to use a drum rather than a
wand as hisfocus, for example, and isin many ways similar to the hakomons of Ethengar).

Recent History

The Kaarjalan Saamari peoples migrated from the west to the land between the riversin the early 1% century BC,
fleeing from the advance of several humanoid hordes. They were led by the legendary hero Vainamoinen, who
remained with the Saamari for over a century before continuing on his quest for Immortality. The Kingdom of
Kaarjala was founded to maintain unity between the various Saamari clans, which formed the nucleus for the
modern districts. The king of Kaarjala is the hereditary holder of the Great Saampo, entrusted to the royal family
by Vainamoinen himself (who was, in fact, the grandfather of the first Kaarjalan king, Taavi Kaalevinen).

In those early years, the lands now occupied by Kaarjala were thinly settled by Littonian homesteaders, who
resisted Saamari attempts at settling the land. A series of wars broke out between the newly-unified Kingdom of
Littonia and the Saamari people. After ten years of intermittent and inconclusive warfare, the two peoples
concluded a peace treaty, in which the nation of Kaarjalawas formed. The two nations have been on good terms
ever since.

The Kingdom of K aarjala existed peacefully until the mid 6™ century, when the Vaarana Saamari, cousins to the
Kaarjalans, fled into the region following a major series of defeats at the hands of the humanoids. The Kaarjalan
Saamari and the Vaarana united with the nearby elves, dwarves, halflings, and Littonians to defeat the invasion of
the horde at the Battle of White Bear River in AC 640. The Vaaranathen returned to their nomadic life, wandering
the northlands, centered on the warm lands between the rivers. Since that time there have been no great threats
to Kaarjalan sovereignty or to the Vaarana until the late 10" century, when new dominions, nominally under the
rule of King Ericall of Norwold, began to spread northwards. Some elements of Kaarjalan society resent this
colonization, considering it to be encroachment upon traditional Kaarjalan lands.

Don’t Miss

The capital of Kaarjala is Kaarja (pop. 12,000), the only settlement of any notable size north of the Great Bay,
with the obvious exception of the Littonian capital city of Gaudavpils. Kaarjaisfound in the exact center of the
kingdom. Compared to the sheer ruggedness of the rest of the nation, this small city is a veritable island of
paradise.

One thing that surely must be seen in Kaarjala is the Great Citadel, which is the center of Kaarja. This great
stone building, rising from the stony ground like a great carved needle, is where the king holds court. We were
truly honored, while staying in sheltered Kaarja, to be invited to sit with the king one afternoon as he went about
his duties. Make no mistake, while Kaarjala may be an isolated realm, it is certainly not lacking in politics and
factionalism. A lively stay, to be sure.

In an open steeple, on the highest tower of the Great Citadel, is found the Great Saampo, a mighty artifact in the
shape of the sun. Truly a fascinating item! Deactivated, we were told, it is about 3 inches in diameter and
unremarkable, appearing as burnished bronze covered in tiny black runes. When activated, however, it
transforms into a golden sphere approximately three feet in diameter. It levitates at about seven feet above the
ground and glows as a continual light spell of some sort, but the brilliance was so intense that we dared not gaze
too long at it. It is said that the Great Saampo was constructed by the Kaarjalan legendary hero IImarinen, and
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brought by Vainamoinen on the long journey from the west. The Great Saampo ensures that the entire kingdom
will enjoy a beneficial climate as well as abundant harvests, since Kaarjala's location all but ensures that it does
not enjoy the same sea-borne microclimate enjoyed by nearby Littonia. There are many other powers available
through the Great Saampo, but these can only be used by those who know the magical runes or rhymes that will
activate them, or so we were told.

The Great Saampo has been known to do many things. Call down the Great Aurora, which burns creatures of
the night as though it were daylight; create gold; raise the dead; and, in times of extreme distress, it can be called
upon to act asthe sun. Truly apowerful construct!

Do Miss

While Kaarjala is truly a fascinating nation, filled with honest, good-natured people, there are many dangers
here, which should be avoided if at all possible. Perhaps the most obvious threat to one's safety lies in the
northwestern reaches of the nation—namely, the many tribes of humanoids that follow the reindeer herds. While
they normally keep to themselves, these fierce tribes have been known, under the guidance of a powerful chief, to
overcome their petty squabbles and wreak havoc. During these “years of strife,” as they are known locally, no
country village is safe from their depredations, and it is only through a concerted effort that they are beaten back
into the wilderness from which they came.

To make matters worse, the inhabitants of Frosthaven, a great tribe of frost giants, have been known to raid the
Kaarjalan countryside on occasion. Though they normally prefer to plunder its comparatively wealthy neighbor,
Littonia, the giants sometimes cast their shadow in thisfair land, too.

Finally, Kaarjala must also deal with afoul being known only as the Rima Hag, whose frigid domain occupies
the half-frozen bogs in the southern reaches of the kingdom. So steeped in legend is this enigmatic figure that
few Kaarjalans dare mention her name, or acknowledge her existence, saying that misfortune befalls those who are
not so cautious. No one admits to ever having met her, or even seeing her, for that matter, but the pall of dread
that overshadows everything in Kaarjala during the Hag's Night (Eirmont 20—the time of the year when she is
said to be at her most powerful) speaks for itself. Some claim that those who die horrible deaths are doomed to
serve the Rimal Hag for all eternity in their afterlives, while others say that she isthe sole cause of all of Kaarjala's
misfortunes. Regardless of what the truth may be, travelers would be well advised to avoid the southern bogs of
Kaarjaa.

LITTONIA (Kingdom of)

Location: Continent of Brun, along the northern border of Norwold.

Area: Approx. 12,096 sg. mi. (31,329 sg. km.).

Population: 100,000.

Languages. Litoniesu (official), Lietuvan, some Alphatian in larger popul ation centers.

Coinage: Lats (gp), centime (cp).

Taxes: All citizens are assessed for 20% of the value of their assets once per year (Kaldmont 28).
Government Type Monarchy.

Industries: Agriculture (primarily grains and potatoes), cattle, fishing, forestry, sheep, shipbuilding.
Important Figures: UldisVI (King, human, male, F16), Laila (Queen, human, female, P3 of Daina (Ordana))

Floraand Fauna: As aboreal land, Littonia' s coastal vegetation is much like that of Norwold. Here, one can
find great stands of pine and evergreen, as well as the occasional rare cluster of oak trees towards the south.
Further inland, towards the much cooler hills and plains that make up a large portion of the country, sturdy
grasses and small, thorny bushes, such as hawthorn and juniper, predominate.

In terms of animal life, Littonia is quite rich. The coastal forests abound with many species of birds, brown
bears, deer, ek, field-mice, foxes, moose, squirrels, and wolves. Towards the interior, herds of caribou, and
sometimes bison, are often seen during the summer months. Also present here in this hard land are rabbits and
wolves. In terms of more exotic creatures, it is possible to encounter various humanoid tribes living far to the
northwest, frost giants, ice wolves, and occasionally yowlers.

Further Reading: CM1 Test of the Warlords, The Kingdom of Littonia by Geoff Gander.
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Description by Adik de Chevasand Arcadius.

Littonia has been known to us for many years, but in all that time it was aland on the periphery, arealm beyond
Norwold. Many people in Norwold, if they thought of it at all, considered it to be a cold, forbidding land, with
poor soils, horrible weather, and plagued by monsters of all description. Having had the chance to go there, we
have found that thisis not true. Littoniaisavibrant land, one full of the warmth of the people and the richness of
history. Let us now share our first impressions of this land, combined with a presentation of what we have
learned.

TheLand

Littonia is a northern coastal nation, where cool, damp winds from the southeast blast inland year-round, and
icy northern winds blast southwards over the inland plains. As aresult of this odd combination of winds, and
warmer sea currents from the south, Littonia's coastal climate is far more hospitable than would otherwise be
possible. Thisisespecially noticeable along the coastal lowlands, where much of the population lives. Towards
the interior plains, the climate becomes much drier and cooler. Coastal Littonia as a whole is comparable to
southern Norwold in terms of climate, while the interior istruly aharsh land.

Generally speaking, Littoniais a hilly country. From the forested coastal lowlands, which hold both the larger
settlements and most of the nation’s arable soils, the land slopes upwards gradually, reaching Namejs' Line
roughly halfway to the western border. From these hills westwards, the terrain becomes much rougher, and the
foreststhin out rapidly, giving way to grasslands and swamps, and then to open plains.

Several rivers cut across eastern Littonia on their way to the Alphatian Sea, the largest of which, the Gaudava
River, is the main trade route through the nation. So important is this river that the capital city, the port of
Gaudavpils, isbuilt at its mouth.

The People

The Littonians are a hardy fair-skinned folk, who revere both their land and their history. Littonian sages claim
that their people have lived in this land for millennia, and they tell tales of great towns and battles amongst
Littonian lords and heroes far to the south. Whether or not thisistrue, it certainly makes for a good story, which
is another thing the Littonians enjoy. A favored pastime among these rustic folk is gathering in inns and other
public houses and telling tall tales of long-gone heroes. Only in the larger settlements, such as Gaudavpils, can
one find, and partake in, the various pursuits popular in more southern nations, such as gambling, theater, and so
on.

Still, one has to admire this brave folk for hanging on to itsland in thisisolated part of the continent. Regularly,
frost giants come south from Frosthaven to loot isolated Littonian settlements, and humanoids have been seen
towards the west. These beastly raiders seem to be tougher than those we face in our own lands, for they are
said to thrivein this northern climate, and they know these lands well. Small wonder the Littonians want moreties
with Alphaand other dominions of Norwold, if only for the added protection such ties might give them.

One thing a traveler to these lands must remember, though, is that there are in fact two peoples living in
Littonia. In the southern two-thirds of the nation live the Litoniesu, who are by far the more numerous of the two.
This group’s language is the official one of Littonia, and the nation’s royal family belongs to this people. The
Litoniesu are by far the most outgoing Littonians. These people are shrewd negotiators and merchants, who are
used to the intrigues of city life. The other people living in Littonia are the Lietuvans, who occupy the northern
third of the nation. They are a people of farmers and trappers, who do not deal much with outsiders. Few
Lietuvans live in Littonia' s urban areas, and when they do so they tend to keep to themselves. Some Lietuvans
claim that they once had a nation of their own, though our research has found little evidence of this. If there was
indeed a Lietuvan kingdom, it either existed long ago, or it did not exist for very long.

Recent History

The people of Littonia have lived in this part of the world for as long as they can remember, with many tales
saying that they arose in these lands “at the dawn of time.” While we highly doubt the truth of this, it is clear
that the Littonians have lived in these lands for a very long time—Ilikely before the time of the Alphatian Landfall,
judging by the apparent age of the most ancient tales told by these people.

The earliest tales tell of invasions by fierce humanoids, frost giants, and the fair-skinned Antalian peoples to
the south, whom we know today as the indigenous peoples of Norwold and the Northern Reaches. These were
certainly dark times, when the Littonians were divided into petty baronies and fiefdoms, as often warring amongst
themselves as fighting off outside forces. It was also around this time that the frost giants enslaved the
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Littonians, and cruelly oppressed them. After many years of suffering, one man, the legendary Namejs of
Littonian lore, led some brave followers and overthrew the frost giants, killing their leader and destroying their
citadel of Hegborg. Thetalestell of atime afterwards that was wonderful, where King Namejs ruled wisely before
being summoned by the patron Immortals of Littoniafor agreat quest.

The ensuing years seem to have been ones of decline. The Lietuvans are said to have established their own
kingdoms not long after Namejs’ s departure, and the royal line started by Namejs himself soon fell into obscurity,
until Karlis the Unifier, who claimed to be a direct descendant of the legendary ruler, defeated his opponents and
founded the modern state of Littonia.

From our inquiries, it seems clear that Littonia, in its modern incarnation, is rather new. Though this kingdom
has existed for over 1,100 years, it has not been until relatively recently that it has taken on the trappings and
appearance of anything resembling what we call a “civilized” state, with written laws, a national currency, and
formalized relations between nobles and commoners. Beforehand, it seems, Littonia was more of a collection of
loosely-aligned nobles serving the House of Karlis, named after the noble warlord who united Littonia over a
thousand years ago and started the royal succession. Commoners served their lieges through a sort of client-
patron relationship, in which each had rough guidelines as to what was expected of them, and what sort of
support they owed each other in times of war. Today, Littonia seems to be well on its way to becoming a modern
statein every sense of the word.

Don’t Miss

While Littonia is very remote as far as nations are concerned, there are several attractions here that make this
nation a rather pleasant one. In the capital of Gaudavpils you will find many of the comforts of home, including
decent city walls and a paved downtown core. There are many shops and inns, and a decent amount of taverns,
too. While the port itself has relatively few quays, the harbor is very deep, thus allowing even the largest ships
to dock here. Asforeigners, we attracted more than our share of attention, but that isto be expected.

One place that should not be missed is the ruins of Hagborg, which was once the main citadel of the frost
giants during the period in which they ruled thisland. Although records from this time are of course very scant,
little more than folk-tales, the brutal period of frost giant rule was the spark that led to the eventual founding of
the modern nation of Littonia. At this site, so very long ago, the enslaved peoples of modern Littonia rose up
against their oppressors, killing alarge number of frost giants, and ultimately throwing the remainder out. Today,
a great obelisk stands next to the ruins, upon which the names of those legendary heroes who participated in
those half-forgotten battles are inscribed. Truly a moving testament to the ancestors of this brave people.

Do Miss

As with many other nations, Littonia’s urban regions are not without their own peril. The capital city,
Gaudavpils, hasits share of dark alleys, through which only the well-prepared should travel. The western reaches
of the country are also quite dangerous. Few peoplelivein this chilly region of plains and half-frozen bogs, and it
issaid to be alarmingly easy to run afoul of humanoid bands—as well asfrost giants. Those traveling to Kaarjala
from Littonia should keep to the main road that links Gaudavpils with Kaarja, and even then they should traverse
the distance hastily.

LOTHBARTH FOREST

The Lothbarth Forest is the region commonly known as the Foresthomes. It comprises all the woods north of
the Great Bay and up to the Landsplit River, a broad, primeval forest of evergreens where elves and animals have
lived side by side for centuries. The Foresthomes properly are the elven settlements, which are divided into
smaller clans and families, but they all recognize the Lothbarth Forest as their homeland and always try to protect
it from the outsiders’ eyes and grasp.

BARONY OF THE ELMS

Location: Norwold, continent of Brun, north of Leeha, west of Panteria.
Area: Approx. 997 sg. mi. (2,582 sg. km.).

Population: 1,000 elves.

Languages: Elvish (Shiye-Lawr and Alfheim dialects).
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Coinage: Barter only.
Taxes. None. Each elf willfully helpsthe rest of the community as needed.

Government Type: Barony (independent elven dominion, the baron is advised by the clanmasters). Loosely
alied to the Kingdom of Alpha, the baron recognizes the spiritual authority of Zoltan the White.

Industries: Hunting and gathering.

Important Figures: Quillan EIm-Grower (Baron and Clanmaster, elf, male, F14/M10), Lidia Almashiye
(Almashiye Clanmaster, elf, female, P10 of Eiryndul).

Flora and Fauna: Well tended elms and evergreen trees abound in this area. Deer, bears, elks, wolves, and
other small northern forest animals can be found here.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Synthala provided us with basic dominion information, but no insight—watch for
more next year. Ed.]

FORESTHOMES (Free Clans of)

Location: Norwold, continent of Brun, north of the Great Bay, south of the Landsplit River.
Area: Approx. 179,560 sg. mi. (465,060 sg. km.) in western and eastern Lothbarth.
Population: 10,000 elves.

Languages. Elvish (Shiye-Lawr diaect).

Coinage: Barter only.

Taxes: None. Each elf willfully helpsthe rest of the community as needed.

Government Type: Group of independent clans united under a council of clanmasters.
Industries: Hunting and gathering.

Important Figures. Soridel (High Priest of Sinar, elf, male, P10 of Eiryndul), Desel Leafbower (Leafbower
Clanmaster, df, male, R15.)

Flora and Fauna: Deer, bears, elks, wolves, and other small northern forest animals. Frost giants also raid
occasionally, and other tundra monsters can sometimes make an appearance in the elven forest.

Further Reading: CM1 Test of the Warlords, previous almanacs.
Description by Synthala of Aasla.

Up in the northern evergreen forests of Norwold, just south of the famous Landsplit River, lives a scattering of
loosely allied elven clans. Although each clan is independent, the elven inhabitants still refer to themselves as
the Clans of the Foresthomes.

TheLand

The land of forest homes is dominated by huge pines and other evergreens. In most areas, the underbrush is
too thick to travel through, but there are the occasional patches of clear brush. Still, trees usually found more to
the south, such as oaks and maples, can also be found quite regularly. Infact, it isusually in the oak forest that
the nine clans of the Foresthomes make their clan strongholds.

The most important geographical feature of the areais the Landsplit River several hundred miles to the north of
the Foresthomes. One branch of the river reaches down from the tundra and makes it all the way down to the
westernmost town of Sinar, allowing the elves access to the Alphatian Sea amost a thousand miles away. Even
though the elves rarely use the river as a means of travel, it has been useful on occasion to bring in large
shipments of supplies or other necessities to the clans. Because of this access, the town of Sinar isthe only clan
stronghold that deals with non-elves.

Most importantly, the forest is rarely traveled by man. This meansit is a haven and refuge of wildlife, as elves
are always careful in their hunting. Thisis something any nature lover, such as myself, can appreciate.

The People

ATLASOF NORWOLD 136/576



Traditional to the elven ways of Shiye-Lawr, the elves of the Foresthomes are reclusive and arrogant toward
non-elves. They view the elven race as superior to al others on Mystara and prefer not to deal with outsiders.
Unlike the Shiye-Lawr, they have adopted the living style of the elves of Alfheim. By this, they live in the trees
and under the stars instead of in cities of stone. Also, they prefer to hunt and sing rather then spend time
studying and alwaystrying to learn something new.

Despite their dislike of other races, a few humans—myself included—and even one dwarf have been accepted
into their lands, provided we do not stay too long on any given visit.

The elves of the Foresthomes are divided into seven maor clans plus several minor ones. Each clan is
completely independent from the others. When a dispute arises between two or more of the clans, al the
clanmasters of the Foresthomes gather together in Sinar and decide how best to handle the problem. Thisis as
close as the clans come to being a nation since a civil war almost broken out ten years ago.

The Leafbower clan is renowned for its marksmanship and ability with the bow. Its clanmaster, Desel, leads
them from the town of Silverlesf.

Clan Feryndul is more intellectual than the others, always ready to debate and give the various sides and
opinions to any conversation. They have asmall library in their town of Feryndul, but refuse to place too many
booksinto it in the fear of becoming too much like the Shiye-Lawr they left long ago.

The other clans don't really have any specialties. These clans are the Sunveils (town of Solan), the Sinar (town
of Sinar), the Sanathyl (town of Sanath), the Wensaren (town of Follar), and the Esendath (town of Esendor). The
Ithyshiye (the eighth major clan), who are now ruled by Ilsundal’s High Priest Zoltan Hytaxius, are not counted
among the free clans of the Foresthomes, nor are the minor Almashiye clan (under Quillan EIm-grower’s rulership)
[ See the report made by Adik and Arcadius for those elvesliving in White Oak. Synthala.]

Finally, asmall number of other minor clans also livesin the forest of Lothbarth: half of them live among the free
clans, the other half recognize Zoltan’s leadership. Many of these Shiye came to Norwold during Great War,
when they refused to obey the Alphatian Crown’s ordersto fight against Glantri and chose exile in aforeign land
to retain their freedom.

Recent History

Centuries ago, the elves of the Foresthomes left their homeland of Shiye-Lawr to colonize the frigid lands of
Norwold. They were displeased at the strict order and laws of the Shiye-Lawr, aswell as the neglect of the forest
way by their continuous studies and learning. They therefore decided to create their own nation across the sea.

Nine main clans left Alphatia, eight of which settled in the northern forests. The ninth clan, the Shalidye,
proceeded further south, completely separating from even their fellow colonist. Each clan claimed its own
territory and was completely independent from the other.

And so it remained for several centuries until AC 990, when the humans of Alphatia started a massive wave of
immigration to the area. They placed Ericall as King of Norwold, and he granted dominions left and right during
hisfirst decade of rulership. At that point, the clanmasters slowly began talking about uniting to better deal with
the increase of human activity inthe area. Asistypical for elves, it would take along time before a decision was
reached.

In AC 995, King Acroshiye of Shiye-Lawr decided he would try and regain control of the colonists. He
therefore sent his daughter Rahasia [ Not to be confused with the elven mistress Rahasia who was possessed by a
witch and later saved by adventurers several years ago. Once again, my elven contacts insist the two names
are different to the ears of elves, but sound the same to humans and other demihumans. Synthala.] and her mate
Firehawk—a priest of Ilsundal—to try and regain control.

By AC 997, the charismatic Firehawk managed to unite the clans under the leadership of the priests of |Isundal,
with himself and Princess Rahasiain charge. But unlike Acroshiye's plans, he did not swear allegiance to Shiye-
Lawr. Rather, the Foresthomes became an independent and unified nation. Firehawk also made connections with
several of the human nobles of Norwold, including Martigan, Claransa, Sandralane, and even King Ericall himself.
This should have ensured a good future for the young nation.

Unfortunately, it al fell apart in AC 1004, when Rahasia gave birth to a female human child. Her affair with
Count Martigan soon became public knowledge. At that point, Soridel, high priest of Eiryndul, began making
statements that Firehawk was too incompetent to lead the Foresthomes and that he should be removed. The birth
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of ahuman child was definitely a bad-omen from the Immortals, stating their displeasure with Firehawk. The clans
were split on to what to do, and a civil war was on the brink of occurring.

Firehawk prevented the war from starting by accepting exile and the removal of the council of priests ruling the
Foresthomes. He has reportedly moved to Wendar with his family, whom he has since forgiven. Rumors say he
has even forgiven Count Martigan, and the two are friends once more, although this apparently took several
years.

Soridel then insisted that the clans should remain independent from now on, as if they were ever united again,
such a cursed ruler could eventually take hold of them again. And the priest of Eiryndul won the argument: the
clans have since remained independent.

At the insistence of Desel Leafbower, however, they decreed that the clanmasters would meet in a council at
Sinar to regulate any disputes between clans. The clans of the Foresthomes had begun interacting a lot more
since Firehawk united them, and such a council was therefore agreed to be necessary.

It isinteresting to note that some sages specul ate that the entire incident with Firehawk was set up by Eiryndul.
It is believed that Eiryndul wanted to destroy |Isundal’s hold on the Foresthomes to prevent Alfheim from having
an ally when they were invaded by the shadow elvesin AC 1007. If thisistrue, there were probably alot more of
such subtle manipulations caused by the Immortals during the Great War than is apparent to the mortals’ eyes.

In the last years, High Priest Soridel came into conflict with Zoltan Hytaxius's efforts to unite al of the
Foresthomes once more. Since Zoltan is a human and a priest of llsundal, this sounded as a double insult to
Soridel, who has long since sworn that he will never allow the Foresthomes to become a new Alfheim as long as
helives. Up to now Zoltan managed to “lure one of the eight clans, the Ithyshiye, away from their true ways’ [as
Soridel put it to me. Synthala] and his influence is still growing. However, another would-be elven uniter also
exists in Norwold, Lord Elarianthas Blackblade of Ironwood. Taking advantage of the situation, Soridel has been
successfully manipulating the rivalry between the two lords to make sure the Norwold elves remain independent
and free from the oppressive yoke of an absolute leader [at least that’s how free-spirited Shiye of Norwold view
an organized country. Synthala.] .

Don’t Miss

If you have never seen an elven stronghold, then those are the sites to visit here in the Foresthomes. The
houses within the trees, and the rope bridges connecting each of the large oaks, make it appear to be a gigantic
treefort. It will definitely bring out the child in anyone who ever used to climb trees as a kid.

The way everything blends into the trees and seems like an extension of nature itself is also miraculous. The
elves somehow grow their house, making sure the trees will have a huge hollow knot in which their homes will be
built.

Also the sculptures and wooden designs are beautiful. As are their songs and music. For those desiring to
experience the true way of the elves, with the destruction of Alfheim, this makes the Foresthomes the one place to

go.

WHITE OAK (Elven Lands of the)

Location: Norwold, continent of Brun, north of the Great Bay, northeast of Panteria.
Area: Approx. 44,890 sg. mi. (116,265 sg. km.) in central Lothbarth.

Population: Approx. 5,000 elves.

Languages. Elven (Shiye-Lawr and Alfheim dialects).

Coinage: Barter only.

Taxes: None.

Government Type Independent elven foresthomes each led by a clanmaster, recognizing more or less explicitly
the spiritual leadership of Zoltan.

Industries: Hunting and gathering.
Important Figures: Zoltan Hytaxius (High Priest, human, male, P20 of |Isundal).
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Floraand Fauna: The dense northern forests are covered with evergreen, mainly pine; in the lands nearest to
the Great Bay, they intermingle with various hardwood trees: oak, elm, maple, walnut, ash, orchard trees. It is
among these that stands Zoltan’s magical Tree of Life—the White Oak. In the north, the pine trees do not block
the faint sun’s rays, allowing a rather thick vegetation to grow at ground level: scrubs, short grass; waist-high
grass in glades. In the south, the thick canopy blocks the sun, providing little light for plants to grow
underneath. Many animals live in the forests, especially small mammals and rodents, boars, deer, elks, caribou,
moose, bears, wolves, blink dogs, white and green dragonflies. Many fairies also dwell there, especially centaurs,
actaeons and shargugh. M ore dangerous denizens include the occasional rogue white or green dragon, basilisks,
decapuses, and the rare wyrds.

Coatsof arms. High Priest Zoltan Hytaxius: Uses no coat of arm; human lords generally attribute him a white
oak over green. Each foresthome also has its own symbol; human lords often represent the Shiye elves as a
whole by one—or from three to a dozen—green pines over white.

Further Reading: CM1 Test of the Warlords, Zoltan the Treekeeper by Hervé Musseau.
Description by Adik de Chevasand Arcadius.

Shiye elves live in small communities called foresthomes in the vast cold forests of Norwold; many such clans
make their home in the area situated between the Great Bay and the Landsplit River. Among these, the
foresthomes located in the central region recognize the leadership of Zoltan the Treekeeper.

TheLand

This great forest is known to the elves as Lothbarth, the forest covered by snow, wrongly translated into “the
White Forest” by both Thyatians and Alphatians; the native Heldanners simply refer to it as the Great Forest, a
name commonly used by other settlers as well. Very few humans have made their home in this forest, preferring
to settle on the coastline near the Great Bay or by the Alphatian Sea, leaving the reclusive elves pretty much
alone.

The forest is sparsely populated by Shiye elves, a few thousands of them living in small clans called
foresthomes. Foresthomes often exist miles and miles away from each other, mostly in the southern part where
hardwood trees are more numerous. Elves rarely travel far from their home, but hunters can sometimes be
encountered in uninhabited wilderness—but beware because they are likely to hunt you like any game just for
fun!

The southern and eastern parts of the forest are somewhat tempered by the Great Bay and the Alphatian Sea,
though it remains rather chilly. This is enough for hardwood trees to grow, with ailmost a five months growing
season the good years. These are the parts of Lothbarth that Shiye live in, leaving the northern and western
parts mostly uninhabited. Those regions experience very short growing periods, a few months at best and
virtually none during the colder years, especially where the forest gives way to the | cereach range to the west. In
such regions, only coniferous trees can grow and life is especially hard for those rare foresthomes that prefer to
livein the pine trees rather than the more welcoming oaks.

The People

Lothbarth houses 21 Shiye clans (9 major and a few dozens minor clans), scattered about the forest; others can
be found throughout the rest of Norwold. Of these, one magjor and seven minor clans can be considered directly
or indirectly under Zoltan's guidance [including Quillan’s barony, which recognizes Zoltan's spiritual
|eadership but is however independent. Arcadius.]; the others have remained independent from his influence,
often vehemently.

The most important of these clans is clan Ithyshiye, in which Zoltan originally settled when he came to
Norwold. Not only is this clan one of the largest in Norwold, but it is also in its territory that stands the fabled
Tree of Life that made Zoltan famous among the Shiye—and gain sway over the Shiye despite the opposition of
the clergy of Eiryndul. Despite the origina friction, especially with the local clerics [of Eiryndul, the traditional
Immortal patron of the Shiye. Ed.], the Ithyshiye are now staunch supporters of Zoltan [but without forfeiting
their cultural attachment to Eiryndul either. Arcadius].

A close aly of Zoltan's is Baron Quillan EIm-Grower: though independent from White Oak, the Barony of the
Elms recogni zes the spiritual guidance of Zoltan. Actually, the Almashiye clan is probably the most open-minded
in al of Norwold[it is probably why Quillan settled among them—that and the fact that they do use primarily
elms for their homes, Quillan’'s preferred tree and a reminder of his home village in Alfheim. Arcadius.] and
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certainly more supportive of Zoltan than many other clans. Quillan often acts as the representative of Zoltan
regarding dealings with humans, as the elf enjoys their company more so than the estranged treekeeper.

The Shiye elves tend to be secretive, and shun contact with the humans of Norwold. They enjoy to play
practical jokes, atradition that has not dwindled despite the influence of Zoltan [most Shiye still revere Eiryndul
before Ilsundal, despite Zoltan's best efforts, or even the efforts of Elarianthas Blackblade to the south to
spread a new pantheon. Arcadius.]. Since Zoltan himself is not a model of openness, thisis one trait that his
influence over the elves definitely did not change. On the other hand, worship of Ilsundal has somewhat spread
again among the Shiye, as even many clerics of Eiryndul avoid strongly opposing the powerful Zoltan unless
their patron Immortal urges them to.

A few dozens of Alfheim elves call the forest north of the Marquisat of Panteria home. These elves have
followed Zoltan back to Norwold rather than remain in Wendar after the invasion of their homeland by the
expansionist shadow elves. They did not meet much welcome from their brethren, though, and settled on the
fringes of Lothbarth nearer to human lands. They often make pilgrimagesto Zoltan’s Tree of Life, and have come
over the years to trading goods from Panteriafor products of Shiye (or their own) making, so that they now often
ook more like caravans of merchants than actual pilgrims.

Recent History

The Shiye elves of Norwold are a sub-group of the elves that |eft the Sylvan Realms, following the guidance of
the elven Immortal Eiryndul. However, they didn’t want to submit to the king of the Shiye-Lawr in Alphatia, as
they were even more independent-minded that their brethren, and settled in the isolated forest of Lothbarth in
Norwold instead, far from both humans and other elves.

The Shiye enjoyed their freedom, as they were for the most part left alone by other cultures or racesin their cold
forest. Contacts with the native Heldanners, or with settlers from Alphatia, Thyatis or elsewhere were very rare at
best, and the dragons from the Wyrmsteeth also left the Shiye alone[it is speculated that a very old sub-species
of elves, known as the Eldar, who are said to live among the dragons, may be the reason for the dragons’
attitude, but thisis an unconfirmed legend. Arcadius.] .

When King Ericall opened the lands of Norwold to colonization, the Shiye were very isolated, even from each
other, only meeting occasionally at Sinar. The mere fact that some few nobles settled among them was a surprise
to them, something they didn’t expect and opposed rather vehemently. They made the life of these undesirable
lords amisery, applying their Immortal’ s teachings with formidable refinery.

One of the most controversial such lords was Zoltan, because he was human, and a high-ranking priest of rival
Ilsundal. Upon hisarrival among the Ithyshiye, he planted a seed which grew into amighty Tree of Life overnight
[thereis no oral record of the elves that indicate such a rapid growth for a Tree of Life ever, but | may not be
aware of all the elven treekeepers’ secrets. Arcadius.]. The existence of the White Oak [named after the tree’s
actual color, which isthe same as albino Zoltan’ s skin color. Adik.] [ believe that the oak is the same color as
Zoltan's skin because it is somehow connected to his soul, maybe because of a special design by Ilsundal
Himself. Arcadius.] isvery controversial among the Shiye.

The opposition to Zoltan came to a peak during the Great War, as the followers of Eiryndul vehemently
opposed any cooperation with the Alphatians against the allies of Glantri [which meant the Heldannic Knights,
at thetime. Adik.]. Not only did they oppose Zoltan internally, but they even broke their traditional isolationism
by stirring up trouble in Alphatian dominions. In AY 2007 [AC 1007. Ed.] Zoltan disappeared and it was
thought he had | eft the land; actually he was in Alfheim helping the elves flee the shadowelf invasion to Wendar.

After hisreturn from Alfheim, Zoltan stopped promoting any tentative alliance with the Alphatians; he even cut
almost all contact with the court at Alpha. It was aso at this time that he earned the friendship of Quillan the
Alfheimer. His promoting of Ilsundal still hurts many Shiye's susceptibility, but he was able to expand his
influence over a great part of Lothbarth nonetheless, especially after the sinking of Alphatia and the end of the
Shiye’'s enhanced hostility toward the humans. Zoltan is very suspicious of the shadow elves and their openings
toward the Alfheimers in Wendar; he and Elarianthas Blackblade agreed for the first time on something when the
two absolutely refused the shadow elves any help to bring Canolbarth’ srains back [they finally got the help from
an independent clan which opposed both lords. Adik.] .

Don’t Miss

It is very difficult to get a glimpse at a Tree of Life, especialy if you're not an elf. The situation has only
worsened since the invasion of Alfheim, as treekeepers had to give special attention to their artifact trees or even
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hide them away from the evil shadow elves. The White Oak, however, is not so restricted, because Zoltan wanted
that all Shiye, who had never seen a Tree of Life but in legends, could come and hopefully discover the way of
Ilsundal. Alfheim refugees without a Tree of Life can also make pilgrimages to the sacred tree. Thus, contrary to
what happens in most clans, access to the Tree of Life is not restricted to the treekeeper and his assistants, but
open to any, including non-elves. In fact, thisis the one place where the Shiye won’t annoy you—but you bet
they will play pranks on you on your way there, as they will be amused—or irritated—by the presence of humans
intheir forest.

Do Miss

Unless you're Shiye [something | doubt, as | don’t think many Shiye read the Mystaran Almanac. Adik.], |
advise you not to venture into Lothbarth. Even though the elves will tell you that one can live in the cold forest,
itisn't anice placeto go on vacation. Besides, the elveswill detect the presence of trespassers rapidly, and they
certainly won't let your trip unfold uneventful. But don’t respond to their provocation with fireballs though, as
they would in turn resort to even greater violence. No, you should accept their practical jokes with smile, and
they will eventually let you pass; but if you really want to win their respect, you should return the favor and play
even bolder and funnier pranks at them. Anyway, the safest way to get to the White Oak remains tel eportation.

NORTHERN BAY MARCHES

The area called the Northern Bay Marches comprises all of the dominions located north of the Great Bay,
between the shores of the bay and the southern fringes of the Lothbarth Forest. These dominions have all been
founded along the coast and they enjoy arather safe position, both from the economic, military and political point
of view.

DRAKEN (County of)

Location: Norwold, continent of Brun, north-west of Alpha.

Area: 2,992 sq. mi. (7,749 sg. km.).

Population: 5,000.

Languages. Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes. 25% of income.

Government Type: County; bears allegiance to the Kingdom of Alpha.
Industries: Fishing, agriculture, military, trading.

Important Figures: Beriak (Count, human, male, M16).

Flora and Fauna: Usual coniferous and evergreen trees abound in Draken, since the settlers didn’t cut down
large areas of Lothbarth. Great variety of fishes can be found near the coast, many wild animals in the woods
inland (elks, moose, bears, wolves, foxes, etc.). Many birds of prey and wild felines roam the eastern areas of the
county, especially in the foothills near the western mountains. A couple of dragons are said to live on said
mountains to the east, and some strange extra-planar creatures have been reported wandering in the forest near
the count’ s abode.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Synthala provided us with basic dominion information, but no insight—watch for
more next year. Ed.]

LATELA (Barony of)

Location: Norwold, continent of Brun, north-east of Alpha.
Area: 1,995 sq. mi. (5,167 sq. km.).
Population: 5,750.
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Languages: Thyatian, Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes. 20% of income.

Government Type: Barony; bears allegiance to the Kingdom of Alpha

Industries: Trading, logging, agriculture.

Important Figures: Longtooth (Baron, human, male, T15), Tano Tarantella (Guild Master, human, male, T11).

Flora and Fauna: The coastline of Latela is dotted with farmlands and orchards, while the inland regions are
still covered by the evergreen trees (mostly pines and sequoia) so common in the Lothbarth Forest. The wildlife
in the forested areas include common animals like deer, boars, elks and moose, and more feral beasts like wolves,
black and brown bears, pumas and yowlers. Fishes are not so common in Latela’ swaters.

Further Reading: CM1 Test of the Warlords
Description by Adik de Chevasand Arcadius.

The Barony of Latela is basically a Thyatian province rather than an Alphatian dominion, since its ruler has
shaped it using the Thyatian system he is so familiar with. Latelais incredibly rich for a northern barony so far
from the Old World merchant routes, and many believe its richness doesn’t always come from honest trades.

TheLand

The dominion of Latelaisin many ways similar to Panteria and the former barony of Westria. It extends along
the central shores north of the Great Bay, following the coastline and the plains some 30 milesin theinterior of the
great northern forests. A good part of these plains have been turned to farmlands and orchards, while the rest
remains wild woods that are exploited by a boosting logging industry [the main economic resource of the
barony, according to the official data. Arcadius.].

The coastline and the small villages in this part of the country (including the capital city of Civis Nova) have
been built reflecting the typical Thyatian urban plan: a square or rectangular city map, with two main roads
(cardus and decumanus) cutting the settlement in four living quarters, with a main square in the middle of the
settlement. All the houses are one story and white painted, with a small temple in each settlement and even a
public arena and a theater in the capital of Civis Nova. But there are some differences from the typical southern
Thyatian town, anyway. First of al, all other streets except the two main roads are dark and narrow alleys, often
not paved unlike the main roads. Also, the buildings (even the arena) have wooden sloping roofs, typical of the
northern countries where heavy rain- and snowfalls abound in the coldest months.

The capital of Civis Nova (pop.: 2,000) lies in the southernmost tip of the barony, with direct access on the
Great Bay. Its port is one of the largest in Norwold, rivaling with those of Alpha and Panteria. Many foreign
ships dock in Latela, especially those coming from Thyatis and the Isle of Dawn, which seem to have made
specia trade agreements with the baron. Latela’s capital is a small pearl of Thyatian architecture, with al its
buildings painted white and all the streets (even the narrow alleyways) paved with cobblestones. A natural
amphitheater has been cut out in the rocky promontory that faces the Great Bay, a couple of miles to the west in
the outskirts of the town, and dramas are held there regularly once a month.

Together with the amphitheater, the Temple of Asterius and the Guildhall are the other two interesting features
of thecity. Thefirstisawhite templumwith aring of outer columns that masquerade the inner walls. Inside, the
temple is decorated with golden stucco works and paintings depicting the glory and munificence of Asterius
towards hisworshippers. The priests’ quarters are outside the templum, in a smaller and less elaborated enclave.
Ceremonies are held daily and many people participate with donations and services, testifying how widespread
Asterius's faith is among the citizens. The Guildhall is the only two-stories building in the whole country [not
even Lord Longtooth’s villa is that high. Adik.] and is the place where representatives of all guilds of the
dominion meet to discuss economic agreements or sell goods to foreign ambassadors.

The People

In contrast with the Thyatian homeland, which is a melting pot of different races, Latela is a country mostly
inhabited by Thyatians of Kerendan and pure Thyatian origins, while the few Alphatians living in the region
concentrate in the hamlets and houses built inside the woods [they are trappers and loggers. Adik.]. The
Thyatians are obviously aware of their heritage and do not loose any opportunity to display it in the face of
Alphatians. However, Latela never created problems to Ericall, and Baron Longtooth’s loyalty to the Alphan
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Crown, although many times questioned, never failed. Latela enjoys a stable government and an enviable
economic situation, which places the barony and its inhabitants among the richest in Norwold. Obviously this
only applies to the Thyatian majority, since they fill the ranks of the trading guilds. Alphatians are usually small
craftsmen and woodcutters for the most part, and even if a good deal of Latela s entries come from the logging
industry, the woodcutters do not participate much in the wealth of their industry.

The role of the guilds is very important in Latela, although not as much as is in Minrothad, Darokin or even
Panteria.  Guilds are left free to trade among themselves with whatever agreements they see fit, provided they
keep accurate estimates of their revenues. Trade agreements with foreign nations must be made with the
authorization of the baron, however, and are always supervised by the United Guilds Senior Chairman, a position
currently held by Tano Tarantella [who founded the union and has been chairman since its creation.
Arcadius.]. This position is, according to some rumors, even more important than that of the baron, since the
union’s chairman has the final word on all trade agreements with any foreign merchant [and since Latela's
economy depends on the foreign trade, thisislikely the truth. Adik.].

The Tarantella family is a well-known Thyatian dynasty that counts among its seemingly infinite members
merchants, governors, senators, guild masters and rich landowners, both inside and outside the Thyatian Empire.
However, some rumors say that the Tarantellas have also ties with the infamous Thyatian crime organization
known as Causa Nostra, which has grown in power in the Old World (especialy during the last decade) and
caused the downfall of many merchants and rival thieves' guilds[particularly famous is the Flaccus Scandal of
AC 1004, where a Thyatian Senator was exposed as being one of the leaders of the Shadow Hand, a powerful
Thyatian criminal organization, which suffered then a major blow from this event. Arcadius.]. These same
rumors also tell that the Tarantellas are behind Lord Longtooth’s power, and that Latela s revenues have been
boosted more by slave trade than by the logging industry.

Recent History

Lord Longtooth [whose origins are shrouded in mystery, even though he insists in being the only—albeit
illegitimate—son of a deceased rich Thyatian landlord. Adik.] came to Norwold in AC 1001, answering King
Ericall’s call to colonize the wild areas of his kingdom. Heimmediately swore fealty to Ericall and built the village
of Civis Nova, concentrating on enlarging its docks and harbor. Once everything was ready and the dangerous
beasts had been dealt with, the first waves of Thyatian immigrants began to hit the coasts of Latela at an
impressing rate, and the small village of Civis Nova soon became a full-grown town in less than a year. The
settlers who came to Latela were basically poor artisans and beggars, who were convinced by Lord Longtooth
they could have a new and better life if they left Thyatis for this new land. The strategy succeeded, and indeed
most of them changed their life for the better.

During the Great War, Latela kept providing the Kingdom of Alpha with important food and weapon supplies,
but it never sent its rather puny army on the battlefield. Some say Latela also helped the Thyatian troops that
came to Norwold against the Alphatians, but so far nobody has found evidences supporting this hypothesis.
Also, other rumors want that Latela’s guilds were involved in the bankruptcy that ruined the western dominion of
Westria, and that Lord Longtooth was about to buy the barony when Lady Celia of Panteriaintervened and beat
him intime. Again, these are but unconfirmed rumors, of course, since nobody [ not even the many provosts and
bureaucrats sent by King Ericall. Arcadius.] ever found something out of placein Latela’ s accounts.

Don’t Miss

CivisNovaand its marvels are amust see, since they are area novelty to the common inhabitant of Norwold. If
you are from the Old World, Latela offers you the typical Thyatian atmosphere, so maybe you'll find yourself at
ease there. Besides, you don’t need a certified permission to have business or do many other things in Latela,
like happensin nearby Panteria, so if you are amerchant or if you are interested in making profit without troubling
too much with rules and laws, Latelais the land that suits you.

Do Miss

Evenin arich town like Civis Nova the alleyways are dangerous and trim with cutthroats and cutpurses. They
especially target foreigners who visit the town, and the narrow streets seem to have been built just to suit their
shady needs. Also, since the guards are not really reliable in Latela [they seem strangely to always be looking
the other side when something happens. Adik.], it is best advised you count only on yourself to fend off any
possible assault, especially by night.
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NORDENHAFEN (Barony of)

Location: Norwold, continent of Brun, islein the Great Bay, west of Alpha.

Area: 498 sg. mi. (1,290 sg. km.).

Population: 900.

Languages: Heldannic.

Coinage: Barter common; otherwise Alphatian coins: crown (gp), mirror (sp), judge (cp).
Taxes. 30% of income.

Government Type: Barony; bears allegiance to the Kingdom of Alpha

Industries: Fishing, hunting.

Important Figures. Bardeen Longwalker (Baron, human, male, F15).

Floraand Fauna: Nothing really grows on this rocky chunk of Norwold, except small scrubs and tundra. Few
are the animals that live here, most notably seagulls, puffins and other avians, seals and small fishes.
Occasionally monsters from the Elemental Plane of Water exit from the whirlpool south of the island and cause
trouble, but otherwise no real monstrous wildlifeis present here.

Further Reading: CM1 Test of the Warlords
Description by Adik de Chevasand Arcadius.

This small rocky island in the middle of the Great Bay is home to a small community of fishers and seafaring
Ostlanders. It is not prominent in Norwold’s political system, but it’s worth noting as a clear example of how a
dominion should not be run.

TheLand

Nordenhafen is a rocky island in the Great Bay, halfway between Alpha and Leeha. It is flat and windswept
most time of the year, and nothing can grow on its soil except scrubs, the common tundra of northern Norwold
and a few vegetables (those resistant to cold climates). There are however, many birds that have made nests on
the isolated coasts of Nordenhafen through the centuries, and when the fishes are not sufficient to live, the
islanders hunt down the avians, preying on their eggs as well. Seals are also a common sight here, and they are
heavily hunted [ especially during winter, when the Great Bay waters freeze near the isle and people can walk
on ice and lure the seals outside the water by making holes in the frozen bay. Arcadius.], since their fur is a
precious good to sell throughout Norwold.

Nordenhafen’s only settlement isits capital, a village of 600 souls that bears the same name as the barony. Itis
nothing more than a fishers' village surrounded by a wooden palisade, with small thatched houses built with
rocks and mud. Only the baron’s manor is entirely made of wood [ probably the last and only trees that grew on
theislewereused to build it. Adik.], and it’s the typical Ostlander longhouse. The Seadogs Tavern is the only
gathering hall of the whole island, and it is often crowded at night, full of sweating and cursing northmen whose
only pastimes are mocking the baron or starting a fight. The remaining 300 inhabitants of Nordenhafen live in
small hamlets on the shores of theisle, and occasionally cometo the capital when they need tools or edibles.

The People

Nordenhafen’s few inhabitants rely solely on their fishing skills to survive, and a few of them also hunt the
seals who swim in the Great Bay, selling the byproducts to the nearby dominions to earn their living. Therearea
few craftsmen in Nordenhafen, most notably Ostlanders who came here lured by the baron’s promises of wealth.
They produce fine boats and small sailing vessels, but since no trees grow on the island, the baron must import
the wood from Latela or Panteria. Obviously the costs surpass the profits, but the baron insists in supporting
this industry, hoping that one day it will boast the isle’s economy [this is but one of the proofs of Baron
Bardeen’ s shortsightedness. Adik.] .

This small island was home to a few communities of Heldanners when Bardeen first arrived, and the majority of
the actual population is Ostlander, even though thereis no real difference between the two stocks. The people of
this barony are full of resentment, both towards the baron and the whole Kingdom of Alpha, because they blame
them for their misery. Before Bardeen’s coming, those few who dwelt here could survive by fishing and hunting
seals, but since the arrival of the newcomers, the island’s ecosystem has been altered. Now there are too many
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mouths to feed and not so many sources of food. The result is that most of the food must be imported, and this
means the baron must spend alot of his income to avoid famine. But Baron Bardeen’s greed is well known, and
instead of lowering the taxes he has raised them, believing he could claim a higher share of the income [ he doesn’t
understand that his subjects cannot keep up with such taxation because the island has no real economic
resourceto exploit. Adik.].

In order to keep the populace in line, Baron Bardeen uses the Hammer Guard as Nordenhafen’s official militia
These are deranged followers of the official faith of the barony, the Church of the Thundering Hammer, a sect of
fanatic worshippers of Thor, who go into berserk frenzy every time they enter afight. Itisdifficult to keep themin
line and prevent them from causing brawls all around the country, but at |east the baron doesn’t have to pay them
[ he gives histithe to the church and the priests provide to the guard’ s needs. Arcadius.] .

Finally, there are no pirates in Nordenhafen. Thisis caused by the fact that nobody (except the baron) owns a
drakkar or a sailing vessel large and swift enough to raid the coasts of the Great Bay. The other lords of the
northern and southern marches are more than happy with this state of things, even though for the proud
Ostlanders this must be an unbearable condition of living.

Recent History

Nordenhafen’ s history is notoriously devoid of any significant facts. Originally inhabited by Antalians, theisle
was aways left aone from all those who came to the Great Bay, since it held no particular mineral or animal
resource and was too close to the dangerous elemental whirlpool. Then in AC 1003 Bardeen Longwalker, once a
proud adventurer and pirate from Ostland, came to Ericall’s court to found a new dynasty, pursuing dreams of
glory and richness sent him by the Thunderer [in fact, after the jarls of Ostland refused his claim over one of the
dominions, he was forced to abandon his country to pursue elsewhere his ruling goals. Arcadius.]. He
convinced many Ostlanders to follow him in hisvoyage [using the Church of the Thundering Hammer as a tool
to persuade others of the foreseen success of his deed. Arcadius.] and so he finally settled the isle without
particular efforts [aside from the great frost giants' invasion of AC 1004, which caused severe losses in
Nordenhafen. Arcadius.], swearing fealty to Ericall and Alphatia.

The isle has experienced unrest in the years of the Great War, when many of its inhabitants pushed to be
involved in the battle for Norwold. Some of them wanted to fight on the Heldannic Knights' and the Thyatians
side, while othersinsisted on remaining loyal to the oath of loyalty madeto Ericall. Theresult wasthat acivil war
nearly broke out in Nordenhafen [although one cannot call a “ civil war” simple skirmishes between dozens of
furiousindividuals. Adik.], and the Hammer Guard was so busy keeping peace inside the country that it could
not participatein the war.

The fate of thislittle domain is still unsure, mainly because Baron Bardeen is not a good politician and nobody
caresif hewill be removed by his own subjects. Rumors of small bands of annoyed Ostlanders uniting to plot an
overthrow of the baron has spread through the isle, but so far no proof of these machinations has been
discovered.

Don’t Miss

If you like tavern brawls, fierce duels and hostile climate conditions, then Nordenhafen isthe place to visit. You
will find plenty of opportunities to show your muscles and fight your deal of ravaging berserkers. Also,
Nordenhafen is the nearest place to the elemental whirlpool of the Great Bay, and many ships with their sunken
hoards are said to lie near the whirlpool. So if you want to take your risks, Nordenhafen is awaiting you.

Do Miss

If you are acivilized person, just miss the wholeisland, mainly for the same reasons stated above.

PANTERIA (Marquisat of)

Location: Norwold, continent of Brun, northeast of Leeha, on the northern coast of the Great Bay.
Area: 2,494 sq. mi. (6,459 sq. km.).

Population: 7,000, including 1,500 hin.

Languages. Alphatian, Thyatian, Heldannic, Halfling (Lalor).

Coinage: Crown (gp), mirror (sp), judge (cp).
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Taxes. Vary in nature and amount, averaging to 25% of income, collected regularly by the guilds. People not
affiliated to the guilds do not pay taxes but generally cannot work either.

Government Type: Marquisat; bears allegiance to the Kingdom of Alpha. Any and all activities are supervised
by the powerful guilds.

Industries: Trade, some crafting.

Important Figures: Celia (Marquise, human, female, T20), Weston (Governor, human, male, T13), Lucci Dhay
(Dame and Headmaster of the Trade Guild, actually aspy from rival Causa Nostra, human, female, T19).

Floraand Fauna: The uncultivated lands of the marquisat are sparsely covered by short grass and scrubs that
can resist even the most frigid winters under feet of snow. Hin cultivate snow tulips in their gardens, which
appear to be dead plants during their eight months hibernation but blossom in the spring into beautiful flowers
larger than hin hands. Snow crabs come ashore during the winter to mate, but crab-hunters are careful not to
stumble on deadly frost salamanders to whom the ice-plated crabs are a delicacy. Deer, wolves and other
woodland animals can be spotted during the harsh winters. On rare occasions, frost giants come that far south in
their forays into human lands, but the marquise is generally warned of their approach by Zoltan's elves or by
Duke Ney.

Coatsof arms. Marquise Celia: Black panther lying at the foot of awhite oak, background silver (top) and gold
(bottom); Governor Weston: Two diagonally-crossed black daggers with four gold circles (one in each quadrant),
red background; Marquisat of Panteria: Black panther head, silhouette of a white sphinx (bottom left), gold
background; City of Panteria: Black panther head, four coppery ships (one in each corner), gold background;
Town of Cape Westria: Black dagger (blade pointing up), four gold circles (left half), black panther head (right
half, top), silhouette of a white sphinx (right half, bottom), red background; Panterian Guilds: Copper ship
(heading right) with two silver waves below, black lion head (or specific symbol, by guild) (bottom), gold
background.

Further Reading: CM1 Test of the Warlords
Description by Adik de Chevasand Arcadius.

Among the feudal dominions that dot the large expanses of Norwold, the Marquisat of Panteriais atypical—as
much as are atypical all the dominions carved out of the wilderness by the heroes of various lands who answered
King Ericall’s call before the Great War. But what makes this dominion stand apart from all the others more than
anything else is the mere fact that this profitable realm never parted from Alphato gain sovereignty, even after
the Sinking of Alphatia, like most other did. Of course, thisisn’t the lone peculiarity of this place.

TheLand

The marquisat extends along the northwestern bays of the Great Bay, following the coastline and the milder
plains afew milesin the interior to the edge of the great northern forests. A good part of these plains have been
turned to farmlands yielding meager harvests, while the rest remain wilderness.

King Ericall granted Celia a good stretch of land, probably because the marquise always remained loyal to the
kingdom even in the direst times. Besides, the marquise’s beauty and smooth talking certainly helped her build
her dominion to its current size and status, not to mention her connections with the most influential nobility in
Alpha and especially Oceansend. Also, the absorption of Sir Weston's barony gave her dominion a sudden
boost in both size and population, which she rapidly took advantage of .

Officially, the marches encompass all the land situated along the bay from the port-city of Panteriain the east,
to the town of Cape Westria in the west, extending 25 miles in the interior. However, nobody denies that the
marquisat actually extends farther inland up to the fringes of the forest—the domain of the elves—which more
often than not is farther away from the coast than the recognized 25 miles, sometimes even as much as 40 miles.
Moreover, avast area east of Panteriais dominated by the guilds from the marquisat and thus falls de facto under
the direct influence of the marquise; it islargely expected that Celiawill sooner or later lay claimto it.

Panteriais a prosperous port-city boasting 4,800 inhabitants. It isnot walled and seems undefended, both from
attacks by land or sea, and even unpatrolled, but my guessis that the guilds enforce the law invisibly, and could
muster greater forces than would appear possible if the city was threatened in any way. Everything and everyone
in the city looks and acts as if they had their own place in an orderly society and knew what they could do and
what they couldn’t, even where there is most trepidation, like on the marketplace. Here one can find products
from various places in the world, including the rare elven wonders that are traded by the secretive Shiye or goods
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from the mostly-forgotten kingdoms of Kaarjala and Littonia, as well as mundane or exotic goods from around the
NACE, the Old World, and even sometimes from Davania. Panteria’s deep-water harbor was recently upgraded
(during the occupation of Oceansend by the Heldannic Knights), and now rivals that of Alphaitself. There are
always many ships anchored there, mostly vessels hailing from Oceansend and Minrothad [it seems
Minrothaddan captains prefer to dock their ships here rather than in Alpha or Leeha. Arcadius.]. Panteriais
also the only city in al of Norwold where you can change any foreign coins for Alphatian crowns or vice-versa—
for asmall fee, of course.

Cape Westria is a town of some 1,800 inhabitants, half of them hin. The town is surrounded by a wooden
palisade dating back from the days of the independent barony. The town feels orderly just like Panteria, though
there are rumors of some people working outside the ranks of the guilds. It is aso whispered that Causa Nostra
may have interests in the town and is fighting the influence of the guilds, and that the hin are actually colonizing
on behalf of Leeha [both rumors started right after the merging of the barony into Celia’s dominion.
Arcadius.]. Thetown isobviously less developed than Panteria, its port being used mainly for trade with the city
rather than with theworld at large. To tie the town to the marquisat as much as devel op an alternate supply route,
aroad is being built between Panteria and Cape Westria.

The reason why Minrothad and Oceansend ships are so common here is trade agreements. With Oceansend
there always was good relations, but then Panteria’ s deal became even more profitable because of the Heldannic
Knights' takeover [basically, most trade was diverted from Oceansend to Panteria. Arcadius]. With
Minrothad, thereisaguild to guild trade agreement standing. This agreement is profitable to both sides: Panteria,
which doesn’'t have alarge trade fleet, gains access to rare goods from faraway lands and an increased traffic, and
can also accept foreign coins for that reason; the Minrothaddans gain a good entrypoint to a big market
(Norwold, and also Alphatia before it sank) where there previously was a big competitor instead (Alphatiaitself),
benefiting from special advantages (cheap anchoring fees, lighter bureaucratic procedures, reduced tariffs [which
still works for within the NACE. Adik.]), guilds taking care of things for them. Minrothaddans are not forced to
work with Panteria, it's just that most captains do because their government has signed agreements that allows
them to make more money than by sailing to Oceansend, Alpha, Leeha, or rival Latela.

The People

Most of Panteria’ s population are humans from various ethnic origin, mostly Alphatians, Minrothaddans, and
some Heldanners, Thyatians, Karameikans, and various other backgrounds.

A sizable portion of the population are Oceansenders, some of whom live in the marquisat, though most are
refugees who left the city when it fell to the Heldannic Knights. Most of the nobility and gentry of Oceansend
settled in Panteria rather than Alpha, as the marquise sent many ships to the falling city to alow their escape;
though King Y arrvikson did go to Alpha, most of his court was staying in Panteria. Many nobles have returned
to their estates now, but some stayed behind or travel regularly between the two. Many ships sail from
Oceansend to Panteria, with or without stopping at Alpha, and it is well known among the Norwold nobility that
the guilds of Panteria have abranch in Oceansend and participated in the overthrowing of the knights.

In and around Cape Westria, and to a lesser extent elsewhere in the marquisat, live peaceful hin who settled a
few miles north of their ancestral lands in search of better soil for their beloved snow tulips. Those hin generally
live in burrows—nicknamed igloos by their human neighbors because they are covered in snow most of the
year—covered by gardens of blossoming tulips during the late spring and summer months.

Everything in the marquisat is regulated by the guilds; everybody lives by the guilds’ rules. The marquise
officialy is head of state, but the guilds have the actual say in the everyday affairs. There are guilds for every
activity going on in the marquisat: trade of course, crafts, magic, fishing, agriculture, even snow tulip gardening.
Everyone willing to do the slightest thing within the field of aguild must first register at the appropriate guild, and
follow itsregulations. It isvirtually impossible to do anything without registering at a guild; even beggars have
their guild! Those who tried anyway were soon forced to close shop: nobody would sell to or buy from them, and
they were regularly visited by burglars.

A craft guild, for example, grants the right to practice one's activity, buys to another guild or imports raw
materials and sells it at a fixed price to the craftsman, buys the finished product at a price varying with the
craftsman’s skill, then sells it to another guild or exportsit. The guild also handles the whole tax aspect, speeds
up or slows down the amount of work—and workers—according to market demand and raw material availability,
plans formation of new craftsmen or immigration of master craftsmen from other regions, seeks out craftsmen that
live out of the guild and contacts other guilds to discourage their activities. All guilds work along these lines,
with minor variants for each particular guild.
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Each guild master is himself a member of the Master Guild, which purposeisto collect the taxes from the guilds
and hand it over to the marquisat, create or disband guilds, set new trade lanes and economic agreements with
other countries or guilds, and decide on other high-level and often secret policies. The identity of the high guild
master is kept secret, even from the other guild masters, but it is commonly believed that the marquise herself isin
fact leading the most powerful guild of her dominion.

Recent History

Panteriais afairly recent dominion; until the dawn of the new millennium, it was but wilderness, with just the
occasional settler. When King Ericall invited heroes from all lands to come in Norwold and gain nobility and
dominion in return for pledging fealty to the crown of Alphatia and to himself, many worthy heroes came to carve
their own dominions; among them were Celia and Weston. Both became barons of Ericall and settled in this
region of Norwold, founding citiesto be their capitals.

Weston built asmall tower where he wanted to create Cape Westria, encouraged settlers to come to his barony,
surrounded the small town with wooden palisade for protection, and traded with the hin of Leeha, the Barony of
Latela, and Alpha

Celia built not much at first, but set the base for what would become the guilds, attracting people she would
entrust the guilds to. She also contacted various rulers and guild masters, especially in Minrothad and
Oceansend, and arranged for advantageous agreements for both parties. She then had a decent port built in the
bay, and trade began. Cash was flowing into the guilds’ treasury, the port of Panteria was a destination for many
ships, and soon the baroness set into motion an aggressive policy of immigration, attracting merchants, skilled
craftsmen, but also simple farmers or fishermen, from Alpha, Oceansend, Minrothad, and elsewhere, creating new
daughter guilds asthe need arose. Celiawas awarded thetitle of countessin AY 2007 [AC 1007. Ed.].

In early spring of AY 2006 [AC 1006. Ed.] a most unusual storm destroyed a natural protection hereby
flooding hin lands with salt water from the Great Bay [this area is now back to normal. Adik.]. Their burrows
were flooded and their snow tulips never blossomed that year. A few hundred hin moved north into Westria,
which welcomed them. But the barony was already in financial trouble, trade being shadowed by nearby Leeha
and Panteria, further deepened by mismanagement. The baron began to contract debts, until his barony was on
the verge of bankruptcy.

In AY 2010 [AC 1010. Ed.] the two dominion peacefully merged. Actually, Countess Celia flatly bought
Westria[ some people speculated that the two would marry to seal the deal, but they didn’t. Adik.]. Celia paid
back the debts and the guilds quickly extended their control over to the new lands—most certainly greatly
annoying the debt owner who probably had other plans for the barony upon its bankruptcy. It was expected at
the time that Celia would declare her independence from Alpha like so many other petty lords, but she instead
started to go by the title of Marquise of Panteria—she loved the word—and asked at Ericall’ s court for that title
to be recognized, which he gladly accepted.

When Oceansend fell to the Heldannic Knights, many ships allowed the nobility, gentry and some commoners
to flee to Panteria before the Heldannic navy definitively blocked all access. The port of Panteria was upgraded
to rival that of Alpha and harbor most of the Oceansend trading fleet. The guilds' branch in Oceansend was
certainly crucial in the overthrowing of the knights, probably covertly helping dwarves and Oceansenders
smuggle arms, sabotaging Heldannic work and costing them much money, though their precise role remains
largely undocumented but to the guilds' hierarchy.

Don’t Miss

If you are persona non gratain hin lands, then don’t miss to visit Cape Westria anytime in summer so you can
tour the carefully tended snow tulip gardens. There you will be amazed by the connecting patches of blossoming
flowers, forming intricate designs with their colors ranging from snow-white to yellow, orange, pink, red, and deep
blue. If you are a spell-caster like myself, | strongly encourage you to levitate and marvel at how the patterns
assemble like avast mosaic across the individual gardens.

Do Miss

| advise everyone against doing any business in Panteriawithout first checking at the appropriate guild, unless
you'relooking for trouble. | [Arcadius] myself had the bad idea of simply casting afew spells while traveling the
land incognito and quickly found myself within trouble—which | won’t detail here—until | managed to bring
proof that | was alord of Norwold and afriend of Celia’'s. And yet | know that whenever | enter the marquisat the
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guilds still have me under watch all the time. | imagine with a shrill how easily this can become a terrible
nightmare for amere commoner with no connection to the marquise.

WESTERN BAY MARCHES

The Western Bay Marches comprises all of the dominions located west of the Great Bay but east of the
Icereach Range properly. The nations of this area are some of the most powerful, wealthiest and most important
throughout Norwold and they all enjoy agreat deal of freedom or independence from the Kingdom of Alpha.

CHITINE (Duchy of)

Location: Norwold, continent of Brun, northwest of Leeha.

Area: 4,988 5. mi. (12,919 sg. km.).

Population: 8,000.

Languages: Alphatian, Heldannic.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes. 25% of yearly income.

Government Type: Duchy; bears allegiance to the Kingdom of Alpha
Industries: Military, agriculture, mining.

Important Figures. Ney (Duke, furmy, male, F17).

Furmies are bipedal, humanoid equivalent of normal ants. They normally live together in “anthills,” called
colonies. Furmies are asexual; the queen only lays eggs that are hatched into mature furmies according to the
colony’ s needs (the eggs need one year before they can be hatched, but can then be stored indefinitely). The
first eggs laid (generally between a couple and a half-dozen) are queen eggs, while all other eggs are normal
furmies.

A furmy’s eyes are multi-faceted like those of a fly, granting it 60" infravision and a 360° vision. Its chitinous
carapace grants it a natural AC of 4, while its four upper limbs allows it to wield a wide variety of weapons and
shields (most warrior furmies are ambidextrous and can use a great variety of tactics with perfect dexterity).
Furmies are resistant to spells and poison (+1 to saves), and have a 90% resistance to charms. Furmies can
communicate empathetically with each other when within 60, or telepathically when in contact through their
antennae. A furmy can double its movement rate by running on it six limbs.

Furmies have a tremendous sense of loyalty toward their queen and their colony. They will typically sacrifice
their lives for the greater good of the colony. This does not mean that furmies have no personality and are
mechanical, instinct-driven creatures like ants, quite the contrary, just that their scale of value would appear aien
to most sentient creatures. Most furmies are of Loyal alignment, and in fact eggs are normally scryied for chaotic
tendencies before hatching—and eggs that would bear potentially unstable individuals are destroyed mercilessly.
Each furmy is born with its future decided for it in advance; the colony provides it with all it needs, including
training for its position in the society. Most furmies are simple workers (farmer, craftsman, etc.), some are
warriors, while some are bred for wizardry or priesthood or other important positions; thus, furmies of all classes
and levels can be encountered. A furmy’slife span isabout 100 years; queen generally live about 500 years.

All furmies have an instinctive fear of water, and will avoid crossing seas and oceans, or even smaller water
bodies—there is no known furmy sailor. They also fear fire. Because of their strange look and behavior, furmies
will generally have a hard time meshing with other races—but that is something they rarely do anyway. Due to
their physiology, they cannot speak the humanoid languages without a very strong accent (generally described
as chopped and clicking, but the differences are actually more fundamental). Because of their nature, furmies
have a hard time grasping various concepts like money, property, poverty, trade, fame, sex, love, family, lie,
treachery, treason, often causing them to make major blunders (more often than not at their own expenses, but
they rarely evenredlizeit).

Furmies are not native to Mystara, but from another world where insect-like creatures are the dominant form of
sentient beings. One colony accidentally came to Mystara long ago, and though it is very rare, some of its
members can sometimes be encountered. The exact location of the Mystaran colony is a secret no furmy will
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reveal to any non-furmy. The furmies worship the Immortal Furmy, allegedly the only furmy to have ever reached
immortality, and the founder of their society as an orderly one. Though not native to Mystara and mostly
uninvolved in its politics, Furmy grants spellsto Its Mystaran priests.

Flora and Fauna: The plains are lightly covered by evergreen trees, mostly pine, which become even rarer in
the hilly and mountainous regions to the west of the duchy. Asthe duchy risesinto the Icereach range, trees are
slowly replaced by scrubs, then hardy mosses until the altitude becomes too great for any plants to survive.
Horses are bred for the knightly order; mountain goats, mountain lions and snow apes inhabit the | cereach range.
Frost giants or white dragon living in caves in the mountains beyond the border of the duchy occasionally attack
despite their being regularly driven away by the duke’s knights.

Coatsof arms. Duke Ney: A six-branch black star (center) surrounded by four silver-red swords pointing to the
corners, background green (upper quadrant), blue (bottom quadrant), yellow (left quadrant) and white (right
quadrant); Duchy of Chitine: Two red diagonal lines, silhouette of a white sphinx (top quadrant), background
green (top quadrant), blue (bottom quadrant), yellow (left quadrant) and white (right quadrant); City of Furmy: A
six-branch black star (center), two red circles (top left and top right sextants), background green (upper sextant),
blue (bottom sextant), yellow (bottom left sextant), white (bottom right sextant) and black (top left and top right
sextants); Knights of Chitine: A black shield (center) behind a white circle, four red swords pointing from the
corners to the circle, black background. The duke may also carry Alpha’s banner when leading the armies of the
king into battle as Ericall’ s general.

Further Reading: CM1 Test of the Warlords
Description by Adik de Chevasand Arcadius.

Along with the County of Draken that controls the access to the Great Bay, the Duchy of Chitine constitutes
the backbone of the defense of Alpha. The duke isinflexible in hisloyalty to the crown of Alpha—and to that of
Alphatia—and has been entrusted by King Ericall with the utmost powers for the safety of the kingdom. The
duchy is literally the armor of Alpha [chitin is the material that constitutes the ants—and furmies'—hard
protective exoskeleton. Adik.] .

TheLand

The Duchy of Chitine is a rather large dominion backed by the Icereach range to the west and the dense
evergreen forest to the north. It is composed mainly of hills and mountains to the west, while rolling plains and
light woods cover the eastern half of the domain.

The forest to the north is inhabited by Shiye elves, while lands to the east of the duchy are mostly uninhabited
and remain neutral land between the domains of the hin and this dominion loyal to Alpha. A broad stretch of land
to the south is the result of a mutual pact of non-belligerency between the Duchy of Chitine and the Kingdom of
Siegeria.

It isthe duty of the Knights of Chitine to patrol not only the duchy, but also the neutral lands beyond to ensure
the safety of southern territories. They keep a watch over the White Bear River to make sure no threat bypasses
them through this natural passage scarring the Icereach range. They also patrol the buffer zones up to Siegeria's
borders and up to Cape Westriain Panteria. They do not patrol the northern forest, instead relying on the elves
living there to warn them of any frost giant raid or other threat. Unless the Great Bay is frozen enough to let an
army crossit, no enemy should be able to reach Leeha or lands beyond without facing the knights before.

The People

The population of the duchy is composed mainly of Alphatians and Heldanners; afew native Heldann nomads
also occasionally temporarily set their tents within the borders of the duchy.

The mgjority of the population is made up of commoners, mainly peasants, loggers, shepherds, craftsmen, and
miners exploiting the platinum veins in the Icereach range, happy to be safein the well protected duchy. Theelite
of the dominion, however, are the famous Knights of Chitine.

This order is the only one such in al of Norwold; its members come from all parts of Norwold, and sometimes
even from Heldann itself [likely natives who do not worship Vanya. Arcadius.]. The Knights of Chitine are
sworn to protect the crown of Alpha; it istheir utmost concern, and they would without a doubt take orders from
the King of Alpha before those of the Duke of Chitine himself. They value honor, courage, justice, and faith, the
four components of righteousness[as symbolized by their coat of arms. Arcadius.]; their motto is “To the last
breath | stand.” The Knights of Chitine are highly regarded throughout Norwold, even in dominions that are not

ATLASOF NORWOLD 150/576



loyal to King Ericall—except those that are openly hostile, obviously—, and are treated as nobility. They can go
anywhere without being questioned or stopped, crossing borders as they go, ask for food and lodging at any
noble’s castle, carry weapons, and administer justice, though some petty lords sometimes resent such
infringement. They can also issue a call to armsin any allied territory and assume leadership of the army. Each
knight is assigned a squire which tends his master’s war-horse, weapons and armor; in return, the knight trains
the sguire to become a knight, teaching him his duties as a future Knight of Chitine, showing him the path to
righteousness, and training him in the use of the lance, the crossbow, and various swords. The Knights of
Chitine can generally be found patrolling around the duchy, training at Furmy Castle, attending King Ericall in
Alpha, or anywhere in Norwold where their duties as protectors of the crown lead them.

There is always a group of Knights of Chitine accompanying Blind Wooster to make sure his judgments are
respected and his sentences carried out. The monk of Tarastia Blind Wooster still acts as high magistrate for
most countries of Norwold likeit did for al Ericall’ s subjectsin the years before the Great War.

Recent History

Ney pledged fealty to King Ericall shortly after the land was opened to be divided into dominions. He
immediately started the construction of a great defensive castle, but his alien nature [Ney is a furmy, an ant-like
humanoid race from some unknown part of Mystara. Adik.] and mentality scared away potential settlers who
preferred to colonize other lands, like the adjacent domains of Alak Dool and Sieger. However, many would-be
warrior-heroes came to the barony to be taught by the famous fighter.

Soon enough, however, commoners and peasants who were mistreated by Alak Dool’ s minions began to flock
to Ney and Sieger’ s dominions, crossing the border and asking for the protection of the lord of the domain. The
honorable Baron Ney became suspicious of his neighbor’ s ways, and watched him carefully.

When Alak Dool betrayed the king and Alphatia during the Great War by supporting Thyatis, Glantri, and the
Heldannic Knights, Baron Ney and his elite warriors were ready and rode into the traitor’s dominion and fought
his evil minions. Alak Dool fled and his land fell. When Ney reported to King Ericall what had happened, his
liege replied that he had greatly helped the crown by eliminating an enemy of Alphatia, and that he had honorably
conquered the land and thus would rule it in addition to his own, with the title of count [other lords were either
using the war to declare their independence, or even taking up the cause of the enemies of Alphatia, which
helps explain why the king was so generous with those lords that stood by him and fought his foes. Adik.].
Alak Dool’ stower was razed.

After Alphatia’ s sinking, even more dominions won their independence. Count Ney remained true to his oath
to King Ericall. He transformed his informal warrior-heroes into the first Knights of Chitine, bound to protect the
crown of Alpha and be the protective shield of the king. Two years after, King Ericall increased the size of his
dominion and honored him Duke of Chitine, giving him and his knights the task of patrolling the land from the
Great Bay to the Icereach range to stop the advance of any hostile force. The king also gave him the task of
watching over Sieger von Duwn, now an independent king; Chitine and Siegeria signed a mutual pact of non-
belligerency and agreed that a broad stretch of land between the two dominions would remain neutral.

When the commander of the Alphan forces was executed by the Heldannic Knights after the fall of Oceansend,
King Ericall appointed the loya duke to the position. When Alpha joined the NACE, Ney was officialy
recognized as General of Alpha

Don’t Miss

Furmy Castle is the heart of the duchy, surrounded by sturdy walls. Around it liesthe city of Furmy, where few
people actually live because most of the industries take place elsewhere in the dominion [in the platinum mines.
Ed.]; less than 2,500 inhabitants, mostly craftsmen, blacksmith and horse trainers, live here. But the most
prominent feature of the castleisthe presence of the Knights of Chitine, a hundred of them and their squires, who
can be seen going about on their duties, performing their daily drills, majestic on their black war-horses and heavy
armor. Within the walls of the castle lies a cathedral where the duke and his knights pray to the Immortals they
pay homage to—the Immortal Furmy for the duke, Petra, Vanya, Tarastia, Diulanna, Halav, Ixion, Alphatia, Thor or
Odin for the knights.

Do Miss

Although Alak Dool’s tower was razed shortly after he had been driven out by Ney and his knights, the
demonic magics of the evil wizard have not completely dissipated from the land. Thisthreat still remains a matter
of great concern to the duke, who isn’t too knowledgeable about magic. The exact nature of the magical hazard is
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not known for sure, but several wise wizards of Norwold [including Adik and Arcadius. Ed.] have formulated
the hypothesisthat Alak Dool was trying to summon afiend from the Pits to unleash upon his enemies. The spell
was never completed, but various nasty creatures occasionally pop up at random, attracted by the weakening
between the planes caused by the partial gate.

DRAGONARD (County of)

Location: Norwold, continent of Brun, south of Leeha

Area: 2,494 sq. mi. (6,459 sq. km.).

Population: 6,000 (80% humans, 20% halflings).

Languages. Alphatian, Heldannic, Halfling (Lalor).

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 25% of yearly income.

Government Type County; bears allegiance to the Kingdom of Alpha.

Industries: Agriculture, fishing, mining.

Important Figures. Quentin Jax (Count, human (actually ahuge elder gold dragon), male, M10).

Flora and Fauna: The eastern plains and hills are lightly covered by evergreen trees, mostly pine, while the
western areas near the White Bear River are farmlands. The hills and mountains of the south have rich deposits
of precious ores that attracts miners as well as aurumvorax and dragons. Wild cold-loving beasts roam the
southern mountains, where few dare adventure. Otherwise the dominion is completely free of dangerous beasts.
Dragons are often sighted near the southern border, although they are not a problem for this county.

Further Reading: CM1 Test of the Warlords
Description by Adik de Chevasand Arcadius.

Another dominion that is heavily populated and nestled near the western shores of the Great Bay, precisely
south of Leeha and on the eastern banks of the White Bear river, is the County of Dragonard. Its people seem to
enjoy arather peaceful living and its exports make it one of the most envied dominions of the whole Norwold.

TheLand

Dragonard is arather large country bounded on the eastern border by Siegeria, separated from that country by
the White Bear River. It also touches Leehashire's southern border, and many hin in fact live in Dragonard’'s
territory. The land is hilly along the eastern border, where woods and light forest cover the rolling hills before
turning into an intricate forest. Evergreen woods also exist in Dragonard, and the human city of Arboria has been
founded by Alphatians to commerce with the Shiye that dwell outside the dominion’s borders.

In the north, farmlands and peaceful hamlets dot the countryside, avast plain that extends into halfling territory
to the north. Here, streets of cobblestones connect the capital city of Jaxia (built on the shores of the White Bear)
with the northern hin settlement of Surekeep (on the border with Leehashire) and with the other significant
settlement of the dominion, Silmaril (north of Jaxia). Other simpler trails and dusty roads link the various hamlets
with one another, even leading to the town of Arboria, nestled inside the Mur Woods in the east.

The mountains to the south, called by the locals the White Glacier, are technically part of the |cereach Range,
although these are the easternmost tip. They reach 8,000 feet in height and vast glaciers cover their peaks all the
year. In the lowest parts however, many miners have found rich deposits of precious stones and gold, and
Dragonard prospers selling these raw materials to the other dominions or crafting them to produce refined
manufactures to sell to Panteria, which then exports them to the Old World. Even though dragons are often
spotted in this region, they never venture beyond the peaks of the White Glacier, leaving Dragonard’ s populace
and their minesin peace.

The People

Dragonard’ s people are a happy folk, especially because they enjoy such a peace and arelative welfare that the
other Norwold countries do not have. The majority of the population is Alphatian, with many Heldanners
working as farmersin the north and hunters in the eastern woods, but enjoying a better life than their peersin the
rest of Norwold. Count Jax, the ruler, long ago solved the problem of wandering monsters [although nobody
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knows for sure how he managed it, and he refuses to tell anyone. Adik.] and this attracted many settlers. The
precious mineral ores also are the first source of richness for Dragonard, since its whole economy is based on
that. For this reason, gemcutters, goldsmiths, and even miners are respected professions in this region.
Strangely enough, no dwarves are present in the country to prosper thanks to their skills as metalworkers, but
this has never preoccupied the Dragonardites. Indeed, the human and hin population seem to have more talented
goldsmiths and gemcutters than the usual northern country, and nobody knows if Lord Jax actually called them
from all over theworld or just had a great luck in finding the right people in the right place.

Anyway, nobody in Dragonard bothers for the living standards, since there are absolutely no poor wandering
the streets or woods of Dragonard. However, bandits do exist, even though they are not humanoids, but humans
coming from other lands attracted by the richness of this dominion. Penaltiesfor stealing in Dragonard are severe
[they range from a minimum of forty lashes for small sums to the removal of one hand and one eye for higher
amounts. Arcadius.], and if somebody isfound guilty of theft for the second time, a death sentence is automatic.
Count Jax is inflexible in enforcing the law, but his motto is: “Laws make a rich country a heaven.” Lord Jax’s
specia elite guards, the Golden Wings, always serve in the capital of Jaxia and regularly patrol the dominion
looking for criminalsto hang. They are unforgiving, and the populace seem to like their manners.

Recent History

Dragonard was founded by Quentin Jax in AC 1002, when numerous settlers had become moving to the area
also called by other lords, who were founding their domains nearby. He soon got rid of the problem of monsters
roaming the land and transformed the wild areas into safe farmlands and orchards, leaving even the eastern
woods devoid of possibly dangerous creatures, but still a heaven to inhabit. He soon made pacts of non-
belligerency with his neighbor, the Baron of Tescan, and these were ratified when Lord Sieger von Duwn claimed
Tescan the year after.

In AC 1004 the rich ores were discovered in the mountains south of Dragonard, and Baron Jax claimed them
immediately, beginning the exploitation of the White Glacier. Dragons never gave a problem even in these years,
although they attacked ferociously both Siegeria to the west and Kameloth to the northeast. [Many people
suspect Baron Jax made a secret alliance with the dragons to win their trust and protection well before
coming. Also, none knows exactly where he comes from. Arcadius.]

Despite Sieger’s thirst for power and new lands, Siegeria never waged war against Dragonard, even after
declaring its independence in AC 1005, and this still remains a mystery to everyone [King Sieger and Count Jax
refuse to talk about the topic, simply saying that “ good neighbors don't kill each other.” Adik.]. After
remaining neutral in the first stages of the war, when the Thyatian troops stationed in Siegeria invaded its
borders, Dragonard sided with Ericall and Alphatia, and repelled the Thyatians after a staunch but taxing
resistance that killed many of itsinhabitants[who are craftsman, not warriors, after all. Adik.]. For its service
to the Alphan Crown, Ericall awarded Lord Jax with the title of count and the former barony became a county.
This only added to the haughtiness of its inhabitants.

Recently, Dragonard has had diplomatic relationships even with the Heldannic Knights, even though they
remain formal economic agreements. However, many believe Count Jax is simply taking the appropriate steps to
avoid being crushed by the Heldannic warmachine should the knights advance further in their conquest of
Norwold.

Don’t Miss

Be sure to come to Dragonard’s capital of Jaxia on the first week of Sviftmont. On that day, the Dragonardites
celebrate the Day of the Gold: they all dress up in golden clothes, paint their faces with gold hues or don golden
masks and parade on the streets cheering and exchanging money freely. But beware: be prepared to give some
coins in exchange and absolutely do not try to steal, or you will be hunted down by an angry mob and hanged
among laughs and cheers in a matter of minutes.

Another interesting site to behold is the Mine #1, some 1000" up the northern foothills of the White Glacier.
That mine is a honeycombed maze, and its walls are shining with gold veins and gems so that it is impossible to
resist and not pick something. But you’d better resist temptation, for they are heavily patrolled and overseen by
the Golden Wings, and as you may know, the punishment for gold theft in Dragonard is not pleasant at all.

Do Miss

Never go past the northern side of the White Glacier if you value your life. Just because dragons do not invade
and prey over Dragonard, doesn’t mean they’ ve become tender lambs that will leave you in peace if you cross
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their territory. And believe us when we say to you, dear reader, that there are far more dragons than one might
think in the White Glacier.

LEEHA (Shire of)

Location: Norwold, continent of Brun, on the western coast of the Great Bay.

Area: 998 5. mi. (2,585 5. km.).

Population: 7,000.

Languages. Hin (Lalor), Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: Mostly barter; otherwise crown (gp), mirror (sp), judge (cp).

Government Type: Democracy; elected clan representatives (clanmasters) advise an elected sheriff (count).
Industries: Agriculture, fishing.

Important Figures: Shaedrik Divotfoot (Sheriff, halfling, male, F9).

Flora and Fauna: Leeha's rolling hills are forested with a mixture of evergreens, oak, maple, hickory, elm and
ash in the south-east. Thickets, brambles and ferns are common beneath the taller evergreens. The forested
areas abound with wildlife and wild animals can be encountered away from the settlements. The forests give way
to gentle rolling fields and meadows filled with wildflowers and fruit trees, as well as crops. Streams are smaller
and gentler in the fields that make up the heart of the shire. There'salso an inland swamp near the Gulf of Leeha;
quicksand is adeadly peril found amongst the peat bogs here. Twisted and stunted trees give shelter to all types
of swamp denizens, monsters included.

Further Reading: CM1 Test of the Warlords Dawn of the Emperors boxed set, previous almanacs.
Description by Synthala of Aasla.

Finally | have had the time to see this marvelous land, and what a pleasure!  The halfling county of Leeha has
always been an independent, merry land to visit. It isdivided into seven smaller dominions (called shires by the
hin), but few outsiders notice this, since the halflings always take decisions in common and live as a single
nation. In thisreport | will deal extensively with the central shire, Leeha properly, because it’s the most famous
one and the heart of the county.

TheLand

Leehashire is one of the most beautiful regionsin all of Norwold. Itsrolling hills are forested with a mixture of
evergreens, oak, maple, hickory, elm and ash in the southeast. Lakes and rivers are plentiful in the hills, which are
known as the Catbergs. Hin venture here quite often, but this areais more of aborderland.

The forested area is known as the Greenwood. The Greenwood is pleasant and peaceful, and it abounds with
wildlife. Wild animals are the only concern while traveling here. The forests give way to gentle rolling fields and
meadows filled with wildflowers and fruit trees, as well as crops. Streams are smaller and gentler in the fields that
make up the heart of the shire. Smaller ponds are also common in the fields. The rivers tend to flow toward the
seaor into the White Bear River.

The Greenwood River originates deep in the Catbergs. It flows southward through the forest and across
farmland, before turning west to join the White Bear just north of Leeha. The Naszbras River startsin aregion of
the Greenwood south of Goodfield. It flows peacefully from the woods across the fields to the east, then turns
northward through Fogvail Swamp, before emptying into the Gulf of Leeha.

Fogvail Swamp isadark and murky place, which is often shrouded in mist. Few hin dare go here. Quicksand is
a deadly peril found amongst the peat bogs here. Twisted and stunted trees give shelter to all types of swamp
denizens, monsters included. The inland swamp eventually gives way to salt marsh along the coast, but most of
the water here is stagnant and infested with insects. During winter, the bogs will freeze over, making them easy to
cross, but some monstrous inhabitants remain active all winter.

The White Bear River isamajor waterway that is navigable for most of the year. It often freezes over during the
winter. Theriver is deep and slow moving as it passes through the shire, but the water is cold from its source in
the I cereach Range. In some places, theriver can be over amile wide, depending on the season. The banks tend
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to be fairly steep as the river winds through the valley, but it is not so in all places. The banks of the river are
very fertile allowing awide variety of cropsto grow there.

To the west of the White Bear, the forests become denser, and evergreens grow more common toward the
foothills of the Icereach. The western forest is called the Hightimber. The southern part of this forest is thick
with smaller trees and ground cover. Thickets, brambles and ferns are common beneath the taller evergreens.
North of Leeha, these woods tend to have older, taller trees with little underbrush. Moss and needles carpet the
forest floor. The trees are broken by the occasional meadow. Freshwater |akes, ponds, rivers and streams are all
abundant throughout this region. The River Dinelbras marks the northern edge of thisforest.

The stretch of Hightimber Forest between Leeha and Grassy Knoll is crossed by the dangerous Snakebite
River. Poisonous serpents are found in this area, including water moccasins and rattlesnakes. The Snakebite
crawlsitsway to Saurian Saltmarsh, on the coast of the Great Bay. Hinrarely travel here.

To the north of the Great Bay, the woods also become increasingly more evergreen, but are rarely completely
s0. Thetrees are dense and thick, making travel difficult. The woods form a protective border on this side of the
shire, and have been dubbed the Northguard Woods. These woods are a true wilderness and are mostly
unexplored.

Leehashire is composed of five halfling clan strongholds, each with its own leadership (and Crucible of
Blackflame). The close proximity of the clans to one another has encouraged the hin to develop together. The
stronghold of Leehais the clans' central gathering place; it is located near the White Bear River. The hin have
excavated huge warrens along the riverbank, so that the members of all the clans may stay in Leeha and have a
safe roof over their heads and awarm fire before their feet.

Leehaisthe capital of the shire. It isthe central meeting place for the five clans of Norwold, and also the seat of
government in the shire. Thereis a central marketplace where goods can be traded between the clans as well as
with outsiders. Most types of goods can be found here, although some foreign items may be quite expensive.
Larger two-handed weapons and clothing and armor larger than hin-size will be difficult to find here. Horses are
very rare in Leeha, but ponies can be purchased easily. The market is not far from the river, which has docks and
warehouses (both above and below ground) to accommodate river traffic and sea-going vessels. However, dock
space for larger ocean vesselsis limited.

Leehais not heavily fortified, but there is a central fort where the Leeha Defense Force and krondar (hin police
force) are based. The Sheriff’s Mansion is adjacent to the Defense Fort. A stone bridge crosses White Bear
River in the center of town. It has two guard towers and a wooden drawbridge to allow ships to pass. The more
common smaller vessels can pass under when the bridge is down. It is here that the toll is collected for watercraft
traveling on theriver. Note that thetoll is paid in both directions, and that all ships entering L eeha are subject to
it, as the bridge must be passed in order to reach the docks. The shire maintains a small fleet of riverboats and
sailboats to patrol the waterway.

Most streets in Leeha are either dirt or grass to accommodate hin feet. The only paved area is found
surrounding the Defense Fort. The entire town is walled and there are several towers, as well. The two main
gates are the North Gate and the River Gate, but there are many other unofficial doors and tunnels leading into
and out of town. A huge network of warrens and burrows has been dug into the riverbanks and extends beneath
the city. The entire population of the shire could take refuge in the town and warrens if the need arose. Many of
the underground chambers are storerooms containing stockpiles of food and other goods to withstand an
extended siege. Because of this (and the small size of the hin), the town seems rather open and spacious. Itis
less crowded than human cities and there are several parks or “greens’ to allow for leisure activities (a very
important part of any hin’slife).

The People

Overall, Leeha has the atmosphere of one big happy family. The five clans are represented in roughly equal
numbers, many of whom have chosen to live in Leeha permanently. The mix of full time residents and yallaren
passing through make it an interesting place to visit. It may seem somewhat uncontrolled at times (especially
during holidays), but the hin tend to watch out for their own. They are friendly folk who are willing to lend ahand
to almost anyone. The residents are more aware than they may seem, however, and many are quite worldly. They
will not hesitate to quickly band together and repel disrespectful or dangerous visitors. The hin maintain a
standing force of 1,500 warriors. Although the small folk try not to become involved in human quarrels, they do
not hesitate to band together and defend their homeland against incursions by monsters and other undesirables.

Recent History
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The area of Leehashire was settled in the distant past by hin driven from the Northern Reaches by kobold
invaders. It is believed that these northern hin originally left the Five Shires as colonists, or were driven from
there during some earlier turmoil. The hin lived alone—and mostly peacefully, except for humanoid incursions—
for many centuries, which is one reason they retained their Lalor language better than their Five Shires brethren.
They have reacted peaceably to the arrival of human cities in the last century; in fact, they have profited from
trade with the humans.

A great army of orcs, led by a green dragon, invaded L eehashire some 40 years ago (AY 1984) [AC 984. Ed].
Hin losses were heavy, especially in the eastern clans (Gardener and Divotfoot). That area of the shire was in
ruin. The hin forces were rallied by a brave young sheriff, Collin Nimblefingers, whose guerrilla tactics helped
beat the orcs at their own game. The orcs were driven back into the hills, and the dragon was not seen again.
Sheriff Collin was secured in his office. He successfully defended Leeha from an invasion of frost giants, from
Frosthaven, in the brutal winter of AY 2002 [AC 1002. Ed.] when the Great Bay froze completely over. A key
hero in that engagement was Shaedrik Divotfoot, who succeeded Collin as sheriff in AY 2010 [AC 1010. Ed.].

Recently, Leeha has established diplomatic treaties both with the Kingdom of Siegeria and with the Duchy of
Chitine (as representative of the Kingdom of Alpha) that guarantee its safety should the two parties come into
conflict. It currently maintains peaceful relationships with all its neighbors, and the halflings enjoy the peace and
prosperity of their position.

Don’t Miss

Leehais famous for its many fine inns and pubs. Without exception, these inns are high quality places, filled
with warm food and good cheer. Many are large enough to accommodate humans. Hin songs and stories can be
enjoyed with fine ale well into the night. Various acts, shows, and other entertainment take place on an almost
constant basis, with yallaren playing a large part. In addition to the inns, various craft stores and all kinds of
shops can be located in Leeha. Most residences are one or two stories tall, but all have some type of cellar.
Many of these “holes’ are more spacious than the above ground dwelling and some are entirely underground!
During deep snows that could paralyze a halfling city, the residents simply retreat to their burrows and life goes
on.

Another interesting feature you should not miss when visiting Leehashire is the snow tulip fields. These
marvelous and unique flowers blossom in summer and have an incredible variety of hues, forming intricate
designs with their colors ranging from snow-white to yellow, orange, pink, red, and deep blue. The Gardens of
L eehashire are said to be one of the world’ s greatest marvels!

Do Miss

Despite the quaint and pleasant character of Leeha, it is not without its shadier side. The southwest side of
town, near the banks of the river, is known as “Nighthin Nest.” It is here that thieves, smugglers, and other
undesirables ply their trade. Most decent hin avoid this part of town. Very few are foolish enough to venture
into the burrows beneath this area of town where rival gangs fight over territory. Being what they are, yallaren
(young hin) are sometimes involved in these activities, even if just for a time. Nevertheless, this is still a
dangerous and unsavory part of town. Most krondar will avoid patrolling this area, or will turn a blind eye
toward dubious activity.

SIEGERIA (Kingdom of)

Location: Norwold, continent of Brun, west of Leeha.

Area: 7,981 q. mi. (20,671 sq. km.).

Population: 35,345 (87% humans, 12% halflings and 1% gnomes).
Languages. Alphatian, Thyatian, Heldannic, Hin (Lalor).
Coinage: Siegerin (gp), eronin (sp), judge (cp).

Taxes: 25% of yearly income.

Government Type  Constitutional monarchy (kingdom divided in provinces, each ruled by an elected
governor).

Industries: Cattle, agriculture, fishing, mining.
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Important Figures. Sieger von Duwn (King, human, male, M20), Uthar Metzger (Baron, human, male, F18/M9),
Lavim Hollister (Generd, hafling, male, F10), Red Ork (High Priest, human, male, P14 of Odin).

Floraand Fauna: The plains are occupied by farmlands and grasslands, while the hills are lightly covered by
evergreen trees, mostly pine, which become even rarer in the mountains in the heart of the kingdom. The
somewhat milder temperatures alow herders to raise cattle and farmers to cultivate the soil, which is most fertile
especialy in the south, near the White Bear River. Domestic animals include goats, sheep, cows, and pigs, while
few are the horses that can be found in Siegeria (mostly imported). Wildlife abounds in the hills and mountains,
with wolves, bears and boars being especially common in the north and east. 1n the middle mountainsadragonis
said to haveitslair, along with asmall tribe of giants and scattered humanoids.

Further Reading: CM1 Test of the Warlords
Description by Adik de Chevasand Arcadius.

Siegeriais asmall but rather hospitable kingdom that borders L eehashire on the west and the Duchy of Chitine
to the south. King Sieger von Duwn, a known and respected wizard, is the founder and supreme leader of this
country, which is considerably interesting for its political system and itstroubled history.

TheLand

Siegeria consists mostly of three terrain types: wild and unsettled mountains in the center, fertile plainsin the
south and lightly forested hills in the north. Siegeria is blessed with unusually good climate considering its
position [a fact often attributed to the magical skills of itsking. Arcadius.] : the summer is mild and quite sunny,
while the winter is not so harsh as in other parts of Norwold (temperatures usually range between 10°C by day
and -10°C at night). The main reason is that the strong and chilly northern winds are somehow blocked by the
mountains rising in central Siegeria[the Jagged Teeth, as they are called, reach the 9,000 feet. Arcadius.], and
so only two of the twelve provinces suffer from the snow blizzards so common throughout Norwold. Abundant
rainfalls in autumn make the grasslands always lush, and this is a boon to the herders, who always praise Father
Sky for the blessed water [it is not surprising then, that Odin All-father, embodiment of the sky, is so popular
here. Adik.]. Farmlands are also well tended and the country has no problem with food production [although it
suffered a severe famine during the last war that killed hundreds and made other s leave the country. Adik.] .

The political system is another feature that makes Siegeriaa heaven[and that’ s also the main reason why there
have been so many immigrants from the surrounding regions. Arcadius.]. With the Liberation Charter of AC
1010, King Sieger proclaimed his country a “constitutional monarchy,” meaning that the Liberation Charter was
the official document that granted him rulership over the land. With this document, he changed the political
system dividing the kingdom into twelve different provinces (three where the Thyatis minority lives and the
remaining nine where the Alphatians and Heldanners dwell), each one ruled by agovernor. Theradical changeis
that the governor is no feudal lord, rather he is a bureaucrat elected by the populace living in that province
[something similar to what happens in Darokin, a nation that King Sieger seems to take as model for many
things. Adik.]. The governor has the power to administrate the land on behalf of the people and the king, and
responds to both of hisdeeds. He can issue laws and decrees, may raise the taxes and has a seat on the Kingdom
Council that advises King Sieger. The still king retains his power over the army (he’s the only one who can call
the populace to arms) and over the genera inner and foreign policy, and is still due the taxes levied from the
people. However, his decisions can be vetoed by the council if all the twelve members vote against him. This
means King Sieger has still the reins of the kingdom (also, the crown is always in the hands of the von Duwn
dynasty), but nominally the people have much more control over the land they livein.

In fact, King Sieger did this to solve two problems. The first was the obvious discontent of the Thyatian
minority at the end of the Great War [ see the historical references. Arcadius.]. The Thyatians didn’t want to be
treated the same way as the Alphatians were [and considering King Seger was a Thyatian, who had brought
them there up in Norwold in the first place, they felt a bit betrayed by his open war against Thyatis. Arcadius.]
and demanded independence. However, they knew they couldn’t escape King Sieger’s grasp for long and their
only possihility wasthe threat of amigration back to Thyatis. Sieger promptly avoided this by giving them partial
independence with the formation of semi-autonomous provinces, but also retained their loyalty by putting a
trusted man (former Thyatian General Uthar Metzger) as their acknowledged leader [this proves Seger is as
cunning and subtle as the majority of Thyatians. Arcadius.]. At the moment, the three Thyatian inhabited
provinces see themselves as a united barony under Metzger’ srule rather then petty provinces, so they only send
one representative (Baron Uthar) to the Siegerian Council [ his vote, however, counts as one vote only, not three.
Arcadius] .
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But the second and most important reason for the reform of the state was that King Sieger was tired of coping
with everyday problems in his country, and he wanted more spare time to pursue his highest interest: magical
research [a very sound reason that explains his moves. Adik.]. With this bureaucratic re-arranging of the
kingdom, he has now much more freedom and time to study magic and its applications, and he has still got the
gold to go on with his arcane researches, so both he and his people benefited from his decisions.

The People

Four ethnic groups live in Siegeria: the Alphatian mgjority, and the Thyatian, Heldannic and halfling minorities
[ Segerian gnomes are negligible, even though they are often employed by King Seger in some of his obscure
researches. Adik.]. The Heldanners are the eldest group living in the area, but ever since the first Alphatian
colonization of the Great Bay, they have been lowering their number in this part of Norwold. They are mostly
herders nowadays, even though many still remain loyal to their fierce ways and belong to the Siegerian army as
permanent volunteers. They are attached to their old beliefs and respect the law of the king because they
consider him a powerful and wise man, who’ s been put on the throne by the Higher Powers[at least that’s what
the state church preachesthem. Adik.]. Along with the Heldanners, the halflings of Leeha have aso lived here
for centuries, and they seem content to be both Sieger’s neighbors (those living in Leehashire) and subjects.
Also, the fact that the High General of Siegeria, Lavim Hollister [a dear friend of Sieger’s and one of his
staunchest supporters. Arcadius.], is one of them only makes them proud to live under such an enlightened ruler
that has finally acknowledged the “true hin values.”

The Alphatians are the first and most common stock in Siegeria, and this is probably due to the fact that this
country liesin aregion that once was part of an extensive Alphatian principality [there are historical evidences
that have led us to believe that the famed Alphatian Prince Alinor once ruled all the lands surrounding the
great lake south of Siegeria, now called Lake Alinor by the locals. Arcadius.]. The Alphatians of Norwold are
not like the folk living in their motherland. These people are not so haughty and elitist, especially because there
are few magic users among them [and those who exist serve King Seger. Adik.] and they live off as simple
farmers or artisans. They have been strongly influenced by the hin and now share the same easygoing manners
and friendliness towards other people. They don’t hate a person for being a Thyatian: after al their lord is
Thyatian himself, but they respect him for hisjustice and bravery.

The Thyatians are the newcomers, and they were brought here by Sieger von Duwn when he first settled the
land in AC 1002. They started building their own life anew and persevered through hardships and dangers,
always sure that Sieger was a capable ruler and that he would have protected them. It was their loyalty to him
that kept them in check and because of his reputation as a harsh but just ruler they avoided conflicts with the
Alphatians living nearby. But when Sieger managed to acquire [through some obscure subterfuge, some say;
through cheating and murders, others claim. Adik.] the nearby dominion of Tescan [whose ruler disappeared
mysteriously after Sieger wed his daughter. Adik.], a dominion inhabited entirely by Alphatians, the first
frictions began. At first it was only a general discomfort on the Thyatians' part, but when some hotheads began
to burn Alphatian farms and a few inns, King Sieger intervened promptly and punished the culprits with a swift
death [ he found them in a wink thanks to his spells. Adik.]. Since then the Thyatians have felt a bit betrayed
and this also explains why they now want to be ruled by another person, even though they know they cannot
find abetter placeto livein Norwold.

A fina note is mandatory and regards the religion preached in Siegeria. King Sieger is generally an open-
minded person [ maybe this is due to the fact that he lived many yearsin Darokin, where “ freedom” seems to be
the holy word of the republic, sometimes to a scary degree. Adik.], and this was reflected by his decision to
leave his subjects free to worship their own Immortals. However, he is aso a cunning man, and while he did not
enforce a state religion, he arranged to have two main faiths spread in his dominion, two cults that only added to
his power. Odin All-father and Vanya are the two prominent Immortals worshipped in Siegeria. The Church of the
North [similar to the pantheon of the Northern Reaches, but with great emphasis on the role of Odin All-father.
Arcadius.] teachesits followers that Sieger has been chosen by the Immortals to guide and protect them because
of his wisdom and power. All things that happened so far to Siegeria have been tests, and all dangers that
Siegerians will face in the future will likewise be tests of faith, strength and spirit. Only with the von Duwns as
their leaders will Siegerians be able to pass them all and see the true wisdom of Odin, and so far Sieger has not
deluded them. So, the more Siegeriaisin danger, the more the faith in Sieger’s powers grows strong. If you also
take into account that the current high priest, Red Ork, was a former crewman of Sieger’s flying ship (as the first
patriarch was), you can understand how strong is Sieger’s grip on religion. Vanya' s worship is merely a fact of
convenience for Sieger, since it keeps the nation ready in case of war and the Thyatians happy, athough Sieger
insists that he truly worships Lady Vanya [but more probably this is just another cunning move to maintain
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good relationships with the Heldannic Knights, since Vanya's worship has been strongly supported since AC
1005, when Siegeria became an independent kingdom. Adik.] .

Recent History

Siegeriawas founded by Sieger von Duwn, captain of the flying vessel Silver Arrow [whose design and power
engine remain a mystery to us. Adik.], who came to Norwold with his friends and his crew in AC 1002, looking
for glory and money. After swearing fealty to Ericall, the settlement began, and it all went pretty smooth
especially thanks to the cooperation between him, his friend Shuren [ now count of nearby Kameloth. Arcadius.]
and his ship’spriest UIf Karlsson[who later left Segeria after establishing the Church of Odin and founded his
own dominion, Odinia, to the east. Arcadius.].

In AC1003 Sieger (still abaron) married Cassandra, the only daughter of the southern Baron of Tescan. A few
months after their marriage, the Baron of Tescan disappeared while hunting in the hills [the foothills of the
Jagged Teeth mounts. Adik.] and Sieger promptly claimed the whole barony as his, having married the sole heir
of that land. So Siegeria became a county and Sieger got the southern lands, more fertile and connected to the
Great Bay viathe White Bear River. The former Baron of Tescan’s body was never found, and Sieger declared he
had been victim of the dragon living in the Jagged Teeth. One year later the couple gave birth to their first child
and heir [a baby whose name is kept secret by Sieger, out of fear his name could give power over him to his
future enemies. Adik.], and he soon proved intelligent and well versed in magic like his father. Two others
followed, agirl (Angelica) in AC 1005 and another male (Kurt) in AC 1011 [although many rumors want the third
child born with horrible malformations due to Seger’ s magic, later corrected magically by hisfather. Adik.].

In AC 1005, once the Great War broke out between Alphatia and Glantri, Sieger took his time to state his
independence from Ericall’ s crown and founded his own dynasty, renaming the country Kingdom of Siegeria. He
then made a pact with the Thyatian forces, who saw this as a great opportunity to send a bridgehead in Norwold
and chase out the Alphatian forces living there. Sieger sold his country to the Thyatians in exchange for spells,
protection and the promise to give him free rulership over the whole western Norwold. But this time Sieger had
not predicted his countrymen’s usual treachery, and he got the worst of the deal. The spells they gave him were
fakes, but when he discovered it, the Thyatian troops had already been positioned in his dominion and started
conquering nearby lands in the name of Thyatis. They expected Dool’s help as well [Alak Dool, another
renegade Thyatian lackey, ruled a barony north of Segeria at that time, near Chitine. Arcadius.], but he was
stopped by General Ney of the Alphan Forces. After that, something strange happened: Ney should have
invaded Siegeria as well to eliminate any other possible threat, but this didn’t happen.

Wheat in fact happened is that Sieger went to Ney in AC 1006 and admitted his deeds: he had betrayed Ericall in
his thirst for power. However, Thyatis had proved treacherous as well and now he wanted revenge. For this
reason, he was now offering his skills and his intelligence to Alphatia. He wanted to help Ericall regain the lost
territories and above all he wanted to reconquer his dominion. Sieger asked Ney to give him alast chance [one
must acknowledge that, without Sieger’s timely help, Ney’s dominion would have risked being invaded in a
matter of weeks judging from the Thyatian warmachine’'s results. Arcadius.]. After atest of willpower, Ney
finally agreed to Sieger’s proposal. He would have refrained from invading Siegeria until Sieger’s order, holding
instead the Thyatian forces on the border with Leeha’ s help.

In the meantime, Sieger returned to Siegeria and organized a hidden resistant front of Alphatians, Heldanners
and halflings, together with some of his older and stauncher supporters. In the following years, he was able to
regain the population’s support and to push the Thyatian legionnaires out of the southeastern provinces, also
with the help of troops of soldiers and mercenaries sent by Ney himself. At the end of the war [AC 1009. Ed.],
Siegeriawas adivided nation: one part loyal to Sieger, the other one (inhabited by Thyatian settlers mostly) sided
with the Thyatian General Uthar Metzger. Sieger had helped Ney and Ericall as promised [also thanks to pacts
signed with other nobles of Norwold. Arcadius.], but at this point Ney wanted him to swear fealty to Ericall once
more. If he did it, he would have lent him al the troops he needed to reconquer Siegeria once and for all.
Otherwise, he would have called back all histroops at once. Sieger, being a proud man and dreaming of ruling an
independent kingdom himself, refused. He had seen the havoc wrought by the war on Ericall’s troops and
estimated that he wouldn’t have been able to lay siege to Siegeria so soon. He still had an ace up his sleeve: the
famous Thyatian cunning. He parlayed a lot with General Metzger and finally outsmarted him: he convinced the
general that he was about to wage the final battle on his much battered forces and the troops reported moving in
his lands sort of proved it [after all, the Thyatian spies knew they were moving, not that their destination was
Ney sterritory. Arcadius.]. Playing also on the fact that Thyatis never cared about its campaign in Norwold, for
it never sent reinforcements[this was because Draken and other dominions made a blockade of the Great Bay.
Arcadius.] and on the mutual respect they shared for one another, he convinced the general to surrender. But
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instead of capturing him, he made him a close friend and adept [ he’s now a baron and Sieger’s apprentice in the
arcanearts! Adik.], freeing also his troops and promising lands to all those who stayed and sworn fealty to him.
Many went back to Thyatis, but many others stayed.

With this coup, he was able to regain his dominion and proclaimed his independence from Ericall, re-
establishing the Kingdom of Siegeriain AC 1010. In that same year, he signed a mutual treaty of non-belligerency
with Ney as representative of Ericall, and the northern buffer zone known as the * Pacification Strip” was created.

Don’t Miss

Be sure to pay avisit to King Sieger himself if you are worthy enough to be received by him. Heis a man of
great intellect and superior cunning, an able strategist and a brave hero who doesn’t despise a close combat from
timeto time[in fact, he’'s expert in some sort of strange martial arts taught him by an unknown halfling. Adik.].
He can be found either in the capital city of the kingdom, Erones, in the northern area, or in his magic tower, near
the southern city of Kishia.

Another interesting location to visit is Sieger’s dry dock, where he harbors his new flying ship, Silver Arrow 1l
[the first one was destroyed around AC 1004, when he apparently run afoul of some vengeful entity. Seger
never talks much about thisincident. Adik.]. In this secret facility located somewhere in [CONFIDENTIAL],
groups of gnomes work steadily on new propulsion engines and other strange trinkets that Sieger commissions
them. They number about [ CONFIDENTIAL] and their facility also houses [CONFIDENTIAL]. [The sections
labeled confidential have been erased from the entry on behalf of King Sieger von Duwn, who politely asked
the editor to respect state secrets. Ed.]

Do Miss

Although nominally within Siegeria’'s border, the whole mountain area named the Jagged Teeth is a wilderness
that even King Sieger has not yet tamed. A female red dragon named Kiriakissis said to rule over thisregion, and
many tribes of hill and rock giants are at her service, along with a few orcs and goblins. Their raids are not
widespread however, and some speculate that actually King Sieger himself has struck a deal with the wyrm,
providing her with food and gold in exchange for refraining from raiding his dominion. Some rumors also report
clans of rakasta[snow pardasta, judging fromtheir description. Arcadius.] living in those mountains, and they
may be the cause of the humanoids’ drastic low numbers. Anyway, if you are not King Sieger, you'd better stay
out of the Jagged Teeth if you want to reach the elder age.

SOUTHERN BAY MARCHES

The Southern Bay Marches comprise all of the dominions located south of the Great Bay and not too far from
its coasts. Since this has always been considered the safest and richest area of Norwold, the majority of
Norwold's largest and most important dominions are located in this region, and they are all very close to one
another, enjoying rather stable political or economic alliances.

ALPHA (Kingdom of)

Location: Norwold, continent of Brun, peninsula on the south shore of the Great Bay.

Area: 9,478 0. mi. (24,548 s0. km.).

Population: 90,000, including 2,000 halflings.

Languages: Alphatian, Elvish (Shiye-Lawr dialect), Hin (La or), Heldannic, Thyatian.

Coinage: Crown (gp), mirror (sp), judge (cp). Coinsof many other nations are in common circulation here.
Taxes. 20% income tax, collected yearly.

Government Type: Independent monarchy part of the New Alphatian Confederate Empire.

Industries: Agriculture (grows barely enough for its own use), fishing, logging, mining, and trapping.

Important Figures. Erical (King, human, male, F20), Christina Marie Alanira (Queen, human, female, M13),
Madiera (Magist, human, femae, M18).

Floraand Fauna: Alphafeatures the plants and animals one expects of the northern wilderness. The peninsula
claimed by Alphais devoid of monsters thanks to the Regent Pass, but cold-climate creatures (such as snow
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apes, white dragons, frost giants, frost salamanders, and sasquatches) fill the rest of Norwold, as well as several
scattered goblinoid tribes.

Further Reading: CM1 Test of the Warlords, Dawn of the Emperors boxed Set, previous almanacs.
Description by Synthala of Aada.

Alphais blocked off from the inland by alarge stretch of mountains that cut off the entire peninsula at the neck.
There is only one way through these mountains; an enjoyable hiking path known as Regent Pass. This narrow
and rugged gap is guarded by a fortress garrisoned with an entire unit of the King’'s Guard, including his best
woodsmen, climbers, and trackers. This southern fortress marks the true limits of the king’ s lands, despite having
once claimed all of Norwold as his kingdom.

TheLand

The land between the garrison at Regent Pass and the city of Alpha is amost completely converted into
farmland. Unfortunately, there is only the occasional patch of evergreens here and there, and most wildlife has
been hunted to extinction. Druidic lore claims that the soil is rich in nutrients deposited by glaciers from ages
ago. Various natural lakes and small streams make sure that every farm has an adequate supply of fresh water.

At first glance, the City of Rangers and Foresters appears to be one immense fortress, with circles of walls
within circles of walls to provide ample defense against any invading force. But despite the intense fortifications,
the city earnsits name by the numerous parks and woodlands found within the imposing walls. In fact, more wild
animals can be found within these enclosed parks than in the land outside the city walls.

Alpha has a remarkable deep-water port within the Great Bay, and ships from around the world can often be
spotted within the large harbor. Numerous fishing boats can also be seen scattered throughout the Great Bay.

The People

Ancestry of the Alphans can be traced back to Heldannic, Thyatian and Alphatian roots. Most have been
living here so long now that they simply consider themselves Alphans; racial ancestry does not mean much to
theses simple people. For some reason, the vast majority seem happy to have a King Erical to rule them, adding
what they believe is a needed form of government and order to their lives. A rather strange belief for people who
prefer to be left alone, but an accepted one none-the-less.

Most Alphans are simple farmers or fishermen who do not have the typical Alphatian disdain of non-
spellcasters. Being removed from the former Alphatian mainland, magic did not become so mainstream in Alpha
asto affect their lives very much. In fact, many of them are awed or cowed by displays of the arcane.

They are polite and welcome strangers eagerly in exchange for courtesy and the occasional stories about your
travels. Most will mind their own business, and rarely will anyone try to interfere with your plans. The peasants
are content to simply do their work and not get involved in politics and “important” things.

Recent Events

In AY 1985 [AC 985. Ed.] Empress Eriadna of Alphatia decided to establish some colonies on the western
continent of Brun and sent many settlersto Norwold. They landed on the great peninsula on the southern shores
of the Great Bay and settled on the same site where Cape Alpha had been founded by Thyatians centuries before,
renaming their village smply “Alpha” In AY 1992 [AC 992. Ed.] Eriadna gave the crown of Norwold to her
eldest and non-spellcasting son, Ericall, granting him a great deal of freedom. The new kingdom was too vast to
be completely controlled by Ericall’s troops, so he proceeded to reinforce his rule over the small peninsula and
the nearby coasts, and invited many would-be heroes to settle the unexplored areas of Norwold and to swear
fealty to his crown. The strategy worked too well, for dozens of candidates came to Norwold and tried to found
their own fiefdom; many failed, but others succeeded, becoming the backbone of Ericall’ s kingdom.

The Great War resized Ericall’s ambitions and made him see his mistakes in accepting so many foreigners as
subject rulers of his kingdom. Many of the Norwold lords showed their colors when Thyatis and Heldann sided
with Glantri against Thyatis, allying with either the Thyatian Empire or the Heldannic Knights and attacking their
neighbors who remained loyal to Alphatia. The southern dominions were thus ruined by the infighting and later
conquered by the knights, who made their way up to Oceansend. Oceansend fell and was regained twice
between AY 2010 and AY 1015 [AC 1010-1015. Ed.], but the situation is still tense down there at the moment.
As for the northern lords, Ericall’s loyalists were able to contain their assaults and they didn’t cause much
trouble. Alak Dool was banned from Norwold and Sieger von Duwn obtained independence from Ericall, but
signed a peace treaty with him, thus restoring peace in the Great Bay region. King Ericall understood he could
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not consider himself the King of Norwold, so he renamed himself King of Alpha [and of those many dominions
still vassal to hiscrown. Synthala.] .

In Kaldmont AY 2014 [ AC 1014. Ed.] Ericall married the sister of Lord General Mage Beriak [ Count of Draken.
Synthala.], Lady ChristinaMarie Alanira, during alavish ceremony held at the grand ballroom. The wedding was
a grand affair, attended by almost al the nobles still affiliated with King Ericall—and even some that were no
more. Wealthy merchant families as well as respected priests (such as the priests of Zirchev) or other town
members were also permitted to attend. To celebrate the union, the Town Watch has been renamed to the
Queen’s Guard. Infact, the love-smitten king has placed her in charge of the Queen’s Guard; they are rumored to
place any of the queen’ s orders before any order given by Ericall himself.

The other mgjor event concerns amassing a large defense force. King Ericall believes the Heldannic Knights
will try to retake Oceansend anytime during the year, so he has not yet disbanded the conscripted soldiers he
recruited in AY 2012 [AC 1012. Ed.]. The decision is very unpopular with the commoners, but Ericall and his
generalsthink it’ s best to stop the knights at Oceansend’ s gates than having to fight them on their doorsteps.

Don’t Miss

One sight to visit would be the main palace of Alpha. It lies atop alarge hill in the center of the most fortified
area of town—over a dozen huge buildings all interconnected to each other with arches and bridges and walls.
Dozens of chimneys dot the rooftops of the palace, more than likely keeping the place comfortably warm during
the cold winter nights here up north. Various small parks and woodlands can be seen within the pal ace grounds
as well, suggesting that great care is taken to maintain its beauty and appearance. And one must not forget the
grand ballroom, which is awonder beyond description. Still, despite the architectural decorations, the thick walls
and several dozen towers clearly indicate that the main purpose of the palaceisindeed defensive.

If there is any sight worth seeing above all others, it would be the temple known as the Forest of Zirchev. And
despite what you may believe, this account is not biased by my worship of that very Immortal. The Forest of
Zirchev is alarge temple made out of strong and sturdy oak that stands just over three stories high. A large brass
bell tops the tallest spire, which can be clearly heard throughout the city. The true beauty of the temple is its
sheer simplicity. Zirchev, in Hiswisdom, ordered that there be no fancy decorations, extravagant use of riches, or
even statues made to honor Him. The only thing indicating that it is a house of Zirchev is a carving of the Forest
Immortal’ s face just above the main double doors.

Zirchev has granted us many wonderful birds who “sing” the hymns during the prayers that honor Him. This
wonderful chorus has earned the admiration of many Alphans. Even priests of other Immortals have been known
to observe a ceremony or two just to hear the wonders of nature sing in honor of Zirchev. Because of this, many
Alphans have a greater respect for nature than most city-dwellers, as the numerous city parks and the wildlands
in the area can attest to. Nature will therefore never be mistreated, and we owe it all to the Forest Immortal.

Do Miss

The mountains in the southern area of the kingdom are very dangerous to explore [that’s also why the Regent’ s
Pass garrison has been established. Synthala.]. They abound with feral beasts like mountain lions and all kinds
of great cats, yeti and sasgquatch clans and even a few goblinoids. On the highest peaks, wyverns and other
dragon-like beings have their nests, and it is said that an ancient white dragon controls the whole mountain range
that extendsinto the Alphan peninsula

FREE PLAINS (Barony of)

Location: Norwold, continent of Brun, southwest of Alpha, on the western foothills of the Wyrmsteeth Range.
Area: 1,496 sq. mi. (3,875 5q. km.).

Population: 3,000.

Languages. Alphatian, Heldannic.

Coinage: Crown (gp), mirror (sp), judge (cp); barter common.

Taxes: 20% incometax, collected yearly.

Government Type: Barony; bears allegiance to the Kingdom of Alpha

Industries: Fishing, herding (horse), agriculture.
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Important Figures: AllisaPatrician (Baroness, human, female, F14).

Floraand Fauna: The Free Plains, as the name implies, consist of grassiands, steppe and farmlands. The cold
freshwater Dragon River, which cuts through the southern area of the dominion, isrich in fish, which is one of the
main resources of the barony’s economy. Game (both avians and mammals) is abundant in the plains, and the
main problems come from the dragons and wyrm-like beasts living in the nearby Wyrmsteeth Mountains, and
from the occasional otherworldly monstrosity coming out of Redhorn barony to the north.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

KAMELOTH (County of)

Location: Norwold, continent of Brun, southeast of Leeha, along the small Bay of Kameloth.

Area: 4,738 q. mi. (12,271 sq. km.).

Population: 20,000, 77% humans, 17% halfling, 6% elves.

Languages. Alphatian, Heldannic, Hin (Lalor), Elvish (Shiye-Lawr dialect).

Coinage: Crown (gp), mirror (sp), judge (cp); barter common among €elves.

Taxes: 25% income tax, collected yearly.

Government Type: County; bears allegiance to the Kingdom of Alpha.

Industries: Fishing, agriculture, cattle, mining.

Important Figures: Shuren (Count, human, male, M18/F15), Jonas Whiteshore (Seneschal, halfling, male, H3).

Floraand Fauna: All kinds of terrain are present in Kameloth: overgrown forestsin the south, rolling and steep
hillsin the west and lowlands and grasslands in the east and center. Asaresult, many types of natural products
grow here, from vegetables to cereals, from evergreen trees to fruits and underbrush. Wild animals and small
tribes of orcs and hill giants live in the western hills between Kameloth and Leeha, while wolves and ferocious
predators can be found in the south. Monstrous fishes also prey on the smaller onesin Kameloth Bay. Dragons
from the Wyrmsteeth make occasional foraysinto thisterritory aswell.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

ODINIA (Barony of)

Location: Norwold, continent of Brun, east of Alpha, near the entrance to the Great Bay.

Area: 3,492 5. mi. (9,044 sg. km.).

Population: 2,350.

Languages: Heldannic, Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp); barter common.

Taxes: None, inhabitants sometimes give goods to their baron to gain his protection against dragon attacks.
Government Type: Theocracy (barony ruled by the church); bears allegiance to the Kingdom of Alpha.
Industries: Fishing, mining (gold), crafts (shipyards).

Important Figures: UIf Karlsson (Baron High Priest, human, male, P15 of Odin), Heinrich Niederhaus (Grand
Knight of the Order of the Ash Rod, human, male, Pal0 of Odin).

Flora and Fauna: Odinia has marshes on its western shores, while a great valley extends from the northern
shores to the southern foothills. The borders comprise also part of the northern tip of the Wyrmsteeth, and for
this reason Odinia has its share of problems with wyrms preying on the farmers living in the valley. No real
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herders exist in Odinia because of the frequent dragon and wyvern raids on cattle, and hunting is likewise very
limited, although fishes abound in the Great Bay. Great evergreen sequoias, pines and oaks rise mightily in the
foothillsand in the lower parts of the Wyrmsteeth.

Further Reading: CM1 Test of the Warlords
Description by Adik de Chevasand Arcadius.

QOdinia is the Heldanners' answer to the southern theocracy of the Knights of Vanya. Here the faith in the
Northern Gods is strong and sincere, unlike the imposed cult of Vanya in the former Heldann Freeholds. Was it
not for the problems with the nearby dragons, Odiniawould have already become arich and powerful nation.

TheLand

Half of Odinia sterritory comprises the lowlands going from the foothills of the Wyrmsteeth to the south to the
shores of the Great Bay to the north. This vast valley, known as Wiudental by the locals, is where the great
majority of Odinianslive, under the protective wing of the Church of the Northlands. The valley consists of many
farmlands and a small trait of marshes and bogs in the western part of Odinia's coasts. This area has a unique
feature found nowhere else throughout Norwold and the Old World: it's called wattenmeer. When the ebb
comes, the water retires leaving abig chunk of the Great Bay seafloor exposed. Aslong asthe flow doesn’t come,
people can walk and ride in this area [which stretches up to 8 miles from the coastline. Arcadius.] freely and
without danger. But one must know exactly when it’s time to return to the safe land, since when flow comes, the
sea returns to occupy its former position all of a sudden. Wattenmeer can be deadly if one doesn’t reach the
koog intime. Koog is an Heldannic word that indicates that part of the coast which has been wrestled away from
the wattenmeer and the bogs, separated from the sea by a dam and then reclaimed and cultivated. The
Heldanners living here have been using koog for hundred years now, building dams with earth, rocks, sandbags
and mud.

Wiudengrad, the capital of Odinia, has been built on the part of the coast not affected by the wattenmeer
phenomenon. It is an important center for shipbuilding, and the Odinians use the abundant wood that grows in
the southern part of the barony to make swift and resistant sailing ships, including lake and sea-going vessels.
The capital is famous not only for its shipyards, but also for being the spiritual center of the whole land.
Yggdrasill Hall (a majestic longhouse of Heldannic tradition) is the holy headquarters of the Church of the
Northlands. Here priests, godars, skalds and paladins of the church gather once ayear to celebrate Odin’s Death
[Kaldmont 20. Arcadius.], to remember Odin All-father’ s sacrifice when He created mankind and gave them His
wisdom, the runes. The hall is a wooden thatched longhouse, with many coats of arms hanging from its inner
walls. Each symbol refers to one of the noble heroes who have given their lives to defend Odinia from great
perils, and each oneisrevered by the community as guardian warriors who now sit in Vahalla (Odin’sHall).

The southern half of Odinia consists of forested hills and mountains that belong to the Wyrmsteeth Range.
They are lush with evergreens and thick underbrush, a real paradise for every forest druid [actually a druid’s
cove does exist somewhere in these woods. Adik.] . However, the close proximity of the Wyrmsteeth makes these
mountains dangerous to live in. The few settlements here are mining villages who dig out gold and precious
gemstones from the Wyrmsteeth’ s sides. There have been numerous draconic raids in the past, but the Odinians
keep holding their position, especially since they are now protected by the Order of the Ash Rod's members.
Many rangers and woodcutters also live in the woods and up the hills not far from the mountains.

The political system of Odinia is pretty straight: everything is in the hands of the priests of the church or
belonging to the order. They act as village birgermeisters and spiritual leaders, as judges and officers of the
army [ even though the military charges are reserved to the members of the Order of the Ash Rod. Adik.]. Since
they are the Gods’ ears and mouths, nobody can really contest their judgments, so the Odinians have deep trust
intheir leaders' capacities and rarely question them.

The People

The Odinians are Heldanners to their heart. Few Alphatians live here, mostly in the capital of Wiudengrad,
running fine shops and selling overseas the goods produced in Odinia. They have begun to meddlie with the
common Heldanners in the last years, getting to know and to like these heartily and spontaneous folk. The
Heldanners are great workers, fond of drinking and telling old tales regarding the ancient forefathers and their
Immortals. They are honorbound people, and seldom act maliciously, even with strangers. The influence of the
Church of the Northlands has even bettered their behavior, since they are now a bit more thoughtful and do not
normally exceed in beverages and brawls. The Odinians as awhole are a simple but honest folk, with a great faith
in the Immortals and in what they call “Wyrd.” We have not been able to determine whether this Wyrd refersto a
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strong belief in the power of destiny or to a real Immortal [since there is an Immortal with the same name
wor shipped in the church’s pantheon. Arcadius.], but whatever it is, the Odinians revere that as the highest
power in nature. Even Odin [or Wiutan and Wiuden, as they call him. Arcadius.] must knee in front of Wyrd,
and this could well mean the Odinians are afatalistic people.

As mentioned before, the Church of the Northlandsis the dominant faith in Odinia, but it’s slowly spreading its
influence even to the other Heldannic communities south of the Great Bay. In fact, thanks to its godar (itinerant
priests and paladins), the church now counts new shrines and temples even in Ossian, Alpha, Kameloth, Siegeria
and even some of the Tranquil Coast baronies (including Oceansend). The tenets of the faith are quite straight
and begin with the Creation Myth: humans spawned from Y ggdrasill, the World-Ash. Then Odin All-father
hanged himself to Y ggdrasill and gave humans the knowledge of the runes[ magical symbols He received during
Hiscoma. Adik.] to control nature and their instincts. Men attained reason and prayed Odin All-father to thank
Him for His gifts. Then Loki the Trickster came to the world and tempted men, who succumbed to Loki’s
treachery. Giantsinvaded the human lands, and the humans invoked again Odin All-father, asking for protection.
QOdin sent them His son, Thor the Thunderer, who repelled the giants in the mountains and chased Loki away.
But Loki still plots and schemes with evil and malicious men and monsters to conquer the human lands, so the
Order of the Ash Rod was created, to defend humans from the Trickster and His allies. Until the day of the
Ragnarok will come, when all the Immortals and mortals alike will meet their fate and Wyrd will prevail. This
basically sums up the tenets of the church, which are also the Odinians' beliefs.

Recent History

Odiniawas founded in AC 1004 by UIf Karlsson, former High Priest of Siegeria. One night, he received an omen
from Odin to travel eastwards and establish a new bastion of light and law in the land where sea came back and
forth. He abandoned his position in Siegeria and went east, until he met the Heldanners living near the
wattenmeer. There he founded his new barony, creating the new Church of the Northlands, with the goal of
spreading it to the whole Norwold.

Thefirst years were hard ones, especially because the Great War began shortly thereafter, and many times small
pirate vessels were able to evade the blockade of the Strait of Todstein [organized by the Draken navy to
prevent Thyatis from gaining ground in the Great Bay and sending reinforcements to the dominions allied with
Thincol. Adik.] and hit the coasts of Odinia. If you include the continuous draconic raids that terrorized the
country ever since gold was discovered in the southern mountains, you get the idea of Baron Karlsson’s first
years of rule. However, the Odinians did not lose hope, and thanks to the Church of the Northlands' preaching
they began to think these were tests sent by the Immortals and that they had to resist adversitiesif they wanted a
place in Vahala. Many followers of the church united and in AC 1006 they formed a holy society, the Order of
the Ash Rod, with the sole purpose of fighting evil in Norwold in the name of the Northern Gods. The order was
pivotal in recruiting the best warriors of Odinia and nearby lands and organizing the army of Odinia, which started
to repel the pirates and contain the dragons’ attacks.

The yearsfollowing the end of the Great War and the sinking of Alphatia saw the order rise high in Norwold, as
well as the church, with many longhouses and shrines founded in many regions south of the Great Bay. One
such stronghold has even been built in the isle in the center of Alinor Lake, between the Wyrmsteeth and
Icereach Ranges, and is now recruiting new members for the Order of the Ash Rod to counter the Heldannic
Knights' advance.

Don’t Miss

Do not miss Yggdrasill Hall in Wiudengrad, for it is a really inspiring place to go, especially during Odin’s
Death celebrations. The hall isfilled with amystical energy that gives all those who prey insideit a strong vitality
and such a sense of unity with the universe and the Immortals' powers, that they feel regenerated and somewhat
inspired to perform incredible tasks. Also, many priests have reported having had prophetic dreams while
sleeping in this place, and the legend tells that High Priest Karlsson built this sanctified hall on the very ground
where Thor’s blood was spilled in the final battle against Loki. Obviously thisis only alegend, but given the
effects of the place, there might be sometruthinit.

Another placeto visit is obviously the wattenmeer, since it is a natural phenomenon that is unique to Norwold
and really astounding. Be only sure to know when it istime to retreat to the koog once you're there, and do not
stay there one minute more if you don’t want to drawn[unless you can fly, of course. Adik.] .

Do Miss
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Stay away from the southern region altogether. Although itslush forests are a breathtaking sight, the presence
of the Wyrmsteeth and its winged dwellers is a strong enough deterrent to any explorer who is not familiar with
the place. Also, the evergreen forests hide their own share of dangers (both natural and animal) not only the
mountains, so the unwary traveler iswarned.

Also, even if not technically part of the dominion, the Strait of Todstein to the north has a bad reputation
among the locals[and this is confirmed by the rumors about the location that circulate in the northern County
of Draken aswell. Adik.]. Itisbelieved that the isles of Todstein and Graben were once inhabited by afiendish
necromancer that got blasted by the Gods for the heinous crimes perpetrated on the folk living in those islands.
Nowadays the isles are presumed deserted and the sailors keep away from the fog filled area.

OSSIAN (Duchy of)

Location: Norwold, continent of Brun, on the shores of the gulf south of Alpha.
Area: 3,741 q. mi. (9,689 sq. km.).

Population: 7,850.

Languages. Alphatian, Heldannic.

Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 30% incometax collected yearly.

Government Type: Duchy; bears allegiance to the Kingdom of Alpha.
Industries: Fishing, agriculture, hunting.

Important Figures: Black Duke (Duke, human, male, M20).

Floraand Fauna: Ossianisagreat lowland valley nestled between the Ossian Bay and the Wyrmsteeth. Wild
animals and monsters can be encountered in the southern regions, especially on the foothills of the Wyrmsteeth,
while the north and central areas are safer and filled with farmlands and pastures. Woods on the eastern border
provide small game, but wild beasts are also common in this region and hunters must be very careful.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

REDHORN (Chaosarchy of)

Location: Norwold, continent of Brun, southwest of Alpha, along the southern shore of the Great Bay.
Area: 498 sg. mi. (1,290 sg. km.).

Population: 800 diaboli, 50 humans.

Languages. Diabol, Alphatian.

Coinage: Gems, gold nuggets or barter commonly used.

Taxes: None (everything belongsto Diablerusl).

Government Type: Chaosarchy (diaboli’s concept of government, not unlike formal anarchy like can be found
in Surshield, Bellissaria).

Industries: Mining (gold), crafts (goldcraft), fishing.
Important Figures: Diablerus| (Baron, diabolus, male, M10/F5), Alden (Alphan Ambassador, human, male, F3).

Floraand Fauna: Redhorn consists of grasslands and farmlands, with some woods in the southern parts, near
the rolling hills to the west. Strangely enough, the landscape seems often “warped” at nighttime, with
otherwordly red and greenish hues emanating from the ground. Local animals have long left the countryside
since the diaboli settled the land, and previously unseen and distorted parodies of the former wildlife now roam
the dominion [ probably imported from their own dimension by the diaboli. Arcadius.]. Other stranger and alien
monsters occasionally pop up in the wilderness, threatening the diaboli aswell as the few humans who live here.
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Further Reading: CM1 Test of the Warlords, previous almanacs.

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

UBLAAT-NOR (Khanate of)

Location: Norwold, continent of Brun, southeast of Leeha, between Kameloth and the Free Plains.
Area: Approx. 998 sq. mi. (2,585 sg. km.); no definite borders, however.

Population: Shifting between 1,000 in winter and 2,500 in other times of the year (nomadic migrations).
Languages. Viaskodas, Heldannic.

Coinage: Barter commonly used.

Taxes: 1/3 of the family’s goods must be given to the khan (baron) yearly. He redistributes half of the total
amount to the needy families and keeps the remaining half.

Government Type: Barony; bears allegiance to the Kingdom of Alpha
Industries: Horse herding, hunting, agriculture.
Important Figures: Brogahn (Baron, human, male, F15), Barkal the Red (Tribe |eader, human, male, F13).

Flora and Fauna: Ublaat-nor consists of grasslands, steppes, rolling hills and a few cultivated farmlands. It
resembl es the wide grasslands of Ethengar, with many colorful flowers dotting the plains and lowly hillsin spring.
Small ponds and streams crisscross the country, and a few pine groves grow here and there. Small game is
abundant and horses (both wild and tamed) are numerous in this valley. Monstrous flora includes grab grass
patches and thorn bushes, while great cats, hippogriffs and manticores are the most dangerous predators roaming
Ublaat-nor. Unicorns have been reported traveling regularly through the region.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

ICEREACH DOMAINS

The Icereach domains are those nations located in the area dominated by the Icereach Range, which marks the
westernmost border of Norwold. It is arough and inhospitable region with heights reaching 1,800', especially in
the northern area, where the pair of volcanoes called the Arch of Fireislocated. For thisreason all of the major
dominions have been founded south of the great lake called Lake Alinor, where the weather is milder and the
dangers are less abundant. It is to be noted however, that even the southern areais not without dangers, since
west lies the inhospitable Kingdom of Denagoth and east tower the peaks of the Wyrmsteeth.

ARCADIA (Barony of)

Location: Norwold, continent of Brun, west of Oceansend, in the Icereach Mountains, bordering L ake Gunaald.
Area: Approx. 500 sq. mi. (1,295 sg. km.).

Population: About 300, including 250 dwarves and 50 humans.

Languages. Alphatian, Heldannic, Dwarvish.

Coinage: Crown (gp), mirror (sp), judge (cp); gold nuggets or barter commonly used.

Taxes: None, inhabitants sometimes give goodsto their baron to gain his protection from dragon attacks.

Government Type: Barony in name, no real government. Independent but loosely allied with the Kingdom of
Alpha

Industries: Fishing, mining (gold), crafts (goldsmithing, weaponsmithing).
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Important Figures. Arcadius (Baron, human, male, M20), Sandryth (gold dragon, male, young adult), Tark
Takkras (Clanlord, dwarf, male, F10).

Flora and Fauna: Arcadia consists mostly of high mountain, overlooking western Lake Gunaald. The cold
freshwater lake isrich in fish, which constitute all the animal life that can be found in the area. A few evergreen
trees grow in the small valley bordering the lake, soon replaced by small scrubs then bare rocks on the towering
mountainsides. Some rare chimerae and wyverns make lair in caverns high in the mountains, while dragons from
the Wyrmsteeth to the east occasionally swoop by.

Further Reading: CM1 Test of the Warlords, previous almanacs.
Description by Arcadius.

Arcadiais asmall peaceful dominion located on the western banks of the southern of the three major lakes that
liein the heart of the |cereach Range [ many smaller lakes dot the region. Arcadius.]. Itiscommonly avoided by
travelers because of its secluded position, but it does trade with the nearby dominions of Chevas and the Barony
of the Lake, using the bigger lake (Lake Alinor) as a means of transport to reach Siegeria and Leeha, and from
there, al the dominions of the Great Bay [ safer than crossing the Wyrmsteeth. Arcadius.] .

TheLand

The Barony of Arcadia lies, to most eyes, in the middle of nowhere. It is an isolated dominion in the tall
Icereach mountains, though it also encompasses part of Lake Gunaald. The fact is| rule only over the Tower of
Arcadia, which is built on top of the highest peak of the dominion, and | do not try to enforce any law over the
rest of the land that is nominally mine; hence | don’t really know where it starts and where it ends.

Most of the land is thus high mountains. This does not mean it is a poor land, however. Though there is
almost no vegetation and virtually no animals, the soil is rich in valuable minerals, mostly gold. A small clan of
dwarves runs profitable gold mines a few miles north of the Tower of Arcadia. The highest peaks are covered
with everlasting snowcaps, and cold winds from the north blow most of the year.

The Tower of Arcadiais built on top of the highest peak, and is surrounded at all time by snow. Unlessyou are
well equipped, | do not advise you go there by normal means; the best way to reach the tower is by air, or by
magic. When the sky is clear, the tower can be seen from below, including by fishermen at work on the lake.
Most of the time, though, clouds block the sight, as the peak’s end stands above the cloud line.

A feature of note is Lake Gunaald, which is frozen during a good part of the year, typicaly from mid-fall to late
spring or early summer. It isafreshwater |ake, whose waters abound with delicious white fish called gunaald (the
lake is named after the fish) that fetch high price on Leeha, Alpha and even Oceansend's markets. Several
families live off the lake' s bounties, fishing from small boats in the summer, and making holes through the frozen
layer of ice the rest of the year. Most of those fishermen live in the sheltered valley stuck between the lake and
the high mountains, because it is quite safe from the cold northern wind thanks to the mountain range.

One peculiarity of the barony that surprises many fellow nobles, especially King Ericall, is the fact that | do not
collect taxes of any kind from the few inhabitants of Arcadia, nor do | enforce asinglelaw. Truth is, the dwarves
govern themselves, with their own regulations and justice, and that wouldn’t be wise to meddle in their internal
affairs. Asfor the fishermen, they are simple people who don’'t need any law to tell them how to live their lives.
However, they both fear me and praise me for supposedly keeping any dragon attack on them at bay, and when
they can afford it they donate fish supplies or, more rarely, offer their services. The dwarves also accuse me of
being an agent of the dragons that only want to steal their gold, but they trade with me anyway.

The People

Arcadiais sparsely populated at best, due to the fact that it is such aremote place and that | never actively tried
to attract new settlers. In fact, | never even conducted a census and population numbers | give are estimates
only.

The majority of Arcadia s population is made up of dwarves, asingle clan of them, the Takkras. This clan was
established some 187 years ago, when young Tark, youngest son of a clan from Oceansend, discovered how rich
in gold the mountains west of Lake Gunaald were. He brought with him some of his previous clan and was
designed as clanlord by hisfollowers, and has ruled his clan ever since. The clan’s main businessis gold mining,
of course, and all sorts of crafts related to the working of gold. The dwarves often buy tasty fish from the
fishermen of the valley, which they pay in raw gold nuggets. The dwarves are quite paranoid about dragons,
whom in their minds are all after their gold. They often accuse me of being in league with them, which | sort of am,
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not to mention that in their eyes wizards are not much better than dragons in the first place. Anyhow, since they
have not suffered from any dragon raids since | settled in Arcadia, they grudgingly recognize that | may somehow
protect them, and occasionally trade with me precious, beautifully crafted items that | use as vessels for magical
experimentation in exchange for magical items and commodities that | bring back from Alpha or Oceansend or
beyond.

Therest of the population are native fishermen of Antalian descent who have been living off the bounty of the
nearby lake for an unknown number of generations. They sell gunaald they don’t eat to the Takkras dwarves, or
smoke it and carry it downriver and sell it to the hin who are fond of it. And the |leftover they give to me, hoping
the dragons and | keep on leaving them alone...

Recent History

Dwarves and native humans have been living in the areafor quite some time, long before Arcadia was founded.
Dwarves moved to those high mountains 187 years ago when they discovered gold veins, and will likely stay
there as long as there is an ounce left to mine. The fishermen have been living by the lake for an unknown
duration, as they don't keep any records. From their language | speculate that they have been living there in
complete autarky since the earlier days of the ancient Antalians, before Loark’s horde brought the dark age of
most of their people. In their secluded valley, the scattered fishermen probably went undiscovered and lost
contact with other tribes. According to the hin of Leeha, at one time they found about the fishermen and their
wonderful gunaald and began trading with them. Unfortunately those events, if they ever happened that way, are
undated.

The Barony of Arcadiais fairly recent in comparison. | was appointed baronial statusin AY 2002 [AC 1002.
Ed.], and the erection of Tower Arcadia took until AY 2004 [AC 1004. Ed.] because of its uneasily-accessed
location. And yet | got help from the dwarves—for a hefty price, but that was well worth it. Since Arcadiais so
isolated from the rest of Norwold and since | do not levy an army, Arcadia has been unconcerned by the recent
wars that have plagued the continent. With no taxes or troops coming from Arcadia, | am pretty much left to my
own devices by King Ericall, which meansthat | am only loosely alied with Alpha

The only exception to this concerns dragonkind. | am in permanent contact with the Kingdom of Dragons in
the Wyrmsteeth through Sandryth, a gold dragon. Thisis part of an agreement between the Council of Dragons
and myself upon establishing my barony, which states they would agree to share some of the knowledge they
have accumulated over the millennia with me—I hope to one day being allowed into their hidden city—in
exchange for my help in having the humans and especially their lords not encroaching upon the draconic lands or
slaying non-renegade dragons. Sandryth and | are diplomats of sorts between the two races.

On that matter, there is one event in recent history that | wish to clarify, concerning the dragons’ assault on
Heldannic Warbirds above Oceansend. King Ericall did ask me to petition the council for such an action, but |
was not surprised when Sandryth answered that the dragons would not get involved into human business and
hereby violate an ancient treaty, unless the knights actually attacked them first. However, Ericall was not
satisfied with that decision and tried to find some more open-minded dragons—as he didn't need a full
commitment from the dragons in the first places, just a handful of them to keep the warbirds in check. Thus he
contacted ayoung, active red who was upset by the conservatism of the council and decided to act, sure that the
council elderswould in time back the move.

Don’t Miss

Two things: if you like good, freshly fished gunaald, try fishing with the natives, and if you like beautiful
landscapes, take alook at Tower Arcadia perched high in the mountains during a clear day from either the valley
below or from the lake.

Do Miss

The renegade dragons that occasionally venture or make their lair in the vicinity.

ARCH OF FIRE (Efreet Kingdom)

Location: Norwold, continent of Brun, northeastern reaches of the |cereach Range.
Area: Approx. 5,000 sg. mi. (12,950 sg. km.); about 2,500 sg. mi. (6,475 sg. km.) around each volcano.
Population: Believed to be 2,500 efreet, 1,000 fire elementals, and 400 sollux.

ATLASOF NORWOLD 169/576



Languages. Unknown languages from elemental plane of fire.
Coinage: Unknown, if any at all.

Taxes. Unknown, if any at al.

Government Type  Efreet duchy; sollux resistant front.

Industries: Unknown.

Important Figures. Feudelance (Brother of the Sun, sollux, male, F14).

Flora and Fauna: Small plants and animals common in more southern regions than Norwold. Fire monsters
(such aslavalizards, fyrsnaca, fire salamanders and elemental beings) abound here aswell.

Further Reading: CM 1 Test of the Warlords Dawn of the Emperors boxed set, previous almanacs.
Description by Synthala of Aada.

You can find the Arch of Fire approximately halfway between a large swamp aong the clear White Bear River
and the large, picturesque Icereach Mountains. For those not familiar with the wilderness regions of Norwold, it
would be about 15 to 20 days travel west of the city of Leeha. You’ll know you’ re on the right track soon enough
asthe arch of flames can easily be seen up to 5 days away during the darkness of night.

A large ribbon of flames leaps out of Northern Mount Cantrinus and lands a good four days walk to the south
in Southern Mount Cantrinus. The arch created must reach a height of 4 to 6 miles (7 to 10 km) at the very least.
It seems that the two volcanoes form some sort of planar conduit, creating aloop to and from the Elemental Plane
of Fire. Because of this, sages believe that the Arch of Fire will be a permanent feature of the region.

TheLand

The land around the volcanoes is wastelands of fire. This areaisrelatively flat considering how mountainous
and jagged the rest of the Icereach Rangeis. The entire zone is crisscrossed with flowing streams of molten lava,
which in turn melt al the snow on the mountain peaks and create rivers and lakes of meltwater. These rivers just
as easily lead to rivers or lakes of lava, plunging into the molten rock. Steam rises at these mixing points, creating
dangerous patches of boiling vapor. The entire place is a deathtrap to those not experienced with the outdoors.
Falling in any of the lakesisliable to cause you to freeze to death, while the lava flows will melt even your bones.
Steam geysers are relatively common as well, creating hidden traps for those not paying attention to their
surroundings.

The vegetation here israther unusual for Norwold. Because of the intense heat in the areas directly around the
volcanoes, species that are normally not present in the north are thriving here. Even small mammals that normally
avoid the cold and snow can be found scurrying about. Despite this, vegetation and animals are very rare; it's
just too dangerous to have athriving ecosystem. Another problem isthe fact that the rivers of lava often change
course, burning up whatever is in the way. Most areas are also covered in solid rock, obviously of volcanic
origin. Thereisthereforelittle soil for plantsto grow or live on.

The People

As determined in AY 2014 [AC 1014. Ed.], the two volcanoes of the Arch of Fire are inhabited. Northern
Mount Cantrinus has been transformed into a stronghold under the control of what appears to be two to three
thousand efreet. Not much is known of their culture, but they definitely appear expansionist and tyrannical. It
would be dangerous and foolish to approach and try to learn more about them.

Southern Mount Cantrinusis the home to about one thousand fire elementals. Although more friendly than the
efreet, they still have no cares what-so-ever about the life here on the Prime Plane, and one can never be too sure
what type of reception to expect from them. Sometimes they’ Il burn visitors, sometimes they won't. Those that
aren’'t destroyed are either conscripted and forced to fight the efreet, or thrown out of their territory.

A new culture has arrived on the scene since last year. A camp of about 400 sollux [a full description of a
sollux is available in the Mystara Monstrous Compendium Appendix. Ed.] has been set up in the plains
between the two volcanoes. These strange, red-skinned humanoids are very warlike and disciplined. They are
obviously trying to eliminate the efreet on Northern Mount Cantrinus, and have engaged in numerous battles
with them.

Unlike the other elemental creatures, the sollux are at |east approachable by visitors. It seemsthat all the sollux
here are members of a Brotherhood of the Sun, some sort of knightly order that has sworn to destroy all efreet
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found on Mystara. Their leader, Feudelance, invites everyone to join them on their holy mission. It seems this
event is afirst in the history of their people. Never have so many Sun Brothers united to face the efreet. Then
again, they claim that never has there been this many efreet in any one place. Feudelance insists that this is
merely the staging ground for the efreet and that they will try to invade al of Mystara from here. The Sun
Brothers plan on stopping them well before then, however.

The sollux found here at the Arch of Fire are very militaristic and orderly. Still, they are aso all Sun Brothers,
therefore | have absolutely no idea whether their true communities behave in this matter, or whether this isjust
the way of life at their military camps. After all, one can’t judge the Thyatians by the way their legionnaires
behavein their various camps.

Recent History

From what |'ve managed to learn from Feudelance, it seems that the Arch of Fire has been the home to several
thousand fire elementals until about 6 years ago. At that point in time, the efreet conquered the Northern Mount
Cantrinus and started created their stronghold. Blocked off from reinforcements from the Plane of Fire, the
elemental population has slowly dwindled over the years (some fled back to their homeplane, others were killed
by the efreet). And so it would have continued until last year.

That is when the Brotherhood of the Sun learned of the efreet city. They have been trying to destroy it ever
since. At first, a small group of three Sun Brothers arrived, but when they saw their opposition, they made the
historical call to amass an army of Sun Brothers. This army is still in the process of being built [apparently the
Sun Brothers have been scattered throughout Mystara until this gathering. It will take much time for all of
them to arrive or even receive the word of the forming of an army. Synthala.], but so far 400 sollux have
responded.

Feudelance wishes to thank the writers and editors of the Mystaran Almanac, as it was through their
description of the Arch of Fire that they learned of the presence of the efreet. Now the battle rages on, and
Feudelanceinsistsit will continue until every last efreet is destroyed.

The fire elementals, which have been saved by the arrival of the sollux, do not participate in the war. They
merely watch the two groups fight it out. If thankful for their rescue, they have yet to show it.

Don’t Miss

There is really no way to describe it beyond what was mentioned by Alasdhair MacCallum: “Well, the arch
itself is one of the wonders of the world, a beautiful sight that is definitely not to be missed if one has the
occasion to visit.”

But as I’ ve mentioned, this is not a journey for someone who does not have any wilderness skills. For those
who do, even the trip here from Leeha will be filled with beautiful sights and scenery that is not to be missed by
any nature lover.

Still, the Arch of Fireisbest viewed from far. If you get too close, you will more than likely get caught up in the
interplanar war that is transpiring. And unless you happen to be immuneto fire, it is definitely not something you
want to see or do.

Do Miss

Don’t dare approach the efreet city too close, or they’ |l toast you in amatter of seconds.

CHEVAS (Baronie de)

Location: Norwold, continent of Brun, west of Oceansend, in the Icereach Mountains, on the south-eastern
shores of Lake Alinor.

Area: 498 5. mi. (1,290 5. km.).

Population: 500.

Languages. Heldannic, Averoignian.

Coinage: Adik (gp), glyph (sp), florin (cp); gems or barter commonly used.

Taxes: None. The baron and the aristocrats own the land and they give it to serfs to work. Serfs must keep
only the minimum required to survive, therest isgiven to theruler.
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Government Type: Barony; independent but loosely alied to the Kingdom of Alpha.
Industries: Fishing, agriculture, mining.

Important Figures. Adik de Chevas (Baron, human, male, M19), Gilbert de Fausseflammes (Aristocrat, human,
male, M12), Roger Dumas (Seneschal, human, male, M2).

Floraand Fauna: Chevas consists mostly of cultivated plains and rolling hills bordering the sandy beaches of
Lake Alinor. The cold freshwater lake is rich in fish, which constitute all the animal life that can be found in the
area. A few evergreen trees grow on the hills and on the foothills of the Icereach, soon replaced by small scrubs
then bare rocks on the towering mountains. Some wyverns and griffons make lair in caverns high in the
mountains, while dragons to the east occasionally swoop by.

Further Reading: M2 Vengeance of Alphaks
Description by Adik de Chevas.

LaBaronie de Chevas[or the Barony of Chevas, if you go by Thyatian common. Adik.] isasmall but proud
dominion located on the south-eastern shore of Lake Alinor, the biggest lake in the Icereach Range. It isnot so
important from the economic or military point of view, but it is a pleasant stop on the dangerous route that takes
the traveler from northern Leehato the southernmost dominion of Two Lakes Vale.

TheLand

The Barony of Chevas is similar to Arcadia in many ways. It liesin an exposed and somewhat off-the-way
position, in the middle of nowhere. West there are the |cereach Mountains, west the Wyrmsteeth, and both trim
with dragons and intelligent monsters that prey on all the settlers who come to this region. Also, the weather is
not especially comfortable, since Chevas lies in the so-called Valley of the Wind, a great valley that begins near
Kameloth in the north and extends southwards up to the Barony of the Lake. Thisvast plain is awayswindswept
during most times of the year, because the winds blowing from the north are not stopped by the mountains, but
rather conveyed inside the valley, which then gets much more than its fair share of storms and tornadoes.
However, Chevasis not hopeless against these dangers.

Ever since my arrival, | have begun protecting the land with spells and magical items that are able to stop bad
weather from endangering my dominion. The wild animals and monsters are another matter, but that was similarly
solved through the use of magic. Today, Chevas is the safest place one could find in the whole Valley of the
Wind.

My dominion is divided into different smaller fiefdoms we call maisons [an Averoignian word to indicate a
house or a group of people. Adik.]. These maisonsare ruled by an aristocrat appointed by myself, and this way
| assure the land is always exploited in the best way possible. In fact, each maison knows well the characteristics
of itsterritory and each takes the appropriate decisionsto exploit it fully.

The People

Even though not populated as the northern dominions, Chevasis atiny little corner of wisdom and happiness,
where everyone earns what is needed to survive without making great efforts. True, some people are richer and
live better than others, but this is the right order of the world. After all, if there were not leaders to guide the
populace, it would surely go into anarchy and fall in disgrace in a matter of years. For this reason, there are two
classes in Chevas, recognized and supported by the people: the aristocrats and the commoners. Aristocrats are
people who own and lead the maisons and who give the land to the commoners to cultivate and exploit. The
commoners' task is then to work hard to maintain the aristocrats, while the aristocrats' task is to protect the
commoners and direct them to exploit the land in the best possible ways. Each part cannot live without the other,
thisisthe order of thingsin Chevas.

Aristocrats are cultivated and wise literates that came to the dominion from Averoigne (Glantri) when | first
settled the barony. Asaresult, most of them are wizards who got their degree at the Great School of Magic, but a
few are non-spellcasters, to testify that Chevas is not so obsessed with magic as Glantri is. The commoners are
both Heldannic natives of the region as well as Averoignian servants and farmers who moved north with the
lords when they came herein AC 1005.

Another stock of people can be found in Chevas during certain periods of the year. They are nomads who
constantly roam the Valley of the Wind and who call themselves Viaskodas. Even if nominally under the rulership
of Lord Brogahn of Ublaat-nor, these people have no real intention to settle down, and they always run with their
horses throughout the plain, following the seasonal changes. In summer they can be found in Ublaat-nor, in the
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northern plains, but when the last months of autumn come and the weather begins to worsen, they take up their
herds and migrate southwards, passing through my barony as well and staying for a few weeks [given the
relative safe harbor they find here. Adik.]. Then, when the rainstorms pass, they mount on their saddle again
and head south, where | am told by Lady Winnefred of the Lake, they traverse her dominion and end up in
another secluded valley to the west.

Recent History

| came here in AC 1004, following the clues | found in an old tome regarding a certain crazy Alphatian prince
who had lived here a few centuries before. | was intrigued by the story of Prince Alinor of Alphatia, who
apparently founded the first big Alphatian settlement in Norwold well before Empress Eriadna s claim over this
land. | was fascinated by the way he had been portrayed in the famous poem “The Madness of Prince Alinor,”
and | absolutely wanted to find evidences of his real existence and the truth about his mysterious doom.
However, much to my dismay, | found the best archeological sitesto be already claimed, so | relegated myself to
this untouched corner of the Icereach Range and started researching. It was only after some months that it
occurred to me | had to give King Ericall significant proofs of my capacity as a baron if | wanted to prolong my
permanence here. So | invited a few friends from Nouvelle Averoigne and together with them | created the
Weather Control Station, a hidden facility that allows us to control weather inside the dominion [quite a feat,
although the relative small dimensions of my barony helped a lot. This is also one of the reasons | am not
interested in conquering other lands. Adik.].

Once this was accomplished, we began recruiting the commoners and established the Code des Lois, the laws
of Chevas. That was AC 1005, and the dominion has lived off quite well so far. During the Great War we didn’t
experience any significant threat, aside from the usual draconic assaults, which were however repelled without
many losses [I really do not understand why dragons, with all their wisdom, still persevere in attacking my
dominion, even though they know in advance they cannot win. Adik.]. The main reason why populace is so
low is indeed wild monstrous predators like dragons. If | ever had too many people here, | would not be able to
protect them all from the monsters living nearby, and this would result in breaking the Code des Lois on the
aristocrats’ part, thus throwing the barony into chaos. This, together with the limited capacities of the Weather
Control Station, are the main reasons that have kept Chevas so small and underpopulated for so long. But welike
it that way here.

Don’t Miss

Be sure to come during the last week of autumn, when the winds blow fierce and tornadoes start sweeping the
valley. Itisan incredible sight, so remain on the borders of the dominion and see huge whirlwinds and tornadoes
coming closer than a few yards without actually affecting you at all. Few will ever manage to stare right in the
center of the maelstrom’ s eye without taking any risks!

Do Miss

Do not venture too far from the borders, because the intelligent monsters have by now well understood the
limits of the Chevasian aristocrats scrying powers, and they keep away just the distance needed not to be
spotted, but are ready to ambush those who venture too far in their territory.

LAKE (Barony of the)

Location: Norwold, continent of Brun, west of Oceansend, in the Icereach Mountains, between the northern
Lake Alinor and the southern Lake Gunaald.

Area: 498 5. mi. (1,290 5. km.).

Population: 1,000.

Languages. Heldannic.

Coinage: Mirror (sp); gems or barter commonly used.

Taxes: 15% incometax collected yearly.

Government Type: Barony; bears allegiance to the Kingdom of Alpha

Industries: Fishing, agriculture, crafts (shipwright).

Important Figures. Winnefred of the Lake (Baroness, human, female, P18 of Ixion).
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Flora and Fauna: The Barony of the Lake encompasses a broad valley nestled between two lakes and some
mountains. The cold freshwater 1akes are rich in fish, which constitute all the animal life that can be found in the
area. Monstrous wildlife comes from amphibious creatures or gigantic fishes as well as from some winged
predators that swoop down from the Icereach Mountains nearby.

Further Reading: M2 Vengeance of Alphaks

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

TWO LAKES VALE (Barony)

Location: Norwold, continent of Brun, northwest of Landfall, in the Icereach Mountains, near the border with
Denagoth.

Area: 498 5. mi. (1,290 5. km.).

Population: 800.

Languages. Heldannic.

Coinage: Crown (gp), judge (cp); gems or barter commonly used.

Taxes: 20% income tax collected yearly.

Government Type Barony; independent but loosely allied to the Kingdom of Alpha.
Industries: Fishing, agriculture, mining.

Important Figures: Maltus Fharo (Baron, human, male, F13).

Floraand Fauna: The Barony of the Two Lakes Vale encompasses a small valley nestled between the |cereach
and the Mengul Mountains, in the southern part of Norwold, near the Denagothian and Heldannic borders. Two
lakes stand in the middle of the dominion, providing its inhabitants with plenty of fishes. Monstrous wildlife
comes from gigantic fishes aswell as from hippogriffs, rocs and manticores that live in the mountains surrounding
thevalley. Mountain lions, panthers and wildcats are also frequent encounters. A group of hydrasissaid to live
in thelittle swamp near the western lake.

Further Reading: CM2 Death Ride.

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

FINAL RANGE DOMAINS

The Final Range domains comprise all those nations which lie in the Final Range, the mountain chain that
begins some 100 miles north of Landfall touching the Wyrmsteeth and runs along Norwold's eastern coasts
ending just another 100 miles from the Wyrmsteeth northernmost tip. The Final Range peaks reach 1,500 feet in
height and are surrounded by more or less rocky hills. The settlements are obviously located in the foothills of
the range for the most part, especialy in the valleysin its northern tip, where 400" high hills are predominant, but
an isolated dwarven stronghold has been built near the center of the chain, in the very heart of the mountains.

IRONWOOD (Elven Barony of)

Location: Norwold, continent of Brun, southeast of Alpha, facing the New Alphatian Sea.
Area: 3486 sg. mi. (9,029 sg. km.).

Population: 4,000, roughly 74% elves, 20% humans and 5% other demihumans (in Laran only), 1% intelligent
woodland creatures.

Languages. Elvish (Callarii, Shiye, Alfheim and Vyalia dialects), Thyatian, Alphatian, Fairy Tongue.
Coinage: Golden leaf (gp), silver acorn (sp); barter common.

Taxes: Giftsof thetrees (special: see under Land).
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Government Type: Barony (independent elven dominion: the baron is advised by the clanmasters).
Industries: Hunting, Crafts (woodworking, leatherworking, goldcraft).

Important Figures. Elarianthas Blackblade (Baron, elf, male, F10/M15), Thyandros (Blackblade Clanmaster, elf,
male, FO/M9), Taragin Oakbranch (Lightseeker Clanmaster, elf, male, F10/M10), Renshiye (Shalidye Clanmaster,
elf, male, R10/T8), Sythandria (Mythuinn Clanmistress, elf, female, M7/P7 of Ilsundal), Shelingar (Lightseeker
Clanholder, elf, male, FA/M3).

Floraand Fauna: The elven Barony of Ironwood consists mostly of a large evergreen ancient forest and also
comprises a narrow area of plains near the coast of the New Alphatian Sea. The elves don’t cultivate the land
extensively, but rely on the fruits and the products of the forest and on the game that livesinside it; small kitchen
gardens can be found near the coastline. The animals commonly encountered in Ironwood are bears, deer, elks,
moose, wild boars and wolves. The land is a heaven for sylvan races and has been totally purged of the
humanoid tribes that once lived here (though they continue to live on the nearby mountains and hills in the
north). A clan of treants and centaurs also live here in a special protected zone of the forest, as well as some
unicorns, fairy people, hsiao and metamorphs. Creatures such as basilisks, gorgons, chimerae, decapuses and
vegetal monsters have been spotted throughout the dominion.

Further Reading: CM1 Test of the Warlords, previous almanacs.
Description by Synthala of Aada.

Even though I’ve been commissioned with writing an updated version of this interesting dominion from my
editor, | must say that after my recent visit to Ironwood few has changed in comparison to what Alasdhair
MacCallum wrote the previous year. For this reason, | have used most of his notesin my commentary, changing
things here and there where he didn’t seem to catch the true meaning of the elven ways.

TheLand

The Barony of Ironwood lies some 280 miles (440 km.) to the southeast of Alpha, nestled under the
northernmost tip of the Final Range. The dominion itself is small in comparison to the northern foresthomes and
not widely known, but it seemsit’saheaven for the elvesliving in southern Norwold. Only about one sixth of the
entire area is not covered by forest: in this zone lies a city that closely resembles the human towns [the baron
admitted that he copied the town plans of his birthplace, Rifllian, in the Kingdom of Karameikos. Synthala.] .
This is the city of Laran, where the baron is building a great port that will help boosting the economy of the
nation and trading with the other countries. However, thisis not the capital of the barony, which in fact is named
Persimmon and is located deep inside the forest, built in the typical elven style.

Laran is the only place of the entire barony where non-elves are free to roam and live in. The buildings have
been built by human engineers and suit the human way of life. Also, the baron has provided the city with a
complicate system of running water of gnomish design that makes everyone happy and above all clean.

The forest that covers the land almost extensively is made of huge evergreen trees, from sequoias to firs that
tower magnificently to the sky like ancient colossi. The woods are teeming with natural and animal life, and the
elvestake great care in protecting the natural heaven their baron istrying to create here. Packs of deer and moose
roam freely in the Forest of Persimmon, and flocks of sparrows, woodpeckers and skylarks make their nest in the
highest l[imbs of the tree trunks. Y ou can a so find fresh streams of sparkling water flowing through the forest and
gatherers and hunters that move around so silently that it’s difficult to discern them from the common sounds of
the woods.

However, only fellow elvenkind are admitted to witness this breathtaking experience. It isindeed forbidden to
any non-elf to venture into the forest, alaw the baron passed in AY 2005 [AC 1005. Ed.] that makes Ironwood
very similar to the foresthomes. This step has been taken to prevent the destruction of the ecosystem the
Ironwood elves are slowly and patiently trying to build and protect, and al the elves living here support and
enforceit. Fortunately | was able to come and go inside Ironwood without too many restraints, given my vows of
friendship with the sylvan folks, but elves are however always a bit distrustful of humans walking under their
sacred woods.

One last feature of the land worth mentioning is its economy. Each year the elves give their lord the “gifts of
the forest.” Basically, the baron receives a share of the products the elves gather and hunt in the woods, plus
some of the byproducts of hunting, craftworks and afew mineral resources that some elves extract from the soil or
the rivers using the appropriate tools built by the gnomes and halflings living in Laran. These gifts of the forest
represent what the human landlords call the standard and resource incomes. Aside from these, the elves are not
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obliged to pay anything else to their clan, even though they must be always ready to lend a hand and work for it
should it be needed. As for the people living in Laran, a tax of 10% of their annual income is collected once a
year, and all the imported or exported products are duty free (a real economic heaven). Laran is aso the only
place where coins are minted and have avalue inside the barony: in al the other parts barter is the rule [although
the elves are known to barter not only products of the woods but also finely crafted items and jewels.
Synthala.] .

The People

The majority of the population of Ironwood is made of elves, with the few representatives of the human and
other demihuman races living together in the town of Laran. The elves of Ironwood, however, do not belong to
one single stock or clan: there are Callarii elves from Karameikos (about thirty percent of the elven population),
who came here with the baron when he founded the dominion about ten years ago. Then there are the Shiye, who
aready lived here when Lord Blackblade arrived (fifteen percent of the elves) and who have successfully
integrated with the other elves. And finally there is alarge chunk of newly arrived Alfheimers (forty-five percent)
and some representatives of the Vyalia of Thyatis (ten percent), who are beginning to integrate among their
brethren. The elves arejust like any other member of their race found in the Old World, even though the influx of
the Shiye culture has made them a bit more wise and proud than the common ones. They view themselves as the
new example of the true elven race, being the result of a multicultural elven society that has taken the better
features of its members. So these elves consider themselves as the guardians of the Old Way, as they call it, a
way of life and of thinking that has been lost by nowadays Alfheimers [the previous model of the elven race,
according to Lord Blackblade. Synthala.] and that has been slightly modified by the Shiye, the Callarii, the
Vyalia and all the other clans due to their past and present history. What Lord Blackblade is trying to do in
Ironwood is to re-create the elven land of the myths, Evergrun, where all the elves lived in peace with one another
and with their forest brethren, the animals and the wood spirits.

Lord Blackblade is an ambitious elf, almost an idealist, but so far he has been able to achieve many of his goals.
However, his ultimate goal, what his people now call the Great Project, is far more difficult and demanding than
founding a barony and creating a natural park. Y et he and his followers seem resolute and very confident in their
possibilities, and are now trying to obtain the greatest achievement for their race: to unify all the elves of Norwold
under the same banner, in order to create the first elven empire of the world. A very unlikely accomplishment,
considering how the northern Shiye are fond of their secrecy and independence from one another [which was
also the cause that prompted them to leave Alphatia and settle in Norwold. Synthala.], but who knows:
considering Lord Blackblade has a whole elven lifetime to accomplish it, maybe his dream will come true in the
distant future. Until then, he is content of establishing friendly relationships with the other elven communities
living in Norwold and | don’t think he will make any political attempts before he has obtained the full support and
loyalty of the newly arrived Alfheimers.

During the past three years Lord Blackblade introduced in the barony a slightly modified religious belief that
helped integrate the various clans and strengthen their ties instead of creating rivalries. Being a well educated
and experienced elf, he created a veritable elven church named the Faith of the Ancestors, where he included all
the Immortals worshipped by his people without choosing anyone as head of the pantheon. The common belief
that unify all the believersis that these deities are indissolubly linked to the elven race, that they have all worked
to protect it and make it great, that they all gave the elves the gifts of the forest and that for this reason they must
al be revered with the same extent for the major glory of the elven race. This way he is trying to prevent the
religious disputes that might arise among the various priests and gives the elves the possibility to revere their
own patron without angering the other believers or the Immortals. The pantheon of the Faith of the Ancestors so
far comprises Ilsundal, Mealiden, Ordana, Eiryndul and Calitha Starbrow. However, since he only started this
project during the last years, it has not been widely accepted yet. The baron is convinced that this is the first
step to uniting all elves, but it will take him along time to make this “universal elven faith” popular anong al the
elves of Norwold. He has already afew followers, but they are only asmall fraction of his barony (say about 10%
of elves). Elvesneed time for thiskind of things.

Recent History

Thebarony isfairly recent sinceit wasfounded in AY 2003, [AC 1003. Ed.] yet it is aready remarkably stable
for afrontiersland and enjoys friendly relationships with its neighboring states. The founder of the barony, Lord
Elarianthas Blackblade, is the clanholder of the Blackblade clan to which al of the land belongs. Heisthe leader
of the country in front of King Ericall, to whom he swore fealty, but since we are talking about an elven dominion,
he must also answer to the clanmaster of the Blackblades [his father Thyandros. Synthala.] and to the other
three sages that represent the major clans of the barony: Taragin of Clan Lightseeker [newly arrived Alfheimers.
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Synthala.], Renshiye of clan Shalidye (Shiye) and Sythandria of clan Mythuinn (Vyalia). Lord Blackblade
founded the barony in AY 2003 [AC 1003. Ed.], when he persuaded many of his old clan matesto join him up in
Norwold and created clan Blackblade, with the blessings of the Callarii leaders of Karameikos. In the ensuing
years he remained loyal to Ericall, but was seldom involved in the power plays that erupted among the other
barons. Rather he was content with his small isolated dominion and worked steadily to make it a heaven for his
race.

Persimmon was built at the end of year AY 2003 [ AC 1003. Ed.] and the construction of Laran followed in AY
2004 [AC 1004. Ed.]. InAY 2005[AC 1005. Ed.] Lord Blackblade passed the famous Protection Act: only the
elves and the sylvan creatures were allowed to roam freely in the forest, whereas the other races were confined to
Laran and the coastal territories. During all those years he had worked to integrate the Shiye and Callarii cultures
together, but it was only at the end of year AY 2006 [AC 1006. Ed.] that the Shiye that lived in his territory
finally swore open alegiance to him and acknowledged to be part of his clan, hailing him as their new leader.
With their help he began contacting al the other Shiye communities of Norwold and established friendly
relationship with al the druids living in the continent. The foundation of the Faith of the Ancestors is the last
step in his path to unification and dates back to AY 2012 [AC 1012. Ed.].

It was only after thefall of Alfheim that he also began to work at the Project Evergrun: turning his dominion into
acenter of elven lore and magical research and creating a natural park where samples of all the vegetal and animal
species of the continent could live and be protected. This turned out to be a nice move from the political and
economic point of view too, since some other minor Shiye clans living south of the Great Bay supported him and
sent representativesto help and take part in this great project.

Lord Blackblade also achieved two great goals during the Great War that ravaged the continent. First of al, he
was able to draw a small number of members of the Fairy Court to his dominion, creating a protected territory
where they could livein peace. Later, via teleport spells he also transported a small clan of treants to this same
magical place[called the Reserve. Synthala], saving them from another baron who wanted to exterminate them
to annex their forest to his dominion. The Reserve is now one of the most protected and inaccessible places in
Norwold, rumored to host many more inhabitants than one could presume from its rather small size (an 8 miles
diameter area). However, Lord Blackblade is not really “in control” of this part of the forest: the fey folk probably
consider him as a friend, maybe a hero, but they’ll never answer his commands. They have their own rules and
rulers, aswe all know from the old fairy tales.

After the end of the Great War, Lord Blackblade contacted Vyalians and Alfheimers to explain them his project,
and many of them moved to Norwold to put at his disposal their invaluable knowledge about magic, nature and
history. After that, he declared his nation independent from King Ericall’s kingdom but he didn't cut the
diplomatic ties with Alpha, knowing he needs a powerful human aly in Norwold to found a demihuman nation.
Heiscurrently aloose aly of Ericall [a treaty of mutual friendship exists between the two countries. Synthala.],
even though he is not obliged to send troops or money in case of need. Nowadays this small but ever-growing
barony is on friendly terms with its human neighbors [even though some of them actually covet its lore and
natural resources. Synthala.] and Lord Blackblade is trying to establish the religious basis for the future
unification of the Norwold elves, even though problems persist about the primate of the faith and the choice of
the spiritual leader. Also, not all the other elven communities of Norwold have established contact with Ironwood
[Shiyearereally proud of their independence. Synthala.] .

Finally, according to some rumors the northern foresthomes may present an obstacle to Lord Blackblade's
dreams of glory. In fact, the human Treekeeper Zoltan [lord of White Oak. Synthala.] has a considerable
influence on those elves, and he has so far rejected Lord Blackblade's proposals, obviously irritating the elf.
There is areligious issue going on between the two, and it’s far from being solved. According to hearsay, there
has been only one occasion when the two lords have agreed on acommon decision. Around AY 2010 [AC 1010.
Ed.] some shadow elves came to Norwold to ask for the elves' help. Unfortunately there were already some
Alfheimers living in Ironwood by that time (minor clans) and tensions erupted. A few native elves were found
murdered and after a brief inspection a shadow elf was discovered while trying to penetrate the Tree of Magic to
obtain magical knowledge. The shadow elves were exiled and ordered never to return. Contacts have not been
re-established and the current relationship is tense. As soon as Zoltan heard about this fact, he came to
Ironwood for the first and only time and gained an audience with the baron: when the two came out of the
meeting room, they were both smiling and joking like old time friends, as the guardstold me. Thisisthe only time
they actually acted friendly towards one another.

Don’t Miss
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There are at least two places to see if you're allowed to travel through Ironwood: Persimmon and the Tree of
Magic.

Persimmon is the stronghold of the Blackblade clan, a mighty fortress built atop the giant trees of the Forest of
Persimmon in perfect elven style. Lord Blackblade copied the Alfheim clan strongholds when he built it, with
narrow catwalks and roped bridges swinging at an altitude of more than 80 meters, deeply concealed by lower tree
branches always covered with thick foliage. The living quarters themselves have been carved out the tree trunks
in most cases, while other structures have been built by the elves out of the trees (lookout places, fortified gates
and laboratories being the most common). The stronghold is always teeming with life, and you can see elves
walking everywhere and gliding down the higher quarters using vines almost constantly. In fact thisis not only
the capital of the nation but also the center for all the magical studies sponsored by the baron, and it boasts two
of the main features of thisland. The first one, which rises proudly at the center of the stronghold, is the fabled
Tree of Life of the clan, a daughter oak tree of the Callarii clan, well tended and constantly guarded by its
treekeeper and his assistants.

The second impressive feature of Persimmon is the repository of all the magical secrets of the barony: the Tree
of Magic, an ancient sequoia not very tall (about 70-80 meters high) but incredibly broad (diameter of 60 meters).
Many elves say that actually Lord Blackblade has caused it to become that large with powerful magics, and
having witnessed His Lordness at work | may even believeit. The elvestold me that the Tree of Magic is divided
into ten different levels, nine for each level of power of the spells researched, and another subterranean one for
the research an experimentation of all kind of elemental and nature related magic. Some of the elves | met in
Persimmon have even told me that many powerful human mages visit the tree from time to time, all of them trusted
and invited by Lord Blackblade, and that visitors from other planes sometimes pop up in the laboratories attracted
by the energy released inside them. Another tall tale rumor wants that once ayear the Tree of Magic is visited by
none others than the spirits of the elven Immortals, who roam about it and talk with the higher elf-mages about
the secrets of the universe and the lost |ore of the elven race.

But the wonders of this small barony don’t end here. If you're lucky or powerful enough you could aso be
allowed to enter the Reserve, that secluded patch of forest where the fairy folk and the sylvan races dwell
unmolested. Only the animals, the druids and the clan leaders of the barony are allowed to enter it because of a
pact between those beings and Lord Blackblade. The Reserve is small but many beings are said to live in there,
as if it existed in another larger dimension. Also, for unknown reasons, it seems that if you're not invited by
those living in there, you won’t be able to accessit in any way: once you walk inside it you'll simply find yourself
exiting at the other side of the area. Whatever it is, the Reserve surely contains many marvels to those who are
allowed to visit it. However, if you are thinking of trying to visit it during the Day of Dread, know that it's
useless, for during that day that part of the forest simply doesn’t exist. Asfar as| know, it vanishes the night
before, leaving a big empty valley in the middle of the forest, reappearing again the following dawn!

Do Miss

Well, if you're a dwarf or a shadow elf it’s better not to walk this land altogether. And this applies to all the
troublemakers of any other race, of course. But there’s one place in the whole dominion | would advise you not
to go too near, and thisisthe Dragon’s Spur. It lies at the western border of the dominion and is not exactly part
of it, but being very near to the border (one mile) it is a constant threat. The Dragon’s Spur is ajagged mountain
on thefoothills of the Final Range. It ishometo asmall number of orcs who serve alocal clan of mountain giants,
who in turn once followed an ancient black dragon by the name of S hastarl. No elf has ever ventured there and
the few adventurers who tried never showed up again on this part of the mountain. Lord Blackblade himself once
tried to eradicate this menace by finding out the dragon’s lair and killing him, but he was never able to locate it.
S hastarl has not been spotted for a hundred years and the humanoids have not ventured inside Ironwood so far,
but the lords of the western dominions [ Stamtral, Vyolstagrad and Moonland. Synthala.] have had problems
with themin thelast year. Some elven sagesin fact speculate that the dragon might be awakening from a decades
long slumber and will soon be eager to restate his predominance over the region.

KILDORKAK (Dwarven Barony of)

Location: Norwold, continent of Brun, north of Oceansend.
Area: 498 5. mi. (1,290 5. km.).

Population: 2,500 dwarves.

Languages. Dwarvish (Kildorkak dialect).
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Coinage: Gems or barter commonly used.

Taxes. 30% income tax collected yearly.

Government Type: Barony (independent dwarven stronghold).
Industries: Mining, crafting (gems, silver and gold).

Important Figures. Gard Rocktooth (Clanmaster, dwarf, male, F12), Niddrow (Forge Keeper, dwarf, male, F8/P8
of Kagyar).

Floraand Fauna: The mountains north of Oceansend are home to many mountain felines, including intelligent
ones such as rakasta. Other wildlife includes bears, moose and ibexes, the latter especially found at higher
heights. Y eti, sasquatches and snow apes can also be found, aswell as cave dwellers such as ropers, hulkers and
giant spiders. Other monstrous beings that can be found in this region include the occasional white dragon,
some mountain giants, and dragonnes. The florais abundant in the valleys and foothills of the Icereach, but the
soil becomes barren beyond 7,200’ of altitude, with only scrubs and thorn bushes resisting the chilly winds and
the colder atmosphere.

Further Reading: CM1 Test of the Warlords, previous almanacs.

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

MOONLAND (Barony of)

Location: Norwold, continent of Brun, southeast of Alpha, on eastern shores of Norwold.
Area: 1,496 sq. mi. (3,875 5q. km.).

Population: 4,000.

Languages. Heldannic, Alphatian.

Coinage: Crown (gp), mirror (sp), judge (cp); barter common.

Taxes: 20% income tax collected yearly.

Government Type Independent barony.

Industries: Fishing, hunting, agriculture.

Important Figures. Sandralane (Baroness and Patriarch, human, female, P14 of Matera).

Flora and Fauna: Two thirds of Moonland's territory is made of rolling forested hills, while the remaining
eastern part is a flatland bordering the New Alphatian Sea. The woods are filled with many animal species, both
game and predators. The monstrous wildlife includes groups of humanoids coming from the northwestern hills,
the occasional packs of hippogriffs or griffons and wild cats. Also, Moonland is said to harbor more than its
share of lycanthropes, and many dire wolves roam its areawithout fear.

Further Reading: CM1 Test of the Warlords, previous almanacs.
Description by Adik de Chevasand Arcadius.

Moonland is indeed a strange place in Norwold, certainly one that has undergone a drastic change in the past.
Today it is a strange, funny place to visit once in a while, especially if you love anarchy and chaos in its most
positive form. Its customs are a bit weird in comparison to the more civilized countries, but it is nevertheless a
heaven for all those who seek a safe enough hideout from the outer world.

TheLand

Moonland is located just south of Ironwood, and its borders touch both the elven barony to the north as well
as Vyolstagrad in the west. Being nestled between these two dominions, it shows the common traits of al the
region, that’s to say huge evergreen trees, from sequoias to firs to oaks, that tower magnificently to the sky both
in the south-eastern valleys and on the low hills to the west and north. The woods are teeming with natural and
animal life, and packs of deer and moose roam freely in these primeval woods, hunted by both wild predators and
by humans and humanoids alike. Flocks of sparrows, woodpeckers and skylarks also make their nest in the
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highest limbs of the tree trunks. Fresh streams of sparkling water flow through the forest and small ponds dot the
countryside especially in the eastern zones.

One could say that Moonland is anatural heaven for animals, and in fact the first major industry for the country
is hunting [and also fishing along the beaches of the New Alphatian Sea or in the ponds inland. Arcadius.] .
There are few farmlands, mostly along the coast, and the leaders of Moonland’s communities seem to have no
intention to boost agriculture, even though the soil could give fruitful harvests.

The inhabitants of this barony live mostly scattered throughout the woods, and few are the significant
settlements to be counted as villages [again, mostly found along the coast. Arcadius.]. The only place that
could be labeled “town” is indeed its capital, Lunaria, which can be found in the heart of the dominion. The
settlement is surrounded by a wooden palisade and all its houses are basically wooden huts which range from
one story shops to three stories inns and taverns. There are in fact many taverns in Moonland, even located in
isolated places inside the woods, and each one is a safe heaven from the dangers of the wild woods. Lady
Sandralane’s own house is the Temple of the Moon, located in Lunaria s main sguare. The building is a
mishmash of different architectural styles of the Old World, even though the original rounded plan can still be
made out by the keen observer. The temple’s appearance reflects the particular tenets of this faith, which has
been gladly embraced by the great majority of Moonland’ sinhabitants.

The People

Moonland’s people can be mostly defined as “peaceful chaotic anarchists,” or simply as lunatics in some
cases. They al live to the day, without paying too much attention to daily routine and deadlines. Most of the
people are hunters and woodcutters, even though Moonland’ s logging industry doesn’t produce as much wood
asit could. Thereason isthat Lady Sandralane has issued alaw that regulates the amount of woods that can be
cut yearly, and this has been done to avoid deforestation and the consequent loss of woodland game [as is
happening in nearby Stamtral. Arcadius.]. Even though Moonlanders do not like laws, they seem to
understand the problem and have so far kept in line with the rules. In fact, some rumors even have trespassers
promptly caught and executed by other inhabitants, either by skinning or by abandoning them to the wood’s
dangers.

Moonland has no real set of laws, except the above-mentioned rule about woodcutting, the freedom of faith and
the strange law called Majority Rules, which everyone follows. Basically, all inhabitants follow common sense
when interacting with one another, but if some disagreements arise, then the people are called to judge over the
matter. The two parts may summon up to five people each (even foreigners) and have to explain them the
problem, giving each their version of theissue. Then the summoned people give their vote to one of the two, and
the part that gets the mgjority of the votes wins the issue. For this reason, trials in Moonland usually last no
more than one day, and there are no formal judgesto enforce the laws.

A police force does exist, however, mainly for reasons of protecting the country from outside dangers than for
inner security. The Moonriders are also employed as rangers, patrolling the woods to catch any trespassers who
hunt illegally or cut down trees without authorization. They can kill any trespassers on the spot, and can
intervene in any brawl or feud only if one of the partiesinvolved callsin for help. This could seem normal to the
civilized people, but the fact is calling for help is asign of weaknessin Moonland: this means the individual is not
able to take care of himself, and will probably be the target of other assaults (both verbal and physical) in the
future.

A few words must also be spent on the unique religion of Moonland, the Church of Matera. This faith
worships the moon in all its forms and socia applications: the moon as patroness of fertility, love and romance,
the moon as keeper of secrets, the moon as cause of change, madness and freedom [ three things considered very
close to one another by the followers of Matera, each one respected and sought. Adik.], the moon as symbol of
stealth and cunning, the moon as lady of sky and sea and finally the moon as bringer of wealth and good health.
All these aspects of the moon can be embodied by different Immortals, but the Church of Matera does not really
pay homage to each different deity. Rather it worships Matera, the moon, asawhole, in all its different facets and
shapes, because the whole cannot be reduced to the sum of its parts. The great mgjority of Moonlanders respect
and follow this anarchic faith, and it is basicaly religion that keeps them united as their common point of
aggregation.

Recent History

Lady Sandralane came to Norwold from Glantri in AY 2001 [AC 1001. Ed.] to found her own dominion. She
was fed up with Glantri’ s oppressive rules against clerics and priests, and since she was raised by her parentsin
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the faith of Razud in the principality of Blackhill, she could not tolerate that situation anymore. When her parents
died of natural causesin AY 2000 [AC 1000. Ed.], she took her decision and came to this side of Norwold,
founding her dominion after swearing loyalty to Ericall.

At first Moonland was inhabited by many Alphatians and a few wilder Heldanners, and she tried to teach them
all the ways of Razud, issuing many laws to regulate their lives and avoid possible hostilities. At that time,
rumors also had her dating none other than King Ericall, maybe in a way to spread Razud’s word further in
Norwold or maybe truly out of love, thiswe cannot know. The fact isthat with each passing year, the inhabitants
of Moonland became more and more restless and she kept adding on laws and decrees to prevent any possible
riot. This culminated in the exodus that brought many Alphatians to the Kingdom of Alphain AY 2005 [AC
1005. Ed.], leaving the barony nearly deserted and prey to bandits and tribes of humanoids coming from the
north and west.

In AY 2007 [AC 1007. Ed.] anarchy fell over Moonland when Thyatians landed south of it and marched
northwards to conquer this side of Norwold. The Thyatians brought with them a terrible plague in the Tranquil
Coast region and Lady Sandralane tried to counter both the invasion and the plague, ending up sick herself and
powerless against the Thyatian legions. In afeverish night, she received an omen from the sky, and the legend
tells that the silvery moonbeams cured her and transported her to a secret cove inside the woods. There she met
with the leader of the lycanthropes living in Moonland and she forged an alliance with him, converting to the faith
of Matera [some rumors explain her recovery and conversion with the fact that she was infected by this
werewolf and became a lycanthrope herself. Adik.]. From that moment on, the Thyatian legions began to lose
ground in front of the chaotic hit and run tactics of the Moonlanders and their lycanthropic allies, and were later
forced to retire both because of the resistance and the disease. The Moonlanders on the other hand, did not
suffer from the disease anymore, and this was later attributed to the holy moonbeams that bathed them during the
night [thereal causeis yet unknown to us sages. Adik.].

InAY 2010 [AC 1010. Ed.] Moonland was a different country, with most of the laws abolished and a great deal
of independence and authority to all the citizens. Even the taxing was decreased and this prompted many
Heldanners living in the nearby lands to come to Moonland looking for a better life [this is especially true for
those living in Stamtral and the free territories south of Moonland, where the Thyatians had destroyed nearly
everything. Arcadius.]. After regaining freedom and chasing out the Thyatians, Sandralane also declared
Moonland’ s independence from the Kingdom of Alpha and refused to send any salt tax to Ericall anymore [ after
all, he did not help her when the Thyatians invaded her country. Arcadius.]. Now Moonland is dubbed the
“reign of anarchy,” rivaling with the outlandish Chaosarchy of Redhorn on this, and Ericall has no intention to
reclaim it for now. However, its customs seem to attract many people, both free-willed individuals and wanted
criminals, who still come numerousto thislittle corner of the world.

Don’t Miss

Moonland’s woods are very well tended and still possess much of the ancient magic that fills these places all
around theworld. A few druidslive here and it is always a pleasure to stay and exchange information with these
wise men, who will teach you about the ways of the region in order to be prepared for the unexpected.

Also, the capital of Lunaria is a weird enough place to visit, with all its different architectural styles and the
amazing Temple of the Moon towering in its center. Be also sureto pay avisit to the 100 inns of Moonland, since
one is completely different from the other. They are one of the greatest attractions both tourists and
Moonlanders, and the innkeepers are always friendly to the customers. Besides, if you are traveling through the
woods, aninn isthe best place to be after the sun sets and moonlight madness strikes.

Do Miss

If you are brave adventurers and love flirting with death and strange encounters, then Moonland’ s woods after
sunset are the place you'd love to visit. If however you are just a normal person, who holds his life dear and
wants to see his elder years, then avoid the woods and remain on the trail, since beasts do not usually attack
those who do not venture outside the known trails. Another place to avoid is the northern border, where
humanoid tribes usually make raids on isolated cottages and unwary travelers [and they do not seem to care if
you walk on atrail or not, unfortunately. Adik.].

STAMTRAL (Duchy of)

Location: Norwold, continent of Brun, southeast of Alpha, on the Final Range' s northern tip.
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Area: 998 5g. mi. (2,585 sg. km.).

Population: 2,000.

Languages. Heldannic, Traladaran.

Coinage: Crown (gp), mirror (sp), judge (cp); gems or barter commonly used.
Taxes. 25% income tax collected yearly.

Government Type: Independent duchy.

Industries: Agriculture, mining, hunting.

Important Figures. Stano (Duke, human, male, F6).

Flora and Fauna: The valleys of Stamtral are rich with woods of every kind as well as freshwater ponds and
streams. Grasslands and farmlands are also a common sight in the duchy, and vast forested areas have been cut
down to make place to farmlands. Domestic animals and cattle are not abundant because of the wild predators
present here, most notably wolves, wild boars and foxes. These animals are usually hunted, their furs sold and
their meat eaten by the locals. Other more dangerous encounters include werewolves, displacer beasts, panthers,
yowlers and humanoid tribes near the northern border.

Further Reading: CM4 Earthshaker, previous almanacs.

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

VYOLSTAGRAD (Duchy of)

Location: Norwold, continent of Brun, southeast of Alpha, on the Final Range' s northern tip.
Area: 998 5. mi. (2,585 5. km.).

Population: 3,500.

Languages. Heldannic, Traladaran.

Coinage: Crown (gp), mirror (sp), judge (cp); gems or barter commonly used.

Taxes: 20% income tax collected yearly.

Government Type Independent duchy.

Industries: Agriculture, logging, hunting.

Important Figures. Nevik (Duke, human, male, F9).

Floraand Fauna: Thevalleysof Vyolstagrad are rich with woods of every kind aswell as freshwater ponds and
streams. Farmlands are also a common sight in the duchy, even though forest is still the dominant terrain type.
Wolves, wild boars, bears and weasels (giant and normal ones) are hunted in this region, their furs sold and their
meat eaten by the locals. Other more dangerous encounters include werewolves, werebears, displacer beasts,
wood imps, panthers, wood decapuses and humanoid tribes near the northern border.

Further Reading: CM4 Earthshaker, previous almanacs.

No description thisyear. [Adik and Arcadius provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

TRANQUIL COAST

The Tranquil Coast’ s southern edge includes the small Bay of Oceansend and it goes northwards up to the Bay
of the Hook, near the territory of Dag. It is called Tranquil Coast because the sea has always been friendly to the
sailors and the coasts offer no particular danger in this region. However, the dominions located in thisregion are
far from being tranquil, since many of them are embroiled in a constant warfare and tension runs high. This area
also includes the two main islands located off the eastern coasts of Norwold, the southern Isle of the Dogs and
the northern Walrus Island.
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DAG (Barony of)

Location: Norwold, continent of Brun, northeast of Oceansend, on the western shore of the New Alphatian
Sea

Area: 499 sg. mi. (1,292 sg. km.).

Population: 1,100 humans, 300 elves.

Languages: Heldannic, Alphatian, Elvish (Shiye dialect).
Coinage: Heart (gp), blade (sp), wall (cp).

Taxes. 25% income tax, collected yearly.

Government Type Independent barony.

Industries: Logging, craft (woodworking), fishing.
Important Figures. Rutger Dag (Baron, human, male, F14).

Flora and Fauna: The most common terrain in Dag is woods, with clear pastures only to be found along the
coast. Woodland game is abundant and all the common wildlife living in northern woods can be found
throughout Dag, areal pleasure for every nature lover. Untamed wild animals (especially great cats) and monsters
also prow! the land, and many werebeasts have caused problems to the woodsmen.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Synthala provided us with basic dominion information, but no insight—watch for
more next year. Ed.]

DIKHOFF (Barony of)

Location: Norwold, continent of Brun, northeast of Oceansend, on the western shore of the New Alphatian
Sea.

Area: 499 sg. mi. (1,292 sg. km.).

Population: 1,700.

Languages. Heldannic, Traladaran.

Coinage: Heart (gp), blade (sp), wall (cp).

Taxes: 25% income tax, collected yearly.

Government Type Independent barony.

Industries: Agriculture, mining (salt), craft (weaponsmithing).
Important Figures: Dimitri Dikhoff (Baron, human, male, F15).

Floraand Fauna: Dikhoff is mostly a flat land occupied by farms and cultivated fields and orchards. Woods
have been progressively cut down with the slash and burn technique to encourage agriculture and the last
patches of evergreen forest remain only alongside the northern border. Along the border with the swamp
numerous salt pans exist. Common wildlife includes land predators such as hyenas, wolves, otters and foxes as
well as hawks and vultures. Monstrous fauna consists of swamp dwellers (serpents, poisonous frogs,
sirenflowers, amoebas and decapuses), displacer beasts and basilisks in the woods to the north and afew winged
exotic predators like manticores, wyverns and the legendary Chimera of Doom.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Arcadius and Adik provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

ERSENBAL (County of)

Location: Norwold, continent of Brun, Walrus Island, about 200 miles east and slightly north of Oceansend.
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Area: Approximately 7,000 sg. mi. (18,130 sg. km.); there has been no official mapping of the island or county
as of yet.

Population: 5,500.

Languages. Alphatian, Heldannic, Thyatian.

Coinage: Crown (gp), mirror (sp), judge (cp); other currencies are accepted aswell.
Taxes. 15% incometax.

Government Type: County bears allegiance to the Kingdom of Alpha.

Industries: Fishing and logging.

Important Figures. Martigan Ersenbal (Count, human, male, F20—currently missing), Bethany Ersenbal
(Countess, human, female, T17), Lord Gerwen (Mayor and Seneschal, human, male, F5), Laurida Tremlaine
(Captain, human, female, F8).

Floraand Fauna: Standard for its northern climate. The county is also home ato large population of walrus,
from which the island takes its name.

Further Reading: CM1 Test of the Warlords
Description by Synthala of Aada.

Ersenbal is one of the many lesser dominions that dotted the landscape of Norwold. Unlike many of them, it
has survived the unrest of the land over the past decades, and as such is one of the few dominions where most
people are worry free and not concerned about invasion or war.

TheLand

Walruslsland isalovely untamed island located not too far from the City of the Sea[Oceansend. Ed.]. Except
for the three small villages of Ersenbal, Gerwen and Lerian, theland is mostly uninhabited. This makesit similar to
The Recluse of our wonderful lord Zirchev [an entire Outer Plane in D&D, and a realm on the layer of Krigala
in the Beastlandsin AD&D (see TSR11361 Warriors of Heaven). Ed.].

Theisland wasfirst noted by colonist as a haven for walrus, ablessed animal that spends as much timein water
ason land. These animals reside on the eastern shore of theisland, far away from al three villages. Still, hunters
find them regularly, and because of a current hefty price for their parts as spell components, | fear that the
population of walrus might soon go on the decline if no one starts watching over these poor children of Zirchev.

Most city-folk find the land rather plain. Theisland is covered with pine forests, and is rather flat. Although
flat, it is still several feet above sea level, giving the place a rocky shore al around. The only safe harbor isin a
small bay on the east side, and that iswhere the small village of Ersenbal islocated.

Ersenbal is the largest town here, with a population of 3,000. The inhabitants make their living by fishing in the
sea and occasionally trading with the City of the Sea. Lerian has a population of 1,000 and is located on the
southern tip of theisland. Gerwen has only 500 inhabitants. Both of these towns are run by loggers. They bring
their goods to Ersenbal by the two rivers that both end in the Ersenbal Bay, and from there it is shipped to the
rest of Norwold. It's not the most profitable employment, but it’s enough for the local s to survive with the money
made. Still, several of the inhabitants have started to hunt walrus, especialy since wizards are now looking at
alternate spell components ever since Alphatia sank beneath the sea.

The People

In general, most of the island locals are polite and welcome strangers eagerly in exchange for courtesy and the
occasional stories about your travels. Most will mind their own business, and rarely will anyone try to interfere
with your plans. They are content to simply do their work and not get involved in politics and “important”
things.

However, in the town of Ersenbal, over half of the inhabitants were soldiers from the war against Thyatis
several years ago. General Martigan, a hero of the war, managed to lead an entire army back to the safety of his
county once Alphatia sank. These former soldiers make Ersenbal feel more like a city than the small village it
really is. They’re more boisterous, loud, eager to brawl and prefer gold to the simple life when compared to the
other inhabitants. Still, as long as you don’t mention that you hail from Thyatis or the City of Knights [the
Heldannic town of Forton. Ed.], they won't make you feel unwelcomein their town.
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Recent History

The Barony of Ersenbal was founded when King Ericall was granting titles of nobility to any warrior who would
swear fealty to him. Martigan of Thyatis, a former slave gladiator, was the one who obtained a small barony on
thisisland back in AC 993. He found a few local inhabitants in the village of Ersenbal. Instead of renaming the
village like most of the new petty nobles did throughout Norwold, Martigan took on the name Ersenbal as his
own family name since, as aformer slave, he never had one of his own.

However, Martigan wasn’t an excellent ruler. He simply let his people be, and only intervened when truly
necessary. After all, according to his logic, the locals survived before he got there, so they could still survive
now without him. Luckily, his adventuring days gave him a sizable fortune from which he paid for the
construction of Castle Martigan just outside of the village. Also, since he left them pretty much to themselves,
Martigan never tried to have the land developed either. It seems he was wise enough to leave it as a pristine
wilderness—may Zirchev bless him.

Through favors and missions performed for King Ericall, Ersenbal was increased into a county in AC 997. The
king also extended his land to include all of Walrus Island. Martigan then elevated two noble families, the
Gerwens and Lerians, and placed them in charge of the north and south ends of the island. Typically of city
dwellerswho crave importance, these two named the villagesin their area after themselves.

Still, Martigan craved adventure and often left his barony, leaving either Lord Gerwen or Lord Lerian in charge
during his absences. In fact, he was gone from AC 1004 to AC 1009 when he decided to join the Alphatian war
effort to destroy Thyatis[the fact that Glantri was Alphatia’s real target was of secondary consequence to the
former Thyatian slave. Synthala.]. Martigan was therefore outside of Norwold when King Ericall’s nation fell
apart to civil unrest and massive claims of independence.

Y et having Count Martigan go to war gave Ersenbal County a distinct advantage. First, he became arenowned
Alphatian general responsible for the capture of Castle Redstone and the Duchy of Westrourke on the Isle of
Dawn. Second, he came back with awife, a certain Bethany of Aasla[who rumors have is a trained spy working
for the Empress of Alphatia herself. Synthala.]. Third, when he came back in early AC 1010, he brought over
2,000 trained veterans who were fleeing from Thyatis because the Alphatian mainland sank.

At first, having as many soldiers as locals caused a lot of tension in the village of Ersenbal. But when the
Heldannic Knights started invading Norwold, these troops kept the knights at bay. To this day, the Heldannic
Knights have been unable to land on Walrus I sland because of the sheer number of veterans present.

Martigan and his wife have disappeared again in AC 1013 and no word has been heard of them since. Lord
Gerwen, who has taken over the county in his absences, believes he is off adventuring again. Rumors claim that
the famous warrior is off exploring the outer planes, and many doubt he will return this time since it has already
been 3 years. Because of this, Captain Laurida Tremlaine has been slowly trying to get more power for herself
and her men. She was willing to follow the famous Genera Martigan, but shows obvious disdain for Lord
Gerwen. Still, sheisloya and doesn’'t seem to beinterested in atake over or rebellion.

Don’t Miss

There’s not much to see in Ersenbal. It's a small, underdeveloped county with simple fishermen and loggers.
For those like me who enjoy the wilderness, Ersenbal is a nice place with plenty of pine and the fresh sea air.

Asafinal note, if there are any druids reading this almanac, | encourage you to send a member of your order to
claim the east coast of Walrus Island as your land. Someone needs to protect the walrus located there. | have
done my part, but | must move on to other areas.

Do Miss

Being a small and rather peaceful island, there are also not many dangerous places to avoid here. The only
thing to avoid at al costs are Ersenbal’s rocky shores, especially if you are an untrained sailor. | have seen
wreckage testifying the doom of many ill-fated voyages scattered here and there on the western shores of theisle,
so you'd better watch out for safe waters before you approach Ersenbal. Also, the fact that no lighthouse has
ever been built doesn’t help the sailors at all.

OCEANSEND (Kingdom of)

Location: Norwold, continent of Brun, north of Landfall, on the coasts of the New Alphatian Sea.
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Area: 9,977 sg. mi. (25,840 sg. km.).
Population: 42,000, including 3,500 halflings, 500 dwarves, and 200 elves.

Languages. Thyatian, Heldannic, Alphatian, Dwarvish (Kildorkak dialect), Halfling (Lalor diaect), Elvish
(Shiye-Lawr dialect).

Coinage: Heart (gp), blade (sp), wall (cp). Heldannic coinswill not be accepted by any locals.

Taxes: 20% income tax, 5% salestax.

Government Type: Independent monarchy.

Industries: Agriculture (grows just enough for its own use), trade (by sea), fishing, mining, and trapping.

Important Figures: Olaf Yarrvikson (King, human, male, F10), Hermann Adalard (Former Heldannic Governor-
General, now prisoner, human, male, Pa9 of Vanya), Shebb Woolsey (Baron, human, male, T17), Knolimer Knolin
(Magist, human, male, M17).

Flora and Fauna: Many evergreen trees (especially pines and firs) to the north, west and south. Farmlands
extend along the coast and in the heartlands. Wildlife includes packs of wolves, wild dogs and boars, with
monstrous denizens limited to flying threats such as wyverns, manticores, griffons and the occasional roc from
the Final Range. There are also several goblinoidsin the Final Range that sometimes raze the western border.

Further Reading: CM 1 Test of the Warlords Dawn of the Emperors boxed set, previous almanacs.
Description by Synthala of Aada.

As | approached Oceansend, the City of the Sea, | could feel the excitement in the air. The locals have just
recently won their freedom from the Hel dannic Knights, breaking their slavery.

TheLand

Oceansend is rather large, with sturdy walls surrounding the entire city. It is situated along a beautiful deep-
water beach into the Alphatian Sea, making it an ideal port. Oceansend is the largest and best-equipped port of
all of Norwold. The water isremarkably clear for a seaport, and many of the locals make a profitable living fishing
its bounties.

When compared to Alpha, there are no fancy buildings or statues or such boasting the wealth of the city.
Instead, King Y arrvikson prefersfor hisresidence to be afunctional fortressrather than apalace. Like many other
cities here in the wildlands of Norwold, Oceansend is well fortified. Siege weapons can be seen along the walls
and various towers. The wall guards have also earned a well-deserved reputation with the crossbow, which
they’ ve no doubtfully shown the Heldannic Knights during their revolution.

The fields around Oceansend are dotted with farms and small villages. The are blessed by Zirchev with fertile
crops and plenty of game animals to hunt. Some of the best inns and taverns “in town” are actually found in
these surrounding villages, and many an Oceansender travels outside the city walls to find his entertainment.

A day’swalk from the capital, going eastwards toward the southern fringes of the Tranquil Swamp, lies a small
fortified city that is home to a vassal of King Yarrvikson. Shebb Woolsey is baron here, and the small
dominion—no more than 20 miles across—pays homage and tributes to Oceansend. When the knights
conquered the city in AY 2012 [AC 1012. Ed.], they didn’'t extend their grip on this small settlement as well,
contenting to keep it permanently under siege. For this reason it is now in good shape and it’s helping
Oceansend in its rebuilding by sending harvests and conscripts to the king. Rumors want that its baron, and his
magist, an odd fellow named Knolimer Knolin, may have had a big role in freeing the city in AY 2015 [AC 1015.
Ed.], probably helping the Dark Masks thieves' guild.

The People

The people of Oceansend now live with joy and happiness, still celebrating the overthrow of the priests of
Vanya. Everywhere one goes, you can easily see the black lion banners being desecrated and vandalized. In fact,
it's probably the only reason they are still here, otherwise, I’ m sure the king would have had them all burned.

Except for this, the people are proud of their small little kingdom. They are starting to become renowned sea
merchants in the area, although | suspect it will be some time before they can rival the merchant princes of
Minrothad.
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Now, the Oceansenders are content with trying to make their city the greatest in Norwold. And they are intent
on remaining completely independent; the citizens have voted aforced conscription of al men and women. Many
voluntarily go to the military training lessons given by the king’'s men. Their goa is to have everyone in
Oceansend be able to fight in case of another invasion. | believe thisis still the aftereffects of the Heldannic
occupation, and this spur to action will probably die down with time.

There were more dwarves and elves in the past, but nowadays, with the Heldannic Knights so near the
kingdom’s borders, these demihumans preferred to retire to safer areas. The dwarves went to the stronghold of
Kildorkak, which has always been in good ties with Oceansend, while the Shiye sought refuge in the free forests
outside Oceansend.

On afinal note about the people, it seemsthat Y arrvikson has released all thieves from the city dungeons. This
was the king's reward to the Dark Masks, the local thieves' guild, for their help in the defeat of the Heldannic
Knights. Most commoners viewed this reward with mixed blessings; they are indeed grateful of the thieves' help,
but also fearful that, now free, their houses will be robbed. It seemsthat the local guards are also somewhat more
lenient toward members of the Dark Masks that they apprehend.

Recent History

Oceansend has always been an independent kingdom since it left the Thyatian fold. Around AY 1990 [ AC 990.
Ed.], King Ericall of Alpha claimed all of Norwold, including Oceansend, but the Oceansenders simply ignored
this. Ericall never sent any military forces to conquer the city, instead opting to peacefully convince them to join
his kingdom. During the Great War of AY 2005-2009 [ AC 1005-1009. Ed.], acivil war bloomed in the nation of
Alpha, and most of Ericall’s lords claimed independence, leading to the anarchy we find in Norwold today.
Oceansend simply kept on living as usual since they have always considered themselves independent. On the
downside, with all the other nearby cities warring among themselves, Oceansend suffered problems with their
trade industry.

However, it al changed with the arrival of the Heldannic Knightsin AY 2011 [AC 1011. Ed.]. Unlike Erical,
the priests of Vanya conquered the city by forcein AY 2012 [AC 1012. Ed.], and so it remained until late of AY
2015[AC 1015. Ed.], when King Yarrvikson organized a coup backed by the Kildorkak dwarves, the thieves of
the Dark Masks and the nearby Baron of Shebb and overthrew the knights' yoke, also taking advantage of the
internal riots the knights were experiencing in that year. Now Oceansend is once more trying to regain its glory
and trade of a decade ago, but the Heldannic threat is not yet forgotten.

Don’t Miss

Oceansend’ s docks and wharves are filled with sailors that come from many lands both from the Old World and
the eastern countries beyond the Alphatian Sea. It is a veritable source of information and a possible starting
point for many would-be adventurers, since the Oceansend sailors are quite famous for their tales of sunken
treasures and prized artifacts lost under the waves. Be sure to check by if you’ re looking for ajob, there's always
one for those who can dare and for the hardened sea-wolves types.

Another wonderful site to behold are the forests surrounding the heartlands of Oceansend, primeval examples
of how Norwold was before the coming of civilization. Sometimes trappers and hunters find strange and exotic
artifacts or centuries-old ruins in these woods, and they are still a mystery to many sages. So there’s plenty of
thingsto discover yet for those who' re looking for fame and treasures.

Do Miss

Some of the old ruins which predates the settlement of Oceansend are eerie places with strange architectural
features that seem totally out of place in these northern lands. Some legendstell of undead guardiansthat rise to
protect whatever is hidden in these ancient chambers, and many treasure hunters have disappeared lately in the
woods of Oceansend.

SERENITY (Barony of)

Location: Norwold, continent of Brun, northeast of Oceansend.
Area: 480 sq. mi. (1,243 5. km.).
Population: 1,850.
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Languages. Thyatian, Heldannic, Alphatian (the use of Alphatian has dropped at the court since Serenity has
cut itstieswith Alpha).

Coinage: Heart (gp), blade (sp), wall (cp).

Taxes: 25% income tax.

Government Type: Independent barony.

Industries: Horse, agriculture, some fishing.

Important Figures: Siegfried Sixx (Baron, human, mae, F15).

Floraand Fauna: The lightly forested areas of Serenity are composed mainly of hardwood, especially oaks and
birch. A native form of short corn grows rather well in the farmlands around the town of Serenity, which is used
both to feed the populace and the horses that are bred here. Common game live in the woodlands, along with
some carnivores that prey on horses on occasion, including wolves and great cats. Manticores in search of an
easy prey have wrecked havoc in the corrals several times, while dragons and wyverns are rarer (much to the
herders' relief). Scavengers are often present near the border with enemy Barony of Dikhoff, especially vultures.

Coatsof arms. Baron Siegfried Sixx: Black human skull between two sets of crossed black daggers forming two
X (right and left), white background; Barony of Serenity: Black castle between two sets of crossed black daggers
forming two X (right and left), black human skull (upper left quadrant), white background; City of Serenity: Black
castle between two sets of crossed black daggers forming two X (right and left), white background.

Further Reading: CM1 Test of the Warlords
Description by Adik de Chevasand Arcadius.

Independent from Alpha since the Great War, the petty Barony of Serenity isrecognized as aregional power by
its neighbors. Embroiled in avicious war with long-time foe Dikhoff, awar in which most other local nobles were
dragged into over time, Serenity is definitely not acalm place by any means—despite its name.

TheLand

The barony occupies a small area northeast of Oceansend, consisting mostly of rolling plains and light forest in
the southwest. The woodlands are light enough so that cavalry can ride through them, albeit at a slower pace.

The City of Serenity isbuilt around Castle Serenity, where peasants can get protection when the city is attacked
by the Dikhoffians. The city itself is not protected by a wall or palisade, though it is constantly patrolled. The
city has already been pillaged and burned on one occasion, when Baron Dimitri attacked Serenity at the
beginning of the Great War, but it has since been rebuilt. Corn fields and ranches dot the plains around the city.
Castle Serenity is a sturdy, defensive construction that once was the last place controlled by Baron Siegfried, but
marked the end of the Dikhoffian forces' advance [until the siege was broken by a rather brutal sortie of the
heavy cavalry. Arcadius.]. The castle has its back on the New Alphatian Sea, with access to wharves where
fishermen unload their catch. In case of a siege, unless the enemy can afford a naval blockade [which isn’t the
case of Baron Dimitri. Arcadius.], the castle can be supplied with fresh fish and import food. Besides, the castle
houses granaries where corn is stocked, and it can feed both humans and horses for long periods.

There is a swampy area on the southwestern border of the barony, where many attacks by Dikhoff come from.
The Oceansenders call it simply “The Swamp,” while in Alpha and other equally distant placesit is referred to as
“The Oceansend Swamp.” Native Antalians call it “The Tranquil Swamp,” a name that probably inspired Baron
Siegfried Sixx in naming hisdominion. The Tranquil Swamp is abig boggy area, but is not as full of monsters and
other hazards as your typical swampy wilderness, henceits name.

The People

Most of Serenity’s population are humans from various ethnic origin, mostly Alphatians, Thyatians and
Heldanners. A good chunk of the population of Serenity is in the business of horse breeding, either growing
corns, or raising or training horses, trading them, or riding them as the baron’s elite cavalry. All those activities
revolving around horses generally remain separate, with family-sized farms or ranches, though a few ranches have
grown to larger proportions, with a large corral tended by several employees, and often an adjacent farm
dedicated solely to the production of food for the horses. Such ranches often are under contract with the baron,
and select the mates especially for the attributes the army is looking for. Oxen and other beasts of burden are
rarely used in Serenity, as there are suitable horses aplenty. Indeed, not every horse, however carefully selected
its parents were, becomes a sturdy war-horse. Thus lesser horses are used to pull every chariot, cart, caravan,
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plow, or water pump. This heavy use of horsepower has prompted the baron to ban slavery and servitude [which
is not the case in all the petty dominions across Norwold. Arcadius.], and even the servants and commoners
have less exhausting work to do; thisis the main reason why commoners do not flee this otherwise war-stricken
dominion.

The bulk, if not al, of the Serenic army is made up of cavalry. Some of it consists of light cavalry, mounted on
light war-horses and equipped with light lances, short swords, light crossbows, and leather armor. Their primary
purpose is to patrol the barony and scout the buffer zone [and occasionally enemy territory. Arcadius.] for
advanced enemy forces. They will apprehend trespassers, engage small enemy groups, or report to the castle any
larger force. Another group consists of medium cavalry, mounted on medium war-horses with leather barding,
equipped with medium lances, long swords or maces, light crossbows, and chain mail. They patrol around the
castle and the large ranches, and often engage enemy troops. When not on a mission, they can be found drilling
within the castle walls. Heavy cavalry constitutes a small elite group, the baron’s guard. They are mounted on
well-trained, much sought-after heavy war-horses, protected by plate barding, and are equipped with heavy
lances, broad swords, and plate mail. They generaly train at the castle, only engaging the enemy when it strikes
deep inside Serenity, or when the baron is leading a large-scale attack on Dikhoff. They never attack alone,
though, relying on medium cavalry to protect their flanks while they charge the Dikhoffian grunts.

Today nobody livesin the buffer zone anymore: everybody has already migrated to one barony or the other, or
occasionally to another country altogether, far from this war-plagued area. It is rumored however, that alone old
man still livesin his hut in the middie of the buffer zone, apparently not scared by the war. He must be a very
powerful man to be still alive there, or avery mad one. Both barons have heard of this strange person and tried at
some point to contact him—each one believes the hermit could be a precious ally against the other. However,
scout patrols seem to have problems locating his hut, not to mention that the buffer zone is a hotbed for
skirmishes and disputed ground. Some rumors have it that the man is only a deranged fool, while others think
he’ s alunatic yet absent-minded Alphatian wizard, who was stranded on Brun after the sinking of Alphatia.

Recent History

Serenity is afairly recent dominion; until the dawn of the new millennium, it was but wilderness, with just the
occasional settler. When King Ericall invited heroes from all lands to come in Norwold and gain nobility and
dominion in return for pledging fealty to the crown of Alphatia and to himself, many worthy heroes came to carve
out their own dominions; among them was Siegfried Sixx. He became abaron of Ericall’s and settled in this region
of Norwold founding the city of Serenity, where people would live under his protection. But next door the
baron’s old nemesis, the treacherous Dimitri Dikhoff [who a few years earlier took hislife in a duel while he was
already lying unconscious on the ground. Arcadius.], boldly founded his own dominion too. Only a miles-wide
buffer zone separated the two countries, where whole planes of existence would have been needed. Skirmishes
between the two noblemen’s forces were frequent and bloody, despite King Ericall’s best efforts to prevent
infighting between his vassals. Their role at court was not so much to assist their liege, but indeed to try and
gain support from other lords, especially their close neighbors.

When mighty Alphatia declared war on Glantri and its allies, Baron Dimitri was quick to declare Baron Siegfried
atraitor [based solely on Segfried’'s Thyatian origins, and no actual evidences. Arcadius] and attacked
Serenity. King Ericall, unable to keep his noblemenin line, could not prevent this from happening [ besides, other
lords did betray him, and it was hard at the time telling who was still loyal and who was not. Adik.]. This
initial attack was met with Baron Siegfried’s well-prepared forces though, and the assault could not break the
defenses. The two dominions have been in an intermittent state of war ever since. Battles occur from time to
time, and there exists no more a clear line between them, as the buffer zone and the enemy’ s territory are regularly
crossed asif they did not exist.

Both nobles have stopped answering to King Ericall’s calls, as well as sending any tribute, as they estimated
they have better to do with their time, troops and money. The situation has grown into a stalemate lately, and
each baron is trying to gain a decisive edge. The latest battles have been confined to skirmishes in the buffer
zone, some settlements burnt and their inhabitants killed, but no major battle leading to significant land gain, until
atruce was declared—but few believeit will last. Baron Fergus has been an ally of Baron Dimitri ever since Baron
Siegfried was rumored a traitor in the Thyatians' pay, and estranged Lord Maximus | has on occasion lent his
minions as mercenaries to Serenity to supplement their cavalry with some needed infantry. Baron Siegfried claims
that his enemy is trying to forge an alliance with the Heldannic Knights to the south, but whether thisis true or
not remains to be seen.

Don’t Miss
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Horse lovers, come to Serenity! Thisisone of the rare placesin Norwold where you can find horses for sell at a
decent price. Of course, you won't find fine stallions asin Ylaruam or Ethengar, and of course the baron gets the
first pick to supply his troops with the best war-horses. However, you may stumble on the rare overlooked fine
stallion, or opt for a horse that is not suited for warfare but will do a great job as ariding horse or as a beast of
burden. The annual horse fair takes place on Tslamir 15 [ Felmont 15. Ed.].

Do Miss

Be especialy careful when entering the Barony of Serenity—or even when roaming anywhere in the area—
because of the war going on between the powers of the region. It is easy to find oneself right in the middle of a
deadly skirmish between the Serenic cavalry and the Dikhoffian infantry [though the wise looks up at the sky
regularly, watching for vultures. Adik.]. Even then, you can hardly travel afew miles without being arrested by
a heavily armed patrol, always on the lookout for advanced enemy forces or spies and saboteurs. | recommend
abiding to their directives and accepting their searches and many questions without complaining, because they
are quick to consider the faintest opposition proof of your culpability.

SONNENFELD (Barony of)

Location: Norwold, continent of Brun, northeast of Oceansend, on the western shore of the New Alphatian
Sea.

Area: 499 5. mi. (1,292 511 km.).

Population: 1,300.

Languages. Heldannic.

Coinage: Heart (gp), blade (sp), wall (cp).

Taxes: 25% income tax, collected yearly.

Government Type Independent barony.

Industries: Horse, birds of prey, hunting, craft (fletchers & bowyers).
Important Figures. Fergus (Baron, human, male, F15).

Flora and Fauna: Sonnenfeld comprises a few bogs along the southern border with the Tranquil Swamp, but
for the rest it consists of rolling hills, which are great pastures for horses tended here. Near the southern and
eastern borders with the swamp many birches and willow trees grow, and many flocks of birds also live in
Sonnenfeld’s territory. This game, the horses and the birds of prey (like hawks and sparrowhawks) raised and
trained here are the main resources of the country, since the farmlands to the north produce barely enough food
to support the needs of the populace. Wild monsters living in the swamp (like crocodiles, serpents, giant fishes
and carnivorous plants) prey on the hunters who venture there to catch ducks, hens, coots and such.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Arcadius and Adik provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

SWORDCOAST (Barony of)

Location: Norwold, continent of Brun, northeast of Oceansend, on the western shore of the New Alphatian
Sea.

Area: Approx. 998 sg. mi. (2,585 sg. km.).
Population: 3,000.

Languages. Heldannic, Thyatian.
Coinage: Heart (gp), blade (sp), wall (cp).
Taxes. 25% income tax, collected yearly.
Government Type: Independent barony.

Industries: Agriculture, brewing, fishing, craft (weaponsmithing).
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Important Figures. Maximus| (Baron, human, male, F15).

Floraand Fauna: The plains of Swordcoast are mostly cultivated with wheat, hop and grain, leaving only the
western low hills to pastures. As a result, most of Swordcoast is a farmland, with trails and earthen roads
crisscrossing the countryside. All of the trees have been cut down, killing and driving away all woodland
creatures formerly living here. Common fauna now includes domestic cattle (pigs, hens, cows and chickens) and
the occasional stonemarten, weasel (both giant and normal) and otter. Since the majority of the people living in
Swordcoast are able to wield aweapon effectively, not many wild monsters remain today in this country.

Further Reading: CM1 Test of the Warlords

No description thisyear. [Arcadius and Adik provided us with basic dominion information, but no insight—
watch for more next year. Ed.]

KAMMINER BAY

Lying just north of the heartlands of the Heldannic Territories is the Kamminer Bay, named so in AC 1010
following the successful conquest of Landfall by the Heldannic Knights. Although technically part of the
Heldannic region known as Heldland, the lands surrounding the port city of Landfall are quickly being converted
into another part of the heartlands. Waves of settlers are pushing back the frontiers and bringing more of the
land under the plow, while the military might of the knights entrenches itself deeper. It isaland on the fringes of
civilization, both dangerous and placid; predictable, yet volatile.

HELDLAND (Heldannic Territory of)

Location: Continent of Brun, southern coast of Norwold.

Area: Approx. 23,450 sg. mi. (60,735 sg. km.) is controlled by the Heldannic Knights at present; a much larger
territory is claimed.

Population: 28,000 (10,000 in Landfall, 5,000 in Forton, many more living in homesteads scattered throughout
theterritory).

Languages: Thyatian (Hattian dialect, official), Heldannic, some Alphatian spoken in Landfall and vicinity.
Coinage: Groschen (5 gp), gelder (gp), erzer (ep), markschen (sp), fenneg (cp).

Taxation: 15% income tax collected 4 times ayear. 10% tithe to the Heldannic Knights, collected once a year.
Poll tax of 1 gp per year on those who refuse military service. Taxes are waived for the first 2 years for new
immigrants. Thereisalso a5% salestax on all items but food and clothing (these taxes are not waived).

Government Type: Military theocracy.
Industries: Agriculture (potatoes, wheat, other vegetables), cattle, mining, sheep, lumber, hunting, war.
Important Figures: Helga Schonberg (Landmeister, human, female, P12 of Vanya).

Floraand Fauna: Heldland is blessed with many natural resources. Along the coastal regions verdant stands
of oak, evergreen, birch, and pine predominate, mingled with dense patches of juniper bushes wherever the
sunlight manages to filter down to the ground. Further inland, and in the more settled regions, hardy long
grasses, wildflowers, and fruit-bearing shrubs predominate, such as dandelions, buttercups, strawberries,
blueberries, and not to mention scattered thistles and wild roses. Towards the foothills of the Mengul Mountains
to the west, almost as though sensing the sinister evil that seems to emanate from the forbidding Denagothian
Plateau, much of the plant life gives way to blighted briar patches, lichen, yellowed grasses, and the like. Itisalso
in this region that the monstrous species of plant life, such as vampire roses, grab grass, and whipweed, are
known to predominate.

The animal life of Heldland is similarly abundant. Here, one may find animal herds such as sheep, caribou, and
moose, as well as more solitary animals such as grizzly bears, lynxes, and beavers. In the northern regions of
Heldland live numerous wolf packs. Travelers have noted that, as with plant life, those animals living near the
Mengul Mountains appear to be almost sickly—or corrupted—in appearance. In the foothills of those
mountains, and in the hilly country north of Landfall, can be found giants (mountain, hill, stone, and the rare
frost), goblinoids, lycanthropes, as well as the rare, reclusive sasquatch. Dragons also venture into the territory
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from the northern mountains; most of those few who have been spotted were identified as red dragons, though a
few whites are known to live in the area.

Further reading: CM1 Test of the Warlords Dawn of the Emperors boxed set, previous almanacs.

No description this year. [Hendrik von Gultzer provided us with basic dominion information, but no
insight—watch for more next year. Ed.]

DENAGOTHIAN PLATEAU

The are known as the Denagothian Plateau encompasses the 7,000" high plateau that lies north of Wendar and
west of Norwold. While the southern and eastern areas are covered with verdant evergreen trees that make up
one of the oldest forests of the whole continent, the heart of the plateau is a windswept grassy plain where
animals roam free. The northern and western parts are the most dangerous and the least inviting, since they
encompass a dead forest, alarge swampy region and ancestral badlands that hide numerous monstrosities. The
sinister Kingdom of Denagoth claims most of the region, although some areas of the plateau are not directly
under itsinfluence.

DENAGOTH (Kingdom of)

Location: Norwold, continent of Brun, north of Wendar and west of Norwold and the Heldannic Territories.
Area: 125,000 sg. mi. (323,750 sg. km.).
Population: 276,000, roughly 25% human and 75% humanoid; estimated demihuman (elf) population: 2,000.

Languages: Denagothian (a human language not closely related to any other spoken in the Old World), Orcish,
Gnoll, Goblin, Bugbear, Heldannic, Elvish (Geffronell, Genalleth and Alfheim dialects).

Coinage: Gold (gp), silver (sp); barter common.

Taxes. 30% income tax, collected yearly.

Government Type Theocratic dictatorship.

Industries: Hunting, raiding, mining, agriculture (grows barely enough for its own use).

Important Figures: Landryn Teriak ak.a the Shadow Lord (King, vassalich, male, M14), Grumann (General,
human, male, F13/T10), Durifern Widefarer (Clanmaster, €f, male, R15), Beasthunter (Clanmaster, elf, male,
F12/M13).

Floraand Fauna: The area known as Denagoth comprises a great oak forest to the east that dates back to the
old Blackmoor era and another forested region to the west mostly made of dead trees. Throughout the whole
region the terrain is rocky and difficult to cultivate, if not impossible. The Avien Plains, in the central part of
Denagoth, is the only area where the soil is somewhat able to produce crops and where cattle can be tended
without particular problems. The northern zone is basically a rocky waste that gives way to swamps and frozen
tundra. The animals commonly encountered in Denagoth are moose, elks, bears (all species, especially grizzlies),
wolves (even dire wolves), wild boars, snakes and mountain lions. The land is a heaven for humanoid races, and
many tribes of orcs, hobgoblins, goblins, bugbears, gnolls and some ogres live in the foothills and on the highest
peaks of the mountains, aswell asin theforests. The Mengul Mountains are hometo avast variety of monstrous
species, such as: snow apes, white apes, giant bats, dragons (white and blue), harpies, giant ferrets, sasquatches,
and unicorns. Black dragons abound in the swamps and forests of the entire region, unchallenged masters of the
draconic race inhabiting Denagoth.

Further Reading: X11 Saga of the Shadow Lord, previous almanacs.
Description by Christopher Dove.

I am writing this report not of my own free will, but because | have been charged by Denagoth’ s high priestess
to let you, dear readers, know of Denagoth’s magnificent landscapes and shed some light on its inhabitants. |
have been told to reassure all of you, who live in the southern nations, that Denagoth has no will to cause
mischief in the Old World, but that it is a land with an ancient and proud history that only deserves to be
acknowledged by the other important nations of the world.
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In this brief commentary | will thereby describe the central region of Denagoth, what is commonly referred to as
the Avien Plains, which is the only area | have been alowed to visit without hindrances, always escorted by a
small group of soldiers gladly provided for my own sake by the Church of Idris.

[Thisreport strangely arrived in perfect shape even though the rumors coming from the north want Mr. Dove
in the hands of the dangerous for ces of the Shadow Lord. We do not know how much of this has been written by
his quill and how much has been later added or modified for propaganda by the Church of Idris. We only
advise you, dear readers, to take everything written here with the benefit of doubt until we find out more. For
more information on the Forest of Geffron and the overall region, please refer to the previous Mystaran
Almanac, AC1015. Ed.]

TheLand

If you enter Denagoth following the road that goes from Gylharen's Pass in Wendar up to the Denagothian
Plateau, you will find yourself in the middle of the verdant Forest of Geffron, now fallen back into the hands of the
Shadow Lord' s minions. Going north from this spot, the forest leaves way to a huge grassland that is called the
Avien Plains after the tribe that settled it along time ago. It is here that the great majority of the Denagothians
live, humans and humanoids alike. Here the soil is good enough to plant afew crops and breed different species
of animals.

The southern part of the Avien Plains bordering the Forest of Geffron consists mostly of farmlands, orchards
and cultivated fields, although the farmers grow barely enough food to satisfy the country’s needs. It isto be
noted that most of the crops grown goes to the ruling class of Denagoth, leaving to the farmers and lowest
classes only the scraps. This has been cause of riotsin the past, as some of the farmersin this areatold me. The
northern region isinstead used to breed cattle and herding riding beasts for the army, both normal and monstrous
in nature. The area known as the Essurian Grasses to the west, bordering the western part of the Great Forest of
Geffron, is also devoted to the training and breeding of beasts. The meat and other byproducts derived from the
cattle allow the Denagothians to survive the rigid and seemingly never-ending winters, when the fields do not
produce anything. | have been told by my escort that the priests of Idris also travel the land during winter
creating and purifying food in order to assist the populace, but up to now | haven’t witnessed any of such
occurrences.

The Avien Plains are windswept most of the year because of the lack of natural barriers to the north, and this
has caused their actual state. | have motives to believe that the elves’ magic prevented the weather from
destroying the Great Forest of Geffron, which now seemsin pretty good shape even though the elves aren’t there
anymoreto maintain it. Probably the magic inherent to the forest allowsit to resist the harsh weather to which the
whole region is subject.

The two mgjor settlementsin the Avien Plains are Brakkah and Thariss. Brakkah (pop. 6,000) islocated near the
western border of the Lothenar Forest and is a typical Denagothian village with mixed inhabitants, only larger
than the usual size. The town issurrounded by a sturdy 30’ high palisade of magica hardwood whose properties
are unknown to me. The town map is circular, with the Temple of Idris built in the main square as reference point
for the life of the whole community. The buildings inside the town vary in shapes and materials, although most
are wooden with the first story made of bricks and rocks. The dwellings have normally two floors and they rarely
house a single family, because the Church of Idris encourages the citizens to live in close relationship with their
neighbors. Each of these multi-familiar housesis regularly visited by itsirik-tanes [roughly translated to “ Holy
Overseer.” C.Dovel], apriest of Idris who oversees the entire building and takes care of the familiesliving in it.
This way the church always knows where and when there are problems and may lend a hand to solve it. The
town is regularly patrolled by the Shadow Army [which serves both as the military force of Denagoth and as
town guard. C. Dove] and by the Wardens of Idris, which are the priests specialized in enforcing the law of Idris
in Denagoth. | have not had the chance to visit Thariss, but the guards escorting me told me that the city is
similar to Brakkah. Asfor the smaller villages of the Avien tribesmen, there are more soldiers of the Shadow Army
here to keep an eye on troublesome agitators, and all the village walls have been destroyed after the last upheaval
inthe 10" century.

The People

There are numerous settlements in the Avien Plains. The great majority of the southern ones are inhabited by
humans, while the northern ones feature a mixed population of humans and humanoids, who don’t seem to have
particular problems with this integration. The Avien tribesmen are a tough race of stubborn and proud people
with a clear Antalian (Heldannic) lineage, while the northern Denagothians are stronger, tougher and more
resistant to the harsh climate than the common northmen. They can be clearly distinguished from the Avien
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tribesmen because their complexion is strangely darker, more similar to the Thyatian stock than to the classic
northmen’s. Also astrange fire seemsto burn in their eyes, alight that sometimes makes them look very similar to
the hairy humanoids, and maybe this could explain why they seem to have no problemsin living side by side [a
long forgotten racial relationship might be the cause of thissimilarity. C. Dove.].

The Avien tribesmen areilliterate and do not have awritten language. They share acommon oral tradition and |
have found no evidence of a forgotten written language in their sites. Their cultural identity is deeply rooted
however and this is probably the cause of the trouble they have been giving to the Church of Idrisin all these
decades. They resent being controlled by the theocrats and would like to return to their free ways, but the
Church of Idris has deemed more appropriate to convert them into sedentary farmers for the welfare of the nation.
A few nomadic Aviens still exist in the northern part of the plains however, but they are now a small minority. |
have heard rumors saying that some of the Avien tribesmen still follow the cult of their ancestors, but since it is
illegal inside Denagoth they probably worship their deities in secret.

Asfor the true Denagothians, they are deeply loyal to Idris and always follow the rules dictated by the church.
They serve in the army regularly when they enter the appropriate age and have a strong sense of national unity
that borders fanaticism. They are not hostile towards strangers, although they are always suspicious of them and
frequently ask questions to determine whether they are a possible threat or an aly. They share the same written
and spoken language, which uses the old Essurian al phabet [ Essuria was an ancient kingdom that encompassed
the whole Denagothian Plateau in the last five centuries. C. Dove.], and also have old traditions and habits that
reinforces their sense of unity and greatness. They know they are the descendants of a proud race of conquerors
and great warriors, of honorable fighters and true believers, and that the humanoids living alongside represent
what they were in their early ages. For this reason they must be patient and teach the humanoids the way to
become atrue civilized Denagothian, and at the same time they must take inspiration from the humanoids’ great
perseverance and fierceness in order to remember what they were and always will be.

The humanoids of Denagoth, on their part, are much more civilized than the common brutal goblinoid of the
Broken Lands. They are considered equal citizens of Denagoth, serve in the army and clergy just like the humans
and may even attain important positions inside the military orders, even though they are normally left out the
bureaucratic system for obvious reasons. Orcs are the most common species, followed by goblins, hobgoblins,
gnollsand bugbears. All the humanoids share the same chaotic traits, even though their ways have become more
controlled and organized thanks to the Church of Idris’s intervention through the centuries. Theirs can now be
defined a “controlled chaos,” since everyone knows what's expected from them given their social position, and
they try not to upset their overseers. However, they have the opportunity to discharge all their feral instincts at
least once every day by going to special areas where they fight with one another or with other beasts and train
both their body and their morale. This seems to be an established policy inside Denagoth and everyone is
content with this.

Recent History

The Church of Idris is responsible for rebuilding the nation after the fall of the Essurian Kingdom at the
beginning of the 10" century. The rumors that wanted the Shadow Lord as the sole ruler of Denagoth are false,
sinceit isin fact a perfect theocracy. The Shadow Lord is only the commander of the Denagothian army, and the
rumors about his violence and ruthlessness have been exaggerated by the nearby Wendarians, since they still
remember the wars made in the past centuries with the Kingdom of Essuria and blame the current Denagothian
Kingdom for those. Aside from defending itself from the elven invasion of last year, Denagoth didn’t attempt any
invasion of the nearby lands during all these decades and only now it’s trying to end its isolation by sending
emissaries and ambassadors to its neighboring countries to establish political and economic ties.

Don’t Miss

Thereis nothing special to visit in the Avien Plains, except maybe the great herds of riding animalsto the north.
It isamagnificent show to see all these animals roam the plains together like a great wave of living flesh, and even
more astounding is witnessing how the monstrous specimens are trained and used by the expert Denagothians.

Do Miss

Do miss the whole southern region, which is a nest of rebels and unrest is common here. Unless you want to
participate in acivil revolt, you should steer away from the Avien tribesmen, or at least do not trust them. Also
the Essurian Grasses are not a hospitable place for the visitors, since they are located near the Forest of Geffron
and the western border of the plateau, which is known for harboring packs of wild beasts and disgusting legions
of undead that date back to the Essurian Kingdom and prey on theliving.
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ATLAS OF THE SAVAGE COAST

The Savage Coast is a frontier land, with continuous goblinoid invasions and sguabbles between the local
lords. Most of the land isin ruins and is mainly unexplored. Colonized over the centuries by the riff-raft of the
Old World, most people are unscrupulous and the law of the jungle often prevails. The natives who lived there
(goblinoids, savage rakasta and lupins, etc.) are none too friendly either, and are often hostile towards humans
and demihumans.

Some of the natives are more civilized, such as the rakasta of Bellayne or the lupins of Renardie. In fact, along
the Savage Coast, raceis often ignored and non-humans can fit in easily to human society. Instead, nationality is
the main source of pride, and several nations have had century long feuds in which there appearsto be no end in
sight.

In thisland, the local lords make the rules, and others are poor and uneducated peasants who must follow their
whim. Many an adventurer has broken free of this feudalism and wanders the land, without a home, in search of
fortune and fame. There are more adventurers without loyalties on the Savage Coast than anywhere else on
Mystara.

Uniqueto thisland isastrange metal calledred steel. This metal is as strong as normal steel, but much lighter,
making it a prized possession by all warriors. Red steel is more precious than gold, and rulers have sacrificed
entire armies to try and control its trade. Many grand quests have the goal of finding red steel, and many wars
still go on because of it.

Finally, the entire land is falls under the sway of the dreaded Red Curse. This affliction deforms all those it
affects, transforming them into hideous beasts. Even stranger, some of the inhabitants seem to have learned how
to control this curse, gaining wondrous magical powers known as legacies. It is rumored than once you are
affected by the Red Curse, you cannot |eave the Savage Coast otherwise the curse will destroy you.

Adventure can be found by exploring the many ruins and searching for ancient artifacts. But on the Savage
Coast, red steel and the mastery of legacies are the true keys to power and fame!

Located to the west of the Old World, the Savage Coast stretches almost 2,000 miles in length. Its southern
shores lie against the Western Sea of Dread, while the west is blocked by Yalu Bay. To the east, the Great Waste
separates the Savage Coast from the Old World. Finally, the north is bordered by the Y azak Steppes, home of the
endless hordes of goblinoids.

[Unfortunately, one of our correspondents was in Gargofia near the end of the year when bloody events took
place in the barony. It would appear that he was taken captive and imprisoned, preventing him from sending
his completed atlas of the Savage Coast before our almanac went to the press. We expect him to be released
soon, and get the well-detailed atlas of the region that you, the reader, are expecting from the almanac, in our
next edition. Ed.]

Correspondents for the Savage Coast

Hereis our list of correspondents that give us detailed information on the nations, places, and events of the
Savage Coast:

Marina Takanitas

Marina Takanitas is another new correspondent. At 23, sheis one of the youngest on our team, and she brings
us news from the newly discovered Milenian city-states located on the Meghala Kimata Plains. Marinais atrader
who hails from Kastelios, one of the biggest, and fastest-growing, port citiesin the region.

A cheerful person, her laughing brown eyes and bouncing golden curls are hard to miss in a crowd, but this
exterior also serves to shield a very capable correspondent who will stop at nothing to get you, the reader, the
ground-breaking stories of northwestern Davania as they happen. No danger is too much for her, and, believe
me, she knows how to use that short sword she carries!
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Atlas

YAVDLOM (Serene Divinarchy of)

Location: Continent of Brun, southern half of Serpent Peninsula (including Thanegialsland).

Area: Approx. 240,000 sg. mi. (621,600 sq. km.).

Population: 1,000,000.

Language: Yavdiom.

Coinage: Yavdlom does not mint its own coins, but foreign currencies are accepted at face value.
Government Type: Divinarchy (rule by sages and soothsayers), nation is divided into numerous dominions.
Industries: Trade, agriculture (mostly fruits, nuts, and vegetables), and fishing.

Important Figures. Msiba Jahi Bwana Ramla (Great Prophet), human, female, P18 of Yav), Kondu Paka
(Bwana Gwaride (Great Guardian), human, male, F16), JibadaY avswano (Mokuba (Ruler), human, male, F7)

Flora and Fauna: Covering much of the southern portion of the Serpent Peninsula and Thanegia Island,
Yavdlom is filled with thick jungles and foul swamps. The coasts are dominated by vast mangrove swamps, fed
by the thousands of nutrient-laden rivers, flowing from the central highlands of Thanegia Island and the
Nakakande Rain Forest on the mainland. Further inland, sunlight is almost completely blocked out by the dense
canopy of vegetation high overhead, and where light does filter to the jungle floor, a great profusion of bushes,
vines, and thorns makes overland travel extremely difficult. The Okwonga Lowlands, along the southernmost
portion of the peninsula, are avast swamp, choked with mangroves and mud.

Just as Yavdlom is blessed with rich vegetation, it is also teeming with animal life. Deep in the interior jungles
one can find herds of triceratops and packs of tyrannosaurus rex. Also present are hundreds of varieties of
snakes and birds, as well as various types of wild boar, deer, elephants, and predatory cats—including displacer
beasts. Also known to inhabit the Nakakande Rain Forest are several tribes of trolls and jungle orcs, and some
tales are told of green dragons making their homes far from prying eyes. The great swamps of the Okwonga
Lowlands are no less populated—nhere, one can find tribes of lizard men and orcs, as well as scattered gatherings
of Mugumba mud-dwellers. It has also been said that a great black dragon makes its home somewhere deep
within the swamps, feeding off of anything so foolish as to venture near its lair. Among the less sentient
inhabitants are water termites, hydrae, giant leeches, purple worms, snakes, and crocodiles.

Further Reading: Champions of Mystaraboxed set, Voyage of the Princess Ark series, previous almanacs.
Description by Marina Takanitas.

| have traveled the byways of the Serpent Strait, that narrow body of water separating the Serpent Peninsula
from Davania, for only afew years, but visiting the odd yet wonderful realm of Y avdlom has always been full of
new experiences. Whether one seeks high adventure, bustling ports, or relaxation, Y avdlom has much to offer the
visitor. | shall try to do it some justice in my description of this exotic nation, but | feel one must go and see its
rare beauty for themselves, in order to fully appreciate the simplicity and complexity of thisland and its people.

TheLand

Ask any person living around the western Sea or Dread what comes to mind when they picture an untamed,
fearsome wilderness, and they will likely say “Yavdlom.” It isnot by coincidence that thisisso. Few other lands
in the region contain so much diversity and density in life. Much of the country that is not swampland is rugged
and hilly, covered by dense foliage. One would think that such aland could not be inhabited by civilized folk, but
it isindeed. Scattered throughout the jungles of Thanegia Island, and along the coast of the peninsula, lie the
towns and cities of the people of Yavdiom.

As mentioned earlier, Yavdlom is spread across two landmasses—Thanegia Island in the south, upon which
most of the populace lives, and the southern portion of the Serpent Peninsula. Separating the Sea of Dread from
the Izondian Deep, Y avdlom receives alarge amount of stormy weather, particularly in the summer months, when
monsoons sweep in from the seas to batter the coasts. The three-month long wet season, during which a
drenching downpour is ailmost guaranteed every day, combines with the tropical climate to produce a land of
dense jungles and seemingly endless swamps. So fertile are the soils here, that more than one harvest per year
can be coaxed from them.
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The People

If theland of Y avdlom appears unique, the people who inhabit it are doubly so. They are generally tall and slim,
with very dark skin and tight, curly hair. Veteran merchants and explorers, who claim to have plied all the major
seas of Mystara, say that in the far east there are many such dark-skinned people, just as the Pearl Islands are
home to them as well. Almost all of them possess slightly pointed ears—a clear sign that, at some point in their
past, extensive contact with elves occurred. The one thing that stands out the most among the people of
Y avdlom isthat a high proportion of them appear to be gifted with mental powers of precognition to some degree.
Those who have the strongest powers are placed in the ramla class—a class of seers and advisors who use their
abilities to guide the people along the best path, yet ensuring that the fundamental balance between light and
dark isnot disturbed. At least, thisishow | understood it.

Those whose abilities are very weak or nonexistent are largely relegated to the layman class. These are the
commoners, if you will. Among these people, however, are drawn the nobility of Yavdlom. Those of the ramla
class are forbidden from interfering in the affairs of the nation, lest, according to the Precepts of Yav, they use
their powersto further their own ambitions. Instead, the ramlas go out among the populace, searching for those
laymen who, according to their predictions, will make a difference. Thus, there is a clear division among the
laymen—the tukufu (those who matter) and the ogwambe (those who do not). Tukufu candidates are sought out
whenever a prominent post becomes available, and indeed they are strongly encouraged by society to fill those
posts—they would otherwise be denying their own fate, it seems. There they remain in their position, until the
ramlas determine that whatever purpose, for which the tukufu had been chosen, has finally been fulfilled.
Thereafter, they lose their status, and become what is known as swetanga, which appears to have the same level
of prestige as aknight in other realms.

Even after my timein Yavdlom, | still find I cannot quite accept the cold logic of such a system. Certainly, it
produces the best candidate for the task at hand, but | find it unpalatable that so many people—the ogwambe—
are simply written off as being of no significance. Itissaid that the ramlas are as unfathomable as they are wise.
This| believe.

If there were one word | would use to describe the People of Yav (as the folk of this nation call themselves), it
would be “serene.” Guided by the members of their ramla class, the commoners go about their lives, secure in
the knowledge that all will happen asit is fated to be. This confidence gives them the air of being content, as
though, compared to those of other nations, they have few caresin theworld. | do not know the truth of this, but
many of them do appear to have a certain degree of fatalism. Very often | heard such phrases as*“ It was meant to
be” or “Fate has decreed that this should be so” while walking the streets of Tanakumba. For al that, however,
the People of Yav are not an idle folk, nor are the commoners the slaves of the ramla class.

Recent History

The precise details of Yavdlom’s history are lost to us today, but it is known that the people who call
themselves the People of Yav have lived in this region for a very long time—at least a thousand years or more.
This ancient period of settlement is largely a mystery to Yavdlom scholars today, though there is evidence of
widespread settlement—perhaps over a larger area than currently controlled by the nation. This, in addition to
the discovery of underwater ruins, has led some people to conclude that there was once a great civilization on the
Serpent Peninsula, but a disaster of some sort brought it to an end.

Much of recorded history in Yavdlom—at least, that history which is studied most often—dates from the
legendary time of Yav, the first great leader. It is said that some great disaster, perhaps the one that produced
those ancient ruins, forced the ancestors of the modern People of Yav to flee westwards to a new land, where
they sheltered until their leader, Y av, determined it was safe to return. Upon returning, he issued his people a set
of rules, known as the Precepts of Y av, to govern their behavior. All thiswas said to happen many centuries ago.
The time before the introduction of the preceptsis viewed by many, especially those of the ramla class, as a dark
age, where the People of Y av fought as common beasts, and did not aspire to anything.

Y avdlom’ s contact with the nations of the Old World officially began in AC 852, when Minrothaddan explorers
discovered the “most limpid city of Thanopolis,” which we know today as Tanakumba. In those days, when the
city had only just been founded, there was little more than the Azizi Berungi and a collection of houseboats and
huts on stilts. Since that time, Tanakumba, and the rest of Y avdlom with it, has grown into a prosperous place,
with traders from Kastelios, Sind, Minrothad, lerendi, and other lands vying for a share of the lucrative trade in
sugar, coffee, cocoa, and other exotic goods.

Don’t Miss
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Perhaps the one thing that stands out most in Yavdlom is its capital city—Tanakumbal Home to over 25,000
people, thisis a city that never sleeps, as people constantly go about their business. Founded some 200 years
ago, during the birth of the modern nation of Yavdlom, Tanakumba is a unigue city, representing the past and
future of these people. Spread among roughly 50 islands, and nestled in the midst of a great delta, modern
Tanakumbais built atop the half-sunken ruins of a much older city, whose inhabitants remain largely unknown to
thisday. Some of the ancient stone buildings have been restored, however, and these tend to dominate the city’s
islands, surrounded by more modern wooden ones. Visitors will also notice the graceful bridges that connect
most of these islands, and many of these have sections that can be raised or lowered magically to allow tall ships
to pass through them.

Wheat visitors will notice most, of course, isthe Azizi Berungi, the dwelling place of the great prophet. Itistruly
amiraculous building, dominating the center of Tanakumba through its sheer size and wonder. Standing 200 feet
tall and made from one giant conch shell, this great palace contains twenty floors—enough room for the great
prophet and a host of administrators and servants. The fact that it is one giant conch shell, however, is what
astounds all who seeit. At its very tip—indeed, at the tip of al shell towers in Tanakumba—is a small chamber
known as the Nuru wa Ukweli, or “fire chamber.” Here, aflame is kept burning at all times, symbolizing wisdom.
On aclear night from on high, it is an impressive sight to look down into the city, and see these fires burning in
unison—Iike hundreds of tiny stars twinkling above the water, their light reflected in the canals and waterways.

Do Miss

Just as Tanakumbais well worth the visit, one would do well to avoid the under-city that lays beneath it. When
the city was constructed some 200 years ago, great petrified wooden platforms were laid out, along with the
numerous islands, as the ground upon which all buildings would be constructed. What lies beneath is a foul
underworld, reputedly inhabited by the desperate, the shunned, and the criminal. | learned from a talkative local
that the underworld is said to be a vast warren of tunnels, containing building foundations, sewers, and even the
half-buried ruins of the ancient city that was said to have existed here long ago! No one appears to question
whether or not such aplace truly exists, though | have heard that few who venture into the bowels of Tanakumba
ever return.

Another place to avoid, but one that is not acknowledged for a different reason, is the town of Gwondoya.
Situated on the western coast of Y avdlom, on the Serpent Peninsula, Gwondoya was founded circa AC 920 by a
large group of Yavdiom settlers and traders, eager to carve out a new domain for themselves, and to open a
convenient port to attract merchants from Slagovich. Thisiswhere all official mention of Gwondoya ends; within
ten years of its founding, so | am told, nothing was heard from the town or its inhabitants. Over the ensuing
years, parties have ventured there to determine Gwondoya's fate, but few have returned. Those that did so
reported that the town is strangely intact, with no signs of damage. They uncovered no signs of neglect;
everything had the appearance of being untended only for a few moments. What was missing where the
inhabitants. So sinister is the tale, and so strong is the feeling of evil in the area, that no native of Yavdiom will
willingly go there; nor will they speak of it. A perplexing tale, to be sure, but perhaps one would do well to heed
the words of the natives.
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ATLAS OF THE HOLLOW WORLD

Hollow World... the name is highly indicative as to this part of Mystara. For Mystarais hollow and within the
hollowed space resides an entirely different world. But a world it is, with expansive forests, virgin mountains,
tenacious seas, and harsh deserts. Being inverted, the landscape has no horizon and slopes noticeably upwards.
Reaching out from the inner crust, the surface features are warmed and lighted by the shimmering and pulsing red
spherethat actsasasun. Around this orb orbit several bodies, one of which isthe continent of Alphatia.

This world is populated by peoples long thought dead from Mystara's surface world. Here, one can see the
very civilizations that flourished and eventually fell throughout Mystara's history. Though some civilizations
have sojourned here for centuries, and even millennia, the passage of time has not altered them. Despite time,
they still are as they were when they were present the surface world.

As it is, the Hollow World knows of no night but is in a perpetual state of red-hued daylight. There are no
constellations, only the regular rotations of the orbiting landmasses in the void above. Magic is also limited to
more primitive levels, with spellcasters being few and far between. This limitation is partly due to the Immortal
magics that keep those civilizations as they once were in their splendor—and also in their limitations or
sometimes outright barbarism.

Correspondents for the Hollow World

Hereis our list of correspondents that give us detailed information on the nations, places, and events of the
Hollow World:

Dellebram

Through effortsin Karameikos, Joshuan Gallidox Publishing has garnered the support and participation of the
Alphatian Department of the Interior in providing resource material for the Hollow World. Overseeing this effort
is Dellebram, Assistant Minister of the Imperial Office of the Interior. We at the almanac greet this addition with
hearty thanks, however we will not depend solely upon the Alphatians for reports from the Hollow World.

Dellebram is a “common” Alphatian mage (human, male, M12). As a medium level mage he was appointed as
assistant to the department head's administrator. An up and coming bureaucrat of moderate talent, he was
assigned the task of reporting on the Hollow World—atask he neither welcomes nor appreciates.

Taleris of Calimnis, son of Trestian

Taleris of Calimnis, son of Trestian, brings us news from the mysterious and far-off realm of Selhomarr. Shortly
after completing his Wandering, he embarked upon his adult life as a young cleric of Xeron, confidant that he
could fulfill what he saw as his destiny by serving his Immortal.

At the age of 26 however, a new calling was revealed to him. The mysterious organization, known as “the
Lighthouse,” came to him, and urged him to record the lore and legends of Selhomarr and neighboring lands, and
add them to its current collection of knowledge. In the three years since that time, he has traveled all over the
empire, and in other regions of Suridal. When the Mystaran Almanac's researchers and correspondents were
made aware of this enigmatic continent and its obscure inhabitants, they sought out someone who could provide
them with the information they needed. Contacts in the organization based in the Lighthouse pointed them to
Taleris.

A relatively unassuming man, Taleris walks anonymously along the byways of Selhomarr, with passers-by
noticing only another wandering cleric, going about his appointed business. In his position, though, Taleris has
gained access to important politicians and other figures, news of which he strives to bring to the attention of the
almanac's eager readers.
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Atlas

ALPHATIA (Empire of; a.k.a. Floating Continent of)

Location: Equatorial orbit, Hollow World.

Area: 1,968,134 sq. mi. (5,097,467 sg. km.), comprised of Ambur 11,723 sg. mi. (30,363 sq. km.); Ar 53,375 sq. mi.
(138,241 sg. km.); Arogansa 135,183 sq. mi. (350,124 sg. km.); Bettellyn 172,595 sq. mi. (447,021 sg. km.); Blackheart
74,326 sq. mi. (192,504 sg. km.); Eadrin 49,883 sg. mi. (129,197 sg. km.); Foresthome 296,554 sq. mi. (768,075 sq.
km.); Fridand 160,124 sg. mi. (414,721 sq. km.); Greenspur 90,787 sg. mi. (235,138 sg. km.); Haven 245,424 sq. mi.
(635,648 sq. km.); Jdfilia 111,239 sq. mi. (288,109 sq. km.); Limn 9,977 sq. mi. (25,840 sq. km.); Randel 187,560 sg. mi.
(486,780 sg. km.); Shiye-Lawr 91,785 sg. mi. (237,723 sq. km.); Stonewall 15,963 sq. mi. (41,344 sq. km.); Stoutfellow
88,542 sg. mi. (229,324 sq. km.); Theranderol 123,710 sg. mi. (320,409 sq. km.); Vertiloch 49,384 sg. mi. (127,905 sq.
km.).

Population: 5,096,000 (humans 97%, elves 2%, all others 1%). (Ambur 103,000; Ar 103,000; Arogansa 138,000;
Bettellyn 330,000; Blackheart 45,000; Eadrin 90,000; Foresthome 85,000; Frisland 80,000; Greenspur 565,000; Haven
895,00; Jafilia 52,000; Limn 225,000; Randel 130,000; Shiye-Lawr 55,000; Stonewall 1,340,000; Stoutfellow 58,000;
Theranderol 182,000; Vertiloch 620,000.)

Languages. Alphatian (official), Elvish (Shiye-Lawr dialect), Dwarvish (Denwarf-Hurgon dialect).
Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher.

Government Type: Semiautonomous kingdoms owing loyalty to the imperial throne.

Industries: Agriculture, logging, exploitation of magic.

Important Figures: Eriadna (Empress of the Alphatian Empire, Queen of Vertiloch, Queen of Jafilia, human,
femde, M20).

Flora and Fauna: With its immense size and use of magical arts, Alphatia boasts a wide variety of plant and
animal life. One may find examples of just about any life form known, as well as some previously unknown types.

Further Reading: Dawn of the Emperors boxed set, previous almanacs.
Description by Dellebram.

As most readers are firmly aware, Alphatia has survived the sinking and found a new place within this Hollow
World. With this realization before the common masses of the surface world, Her Imperial Highness Eriadna the
Wise feels that there is the need to properly inform the readers about the particulars of the Floating Continent of
Alphatia. Assigned the task rather late, the distance between Alphatia and Karameikos, and this publication’s
impending deadline time was a limiting factor towards the quantity of this material.

The Floating Continent of Alphatia is nearly identical to the land-bound version previously rested on the
surface world: it is as immense now as it was then. With its lofty orbit of Hollow World and its being
encapsulated by its own atmosphere, the continent isaworld within its own right. Upon its surface rest al of the
pre-war kingdoms, each bearing its previous attributes and geographical features. One will notice that certain
scars do exist, denoting damage sustained during the sinking. Strangely enough, the common masses know
nothing of the sinking or Alphatia’ s previous existence on the surface, so most afford the damage to memories of
some massive earthquake and the resulting fires.

[Contact with the Hollow World has always been difficult to maintain for a private venture such as the
Mystaran Almanac. The contacts needed to report on Alphatia are doubly difficult due to its isolated nature.
Through the assistance of the Karameikan Court, the Alphatian Imperial Court has graciously contributed
information on the continent. As such its contents are dependent upon the security doctrines of the imperial
state. Hopefully future segments on this geographical region will be more substantial. Ed.]

Ambur: This kingdom is mostly flat, boasting ample fields and pasturage. The terrain is broken by occasional
patches of light forests, which the inhabitants actively harvest for their timber needs. The kingdom prides itself
on its promotion of the astrological studies and a passion for the theater. The kingdom’s capital is Starpoint and
isruled by Queen Elshethara (human, female, M 16).
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Ar: Aris, and always has been, afarming kingdom. Its open landscape is spotted with farms and towns, most
hugging closely to the shores of Crystal Lake. Prior to the sinking the farms had fed the nobles who lived in the
lofty palaces and estates of Floating Ar. With the floating islands left behind upon the surface world, Ar can
focus its harvests' surpluses towards export. King Qinn (human, male, M11) rules Ar from the new capital of
Ceafem. Ceafem was adopted with the loss of Skyreach, which remained with the floating islands.

Arogansa: Resting on the southern coast of the continent, this kingdom is rich in both forests and farmlands.
Prior to the sinking, Arogansa had been renowned for its beaches and the tourists they drew. With the
continent’ s lofty nature, the beaches now oversee only empty space; with this primary attraction gone, tourism
has plummeted. Of course visitors can still find amusement in the kingdom’ s other attractions, and there are also
the kingdom'’s noteworthy wineries. Its scenic wilderness will draw one to its natural beauty. Plus, there are
ample venues of entertainment available to compliment the beaches. Of course the kingdom still favors the
spellcaster, those not of that capability may find the kingdom quite unpleasant. Queen Detteria Scarback (human,
female, M19) rules Arogansa from the city of Bluenose.

Bettellyn: This eastern kingdom is rich in farmlands and pastures. The Grey Mountains mark the kingdom’s
southwestern border. Bettellyn has a strong clerical body, venerating several Immortals. The kingdom is also
renowned for its problems with its southern neighbor, Randel. Disagreements and skirmishes have plagued their
pasts. Evidence of this is supported by the series of forts that guards its shared border with the Randel.
However, since the sinking disagreements have been few and there have not been any reported skirmishes yet.
Queen Llynara (human, female, M17), rules Bettellyn from the capital city of Citadel. Citadel isinteresting, asitis
asingle building roughly the size of amountain.

Blackheart: This kingdom is still a bastion for the mage who desires privacy and a sense of independence in
their magical pursuits. Often considered a dark place for the dangerous and even morbid experiments enacted
there, it is a place to be avoided. Each mage isthe de facto ruler of his or her own estate, creating and enforcing
itsown laws and traditions. Aslong astheir activities are contained within their own properties, interdiction from
higher authoritiesis kept to aminimum. Ruling this kingdom is King Belgoroth the Lamer (human, male, C14). He
rules from the capital city of Shraek.

Eadrin: Nestled on the southeastern coast of the continent, Eadrin is heavily covered with vast forests and
boasts ample farmlands. Though it shares a border with Randel, there has been little disagreement between these
two kingdoms; there are no defense works along either bank of the Randel River. Similar to its neighbor
Arogansa, this kingdom’'s economy is heavily dependent upon tourism. However, Eadrin’s beaches and
entertainment venues have always been of secondary quality to those found in Arogansa. With its friendlier
attitude towards non-spellcasters and a stronger agricultural base, Eadrin has a definite advantage in this new
Alphatiawith no surrounding seas. King Idon Il (elf, male, F9/M10) rules Eadrin from the capital city of Archport.

Foresthome: Located to the north, Foresthome is a heavily wooded kingdom. Around Llyn Lake, the trees
have been cleared to provide tracts of land to be farmed. The lake is also fished to subsidize the farm yields, to
add variety to the kingdom’s diet, and be used for export. The kingdom boasts a sizable elven population,
roughly 10%, who mainly adhere to the wooded areas. Despite the culture clash, the elven and human
communities have lived in peace for centuries. Queen Kikania (human, female, M12) rules the kingdom from the
capital city of Greenwood.

Frisland: This northern kingdom lacks the fertile lands of its neighbors. However, its population is sparsely
spread throughout its interior and works hard to encourage sustainable crop yields and healthy herds. Itisnot a
wealthy kingdom, nor has its development been actively pursued—in truth, the kingdom is often forgotten as
even existing. Ruling this kingdom is King Edjer the Twisted (human, male, M17), overseeing his kingdom from
the capital city of Shiell.

Greenspur: This southern kingdom is heavily dependent upon its rich farmlands. Subsidizing its economy are
the imperial military bases found within its borders. These farmlands and military bases are predominantly
encapsulated within the kingdom’ s lowlands; as such that is where the wealth is. Still, the kingdom’s cumulative
wealth is sufficient enough to make it one of the continent’s most prosperous. King Sildreth Il (human, male, C15)
rules the kingdom from the capital city of Eagret. Eagret has the honor of hosting Alphatia’ s largest imperial
skyship base, an honor previously held by the kingdom of Haven.

Haven: This southern nation is known for its passion in the fine arts, an attitude that has drawn artists and art
patronsto itsinterior. Examples of their efforts abound: murals, statuary, and paintings are everywhere. Some are
individual exhibits; others are interwoven into the general architecture. Even the streets are composed of intricate
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mosaics. Queen Kryndylya (human, female, C20) rules the kingdom from the new capital of Dovir—the sinking
destroyed the former capital of Aasla. Aasla had been the heart and soul of the imperial skyship navy. However
its destruction paved the way for Greenspur to assume that role.

Jafilia: Thiskingdom had once been the Imperial Territories and kept as awilderness for royal hunting parties.
Under Zandor’s brief tenure as emperor of the continent, he ordered it settled. In the Hollow World, a revived
Empress Eriadna temporarily dubbed the region Zandoria, then changed it to Jafilia. Jafilia has since become the
center of the Alphatian Empire. Ruling Jafilia and the empire is Empress Eriadna (human, female, M20). She rules
from the imperial palacein the city of Andaire.

Limn: Thisregion istruly an interesting kingdom: founded as a social experiment, its citizens are non-human
creatures. They have their own noble class of spellcasting creatures. Among its population, one can find all
manners of races and creature types. Examples of forest folk, demihumans, humanoids, sentient undead, and
lycanthropes can be found in agreat variety of forms. It ispeculiar to see creatures such asthese living in avery
human manner. Ruling this kingdom are King Drushiye (elf, male, F9/M 10) and Queen Mellora (dryad). They rule
from the capital city of Trollhattan.

Randel: This southeastern kingdom is graced with vast open plains. To the far north, lay the Grey Mountains.
However, Randel’s chief industries and exports are its military machine, military training, and its wines. In the
past the kingdom could have claimed its forces being among the empire’s elite, with many of the imperial navy
and guard personnel claiming Randel as their birthplace. However, most of its fighting forces were stranded
topside when the continent sank and the kingdom’'s remaining armies have been mostly absorbed into the
imperial legions. Randel is highly tolerant towards able-bodied non-spellcasters, stemming from edicts long
established to promote camaraderie within its armed forces. Historically at odds with neighboring Bettellyn,
skirmishes and even their expected disagreements have been noticeably absent. Though the Randel have erected
a wall between them relations with its western neighbor, Theranderol, are less hostile. Queen Junna (human,
female, C13), rules Randel from the capital city of Rardish. Junna assumed the throne temporarily while her father,
King Verothrics, went off to lead the Randel forces against Thyatis and Glantri. With his disappearance she has
been officially crowned as the kingdom’s monarch. A devout follower of Alphatia, her promotion of artistry and
peace has not endeared her to the aggressive Randel.

Shiye-Lawr: This northern kingdom is the bastion for the empire’s largest elven clan, the Shiye-Lawr.
Considered malicious and cunning, the Shiye Clan holds sovereign rule over their densely wooded kingdom. The
elves are known to be at odds with their human and non-human neighbors, going as far as enacting raids. The
Shiye are nonetheless loyal to the empire, more so than one might expect from elves living in ahuman realm. King
Acroshiye (ef, male, F10/M11) rules the kingdom from the capital city of Alfleish.

Stonewall: This kingdom boasts a large population and acts as the home base for several of Alphatia’ s armies.
The kingdom isreliant upon the military, which feeds its economy. Perhapsit isthisinteraction that hasbredina
heightened tolerance towards non-spellcasters, similar to that seen in Randel. Non-spellcasters can expect to be
treated well, on a near-equal level as spellcasters. Of course only spellcasters can be nobles; that law has not
beenrelaxed. King Koblan Dracodon (human, male, M 14) rules the kingdom from the capital city of Draco.

Stoutfellow: With its rugged mountainous terrain, the kingdom is perfectly suited for the dwarves, halflings,
and gnomes that call it home. The kingdom is impartial when it comes to non-spellcasters and spellcasters.
However, the kingdom is designed to favor the inhabitants: the laws sway in favor of themselves. Buildings and
accommodations are dwarf-sized, making even imperial visitors cramped and uncomfortable. Still, the kingdom is
loyal to the empire. Queen ButhraBofadar (dwarf, female, F12) rules the kingdom from the capital city of Denwarf-
Hurgon, an exact duplicate of the one still found on lonace in the outer world.

Theranderol: This pretty southern kingdom boasts rolling hills broken by expanses of lush forests. The Grey
Mountains mark the extent of the kingdom’s northerly border. The kingdom has strove to keep corruption out of
its government. This served it well after the sinking, as the strong government was able to react quickly and
effectively to aid in itsrecovery. Queen Eldrethila (human, female, M20) rules the kingdom from the capital city of
Errolyn. For those that are unaware, Eldrethilais one of Empress Eriadna’ s children.

Vertiloch: Prior to the sinking, this kingdom had been the traditional seat of power for the imperial throne. As
such, it had been arich and lavish kingdom. With the destruction of Sundsvall in AY 2009 [AC 1009. Ed.] and
the subsequent sinking, the imperial seat was moved to Jafilia. With much of its populace leaving or killed,
Vertiloch has since struggled inits recovery efforts. Vertiloch still falls under the rule of Empress Eriadna (human,
female, M20). With Sundsvall in ruins, the city of Ashar has become the kingdom’s new capital. Of course the
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empress has to devote her time to the empire, Jafilia, and Vertiloch and she has not returned to the old capital
since the sinking.

Recent History

For most Alphatians living upon the floating continent, their memories have been atered to remove any traces
of their existence upon the surface world. Only Alphatia’'s more knowledgeable and experienced citizens retain
the true memories of Alphatia’s past. For the unaware, Alphatia has always been in Hollow World and the
sinking has been replaced by false memories of massive earthquakes and fierce firestorms. This has also done
much to explain missing friends and family members: either killed during the war, killed during the sinking and not
revived, and those stranded on the surface world.

For those Alphatians aware of Alphatia’s real history, the empire is full of inconsistencies with its rewritten
history. This“Great Lie” has been embraced by the masses, despite the numerous inconsistencies that surround
them. Perhaps the powers that altered their memories are just so powerful. Perhaps the masses are too busy in
rebuilding to realize these. Perhaps they do recognize them, but subliminally the real truth is too difficult to
remember or believe.

Regardless, the general population knows nothing of the Great War: the costly victories, the defeat of Thyatis,
the goal of Glantri at hand, and the treacherous sinking caused by the Doomsday Device. To them those events
have been replaced by the false memories of massive earthquakes and blistering infernos. Their individua lives
and recovering from these catastrophes has occupied the mgjority of their time. Buildings have had to be rebuilt
and deceased nobles have had to be replaced. However, life must go on.

For those like myself that are privy to Alphatia’ s true history, the time since the sinking has seen us overseeing
the recovery process. This not only includes repairing the physical damage; it also includes familiarizing
ourselves with this Hollow World and its attributes. Recovery is not a massive unified project. Recovery is
focused on aneed to need basis. Even now, years since the sinking, thereis still much damage about. Eventually
these projects will be addressed. However, one cannot dwell on such matters.

Don’t Miss

To list the continent’ s notable sites in the confines on this publication would be difficult. The majority of the
former attractions still exist. The most notable exceptions are sites dependent upon the now absent seas:
Arogansa and Eadrin. Aasla and Sundsvall are in ruins, but even the ruined areas may draw the attentions of
curious or sentimental visitors. Visitors making the long trek from the surface world would be remiss if they did
not visit the new Imperial City of Andaire. Visitors are stressed to keep the memories of the empire’ strue history
to themselves.

Do Miss

Though the recovery process is well underway, there are still areas that are dangerous. Ruins can be unstable
and collapse. Dangerous creatures, freed from their confines, still roam portions of the countryside. Some of
these creatures have taken residence in the ruined cities. And one must remember that thisis still Alphatia and
there still exist many of the dangers that existed before the sinking.

GENTLE FOLK (Elf-Lands of the)

Location: Continent of Iciria, Hollow World.
Area: 500 sg. mi. (1,295 5. km.).

Population: 10,000.

Languages. Elvish (ancient dialect), Neathar.
Coinage: None (barter).

Taxes: None.

Government Type: None.

Industries: None (hunter/gatherers).

Important Figures: Drianna(poet, elf, female, F1).
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Flora and Fauna: Despite its abundant forests, the lands of the Gentle Folk are devoid of most examples of
hostile animal life normally found in that environment. Dinosaurs and other predators are kept out by Immortal
magic. Plant life is typical and rich, the elves doing little to exploit or harm it. Found within their forests is the
somnastis plant. In many ways similar to the zzonga bush, some of the elves chew its leaves to gain its effects.
Unlike the zzonga bush, the somnastis plant is not passive and can and will entrap its plunderers for
consumption. Aside from that, only afew treants and other solitary forest creatures call the forests home.

Further Reading: Hollow World boxed set, previous almanacs.
Description by Dellebram.

Since first coming into contact with the Gentle Folk last year, the Alphatians have learned much of these elven
people. Though primitive by Alphatian and elven standards, they are nonetheless of the elven race and
deserving the noble recognition of their brethren.

TheLand

The valley region “claimed” by the Gentle Folk is covered by a vast ancient forest. By following the rune-
covered poles that line its parameter, one can pick out its borders. With its ancient oaks and untouched
landscape, one would think it a place of beauty. To some degree this is true, however the wilderness has an
overriding aura of deep oppression. The elves have no central authority figure, so they do not really have the
need for a capital. Habitation is mostly centered along the banks of the kingdom’s river. Strangely enough the
elves have no name for this body of water, nor do they seem to see the need in giving it one.

The People

The Gentle Folk are elves, deriding from the ancient Truedyl Clan. Physically they are indistinguishable from
other elves. However, they lack the active lifestyles often associated with the elven race. They dressin modest
clothes and wear no ornamentation. Their mannerisms are slow and express little emotion, except for a general
unhappiness. For the most part the Truedyl Elves are hunter/gatherers, foraging for their foods and crafting
modest possessions out of the sense of need. Each elf seems to fend for herself for her daily needs, trading for
items she has to have. Whereas other elves focus their attentions on nature and “being elves,” the Truedyl focus
upon the arts and a study of philosophy. Usually the philosophy aspect can be readily seen in the art produced.
These philosophical pursuits often focus upon mundane and inconsequential subjects. The Truedyl do not
venerate Immortals, however their pacifist and artisan nature has drawn the patronage of both Alphatia and
Koryis.

Oneinteresting Truedyl Elf is Drianna, arather young individual. Though she shares much of the attributes of
her fellow Truedyl, she does seem to have some desire to ponder matters of some substance. Rationalization of
one matter opens a new series of questions to be analyzed. Drianna often records her logical conceptsin verse.
Of course these poems are sad, morbid, and even nonsensical.

Recent History

Like all Hollow World inhabitants, the Truedyl Clan hasitsties to the Surface World. Asfar aswe have been
able to deduce, the elves were once part of the elves that lived near the Broken Lands. Members of their clan
discovered a powerful Blackmoorian artifact, setting it off. The explosion killed most of those directly involved in
the discovery. It also sent clouds of toxic materials. Fleeing this second and lesser Great Rain of Fire, the elves
went underground. Some of these elves, among them the Truedyl, eventually emerged from the underground.
Life in their subterranean environment had been difficult—the effects of the toxic clouds upon their young,
hostile monsters and feelings of guilt had left them a shattered people devoid of typical elven spirit. These elves
developed the philosophy of “The Still Way.” Loosely defined as a mixture of inactivity to avoid repercussions
from their actions and rationalization to come to terms with past matters and avoid enacting similar ones in the
future.

For years, the Truedyl lived upon the surface in this manner. The Immortal Alphatia took notice of them and
began measures to rebuild their mental and physical stature as elves. This movement was thwarted by humanoid
incursions. Unable to protect themselves, the elves faced eradication. Reluctantly, Alphatia transplanted them to
the Hollow World. This move preserved them, however it made their mindset and state of decline permanent. In
the Hollow World the Truedyl have lived in peace with Immortal magic keeping predators away. For this, the
Gentle Folk have unwittingly gained the respect and awe of the neighboring Neathar, who hold them in high
reverence for this perception of might and invincibility.
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INAY 2015[AC 1015. Ed.], the Truedyl encountered the Alphatians. Though such a meeting was inevitable,
it was by mere chance of the fugitive Zandor that they came to the attentions of the Alphatians. With the
Immortals Alphatia and Koryis as their patrons, it was only fitting that the Alphatian people offered their mortal
patronage. This patronage has extended itself to Alphatia’ s[the Immortal. Ed.] earlier desires to rebuild them as
true elves. As such, Eriadna has dispatched members of the Shiye-Lawr Clan to “show them” how to be elves.
She also sent members of the Alphatia and Koryis clergies to educate them regarding that aspect. Unfortunately
such efforts are stifled by the effects of the Spell of Preservation.

Don’t Miss

There really is not a great deal to see in the Truedyl Valley. It's possible that its untouched wilderness and
ancient forests could draw the attentions of forest folk or those of the druidic persuasion. The Shiye may even
seeit as being reminiscent of their own lands on the Alphatian continent so that visiting Shiye should feel right at
home. Scholarswill aso find the Truedyl full of knowledge. Though their mannerisms, demeanor, and oppressive
nature are handicaps, the Truedyl have extensive knowledge of their environment and its attributes.

Do Miss

There are few dangers within the Valley. Predators are kept out by Immortal magic. Likewise, the Gentle Folk are
of no real threat. One will find them indifferent to most visitors, yet obliging enough to provide assistance if it is
needed. If anything avisitor will be more of athreat to the Truedyl than they areto the visitor.

ICEVALE (Elf-Lands of)

Location: Continent of Iciria, Hollow World.

Area: 216,160 sq. mi. (559,855 sq. km.)

Population: 100,000 (5,500 in Argandir).

Languages. Elvish (Icevaledialect), Neathar, Antalian, Beastman.

Coinage: Sol (gp), lun (sp), ston (cp).

Taxes: None.

Government Type Monarchy (heavily influenced by clan |eaders).

Industries: Trapping, logging, leather goods, brewing.

Important Figures: Rollodir (King, €f, male, F12), Bergeya (Queen, €f, female, M13).

Floraand Fauna: With its frigid arctic mountainous clime, the region boasts a sizable population of creatures
normally found therein. Moose, bears, reindeer, beavers, foxes, and wolves are the most obvious. More
dangerous beasts such as white dragons can also be found.

Further Reading: Hollow World boxed set, previous almanacs.
Description by Dellebram.

The lcevale Elves live in a frigid mountain environment. As an elven populace, Alphatia has a vested interest
in establishing relations with them. So far, imperial observations have been carried out from a distance and by
second-hand accounts.

TheLand

The region that the Icevale lay claims to is one of rolling mountains with an arctic climate. Dense ageless
forests cover the entire region. The elves have established a multitude of settlements throughout these lands,
each having a population between 100 to 1,000. Of all of the communities, Argandir isitslargest and isits capital.
The city can be found upon a gentle slope of Mount Argan.

The People

The Icevale are strong and hardy elves. Standing a bit taller and having fairer complexions, they do deviate
from their surface world brethren. Most have blond hair and either blue or green eyes. Also, they frequently don
clothes made of fur and leather. The elves have thrived in the cold mountains, living in log home communities
and making their living hunting, trapping and logging. A hearty people they entertain themselves with
competitive activities such as dogsled races, archery meets, brewing contests, and ski races. In many ways, the
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Icevale are comparative to an elven version of the surface world’s Northern Reaches. Like people from that
region, the |cevale venerate the Immortals Fredar (Frey), Fredara (Freyja), Wotan (Odin), and Donar (Thor) astheir
patrons. Some revere Ordana and Ilsundal, however they are not prevalent.

Recent History

The Icevae have their historical ties with the massive elven migration underground, back when members of
their race activated a volatile Blackmoorian artifact. These years of subterranean refuge saw the Icevale making
their way to the Hollow World. There, the Icevale made their way to and established themselves within their cold
environment. They have often clashed with the Antalians and Beastmen, but on the level to be considered as
threatening. Otherwise they tend to trade with these two peoples.

Don’t Miss

There is a strange beauty in the cold mountain wildernesses, which only direct observation can do justice to.
The wooden walled capital city of Argandir isalso impressive, in asimple rustic way. And one simply must try to
attend some of their competitions. The more hearty and adventurous may find their nature quite palatable. A
more interesting site may be the active volcano, Mount Svelthys; lore tells of strange creatures, called fire
dwarves, which supposedly resideinitsinterior.

Do Miss

Cold and rather backwards by Alphatian standards, the Icevale offer few creature comforts. A rough and
tumble lot, weakling visitors should best avoid the Icevale. One should also remember that these are elves and
view things differently than humans.

KUBITT VALLEY

Location: Continent of Iciria, Hollow World.

Area: 500 sg. mi. (1,295 5. km.).

Population: 5,000.

Languages. Alphatian (ancient dialect), Neathar, nixie, and dryad.

Coinage: None (various acquired currencies and gems for hiring outside agents).
Taxes: None (collective society).

Government Type: Matriarchal monarchy.

Industries: Agriculture, foraging, military.

Important Figures. Zalmontis (Queen and General, kubitt, female, F13), Eraw (King, kubitt, male, F10),
Zoranthis (Captain, kubitt, female, F6).

Floraand Fauna: Within the confines of the valley one will find an abundance of plant and wildlife typical of
itsterrain: foothills and tropical jungles. Animal lifeis compatible to the kubitts’ lifestyle. For their size creatures
such as birds and foxes are tamed and domesticated as beasts of burden. Predators do include various dinosaur
types. The most notable predator isthe thumper-lizard.

Further Reading: Hollow World boxed set, previous almanacs.
Description by Dellebram.

The Kubitts' valley is a remote region, isolated from its neighbors. Knowledge of their existence has been a
carefully guarded secret. Most neighbors aware of a people living in that area are under the perception of them
being agiant race. However, aswith every closely kept secret discovery was inevitable.

TheLand

The domain of the kubittsis a lush tropical valley, surrounded by foothills. At the center of the valley is the
sole settlement of the kubitts. Similar to a woodland elven settlement, the kubitts have built their buildings up in
the branches of the ancient trees. Each tree may hold the homes of a score or more individuals. Each building
and tree is connected with its fellows by a series of catwalks. The largest building within the tree village is the
three-storied central hall. From this vantage point, the kubitts can live with a certain degree of safety, its
elevation keeping them out of reaches of even the most determined dinosaurs.
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The People

The kubitts are a magically created race of diminutive persons, standing just under two feet in height. Despite
their impish and nixie origins, they look like miniature “pure Alphatians.” The kubitts are a warrior society, fully
utilizing their surprising strength and leaping abilities. Despite their size, the kubitts have mostly mastered their
environment and held it from interlopers. Their personal skills and mastery of traps and deception have led to the
demise of many trespassers. The kubitts are matriarchal, following the edicts set by their warrior queen. This
type of society was long ago established by the kubitts' Immortal patron, Vanya. Queen Zalmontis rules her
people from the rel atively massive central hall.

Recent History

Created by the Alphatian mage Korubazunth as his personal race of assassin and servants, the kubitts rebelled
against their master and killed him. Under Alphatian law such an action would mean their death sentence. Fearful
of this, the kubitts fled and with Vanya' s assistance were transported to the Hollow World. There they used their
Alphatian given talentsto carve their nichein that world. Sincethe arrival of the Alphatiansin the Hollow World,
the kubitts have lived in a mixed state of fear and curiosity. Retribution for their past “crimes’ and fascination
with the culture that spawned them gave them reason to investigate their arrival.

INAY 2015[AC 1015. Ed.] kubitt infiltrators were discovered and captured in the city of Haldemar, Alphatian
Neatharum. Among them was Zoranthis, niece of the kubitts' ruler. Taken to the floating continent, Zoranthis
and her compatriots were not executed—in fact, they were treated with a near celebrity status and Zoranthis
became a favorite of the empress. She has since spent the following months seeing as much of the land and
people that created her people as she could.

Don’'t MisssDo Miss

The kubitt enclave isin itself quite unremarkable. Its natural environs are not too dissimilar from other tropical
regions on Hollow World. The main attraction is the kubitts themselves. However given their secretive nature,
observing them is one thing while surviving to tell the taleis another.

NEATHAR LANDS

Location: Continent of Iciria, Hollow World.

Area: 712,219 sq. mi. (1,844,647 sg. km.).

Population: 3,000,000 (in about 3,000 tribes).

Languages. Neathar.

Coinage: None (barter).

Taxes: None.

Government Type: Tribal monarchies.

Industries: Hunting, gathering, raiding.

Important Figures: Zorok (Torala Chieftain, human, male, T13).

Floraand Fauna: As a predominantly jungle region, the Neathar Lands see an abundance of conventional
native plant and animal life. Without a consolidated government to provide security, hostile creatures are al'so in
abundance. Giant insects, boars, great cats, giant lizards, dinosaurs, crocodiles, wolves, and humanoids can be
readily found.

Further Reading: Hollow World boxed set, previous almanacs.
Description by Dellebram.

Although Neathar peoples can be readily found throughout the Hollow World, it is within the expansive
Neathar Lands that they can be found in unique and great numbers. Likewise, the Neathar people are composed
of various different peoples, each with their own unique social attributes. It would be a travesty to lump them all
together as a single group—however given a space consideration that is exactly what we will do.

TheLand
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Striking a prominent portion of the central regions of the continent of Iciria, the Neathar lands are mostly thick
rain forests. Other terrain types are mountains, hills, swamps, forests, and plains. These lands offer refuge to
numerous dangerous creatures as well as the Neathar tribesmen. The various tribes have each staked out their
territories from which they hunt and gather foodstuffs and other necessities of life.

The People

Though thereis agreat deal of variety within the tribes, the Neathar are of acommon race. A tanned Caucasian
people, they don simple clothes crafted from animal skins or crude textiles. Ornamentation is simple, usually bead
necklaces, armbands, bracelets, and anklets. Earrings denote a married female. When they choose to wear them,
footwear is usually atype of sandal. In combat the Neathar warriors fight as individuals, wielding stone-headed
weapons and rarely wearing armor. With their poor weapons and lack of tactics, they have faired badly against
more organized opponents.

The Neathar are tribal, each tribe owing fealty to a hereditary chieftain. For most tribes, the male gender holds
the majority of power. Some tribes do alow femae chieftains and female warriors. The Neathar prize
individualism, perhaps explaining their disunity. The Neathar are hunter/gatherers, often supplementing their
stores by raiding their neighbors. Intertribal skirmishes and feuds are frequent—one source of hostilities is the
Neathar practice of “stealing” a mate from aneighboring tribe.

Recent History

The Neathar are descendants of one of Mystara's original races. As the surface world Neathar tribes began to
succumb to the development of their fellows, the traditional Neathar way was threatened. As each tribe faced
eradication or adopted agricultural edicts, portions of their tribes were transported to the Hollow World. In this
way, a vast and diverse collection of Neathar peoples has accumulated in the Hollow World over an extended
period.

In the Hollow World the Neathar have flourished, despite their primitive societies. Though many of their
neighbors are capable of fielding superior forces, the Neathar have never been threatened with conquest. It was
only with the arrival of the Heldannic Knights and Alphatians that they really began to come under fire. Though
the Alphatians had to divert much attention to meeting the knights, they were able to conquer the Nogai tribein a
rather brief period. Unsurprisingly, the Neathar took a dim view of the presence of both the Alphatians and
Heldannic Knights.

With the Alphatian continent’s rebirth in the void above, certain aspects of the Neathar grew overtly
suspicious of their intentions. Zorok, chieftain of one of the Toralai tribes, was the most vocal. Despite Empress
Eriadna’s proclamations of allegiance and promises of no more expansions, Zorok continued his suspicions.
Zorok managed to unify other Toralai tribes in his unproclaimed war against the Alphatians, resulting in various
raids and the sacking of the town of Dogrel [located in Alphatian Neatharum. Ed.]. InAY 2015[AC 1015. Ed.]
Zorok was captured in afailed assault on Haldemar [ Alphatian Neatharum. Ed.]. While imprisoned, Zorok was
influenced by personal mattersto negotiating a peace agreement with the Alphatians.

Don’'t MisssDo Miss

The Neathar boast no large communities and no common ritual sites. One will have to search the vast Neathar
lands for any attractions. Given their level of civility, one can expect few creature comforts. Though peace is
officially established between the Neathar and Alphatians, visitors may find themselves received with hostility.

NEATHARUM (Kingdom of, a.k.a. Alphatian Neatharum)

Location: Continent of Iciria, Hollow World.
Area: 95,609 sq. mi. (247,627 sg. km.).

Population: 33,000: 11,000 Alphatians (including 500 gnomes and 500 dwarves) and 22,000 Neathar (Nogai
tribe).

Languages. Alphatian (official), Neathar.
Coinage: Crown (gp), mirror (sp), judge (cp).

Taxes: 15% income tax on everyone of servant status or higher.
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Government Type:  Semiautonomous monarchy owing loyalty to the imperia throne (presently under imperial
governor administration).

Industries: Military, raiding, agriculture.

Important Figures. Ezreilla (Governess, human female, M17), Trikard (Commander of Neatharum Army, human,
mae, C17).

Flora and Fauna: As with most jungle environs in the Hollow World, Neatharum is covered with plants and
animals native to tropical regions. Dinosaurs were once in abundance in this area; however, most have been
hunted or pushed out into the more remote areas of the kingdom.

Further Reading: Hollow World boxed set, Wrath of the Immortal s boxed set, previous almanacs.
Description by Dellebram.

Neatharum is part of the Alphatian Empire in the Hollow World. Had it not been geographically separated, it
would have been included in the section detailing the other Alphatian kingdoms. In comparison to other
Alphatian kingdoms Neatharum is rather backward. Regardless, it is an Alphatian kingdom, and the empire’s
toehold on the terrain below.

TheLand

Neatharum is a jungle region on the continent of Iciria. The Alphatian presence has altered the region very
little—the Alphatians have only razed certain areas to make room for the capital of Haldemar, the mining town of
Dogrel, and a scattering of small farming communities. Though much jungle remains, the wilderness is far less
threatening than before. Alphatian troops, mages, and adventurers have all contributed to eradicate any threats
from the dinosaurs that once were abundant in the area.

The kingdom is ruled from the capital city of Haldemar. Little more than a town, the capital now boasts stone
defensive battlements. Haldemar is the bastion for the kingdom’s armed forces. Aside from its regular troops and
garrison forces, the capital hosts a complement of fifteen skyships and their crews. The magjority of the kingdom'’s
Alphatian and demihuman populace lives within the capital, safely within its defenses.

The People

As its name denotes, Alphatian Neatharum, is made up of two primary peoples. The ruling elite are of course
the Alphatians. These Alphatians are troops and colonists sent by Empress Eriadna to subdue the locals and
settle the lands. They are very militaristic, atendency held over from the early days of conquest and nurtured by
their maintaining control of the area. They are unique from their counterparts on the floating continent in that
they know of Alphatia strue history; for thisreason, the Alphatians of Neatharum are kept away from the general
populace of Alphatia.

The kingdom also boasts a gnomish and dwarven minority. Previously they had been part of the crews that
had created and maintained The Pit, which allowed easier travel between the two worlds. When that shaft was
compromised, many were stranded in the Hollow World. These demihumans are often considered part of the
Alphatian elite—though not spellcasters (and for some of them, not even Alphatians, but from the flying city of
Serraine), their higher intellect and craftsman skills have earned them that right.

Prior to the arrival of the Alphatians, Neatharum had been home to the Nogai tribesmen. Quickly subdued by
the Alphatians, the Nogai have since seen their position within Neatharum vary. At first they were enslaved and
toiled to the whim of their occupiers. With Alphatia’s rebirth in the Hollow World, Empress Eriadna gave them
their freedom back. Though free, the Nogai are little more than what they were before the Alphatians arrived—the
Spell of Preservation has kept them from adopting the more sophisticated lifestyles of the Alphatians.

Recent History

INAY 1965 [AC 965. Ed.] Prince Haldemar of Haaken discovered the way of passage into the Hollow World.
Manipulations enacted by the dragon Synn sent Haldemar 35 years into the future. Regardless, he reported his
findings, including the presence of Heldannic Knights, to Empress Eriadna. The empress initiated means to assert
an Alphatian presence in the Hollow World. With The Pit on Aegos completed, the emerging Alphatians began
establishing themselves in the Hollow World. They began subduing the native Neathar, meeting the Heldannic
forces, and colonizing the occupied regions.

During the Great War, The Pit collapsed and contact with the Alphatian Empire was severed. Under the military
rule of General Dogrel the colonists expanded their holdings, enslaved tribesmen, and stabilized their place in
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Hollow World. Until Alphatia's rebirth in AY 2010 [AC 1010. Ed.] Neatharum was alone in a hostile
environment. With the rebirth came proclamations from the imperia throne: the Nogai slaves were freed and
future Neatharum expansions forbidden. Dogrel struggled at these restrictions, often ignoring them. Thisled to
his removal as King of Neatharum and his being replaced by Governoress Ezreillain AY 2015 [AC 1015. Ed.].
Dogrel has since been given acommission in theimperial armed forces back on the floating continent.

Under Ezreilla’s administration, Neatharum has continued its existence. Peace with neighboring Neathar and
coexistence with the Nogai are her crowning achievements and goals. Earlier deficiencies within the Neathar
armed forces have been remedied by the appointment of Commander Trikard to oversee the kingdom’s military
needs.

Don’'t MisssDo Miss

Therereally isn’t a great deal of attractions in Neatharum. The local Neathar are uncouth barbarians and the
Alphatians there are lacking the refinements of the Alphatian Continent. As with any jungle the climate is hot
and humid, so visitors are encouraged to dress lightly for their own comfort. One could find the varieties of
dinosaurs interesting and worthy game. But there are few left within Neatharum and those that remain are in the
far reaches of the kingdom. One could find amazement in the jungles, as their expansivenessis sure to hold some
remarkable traits worth seeing. However, like the dinosaurs one will have to go out looking for them.

SELHOMARR (Empire of)

Location: Hollow World, continent of Suridal, western regions.

Area: 256,410 sg. mi. (664,102 sg. km.), including Ilarnnian Autonomous Region, otherwise area is 248,094 .
mi. (642,563 5. km.).

Population: 5,000,000 including the capital, Calimnis (pop. 350,000).
Languages. Lhomarrian (official), llarnnian, Neathar.

Coinage: Various denominations of thealin, corresponding to cp (1 alin), sp (10 alinni), gp (100 alinni), and
pp (1,000 alinni).

Taxes. 25% of yearly earnings, and 10% of estimated land value collected yearly on Gallotar 27th
(corresponding to Kaldmont 27th).

Government Type: Constitutional Monarchy; regional nobility has considerable power.

Industries: Agriculture (Selhomarr’s climate ensures there is almost always a surplus for export), common
spices, fishing, leatherworking, mining (copper, silver, and tin mines), woodworking.

Important Figures. Tamaris (Emperor, human, male, F12), Dinaria (Empress, human, female, P(dr)3), Gallos the
Aged (respected philosopher and historian, human, male, T4), Mirinasi (High Emissary, human, female, P(dr)15),
Thessia (High Priestess, human, female, P17 of Xeron (Ixion)).

Flora and Fauna: In Selhomarr one can find plants and animals common throughout the temperate regions.
Towards the south, great stands of pine, maple, birch, and evergreens blanket the hilly terrain as it rises to
become the Lhomarrian Range, the largest mountain range on Suridal. Further north, beyond the great Forest of
Garithor, oaks and poplars replace the coniferous trees, until the forests give way to the great Plains of Aymira.
Here, tall grasses dominate the landscape, save for the forested hills of the Tylierian Peninsula, where the famed
dillianora trees may be found. In the northern regions of Selhomarr, across the Bay of Lokam, many of the trees
in the Veroxith and Lorethii Forests are fruit-bearing, providing ample yields of apples, peaches, pears, oranges,
and other fruits. To the east, surrounding the city of Annurios, the great Korvoris Forest is populated by hardy
stands of oak, ironwood, and yew.

In terms of animal life, Selhomarr is equally blessed. Herds of aurochs and buffalo roam the Plains of Aymira,
while foxes, wolves, birds, giant rats, deer, and other beasts make the forests their home. In the swampy regions,
insects of all sorts buzz about, as snakes slither about their business. Also common in the region are monsters
known to inhabit temperate zones, such as giant ants, giant bees, displacer beasts, dragons, griffons, hydras,
owlbears, pegasi, purple worms, rocs, various undead, and other beasts, as well as such bizarre plants as grab
grass, strangle vines, vampire roses, and whip weed.

Further Reading: The Empire of Selhomarr by Geoff Gander.
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Description by Taleris, son of Trestian.

| am happy to present to you a glimpse of the wondrous Empire of Selhomarr, the center of an ancient culture
that has existed on Suridal for almost as long as our people have been recording history. As a member of the
Lighthouse community, | was approached by others to share some basic information about my land, which,
because of itslocation, hasrelatively little to do with events on the main continent of Iciria

TheLand

Selhomarr is a temperate land located on the fertile western shores of the continent of Suridal, centered around
the Bay of Lokam. It is bounded by mountains to the southeast and to the north, and forests to the east. It is
broken up into three pieces—the northern shore of the Bay of Lokam, the eastern reaches and the city of
Annurios, and finally the southern portion, which makes up the bulk of Selhomarr’ s landmass.

Having been settled for a very long time, much of Selhomarr is currently being farmed, or otherwise supporting
a vast network of cities, towns, and villages, all connected by paved roads, save for those outlying regions.
Where regions do not receive enough rain, complex networks of irrigation canals and ditches have been dug, and
several cities and towns have agueducts leading down from the hills and mountains, supplying them with all the
water they need. Despite this fact, though, there are still many areas of the empire, mainly towards the south and
east, that remain untamed. In some places, particularly along the hinterlands of the Forest of Garithor, small
fortresses and towers have been built, to protect nearby communities from what lurks within.

The People

The first thing that must be remembered about Selhomarr is that, unlike many other nations, it has more than
one distinct people living within its borders. By far the most numerous group isthe Lhomarrian people, of which |
am a member. It was us who built much of the empire, who named it “ Selhomarr”—which literally means “New
Lhomarr,” or “New Land of the Sea.”

The bulk of our armies are Lhomarrian in origin, as are most of our administrators. The other, much smaller,
group consists of the Ilarnnians, who are a different people entirely. Most llarnnians live in the llarnnian
Autonomous Region, a “nation within a nation” in which they constitute the majority, and in which they follow
their own laws and speak their own language. The people of Selhomarr are peaceful and prosperous; they enjoy a
hard day’s work and give their best effort to everything they do. They are a people of explorers, warriors, and
philosophers, whose inquisitive nature has taken them all over the Hollow World. Their towns and cities are
clean and orderly, and their stone buildings are gracefully decorated with bright frescoes of beautiful scenes.

Though it may seem that all people do in Selhomarr is work and attend to their duties, thisis not so. We also
love to sing, dance, indulge in sports—especially in the venerable game of dillianath, among the Lhomarrians—
tell tall tales, and enjoy great feasts. All the people of Selhomarr, especially the Lhomarrians, look for
opportunities to celebrate something, whether it is a good harvest, a birth, a marriage, or a great personal
accomplishment. While the Lhomarrians tend to be open to others, aswell as sociable, the llarnnians are far more
reserved, and their celebrations tend to be more restrained. They are far less open to outsiders, though not
hostile to them, and many prefer the company of their own people. It issaid that many Ilarnnians see themselves
as far more refined than their more numerous Lhomarrian neighbors, though | personally have not run into
anyone expressing this opinion.

Among the Lhomarrians themselves there are several sub-groups, each of which has its own traditions and
customs, and its own outlook on life. Despite these differences, most citizens of Selhomarr consider themselves
Selhomarriansfirst.

The people of Selhomarr are rather fair-minded in comparison to other peoples. We do not practice slavery, nor
do we impose cruel punishments for minor crimes. In our society, both men and women are accorded the same
respect and the same rights, though each gender has certain responsibilities not shared by the other. Though not
perfect by any means, the society of Selhomarr is, in my opinion, considerably more enlightened than many
others.

Finally, the people of Selhomarr are united by their faith in Xeron, the one true Immortal. Xeron is the force
behind the eternal sun, and He is the one who created this world so long ago. It was by His mercy that we were
brought to this new world, and it is under His protection that we grow strong as a nation. Though other
Immortals do exist, they are as faded shadows to the might of Xeron, who is known by some other peoples as
Ixion.

Recent History
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The Empire of Selhomarr has existed peacefully on Suridal for thousands of years, interacting with its neighbors
through trade and diplomatic contacts on a relatively frequent basis. This was not always so, however. Our
legendstell of atime, now lost in the ages, when our people fought against a great menace, foul lizard-like beings
who lived only for destruction and suffering. It was atime of great heroes and great deeds, but also of tragedy,
for in the dying days of that age our old world was destroyed, and only by the grace of Xeron, our patron
Immortal, were we brought here to begin anew.

During the long years since then, Selhomarr has grown and prospered, developing ties with the other nations of
this world that wish them, and exploring the many strange lands that lie here. There have been conflicts with the
Antalians to the north, and with the Krugel Orcs and the Azcans of Iciria, but on the whole Selhomarr has
maintained peaceful relations with every people it has met. So it has been for many centuries—a period of slow
and steady growth.

More recently, domestic events have taken a turn for the worse. Three circles past a great fire arose in our
central plains, devastating many villages and forcing many to go hungry, as our crops were reduced to ashesin
the blaze. Only now, as we have begun to recover, a militant group of Ilarnnians grows restive in the north,
demanding a homeland of its own. Making matters worse, the normally peaceful dragons who inhabit the
mountain ranges that gird our homeland have become far more aggressive, and on one occasion last year a great
red wyrm flew out of itslair and did great damage to the cities of Rethnaris and Dirdassos. Since then, a calm of
sorts has descended upon Selhomarr once more, but for how long no one knows.

Don’t Miss

Selhomarr has more than its share of sightsto see! The capital, Calimnis, isanotable sitein itself, with itslong
series of canals spreading like a spider’s web throughout the city, and its ancient, well-decorated buildings
represent the various building styles that can be found throughout the nation. With its many boulevards and
squares, and its vibrant inhabitants, Calimnisis a place that must be seen!

Within the city itself, the Great Temple of Xeron and the imperial palace are architectura feats in themselves,
and both house a wealth of information on the history of the peoples of Selhomarr, as well as many artifacts from
the distant past. Both buildings stand across from each other in the main plaza, and their graceful spires are
visible above al other buildingsin the city.

Also notable is the Imperial Map Collection, located at the Imperial Museum of Antiquities, which houses one
of the most complete and accurate maps of the coastal regions of the Hollow World, as well as a well-preserved
map of Old Lhomarr that was brought to this world millennia ago. For those seeking to learn more of this world,
almost al the geographical information one might need is contained therein.

Another interesting place is the Great Forest of Marinnir, with its wondrous dillianora trees, which are found
nowhere elsein theworld. Intheselandsthelocals pick the silvery berries of these beautiful trees, and with them
make the renowned cakes, potions, ointments, and breads known all over Selhomarr for their quality. It is said
that a traveler can walk for great distances, and go for long periods without food, by subsisting only on the
slightest portion of the legendary foods and drinks made from this rare berry. Though the process of making
these foods is a secret, the sheer beauty of the landscape, and the hospitality of the people, make this place well
worth the visit.

Finally, no visit to Selhomarr would be complete without a tour of the lovely city of Dirdassos, where visitors
can sample the wonders of Ilarnnian culture, such as the legendary performances of the tale-weavers, whose
graceful moves can recite whol e epics without the aid of words.

Do Miss

While the heartlands of Selhomarr are quite safe due to long periods of settlement, there are still regions of the
empire that should be avoided if at all possible. First, the many mountain ranges that gird much of the nation
house wild beasts of all sorts, including red dragons and griffons. Not for nothing do we regularly patrol these
borderlands to ensure that nothing does harm to our citizenry.

Another region the unwary should avoid are the treacherous Bogs of Disania. For aslong as our history has
been documented, this fetid land has always resisted attempts at settlement. Those who venture within rarely
return, and those who do come back tell tales of undead, and worse, roaming about. It isalso known that a great
black dragon makes its home within the bogs, said to guard a treasure hoard of incredible wealth. Many awould-
be treasure hunter has gone in search of the beast, only to meet with sorrow. Likewise, the Forsaken Steppes,
which lie southwest of the empire, areto be avoided, asthey, too, are home to foul beasts of ill repute.
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The Forest of Garithor isalso known to house dangers. There have been numerous sightings of green dragons
flying over the trees, and many travelers have been mauled by owlbears, displacer beasts, and their ilk.

Finally, rumors abound of unsavory cults operating in the larger cities of the empire—people who prey on the
innocent to feed their own dark hunger. What sort of ritualsthey are said to practice | dare not consider; | cannot
believe any Selhomarrian would allow himself to sink to such depths of moral decrepitude, but such things are
mentioned in the byways of the empire.
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FOCUS ON: HULE

Continuing with its effort to expand its presence in lesser-known areas of the world, the Mystaran Almanac
focuses this year on the Empire of Hule and its surrounding region, whether they are satellites or independent
nations.

Labeled as evil by our Old World standards, the empire of the Master is little known in eastern Brun, where
Thyatis and Alphatia have been traditionally extending their shadows. Up to the invasion of Darokin by the
Desert Nomads in the wake of the Great War that ravaged the Old World a decade ago, and the spectacular
meteor impact that concluded that epic, Hule was seen as a far, evil hagiarchy ruled by the Master and his holy
men in the name of the treacherous Immortal Bozdogan. The rare accounts of its grandeur, evilness, and
expansionism were tales told second-hand by Minrothaddan merchant princes who traded with Slagovich
merchants. Little did we know.

In thisamanac, you will at last learn from our latest correspondent, Zoran Dragovic, about the holy land and its
mysterious Master. We will also recount the events of the past decade and a half, hopefully shading a new light
upon the events that happened right here in the Old World, and for which we were not prepared as we had had so
little prior contact with the western empire. Hule is indeed a big player, however far and forgotten it is, in the
international field, and it is certainly not the city-states and baronies of the Savage Coast that will contradict me
on that point. We hope that by introducing it to the almanac we will help this otherwise ignored empire comeinto
full light, so that it won't ever have to introduce itself the hard way again.

Correspondents for Hule
Hereisour list of correspondents that give us detailed information on the nations, places, and events of Hule
and its surroundings:

Zoran Dragovic

Zoran Dragovic has been the main source of information about Hule and the neighboring countries in the last
six years. Hisregular reportsto Lucien Chassebois (his friend and former scholar of Glantri, now in Darokin) have
unveiled many secrets about Hule and gave scholars of the Old World a more precise picture of the sociopolitical
landscape of the Midlands.

Atlas

[Unfortunately, the atlas entries for Hule and its neighbors will not be included in this year's amanac. We
apologize for the delay, and hope that Zoran is not rotting in a Hulean prison somewhere. Ed.]

Recent History

Year AC 1000

Spring, AC 1000: With the Y ezchamenid Empire rebuilding itself under its young shah, and the Y ezchameni-
Zuyevo border stable, Tsar Andrei takes the opportunity to extend Zuyevo's influence into the northern Y azak
Steppes. The united front that the humanoids of the Y azak Steppes had put together in the 980s has long since
fallen apart with the humanoids degenerating into internecine warfare. This gives Zuyevo the opportunity to
rebuild Kulikovo's satellite fortresses of Kustany and Aktynkidze. Zuyevan forces also begin securing the
eastern bank of the Y alu River north of the Kulikovo Fortress.
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Summer, AC 1000: The Black Rajah of Jaibul is held in check by Haldemar of Haaken, a wandering Alphatian
prince, while trying to take over the neighboring mumlyket of Putnabad. The rajah, an ally of the Master, is
forced to withdraw his claim over the Sindhi lands.

Fall, AC 1000: Hademar of Haaken and his crew unfold an attempt by Hulean agents to usurp power in
Slagovich, the city is freed from Hulean influence. Later, the party stumbles upon a joint Heldannic and Hulean
plot to invade much of the Old World. The Master isforced to delay his planned invasion of Sind, the Heldannic
Knights undertake a vengeful spree against the Alphatian flying vessel and her crew. From this point on, the
official contacts between the Heldannic Knights and the Master grow thinner from increasingly divergent
interests and fear of being caught by other political-military powers.

Year AC 1001

Spring, AC 1001: Encouraged by agents of the Master, scores of humanoids from the lower valley of the
Hyborean River move south to the hills at the northeast of Sind. Their arrival is equated by numerous raids that
ravage eastern Kyurdukstan and Grouzhina. They also ravage the land known as Remindana, the kingdom of an
important dragon, who will disappear from the region.

At the other end of the Midlands, goblins from the Y azak Steppes attracted by the prospect of rich plunders
promised by the Master’s agents, begin a trek across the empire. As they travel the land, they are met by the
resistance of the human communities along their road. Damages are particularly important in Olgaria, where the
arrival of new monsters from the east convinces more and more Olgarians to join the underground rebellion
headed by the Church of Traladaraclergy.

Summer and Fall, AC 1001: More humanoids come from the plains of central Brun toward Hule. On their way,
they confront the Sardjik, which drive them into the Dvinzinian range. Walking along the border of the two
countries, the humanoids are finally able to cross into Hule, even though they suffered heavy casualties. The
Master grants them dominions in the Black Mountains. Overpopulation among the humanoids of the Black
Mountains trigger small-scale conflicts and endless disputes. The Master calms down the situation by promising
endless richesto both the newcomers and the former inhabitants of the mountains.

Seeing the arrival of thousands of humanoids in the empire of the Master as a threat, the neighboring lands
begin to build up their defenses. Border clashes between Hule and Dvinzina are more frequent than ever. The
Chengouch are forced to penetrate deep in the southern Black Mountains in order to root out the bases of
humanoid raiders. Even Kyurdukstan sends an representative to Hule charged to present the official protests of
thelocal clan leaders against Hule politic in the Black Mountains; heis coldly sent back.

Year AC 1002

Winter, AC 1002: Agents of Hule are dispatched to Sind, many of them will rapidly climb up the Sindhi social
|adder through the use of corruption, deception and assassination. The Master slowly sends more eyes and ears
to Sind in preparation of aforthcoming invasion.

Spring, AC 1002: Hulean spies disguised as Sardjik merchants discover the existence of an extensive cave
system under the Plain of Fire while traveling through the Desert of Sind. Scouts are sent to map down the entire
underground system. Some of them are captured by the local Graakhalians, but many escape the gnolls and elves
and bring their preciousinformation back to the Master.

Summer, AC 1002: News about the discovery of new precious ore veins in the Bylot Hills trigger a mini gold
rush across the empire and beyond, as Sardjiks and Azards come all across the empire to the remote hills. There
are even some people from the not-so-distant Empire of Zuyevo to come to the hills. Hule attempts to exerciseits
rule over the hills, but the Master is too occupied by his western plans to commit new forces at the opposite end
of theempire.

Contacts are made between the Master’s agents and the Black Rajah of Jaibul. A treaty of friendship and
“enhanced trade” is signed between the two nations. Holy men flock to the far Ryaset. They use the territory of
Hule' snew ally as a stepping stone to enter Sind and propagate their faith on the Master’ s orders.
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Having rebuilt Kulikovo's defensive bastion, Tsar Andrei 111 orders 30,000 Zuyevan infantry and 5,000 cavalry
into the northern Y azak Steppes to exterminate the humanoid tribes there. This begins along war of attrition with
those humanoids.

Fall, AC 1002: New waves of humanoids pour into the Black Mountains from the north. Their passage nearly
brings a new war between Dvinzina and Hule, as Dvinzinian villages are burnt down by the incoming hordes.
Surprisingly for the Dvinzinians, the Master personally apologizes for the destruction caused by his “guests,” he
even sends two carts full of gold in order to repair the damages. The Dvinzinians are appeased, but still worrying.
A loose aliance treaty is signed between Dvinzina and Sardjikjian in order to stop further humanoid migration.
Balits from the Midlands Steppes are engaged to help prevent new arrivals of humanoidsin the region.

Ismet Gorky is sent to Sayr Ulan, under the guise of being a diviner from a distant eastern country, he meets
Kiritan ul Nervi, the rajadhiraja’s brother. His influence over the man grows stronger every month. Ismet
becomes the main wildcard (with the knowledge of the Graakhalian caves) of the Master in Sind.

Year AC 1003

Winter, AC 1003: A group of ogres and orcs from the northern Hyborean Valley led by Grazhur Y zhorgan
storms the winter camps of several Balitan clans. The northeastern Douzbak city of Noumalik is also plundered
and occupied. Grazhur proclaims himself Shazar of Yzhor. People of the Midlands are more and more enraged
about the Master’ simmigration policy.

Spring, AC 1003: The humanoids of Y zhor are reinforced by new humanoids from the far north, they raid deep
into the Douzbak lands. The Douzbak central government is slow to react; discontent grows among the
countryside population, as they see the capital city, Tashgoun, as a decadent and corrupted city.

All too happy to see a potential ally causing trouble to his northern enemies, the Master hires Azard
mercenaries to help the humanoids of Y zhor in their struggle against the peoples of the Midlands. Unfortunately
for them, they decide that the Ozungan Plateau is the fastest and easiest way from Azardjian to the newly found
Shazardjian of Yzhor. Many among them will meet their destiny in the ambushes set along the road by the
Ozungan elves, only about 20% of the mercenaries will reach Noumalik.

Summer, AC 1003: The hagiarchy’s best military officers are sent in the Black Mountains to oversee the
training of the humanoids. Chengouch spies warn the Black Dagger head that something is being prepared by
the Master in the mountains. The information, however, is kept secret by the Chengouch leaders, to preserve
surpriseif they areto bethe prey of the Master.

Humanoids from the Janizary Lands are displaced to the Black Mountains. Many Huleans flee at the rumor that
trolls from the Rockwater Marsh are being transferred to the front. The march is nevertheless organized enough
asto cause as little problem as possible along the way.

Ustalam Banshybek, a hermit of Douzbak origin, comes back from the distant Endworld Mountains Range. He
finds his homeland in total chaos as the humanoids of Y zhor are progressing toward the capital without much
resistance. His attemptsto meet Queen Niyazi are all met with condescension or ignorance as the court would not
consider receiving a man of such social status. Disillusioned about the ability of the court to solve the growing
humanoid problem, the hermit goes back to the north in search of allies among the northern barbarians. [Ustalam
doesn’'t know it yet but he isn’t from Douzbakjian and never was a hermit, he is the new reincarnation of Dorfin
still on his path toward immortality. The following years of travel and diplomacy among the northern tribes
will allow himto unveil the truth he has forgotten. Ed.]

A conflict among Grouzhinian and Glantrian traders is sold by the death of three Glantrians and one
Grouzhinian in Smolini. Glantrians are banned from the country, trade across the Adri Varma Plateau is disrupted.
[Thisisan effect of the struggle between Rad and Ixion, many Grouzhinians being followers of Ixion. Ed.]

Fall, AC 1003: Reinforced by new tribes from the Hyborean Valley, the humanoids of Y zhor try an offensive
against the elves of Ozungan. They are met with strong resistance and forced to withdraw while suffering heavy
casualties.
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An imperial juggernaut runs frenzy in the streets of Magden. The news of the Master’s new secret weapons
spread throughout the country. The holy men begin a vigorous campaign against anybody willing to speak out
the “wrong thoughts” about the magical constructs.

The Zuyevan crusade has driven out or slaughtered many of the humanoids that inhabit the northernmost part
of the Yazak Steppes. Unlike the tribes that threaten the Savage Coast (like the Dankut, Hupkur and Kuttai) the
northern Y azak tribes are relatively disorganized and weak. They have proved unable to stand against the might
of the Zuyevan war machine. Of those who survive, many flee eastwards into the welcoming arms of the Master
inHule.

Year AC 1004

Spring, AC 1004: Everywhere in the empire, rotting corpses escape their graves and spread terror in the rural
communities and city. Troops of undead begin their long march toward the Black Mountains. The whole
country’ s population locksitself insidein fear of the creatures of the dark.

Maharaja Kabir Rudraksha of Kadesh is contacted by the agents of the Master. They promise him with the
control of Peshmir if he supports Kiritan in his upcoming coup. The maharaja agrees and secretly prepares his
troops.

Summer, AC 1004: A detachment of Talmav settlers arrive in the northern Bylot Hills from the Empire of
Zuyevo. They settle among the local colonists and are rapidly integrated in the multicultural society of the Bylot
Hills. However, they secretly remain loyal to the distant tsar.

The actions of the Hulean agents in Sind spark violent caste friction across the country. The growing social
tension inside the country diverts the rajadhiraja from the news of military buildup in the Black Mountains.

New contingents of goblinoids from the Yazak Steppes are added to the already gigantic army in the Black
Mountains. Once again, they wreak havoc all along their path, Olgar being the worst-hit part of the empire.

Fall, AC 1004: Growing tensions among the humanoids in the Black Mountains threaten to spark a major war
in the region. Nevertheless, the stage is set for the Master to advance onto Sind. Agents spread the rumor of
underground riches in the cave complex under the Plain of Fire, causing hundreds of wealth-hungry humanoids
(about a third of the Master’s forces in the Black Mountains) to head for Graakhalia. The Graakhalians fight
fiercely, then desperately as band after band of orcs, goblins, bugbears, hobgoblins and other humanoids press
deeper into Graakhalia' slabyrinth.

A southward surprise offensive by the Y zhor humanoids allows them to lay siege around Sardzka-Bozen, in
southern Douzbakjian. The Douzbaks are overwhelmed by the swift offensive and are forced to retreat inside the
city after suffering heavy losses. Help comes hastily from Sardjikjian, weary of the Douzbaks impotence and
worried by the humanoids being at its frontier. While nominally part of Douzbakjian, the city becomes under
Kiteng'stutelage.

Chengouch spies in the Black Mountains report of the rapid move of the Hulean troops toward the
underground network of Graakhalia. The Council of the Black Dagger is held in urge to discuss about the action
to undertake. A closevote of 12 to 9in favor of keeping thisinformation secret, prevents the Chengouch to send
an emissary to Sind. The decision is justified by the fear that, would the Master learn about their knowledge of
his plans, he might take steps to violently retaliate against the small country.

Year AC 1005

Winter, AC 1005: Humanoids secure Graakhalia's upper levels against the elves and gnolls. More forces are
moved into place by the Master. Kiritan ul Nervi, egged on by Hulean agents, stages a coup against his brother.
The counter-uprising of Sind’s people is met by thousands of humanoids and Hulean troops appearing out of the
earth itself to fight on the side of the new rajadhiraja. More humanoids pour into Sind from the Plain of Fire and
the eastern foothills of the Black Mountains, reinforced by Urduk nomads and a tribe of ogres from the Sind
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Desert. Kiritan's forces quickly gain control of Sayr Ulan, the rajadhiraja flees to Ulimwengu. Fleeing Sindhi
seek shelter in the valleys of Kyurdukstan, where they are warmly welcomed by thelocals.

Spring, AC 1005: Taking advantage of the Master’s concentration over his strategy in Sind, the Monzag
resistance sparks an uprising in Pusztok. In afew days, the forces of Balazs Khuen are able to liberate the city
from its Hulean garrison. Monzags across the country rejoice for what seems to be the first step toward the
liberation of their country. More tribes from the Sendaryan Forest enter the Hulean protectorate to help their
cousins shake Hul€e's control over the region.

Rajadhiraja Kiritan ul Nervi consolidates his position as Sind’s new ruler. Many rajas accept the situation,
seeing an opportunity to increase their own power. Only the rajas of Jalawar, Baratkand and Peshmir refuse to
recognize Kiritan's claim to the crown.

Renardois traders from Preuve set up a formal trading post in the Zuyevan port-city of Kishinev. Renardois
trade with Zuyevo has been increasing in the past few years and the establishment of the trading post cements
the friendly relationship between the two countries.

Encouraged by the arrival of fresh troops from the north, Grazhur Y zhorgan marches on Tashgoun. Heis met
with fierce resistance from the Douzbak cavalry, but inadequate training and equipment seal the fate of the
Douzbaks. Siegeislaid around Tashgoun in early Klarmont, still, it is an incompl ete siege since the capital city is
continually supplied through the Yalu Sea. The court is almost unaffected by the siege and resumesitslavish life
as most of its luxurious products are brought by ships. Meanwhile, the city’s population is experiencing with
scarcity and frustration.

Summer, AC 1005: Resolute to quell any kind of unrest that might disrupt the march of his armies abroad, the
Master and powerful wizards summon infernal creatures and send them in Monzag. The ensuing retaliation is
horrible as fiends and nightmarish creatures from other planes are unleashed in the streets of Pusztok and the
northern valleys of Monzag. The rebels are quickly overwhelmed by the magical creatures and are forced to
retreat chaotically to the northern forests. The lossesin terms of lives are terrible, but the few months of uprising
have allowed the rebels to extend their network of resistance to the entire country.

Thethreerajahs of Sind who refused to acknowledge Kiritan as rajadhiraja attempt to overthrow the usurper.
Opposed from without by Kiritan’s Hule-backed forces and from within by spies and stooges, the attempted coup
failsmiserably. Kadesh seizes the opportunity to invade Peshmir.

Fall, AC 1005: Corrupted sentinels guarding Tashgoun walls leave a hatch open during the night. Inlessthan
an hour dozens of humanoids pour into the sleeping city and break open the city’ s doors. The hordes of Grazhur
Y zhorgan are free to enter the city and to sack its fabulous riches. Grazhur has every members of the court
crucified outside the walls of the royal castle. He renames Tashgoun into Wogar, in respect for his patron, and
choosesit as the new capital of hisreign of terror.

In Azardjian, followers of magical researches associated with Rad are slain by Grouzhinian fanatics. The
assassins are chased by the Azard troops deep into the Grouzhinian territory until they bounce in a detachment
of this country’s military. A clash ensues that triggers a war between the two countries. Kavkaz is slowly
brought into the same madness as the Old World.

Year AC 1006

Winter, AC 1006: His power over Sind now relatively secure, the Master convinces Kiritan to invade Darokin.
The combined forces of Sind's armies and the Desert Nomads overwhelm Darokin's defenses and drive the
republic’s armies before them.

Slowly becoming aware of his mission, Ustalam Banshybek spends the winter on the northern coast of the Yalu
Sea, among the nomadic tribes of the central steppes of Brun. There, he learns the ways of the nomads, and
poses as a prophet. His displays of powerful magics make a great impression over the nomads, who profit of the
annual gathering to settle cross-tribes disputes and unite under Ustalam’ s banner.

Spring, AC 1006: Confident in the upcoming victory over the eastern nations, the Master sends some of his
reserve troops to take advantage of the religious war in the Savage Baronies. Though surprised at first, the
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baronies unite to overcome the new threat and are able to hold Hule at bay even given the superior manpower of
the northern empire.

Consolidating their control of the eastern bank of the Yau River, Zuyevan troops begin constructing a
defensive corridor to allow easy and safe access to the northern Bylot Hills. The construction of three major
fortresses that anchor this corridor are begun—Laika, Rzev and Andropov. They will eventually provide Zuyevo
with the ability to maintain large garrisons in the northern Yazak Steppes and northwestern Bylot Hills. The
fortresses are situated in a manner that makes them easy to resupply both by land from Kulikovo and directly
from the Y alu River viaMagnitogorod and Sharya.

Chandra ul Nervi hastily pulls together his own army of Urduk nomads, mercenaries, brigands, and outlaws
from the Barren Plains and the Sind Desert to retake Sind while its fighting forces are occupied in Darokin.
Panicking, Kiritan withdraws his armies from Darokin to meet his brother’ sthreat. The Master’ s forces, weakened
by this sudden loss of manpower, begin to lose the ground they had gained in Darokin.

Having convinced three important tribes of northern nomads, Ustalam tries to push the humanoids of Y zhor out
of northwestern Douzbakjian. Swift cavalry raids on both sides lead to no clear military decision. The conflict
evolves toward a stalemate, the forces of Ustalam unable to reach Noumalik. Meanwhile, confident in his
minions superiority in combat, Grazhur Yzhorgan mounts a surprise offensive across the central Midlands
Steppes toward Kiteng, the Sardijikjian capital.

Summer, AC 1006: Seeing that Kiritan has pulled out of the western front, the Master is forced to withdraw
the troops he had committed to the offensive in the Savage Baronies. The Savage Baronies celebrate their victory
over the common enemy.

As the eastern armies drive the Desert Nomads from Darokin, Kiritan's armies barely manage to hold off
Chandra ul Nervi’'sirregular troops. Disgusted with this turn of events, the Master diverts his reserve forces to
reinforce Kiritan's armies—rather than sending them to Darokin as originally planned. The Master relinquishes
his hold on Darokin but tightens his grip on Sind.

Taking advantage of the conflict between the Azards and the Grouzhinians, and of Hule's preoccupation in the
east, Dvinzina sends an invading force against Azardjian. The intervention of Dvinzina in the bilateral conflict
between Azardjian and Grouzhina sets stage to yet another divisive Kavkazian war. However, just days after the
Master’s retreat from Darokin, a huge meteor slams into northern Darokin. Tremors resulting from the impact can
be sensed as far as the Black Mountains, waking up the local telluric activity and aviolent seism rocks all Kavkaz.
Seeing in this earthquake a sign of the Immortal's, the warring parties turn to their motherland hoping to help the
reconstruction of the worst hit regions.

Fall, AC 1006: Hulean divisions are sent after Chandra ul Nervi across the Great Waste to Ulimwengu. The
few soldiers and humanoids who survive the resulting massacre bring word of Ulimwengu’'s magical defenses
back to Hule.

Throughout summer, a strange game of cats and dogs has taken place between the humanoids of Y zhor and the
Sardjik cavary in the central Midlands Steppes. Few real battles have taken place and the biggest skirmishes
have been sold by the orderly withdrawal of one of the adversaries. With winter coming, however, itisno timeto
stay in the wind-bitten grasslands. Grazhur’s armies are forced to retreat toward Sardzka-Bozen, in a pledge to
take the Sardjik-held city. They find that some forces of Ustalam are already there reinforcing the Sardjik.
Wishing to kill two annoyances with a sole blow, Grazhur sends the core of his army against the Sardjik-northern
nomads coalition. Heis surprised to arrive in a city emptied from its population... and even more surprised at the
news that the slicker and faster human cavalry was able to reach and take Tashgoun, his capital, during his
journey toward Sardzka-Bozen. He prepares to lay his winter camp in the emptied city, while Ustalam and his
nomads rejoice in the newly-freed capital of the Douzbak.

Year AC 1007

Winter, AC 1007: Hule and the Kavkaz experience one of their coldest winter in years as the dust from
Alphaks's meteor and numerous small volcanic eruptions cloud the sun’srays. Huge snowfalls block most of the
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Kavkazian valleys during an especially long winter. The populations who were hit by the earthquake are
particularly exposed to the temperatures as few have had the time to rebuild a descent home.

Days before the thawing of the last ices over the Yalu Sea nhomads from the northern steppes land around
Noumalik. A siege is quickly laid by these new alies of Ustalam. The local orc captain, Hurrouek Jir'dramt,
knows it’s a matter of time before he is overwhelmed by the nomads. He surrenders the city and begins a march
to join the remnants of the army of Y zhor in Sardzka-Bozen.

Spring, AC 1007: Kiritan vows to root out the last of his brother’s supporters and begins a systematic
program of oppression. The Master of Hule and his agents are more than happy to assist. Scores of desperate
Sindhi fleeinto the desert or in the mountains of the Kyurduks. Among them is Rehmin, abrigand from Baratkand
who takes the head of an eclectic band of Urduk, Kyurduk, Sindhi, and Graakhalian refugees dedicated to the end
of the Master’s empire.

The small force of Hurrouek reaches Sardzka-Bozen, only to found Grazhur’s army battled by months of famine
and intensive cold. Grazhur isonly the shadow of the great war leader he once was, who keeps mumbling that he
has been betrayed by the Immortals, and, sometimes, starts running without reason while shouting to invisible
demons. Concluding that his former leader is definitely insane, Hurrouek takes upon himself to continue what
once was the humanoids’ goal: to reach Hule. The day of the departure, Grazhur is nowhere to be seen.

Summer, AC 1007: While being constantly harassed by the Sardjiks' cavalry, the remnants of the Y zhor army
reach the northern border of Azardjian. The unprepared Azards are surprised by the sudden invasion of a
humanoid army still strong of hundreds of desperate and hungry warriors. The troops ravage most of the
countryside in northern Azardjian before being met by a significant Azard response.

An expert strategist, Rehmin surprises many Kyurduks by a blitz campaign to subdue as many Kyurduk clans
as possible. The Sindhi brigand begins a meteoric rise among the Kyurduks clanic society. He establishes his
main stronghold in the southwestern portion of Kyurdukstan, near Hayebil. Clanmasters in Djukhra and
Nidzhman are increasingly worried by Rehmin’s growing power, they feel even more threatened by the rumors of
dragons fighting on the side of the brigand.

Ustalam retakes the ghost city of Sardzka-Bozen, taking prisoner an insane orc, who is sent to Tashgoun’'s
dungeons of oblivion. Strong of his aliance with many northern nomadic tribes, Ustalam begins the task of
uniting them in a coherent force and starts sending emissary to the neighboring countries to build an alliance
against Hule. Tales of a forgotten nomadic empire stretching as far as the southern warm seas reappear in the
elders’ mouths. Ustalam himself calls for the conquest of a new empire as big as Dorfin’s for the nomads to roam
freely.

Prince Lomov representing the Zuyevan Empire visits Louvines, the capital of Renardie. He holds in-depth
friendly discussions with the Renardois king and aformal alliance issigned. Prince Lomov’s military attaché also
holds discussions with his opposite number—amongst the matters discussed is a joint crusade against the
humanoids of the western Y azak steppes.

Fall, AC 1007: Elves fleeing Alfheim’s invasion by the shadow elves reach the Desert of Sind and Kavkaz;
some of them join the forces of Rehmin while others settles along their brethren of the Ozungan Plateau. Despite
the mistrust of the native elves, ties begin to devel op between the two groups.

Attacked from every side by the Azards, the humanoids of Y zhor quickly retreat to the hills of the Borderlands
where they are freeto rest in amore hospitable zone.

Growing political struggles in Kyurdukstan lead to the grouping of the clan head along three broad alliances:
Rehmin’s crusaders in the central Kyurduk Valleys; Djukhra’'s barons, to the east; and the forces of Tharar
Arbaneshid around Nidzhman. The three powers play chicken for awhile waiting for one to make a diplomatic or
military mistake, but none come before the first snows, when the three groups are isolated in their respective
valleys.
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Year AC 1008

Spring, year 1008: The mistake comes from Tharar’s sides when Kyurduk raiders allied with him plunder some
Grouzhinian villages near the two countries’ frontier. Houriani, Grouzhina s capital, is preparing for retaliation,
when an envoy from Rehmin arrives and proposes a deal: his armies will bring the guilty in front of the
Grouzhinian law, if Grouzhina accelerates its military buildup at its eastern frontier, near Azardjian and eastern
Kyurdukstan. More than happy to avoid depleting the eastern border with Azardjian, the Grouzhinians begin to
add pressure on the eastern barons, freeing Rehmin from their menace. His army begins a swift attack against the
western clans already undermined by internal conflict over the decision of attacking Grouzhina.

Agents from the Master meet the humanoids of Y zhor. They are told that Hule would be glad to welcome them
if they want. Hurrouek and his troops are incorporated among the ranks of the regular Hulean army.

In Sind, spring is marked by the beginning of what will be countless uprisings, civil unrest, riots, and
assassination attempts against Kiritan's power. The Master is enraged about his way of managing the country,
and orders him to tighten his control or suffer the consequences.

Summer, AC 1008: Kazmens and Balits join the rank of Ustalam in order to participate in the great project of
creating a gigantic nomadic empire in the Yalu River Basin. The teachings of Ustalam act like a magnet for the
diverse nomadic tribes of the steppes of central Brun.

Even though no one would dare speak out publicly against the Master’s control of the empire, many in Hule
begin to think that the old tyrant time is done. The military reversals in Darokin and Ulimwengu as well as the
growing cost of control over Sind feeds the discontent about the state of the empire.

After a short siege, Nidzhman is taken by the forces of Rehmin, thus finalizing the control of the northwestern
half of Kyurdukstan by histroops.

Fall, AC 1008: The Heldannic plague hits Sind and, later, the Kavkaz. The disease takes a heavy toll in all the
social strata of Sind, and also increases the burden of misery suffered by the population. 1n Kavkaz, the plagueis
particularly vicious in Azardjian, Chengouch and eastern Kyurdukstan. Rehmin and his people are mostly spared
from the disease thanks to the high number of clerics of diverse obedience among them.

Year AC 1009

Spring, AC 1009: Kazmen scouts following the Yalu River Valley southwards stumble upon a northbound
Zuyevan detachment. A merciless skirmish ensues from which no clear victor emerges. Both sides believe that
they are on their own lands. The surviving Zuyevans quickly withdraw to the Andropov Fortress on the
southern bank of Nyezhin River to call for reinforcements. The Kazmen are nowhere to be found however, as
they themselves withdraw to inform Ustalam of the developments. Ustalam learns that he is not the only one with
agoal of creating an empire stretching along the banks of the Yalu River.

More abuses by Kiritan ul Nervi in Sind forces more Sindhi to flee; many end up in Kyurdukstan reinforcing the
growing armies of Rehmin and his crusade against Hule.

The Heldannic plague hits Hule, hurting the Master off-balance while many clerics are abroad trying to save the
high hand of Hule over Sind. The plagueis seen by the population as an Immortal condemnation of the Master’s
policy, but only afew, short-lived, civil unrest ensue.

Summer, AC 1009: Chandra ul Nervi surrenders. He agrees to abide the Master’s rule in order to stop the
abuses his people suffer. The Master seesthisasaway to quiet Sind’ s unrest and promptly replaces Kiritan with
Chandraul Nervi. Kiritanissent to Greatrealm never to be heard about again.

Rehmin and his troops move into the western valley, hoping to unite Kyurdukstan before winter. Heis met with
strong resistance from the local barons.

Talmav cavalry spearheading Zuyevo's expansion northeast of the Tunguska Forest skirmish with Douzbakjian
horsemen riding westward from their nation. The ancient homelands of the Y evo more than 1,000 years ago were
slightly north of the steppes where these clashes occur. The Zuyevans fully intend to reclaim their homelands
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and will brook no interference with this birthright. Tsar Andrei, enraged with the Douzbakjian presence, orders
Zuyevan troops northwards to support the Talmav outriders.

Fall, AC 1009: Yielding to the superior numbers of Zuyevan troops in the steppes west of Douzbakjian,
Ustalam recalls his troops from the region. Ustalam realizes that fighting a war with both Hule and Zuyevo would
be suicidal. To realize his destiny, and reward his allies with great conquests, he decides to adopt a non-
confrontational policy with Zuyevo and instead move south against Hule

The Week Without Magic impedes most of the actions taking place in the region. Rehmin disappears from the
battlefield during a critical combat, his forces left without the help of their clerics and of their traditional dragon
allies are routed by the forces of the western barons. As even Rehmin has mysteriously disappeared, his forces
start to think that the Immortals have failed them. However, after a week of disorganized retreat, Rehmin and the
dragons reappear and he starts rebuilding histroops' confidence lost during the week without magic.

The Master also disappears during a critical week for Hule. During this week of chaos minions of dark planes
are unleashed and run amok in the streets of the main cities, dark wizards die unexpectedly from the loss of their
magic, creatures long held in the Dark Wood rampage throughout the Hulean countryside, the clerics of the
Temple of Chaos find themselves stripped of their powers, and sectarians proclaiming the coming of the
apocalypse start enflaming the population. Finally, after a week of turmoil in the empire, the Master reappears
even if he looks quite weakened, he retakes the control over the hagiarchy and launches a critical offensive to
prevent the situation from getting out of hand.

The worst-hit country in the region is probably Azardjian, which relied the most on magical niceties. The
elementals of diverse spheres common in the country are set loose and wreak havoc in the cities, many buildings
collapse in the capital Killing thousands, and, worst, the archmage dies of accelerated aging as do many of most
powerful Azard magic-users, thus triggering a vivid succession struggle. The Week Without Magic has, in fact,
decapitated the Azardjian ruling class, plunging the country into one of its worst civil wars as magic-users
compete for the archmagettitle.

Year AC 1010

Winter, AC 1010: Much like in the Old World, the 1009 winter is particularly snowy and communication within
and through the Black Mountains are nearly interrupted. Avalanches are frequent in the highest valleys and exert
their toll on the Chengouch and Kyurduk populations. In the Hulean Empire, the Northern Military Route is
amost impracticable. Taking advantage of their better mobility and of their experience of snow and winter
conditions, the rebels of Monzag extend their resistance network inside the empire as the Hulean authorities have
nearly lost contact with the remotest regions.

Spring, AC 1010: Floods of historical proportions hit the Great Hulean Basin. The main Hulean cities located
along the rivers are flooded, Khuur is the single most affected Hulean city as the Rostin and Thanat Rivers rise
about five meters over their normal level. Inthe Black Mountains, landslides and deadly avalanches threaten any
moves.

Since land-based attacks on the eastern richest lands are impeded by the climatic situation and by the situation
in Sind, and since his own fleet has not been rebuilt since the terrible naval defeat of AC 975, the Master hires
mercenaries and pirates from the Black Eagle Barony and the Savage Coast to harass Darokin’s overseas trade.
The Sea Reavers become amajor threat to trade in the Malpheggi Bay.

Summer, AC 1010: Taking advantage of disorganization brought to the western barons by last year’s terrible
winter, Rehmin’s troops and their Grouzhinian allies strike at them. Progression toward Djukhrais steady during
most of the season.

Seeing the evolution of the military situation in Kavkaz as a threat to his plans of southward conquests,
Ustalam Banshybek launches a diplomatic offensive to clear the path leading to Hule. The Sardjiks, earning alot
from their commercial arrangement with the Master, are against a formal alliance with someone dedicated to the
end of Hule, an alliance assured of retaliations. Sendaryan tribes and the Monzag rebels, on the other hand, are
more than happy to improve their contacts with an ally as big as Ustalam’s confederation of tribes. Finally, more
interested by eastward conquestsin Azardjian, Dvinzina declines the offer to turn against Hule.
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Darokin strikes the new pirate threat, but its navy is unable to root out the pirates from their hideouts.

The struggle to find a new archmage in Azardjian intensifies. As many prominent wizards are killed during
duels or vendettas, the country looses most of his primary military might.

In Hule, several goblinoid tribes revolt against the Master and start plundering the neighboring lands. Their
main reason for revolting is the terrible condition in which winter has left them and dissatisfaction with the riches
plundered in Sind and Darokin.

Farther west, the Empire of Zuyevo annexes the small Kingdom of Drazde. Still recovering from a violent civil
war, the Yezchamenid Empire (Drazde's former suzerain), hindered by pro-Zuyevan rebel factions, is unable to
impede the Zuyevan progression. The annexation of the small kingdom opens a new front in Zuyevo's struggle
with the humanoids of the Y azak Steppes. It also opens the door for increasing Zuyevan influence on the Greater
Y au Bay region.

Fall, AC 1010: The humanoids' rebellion is strongly met by the Master’s loyal troops; few of the rebels are
spared.

Djukhra falls to the hand of Rehmin’s forces. The last western barons surrender or join the brigand’ s ragtag
troops. For thefirst timeinits history, Kyurdukstan is unified under the rule of a sole man.

The armies of the Sublime Octagon Order of Dvinzina pour into the territory of Azardjian, they progress easily
in the devastated country and meet little or no resistance along the way to Azkoran, where they mainly find
rubbles and desperate people. Winter stops their offensive after some one third of the country is under
Dvinzinian rule. The Azards aretoo divided over the question of succession to turn against the foreign threat.

Year AC 1011

Winter, AC 1011: Thefirst Day of Dread is seen with worry by all in the region, but, unlike during the terrible
Week Without Magic, notwithstanding a few creatures set loose, the damages are minor and no important
character disappears.

Spring, AC 1011: Pirates hired by the Master continue to be successful in escaping the Darokinians. More
ships are boarded and sunk.

In Sind, a new religion develops among the Shehid mystics ranks. The followers of Gareth extol a philosophy
against the intervention of Immortalsin mortal affairs, areligion that puts aside the old worships.

Seeing the invasion of Azardjian by the Dvinzinian religious fanatics as a threat, Rehmin and his Grouzhinian
allies make a coordinate offensive against Azardjian and occupy the remaining two-thirds of the country. The
infuriated Sublime Octagon Order has no choice but to accept the division of Azardjian. The part of the land
occupied by Dvinzina becomes the nexus of religious intolerance in the region, and the two other thirds become
harbors for the persecuted.

Summer, AC 1011: In Kavkaz, the military situation is frozen, with Azardjian divided in three roughly equal
slices. Diplomatic overtures by the Grouzhinian-Kyurduk alliance toward Dvinzinaare dryly refused.

Dvinzina turns toward the Confederation of the Northern Tribes as a mean to overcome the new unfavorable
situation in Kavkaz. Rehmin and his allies propose an alliance with Ustalam’s forces as both are looking to the
end of the Hulean Empire, but strangely, the emissaries are harshly repelled at the border of Douzbakjian.
Sardjikjian is increasingly isolated in the developing networks of alliances in the Midlands, but is even more
uncomfortable about an alliance with Hule.

Surprised by the quick transformation of the Midlands' military-political |andscape, the Master tries to influence
the balance of power in hisfavor by encouraging unrest among the Azards. But the results are, at best, mitigated
since the revolts don’t bring an Azard leader charismatic enough to wake up the national fiber.

Contacts are made between the Zuyevans and the exiled Olgarian Church of Traladara. The Olgarian Church
and the Zuyevan Orthodox Church share many similar sympathies so the Empire of Zuyevo pledges to support
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the rebels in their struggle against Hule. This support soon materializes in the form of gold and experienced
Talmav mercenaries.

Fall, AC 1011: The new situation in the Midlands forces the Master to dispatch new troops at the
northeastern border. The cost of the occupation of Sind is growing as troops are nearly extended to their limits.

Courted by both Midlands alliances (the one led by Ustalam Banshybek, and the other by Rehmin),
Chengouch prefer to keep their traditional neutrality.

Year AC 1012

Winter, AC 1012: The Huleans undergo a major crackdown against the Freedom Warriors of Sind, one of their
prominent leader, Bel Valin, is charged with treason charges. The Master is confident that the resistance group
will be quickly crushed by his agents and the local Sindhi administration.

Summer, AC 1012: In order to ease the tensions growing once more in the Hulean humanoid communities, the
Master launches a swift invasion of the small city state of Nova Svoga. The weak state is quickly conquered by
hordes of humanoids coming from the Janizary Lands.

In Kavkaz, the standoff continues, and more Azards flee the Dvinzinian portion of their state.

Fall, AC 1012; Hulean emissaries meet with the members of the Signatory Council of the City States over the
question of the conquest of Nova Svoga. The Huleans guarantee that there won’t be more military actions taken
intheregion.

Relieved of some of the military pressure put on them by the humanoids of the Janizary Lands, the Olgarian
population rebels wholesale in what seems to be a carefully planned operation. The Hulean governor is ousted
and Dimitur Y otov, head of the Church of Traladara, is liberated with the aid of Talmav mercenaries. The church’s
clergy proclaims Rahil Venevanova Queen of Olgar. Meanwhile, Zuyevo dispatches some of its Talmav troops to
take control of the mineral-rich Freelands of the northern Bylot Hills, aregion nominally under the control of Hule.
The Master isfurious, but winter istoo close for him to retaliate against his new big neighbor.

Year AC 1013

Winter, AC 1013: More troops are pulled out of Sind to face the threats to the Hulean control over the
western parts of the empire despite the worsening of the situation in the eastern possessions of Hule.

Spring, AC 1013: A massive Hulean counterattack is mounted against the Talmav troops of the Empire of
Zuyevo in the northern Bylot Hills. They are met with strong resistance from the Zuyevans and are al so harassed
by the Sendaryan tribes from the Zanovoi River Valley. Also, further south, troops are sent to quell the rebellion
in Olgar. However, the entrenched Olgarians are able to hold them in the eastern part of the country and the two
groups seem to be locked into a static position.

Summer, AC 1013: More troops from the northern part of the Hulean Empire are sent into the Bylot Hills and
against the Olgar rebels. Seeing that the Master is depleting his northern position and that he won't be able to
supply support to Sardjikjian, the northern nomads head for Kiteng in order to be in a better position to threaten
Hule. The Sardjik response to the invasion is to turn toward Rehmin and his allies for help. Help is granted on
the spot, and from the region they occupy in northern Azardjian, thousands of the best Grouzhinian troops will
come to the rescue of the fledging Sardjik government.

Under the weight of the Hulean onslaught, the Zuyevans retreat from the Bylot Hills to their possessions east
of the Yalu River. The Zuyevan tsar officially apologizes to the Master for the involvement of some “loose
catapult” subjects in Hulean-held lands. Meanwhile, under the guise of humanitarian assistance, the Zuyevans
continue to send supplies and mercenaries to help the Olgariansin their fight against the Master.

The Sindhi armies are less and less able to contain the unrest brought by the followers of Gareth and the
Freedom Fighters. The Master’s pressure on Chandra ul Nervi is growing since the rebels disrupt the economic
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activitiesin the region in which they are active. A threat of massive retaliation on the Sindhi people is addressed
totherajadhirajaif heistofail.

Fall, AC 1013: Pouring in the battle more troops from Bulzan and the Janizary Lands, the Master is able to tilt
the military balance to his advantage in Olgar. Although the main cities are regained from the Olgarians' hand,
most of the countrysideisin a state of guerrillawarfare. The Master hesitates to adopt a scorched-earth strategy
against the rebels since important revenues derived from this protectorate would be exhausted for the years to
come.

Meanwhile, as more troops from the northern frontier arrive, Monzag rebels and Sendaryan nomads undertake a
series of quick raids to test the Hulean resistance and affect the troops’ moral.

Increasingly worried by the actions of the northern nomads of Ustalam, the Chengouch council decides to
support Rehmin’ s side economically, even if they do not commit troopsinto the ongoing war in Sardjikjian.

Year AC 1014

Winter, AC 1014: Kiteng is taken by the Confederation of the Northern Tribes; the Grouzhinian-Sardjik
aliance undertakes a strategic withdrawal to reinforce the eastern part of Sardjikjian.

Spring, AC 1014: Chandra ul Nervi asks for Hulean assistance to crush the followers of Gareth, and
squadrons of humanoids are sent to put an end to the teachings of the religious sect. At first they are held in
check by the fortified religious, but in the end the Huleans are victorious, and the mystic imprisoned; only to be
freed aweek later by bandits.

The humanoids of Hool’s Great Migration enter the territory of Sind at Chandbali (at the northeastern border
with Darokin), their arrival brings more trouble to the already shaky military control of Hule over Sind.

Willing to disrupt the reinforcements of Rehmin’s alliance’ s troops in eastern Sardjikjian and finish its conquest
of Azardjian, Dvinzina attacks Grouzhinain northern Azardjian.

The Master’s troops in Olgar finish cleansing the area of the last obviously rebellious groups. The Hulean
control of the region is reinstated, however the rebellion is far from defeated. Instead it has just gone
underground and some rebels have moved to the Zuyevan outposts in the Yazak Steppes, where they get
resupplied and benefit from free military training courtesy of the Zuyevans. Agents of the Master are sent to the
Y azak Steppes’ goblinoid tribes in order to create an interference with the Empire of Zuyevo’'s plans to extend its
influence in the Converted Lands.

Summer, AC 1014: Throughout Sind, the Freedom Fighters intensify their guerrilla actions, thus adding
pressure on the already over-extended military of Hule and further degrading the level of revenues received by
Hule from its occupation of Sind. Furthermore, the humanoids of Hool start raiding the Sindhi countryside in
eastern Sind. The Master is quickly coming to realize how much of ahassleit isto continue occupying Sind.

Meanwhile, the efforts of the Master to trigger a war in the city states are finally rewarded as Slagovich and
Zvornik declare war at each other.

In Kavkaz, the Dvinzinian troops are routed at the doors of Sakirdeby by Rehmin's alliance. However, the
Sardjiks are forced to leave Nyaburd to the hand of the northern nomads. Ustalam’s troops are finally positioned
to launch their attack on Hule and make contact with the Dvinzinians, but time his needed to secure this position
against Rehmin’sforces.

Fall, AC 1014: The Great Migration is defeated by the Sindhi army in Jalawar and forced to retreat in the
wilderness of Atruaghin. Also, dissent among the Freedom Fighters and the followers of Gareth has halted most
of their guerrilla attacks.

Confident that the current trend in Sind will stabilize his control over his eastern possessions, the Master
undertakes a bold move to prevent the northern nomads from entering Hule: some of his best troops are sent in
the Borderlands to prepare a surprise attack against Nyaburd. This wasn’t to count on the alliance between the
Ustalam and the Sendaryan tribes, so the Hulean troops quickly find themselves locked between the Sendaryan
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Tribes, the northern nomads and Dvinzina. The Master is forced to commit more troops to help the front-line,
thus dragging the Hulean military in the Kavkazian conflicts.

Year AC 1015

Spring, AC 1015; Contrarily to the Master’ s expectations, the rebellion intensifiesin Sind. Nagpuri isliberated
by the Freedom Fighters and the followers of Gareth. From this newly liberated mumlyket, the rebels undertake
many guerrilla operations in the neighboring lands of Gunjab, which will lead them to take Raneshwar, Gunjab’s
capital city. Also, uprisings shake Hule's control in Jhengal. Adding to the Sindhi’s rebellion, the once-thought-
to-be-destroyed Great Migration resumesits raiding activitiesin Jalawar.

Meanwhile, the Master’stroops’ situation in the Borderlands is growing desperate as the northern nomads are
nearing Hule's northern border. Help comes from the most unexpected side: Rehmin and his troops, a group
renowned for their hatred of the Master's empire, strike at the back of the northern nomads by launching a
surprise attack against Nyaburd, their base of operation in Sardjikjian. Thisis just enough for the Master to be
relieved and to withdraw his troops from the Borderlands.

Summer, AC 1015: The Hulean military in Sind strikes back against the rebels. They lay siege around
Raneshwar. The only victory of this months-long siege is the death of Anand Brishnapur—one of the rebel
|eaders—while he was attempting a sortie. Also, in Jalawar, the Huleans are able to secure a decisive victory
during the siege of Sambay over Hool’s Great Migration, which is definitely pushed into the doldrums as Hool is
captured by the Huleans.

Troops from around the empire are gathered to the northeastern frontier as the northern nomads of Ustalam
Banshybek are amassing armies in the newly-conquered Borderlands. However, while the Master is preparing the
defense of Hule, the nomads are occupied to resume the threat on their eastern flank. In acombined effort to root
out Rehmin’s forces of western Kavkaz, Ustalam’s troops and the Dvinzinian army pounce on the Grouzhinians
and Sardjiks only to be surprised by a lightning offensive from the Chengouch territory by Rehmin’s troops on
Dvinzinaitself. The Dvinzinian troops are forced to withdraw disorderly to defend their capital while the nomads
face the core of the Sardjik-Grouzhinian forces. The result of the last set of combat are mitigated and leave the
three sides (Hule, the northern nomads and Rehmin's alliance) in much or |ess the same situation as previously.
The only major change is that Rehmin’s alliance now has a direct outlet at the Hulean border since it has secured
control over southern Dvinzina and controls the Cuyak Tepe.

The rebellious speech of Peshmir's maharaja, Hara Rudraksha, sparked unrest in Karakandar, an uprising
quickly crushed by the Hulean forces in the mumlyket.

The agents of the Master are able to turn the Great Migration’s remnants on their side after convincing Hool
that it will be easier for him to retrieve the sacred Blue Knife if he' sallied with the Master.

Fall, AC 1015:; Intensive military buildup on every sidesin and around Dvinzina. The troops of the three lords
(the Master, Ustalam Banshybek and Rehmin) gather to defend their territory during the winter and prepare for
next year.

With some of histroops recalled from the Bylot Hillsregion, Tsar Andrei channels more reinforcements into the
effort to secure the southwestern reaches of the Hyborean steppes. Also, he masses a number of regiments at
Zablin for a push south toward Richland. For the time being the Tsar decides to keep his imperial troops out of
the Bylot Hills. However, hisinterference in the region will continue—he sends a party of high-level adventurers
toinfiltrate Greatrealm.

Adding a new sore spot to the Master’ s unsteady empire, Regent Stephan Karvich takes advantage of the last
warm days to attack the Hulean garrison in Nova Svoga.
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FAMOUS PEOPLE

Distinguished Dead

Aw'ar: The demi-ogre and chief priest of Sumag died of natural causes on Kaldmont 18, AC 1015. What effect
this will have on the state of religious affairs among the people of Sumag (on the western side of the Immortals’
Arm Mountains) is unknown.

Azcotica: The Emperor of the Azcans in the Hollow World was shot by a poisoned dart shortly after sacrificing
the Azcan hero Papalotl. Given that clerical magic is ineffective on Kaldmont 28 (the day of the poisoning), it is
unlikely that he survived the assault. Azcoticawas 33 yearsold.

Brishnapur, Anand: A mystic of the Shehid Order in Sind, Anand dedicated most of his 35 years to righting
injustices to his fellow men. Since receiving a vision in AC 1011, he has been a strong supporter of the new
Immortal Gareth, and has been one of the key figuresin the fight against Hulean oppressionin Sind. Hewasslain
on Klarmont 11 of last year, while fighting to protect his people from an ambush.

Erendyl, Gilfronden: The elven general was captured by forces of the Shadow Lord during an assault on the
city of Drax Tallen last year. Not long afterwards, on Eirmont 5, he was beheaded by the Shadow Lord himself as
ademonstration of that monarch’s power.

Galeifel, Garafaele: Radiant General of the City of Stars. The greatest general of the shadow elves was slain
while defending the Temple of Rafiel from invading Schattenalfen on Kaldmont 28 of last year. The general was
569 yearsold.

Grunalf, Aeleris: An elven scout. He and several companions were slain on Sviftmont 3, AC 1015 while
exploring the southern forest of Geffron atop the Denagoth plateau.

Hordson, Geir: The son of Hord Dark-Eye and Yrsa Svalasdottir, former king and queen of Ostland. On
Ambyrmont 6, the 19-year-old was slain in battle. Ironically, his death was instrumental in the peace agreements
between the Cnute and Ostman clans of Ostland.

McDuff, Myra: The Baroness of Uigmuir was finally laid to rest on Sviftmont 4, AC 1015. Evidently, she had
been dead for nearly half a century, her ghost lingering and running the affairs of her dominion. After being
reunited with her long lost son, Angus McClintock (nee McDuff), she was able to at last pass on to Limbo. The
baroness was 24 at the time of her death in AC 970.

McGregor, Brannart: There are unconfirmed reports that the Prince of Klantyre may have met his demise
sometime in AC 1015. The 89-year-old sorcerer has been more reclusive than ever, leading some to specul ate that
he may no longer be among the living. Possible causes are Ethengar nomads (who rampaged through his
dominion last year), or members of his own family.

Moglai: The Great Khan of Ethengar met his demise in battle with Glantrian forces on Fyrmont 20 of |ast year.
Having nearly slain Prince Jaggar von Drachenfels in single combat, the mighty warrior was slain by Ludwig von
Hendriks, the “Black Eagle.” Moglai Khan was 57 years old.

Papalotl: The Azcan hero of the people was sacrificed to the Immortal Atzanteotl on Kaldmont 28, AC 1015.
For the past several years he had wandered the Azcan countryside performing miracles and benefiting the
commoners of the empire. Eyewitness accounts of his sacrifice report that his body was transformed into a
winged serpent and flew into the sky, causing the appearance of the mysterious new blue sun in the Hollow
World. Thisamanac makes no claims asto the accuracy of these rumors.

Smith, Ben: Commander of Fort Whitestone, located outside Cimarron County in the Savage Baronies. Hewas
killed on Ambyrmont 22 while battling an invading horde of Flat Nose goblins. The young commander was
avenged at the Battle of Mustang shortly thereafter by hisuncle, Sir John of the Wain, Duke of Cimarron.

Virayana, Jherek: Prince Virayana was killed in the defense of his principality of Krondahar on Fyrmont 4 of
last year. Hisbody was incinerated in spectacular combat with an Ethengar hakomon (wizard). Heis survived by
his three wives, two sons, and numerous concubines. Prince Virayanawas 57 years old.
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Famous Folk

Bergthor Haraldson: King of Vestland. The eldest son of the former king Gudmundson, Bergthor was
educated in the Minrothad Guilds, after which he adventured extensively among the nations of the Old World.
Born AC 983. Hair: black. Eyes: blue. Height: 6. Bergthor’s imposing, bear-like appearance is at odds with his
thoughtful, compassionate nature. Combat Notes: AL LG; AC 3/6 (scale mail and shield +2); MV 9; human male
F11; hp 84; THACO 10; #AT 2/1 (long sword); Dmg 1d8+3 (long sword + 1); S15 114 W9 D10 C16 Ch12; ML 16;
weapon specialization: long sword. Magical items: shield +2, long sword +1.

Ghazan Khan: Son of the late Oktai, Ghazan has risen to become the newest khan of the Taijits. He publicly
denounced his father after proof of Oktai’s treachery surfaced, and swore his allegiance to the Great Khan of
Ethengar. Heis atormented young man, torn between his hatred over his father’s treason and his loyalty to the
man. Born: AC 994. Hair: black, shaved on top. Eyes: brown. Height: 5 5”. Wiry build; long mustache. In the
Taijit tradition, Ghazan always wears some sort of head covering. Combat Notes: AL LN; AC 3 (banded mail); MV
12; F7; hp 41; THACO 14; #AT 3/2 (saber or 2 composite short bows); Dmg 1d6+3 (saber+2) or 1d6 (composite
short bow); Save F7; S14 D15 C11 112 W10 Ch13; ML 14; weapon specialization: composite short bow. Magical
items: saber +2.

Haarl: The bugbear Haarl fell victim to a charm spell cast by Killing Moon on one of the latter's early
adventures, and accompanied him back to civilization. Since then, he has become a valuable (if not always
reliable) companion to the Tiger clan wizard. Born AC 988. Hair: gray-black. Eyes: red. Height: 77 2", This
awkward giant is constantly breaking things—but is silent as the night when stalking his prey. Combat Notes:
AL CN; AC 7 (chain mail and dexterity penalty); MV 9; bugbear male F8; hp 52; THACO 13; #AT 2/1 (morning
star); Dmg 2d4+9; S19 18 W5 D5 C15 Ch6; ML 14; weapon speciaization: morning star. Magical items: collar of
stiffness (see AC4—rprotects wearer from effects of swords of sharpness and vorpal weapons.)

William Hazard: Asanon-spellcaster raised in the slums of Vertiloch, William Hazard had few opportunities to
make a hisway in life. He joined the Alphatian army at the age of 16, and managed to be promoted through the
ranks over the course of a distinguished military career. Heretired from the army following the capture of Thyatis
in AC 1009, where he retired to afarm in Bellissaria. His old friend, Commander Broderick, has managed to coax
him out of hisidlenessfor one last campaign against Mario’s Marauders. Born AC 971. Hair: blond. Eyes: green.
Height: 6. Ruggedly handsome, lean build. He still bears scars on his back from a time when he was falsely
accused of assaulting a superior officer. Combat Notes: AL NG; AC; MV; human male F14/T2; hp 89; THACO 7;
#AT 5/2 (light crossbow) or 2/1 (broad sword); Dmg 1d6 (light crossbow) or 2d4+2 (broad sword +1); S17 112 W9
D15 C17 Ch13; ML 17; weapon specialization: light crossbow. Magical items: broad sword + 1, spyglass of seeing
(thisitem functions exactly like the gem of seeing in the DMG). (Note: Hazard and the members of his company
are elite forces that are specially trained in the use of the crossbow. They utilize a kit similar to the Sharpshooter
kit in PHBR6: The Complete Book of Dwarves. |If not using that accessory, simply treat him as a light crossbow
specialist with arate of fire of 2/1 and a damage rating of 1d4).

Jemugu Khan: Son of Chagatai, Jemugu rose to take his father’ s place askhan of the Y akkas upon his father’s
death (of natural causes). He shares hisfather’s vision of an Ethengar Empire, and was aloyal follower of Moglai
Khan. Sincethe Great Khan's death last year, Jemugu has turned his attentions to finally ridding the world of the
hated Taijit clan. Born: AC 968. Hair: black, shaved on top. He wears a topknot. Eyes. brown. Height: 6.
Jemugu is massive figure for an Ethengar. Tall and imposing, he still manages a commanding presence even
though he is getting on in years; his tendency to wear gaudy clothing only draws further attention to him.
Combat Notes: AL LN; AC 3 (banded mail +1); MV 12; F13; hp 80; THACO 8; #AT 5/2 (sabre or 2 composite
short bows); Dmg 1d6+6 (sabre) or 1d6 (composite short bow); Save F13; S18/34 D12 C16 19 W13 Ch10; ML 16;
weapon specidization: sabre. Magical items: banded mail +1, ring of spell turning.

KillingMoon: BorninaTiger Clan tribe, Killing Moon was persecuted for his studies in the magical arts. His
life was saved by Finn Nimbletoes, a halfling merchant from Darokin. He has steadfastly served the halfling ever
since, even following the merchant on his expedition to the Lost Valey of Hutaaka. Born AC 984. Hair: black.
Eyes. green. Height: 5" 11”. The copper-skinned Atruaghin native dresses in snakeskin clothing, in the manner
of histotem-animal (the viper). Combat Notes: AL LN; AC 6 (bracers of defense); MV 12; human male M9; hp 27,
THACO 18; #AT 1 (blowgun) or spell; Dmg 1d3 + poison or by spell; S13 114 W11 D9 C12 Ch12; ML 15. Magica
items: ring of human influence, bracers of defense.

Manghai Khan: The heir to the Golden Khan has a difficult legacy to follow. He has been frantically
attempting to unify the tribes of the Sea of Grass ever since they fragmented. It remains to be seen whether
Moglai Khan's son will be as capable of leading the Ethengar people as his predecessor. Born: AC 982. Hair:
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black, shaved on top. Eyes: black. Height: 5’ 9”. Manghai is of slender build and has piercing dark eyeslike his
father. He often dressesin fine silken clothing. Combat Notes: AL N; AC 5 (scale mail); MV 12; human male F11;
hp 62; THACO 10; #AT 2 (sabre or short bow); Dmg 1d6+1 (sabre or short bow +1); S14 D15 C14 113 W9 Ch13;
ML 15; weapon specialization: composite short bow. Magical items. short bow +1.

Angus M cDuff: During araid into Glantri early in his career, Thar the orc-king kidnapped a minor noble, Lady
Myra McDuff, and forced her to bear him a son; Angus McDuff is the product of that union. The infant Angus
was rescued from Thar’ s clutches when forces from Fort Nordling drove the orc and his legions out of Glantri. He
was raised by teachers at the Great School of Magic, under the name Angus McClintock, and rose to become a
professor emeritus. Always shunned for his hideous looks, Angus left Glantri to explore the world, and
eventually stumbled onto the lost city of Oenkmar. He remained in the ancient city for years, until he was forced
to flee during the shadowelf invasion of AC 1012, whereupon he returned to the Great School of Magic, bringing
awealth of information about the ancient city and its people with him. Born: AC 970. Hair: white. Eyes: gray.
Height: 5 6”. Angus's orcish heritage is evident to any who see him. From his porcine nose to his rotten teeth,
he is truly an ugly sight to behold. He has long since given up any hope of attempting to disguise his
appearancein public. Combat Notes: AL LG; AC 7 (ring of protection +3); MV 12; M15; hp 28; THACO 16; #AT
1 spell; Dmg By spell; Save M15; SO D14 C11 118 W12 Ch6; ML 10. Magica items: ring of protection +3,
Boccob’ s blessed book.

Qenildor Erewan: Baron of Celedyl. For years, Qenildor waged a fruitless guerrilla war against the goblinoids
of the Great Crater. As a Glantrian noble, he now hopes to fight from within the system. Born AC 967. Hair:
blond. Eyes. blue. Height: 5° 7”. Qenildor is aways armed and most often seen wearing his military uniform.
Combat Notes: AL CG; AC 5 (elven chain mail); MV 12; elf male FO/M 10; hp 55; THACO 12; #AT 3/2 (sabre), 2/1
(longbow), or by spell; Dmg 1d6+5 (sabre +3) or 1d6+4 (longbow +4) or by spell; S16 115 W14 D13 C16 Ch12;
ML 17. Magical items: sabre + 3, longbow + 4, boots of elvenkind.

Thunder: Born to one of the premiere noble families in Bluenose, Arogansa (Alphatia), Thunder grew
accustomed to the good life at an early age. Upon reaching adolescence, his family was scandalized to learn that
their only son (he has two older sisters) was unable to utilize magic. His family alowed him enough money to
become gentry—the highest status a non-magic user can attain in Alphatia. He quickly tired of hislesser status
and journeyed to Thyatis, where he quickly rose through the socia ranks due to his good looks and foppish
charm, and his antics with one of the premiere adventuring companies of Thyatis. He disappeared from the social
scene during the Great War, but returned a few years back to become one of the most publicly admired members
of the empire—the fact that his adventuring companions are influential military and governmental figures didn’t
hurt any, either. Born: AC 976. Hair: blond, tied in aponytail. Eyes: amber. Height: 59”. Thunder isastrikingly
handsome man with a wiry build. He dresses in the latest fashions and always carries his jeweled rapier and
stiletto at hisside. Combat Notes: AL NG; AC 5 (ring of protection +2); MV 12; T11; hp 46; THACO 15; #AT 1
(rapier or stiletto); Dmg 1d6+1 (rapier) or 1d3+2 (tiletto +2); Save T11; S15 D17 C12 112 W13 Ch16; ML 12.
Magical items: ring of protection + 2, stiletto +2.

Most wanted infamous villains

Blackguard: This notorious thief first made his appearance in the nation of Arogansain Alphatia many years
ago. He gained fame through his dazzling burglaries on nobles’ houses—made all the more unbelievable due to
the fact that there was no evidence that he possessed any magical abilities of his own to foil the magic users’
precautions! He, or someone claiming his name, eventually resurfaced in the city of Thyatis, where he once again
performed some amazing burglaries—most notably on the homes of visiting Alphatian dignitaries. Though he
disappeared for a time during the Great War, recent thefts in the city of Thyatis on the homes of expatriate
Alphatians bear his calling card—a black velvet domino mask. Thereis a 5,000 lucins reward for his capture,
alive. Born: unknown. Hair: unknown. Eyes. unknown. One unconfirmed sighting noted a figure dressed
entirely in black, bearing a vast assortment of tools and carrying along sword. Combat Notes: AL NG; AC5 (ring
of protection +2); MV 12; T11,; hp 46; THACO 15; #AT 1 (long sword); Dmg 1d8+1 (long sword +1 luck blade);
Save T11; S15 D17 C12 112 W13 Ch16; ML 12. Magicd items. ring of protection +2, long sword +1 luck blade,
possibly other assorted itemsto aid in theft.

Pierre Duchamps. This Glantrian wizard is aknown werewolf and is suspected of being the leader of the Loups
de la Guerre (the War Wolves). Thereis areward of 10,000 ducats on his head—alive or dead. Born AC 981.
Hair: black, fletched with gray. Eyes: blue. Height: 5 8". Duchamps always dresses impeccably, and is
constantly grooming himself (even in werewolf form). Combat Notes: AL CE; AC 9; MV 12; human male M10; hp
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26; THACO 17; #AT 1 (dagger) or spell; Dmg 1d4 or by spell; S9(11) 115 W9(7) D14 C12(13) Chl6 (stats in
parentheses are for werewolf form); ML 12. Magical items: brooch of shielding.

Ismet “the Butcher” Gorky: One of the Master of Hule's most trusted and effective agents, he escaped
capture during the battle of Sayr Ulan. Heiswanted for atrocities committed against the Sindhi people during the
Hulean occupation. For his heinous crimes, the rajadhiraja is offering abounty of 750 gurus The reward is only
good if heis brought in alive, so that he may be put on trial. Born AC 974. Hair: bald (shaved). Eyes: brown.
Height: 5° 10”. The Butcher dressesin the traditional outfits of the Master’s Diviners—red robes, a black leather
mask, mace, and a crystal amulet. A master of disguise, Gorky could appear to be amost anyone. Combat Notes:
AL LE; AC 8 (leather armor); MV 12; human male F13; hp 62; THACO 8; #AT 2/1 (mace); Dmg 1d6+4 (mace +1);
S16 117 W12 D13 C10 Ch9; ML 13; weapon specialization: horseman’s mace. Magical items: mace +1, cloak of
the bat.

Hoolg Red Mane (a.k.a. Hoal): A direct descendant of the orcish hero Big Chief Sitting Drool, Hoolg Red Mane
was well bred to become chieftain of Red Orcland. He studied with the tribal shamans at an early age, and
eventually turned his sights to tribal politics, quickly rising to leadership of his people. Heis rather unusual for
an orc, in that he prefers to study afoe before battle, in order to learn all his secrets. It is partially for this reason
that he was chosen by his patron Immortal, Wogar, to lead the latest Great Goblinoid Migration to find the lost
Blue Knife. Born: AC 976. Hair: long, shaggy red hair. Eyes: blue. Height: 6. Reddish skin; vaguely simian
facial features. Hool often wearstribal facial paints and feathers. Combat Notes: AL LN; AC 5 (leather armor and
headband of protection +2); MV 12; P9 of Wogar; hp 40; THACO 16; #AT 1 (hand ax) or spell; Dmg 1d6+1 or by
spell; Save C9; S16 D15 C11 114 W14 Ch12(15 to other orcs); ML 15. Magical items: headband of protection +2.

Hutai Khan: Hutai Khan was captured by Oenkmarians and sent into slavery at a young age. He eventually
escaped, after learning much from the Oenkmarians, and returned to take over as khan (chieftain) of Hobgobland.
He finally returned to Oenkmar in AC 1012, to get his revenge on his former master Xilochtli, only to learn the
orcish priest had already fled the city. Together with Alebane and Tlatepetl, Hutai Khan managed to survive the
shadowelf takeover of Oenkmar and return to the surface world. Born: AC 968. Hair: rusty brown. Eyes: red.
Height: 6 7”. Pale orange skin; vaguely oriental facial features. Dresses like an Ethengar warrior. Combat Notes:
AL LE; AC 4 (chain mail and shield); MV 12; F11; hp 5; THACO 10; #AT2/1 (scimitar); Dmg 1d8+4 (scimitar +2);
Save F11; S13 D14 C12 112 W14 Ch14; ML 14; weapon specidization: scimitar. Magical items: scimitar +2.

Angus McGregor: Prince of Klantyre. A child prodigy, Angus progressed quickly as a sorcerer. His
obsession with magic rivaled that of his grandfather Brannart, whom he managed to destroy in AC 1015. He till
fearsthat the elder McGregor will return to take hisrevenge. Born AC 990. Hair: red. Eyes: blue. Height: 4'. His
studies of the Radiance have stunted his physical growth, so that Angus appears to be a young, freckle faced
boy. Combat Notes: AL CE; AC 4 (ring of protection +4 and dexterity bonus); MV 12; human male M15; hp 28;
THACO 16; #AT 1 (knife) or spell; Dmg 1d3+1 (hornblade +1) or by spell; S7 118 W12 D16 C8 Ch12; ML 12.
Magical items: ring of protection +4, hornblade + 1.

Moghul Khan: Born a normal yellow orc of the Broken Lands, Moghul Khan rose to become a clan chieftain.
During araid into New Averoigne, he was inflicted with lycanthropy, and was transformed into a devil swine—an
evil lycanthrope with the abilities to turn into a hog and charm others. Doubtless it was these abilities that
alowed him to become the khan (chieftain) of Yellow Orkia. Hedidn't joinin Thar'sill-fated assault on Glantri in
1006, preferring to stay in the Broken Lands. He was driven out of Yellow Orkia by the shadow elves, and is
currently staying in Orcland, where he raids the Ethengar Khanates. The great khan will pay a hefty bounty for
him, dead or alive. Born: AC 970. Hair: dusty brown hair, knotted in a pigtail. Eyes. cold, icy blue. Height: 5’ 5”.
Dull yellow skin; overweight with ugly pekingese facial features. Combat Notes: AL CE; AC 10 (3); MV 12; F9; hp
50; THACO 12; #AT 2 hand (1 tusk) or charm; Dmg Specia (as per martial arts table +3) (2d6) or charm; Save F9;
S16(18) D14(13) C13 115(16) W9 Ch11(9) (stats in parentheses are scores for devil swine form); ML 12; weapon
speciaization: martial arts, 2 slots (+2 to hit and damage; +2 chart bonus). Magical items: nose ring of invisibility.

Nizam: Gnollish pasha (chieftain), Nizam distinguished himself at an early age with his holy crusades against
gnollish heretics of northern Ylaruam. Upon his return to the Broken Lands, he was quickly placed on the South
Gnollistani throne as tribal chieftain. Nizam suffers from multiple personalities—a sign of favor of his patron
Immortal, Ranivorus—which served him well in his early political career. Now, as he enters old age, however, he
is little more than a babbling madman, useful only as a tool of Ranivorus, who has His own plans for the
legendary Blue Knife and the Great Migration. Born: AC 977. Hair: tan Mohawk, mostly gray. Eyes: gray.
Height: 6" 9”. Light brown hair with black spots. Nizam’s normal tendency to hunch over is greatly exaggerated
with hisage. He wears puffy pantsin the Ylari style and along, black cloak. Combat Notes: AL CE; AC 10; MV

FAMOUS PEOPLE 230/576



12; F11; hp 54; THACO 10; #AT 2/1 (sabre); Dmg 1d6+4; Save F11; S17 D13 C12 114 W9 Ch14(16 to other gnolls);
ML 16; weapon specialization: sabre. Magical items: none.

Tlatepetl: Born Pactli in the orcish city of Oenkmar, thisred orc grew up into alife of slavery and sent off to the
tlachtli pits at an early age. There he blossomed into a great tlachtli player and team leader, the idol of the
masses. As must inevitably happen, histeam eventually lost to another, and was sent to the temple of Atzanteotl
to be sacrificed. He was rescued from certain death by Lord Zotl Tehuantipoca, the general of the Oenkmarian
army, as much for his demonstrated leadership abilities as to pull one over on Xilochtli, the high priest of
Atzanteotl. Renamed Tlatepetl, to hide him from the clergy, he quickly rose in the ranks of the Oenkmarian army,
eventually taking over as general upon the death of Lord Zotl in AC 1012. He bears a strong hatred of priests and
shamans to this day. Born: AC 990. Hair: bright orange. Eyes: blue. Height: 5° 11”. Dull reddish hide; simian
facial features. Tlatepetl’s body is covered with numerous scars, testimony to his days as a tlachtli player and
prisoner of the Oenkmar clergy. Combat Notes: AL LE; AC 3 (scale mail); MV 12; F10; hp 70; THACO 11; #AT 2/1
(footman’s mace); Dmg 1d6+5 (mace +2); Save F10; S14 D17 C16 113 W10 Ch12 (15 to other orcs); ML 16;
weapon specialization: footman’s mace. Magical items: mace +2, periapt of wound closure.

FAMOUS PEOPLE 231/576



MYSTARAN MISCELLANEA

Classifieds and Personal Ads

Wanted: Misplaced gauntlet. Identifiable by intricate carvings of aram’s head on a bed of roses. Generous
reward for return. Or will sell its matching counterpart. Inquire at the Black Heart Lily in Mirros, Karameikos.

Wanted: Return of a matched pair of daggers, stolen late last year. No description needed. | know who has it
and where you are. Due to the cunning displayed in their theft, returning them now will not incur any
repercussions. Noncompliance will result in vindication. Thisisyour only warning.

Wanted: Adventurers. Employer is always on the look out for able-bodied adventurers willing to perform
unusual duties for mages. Duties include collecting spell components and providing security. Hirelings will be
paid per individual job. Apply at Karameikan School of Magecraft, Krakatos, Karameikos.

Wanted: Ornate weapons. Swords, maces, bows, armors, shields, battle axes, etc. Desired for personal
collection and for resale. Weapon sales and appraisals available. See Ferrous, Delbart, or Qerrous at “The
Warrior Warehouse” in Mirros, Karameikos.

Wanted: Old Books. | represent a group of people most interested in the collecting and studying of ancient
history. We are always on the outlook for tomesto add to our collection. Serious offersonly. Lucrative payment
sums for genuine articles.

Wanted: Vampire. In my pursuits to offer a cure for this affliction, | am in need of a “living” vampire or
nosferatu to use as test subject and for study. Preference towards willing vampire for security purposes. For
more information contact Juliannus Trigateri through your local Thyatian embassy.

Wanted: Ethengar ponies. Top pricesfor healthy mounts. Am also looking for Ethengar willing to train horses
and their intended riders. Competitive wages. Contact Captain Domarr through your local Darokin embassy.

Wanted: Individuals desiring adventure, discovery, and the promise of wealth. Influential group planning an
expedition to the sunken continent of Alphatia. Equipment such as sea vessels needed. Accessto a submersible
most welcomed. Reward based on individual contributions of manpower and material. Contact Merchant Prince
Gersin of Seahome, Minrothad Guilds.

Wanted: Information regarding the whereabouts of the crews of the Alphatian skyships “Ki-rin,” *Pegasus,”
“Maelstrom,” and “Zephyr.” A reunion for the Skyship Squadron is planned for later onin the year. Officersand
crew are encouraged to attend to commemorate the centennial anniversary of the squadron’s founding. Contact
your local NACE official for further information.

Wanted: Alphatian War Paraphernalia. Avid collector of the arms and armaments and uniforms used during
the Great War. Enchantments not a priority but are welcomed. Contact Captain Horatio Trumpet of lerendi,
directly or through the lerendi embassy.

Wanted: Able-bodied individuals. Talimoun’'s Terrors is always on the lookout for stout and hardy men and
women to fill its mercenary ranks. Competitive wages based upon individual skills and talents. Some applicants
may be held on retainer. For moreinformation contact Commander Talimoun’s officein Corunglain, Darokin.

For Sale. Weapons. Circumstances have delivered upon my person some 200 short swords, 300 spears, 100
heavy crossbows, and 100 polearms. Will sell piecemeal or preferably as a single unit. Large orders will receive
greater discounts and delivery. Serious inquiries only. Contact Merchant Prince Argo Deltrim of Harbortown,
Minrothad Guilds.

For Sale: Wine. Stocks include both Arogansa and Randel vintages. Uncommon since the end of the Great
War, am willing to part with the casks for a modest sum. Contact Merchant Prince Argo Deltrim of Harbortown,
Minrothad Guilds.

For Sale: Sailing vessel. Accepting offers on the merchant vessel “Marshow’s Merrow.” Hull in excellent
shape. Captain’s quarters modest but comfortable. New rigging and sails. For more information contact Serge
Pepropov in Mirros, Karameikos.
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For Sale: Riding horses. A variety of mounts worthy of the most discerning rider. We even have several
examples of horses bearing strains of the famed Alfheim breeds. Custom saddles and bridles also available.
Contact Y orshrynn Stables of Darokin.

For Sale: Just about Anything and Everything. | am Terstrix Montereu. | am a self-proclaimed acquirer of
special and unique items. If you need something | can get it or direct you to a source. | work either from
commission, finder’s fee, or by acting as a buyer. Discretion and confidentiality assured. For inquiries contact
me at my officein Athenos, Darokin.

For Sale: Estate auction. The family of the deceased famed adventurer Talimanus is liquidating his personal.
A lifetime's worth of interesting and unique items up for auction. The disposal is scheduled for Eirmont 1% AC
1016 at the family estate in Thyatis City. Admission for the event is 500 emperors per person. Contact Markos
Sterenopolusin Thyatis City for further information.

Missing Person: Zerross“the Fletcher”. Last seen fighting the Shadow Elvesin Canolbarth. Rumored to have
been seen traveling north, either to Glantri or Wendar. Friends and family in Karameikos wish to inquire asto his
health and whereabouts. Information can be forwarded through the Alfheim ambassador in Mirros, Karameikos.

Missing Person: Captain Deandre Adronus of Thyatis. Last seen during the fighting at Retebius. Body was
never recovered. Family anxious to know her whereabouts or fate. Information can be sent to the Adronus family
in Thyatis City or forwarded through your local Thyatian embassy.

Missing Person: Crew of the Thyatian war galley “Sea Eagle.” Long overdue for arrival in the Hinterlands and
presumed lost. News of the fate or whereabouts of any of its crew is most welcomed by their families. For alist of
the crew or to provide information, contact you local Thyatian official or embassy.

Missing Person: Arterio Berilius of Thyatis. Last seenin the area of northern Darokin. Thisisapleafrom his
family during their time of need. “Arterio, come home. Father is dead. The family needs you.”—Mother,
Serrenna, Tobius, and Jaserus.

Missing Person: Vladerynn of Alphatia. Missing since the Great War, her fate is needed to resolve the future
of her estate. Unless newsis forwarded by year’s end, the estate will go to her heirs. Any information must be
certifiable. Fraudulent reports will be viewed as a dishonorable insult. Creditable reports will be rewarded.
Contact the Kingdom of Blueside on Bellissaria, the NACE Council at lonace, or your local NACE ambassador.

Missing Person: Tibyolt Supplefeet of the Five Shires. Last seen in the company of atrade caravan bound for
Ethengar and Ylaruam three years ago. Rumored to have been seen in Tel Akbir two years ago and Minrothad
City six months ago. Friends and family desire information on his well being and whereabouts. Personal plea
from relatives “Tibby... they have found the scroll. He has confessed and you have been exonerated. Please
come home.”—Father, Myorsha, Little Kim, Toby, and Jakko.

Missing Person: Lieutenant Gustov von Deirmont of Aalban, Glantri. Reported missing since early last year,
months prior to the Ethengar invasion. Anyone with information regarding him or his fate should contact Prince
Jaggar von Drachenfel s through the Glantrian embassy, the Glantrian judiciary, or the Glantrian military.

Other Famous Publications

areview of other publishing houses' famous issues, by Belzamith Fingertackles

While doing some researches for this year's edition of the Mystaran Almanac, | came into possession of the
first issue of a small publication called the Tome of Mystara. | was thrilled at the prospect of browsing through
the pages of the promising booklet; with such atitle, | reasoned, it surely must contain some insights into our
world that even |, co-editor of the Mystaran Almanac, may not know about and may find useful. | was not
disappointed.

YSTARA

The first issue is a several dozen pages book with illustrations, full of arcane lore, information on strange
places, people and events, very useful to the adventuresome traveler. | was surprised as to the depth of the
articles, who have that je ne sais quoi of information gained through the most unusual channels, you know, the
behind-the-scenes one.
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Of course | tried to get in touch with the editors of the tome. Itisrumored that the compilers are awizard and an
itinerant priest, but no one is certain, and that was all | could find about them so far; | don’t even know where
country they operate from. | hope to meet them, before the second edition if | can, both to congratulate fellow
editors for a job well done, and maybe to share some information with them—I so wish | had access to the
sources they have!

| came across a copy of the Tome of Mystara quite by mere luck, and | have no clue as to how many copies of
the first issue are in circulation. Since as far as | know only one copy of a magical printing press exists and is
used by our company, | can only come to the conclusion that the Tome of Mystara is duplicated by magic,
something that can quickly become expensive for a publication with alarge audience. Y et the first issue mentions
a quarterly edition release, which means that issue #2 should be available shortly after the publication of the
amanac. | look forward toit, and | hope the reader will also get the opportunity to complete his or her library with
every issue of the Tome of Mystara!

Gossip, Rumors, and Such Tavern Talk.

In their travels across Mystara, the contributors to the Mystaran Almanac often come across tellers of local
lore, legend, and gossip. Whether it is from community elders, wizen sages, reclusive oracles, or your average
commoner, the common tie is that all were overheard in taverns by the patrons. Of course the editors of the
almanac have not the time or resources to investigate and verify each of these—nor would we want to do that as
that would undermine the reason for offering these to the reader. Nonetheless the excerpts are humorous and
should be considered as entertainment only.

“These Shadow Elves... | hear tell that they are busy fighting amongst themselves. Whichever faction comes
out the winner will probably cause al sorts of trouble for us surface dwellers.”—Tavern patron in Threshold,
Karameikos.

“1 tell you, | have poured over Claransa’s book on this Hollow World of hers. It got me to thinking if that
place's peoples have had their memories altered then what about the memories of ourselves. What if our
perceived histories are but the fancy of the Immortals? What does that make us and what are we to become?’ —
Distinguished-looking tavern patron in Krakatos, Karameikos.

“The way | hear it the Alphatians are blowing smoke up our arses. This whole hoopla about peace and love
and rebuilding is but to put us off of our guards. Think about it... all that that people lost during the war and with
victory so close. Y ou know how those people are. Y ou think that they are just going to let stuff likethat slide. A
sailor friend of mine said that he saw signs of an Alphatian buildup. | think they are reorganizing their armies and
getting ready to continue the war.”—Tavern patron in West Portage.

“| say pox on them foreigners. The elves are okay. They keep to themselves deep in country. No one but
rubes and monsters live out that way. But the Alphers, well they could care less about us lowly Karameikans. To
them we're but infantile barbarians suckling at the Alphatian teet for our intellectual nourishment. | see it
everyday. They gotta put their noses everywhere, showin us how to do things. Sheez... we did all right for
ourselves way before they showed up. Mark my word, if they have their way we'll all be speakin Alphatian
beforeit’s over.”—Tavern patron in Mirros, Karameikos.

“1 heard that Prince Etienne is still alive and in very good health. Seems like the old boy was pretty fed up with
the way thing were going on within the parliament and Council of Princes. Some say he’ s foregone politicsand is
filling his time working on his magical pursuits. Others say he is still politically active, working anonymously in
the background without the hindrances of Glantrian law.”—Tavern patron in Kopstar, Bergdhoven, Glantri.

“You remember that beast, the Behemoth? Notice how it happened to show up right after the war. And notice
how it ain’'t been seen recently. Quite a coincidence given Nayce becoming stabilized. | would not put it past
those blokes to have been behind the thing attacking shipping.”—Tavern patron in Harbortown, Minrothad
Guilds.

“Hollow World ...bah. Sounds like a bunch of hooey to me. Sounds like Alphatian propaganda to me. Think
about it. Why would the Immortals go through all of the trouble to recreate Alphatiain the Hollow World when it
would have been just as easy to rebuild it on its original location? And what purpose does placing them in the
Hollow World serve?’—Tavern patron in Glantri City.

“I tell you | just don’t likeit. You know how those elves love their trees. Do you seriously think that they are
going to let the loss of their old lands pass. All this talk about them working with the shadow elves also strikes
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me as being odd. From my understanding, the shadow elves despise the elves that live on the surface.
Personally | see bad things on the horizon. It would not surprise me to see them and the Alphatians draw usinto
awar to regain those lands.”—Tavern patron in Mirros.

An Alternate View of the Adventuring Profession

Astold by Jakko “ Long Bolt” Karovich inthe Blackheart Lily, Mirros, Karameikos.

Aye laddie... pay no mind to those fanciful tales the bards spout so lavishly. Believe you me | know first hand
what really goes on out there in that particular line of work. You see | used to be what you might call an
adventurer. You don’t think they call me“Long Shot” cause of my libido. Nope | used to bein that line of work...
pretty good too. | could very well hold my own with the war ax and castrate a gnat at fifty paces with my old
crossbow. Ask anyone around here.

Yep... | started out with aspirations of defending the meek, making the world a better place, and gaining a share
of wealth and glory. But all that isaload of crap. First off... the term “adventurer” iscrap. More correctly you are
a sellsword... amercenary and at times even a hired thug. Y ou see noble deeds are out there aplenty... however
there are few noble acts that pay off in good ole hard coinage. You see... adventuring is expensive. Arms and
armor must be maintained and replaced. You'll also be on the outlook for means to better protect yourself...
preferably with magic.

Aiding a peasant village will gain their thanks and admiration, however peasants cannot offer much in the way
of pay. At best you'll get afew meals, acomfortable bed, and a bit of shelter for afew days. You'll never be able
to stay put for long. You'll have to be abroad looking for tasks, for both coinage and glory. Also you'll notice
that you’ll soon wear out your welcome. Gratitude will quickly turn to wariness. Remember not only are you and
your party members an added drain to their stores, you are also something to be feared. You’re outsiders, armed
to the teeth and having dispatched athreat that they feared for so long.

Like | said you'll be traveling alot. And that takes more gold. You'll need provisions and lodgings. And for
some reason you' Il find yourself forever having to buy a new horse. For some sinister reason, your mount rarely
lives long. Horses seem to attract arrow fire and abuse from your attackers. Also, when your supplies run low
that horse can become your meal for several days. Which brings up another thing... out in the wilderness your
food will be vital. Sometimes you'll have to hunt and forage to get by. Be careful though... | cannot count the
times | suffered for days with arunny stomach from some bad berries or water.

Travel isanecessary part of the profession. However, traveling involves spending a great deal of time out on
theroad. For the most part, “out there” is the realm of the ‘noids, wolves, and other hostile predators. As soon
as you leave the confines of a city, town, or village you are out in their environment and subject to being
attacked. Even worse you have to watch out for brigands. They’re everywhere and are usually well armed and
skilled at ambushing the traveler. Hell... even here you can find brigands and hostile creatures but a day’s ride
from Mirros.

The bardic tales of lost ruins and dungeons boasting treasure troves are crap. Oh I’ m sure that some still exist,
but for the most part ruins have already been picked clean. Any gold you find there will be from newly moved in
occupants. ‘Noids and the like love to set up shop in places like that. And they aren’t going to be too happy
with you dropping by. And you'll probably be outhumbered by these creatures. You’'ll also be fighting them on
their turf. And don’t be fooled by their looks, the nasties are by no means foolish brutes. Brutes they may be,
but deadly brutesthey are.

Their occupants aside, dungeons and ruins are not the most amiable places for a human to be. They are dark,
wet, and often hold foul fumes. All perfect reasons for other nasty creaturesto call them home. | remember many
times when we stood in some flooded corridor, knee deep with filthy brackish water, straining through torchlight
for a glimpse at what lay ahead us. Just imagine what your poor robe clad mage would be going through. To
make matters worse, the ‘noids are used to those types of things. Heck... you could say they even love that crap.

Let’s say you go through all trouble and clear out the nasties. What do you get? A few handfuls of assorted
coins. Maybe some decent weapons. Heck you may even find apotion or two... perhaps abit of magic. But look
at your efforts. By Halav... thirty forty individuals dead and you may break even as far as your costs. Y ou may
even lose a few of your own. And death is a constant companion of the adventurer. No matter how good you
are... and how careful you are... you will lose people. It's a hard thing too. These are friends... no comrades...
whom you fight beside. Y ou become more than friends with them. | don’t know how to describeit... | guess you
have to go through it to properly understand it.
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You had better forget about romantic relationships. Oh sure... you'll look all spiffy in your adventuring gear.
Probably draw your share of tavern wenches. May even draw in afew reputable lasses aswell. That may sound
fun. But trust me, it’ll get old. It's still fun mind you... but you'll find yourself wanting a woman you can say that
you truly love. A woman you want to bear your children... not some tart.

Whatever noble aspirations you had at the beginning, reality may place morality in a secondary position to
financial need. You probably will take up the sword in less than noble tasks... many that may be deemed illegal.
That's where your more financially lucrative jobs will be. However, there will also be more danger, both from the
parties involved and possibly from the local guard. You do agood job and you’ll find yourself getting more jobs
likethat. It's good steady money so don’t knock it. And until you find one of those mythical treasure troves, it's
about as close to a motherlode as you are going to find.

I’d also like to point out that there are not alot of old adventurers. Likewise, retired adventurers are few. Death
isaconstant companion. You are either dealing it out or getting it dealt to you. The pursuit of gold and glory isa
never-ending beacon for “the big haul” being just around the corner, over the next hill, or in this next cave. No
haul is ever big enough to sate the perceived financial need. And sadly the thrill gets into your blood. It's like
zzonga... you have to haveit in your life. | mean, you’ve been all over therealm. Seen thisand that. Lived on the
edge. Could you go back to farming? Could go back to anormal life? Nope... the stuff’sin yatoo deep.

Me, | lucked up. | started off with the usual crap jobs, mostly paying for our upkeep. We settled in to a few
regular employers. Did afew jobs here and there. We got lucky afew times and gained afew itemsthat proved to
draw quite a healthy sum. | lost some good friends. Even lost awoman | might have married. We did afew jobs
for the monarch... piddling stuff... but it legitimized us. One job had me take a nasty halberd blow to my side.
Spent weeks healing up. Gave me the time to think. | took my meager nest egg and invested in a normal life,
setting myself up with a small farm. Ten years later | have expanded and am considered a pretty well-to-do
individual. Got me alovely wife, three young ones, and a nice home.

Don’t get me wrong, we scavenged quite literally aking’s ransom in my adventuring days. However, the costs
and flagrant spending pretty much wiped all of that out. Such spending is the way of that carefree lifestyle. |
have earned more gold and have more to show for my ten years of business life than | ever did in my years of
adventuring. And I'll admit that | still get the itch to take up the blade. Luckily there be enough wolves and the
like around the farm to sate that thirst. And | have been known to hire out to the king to help train new recruits.
Anyway... take my advice asyou will. If youignoreit, you won't be the first.

The Mystaran Year

Mystaran Calendar

Most Mystaran calendars consist of twelve months of 28 days each. These months are divided into 4 weeks of
7 days. Each day of the week has a name, but the weeks themselves do not.

Day Date

Lunadain 1NM 8FQ 15FM 21LQ
Gromdain 2 9 16 23
Tserdain 3 10 17 24
Moldain 4 11 18 25
Nytdain 5 12 19 26
Loshdain 6 13 20 27
Soladain 7 14 21 28

NM = New Moon, FQ = First Quarter, FM = Full Moon, LQ = Last Quarter.

Most nations have adopted the Thyatian calendar, which is dated from the crowning of their first emperor,
Zendrolion Tatriokanitas. Itis currently theyear After Crowning 1016 (AC 1016).

The name of the months and days depends on the nation. A few examples for the months follow
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Season Thyatis Five Shires Ethengar Rockhome Alphatia
midwinter Nuwmont* Clabbas* Amai Wharlin Nyxmir
late winter Vatermont Vuuldiir Hiskmai Morlin Amphimir
early spring Thaumont Maehin Yalmai Hralin* Alphamir*
middle spring Flaurmont Odelin Haimai Hwyrlin Sulamir
late spring Y arthmont Gondulrim Kevamai Styrlin Sudmir
early summer Klarmont Mithintle Seimai Bahrlin Vertmir
midsummer Felmont Goldaun Lingmai Buhrlin Tslamir
late summer Fyrmont Fyrtal Tringmai Klintin Andrumir
early fall Ambyrmont |  Aumbyr Demai Barrlin Cyprimir
middlefall Sviftmont Ssantiir Chagai* Biflin Hastmir
late fall Eirmont Tembiir Rinpoch Jhyrlin Eimir
early winter Kadmont Dauntil Komai Kuldlin Burymir

*: marksthefirst day of the year.

Mystaran Horoscope

This year, dear almanac readers, we have a special treat for you. We have managed to convince Madame
Feliona of Nouvelle Averoigne to explain how the position of the starts, moons and planets affect our every day
lives. Madame Felionaisthe most respected seer and fortune teller of the nation of Glantri, and her predictionsto
date have been found to be over 95% accurate. So, dear readers, we hope you enjoy what she hasto say.

“First of all, it's all wrong! All the horoscopes given in the previous versions of these almanacs are phonies
written to please the credulous and to make a quick ducat for the writer.

WEell, the predictions were, at least. First of all, lets us view the basics of determining your totem sign. There
are twelve totem constellations found circling our planet, and these provide the power to shape your destiny, if
you let them. They form an almost perfect circle around our sun, in the order of Manticore, Hydra, Centaur,
Basilisk, Chimera, Gorgon, Griffon, Dragon, Salamander, Pegasus, Warrior and Giant. Legends claim that each
constellation appeared when the first of that given race died and was rewarded with an eternal resting place by
the Immortal s that watch over them. The Dragon constellation is therefore the soul of the Great Old One—patron
Immortal of the Dragons—'s favored follower, just like the Centaur houses the soul of Ixion’s favored centaur
worshiper. Those with the proper powers and magic can communicate with these souls, and from them, divine the
future of those they watch over.

The Warrior is a human spirit, and was renamed the Warrior when Vanya, mistress of War and Conquest, took
over the responsibilities of maintaining the constellation and placed Her favored warrior soul into it. Ancient
texts even indicate that the constellation changed shapes when that happened, from a normal human to a man
bearing a sword and shield. This indicates that the Immortals take turns controlling the constellations and
reshape them to Their own favored forms. It appears Vanya was the last one to earn the ownership of a
constellation, but how the Immortals determine who gets one next or when to change still remains a mystery. |
have been searching for more proof about these changes for quite some time now.

Still, how does this determine your sign, you ask. When you are born, your sign is determine by whichever
constellation happens to be located behind the world of Mystara compared to the sun. If you were looking at the
infinite cosmos from above, you would be able to trace a straight line from the sun to Mystara and then to your
guardian totem. There are many false rumors about how your constellation is chosen, the most common being
whichever constellation marks the horizon when you are born, but these are all false. It is most definitely the one
in a straight line away from the sun that has been chosen to watch over you. Which one it is changes on a
regular cycle that perfectly matches the months of the year. You can therefore determine your star totem simply
by knowing in which month you were born.

Dateof Birth
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Month Star Sign Traits

Nuwmont Manticore Cunning, ardent, brave.

Vatermont Hydra Shrewd, self-centered, resourceful.
Thaumont Centaur Vigorous, strong, generous.
Flaurmont Basilisk Robust, passionate, domineering.
Y arthmont Chimera Confident, charismatic, possessive.
Klarmont Gorgon Reserved, private, studious.
Felmont Griffon Warm, practical, steadfast.
Fyrmont Dragon Ambitious, cold, independent.
Ambyrmont Salamander Cam, practical, miserly.

Sviftmont Pegasus Enterprising, flighty, imaginative.
Eirmont Warrior Astute, efficient, courageous.
Kaldmont Giant Selfish, strong, stubborn.

You will notice that certain traits are assigned to each star sign. Most people born under a sign will inherit

these traits, traits that match the soul found within the constellation. However, these traits will also be influenced
by your ascendancy and influence, alowing alarge variety of personalities. Y our ascendancy and influence play
no role in determining your destiny, however; that is controlled solely by your star sign.

Week Ascendancy Traits
i Sun Proud, authoritarian, predictable.
Leanstoward Lawful alignment.
2" Land Earthy, steady, rational.
Leanstoward Neutral alignment.
3¢ Sea Creative, mercurial, unpredictable.
Leans toward Chaotic alignment.
Vi Sky Philosophical, versatile, tempestuous.
No particular alignment tendency.
Timeof Day Influence Trait
Sunisup Winds of Law Fortifies lawful temperaments, sways neutral dispositions toward
good, curbs chaotic personalities.
Moonisup Winds of Chaos Undermines lawful tendencies, sways neutral dispositions toward
chaos, intensifies chaotic behavior.
Both areup Winds of Wisdom Tempers al dispositions with prudence, caution, and common
sense.
Neither are up None Bodes either great luck or great hardship for the child.

Now, how do the star signs determine your destiny? That is a secret of the Immortals. But we can read the
signsthey show us and help determine what fate they have in store for you.

First of all, all the stars of a star constellation are the brightest white, whiter than any of the other stars in the
heavens above. All except for one in each constellation, that is. These 12 stars (one per constellation) are red.
When you look up into the sky at night, you can usually see four to eight small little pinpricks of red; those are
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the stars | am talking about. They are the eyes of the constellations, from which they can see and guide your
destiny.

These eyes, however, move about throughout the sky and are never found in the same place twice, at least, not
in any human lifetime. Legends claim that they are large glowing red cities that fly throughout the heavens. A
more imaginative story | have read claimed that they are large cities that roll upon alarge wall of black crystal that
encircles our entire universe like a shell or sphere. Who inhabits these citiesis unknown, but legends claim that it
isthe former souls that were once inside the constellations. No one soul can ever be the favored of an Immortal,
so the soul within the constellations is constantly changing, and previous souls move on to the city so they can
continue to watch over their favored mortals still living on Mystara. It issaid that in each city lies a portal to the
realm of their Immortal, so that when a given soul is finished observing the realm of the living and ready to move
on, he or she (or it) may then enter the realm of itsImmortal. Some brave adventurers | have known decided to try
and use those portals to visit the realms of the Immortals—I have not heard from them since they |eft over five
years ago.

Anyway, the eyes move about in acircle around our sun and world. Asthey move, they cross into the area of
the other constellations, and since they represent different Immortals and attitudes, a conflict usually occurs.

The eye of agiven star sign is called the star, so the eye of the Centaur Constellation is known as the Centaur
Star, while the eye of the Hydra Constellation is called the Hydra Star. The constellations themsel ves are known
ashouses. Where the constellation of the Manticore is|ocated is called the House of the Manticore, for example.

Now, the horoscope is read by both determining in which house your star is and what other stars are |ocated
within your house. Some stars get along, but most don’t. When your star is located in arival house, that house
blocks its view and control of your destiny. Thiswill create periods of bad luck and ill omens for those who are
guarded by that star. Likewise, when an enemy star is within your house, it also influences you in a negative
way, but not as much as the house is always more powerful than the stars; however, the more stars in the house,
the more influence they can achieve (yes, it is possible to have multiple stars in your house at once). If your star
isin afriendly house, it can continue to control you without interference. If afriendly star iswithin your house, it
can also grant you a few more benefits, but again not as much as your own star. When your own star is located
within its house, then you are the luckiest person around.

As for which constellations are friendly and which are enemies, that all depends on the souls within them and
can vary over time. Later | will describe how they are currently aligned.

The readings are taken on the last day of the year, Kaldmont 28, and this will give an overall outcome of the
following year.

Note that each star moves at a different speed, and crosses a different number of constellationsin a given year.
Some stars only takes 3 years to go al the way around and arrive back at their own house again. For others, it
takes 12 years. However, every 12 years, al stars are found in their respective houses. At this point in time, al
forces cancel each other out and it is the time when mankind makes its own fate (or, some say, that powers
beyond the Immortals decide our fate). Sometime nothing happens, sometime major events happen. The last
such conjunction was in AC 1009, when the Great War ended, Alphatia sunk beneath the sea, the week without
magic occurred, and the Day of Dread got its yearly start. Yet in AC 997, no such cataclysmic even occurred (at
|east none that we are aware of). | just can’'t wait to see what will happenin AC 1021.

Rumors state that when a new Immortal takes control of a constellation, the speed of its star will change to
match the whims of the new Immortal.

Manticore Star: The Manticore Star traverses 5 houses every year. Starting at the House of the Manticore, it
will be located in the following houses every year afterwards. Gorgon, Warrior, Basilisk, Salamander, Hydra,
Griffon, Giant, Chimera, Pegasus, Centaur, Dragon, and finally Manticore again after 12 years. The Manticoreis
currently friendly with the Warrior and Griffon, and enemies with the Pegasus and Gorgon.

Hydra Star: The Hydra Star traverses 11 houses every year. Starting at the House of the Hydra, it will be
located in the following houses every year afterwards. Manticore, Giant, Warrior, Pegasus, Salamander, Dragon,
Griffon, Gorgon, Chimera, Basilisk, Centaur, and finally Hydra again after 12 years. The Hydrais currently friendly
with the Gorgon and Chimera, and enemies with Dragon and Centaur.

Centaur Star: The Centaur Star traverses 9 houses every year. Starting at the House of the Centaur, it will be
located in the following houses every year afterwards. Giant, Salamander, Gorgon, and finally Centaur again after
4 years. The Centaur is currently friendly with the Pegasus and Griffon, and enemies with Hydra and Giant.
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Basilisk Star: The Basilisk Star traverses 3 houses every year. Starting at the House of the Basilisk, it will be
located in the following houses every year afterwards: Griffon, Pegasus, Manticore, and finally Basilisk again after
4years. TheBasilisk is currently friendly with the Giant and Chimera, and enemies with Pegasus and Centaur.

Chimera Star: The Chimera Star traverses 2 houses every year. Starting at the House of the Chimera, it will be
located in the following houses every year afterwards. Griffon, Salamander, Warrior, Manticore, Centaur, and
finally Hydra again after 6 years. The Chimerais currently friendly with the Hydra and Basilisk, and enemies with
Salamander and Dragon.

Gorgon Star: The Gorgon Star traverses 3 houses every year. Starting at the House of the Gorgon, it will be
located in the following houses every year afterwards. Salamander, Giant, Centaur, and finally Gorgon again after
4 years. The Gorgon is currently friendly with the Hydra and Salamander, and enemies with Manticore and
Centaur.

Griffon Star: The Griffon Star traverses 7 houses every year. Starting at the House of the Griffon, it will be
located in the following houses every year afterwards: Hydra, Salamander, Basilisk, Warrior, Gorgon, Manticore,
Dragon, Centaur, Pegasus, Chimera, Giant, and finally Griffon again after 12 years. The Griffon is currently
friendly with the Manticore and Centaur, and enemies with Giant and Warrior.

Dragon Star: The Dragon Star traverses 6 houses every year. Starting at the House of the Dragon, it will be
located in the following houses every year afterwards. Hydra and then Dragon again after only 2 years. The
Dragon is currently friendly with the Warrior and Salamander, and enemies with Hydra and Chimera.

Salamander Star: The Salamander Star traverses 1 house every year. Starting at the House of the Salamander,
it will be located in the following houses every year afterwards: Pegasus, Warrior, Giant, Manticore, Hydra,
Centaur, Basilisk, Chimera, Gorgon, Griffon, Dragon and finally Salamander again after 12 years. The Salamander
iscurrently friendly with the Gorgon and Dragon, and enemies with Chimeraand Warrior.

Pegasus Star: The Pegasus Star traverses 5 houses every year. Starting at the House of the Pegasus, it will be
located in the following houses every year afterwards. Centaur, Dragon, Manticore, Gorgon, Warrior, Basilisk,
Salamander, Hydra, Griffon, Giant, Chimera, and finally Pegasus again after 12 years. The Pegasus is currently
friendly with the Centaur, and enemies with Manticore and Basilisk.

Warrior Star: The Warrior Star traverses 7 houses every year. Starting at the House of the Warrior, it will be
located in the following houses every year afterwards. Gorgon, Manticore, Dragon, Centaur, Pegasus, Chimera,
Giant, Griffon, Hydra, Salamander, Basilisk, and finally Warrior again after 12 years. The Warrior is currently
friendly with the Manticore and Dragon, and enemies with Griffon and Salamander.

Giant Star: The Giant Star traverses 8 houses every year. Starting at the House of the Giant, it will be located
in the following houses every year afterwards. Dragon, Basilisk and finally Giant again after 3 years. The Giant is
currently friendly with the Basilisk, and enemies with Centaur and Griffon.

Of course, all thisis but a quick explanation. Other cosmic events, such as the position of Matera, will play a
great rolein any given year. Which stars the moon eclipses or which houses it hides causes the small variations
between days or even seasons that will not follow the yearly predictions. To fully understand all these small
nuances would take years of study and cannot possibly be explained within afew pagesin the almanac.

Horoscope for AC 1016

Now that we have all the explanations before us, lets us ook at what the future holds for AC 1016.

Manticore: The Manticore Star is located in the House of the Giant, while the Basilisk Star is located in your
own house. Neither are friends or enemies, so the Manticore can do as it pleases. It's time to create new
opportunities for yourself. Your energy level will be high, so expect life to be upbeat, exciting, and full of
adventure. Thisyear also presents aturning point, and many new directions and goals should be pursued.

Hydra: The Hydra Star islocated in the House of the Griffon, which is fine. Unfortunately, the Dragon Star is
currently in the House of the Hydra, which can cause a bit of trouble. People will not be giving you what you
want, so you will have to use your resourcefulness to go and get it. If you focus on what you want to bring into
your life, many positive rewardswill be yours.

Centaur: The Centaur Star islocated in the neutral House of the Gorgon and the Gorgon Star islocated in your
own. Thisisone of those years that you could find yourself being pushed and pulled in different directions. Try
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to keep your focus and not get overly distracted with your social life. Your high cycleisjust beginning and many
opportunities could come about in many unexpected ways. Any past pressures will now be released—so expect
all theanswersto comerollingin.

Basilisk: With your Star in the House of the Manticore and the Salamander Star in your own house marks
things as relatively neutral. Y ou shouldn’t expect miracles or the world to fall at your feet just because you aren’'t
feeling loved. Being overly sensitive, it’s best if you try to thicken your skin and do not take anything personally
over the next year or two. Your professional life offers much challenge, so make sure you brush up on all your
skills. Thisisnot ayear to leave anything to chance, especialy if it involves afinancial or career decision.

Chimera: The Chimera Star is currently in the House of the Griffon. Luckily, no stars are located in the House
of the Chimera this year, alowing better fortunes to shine your way. The growth cycle that you've been
experiencing over the past few months will continue as you keep planning for your future and achieving your
goals one step at atime. You're ready to blaze new trails and create new directions for yourself with much more
confidence and self-esteem. Be assertive and let everyone know what is yours and what you intend to achieve.

Gorgon: The Centaur Star is located in the House of the Gorgon while your Gorgon Star is located in the
House of the Centaur. This makes it one of those years in which you could find yourself being pushed and
pulled in different directions. Try to keep your focus and not get overly distracted by your studies. Still, you will
finally make that great find you have been looking for the past few years.

Griffon: The Griffon Star is located in the House of the Dragon, which isin itself not so bad. However, two
stars are visiting your house this year, notably the Hydra and Chimera. This will distract your star sign, leaving
you to more or less fend for yourself. Stability and balance are what you should be seeking, otherwise you might
suddenly take on more than you can handle.

Dragon: The Dragon Star is currently at the other end, sitting in the House of the Hydra. Thisis splitting up
your cosmic energy tremendously. Also, two visitors, notably the Griffon Star and the Giant Star in the House of
the Dragon will keep you rather preoccupied. This means that you should look both ways before getting
yourself into trouble this year. You may find yourself rubbing others the wrong way—when you least expect it.
Thisisagood time to make use of that Dragon independence and avoid unnecessary social interactions.

Salamander: The Pegasus Star is currently hiding within the House of the Salamander, while the Salamander
Star is off in the House of the Basilisk. Neither of them are your enemies, but neither of them are your friends
either, giving you no benefits or problems. You'll be making a lot of decisions this year, and that Salamander
practicality will comei