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INTRODUCTION 


Forward

Welcome to The Denizens of Denagoth, the second region of Mystara to receive the “Gazetteer” treatment since TSR/Wizards of the Coast™ ceased production on the only game world designed for the box-set series of Dungeons & Dragons™, also known as OD&D.

Realm of Wendar, the first gazetteer under this editorship, was well received by the Mystaran community.  On the basis of that success, a full line of gazetteers exploring new regions of the world has been initiated.  The 2006 year anticipates the release of another four products after Denagoth, one approximately every two months.  
In developing the contents of this gazetteer, previous contributions to the Vaults of Pandius were culled and given fair consideration for adoption.  The general editorial policy for this and future gazetteers under the “GAZ F” label is “minimal intrusion” with respect to officially published works.  Where deviations arise, attention will be made in the Kudos and Corrections subsection.  Attention will also be given to any conflicts with major fan-based material available at the Vaults.  The second editorial focus is internal consistency within the product line.  

It has been my privilege to serve as an editor for this gazetteer, and I hope you enjoy reading it and using it in your own campaigns.

Denagoth
Denagoth is a massive plateau cradled by the Mengul Mountains between Wendar and the southern Norwold coast.  It was first introduced in the exceptional module X11 Saga of the Shadow Lord alongside the Realm of Wendar.    

Denagoth is a harsh and unclean land where trust is hard to come by and rarely rewarded.  The west is infested by the Cult of Idris and controlled by the Shadow Lord.  Humans have established a working coexistence with the humanoid tribes, while the elves of Geffron find themselves embattled and isolated.  To the far east, the necrophagous thouls have formed a civilization amid the ruins of ancient Essuria.  Even the mighty dragons involve themselves in Denagothian matters.
Amid all these forces and conflicts, the peoples of the Plains of Avien try to live out their lives in peace.  As they struggle with the soil, the Avien peoples look to the north with the most trepidation, for the horrific Den Horde periodically vacates the Wastelands to terrorize the villages.
The Final Goal of the Campaign

Denagoth can serve as a site for an adventure or two on your party’s travels, but it also could be the focus of your entire campaign.  A campaign set in Denagoth can center on several different goals to match your group’s interest.

A traditional campaign, including monster and treasure hunts, is well suited to the lands of fallen Essuria with ruins scattered throughout the east.  Other locales offer specific quests, such as a raid on the Heart of Idris in the Wastelands.  
A political campaign can be driven by the desire to unify the plateau under a single authority.  This campaign includes not only overt political dynamics such as the expansion of the Shadow Lord’s authority but also the internal power struggles among the followers of Idris.  Characters may be tempted to forge their own dominions amid the chaos.

An epic campaign focuses on the conflict between the Temple of Idris and the faith of He Who Watches.  Characters will be taken throughout the region learning the plateau’s lost secrets such as the origin of Idris and the Korrigans.  Their actions could even lead to an elimination of the Den Horde threat, the fall of the Shadow Lord and the Church of Idris, and the restoration of Essuria.  
Who Should Play in Denagoth?

Players who enjoy adventuring against the backdrop of a corrupt land will not be disappointed with Denagoth.  Four character groups are particularly appropriate for Denagoth: Wendarian adventurers, northern barbarians, good-leaning natives, and corrupted natives.  The first two groups are external to Denagoth and enter the plateau with concerns specific to their home regions.  Non-evil native characters, principally from the Plains, are the targeted party-set for this gazetteer.  Experienced gamers may find it rewarding to play characters from the dark side of Denagothian culture as they create havoc upon the plateau and in bordering nations.  This last option is not recommended for less experienced or younger gamers.  
Humans are the most common character race.  Native elves are initially limited to conflicts within the Great Forest of Geffron, but they are very appropriate for epic campaigns.
Halflings do not exist in Denagoth.  A few dwarves and gnomes have integrated themselves into Denagothian society as individuals, but there are no organized clans. 
Nonstandard race options that are appropriate include the humanoid races, pixies and sprites, the thoul, and the Denagothian brute (resembling a half-orc or a brute-man).  
Kudos and Corrections

The contributors would like to thank Stephen Bourne for introducing Wendar and Denagoth in the adventure X11 Saga of the Shadow Lord.  The Denizens of Denagoth hews closely to the original source information, but their have been additional developments to fully flesh out the plateau and integrate the setting into Mystara.  

Readers should be aware that the most recent Wendarian-Denagoth-Wildlands timeline by Marco Delmonico is at great variance to the history here and in Realm of Wendar.

Finally, I would like to thank the legions of filmmakers who produced classic B-grade fair such as The Beastmaster, The Sword and the Sorcerer, and Ator the Mighty.  Their imagery sparked the imagination both then and now.
WHAT PEOPLE SAY ABOUT THE DENAGOTHIAN PLATEAU

The Sage Bensarian on the Plateau Elves
Today the Denagothian Plateau is closed off to the people of Wendar, a consequence of the Wizards’ War.  But in my youth, I walked among the trees of Geffron and saw the glory that was Essuria.

Upon the plateau, there are two nations of elves, brothers to our own Genalleth.  The Geffronell are the older of the two – a migratory divergence during the elves’ long trek from the south.  Ragged and confused, the Geffronell recovered only after the Genalleth elves found them.

Together the two groups of elves made a third community, Lothenar.  It is these Lothenar elves that later gave birth to the fabled Realm of Forenath and the City of Soreth in the extremes of the Northern Wildlands, but I get ahead of myself.

Genalleth, Geffronell, and Lothenar briefly formed a single elven nation under King Enoreth, but that was ended by a terrible plague that swept the plateau and justified sealing of the single pass across the Menguls.  From that point on, the two groups of plateau elves diverged.

The Geffronell turned to a deep philosophy of life and death under the tutelage of the Korrigans – yes those Korrigans, although I dare say that the Geffronell have a different perspective on things than the local priests.  
The Lothenar, in contrast, struggled and warred with its neighbors.  The elves of the “Solitary Fortress” have never been terribly friendly with humans.  It took a great deal of patience before they allowed me to learn their personal histories.
I have not heard from either group since the War, but I have hope that that will soon change.  My apprentice Nethelar will soon be traveling across the Mengul Mountains ….

Instructions of Naru, Leader of Followers of Idris

Our Lady Idris came to us at the edge of the northern waste.  She came to man and brute and orc, and she delivered unto us a great truth.
For she showed us the great truth of the world, that there was no more but the feel of flesh and the scents on the air.  Life and death were irreducibly enmeshed, and our totality existed within these two forces.  There were no rewards awaiting us in paradise, only the rewards that we ourselves take.

Be warned students, Idris does not grant her followers imperious independence.  To steal or murder among the flock is condemned for the consequences it brings to us all.  Recall the tale of Queen Nalla and her murderous husband Garlan.  By slaying his precious Queen, Garlan also destroyed the second Kingdom of Denagoth.  That was a crime whose damage took centuries to undo…
From the Diaries of Giovanni Augustus, Thyatian General 
I am thankful for the companionship of Brasol here in these northern parts, but man’s best friend is no substitute for the warm arms of a loving woman.  I long to return to Newkirk to be with dear Cestia; to taste the bitterness within a glass of tangor; to hear the rush of the ocean.  On these cold nights, I could even hope to return to the bed of my wife, Vulcania.

It was by shear fortune that I had been able to accompany the dragons on their quest into the far west.  Some rabble of dust-covered shamans and witch doctors had actually been able to steal eggs – dragon eggs!  But we were able to retrieve them, and there seems no end to the gratitude of the dragons.  

Apparently there is a kingdom of some stature locked behind the Final Range.  Essuria they call it.  A good and noble bearing these Essurians have; I think they would make excellent allies for the Empire.
What is of greater importance, however, is the knowledge of the lands that the dragons have given me.  Huge expanses spread out west of Norwold – unclaimed expanses.  And I bet those lands fall beyond the reach of the Peace of Edairo.

The Tales of Tarn Oakleaf, Druidic Advisor to King Ericall

Milord, it was long ago when my father left his home upon the Plains of Avien and followed the whispers of the world to the Great Bay, as I did to your court.  
Turmoil had swept the lands of the Denagothian Plateau, a cleansing conflagration that removed a great blight.  The weeds of corruption and repugnancy had spread untended.  This is the natural fate of all nations, milord, when balance is not maintained.  This is a lesson you would do well to remember, sire.
No body will long tolerate a poison, nor nature pollution, so that the offending foulness should be removed.  Thus did the Henadinites ride forth from the north and destroy the kingdom of Landryn Teriak. 
Mark the resiliency of nature – the renewal of burned forest, the birth of the young after the death of the old.  So too does power find a new home.  West of my father’s birthland arose a new figure under the banner of Denagoth …  

Geffronell Prophecy Pertaining to the Elvenstar
In the east a kingdom falls.

In the west the shadows rise.

From the north the dark lord gazes…

To the south with baneful eyes.

The elven jewel of sapphire blue,
Enthroned at Genalleth,
Shall protect the valley and the plains,

From the destroyer of Soreth.

The time shall be announced,

When the star is released,

From its home with Enoreth,

By the rod of the deceased.

So to the field of honor,

With shield and flashing sword,

For high adventure beckons,

To the halls of the Shadow Lord.
HISTORY AS THE IMMORTALS KNOW IT


Denagothian history is neatly split at 1800 BC when the Geffronell elves were discovered within the southern forest by the Genalleth elves.  The Elven Chronicles, written by the Wendarian scholar Bensarian, is fairly accurate from this point forward, but the early history of the Denagothian Plateau has been lost to even the most knowledgeable sages.  Bensarian’s work on this era is primarily educated conjecture.   

The Land of Fire and Ice
Before the Great Rain of Fire, the arctic ice sheet covered the Genalleth Valley (modern Wendar) up to the Mengul Mountains.  The mountains left Denagoth an isolated land of high-altitude tundra but free of glaciers.

Midway through the Blackmoor era, beastmen of the Borean Valley incurred the wrath of Blackmoorian priests by using human women as breeders.  The Beastmen Crusades pushed both the beastmen and their brutish progeny into the arctic wastes.  The brutes sheltered themselves in the Ice Reach Range near Denagoth.  
The brutes’ location protected them when the Great Rain of Fire wracked the world.  Elves living near Blackmoor fled to southeast Brun to escape its devastating effects.  One group, suffering from poisoning, found its way into the Naga Hills where a sidhe prince agreed to save them if they would follow his teachings.  He placed them in a deep slumber, relocated them to the plateau, and cleansed them of their sickness.  He also erased their memories of the old world.  
In the following centuries, the brutes migrated onto the plateau along with Carnuilh and Antalian humans.  The populations struggled in the north, while forestation spread in the south.  In BC 2100, the brute Jotakk organized the first nation of the region, Deng.  
Geffron Awakened
The time had arrived for the sidhe prince Shurmeleigh to awaken the slumbering elves.  The confused elves learned that their home was Geffron and that it had been prepared to teach them a fey-druidic philosophy.  The sidhe passed away before he was able to complete their training, and the elves struggled to continue their education bereft of guidance.  

During this uncertain period, the Genalleth elves from the Wendar region discovered their plateau cousins.  The Genalleth mistook them to be the remnant of a lost migration group, and the Geffronell accepted this assessment.  Together the two elven groups settled Lothenar Forest in the north, and Enoreth was proclaimed king of a united elven nation.  

The united nation was short lived.  Humanoids led by Loark and Akkila troubled the plateau and the valley, respectively.  The situation worsened after the Glantrian catastrophe spread a wasting disease over the plateau.  The brutish Kingdom of Deng collapsed when the royal family fell to the sickness, and the local humans abandoned their traditional faiths.  

Enoreth ordered the pass to Genalleth sealed to isolate the disease.  A band of Geffronell elves used the teachings of Shurmeleigh to create the Elvenstar.  The Nine, also known as the Korrigans, traveled the plateau curing both elves and humans with the device.  

When Enoreth died and the elven nation dissolved, the Korrigans assumed leadership of the Geffronell.  They furthered their understanding of the fey-druidism as well as the powers of the Elvenstar.
Denagothians, a mixture of brutes and other humans, settled in the western region.  Conflicts arose between the Denagothians and the Lothenar elves, and many elves relocated to Forenath, a newly discovered region west of the Black Ridge Mountains.

The Dark Elves
Denagothians harassed both Lothenar elves and the Geffronell with increasing savagery.  Several Geffronell heeded the teachings of the sidhe Rumanan, and they used their new magical knowledge to destroy the raiders.  The Dark Elves were hailed as defenders of the forest, and they gathered willing students.

War ignited between the Korrigans and the Dark Elves when the latter demonstrated the ability to consume life or bind it to objects.  The Lothenar elves treated the war as an internal matter and did not involve themselves.  The war ranged across the plateau, legends of which spread among neighboring Antalian settlements.  The leadership of the Dark Elves was finally banished to another plane of existence, but at a cost of the Elvenstar which had been fused into the Shrine of Enoreth.  The disciples of the Dark Elves were eradicated save for a single survivor who entered the northern wastes.
Idris and the Denagothians
Deep within the Denagothian Wastes, the half-elf Idris mastered the techniques of the Dark Elves.  When her training was finished, she visited the western Realm of Forenath where she used her new abilities to create a disease that swept the region.  Without the Elvenstar and culturally withdrawing from the world, the Geffronell did not answer Forenath’s pleas.  

The situation within Forenath spun out of control as humans and elves turned on one another.  In the end, humanoids from the Black Ridge Mountains entered the land unopposed.

One consequence of the destruction of Forenath was that the northern city of Soreth was isolated from all other elven communities.  Idris entered the city and consumed all life within the city with her dark powers.  The magnitude of her action was such that she transcended the mortal plane of existence.

Stability ruled the larger region for two centuries until the Lothenar elves pressed western Denagothian communities.  A series of population displacements resulted in the invasion of the western elven kingdom of Nimbeth by both orcs and Denagothians.  
Leadership of the Lothenar elves was formalized under the House of Denolas as they fought with both Denagothians and northern brutes.  In the south, the Geffronell elves’ non-involvement ended after they rebuffed Naga Hills humanoids and established peaceful relations with neighboring humans.

The elf-lord Beldareth triggered Idris’s attention when he stumbled upon the dead city of Soreth.  The Entropic Immortal revealed herself to the Denagothians and humanoids of the Black Ridge.  Inspired with a religious zeal, their forces once more assaulted the communities on both sides of the Menguls.  The invasions to the west precipitated the Great Northern Campaigns of Genalleth.
During the Third Campaign, giants and ogres swept down into the Wastelands and scattered the indigenous brutes.  With their society in tatters, the brutes easily fell under the sway of the priests of Idris.  The brutes devolved into savagery.

The Essurian Eagle
As the reverence of Idris held in the west, the eastern barbarians began speaking of He Who Watches From the North.  When this faith spread onto the Plains of Avien, the original Den Horde was formed and it destroyed many Avien settlements.
In AC 590, the barbarian chieftain Nebunar conquered the southern lands and declared himself the King of Essuria.

Nebunar himself was a secret adherent of Idris, but his successors held to the tenets of He Who Watches.  The Essurian Eagle grew in stature as the kingdom expanded northward, and peace was made with the elves.  The elven language had a strong impact on Essurian’s development.
Essuria even began colonization efforts in the far north in what is now Ghyr.
The Second Kingdom of Denagoth

An unfortunate consequence of Essuria’s early history was the formation of the second Kingdom of Denagoth under Gereth and the priestess Nalla.  Gereth was the second son of Nebunar, but he and the priestess were exiled upon that king’s death.  Nalla discovered the secret ways of Idris, and she used them to extend her life by consuming her husbands and marrying her sons.

The kingdom collapsed when the fourth king, Garlan, murdered his mother and the entire court.  With the loss of much of the church hierarchy, worship of Idris waned in the west.  

The Fall of Drax Tallen and the Rise of the Shadow Lord
Essuria reached its zenith under King Naren.  Literature and science flourished in the capital Drax Tallen, and the military imposed a peaceful state within the Menguls.  Naren passed away shortly after the completion of the mausoleum at Drax Tallen.
The next four kings made changes to the operation of the kingdom and to its libraries that inadvertently heralded Essuria’s downfall.  Colonial holdings were granted independence, the Idrisian faith was allowed to return, and the military became embroiled in a conflict with bugbears and thouls of the east.

Landryn, later known as Landryn Teriak, secretly poisoned his brother King Vespen and took the throne.  The Church of Essuria was replaced by the Cult of Idris, and abhorrent religious practices ensued in the capital.

The reputation of Essuria grew so foul that the barbarians of the far north, under the legendary Henadin, joined with the House of Denolas and the elves of Geffron to destroy Drax Tallen.  As the elves kept Essuria’s attention to the west, Henadin led the barbarian host through a remote valley in the Final Range.  Their eastern approach proved effect, and the Drax Tallen guards were caught unaware.  

Henadin died in the combat, and Landryn Teriak fled on to the Plains of Avien where he was slain by the gold dragon Auragentus. 

 A wandering pilgrim came across the burnt corpse and raised Landryn from the dead, but Landryn took possession of the pilgrim’s body and slew his benefactor.  Landryn Teriak incurred a withering curse for his actions.  The former King of Essuria donned the identity of the Shadow Lord and rose to power among the Denagothian settlements of the western plateau.
The Wizards’ War

The Shadow Lord rejuvenated the western regions and the Church of Idris.  His new Kingdom of Denagoth marched south from the Wastelands.  His armies annihilated the Lothenar elves and then invaded the Wendarian region.

His invasion almost succeeded until Gylharen of Wendar produced the Elvenstar and repulsed the Denagothians.

The Shadow Lord required decades to reassert control over the western plateau because of this defeat.
Today

The eastern power vacuum of Geffron attracted goblinoids and thouls.  Auragentus supervises Drax Tallen’s ruins. The Geffronell elves have been pressed on all sides, and their leadership was weakened in an attack by the Dark Lords of Idris.

The Church of Idris has established an ecclesiastical dominion south of the Malor Swamp.  The Kingdom of Denagoth has designs on the Plains of Avien, the Great Forest of Geffron, and the Realm of Wendar.  Denagoth has also troubled Ghyr, and the Den Horde has been restored.
Wendarian Timeline

BC 3600: Beastmen of the Borean Valley sired a race of brutes upon human women.

BC 3500: Blackmoorian priests promoted holy wars to exterminate the “unnatural” beastmen of the Borean Valley.  Wanderer elf clans settled near Blackmoor.
BC 3200: The Blackmoor crusades drove the beastmen into old Hyborea.  The crossbreed brutes retreated to the modern Ice Reach Range and the arctic Mengul Mountains.
BC 3000: The Great Rain of Fire.  Sickened Geffronell elves sought shelter in the mountain valleys along the Norwold coast.  
BC 2900: The decimated Geffronell elves entered the Naga Hills below the infant alpine forests.  The sidhe prince Shurmeleigh placed the elves in a thousand-year slumber, cleansing them of their illnesses and stripping away their memories.
BC 2700: Brutish tribes spread over the northern Denagothian Plateau.

BC 2600: Carnuilh tribes entered Wendar and Denagoth.

BC 2400: Early Antalians destroyed or absorbed the Carnuilh plateau tribes.  The brutish tribes were forced back into the wastelands.
BC 2200: The Great Forest of Geffron stretched along the plateau’s eastern rim.  This period also marked the early stages of the Lothenar Forest.

BC 2100: Jotakk of the Den united the brute tribes and proclaimed herself the ruler of Deng.

BC 1900: Shurmeleigh awoke the Geffronell to their new home and spent his last years instructing them.
BC 1850: Shurmeleigh passed on.

BC 1800: Genalleth elves discovered the Geffronell elves of Denagoth.  

BC 1725: Settlements in Lothenar Forest.  Enoreth united the three northern elven communities.
BC 1722: Loark’s Great Horde passed south of the Ice Reach Range and ravaged Norwold.  Many humanoids remained in the Denagothian region.  Additional Antalians moved onto the Denagothian Plateau.   
BC 1700: King Enoreth ordered the pass to Genalleth sealed after a strange disease that drained physical strength and memories swept the plateau.  Nine Geffronell heroes produced the Elvenstar which restored the health of  the elves and humans of Denagoth.  The Kingdom of Deng, or Denagoth in the elvish tongue, collapsed without an heir.  Local Antalians abandoned their traditional faith.
BC 1688: The elven nation dissolved upon Enoreth’s death.  The Korrigans took over Geffronell leadership.

BC 1600: Relations between Lothenar elves and humans of the western plateau strained.  The first references to Denagothians as a distinct group appeared at this time.
BC 1500: Denagothians savaged elven villages in Lothenar and Geffron.  Lothenar elves settled habitable land west of the Black Ridge Mountains.  
BC 1400: Heeding the whispers of the sidhe Rumanan, a group of Geffronell elves twisted their magical skills to end Denagothian harassment.  These Dark Elves began to gather students of their own. 

BC 1300: War erupted between the Dark Elves and the Korrigans.
BC 1200: Reclusive Lothenar clans settled the northern town of Soreth.  The Korrigans banished the leadership of the Dark Elves in a ceremony that fused the Elvenstar into the Shrine of Enoreth.  One Dark Elf pupil escaped from the subsequent purge into the northern wastelands.
BC 1100: Idris mastered the techniques of the Dark Elves.
BC 1050: The Nithian wizard Kruthep created the first gnolls.
BC 1000: Idris created a disease that swept into Forenath, a realm to the west.  In the Makkres Mountains, the Modrigswerg dwarves came into contact with the banished Dark Elves.  
BC 950: Geffronell elves refused to aid plague-stricken Forenath humans.  
BC 900: Plateau elves lost contact with Forenath and Soreth.
BC 880: Humanoid tribes initiated two centuries of terror in the Northern Wildlands.
BC 800: Gnolls entered then Menguls.  In the ultimate demonstration of her power, Idris consumed all life within the city of Soreth and transcended the mortal world.

BC 700: Nithian wizards created the thoul race.

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

BC 500: Thouls entered into the Known World humanoid communities.
BC 487-479: Denagothians attacked the Northern Wildlands city of Nimbeth.  The conflict ended after four chieftains fell at Alvar’s Stead. 

BC 300: Lothenar elves skirmished with Denagothians and brutes.  Leadership was formalized under the House of Denolas.  The Geffronell rebuffed Naga Hills humanoids and made peaceful relations with neighboring humans.
BC 298: King Beldareth discovered the vacant city of Soreth and triggered the attention of the Immortal Idris.
BC 200: Thouls migrated into the Mengul Mountains.

BC 100: Idris revealed herself to Denagothians and humanoids near the Black Ridge Mountains.
BC 50-38: Thousands of inspired Denagothian warriors descended upon Nimbeth.   

AC 0: Denagothians raided Lothenar and Geffronell territory with increased frequency.  Allied humans joined with Geffronell.
AC 39: The Denagothian tribes again attacked Nimbeth.   
AC 110: Denagothians and orcs sacked Nimbeth.  

AC 192-209: The Wendarian League recovered lost elven cities and freed embattled frontier domains.  

AC 287: King Ellareth of Nimbeth was slain in battled with orcs and Denagothians.

AC 297: The evacuation of Nimbeth.  Victorious Denagothians and orcs headed south where they later besieged Amoleth (302). 
AC 300: The wasteland brutes were scattered by ogres and mountain and hill giants from the Ice Reach Range.
AC 400: Most Den tribes adhered to the faith of Idris.  The High Priest exercised nominal control over them from the Heart of Idris.  Preexisting barbaric practices rose in frequency.
AC 460: The barbarians of the Ice Reach Range began speaking of the patron He Who Watches From the North.

AC 462-474: The Final Great Northern Campaign freed northern Genalleth of orcs and Denagothians.  
AC 500: Formation of the Den Horde.  The Horde frequently razed settlements on the Plains of Avien.
AC 563 Dwarves settled the Ice Reach Mountains.

AC 568: Idris’s cult spread throughout the plateau.
AC 570: The last mortal korrigan died.  The Geffronell again turned inward and began to feed the Korrigan with their life and memories.

AC 590: Nebunar, a warrior chieftain of the north and secret follower of Idris, conquered the southern lands of the Denagothian Plateau and declared himself king of Essuria.  
AC 600: The Essurian fortress Drax Tallen was completed.  The elf Enorion became the new Lord Denolas of Lothenar.  The Idris priesthood created the Blackstick.
AC 615: King Nebunar of Essuria secretly received the Blackstick from the new high priestess of Idris.  The king gradually obsessed over the rod’s power and his own mortality.
AC 641: King Nebunar of Essuria passed away, and the Blackstick was entombed alongside him.  Prince Arus claimed the throne and exiled his younger bother Gereth into the wastelands of the north along with the Idrisian priestess.  

AC 645: Gereth wed the high priestess and erected the tower Gereth Minar.  
AC 648: Denagothians and hobgoblins unsealed the old pass through the Menguls and assaulted the town of Wendar.

AC 650: Essuria expanded northward.

AC 655: Queen Nalla of Denagoth bore a son, Ranak.  Nalla discovered teachings previously unavailable to the Idrisian priesthood.

AC 660: King Ankarus of Essuria added Brakkah and Temaris to his holdings.

AC 670: Queen Nalla consumed the life of her husband Gereth.  In an act of degeneracy, she wed her son, Ranak.

AC 678: The village of Geron is settled.
AC 684: Kalidor of Essuria captured much of the Plains of Avien.  The continued expansion of the Kingdom was viewed as a threat by the Geffronell and northern barbarians.

AC 685: Queen Nalla of Denagoth bore a son, Beldan.  

AC 707: Essurian King Arathon earned the peace and goodwill of the elves and barbarians of the plateau.  Elven influences on Essurian language and culture began to take root.
AC 710: The Den Horde was defeated by Essuria and the House of Denolas.  Nalla consumed the life of Ranak and married her son Beldan.

AC 712: Queen Nalla bore a son, Garlan.

AC 720: After the death of her brother, Sandryn became Queen of Essuria.  Roadways connecting Drax Tallen to cities in the west and north were built.

AC 727: Queen Nalla took the life of Beldan and wed Garlan.

AC 730: Nalla bore a son, Tuskuth.

AC 732: In a fit of paranoid madness, King Garlan of Denagoth murdered his mother and his whole court before taking his own life.  Denagoth dissolved as a political entity.  Faith in Idris waned in the west.
AC 735: Sandryn abdicated in favor of her son Telles.  Telles initiated a series of colonizations in the far north. 

AC 753-763: Bensarian traveled throughout Genalleth and Geffron.  
AC 770: King Thalis of Essuria ushered in its golden age of literature and philosophy.

AC 785: Giovanni Augustus, a Thyatian adventurer and future Emperor, aided Essuria and the Wyrmsteeth dragons in defeating the Onyx Ring, a cabal of Idrisian priests and mages who had stolen dragon eggs.  A handful of the eggs went unrecovered.  Through his compatriots, Giovanni learned many tales about the surrounding lands.
AC 789: Naren became King of Essuria.  Essurian might contained the threat to peace posed by the inhabitants of the Menguls.
AC 793: Halvan, brother to king Naren, studied with Bensarian.   
AC 800: Prince Halvan built a royal mausoleum and discovered Nebunar’s Blackstick during excavation of the old tombs.  

AC 808: King Naren suddenly died after the completion of the mausoleum.  Halvan, at age 54, assumed the duties of king.  He sent the Blackstick to Bensarian, but the unnerved sage gave the relic to the Geffronell for safe keeping.  In accord with an ancient prophecy, the elves substituted the Blackstick for the Elvenstar within the Stone of Enoreth.  Bensarian was entrusted with the Elvenstar.  The elves also granted him longevity in payment for researching the history of the elven folk in this part of the world.  
AC 813: Bensarian finished his Elven Chronicles.
AC 827: Takkres dwarves near Oceansend migrated to Lake Gunaald to mine gold. 

AC 852: Gallathon inherited the Essurian throne.  A trader and merchant, he granted regions autonomy, and in a spirit of openness he allowed the Idris cult to return.  
AC 872: King Mirimar succeeded Gallathon of Essuria.  A renowned scholar of history and science, he paid little attention to the changes within his kingdom.  
AC 880: Prince Landryn of Essuria left to study at the Great School of Magic.
AC 885: Prince Landryn fell under the sway of a priestess of Idris.

AC 887: Vespen became King of Essuria.  The noble warrior attempted an Essurian resurgence through military action against bugbears and thouls.  
AC 890: King Vespen of Essuria died of a sudden illness. Landryn claimed the throne.  The Cult of Idris replaced the Church of Essuria, and the red wyvern displaced the Essurian eagle as the national standard.  Essuria passed into a time of darkness as Landryn earned the sobriquet Teriak. 
AC 895: Creation of the Dark Lancers.  The Idrisian faith resurged in the west.
AC 896: Essuria subjugated three barbarian tribes of the Plains of Avien and the north. 

AC 900: At Drax Tallen, sacrifices of captives were made to Idris.
AC 905:  The sacrifices at Drax Tallen began to include children.  Various horrors were permitted and later required.
AC 915: Northern barbarians united under Henadin to destroy Essuria.

AC 916: After a long march around the Essurian Arm, Henadin’s followers and two gold dragons struck Drax Tallen from the east, while elves attacked from the west.  Henadin, one of the dragons, and the heir to Denolas perished in the battle, but the dragon Auragentus struck down Landryn Teriak as he fled west.  Auragentus assumed guardianship over the ruins of Drax Tallen.  

A passing pilgrim mistakenly revived the fallen king, who took possession of the cleric’s body.  The cleric was slain but not before Teriak was cursed.  Teriak traveled west and found a primitive and barbaric country.  

AC 920-925: Landryn Teriak rose to power among the Denagothians, his identity hid behind the title of the Shadow Lord.  He claimed the tower of Gareth Minar as his seat of power.  There, he lured several Denagothian chiefs and killed them.  
AC 925:  Denagothian and humanoid forces invaded Lothenar.  The elves of Denolas were finally defeated by Idris’s champion of darkness – the black dragon Vitriol.  

AC 926: Forces of the Shadow Lord captured Geron and the pass leading to Wendar.    

AC 927: Wizards’ War.  The Wendarians were sent reeling until Bensarian gave the Elvenstar to Lord Gylharen.  The Denagothians were routed.

AC 940: The Den Horde was reconstituted.
AC 950: The leadership of the Geffronell was broken in conflict with a new foe, the Dark Lords of Idris.  During the conflict, the Korrigan was set loose, and the Comb was lost.
AC 975: Humanoids entered the Great Forest of Geffron.  Thouls became an organized force in the north.  

AC 980: The Shadow Lord’s control over western Denagoth was fully reestablished.
AC 1000: Time of the Gazetteers.  King Ericall begins sending out survey teams into the Alinor-Gunaald region.
AC 1008: The Shadow Lord learns that the Elvenstar holds curative powers that could heal him.  

AC 1009: Denagothian agents steal the Elvenstar.  Humanoid hordes assemble at the borders.  

AC 1010: Wendarian heroes recover the Elvenstar.  The early events of X11.

AC 1011: Landryn transforms into a Wraith Lord.  The gold dragon Auragentus is slain.  Drax Tallen region becomes a ghost land.  The latter events of X11.
GEOGRAPHY


The Land

Denagoth is a large plateau ringed by the Mengul Mountains in the west, south, and east and by the Ice Reach Mountains in the north.  Little save conjecture is known of the land or its people to outsiders.  The plateau rim averages 7,000’ in altitude.  That is 5,000’ above the base of the local foot hills and 6,000’ above neighboring Wendar.  The height diminishes in the northwest where it ultimately matches the Denagothian Hills.  The rim height also drops in the northeast, to a lesser extent, before it encounters the Essurian Arm Mountains.  The interior of the Denagothian Plateau is relatively level across its span. 
The central portion of the plateau is known as the Plains of Avien.  The Plains are windswept though much of the year.  The land is marginally arable covered in switch and buffalo grasses and sagebrush.  Many subsistence-level villages irregularly dot the region particularly near sources of brushwood and thickets.  Oxen and aurochs are bred for food and as plow animals.  The Avien peoples include not only humans but also orcs, gnolls, goblins, and others.  The Shadow Lord seeks to control the villages, but they rebel.  The Den Horde often sweeps into the region to destroy a community.

Mountains and Hills

The Mengul Mountains (11,000’ in altitude) form a neigh impregnable barrier between Denagoth and the southern nations.  The chain is “U”-shaped, and different regions have their own local names.  The mountains are old geologically, but they have been slowly rising since glacial movements caused by the Great Rain of Fire removed much of the ice-weight.  Glacial regions can still be found within the peaks of the Mengul Mountains, particularly in the south and east.  The rising action has reopened magma chambers at spots, and volcanic activity can be expected to increase over the next century.
The Black Ridge Mountains buffer the Denagothian Wastes and the extreme limits of the Northern Wildlands.  They are the shortest mountains within the chain at 5,000’.  The ridge is passable near the source waters of the Fuin River, and a traveler can easily journey down the river valley.  Coal and basalt give the mountains their coloration.    
Continuing south are the Menguls proper.  These awesome peaks run southeast from the Silverflow River to the Heldannic border.  Mountain elevation continues to rise along this path.  The Mengul Mountains prohibit direct contact with the Realm of Wendar save for a single pass near the town of Geron.  Red and white pines and balsam firs cover the lower slopes.  Humanoids and Denagothians inhabit the mountains in scattered groups. 
The Kithor Peaks form the border with Heldann.  They average 9,000’ in height.  The Final Range Mountains (reaching up to 18,000’) of Norwold join the Peaks near Heldann’s northern limits.

The Essurian Arm completes the plateau’s perimeter.  The long valley leading up to Lake Gunaald obscures the fact that these 10,000’ mountains are part of the Final Range system.  Lead is a common ore in the middle of the Arm, while the north holds gold.
The remaining mountainous terrain is part of the Ice Reach Range.  The Ice Reach begins at the Denagothian Wastes and stretches northward before finally petering out short of the Norzee.  The Ice Reach is littered with evidence of recent glacial movement.  The large lake bodies that separate the Ice Reach Range from the Wyrmsteeth to the east are themselves glacial melts.  The mountains, also called the White Range or Ice Mountains, exceed 24,000 feet absolute at their tallest points.  All of the mountains in this region are rich in mineral resources.
There are two significant hilly areas in Denagoth aside from the Mengul foothills.  The Denagothian Rock Hills sit north of the Wastes and string together the Black Ridge and Ice Reach Mountains.  The Rock Hills shunt mountain streams away from the Wastes and into the Swamp of the Beast further north.

Trapped between the Menguls and southern plateau rim, the Naga Hills have difficulty supporting large plant life.  The hills are 5,000’ below the plateau.  Shrubs and lichen are most common, but wild grasses can be found along the course of the Naga River.  The independent hill gnolls have laid claim to the Naga Hills. 
The nearby hills of Norwold offer tar, clay, coal, and stone.


Forests

The Lothenar Forest was recently an island of security in the western region, but the Shadow Lord’s forces annihilated the Wood Elves and the House of Denolas.  Today this dense forest of monstrous trees is part of the fief of the black dragon Vitriol.  The trees are ash grey and slightly twisted, mostly birches, ashes, and a few oaks.  Paths are few due to thick underbrush.  Mist rolls in during the morning, and there are semi-permanent fog banks among the cold-temperature cypresses near Malor Swamp.  Quicksand is one of many dangers in that transition region.  There are a few villages and garrisons in the south.
The largest tract of woods in Denagoth is the Great Forest of Geffron.  The forest lines the southern and eastern plateau rim.  The southern forest is home to the embattled Geffronell elves that live around the central Geffronell Hills.  To the north is the Greatwood region, and the Enchanted Wood separates the elves from the Essurian ruins of the east.  Travelers have reported hearing strange songs emanating from within the Enchanted Wood.

Orcs have a firm control over the north, and they are contending for the southeast.  Independent gnolls from the Naga Hills have been gathering in the south.  The east is occupied by the goblinoids.  
The region around Drax Tallen is under the guardianship of the gold dragon Auragentus.  Auragentus protects the local humans from humanoid and undead incursions, but she also ensures they remain trapped in an anarchic state, unable to rise again in their former glory.

Broken roads cut through the grasslands and forest stretching away from Drax Tallen.  Humans have abandoned the northern Geffron, replaced by trolls and thouls.

Wastes and Swamps

The Denagothian Wastes are a barren rocky wasteland filled with crevasses and geysers.  Wild beasts and monsters are encountered singly or in small groups.  Only the clans of the Den Horde inhabit the deeper region.  Ogres wander the eastern Wastes, and mountain and hill giants encamp in the far north.  Other hazards include giant annelid creatures and aerial predators such as wyverns.  The little plant life found is poisonous.  
The Malor Swamp is a large expanse of quicksands, ponds, deadwood, sick pines and willows.  Upwelling in the ponds produce fog banks that affect both Malor and Lothenar.  The water is frigid.  An unusual alliance of trolls, kobolds, and sprites wage a guerilla war against Vitriol and the Temple of Idris from bases in the swamp.

Menascha Swamp, once jokingly called the Arm Pit by Essurians, is a retention system for mountain water runoff trapped by the plateau.  A clay under layer prevents most of the water from leaving via underground transport.  Menascha will become a lake in time, but it currently is the home of trolls and flying hydrae.

Waterways

The Naga River is a rapid river flowing from the western Menguls to Heldann.  It is difficult to cross, and the only known bridge is at Geron.  The river is only navigable north of the Naga Hills.  Cataracts prevent any direct travel between the Denagoth and Heldann regions.
The Kithor River channels waters from the mountains of the same name to the Naga River.  No stretch of the Kithor is navigable.

Only minor creeks and streams are seen in the Great Forest of Geffron.  Southern water ends at the Lakes of Geffron, while northern waters feed Lake Osimund or Menascha Swamp.  The rest of the plateau boasts only shallow watering holes.


Surrounding Lands

West of the Mengul Range is the Realm of Wendar, a human-elf land situated upon a broad plain.  Further north are the Northern Wildlands whose central Moors of Chlyras are ringed by a swath of desert and badlands.   

The Denagothian Hills join the Swamp of the Beast and the Kingdom of Ghyr in the far north.  The Kingdom of Ghyr rests just north of this region, while the Hagommer Tribelands sit at the juncture of the Wildlands desert and the Swamp of the Beast.

Northeast of the Denagothian Plateau are the barbarian lands, the most accessible foreign region and home to one of the three great tribal nations of Norwold.  The lands are formed by valley plains cutting through the mountains.  The barbarian lands alternate open spaces and wooded regions.  The local forests are a mix of evergreens along with oak, hickory, maple, elm, ash, and fruit hardwood.  
The eastern limit of the barbarian nation is set by two glacial lakes, Alinor and Gunaald.  The cold waters teem with white fish.  The Gunaald white fish is a prized delicacy in Leeha and Alpha.  The lake surfaces freeze between early winter and middle spring.  The ice thickness is strong enough to support caravan travel between mid winter and early spring.  Local fishermen use boats in the summer and ice fish the rest of the year.  The locals are sometimes menaced by monstrous amphibious creatures and gigantic fish. 
The Throne of He Who Watches is an elevated table plain nestled within the Ice Reach Mountains.  The barbarians believe that He Who Watches sits here and overlooks the nations of the south (the barbarians, Denagoth).  The Throne is taboo for any but the most holy of men.  Anyone who ventures on to the Throne must return with a token of favor, usually a medallion, or forfeit their life.

The barbarians refer to the narrowed valley between the Final Range and the Arm of Essuria as the Route of Henadin.  This passage terminates at the plateau and was used to approach Drax Tallen from the east.

The Valley of Wind runs west of the Wyrmsteeth from the Great Bay to the Alinor-Gunaald River.  The wind blows north to south until crashing into the mountains of the Arm of Essuria.  The highest winds continue south, but most are redirected west into the barbarian lands and eventually Denagoth.  Tornadoes and wind storms are frequent occurrences.
King Ericall of Norwold has eyed the lakes region as a site for potential dominions.  Besides the native barbarians, agents from Alpha have been surveying the territory for new settlements.  Here are several projected baronies that could be established in the region over the next decade: Two-Lakes Vale, Barony of the Lake (1000 human fishermen and farmers under Winnefred of the Lake), Chevas (500 humans under Adik de Chevas), and Arcadia (250 Takkres dwarven gold miners and 50 human fishermen under Arcadius). 
Plateau characters are most likely to be embroiled in the affairs of Baron Maltus Fharo’s Two-Lake Vales.  Along the Route of Henadin, this mountainous dominion houses 500 civilians and 290 soldiers scattered in ten communities (Highpass, Eando, Fraggi, Gollim, Alicor, Bol, Conna, Dubia, Skullheim, Gollim Tower) ringing two lakes and the Miasma Swamp.  Lead is mined at Gollim. 


Climate and Environmental Notes

Avalanches and landslides are a common product of the uplift activity in the western and southern region.  Flashfloods and mudslides are a hazard for people along the plateau base.

The Mengul Mountains spare Denagoth from most of the weather patterns of the Known World, while the Ice Reach Range blocks most northern patterns.  At the northern end of the plateau, the wind blows east to west out of the barbarian lands.  Eddies in the south spawn mild tornadoes over the Plains of Avien in the summer.  Lake effect snow is common in northeastern Denagoth and the barbarian lands.

During winter months, the arctic jet stream that pulls down into Wendar normally blocks similar cold fronts from entering Denagoth.  Once or twice a year, the jet stream enters Denagoth via the wastes bringing with it snow and ice.  This precipitation is normally 15 inches.

As with Wendar, summer is very dry, with little or no rain falling.  Denagoth does not suffer the lightning storms that plague the Genalleth Valley.
Fog banks often roll down the mountains into the foothills.  Fog is also a common phenomenon around Malor Swamp, Lake Osimund, and the Lakes of Geffronell. 

Winter begins a week to 9 days earlier and ends a week to 9 days later than the Known World.  Temperature ranges from 10 below to 42 Fahrenheit.  Daylight only lasts 8-9 hours during winter.

Spring temperatures run 40 to 65 degrees.  Summertime is constricted a week at the beginning and end.  Temperatures are in the range 55-100.  Rainfall is a minute .1 inches per month.  Fall resembles the spring.

In comparison to Denagoth, the barbarian lands receive precipitation every four days on average across the seasons.


Communities

Geron: Geron is a small village (200) halfway up the plateau slope.  The village serves as a field headquarters for the Dark Lancers and the Western Denagothian Army, and it is one of the few places in Denagoth where horses are available for purchase.  The Beggar’s Roost Inn is the local watering hole, and it is open from 8am to 12am.  Geron is a place where plots and counterplots unfold among the Denagothian power factions, though there is little overt conflict. 
Small forest groves line the plateau base in the region around Geron.  A large bridge spans the Naga River and leads to the mountain pass across the Menguls.  A second, lesser known, rope bridge parallels the primary bridge several miles to the north.
Gereth Minar: Gereth Minar is the seat of power for the Shadow Lord in the Denagothian Wastes.  The Shadow Lord resides in a fortified tower-keep (300, mixed) overlooking a small town (2,000).  Gereth Minar is also the headquarters for the Northern Denagothian Army.  Traffic from Tashi, Sumak, and parts south means that the population is continuously in flux.
Brakkah: A 30’ wooden palisade and a 15’ moat surround Brakkah (6,000, including 4,000 Denagothians, 1,000 humanoids, 1,000 Essurian/Avien tribesmen).  Brakkah has a circular layout, and most residences consist of a brick first story and a wooden second story.  Brakkah falls under the Shadow Lord’s sphere of influence.
Temple of Idris:  The Temple of Idris is the formal headquarters of the Church of Idris.  It is a stone-walled citadel at the edge of the Lothenar Forest populated by Denagothians, plainsmen, Essurians, brutes and humanoids (13,000, evenly divided).  The Temple is also the capital for the western ecclesiastical state which includes Setarak.
Thariss: Thariss (8,600, including 3,000 Essurians, 2,000 Avien tribesmen, 1,500 northern barbarians, 1,500 Denagothians, 500 goblins, 100 ogres) is an independent city-state at the edge of the Great Forest of Geffron.  It is the most ethnically diverse city on the plateau.  Thariss was originally a part of the Essurian kingdom, but it achieved independence after the fall of Drax Tallen.  The Cult of Idris has slowly been gaining a following among the lower class of Thariss. 
Setarak: Setarak (4,000; 500 orcs, 500 hobgoblins, 500 goblins, 2,500 Denagothians) is a town west of the Lothenar forest.  The town is nominally under the Shadow Lord’s control, but the residents are more closely aligned with the Temple of Idris.
Sumak: Sumak is a village of 1200 Denagothians and 200 outcast brutes.  Sumak is under the direct authority of Gareth Minar.
Tashi: Tashi is a waypoint from Gareth Minar to points north.  The village also gives access to the plateau foot.  The 600 Denagothians, 200 brutes, 100 orcs, and 200 goblins work as traders and soldiers under the direct authority of Gareth Minar.

Enoress: Enoress is one of the two major population centers for Geffronell elves (4,500 within 8 miles).  It has been transformed into the elves’ military headquarters against the western humanoids.
Korridhon: Korridhon was the site where the Geffronell elves awoke.  It later became the seat of leadership under the Korrigans.  Today only 1,500 remain in the village as warriors are summoned to fight throughout the forest.  Korridhon is also the only location where instruction in the way of the Light Elves may be had.
Thak-thoul:  Thak-thoul is an organized community of 750 thouls.  The residents are weary of northern barbarians, but they trade with Thariss and some of the Avien villages.
Delas: Delas (475) is an Avien/Essurian village of hunters and cattle-herders just north of the Essurian Grasslands.  Delasites often come into conflict with the goblinoids of Gesh over pastoral lands.  Delas maintains a few relics and tomes that survived the fall of Drax Tallen.  
Rumin: The 350 Plainsmen of Rumin pride themselves on their independence.  They are deep enough within the Plain that they do not worry about either the Den Horde or the army of the Shadow Lord.
Taff:  Taff (275 Plainsmen) occupies land precariously close to the Wastelands and the Den Horde.  These farmers trade their autumn surplus with Thariss, the barbarians near Henamark, or the ogres of the Waste.
Tammis: Tammis is a provisioning depot for the Shadow Lord’s army and the personal holding of General Gevren.  450 Denagothians, 100 Essurians, and 200 humanoids live and work here.  Agents for the Onyx Ring are based in Tammis.
Shalmak: 150 plainsmen, 200 Denagothians, and 80 brutes reside at the village of Shalmak.  The village is under the direct authority of the Shadow Lord.  The crushed rebellions of nearby communities have kept Shalmak in line.
Gesh: The goblinoids of Gesh (250 goblins, 125 hobgoblins) survive as sheep herders.  The village is locate The Gresh-lusk have a standing dispute with the Delasites over land use.
Henamark:  Henamark is a large barbarian village (800) and was the personal holding of the legendary Henadin.  Today it serves as a trading post for furs, timbers, and other products.
Theraholm: Theraholm (900) is the traditional site for the summer solstice gathering of the western barbarian nation.

Other Locations

Castle Qarnt: Castle Qarnt is a keep high up in the Mengul Mountains off of the route to Geron in Denagoth.  Its captain, Qarnt, and its soldiers were among the first to fall during the invasion of Wendar.  It is now home to the cloud giant Azor.

Tower of the Nameless One:  In the far northeast of the plateau rules an enigmatic thoul sorcerer known commonly as the Nameless One.  Besides other thouls, the tower most like houses conjured monstrosities.
House of Denolas:  This vine-covered, ruined fortress was the site of the last battle for Lothenar.  It is haunted by the spirits of the Lord and Lady of the Wood Elves, both of whom were slain by Vitriol.
Shrine of Enoreth: This is the burial hall for King Enoreth, the elf who led the three communities of Genalleth, Lothenar, and Geffron.  It rests upon a tall hill in the Geffron Forest.  The Shrine was previously tended by Geffronell elves, but it has been abandoned under humanoid pressures.  The Stone of Enoreth, a large stone 3’ high and 5’ wide, occupies the shrine’s interior. 

Heart of Idris:  The Heart of Idris is a hidden fortress deep within the broken lands of the Wastes (unmarked on the map).  It was here that Idris developed her powers.  Its location is protected by the Den Horde, while the Shadow Lord, the priesthood, and the Dark Lords seek it out.

The Dark Oak: Rumanan swayed the Dark Elves at this site a few miles north of Korridhon (unmarked on the map).  It is avoided by the Geffronell.

Aerlyss Pits: The pits are a series of caves on the southeastern edge of the plateau.  The cave entrances are near vertical, and they can only be traveled by climbing.  The pits teem with undead and other horrors dating from the fall of Drax Tallen that struggle to reach the surface.

Temple of the Stars: The temple is a religious monastery within the borders of Two-Lakes Vale that will be abandoned when the baron claims his dominion.

Tower of Arcadia: If the wizard Arcadius receives his fief from Ericall, he will establish a tower on the highest peak in his barony that overlooks Lake Gunaald. 


Drax Tallen

Drax Tallen was once the glorious capital of Essuria.  Now it lies in ruin with a few, uncivilized humans and goblins living in the outer zones.  The gold dragon Auragentus maintains a guardianship over the region to prevent the return of the foulness of Landryn Teriak.  She is unaware that the catacombs of the city are increasingly filled with thouls and the undead.  
The original layout consisted of a great citadel in the midst of a village.  A great stone wall, now crumbled, stretched for miles around the capital.  Currently, the stone pillars of the gatehouse and main citadel are the only remnants of those walls.  A stone edifice shaped like an upper hemisphere served as an exterior shrine to He Who Watches during the kingdom’s better times.

Auragentus’s mate, Sylarkh, is buried beneath a huge mound about 1 mile to the east of Drax Tallen.  The local humans avoid resting near the mound because of troubled dreams.

Skeletons litter the empty shells of buildings.  Murals and draping carpets displaying the history of Essuria slowly deteriorate but have not completed become non-extant.  More recent floor paintings depicting black dragons and Idrisian statuary are intermingled with the other artwork.  
Upon the royal crypt vault is etched an elven warning to those who would enter written by Enorion, Lord of Denolas.  This Vault of the Old Kings holds nine sarcophagi, include that of Nebunar.
Drax Tallen and the local region are riddled by a network of catacombs and natural caves.  Deep within this system rest the remains of the barbarian Henadin, along with his famed shield and eagle medallion.


Summary
All total, there are some 55,000 humans and 15,000 humanoids and brutes living within the boundaries of the Kingdom of Denagoth.  Another 10,000 Denagothians live in the Mengul foothills.  The western, southern, and eastern Menguls each support 20,000 humanoids, and there are approximately 4,500 brutes living in the Wastelands.

A similar number are arrayed in the free regions.  There are 6,000 elves defending southern Geffron, 2,500 thouls and 300 trolls in the forest’s north, and 3,000 goblinoids near Drax Tallen.  9,000 Plainsmen and 1,600 goblinoids live on the Plains of Avien.  Thariss and other Essurian redoubts combine for 20,000 people.   The Malor Swamp folks number 1,000.

In aggregate there are only 189,000 living in the region of the Denagothian Plateau.  This figure does not include barbarians of the Ice Reach region or the Hagommer and goblin tribes of the far north.  The area circumscribed by the Menguls is quite large in contrast to the population.  Reasons for the low population density include a century of warfare and natural limits placed on crop yield. 
Dragons, mostly black, are the natural apex predator of the plateau.  They feed on the elk and moose of the forests, and aurochs of the plains.  Fortunately, they number only a few dozen, primarily small.  Those of the Onyx Ring avoid direct predation upon human settlements, and non-aligned dragons do likewise for fear of riling the Onyx Ring.
SOCIETY

Races

Denagothians come from myriad racial and ethnic origins.  They coexist within the same communities, though smaller villages are typically mono-racial.

Humans: Humans on the plateau can be characterized as Denagothian, Essurian, or Plainsmen.  The latter two are often combined (Avi-Essurian).  
The Avien humans are strongly related to the people of Norwold and more distantly so to the Hagommerians of the Northern Wildlands and the Renatic speakers of Wendar.  Little of their linguistic heritage survived contact with the eastern Denagothians.  Most Plainsmen are illiterate, but they share a common oral tradition.  A common village arrangement is to have a cluster of stilt-houses surrounded by a thatch wall.  They work as farmers and ranchers, but a few are nomadic.
Essurians are a related group whose descent from Norwold barbarians is more recent.  They were influenced by the Geffronell elves.  The Essurians introduced a runic script that has been adopted by the majority of plateau cultures.  The Avi-Essurians range from a pale to light bronze complexion with all normal hair colorations.  Most are adherents of He Who Watches.
The heritage of the western Denagothians lies with both the Avien tribesmen and the brutes of the north.  They sport an ashen or dusky skin tone with weathered features and dark, bristly hair.  Denagothians are mildly hirsute.  Idris is the patron of the majority.  A deep sense of distrust permeates Denagothian society, and strangers often receive a cool, guarded reception. 
Elves:  The Geffronell elves are the last of their race on the plateau; the Lothenar elves were exterminated by the Shadow Lord.  These elves honor the philosophical teachings of the Korrigans, but they do not maintain a religious tradition akin to what has recently taken hold in Wendar.  Geffronell magical training owes as much to fairy magic as to traditional wizardry.  Hair color ranges from light brown, to blonde, steel grey or even platinum.  Hair is worn long in a mildly disheveled state, and beards are rare.  The Geffronell do not further subdivide themselves into clans.
Half-elves and Halflings: Few individuals on the Denagothian Plateau have human and elven heritage.  Halflings are also absent from the region.
Dwarves and Gnomes: Very rare, individuals of both of these races have made homes for themselves in Denagothian society and are as susceptible to the corruption of Idris as other residents.  Gnomes angered at the fate of their race are particularly open to the Church’s teachings.  
Brutes: Denagothian Brutes wander the northern wastelands thriving on a strict diet of meat – an adaptation to their surroundings.  They are equally noted for their fortitude and their horrid visage.  The brutes have difficulties with the eastern ogres and attack them on sight.
Their skulls are slightly larger than a normal human with a prominent brow ridge.  The incisors protrude more than the other teeth, but the chin is smaller.  Skin coloration is pale to ash-tan.  Their eyes are dark.  The hair is dark-black, grey, or brown and shaggy.  There is a strong sexual dimorphism among the brutes.  Male brutes are heavy (130-300 lbs, 5’5” to 6’9”), but females are very slight (95-120 lbs, 5’ to 5’6”).  Both sexes are more hirsute than a typical human.  The brutes tend to clothe in hides, furs and skins, and males wear masked helms adorned with animal parts such as bones and wings. 
The number of female brutes is small, and groups often take females from Denagothian or Avien villages to maintain breeding numbers.

Most brutes are part of the Den Horde and pray to Idris, but a few holdouts still cling to earlier beliefs.  Small bands contain 20-30 members, but the Horde comprises 2,000 combat ready males, 1,000 females and 500 children.
Thouls: Thouls live in scattered communities around the periphery of the plateau.  They have something resembling a true civilization emerging in eastern Geffron centered at Thak-thoul.  Their cadaverous appearance and dietary practices are off-putting to other races.    
Humanoids: All standard humanoid races are represented.  Orcs and goblins are the most common on the plateau.  The mountains, hills, and forests also support hobgoblins, gnolls, and bugbears.  Trolls can be found in the swamp lands.  Kobolds are restricted to Malor Swamp.  Some ogres live where the Denagothian Wastes give way to the northern forest, and others inhabit the southern Menguls.  Western humanoids are reasonably integrated into Denagothian society.  Those in the south or east are outside of Idris’s zone of influence, as are the residents of Malor Swamp.
Barbarians: The humans living southeast of the Ice Reach Range are one of the three main barbarian nations of the Norwold region.  They live in groups of 100-1000 during most of the year but gather at the summer solstice in a conclave of 15,000, including 3,000 combat-worthy men.  These barbarians look to He Who Watches for guidance instead of the patrons of their Antalian forebears.  They still retain Antalian clannishness, however.

Social Standing and Governance
Social structures vary as one travels across the plateau.

In the Kingdom of Denagoth, the Shadow Lord sits atop a chain of stations: slaves, commoners, military, priests, and king.  The military and the priesthood maintain internal hierarchies that overlap one another in standing.  

Local government officials, such as a sheriff, are appointed by either the Church or the military.  Local policies are actually made by Church and military leadership.  Individuals have no form of legal recourse save personal appeal to the local military or clerical leader.
Individuals own their personal property and lands, but these may be taken by the Church or military if necessary without compensation.  Such seizure rights are rarely invoked, however. 

Slaves in Denagoth are not used for menial labor.  Rather, they are kept for sacrificial and prurient reasons.

The taxation of ordinary citizens (non-clerical or military) amounts to an annual taking of 30% of all wealth.  The local taxmonger makes wealth assessments, and it is not uncommon for better-off households to “hire” the taxmonger for an early pre-assessment, thereby lowering what they officially owe.

Thariss is a city-state monarchy under King Erethon.  Thariss maintains a lordship station peopled by courtiers, members of the royal family, and noted supporters.  Priests of He Who Watches have standing between the commoners and the military.  Thariss maintains a 20-silver bit poll tax assessed during the summer solstice.  The city also charges a gate fee of one gold bit per cart entering or leaving the city.
The majority of Plainsmen settlements are egalitarian with leadership left to a council of elder members.  Adulthood is normally considered to begin at 16.  The rest of the Plainsmen live in a tribal arrangement.  Currency is non-existent on the Plains.  Clerical spellcasters have no social advantage over others in these communities, and they participate in all the activities and labors of the regular Plainsmen.  Because they must devote more time to scholarly pursuit, the rare magical spellcaster is looked down upon as a shirker. 
The eastern thouls, such as those at Thak-thoul, have evolved a direct democracy-tyranny system.  The tyrant is a leader chosen by the group to handle day-to-day operations and emergency situations, but policies are set by direct vote by all members.

Tribal societies are the norm among the peoples of the Menguls, the Ice Reach barbarians, and the Den Horde.  The primary mechanism of leadership change is challenge by combat.  Spellcasters of all types are accorded an added measure of respect.
The Geffronell have adopted a military structure throughout their society.  This is a recent innovation brought on by the pressures from the Shadow Lord and humanoids.  The basic force structure is topped by two majors who control activity at Enoress and Korridhon.  The majors are supported by captains who command groups of fifty elves.  

The Assembly of Nine, a tradition dating from the time of the Korrigans, organizes the elves’ society and military campaign.  Like the people on the Plains, the Geffronell do not make use of any recognizable currency.  
An added complication within Geffronell society is a burgeoning rift among the young.  Many are questioning whether a return to the ways of the Dark Elves might not be best in the defense of the Geffronell.
The Guardianship of Auragentus is a well-intentioned dictatorship that has spawned anarchy and cultural degeneration among the humans living within.  The humans are illiterate with minimal tool usage.  Most of their foodstuff comes from picking fruit trees or trapping boars.

Religion 

Religious beliefs on the Denagothian Plateau exhibit a clear tripartite division.  The Church of Idris dominates the west, the Precepts of the Korrigans the south, and the guidance of He Who Watches the east.  

The Church of Idris

The Church of Idris appeals to the baser instincts of people.  There is no afterlife in the Idrisian theology, so rewards must be had in this life.  It urges a dismissal of ethical constraints and venerates bribery, torture, blackmail, and self-gratification, but not theft or murder unless the victim is not of the faith.  Sacrificial fires are maintained in most communities, but the actual practice of sacrifice is restricted to a few locales like Gereth Minar, Brakkah, and the Temple of Idris.  Humans and humanoids are considered equal in most things – creatures striving to exist.  
Elves occupy a curious place in the Idrisian world view, seen as both a beginning and end of things.  He Who Watches is roundly criticized as judgmental and foreign.  Dragons, particularly black dragons, are viewed as the children of Idris.

A black dragon curled at the feet of a beautiful woman is the artistic motif of the Church.  Statuary, murals, and floor paintings are common in all Idrisian temples.  

Priests wear maroon robes, students maroon and white.  Students, also called the Followers, have a two-level period of study, after which they are known as attendants.  Normally attendants are functionaries within the temples.  Established priests ultimately become Elders (7th level+).  Every temple throughout Denagoth is led by an Elder, and many Elders are employed at the Temple of Idris west of Lothenar.  The Leader of Followers is the instructor for students and may be either an attendant or an Elder.  The high priest is known as the Primate of Idris.    
Priests who run afoul of the Church leadership are declared Chaosars (apostate trouble makers) and hunted down.  Most Chaosars retain the favor of Idris despite this status.  It is not unknown for Chaosars to return to the Church hierarchy after their accusers meet extreme failure and embarrassment.  
Neuel-ethin Orie

Among the Geffronell, the Precepts of the Korrigans (Neuel-ethin Orie) are not treated with the same religiosity that they receive in Wendar.  To the Geffronell, it is a mystical philosophy tradition, and they understand the tenet of fellowship to mean living in accord with the life-death cycle of the natural world.  The Assembly of Nine is currently the military command of the elves, but it was historically the most senior teachers.  

The appearance of the Dark Lords fifty years ago has been more troubling to the elves than the attacks by Denagoth.  They understand that the powers wielded by the Dark Lords are a part of their own training.  The older elves fear a return to the time of Dark Elves and the corruption that they wrought.
He Who Watches
Barbarians of the north introduced He Who Watches to the plateau.  Seekers of his guidance are instructed that there is a life beyond this life, and that all their deeds are watched and evaluated.  The barbarians claim that He Who Watches sits in judgment high up in the Ice Reach Range.  The region where this is believed to occur is called the Throne.  The eagle is the symbol of this figure, and it was adopted by the Kingdom of Essuria.  The Drax Tallen motto, “Truth and Hope,” come from a common prayer to He Who Watches.
In this faith, Idris is regarded as a deceitful temptress whose promotions of satisfying every desire destroy the soul.

Other Faiths and Traditions

A scattering of other faiths do exist on the plateau.  A few brutish groups continue to honor nature personifications.  The thouls have combined Nithian traditions with those of the Northmen and nearby humanoids.  Humanoids in the south and east do not follow Idris but their own patrons.  Gnoll shamans of the Naga Hills and Geffron look to a gnollish patron of green eyes, and they carry 4’ alabaster statues with emerald eyes.

Societies and Organizations 

Dark Lancers:  The lancers are an elite military branch in the Denagothian Army.  They provide the majority of the officer corps.  
Requirements: Fighter 5th level, riding skill, 2 years of service in the Army
Cost: None/None
Privileges: combat and riding training, request lodging from any commoner, monthly pay of 10 gold bits, provisioned armor (plate mail) and weapons
Responsibilities: Service is a six-year hitch with assigned patrols and tasks.

Hindrances: Unfriendly reactions from the Idris priesthood, elves, Plainsmen, and barbarians.

Den Horde: The Den Horde is a terrifying host that is used by the Church of Idris and the Shadow Lord to destroy villages on the Plains of Avien and elsewhere.  
Requirement: birth or adoption by gauntlet (combat with 10 champions)
Cost: None/None

Privileges: protection within the Horde, positive (fearful) reaction from the population in places like Tashi and Gereth Minar
Responsibilities: Must travel with the Horde or on assigned missions

Hindrances: Members of the Horde are despised throughout the larger region.  Membership is for life.  Anyone leaving the Horde must survive a gauntlet of 20 champions.  Those surviving will be granted three days to remove themselves, after which they will be killed.
Brothers of Henadin: The Brothers of Henadin are barbarians of the north eager to renew their fight with the followers of Idris.  They are considered a nuisance by the settled communities of the plateau.   

Requirements: 3rd level, faith in He Who Watches
Cost: None/ None
Privileges: Positive reception in the barbarian lands
Responsibilities: Answer any call to arms for an invasion of Denagoth
Hindrances: poor reaction communities like Thariss.  Hostile reaction from communities in Denagoth.

Brothers of Henadin
Personnel: 5 characters at name level, 200 between 1st and 8th.

Leadership: 9th level

Troop Class: Below Average

BR 56

Swamp Foxes: This ragtag collection of pixies, sprites, sidhe, kobolds and trolls wage a guerilla war against the dragon Vitriol and the Temple of Idris.  The Foxes are based in the Malor Swamp.
Requirements: no followers of Idris

Cost: 5 gold bits/ None

Privileges: Camaraderie, constant combat opportunities

Responsibilities: Must accept missions, must give aid to fellow Foxes

Hindrances: Criminal prosecution if captured by Temple forces, and death if captured by Vitriol or his agents
Swamp Foxes

Personnel: 25 trolls, 200 kobolds, 250 fairies (sidhe, sprites, pixies)

Total: 475

Leadership: Commander Sidhe-8

Troop Class: Fair

BR 87

Dark Lords of Idris: the Dark Lords are a secretive order drawn from the Church of Idris.  Members learn to develop powers similar to those used by Idris in her mortal life.  Only the most promising and proven are offered apprenticeships.   
Requirements: Cleric 9th level, recruited 

Cost: all possessions/ none
Privileges: Access to new abilities, freedom from the Church’s hierarchy
Responsibilities: must apprentice for nine levels and serve a master indefinitely
Hindrances: Problems with the Onyx Ring, Geffronell Elves

The Onyx Ring: this is a network organized by the Champions of Darkness – dragons born from tampered eggs.  Loyal to Idris, they have their own human-like agenda for power.  The dragon leadership is opposed to the Dark Lords.  
Requirements: non-cleric of Idris, recruitment only
Cost: None/None

Privileges: opportunities to engage in subterfuge and sabotage, 10 silver bit monthly salary 
Hindrances: must maintain silence on the existence of the Onyx Ring.  Possible conflicts with the Dark Lords of Idris.
Onyx Ring Dragons
Personnel: 4 large dragons, 8 small dragons, 30 wyverns.

Leadership: Vitriol
Troop Class: Good

BR: 189 

Plateau characters might also become involved with the Wendarian Pathfinders (scouting adventurers) or the Strands (Denagothian agents in Wendar).  See Realm of Wendar for further details on these organizations.

Language
The Denagothian Plateau is as diverse linguistically as it is ethnically.  Interactions have altered and blended the languages to the point where the historical roots are deeply hidden in the modern tongues. 
All of the human languages are descended ultimately from the Neathar proto-language.  Specifically, they belong to the Antalian and Carnuilh language families.  As an isolated bundesprach, the languages possess a degree of mutual intelligibility (75% is good estimate).  
Plainspeak is a greatly simplified, unwritten language used throughout Avien.  Plainspeak maintains the largest Carnuilh substratum among the plateau languages.

Essurian is still spoken in the east at places like Thariss.  Of Antalian origin, the old Essurian runic system was modified by the Elvish script, and Elvish word and name modifiers were adopted (e.g. Elvish “Genalldhon” vs. Essurian “Gallathon”). 
Denagothian is spoken throughout the west, and most humanoids, even those in the Menguls, have adopted it over racial languages.  Denagothian evolved from Denag (see below), but Antalian, Essurian and Elvish influences have minimized Denag’s contributions.  Denagothian is written with the modern Essurian script.
Denag, the language of the Wastelands, belongs among those whose origins rest with the beastmen.  It is guttural and structurally more primitive than most humanoid languages around the world.  
The thouls of the east speak an Essurian derivative that features numerous contributions from the Nithian language.  It is written using both Essurian runes and the hieratic Nithian script.  Western thouls speak Denagothian, and southern ones speak Heldannic.
The Elven language used by the Geffronell is not dissimilar to that found in other elven communities around the world (85% intelligibility).

A few other languages can be heard around the plateau.  The Ice Reach barbarians’ tongue is similar to Antalian, though personal names reflect Essurian influences.  Spoken in the northwest beyond the Black Ridge, Hagommerian is part of the Carnuilh family.  Most communication in the Naga Hills is done in Gnollish.  Finally, Wendarian languages are occasionally whispered in Denagoth by agents and sympathizers. 


Currency and Trade 

None of the political entities on the plateau mint official coins.  Instead, a weight measure, the bit, is used everywhere.  For simplicity, one bit equals one coin piece.  Copper, silver, and gold bits are standard, and electrum bits are prevalent in northern Denagoth.

Little foreign trade is currently conducted beyond the plateau.  There is little trade even among the different regions of the plateau.  The primary exception to this is Thariss.  Thariss trades with the settlements of Avien (beef and grains for tools and clothing), the barbarians of the north (spices and arms for furs), and Thak-thoul (yogurt for gemstones and fruit).  During the heyday of the Kingdom of Essuria, traders sojourned to Ghyr, Leeha, and Oceansend, but those activities will not resume until the political situation on the plateau reaches a conclusion.

Crime and Punishment 

A similar set of legal proscriptions exist at Thariss and in Denagoth.  The withholding of taxes results in a seizure of all family assets and five years in prison.  For theft and bodily injury, the guilty must indemnify the victim at twice the value lost.  Arms and hands are considered to be worth 30 gold bits, while feet and legs are worth 45 gold bits.  In Denagoth, there is an additional penalty of maiming if the victim was a priest of Idris.  Murder is a capital offense in both realms.  Lying to an official warrants 5 years of prison time.
The other communities on the plateau vary their punishments, but exile is a common sentence for high crimes.


Calendars and Holidays

All civilized plateau communities use the Geffronell calendar which measures years since Enoreth joined Geffronell, Lothenar, and Genalleth into a single nation.  It is currently year 2725.
The year begins with the winter solstice, as with other calendars in Mystara.  Weekdays are not named in any of the communities.  
Elven Months: Sorrooth, Allumbrethil, Nivuthmark, Delatzorin, Vanessorhold, Fehast Vilitoth, Itzirion, Essor-asuth, Wyth-aramell, Lauriath-elhost, Ethab-stromel, and Estrom-baamoroth.
These names roughly translate to: Snowdrop, Gloomlight, Frostend, Youngfire, Seedwell, White Ewe, Rich Sun, Sweetlife, Copperfield, Gold Harvest, Redtree, and Darkwood.

Essurian (Denagothian) Months: Sorrok, Ambrisyl (Bramisyl), Nivmark (Nimark), Dezerin (Dezerik), Vanhold, Vilitok, Izirian (Iziriak), Asuk, Aramell (Armell), Laurion (Lauriak), Ebstrom, and Estrom (Terminak).

Itzirion 23, Reunion:  On this day, the elves traditionally honored their discovery by the elves of Genalleth.

Aramell 1, Essuria’s Birth:  This day, set by Asur, traditionally marked the creation of the Kingdom of Essuria.  Indoor festivals would be held for the week beginning on this day.

Laurion 4, Day of Harvest:  This normally marks the end of the harvest season across the plateau.  It also serves as a time of romance and weddings among the tribes of Avien.
Terminak 28, Idris’s Night:  The new year’s eve is a period of dedication of offerings to Idris in Denagoth.  All doors are to be left open for the spirit of Idris to choose whose time has come in the next year.

Relations with Other Nations 

Wendar:  The Kingdom of Denagoth is preparing for an invasion of the Realm of Wendar.  Agents of the Shadow Lord and the Church of Idris have infiltrated Wendarian society to hamper King Gylharen’s defenses.

Ghyr: Denagoth and the Den Horde have standing scores to settle with the Kingdom of Ghyr as a result of the recent Desert War (see the upcoming Ghyr gazetteer for details).  
Others:  At present, there are no established relations with other nations.  It is conceivable that Chambers Wittington, the Darokinian ambassador to Wendar, could try to forge trading ties at Geron before or after the impending war.  Alphatia is unlike to have interest in Denagoth, but Norwold might be willing to forge an alliance with either Thariss or the Shadow Lord.
MILITARY


The Kingdom of Denagoth maintains a moderately-sized military force that is supplemented by humanoids and the Den Horde.  
Army personnel belong to one of four main branches: the Dark Lancers, the Archers of the Lord, the Guard, or the humanoid hordes.  These groups rarely fight alone but are interspersed among three army divisions: the Western, Southern, and Northern Divisions.

Military ranks are common across the four branches, with two exceptions, with a gradation of branch stature at a given rank.  Thus, an orcish captain would outrank an Archer lieutenant but not actually equal an Archer captain. 
General Gevren is the overall leader of the Denagothian Army.  Should Denagoth invade Wendar, he would also take direct control of the Western Division.  Below the Generalcy are the Commander (Division), Captain (Host of 100-1,200), Lieutenant (Company of 50, or aides-de-camp), Sergeant (Gang of 5-10), and warrior.  
The Dark Lancers are an elite cavalry and officer corps drawn from the other services.  In lieu of warriors, they have lancers and lance-corporals who rate above sergeants in other branches.  They are outfitted with a medium charger, black plate mail and shield embossed with a red wyvern, a longsword, a crossbow, and a lance.  
Members of the Guard and Archers sport red pantaloons, black sash, and a black leather jersey.  When not in armor, Lancers wear a similar attire that reverses the colors.
The War Machine statistics for Denagothian Plateau units are as follows.

Denagothian Western Division

Headquarters: Geron

Field Headquarters: 80 Dark Lancers

Dark Lancers: 100 Dark Lancers

Archers of the Lord: 500 human bowmen

Evil Eye Tribe: 1,000 orcs

Wolf Claw Tribe: 700 goblins

Bloody Head: 800 orcs

Black Axe: 700 hobgoblins

Mixed Bands: 1,200 orcs
Total: 5,080

Leadership: General F7 (Gevren)

Troop Class: Good
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Denagothian Southern Division

Headquarters: Brakkah

Field Headquarters: 80 Guards

Guard: 700 human swordsmen, 

   100 pikemen

Archers of the Lord: 700 human bowmen

Bane of Geffron: 1,200 orcs

Mixed Bands: 300 orcs, 200 goblins, 100 

   Hobgoblins

Total: 3,380

Leadership: Commander F7

Troop Class: Average
BR 96
Denagothian Northern Division

Headquarters: Gereth Minar

Field Headquarters: 80 Dark Lancers

Dark Lancers: 150 Lancers

Guard: 1,000 swordsmen,

  200 pikemen

Archers of the Lord: 800 human bowmen

Mixed Bands: 400 orcs, 200 goblins, 100 hobgoblins, 100 bugbears

Total: 3,030
Leadership: Commander F7

Troop Class: Good
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Den Horde

Personnel: 1,500 brute-1, 400 brute-2, 100 brute-3+
Total: 2,000

Leadership: War Duke Tuskath (Br 24)

Troop Class: Good

BR 91

Typical Town Guard

Town Guards normally participate only in local defense, but they can be pressed into service with the Denagothian Guard.

Personnel: 25 F1 with sword

Leadership: Sheriff F3

Troop Class: Poor

BR 23

Typical Militia

Such militias are used by the villages on the Plains of Avien.  A militia will only participate in local defense.

Personnel: 10-50+ normal men

Leadership: F2
Troop Class: Untrained

BR 10

Church of Idris Templars
Should the Church need to take the field, its fighting clerics can muster 400 in excellent equipment (chain+).

Personnel: 10 characters at name level, 40 between 5th and 8th, 250 between 1st and 4th.
Leadership: Elder C12
Troop Class: Fair
BR 78
Thariss Guard
Personnel: 290 soldiers, with 3 F6 Lts., 30 F3 Sgts., and 256 F1 soldiers.  20% are mounted, 20% archers.

Leadership: Captain F8

Troop Class: Fair

BR 66

Elves of Geffron
Personnel: 1,000 E1-2 elves, 500 E3+ elves 

Leadership: Captain E9

Troop Class: Good

BR 114

Ulslime Armed Force

Ulslime builds this force at the Temple of Stars in the Essurian Arm Mountains.

Personnel: 20 manscorpions, 10 hill giants, 6 spectres, 18 wights, 70 zombies, 100 skeletons, 
Total: 225

Leader: Revenant

Troop Class: Below Average

BR 68

Ice Reach Barbarian Host

Only a strong leader can summon the host.  These statistics include the Brothers of Henadin.

Personnel: 3,000 with 2-handed swords

Troop Class: Below Average

BR 68

PERSONALITIES

Northern Denagoth

The Shadow Lord: MU 10, 3rd Circle Necromancer.  Once known as the Essurian King Landryn Teriak (Landryn the Terrible), the Shadow Lord has wrought the rebirth of a Denagothian nation.  He is ensconced in the northern regions at Gereth Minar which served as the capital of the old Kingdom of Denagoth.  Landryn suffers a withering curse that has left him with ill health (Con 5) and disfigurement (Cha 4).  The latter is hidden by the Jade Mask.  The former is treated by ministrations of the priests of Idris.  He is driven to find a cure for his affliction and to expand his control over the whole of the northern regions.  
Spells such as remove curse, dispel evil, or even magic jar are incapable of rectifying the Shadow Lord’s condition, but the Elvenstar has the potential to do so.  

Should Landryn Teriak fail in his endeavors or be slain, he will transform into the Wraith Lord.  The Wraith Lord will pursue his territorial ambitions, but he also will strive to turn Denagoth into an undead realm.

Note: the Shadow Lord might not be encountered by the characters until late in their careers.  You can either increase the Shadow Lord’s level or ensure that he has a strong supporting caste.
Equipment: Robes of Protection AC5, Ring of Protection +3, Ring of Spell Storing, Staff of Power, Jade Mask

Levy: F6, N. Levy is the red-robed, embezzling steward of Gereth Minar.
Pyrokloris: large hellhound and pet of the Shadow Lord.  On occasion, the Shadow Lord allows Pyrokloris to roam the nearby wastes on his own accord.

Kurda: C7 of Idris.  Bare-headed Kurda is the Elder of Gereth Minar.  Chain +3.

Gevren: F7, Int 16.  Gevren is General of the Denagothian Army.  He can be found anywhere from Tashi to Geron.

Tuskath: Brute 24.  Tuskath is the current leader of the Den Horde, sometimes known by the Denagothians as the War Duke.  He is motivated solely by his desire to destroy those who do not honor Idris.  Tuskath answers requests from both the Temple high priest and the Shadow Lord, but should either falter in his eyes, he would lead the Horde to destroy them.
Western Denagoth

Azor: a cloud giant occupying Castle Qarnt in the Menguls and an enemy of the dark lancers.  His white silk robes match his white skin and long grey hair.  The keep is on a goat trail off the main pass.

Meddian: C23 of Idris.  Meddian is the current Primate of the Church of Idris.  He has devoted his tenure to stamping out apostasy and organizing proselytizers and agents provocateur.  Meddian also desires to replace the Shadow Lord.
Vitriol: Large black dragon, lord of Lothenar and Malor.  Vitriol is a champion of Idris and he currently controls the western region of Denagoth on behalf of the Shadow Lord and wishes to expand his control to the Kevar Hills of Wendar.  Vitriol is also the Onyx Ring and is a bitter rival of Brulefer.  
Verit: Small black dragon, vassal of Vitriol.  Verit is tasked with establishing a beachhead on the Wendarian side of the Menguls.
Brulefer: Large blue dragon, lord of the central Mengul Mountains.  Brulefer guards the gateway between Denagoth and Wendar on behalf of the Shadow Lord.  This mercenary dragon is a rival to Vitriol.  Brulefer is highly motivated and vigilant in his duties.  His primary lair stands 200’ above the mountain pass.

Qarnt: a spectre at Castle Qarnt.  Qarnt was the human military and spiritual leader of a Genalleth keep in the Mengul Mountains.  He and his followers were the first to fall when the Shadow Lord invaded Wendar.  Renewed encroachment by the Shadow Lord has awoken his spectral existence.

Sergeant Shedrak: F6.  Shedrak is a Dark Lancer who supervises patrols along the pass through the Menguls.

Krumz: Orc 7: Krumz is a captain of the Denagothian army.  He dislikes the privilege of the dark lancers, but he will follow General Gevren’s orders precisely.  His lieutenant is Foopch (Orc 4).

The Village of Geron

Grimm: NM, a bribable peasant.

Damon: F3, C. weapons maker who supplies the Army.  He specializes in bows.

Ledril: F1, C.  Ledril is a shoemaker.

Lane: F1,C.  Lane works as a serving maid at the Beggar’s Roost Inn.  She secretly serves as an agent of Naru, the high priest of Idris in Geron.

Rollo: D4, C, blacksmith.  Rollo is a foul and cruel dwarf who sells inferior goods to the Army and adventurers.

The Simpleton: NM.  The Simpleton was a cleric of Idris who went mad and now believes himself King of Denagoth.

Susa, the Witch of Geron: MU6, N.  Susa is an elderly peasant woman.  She is resentful of the dark lancers, but she is on cordial terms with Naru.  Susa plots to kill the Sheriff. 

Alfred: F2, N, innkeeper.  Alfred’s family sojourned to Denagoth when he was a child after the Prism Wars.  He and his wife Henna run the Beggars’ Roost Inn.  Alfred is untalkative, and he is close to the Sheriff.

Henna: NW, wife of Alfred.  For a few silvers, Henna becomes a chatty gossip.

Captain Benar: F6, C, Str 17, Int 15, Cha 16.  Benar is captain of the Geron garrison of the Dark Lancers.  

Captain Ivren: F6, C, Wis 14.  Ivren is the Dark Lancer captain whose command will make any initial forays into Wendar.  Until the invasion, his troops patrol the region between Geron and the Menguls. 

Sheriff Reese: F7.  Reese seeks only to keep his bailiwick orderly.  He had Susa’s brother arrested and executed for treason.
Merak: F5.  Merak is a member of Captain Benar’s command.  He has been selling army supplies on the blackmarket.  
Parx: C4 of Idris.  Parx is the attendant of Geron’s Temple.

Old Leaper:  The Old Leaper was once the steward of Gereth Minar.  He retired to Geron many years ago and grew senile.

Naru: C9 of Idris.  Naru is an Elder and the Leader of Followers of Idris at Geron.

Sean: T6, a member of the Wendarian Pathfinders, he poses as a fur trapper in Geron.

Eastern Denagoth

Auragentus: Large gold dragon.  Auragentus has watched over the ruins of Drax Tallen since its fall almost a century ago.  Her mate was lost in the assault, and she now struggles with humanoids and undead seeking to take the fallen capital.  Auragentus is cautiously friendly towards elves and would-be heroes, but she will not allow the Essurian eagle to fly again, even as a force for good.  At times of depression she flies off into the Essurian Arm Mountains.  She will not otherwise vacate her charge, even to battle the forces of the Shadow Lord. 
Hega the Bear: Bugbear 5.  Hega controls a large contingent of bugbears and goblins in the vicinity of Drax Tallen.  Should Landryn Teriak return, Hega would make a willing ally against the elves and Auragentus.
Tarl Orcbane: Hobgoblin 11.  Tarl commands a group of 70 goblins and 15 hobgoblins in the vicinity of Drax Tallen.

Fumblewomp: Fumblewomp is a blind hobgoblin and a sage of goblinoid lore.  He is outcast from humanoid society for his infirmities, but they do not bother him.  Should Auragentus perish, Fumblewomp will turn his carcass into a tent.
Mando: Mummy, MU5.  Mando was a steward of Drax Tallen early in Landryn Teriak’s reign.  At his death, the priests of Idris mummified his body.  Mando was released from his resting place during Henadin’s attack.  He now wanders the catacombs beneath the ruins preparing the city for its return to power.  Auragentus is unaware of Mando’s organizing efforts.
The Nameless One: Thoul 9/Shaman 4/ Wokan 8.  Known to a few as Thulsa-Anom, the Nameless One is fearsome thoul who controls the plateau’s northeastern corner.  He maintains a storehouse of ancient items and tomes from the lost kingdoms of Nithia, Essuria, and Alinor.  His ultimate motivations are unknown.

King Erethon: F8.  Erethon is king of Thariss.  His household is plagued by the whisperings of the Idrisians and agents of the Nameless One.
Wendarian Personalities
Camla, Advisor to King Gylharen, MU7, Ch17.  Camla is a secret follower of Idris, and he covertly organizes Denagothian operations inside of Wendar leading up to a potential invasion.  If the invasion is successful, the Shadow lord will make Camla master of Wendar.  Camla is intelligent and charming, and he will help Wendarians defeat Denagothian agents if it is necessary for his survival and success.  Equipment: a ring of masking, which prevents the Elvenstar from detecting his danger.

Derik: T6, Camla’s servant.  Derik is a skilled assassin and may be called upon to deal with Gylharen.  Equipment: leather armor +3.

Nethelar: MU4, a student of Bensarian the Sage who will soon be leaving his studies to explore the Denagothian side of the Menguls.

Wittington, Chambers: F2/Merchant 16, Darokin Ambassador to Wendar.  Wittington is interested in the lands that supposedly lie beyond the Northern Wildlands desert, but he also might sponsor adventuring parties to make contact with the Denagothians.

Rogan Hammersen, Captain of Surewatch:  F13.  Impressive in combat, the Captain’s weakness is overuse of mead. 

Renia: F7.  Renia is a loner of unknown origin.  Somewhere in her history, she found cause to despise soldiers.  She wears a gold ring with the emblem of a kingfisher, and she secretly quests to find clues to the fate of her kin.  Her quest thus far has led her to Sylvair.  Equipment: chain mail +2.

Mirva: C6.  Mirva is a cleric of He Who Watches.  She is a distant relation to Lord Henadin of the Northern Wildlands (not the legendary Henadin).  Equipment: mace+2, chain+2, staff of withering.  

Other Notables
Ahooww: Gnoll 7.  Ahooww leads a small band of bow-wielding gnolls in the Great Forest of Geffron.  His gnolls owe no allegiance to any of the major forces vying for control of the forest.
Venla: T8.  Venla considers himself the greatest thief of the northern lands.  Venla maintains a level of honor with his compatriots, but he is willing to take a job from any employer or any challenge.  Venla’s primary base is in Thariss, but he has been known to travel the west.
Felinda: Medusa.  Felinda is a former priestess of Idris who turned Chaosar.  She was captured by the priests and transformed into a medusa.  She escaped her captivity and now roams the Wastes seeking the Heart of Idris.
Sifferin: F8. Sifferin is a member of the Brothers of Henadin.  Sifferin is apt to go out on his own and get in trouble with the thouls, Denagothians, and others. 
Ulslime the Chaosar: C20.  Ulslime was a priest of Idris who rain afoul of the Church Elders and was declared apostate.  He now wanders the plateau and the barbarian lands as a Chaosar, avoiding the bounty hunters sent by the Church, foiling their plans, and waiting until the time is right for his return as head of the Church.  Depending on the situation, Ulslime may genuinely help “good” parties, thereby making any betrayals more potent.  Ulslime has recently acquired a rod of wyrm control.

Sylandra: Light Elf 14.  Sylandra is the most senior member of the Assembly of Nine at Korridhon.  That she is a mere 125 years old, underscores the loss of leadership suffered by the elves.
Vorlin: C9 of Idris/Dark Lord 7.  Vorlin is a Dark Lord of Idris answerable only to his mistress Botha.  Vorlin has distilled the general antipathy towards the Geffronell into a poisonous hatred.  He awaits the opportunity to destroy the “Light Elves” once and for all.
Botha: C9 of Idris/Dark Lady 20.  Botha is the ranking Dark Lady of Idris.  She is beyond the emotional tugs that infect the Idrisian priesthood.  Botha aims to emulate her patron and rise to Immortal status.  Her plans extend not only to Denagoth, but Wendar, the Northern Wildands, and Ghyr as well.  Tuskath has promised to reveal to her the location of the Heart of Idris.

UNDERSTANDING THE FACTIONS OF IDRIS FOR A DENAGOTHIAN CAMPAIGN

The events of Denagoth are dominated by the actions of a number of agents of Idris; however, these individuals and groups often work at cross-purposes.
The Church of Idris: The priesthood is organized to spread the faith of Idris and eradicate opposing churches.  The priesthood traditions are balanced between necromancy, illusion and mind control, and dracology.  The Church leadership considers the Shadow Lord and the Den Horde as tools that may need to be replaced in the future.  The dragons of the Onyx Ring are deeply respected.  Those who know of the Dark Lords fear them, but they will not oppose their actions.  In contrast, Chaosars are actively hunted.

The Shadow Lord: The political and military leader of Denagoth has always seen Idris as a source of personal power, but he has grown weary of the priests’ inability to cure his condition.  His necromantic practices derive from Glantrian education not from faith traditions.  He considers the Den Horde a lethal power to hold over the other parties, and is self-assured that the brutes would side with him and the Army against the Church.  He is suspicious of the dragons of the Onyx Ring and has brought in mercenary dragons such as Brulefer as a counterweight.  The Shadow Lord is unaware of the existence of the Dark Lords and is privately amused by the Chaosars rattling the Church.

The Den Horde: The Horde is the embodiment of savagery.  Its members are filled with a desire to destroy that has been channeled by the priests of Idris towards non-believers.  Should they be directed toward a target by the Church or the Shadow Lord, the Horde will descend upon it and exterminate anyone there.  A drawback to this arrangement is that the Horde expects the Church and Shadow Lord to succeed on behalf of Idris.  Failures or setbacks could cause the Den to attack one of the other parties.  The Den Horde regards the Dark Lords as heralds of Idris and Botha as Idris incarnate.  Chaosars are considered failures, but as individuals they are not specifically targeted.  The brutes regard the dragons as rivals, a feeling that is not reciprocated.
The Chaosars:  These priests have been declared apostates by the Church of Idris, yet they still receive clerical powers.  Most are simply individuals who found themselves backing the wrong faction or offending the wrong Elder within the hierarchy.  Chaosars often meddle in the affairs of the Church to prevent the success of the leadership.  A Chaosar could then regain his graces before the Church and Idris by fulfilling the failed task.  The Church pays hefty bounties for the capture of Chaosars.  They do not involve themselves with the Den Horde, Shadow Lord, or the Onyx Ring.  Most are unaware of the existence of the Dark Lords.

The Dark Lords:  An order within the Idrisian priesthood, the Dark Lords set aside their clerical advancement to walk the path that Idris herself traveled.  Their numbers are few because of selective criteria and an extensive apprenticeship (nine levels).  The Den Horde is used to protect the Heart of Idris, but the Dark Lords do not concern themselves with any of the other factions.  When the time arrives, they all will be consumed on the path to Immortality.  The Dark Lords are deeply concerned with the Geffronell elves and the traditional powers that have been ascribed to the students of the Korrigans.

The Onyx Ring: Originally a cabal of wizards, the Onyx Ring today is composed of mature dragons whose birth eggs were altered by the mages.  They are also known as the Champions of Idris.  Human agents perform most of the Onyx Ring’s skullduggery.  The dragons have developed very human personalities and desires such as the acquisition of political dominions.  The dragons under the leadership of Vitriol have easily integrated themselves with the Shadow Lord’s kingdom, but they are beholden to the leadership of the Church.  The recent introduction of mercenary dragons like Brulefer has bothered the Champions of Idris.  The dragons understand the fluidity of favor within the priesthood, and they do not persecute the Chaosars unless specifically commanded.  They also comprehend the danger posed by the Dark Lords, who are viewed as pretenders.

He Who Watches and the Korrigans 

The exact nature of the northern patron has been left unclear intentionally.  The figure may be an Immortal known by another name in other parts of the world, or it may be a new Immortal.  He Who Watches could even be an Old One or not even exist.  This last option harkens back to the old rules when deific concepts were omitted and clerical powers arose from the character’s strength of beliefs in principles.  For AD&D, 2nd Ed. users, this choice treats He Who Watches as a philosophy.

Although the Korrigans have a mortal history in the region, the Immortal versions might number less than nine.  The group could have sustained losses during the conflict with the Dark Elves, or individuals could have failed in their trials.  Their identity as group who established a philosophy is what matters.  Neuel-ethin Orie could be supported by only a few Immortals in honor of their comrades, it could be a 2nd Ed. philosophy, or clerical abilities could arise from the life-death force around which the Precepts were written.

Choose whichever background best serves your campaign needs.     

SPECIAL RULES FOR DENAGOTH

NEW CLASSES

There are three new classes available to characters on the Denagothian Plateau: the thoul, the Denagothian brute, and the Dark Lord of Idris/Light Elf mystical class.  The first two are racial classes similar to orcs, nagpas, and nixies found elsewhere.  The last is a “prestige class” for clerics in the OD&D tradition of the paladin and avenger.

Thoul Character Class
Thouls are ghoulish humanoids interspersed among the various humanoid communities of southeast Brun.  The plateau marks the only place where large uniquely-thoulish communities have formed.

When initially rolling up a thoul, add +1 to strength and constitution and decrease intelligence by -1 and charisma by -2.  The player is then free to exchange scores under your campaign rules.  The final ability scores must fall within racial limits: intelligence 3/16, wisdom 3/16, constitution 7/17, and charisma 2/14.
Abilities: natural weapons, paralysis, natural AC 8, regeneration, and at higher levels, control ghouls.

Save Progression: As magic-user.

Spellcasters: Shaman 4, Wokan 4     
Natural Weapons: In combat thouls may use their claws twice per round or wield a weapon.  Claw damage increases as the character advances.   If weapon mastery is used in your campaign, a thoul takes this claw progression in lieu of improving skill with external weapons.
Paralysis: The mere touch of the thoul can induce paralysis in sentient creatures up to ogre-size.  The victim receives a +4/+2 bonus if the character is a Youngster/Teenager.  Elves are immune to the paralysis of both thouls and ghouls, as are thouls themselves. 
Regeneration: So long as the thoul is alive, it can regenerate +1hp/rd.  Youngsters and Teenagers recover hourly or by turn, respectively.  

Dominate Ghouls: At 7th level, a thoul develops the ability to dominate ghouls.  When a ghoul is encountered, the thoul attempts to “turn” the creature as a cleric one third its level (round up).  A successful turn means that the ghoul will give the character a wide berth.  A result of “D” means that the ghoul will serve the thoul as a henchman.  An unsuccessful attempt causes the ghoul to attack the thoul to the exclusion of all other opponents.
Optional Rule: Thoul shamans can control undead (all forms) as per a liege and pawn.

Optional Rule: A thoul may dominate other necrophagous undead such as elder ghouls and the AD&D/3e ghast. 
Thouls resemble gaunt and unclean hobgoblins.  Metabolic deficiencies are the primary reasons for a thoul’s uncleanliness.  Lacking certain digestive enzymes, thouls must allow meat to become rancid before it can become consumed.  They are similarly lactose intolerant.  Once it was discovered to be palatable, thouls developed a sweet tooth for Tharissian yogurt. 

There are three recognizable subgroups of thouls in the world.  Cannibalis is the common thoul of the Known World.  Thouls in Denagoth are either Necrophagous or Rexor.   All types stand 6-7’ tall.  The majority are thin; it is rare to find a heavy thoul.
Goblinus Monstrum Cannibalis: Pale skinned, bulldog facial features, dirty brown or black hair. The primitive Cannibalis wears animal hides and uses simple weapons like clubs or its claws.  It exists among hobgoblin communities or in isolated camps.  They are noted for eating the corpses of their dead.  Found: Broken Lands, Known World

Goblinus Monstrum Necrophagous: Dead white skin, white hair braided with bones, very gaunt, with toadlike facial features - often with bone piercings.  Necrophagi wear animal and humanoid skins and fight with bone clubs or their claws.   They live in deep caverns or isolated communities far from other humanoids. Their necromantic practices and habits of feasting on putrifying corpses lead other humanoids to avoid them. Found: limited in Broken Lands, rare in Glantri, common in Denagoth
Goblinus Monstrum Rexor: Ash-grey skin, brown or black hair in braids, needle teeth, near human features.  This intelligent subgroup has developed in eastern Denagoth and has begun the process of civilization.  They suffer the full dietary restrictions of Necrophagous.  Shamans and Wokani can rise to 8th level.


Denagothian Brute Class
Brutes are large near-humans who inhabit the wastelands of the north.  The combination of environment and atavistic religious practices has yielded a terrifying race.  They rarely live past 45 in the wastes, but outcast brutes at Sumak have lived to 80.  
The brutes progress along their own racial class.  When rolling up a character, add +2 to constitution, and subtract -1 from intelligence and -2 from charisma.  A brute must have a minimum of 9 in both strength and constitution.

Abilities: Extra HD (see below), Improved hearing (+2 listening skill rolls), Improved initiative (+1), Detect doors, traps and constructions 50% if disguised as a natural object, Terror (see below), Fighter Combat Options (no lance use).

Experience Progression: as Fighter, with no adjustment for extra hit die.
Combat Progression: as Thief, with four initial weapon mastery slots (if used), and two attacks at 20th.

Save Progression:  As cleric. 

Spellcasters: Shaman 4, Wokan 4

Armor: Leather, hide only.  Tusked shield only.

Weapons: dagger, bastard sword, two-handed sword, club, mace, war hammer, flanged mace, light and heavy crossbow, spear, battle axe, hand axe. 

Starting Age: 14 +d6 (Adult 18, ML 30)

Extra HD: a Denagothian Brute receives an extra HD at 1st.  Any constitutional bonus is applied only once at first.  At 9th, he therefore has 10d8 hit points.  Beyond 9th, a brute receives +2 hp per level.
Terrorize: Beginning at 7th level, a Denagothian brute can terrorize people (treat as cause fear).  Victims who are at or below the HD limit in the chart and who fail their save by 5 or more are scared to death.  This power may be used only once per group encounter.
Dark Lord of Idris

Clerics of Idris who reach 9th level may be approached to join the Dark Lords.  If the cleric accepts, he or she will disassociate themselves from the Church of Idris and begin a long (9-level) apprenticeship under a master.
Dark Lords do not receive further access to clerical spells; in fact they lose casting abilities at a rate of 1 clerical level per Dark Lord level.  Their ability to turn undead is unaffected.  This loss is offset by access to new powers.
The combined number of clerical spells and mystical powers useable in a day are shown in the progression chart below (use total level).  To determine the number of daily powers, subtract the number and level of clerical spells that can be cast as determined by the effective clerical casting level.  If the number of castable clerical spells exceeds the limit below, then the number of Dark Lord powers available at that level is 0.
Example: The Dark Lord Vorlin is listed as C9/DL7.  He has a total level of 16 (9+7=16), and his effective clerical level is C2.  A second level cleric can cast a single first level spell.  So Vorlin may use 5 1st level powers (6-1=5), 6 2nd and 3rd level powers, four 4th level powers, and three 5th level powers.  He still turns undead as a ninth level cleric.

Health Progression: Dark Lords gain +1 hp for every level beyond name level.

Experience Progression: Dark Lords progress as magic-users.  A cleric who joins the Dark Lords must make up the XP difference between the two scales (i.e. to become C9/DL1, a character must have the XP of a 10th level magic-user).
Combat Progression:  Dark Lords advance as magic-users (+1/5 levels).

Save Progression: Dark Lords advance as clerics.
Armor and Weapons: a Dark Lord has no further restrictions or benefits of equipment.

Power Acquisition: A Dark Lord gains a single new power for each level gained.  During the apprenticeship, this power is selected by the Dark Lord’s master.  Afterwards, it is the character’s choice.  The chosen power must be useable by the character.  For higher level powers, the character must have powers at each lower level – the character’s first power cannot be 3rd level, for instance.
Example: Botha, the ranking Dark Lady, is C9/DL20.  She knows 20 powers of levels 1-8.  Should she gain another class level, her next power could be 9th level.

Power Use:  Powers do not need to be studied or meditated upon for usage.  A power of a lower level can be used in lieu of a higher level one.

Optional Rule: Light Elves.  The powers used by the Dark Lords of Idris were pioneered by the Geffronell elves under the tutelage of Shurmeleigh and the Korrigans.  Geffronell elves could begin their careers as a first level “light elf,” using the progression chart of the Dark Lords (XP, combat as magic-users not elves).  Over the course of a career, a “light elf” would net 9 more powers than a Dark Lord, but this is offset somewhat by the fact that these powers are of lower level and the Dark Lord has the ability to turn undead.
A light elf does not receive a hit point bonus for levels beyond 10th nor a bonus against dragon breath or multiple attacks at higher levels.  He does receive racial bonus abilities and initial combat options.
Optional Rule: Students of the Elves.  At present, the Geffronell have not trained humans in their way.  Should adventurers earn the undying gratitude and trust of the elves, they might receive instruction.  Spell casters’ combined spells/powers are handled as described under the Dark Lord.  For non-casters, treat them as magic-users for the purpose of determining the number of powers available.  

Spell Descriptions
Suggestion
Level: 1

Range: 10’

Duration: Task Completion

Effect: Single Listener
Suggestion plants an idea in the listener’s head that he or she will pursue.  Such suggestions must be ordinary activities like “look in the crate.”  A suggestion to “attack the dragon” would not work.  This power may also be used to force the listener to accept a response.
Aura Sight

Level: 2

Range: 30’

Duration: 1 round/level

Effect: Knowledge of those viewed

The user learns the disposition and alignment of anyone within sight.  The aura also can provide class and level or ability scores.  Only one attribute of one person may be read per round.

Confuse
Level: 2

Range: 60’

Duration: 1 round/level

Effect: 15’ +1’/level radius

With Confuse, everyone within the area of effect becomes bewildered and believes that they are seeing sights and hearing noises all around them.  Those affected suffer -3 on all missile attacks.  After the power has expired, they have difficulty describing what they observed.
Mind Over Body

Level: 2

Range: 0 (self)

Duration: 1 day

Effect: Suppression of Bodily Needs

The power wielder does not need to eat, sleep, or perform any other bodily requirements for a day.

Clairaudience

Clairaudience operates exactly like the spell Clairvoyance except that the power provides auditory information.

Lend Health
Lend Light, Serious, and Critical Health powers operate as a combination of Cure and Cause Wounds.  The caster loses the hit points, while the power target gains an equal amount of points.  The reverse of these powers, Take Health, heals the caster at the expense of the target.

Combat Mind

Level: 4

Range: 0’ (self)

Duration: 5 rounds + 1 round/3 levels

Effect: Improved Combat Statistics
A character under Combat Mind gains a +1 bonus to initiative and damage rolls and +2 to AC, attack rolls, and saving throws.  If a character elects to parry instead of attack, and is successful, he or she can counterstrike to cause double damage.  While in Combat Mind, the character cannot use any other abilities.
Detect Life

Level: 4

Range: 120’

Duration: 3 turns

Effect: See flow of life

With this power, a character can sense the presence (or absence) or life in range.  The interconnectedness of life and death are also apparent, such as a linking of predator and prey.

Detect Ethereal

Level: 4

Range: 60’

Duration: 3 turns

Effect: see creatures in the Ethereal Plane

The Detect Ethereal power allows the character to see creatures in the near Ethereal Plane such as poltergeists and ghosts.

Energy Drain Buffer

Level: 5

Duration: up to 10 rounds

Effect: Creates 5 drainable levels

The character pulls surrounding life energy around him to buffer against the attacks of energy-draining creatures.  The power ceases after 10 rounds or when 5 levels are drained, whichever comes first.

Energy Deflection
Level: 5

Duration: up to 5 rounds

Effect: Deflects energy attacks

The character deflects energy attacks up to fifth level.  For attacks such as fireball, the spell range is extended to its maximum limit (or double its traveled distance, whichever is more), taking the spell effect away from power user.  The direct is random, and the spell cannot be aimed back at the caster.

Absorb Disease

Level: 6

Range: 0 (touch)

Duration: 1 hour

Effect: caster assumes disease

The power user voluntarily assumes the ravages of a disease affecting another.  The disease will then run its natural course in the caster.

Cause Disease

Level 6: 

Range: 120’

Duration: Permanent

Effect: 30’ radius, epidemic

The character manufactures a disease that initially strikes those who enter the area of effect while it is a hot zone.  The character determines the latency, infectivity, and symptoms.

Suspended Animation

Level: 6

Range: 0 (touch)

Duration: until trigger

Effect: one individual

Suspended Animation places one individual into a stasis field.  Such a character does not age, nor does he or she suffer wounds or the progression of a disease or curse.  The character cannot be healed during this period.  The power wielder decides the trigger the end of suspension.  This may be an action (being kissed), an event (when the king is slain), or a length of time (2 years). 

Terrorize

Level: 6

Range 15’

Duration: Instantaneous*

Effect: one individual

This power operates similarly to the brute ability.  
Age

Level: 7

Range: 0 (touch)

Duration: Instantaneous

Effect: victim ages 1 year

As stated under effect, this power advances the age of its target by a year.

Precognition 

Level: 7

Range: 10 miles

Duration: 1 turn

Effect: gain insight into the future

The character using Precognition enters into a trance (1 turn duration).  The character must have in mind a particular individual, place, or up-coming event to focus the power.  The information gleaned is similar to a series of images viewed without context.  The DM must determine the nature of the images and any game mechanic consequences appropriate to those images.
Gather Health
Level: 7

Range 0 (self)

Duration: 1-100 rounds

Effect: wielder gains 1hp/round

Gather Health is similar to Take Health (see Lend Health) except that it is the environment itself from which life is drawn.  The area drawn upon expands 10 ft2 per round, so the area is not blighted by the gathering.

Paranoia

Level: 7

Range: 120’

Duration: Permanent

Effect: 60’ radius

Everyone in the area of effect develops a latent paranoia toward others.  The power has no effect initially.  After a victim or his group suffers a setback, he must make a wisdom check.  Failure means that he becomes suspicious towards one or more people and temporarily loses 2 wisdom points.  This suspicion continues to grow until Wisdom drops to 2 or less, at which time the victim attacks the object(s) of his suspicion.  The paranoia cannot be removed by a Remove Curse.  It must be dispelled as per Dispel Magic.

Capture Youth*

Level: 8

Range: 0 (touch)

Duration: Instantaneous

Effect: steal 1d6 years of life expectancy
The power wielder extends their life expectancy by 1-6 years by stealing them from the target.  The victim does not age as a result of this power.  The power user extends their current life stage.  The reverse of this, Grant Youth, extends the target’s life expectancy at the expense of the power wielder.

Cureall

This power is similar to the clerical spell Cureall, except that the power user loses an equal number of hit points.  The user can die as a consequence of this power. 

Death Field

Level: 8

Range: 0 (centered on user)

Duration: 10 rounds

Effect: 60’ radius

Everyone within the Death Field, including the power user, loses 5 hit points per round.

Dominate

Level: 8
Range: 15’

Duration: 1 month

Effect: complete control of one person

With Dominate, the power user can actively take over the mind of another individual within range.  The original mind is not removed, as with Magic Jar, but rather suppressed.  Once domination has been established, the mental connection can be maintained anywhere on the planet (it cannot cross the World Shield into the Hollow World).  The caster cannot control the target and perform another activity in the same round.  Domination can be reasserted at any time and at any range for 1 month.  The target retains no memory of his or her body’s actions during the domination.

Dragonbreath

Level: 8

Range: see below

Duration: Instantaneous

Effect: use a dragon breath

The power user can produce the breath weapon of a small dragon of any color.
Complete Rest

Level: 8

Range: 0 (self)

Duration: 2 hours

Effect: Complete restoration of health and power

The power user enters into a trance that heals all wounds and renews power levels.  If the 2-hour trance is interrupted, the power is ruined, and the character loses half his pre-trance power levels.  Abilities scores and saves are at -2 until a full 24 hours of rest can be undertaken.
Inertial Barrier

Level: 8

Range: 0 (centered on self)

Duration: 1d6+4 rounds

Effect: 10’ radius, minimizes physical damage

Physical attacks (melee and missile) aimed at anyone within the affected area inflict minimal damage.  Attacks originating from within the area also inflict minimal damage.

Banishment

Level: 9

Range: 30’

Duration: Permanent

Effect: banish one individual

One individual is banished to a prison plane of existence.  The plane must be known to the power user, but it need not have been visited.  A save is allowed.
Bind Life

Level: 9

Range: 0 (touch)

Duration: Permanent

Effect: places life force into object

With Bind Life, the victim’s life energy and personality are transferred into a magical object.  A save is allowed.
Consume Life

Level: 9

Range: 0 (touch)

Duration: Instantaneous

Effect: improves wielder scores

The target of Consume Life must save -2 against spells.  If successful, the target and the power user lose 1d6 hit points.  If the victim is slain, then the power user either heals a number of hit points or gains a number of “power points” equal to the victim’s uninjured hit points.  Normal health and power limits can be exceeded in this manner.  Excess points will last for 24 hours.  The victim of consumption cannot be raised.  
Create Life Poles

Level: 9

Range: 0 (touch)

Duration: Permanent

Effect: Creates Magic Items

With Create Life Poles, two magical items are imbued with powers.  In general, one item will be a healing object while the other will be a harming magical item.  The magnitudes of the powers of the two objects should be balanced.  It is not uncommon for these objects to have penalties that attach to the user.  Should the poles be brought into direct contact, they will annihilate one another.  Living animals and people can also house poles (see the Elvenstar and the Korrigan in Realm of Wendar).  Should the object or creature housing the pole be destroyed, the pole will wander intangibly until it finds a new host.

Energy Containment

Level: 9

Range: 30’

Duration: 10 rounds

Effect: absorbs energy

The power user captures and dissipates energy attacks.  This includes magical, cold, heat, clerical, and life-death spells and abilities.  Energy containment is consciously selective, so the user can allow some spells to pass through and not others.  For previously cast spells like Prism Wall or Wall of Fire, treat Energy Containment as Dispel Magic.   

Prophecy

Level: 9

Range: Global

Duration: Permanent

Effect: Reveal or set in motion future

The power user produces an allegorical story in the future or rhyme that will come to pass.  Conditions and trigger requirements must be set in the prophecy (Ex.  the monster will be slain by a man not born of woman).  Prophecies cannot be used for self-enrichment or advancement.  The DM is free to disallow the contents of the prophecy, and the player need not be informed of this decision (a Fool’s Vision).
Renew

Level: 9

Range: 0 (touch)

Duration: Instantaneous

Effect: Regeneration, Fertility

Renew can be used to regenerate lost limbs and remove afflictions and diseases.  It can also restore the fertility of 10,000 square feet of land.  The power can also wipe away paranoia and fear, and it can raise the dead.

Transcend

Level: 9

Range: 0 (self)

Duration: Permanent

Effect: Transcend Mortality
With the basic form of this power, the user sheds his mortal shell and becomes a guardian spirit.  This is an irreversible action.
The more powerful version of this spell is used to become an Immortal.  The chance of success is equal to 5% times (level -25).  The chance of success increases 1% for every 5 HD of consumed or renewed life in a 24 hour period.  Immortal favor adds 20%.
An unsuccessful attempt leaves the character wracked with pain for 2d4 days, and they are stripped of their ability to use Dark Lord-Light Elf powers for two years.  The character must make an ability check for each attribute or lose one point permanently.

If successful, the character is sent to an outer plane where he must confront the current ruler to assume his position as an Immortal.

Spells of the Priests of Idris

The priesthood of Idris has developed traditions for several spells not normally included among the clerical list.  These spells are ceremonial, and cannot be used quickly in combat.
Summon Beast

Level: 5

Range: 30’

Duration: 15 rounds

Effect: Summons one creature

This spell summons a flame salamander.  The spell requires 5 rounds to prepare and 2 rounds to cast.  The latter cannot be interrupted, or the spell is ruined.  After completion, the caster must rest 1d4 rounds.  The salamander will perform as directed while it is alive and remains on the Prime Plane.
Dragon Weave

Level: 3

Range: 0 (touch)

Duration: Permanent

Effect: Illusory dragons

This spell is placed upon a mosaic, mural, or floor drawing of dragons.  Anyone who crosses the artwork without paying respect to Idris triggers the spell.  Illusory dragon heads stretch out of the artwork (as phantasmal force) for 2 rounds and attack the character.  Anyone attacked by the heads must also make a save vs. spells or suffer a latent phobia of dragons and draconic iconography.  Any realistic presentation of a dragon will trigger this dragonfear (as cause fear).

Nightmare Illusion
Level: 6

Range: 100’

Duration: 8 hours
Effect: 60’x60’x60’ illusory horror

This spell is an upgrade of Phantasmal Force.  The creature produced is a horrific gibbering thing that is not disrupted by physical attacks like illusions are.  The illusion affects all senses, not just sight.  It is often placed on a location with a one-time trigger.  It attacks as a 3HD creature.  The wounded and “dead” victims of the horror recover in 1d10 turns.
Special Equipment

Assassin’s Shield:  This shield has a one-shot heavy crossbow that fires from a hole in the center of the shield.  The range is only 15’.  The assassin’s shield is awkward in combat, reducing the wielder’s dexterity by -1.

Corded Flanged Mace-Axe: The flanged mace causes 1d6+1 points of damage.  The blades may be used as hooks (as polearm, or to trip).  The corded version allows the mace to be swung in an 8 foot radius. 

CHARACTER CREATION FOR THE DENAGOTHIAN PLATEAU

Available Character Classes

A plateau character begins as a fighter, cleric, thief, magic-user, brute, thoul, or light elf.  If permitted by the DM, dwarf, gnome, wise woman, hakamon, and humanoid or fairy races are also possible.
Starting Languages and Skills
A character from the Denagothian Plateau has a language(s) and skills based upon place of origin.  Languages listed here replace standard racial bonus languages. 

Elves: Elvish (Geffronell), Essurian, Denagothian, and Gnollish

  Skills: meditation, tracking, forest lore

Plainsmen: Plainspeak

  Skills: one of farming, herding, labor, or hunting; one of sewing, cooking, tanner or animal training
Denagothian: Denagothian

  Skills: deception, detect deception, and a craftsman skill (e.g. black or silver smithing) or labor skill (farming)

Denagothian Brute: Denag

  Skills: intimidate, wrestling, wasteland survival, know direction

Eastern Plateau: Essurian

  Skill: One labor or craftsman skill

Thouls: Thoulian, Essurian

  Skills: resist horror, detect deception

Northlands: Ice Reach Antalian

Fighters: one of bravery, resist horror, tactics, or a weapon-crafting skill
Clerics: Honor and a history skill

Magic-user: two knowledge skills

Thief: two of survival (terrain), tracking, signaling, appraisal, and bargaining.

Available Equipment

Not all standard equipment is available on the Denagothian Plateau.  Starting gold is half normal, and Plainsmen, Den Horde brutes, and elves must spent it all.
Armor: Leather and shield common; scale mail common in Denagoth, Thariss, and Northlands.  Plate mail is used almost exclusively by dark lancers.

Weapons: Club, mace, staff, spear, dagger, short sword, long sword, bastard sword, bola and sling (Plains), net, light and heavy crossbow, long and short bow, battle axe, hand axe, lance (Dark Lancers and Thariss only), pike, and whip.  The flanged mace-axe is used exclusively by the brutes.
Names

Den Horde, Male: Arattus, Attal, Brakkus, Bardak, Brytak, Dakkar, Dareth, Darth, Gereth, Grommel, Hordak, Kabbal, Karak, Kosseth, Nattook, Saddesh, Selkus, Tuskath, Ugrum, Zorgar
Den Horde, Female: Drista, Hesti, Nordi, Jokka, Jotakk, Kessatta, Numma, Nalla, Satha 
Plainspeak, Male: Ator, Akkal, Jeb, Ban, Bey, Dar, Emur, Han, Kell, Pir, Rak, Ruh, Seth, Tarn, Vors, Zed, Zor 

Plainspeak, Female: Alana, Kendra, Kirin, Kona, Mila, Poda, Shari, Teella, Tamis, Varna, Yara, Zarla 

Denagothian, Male: Alak, Benar, Brakus, Barlok, Damon, Derek, Dool, Ethbek, Gevren, Ivren, Kelek, Ledril, Levy, Malak, Maldor, Mandras, Mayacks, Merak, Mikah, Nalax, Naru, Neroth, Parx, Reese, Sandros, Tarim, Talon, Thogan, Ulslime, Zarak, Zargash 

Denagothian, Female: Alana, Enara, Henna, Joka, Khrosha, Kurda, Lane, Myra, Nalla, Skylla, Susa, Vateesa, Venla, Zarka 

Barbarian, Male: Ankaris, Bagamar, Henadin, Hofrax, Kalex, Mogus, Morgan, Nabunar, Nobson, Osiric, Quade, Sifferin, Tarn, Thorgrim, Valkeer 
Barbarian, Female: Athalia, Alana, Hanna, Jenna, Kala, Mirva, Renatta, Shada, Sonja
Essurian, Male: Akrondar, Arkathon, Almuric, Amalrus, Arbanus, Arus, Atticus, Darius, Fallon, Gallathon, Halvan, Kalidor, Kallithon, Landryn, Malidryn, Mando, Mayacks, Mirimar, Nabonidus, Nebunar, Osiric, Pellias, Reksor, Shamar, Shevatas, Sifferin, Strattus, Tamar, Tavis, Thalis, Theran, Telles, Vallethon, Vespen, Vorlin 

Essurian, Female: Alana, Athemia, Botha, Cassia, Dione, Halvana, Malia, Milana, Rega, Sandryn, Summa, Taramis, Valeria, Volmana 
Thoul, either gender: Amra, Amurath, Anom, Dagoth, Hathor, Hathul, Khotan, Korum, Lanti, Mum, Rah, Rak, Rammon, Rath, Seth, Shada, Thak, Thog, Thotep, Thulsa, Thum, Thurga, Tsotha, Vors, Xusia, Xuthal, Zula, Zaha, Zamora, Zath, Zuul.  Double names are a sign of honor.
Elven: Indun (f), Lyranna (f), Aurion, Perelay, Sylarion, Harmacar, Angalomë (f), Vanistar, Eldalomë (f), Menelo, Sindaya (f), Lossemir, Mornanor, Feasar
Other Game Systems

Denagoth is useable for game systems other than OD&D.  Light elves and dark lords of Idris can be treated as a multiclass option with clerical or druidic, and magical or sorcerous casting and psionic powers and no alignment restrictions.  Here are guidelines for translation.

Under 1st Ed. AD&D, half-orcs are present.  Dwarves and gnomes are limited to Fighter, Thief, and Fighter/Thief.  The Barbarian class is used by brutes and the people of the Ice Reach region.  Thief-acrobats, bards, and monks are culturally incongruous with the setting.  The dark lancers and the cavalry of Thariss are functionally similar to cavaliers.  The Paladin of He Who Watches exists.
Under 2nd Ed. AD&D, the following kits are appropriate to the plateau: beastmaster, justifier, stalker, berserkers, cavalier (as above), peasant hero, wilderness warrior, savage warrior, adventurer, balancer, bandit, bounty hunter, scout, scholarly priest, militant wizard, mystic, peasant wizard, and witch.    

Good choices for a specialist wizard are Illusionists, Necromancers, and Summoners/Conjurers.  Witches favor Divination, Enchantment/Charm, Alteration and Abjuration.  Evokers/Invokers are rare, limited to the thouls of the east.  

Most 3.xE prestige classes are incompatible with Denagoth and Mystara in general.  Sorcerers are suitable stand-ins for witches on the plateau.    

MONSTERS


Monstrous creatures are common outside of large settlements.  The majority of encounters are with normal or large animals, but more dangerous foes are encountered throughout the plateau.  This list of likely monsters includes creatures found in the Rule Compendium and the Creature Catalog as well as AD&D 2nd edition (dao).

Mengul Mountains: grizzly bear, dire wolf, bugbear, mountain lion, dragon (black, blue, green), ogre, cave/rock toad (north), beholder (deep underground), wyvern, cloud and mountain giant, goblin, orc, hobgoblin, wight, thoul, spitting cobra, brigand,  Denagothian 
Ice Reach Mountains: snow and white ape, mountain lion, goat, red, white and gold dragon, chimera, beholder, frost, mountain and cloud giant, cave and grizzly bear, roc, normal and giant moose, lynx (foothills), spotted lion, owl bear, rust monster, hook horror, hulker, hypnosnake, manscorpion
Essurian Arm Mountains: wyvern, dragon, roc, flying hydra, grab grass, manscorpion, hill giant, crab spider, hypnosnake
Black Ridge Mountains: goblin, orc, Denagothian brute, rock rattler, rhagodessa
Final Reach Mountains: dragon (all colors), boneless (deep underground), hypnosnake, manscorpion
Denagothian Hills: mountain lion, wyvern, goblin, Denagothian brute, rock rattler, rock python
Naga Hills: Gnoll, thoul, mountain lion, giant locust, cobra, spitting cobra
Lothenar Forest: normal and giant bat, black dragon, normal and dire wolf (sickly), giant centipede, carrion crawler, deer, pixie, sprite, kobold, sidhe, skeleton, zombie, ghoul, owl, wraith, spectre, wight, human, wyrd, wyvern, thoul, shadow, hellhound, Dark Lancer, rat, boar, woodpecker, normal and giant elk, robber fly, fallow deer, owl, turkey, hawk, magpie, raven, dark-hood, revenant, vision
Southern Geffron Forest: orc, gnoll, bugbear, goblin, elf, human, unicorn, thoul, boar, brown bear, deer, skunk, porcupine, blue dragon, ogre, troll, dire wolf, giant bat, brigand, normal and giant elk, panther, evil spirit (see Gaz 12), natural or animal spirits
Northern Geffron Forest: grizzly bear, normal and giant moose, giant centipede, carrion crawler, giant owl, horned owl, troll
Essurian Grasslands: panther, antelope, giant locust, boar, turkey, panther, sphinx (passing)
Western Plateau: wyvern, pig, cow, horse, magpie, raven, war horse, riding horse, orc, goblin, hobgoblin, bugbear, dwarf, gnome, dragon (non-gold)
Plains of Avien: wyvern, giant locust, boar, goose, eagle, falcon, hawk, tiger beetle, giant racer, black tiger, pig, goat, oxen, auroch, bison, cow, horse (wild), roc (small), raven, turkey, vulture, wild dog, black and blue dragon
Malor Swamp: black dragon, wyvern, stirge, troll, thoul, sprite, kobold, green slime, ochre jelly, robber fly, tiger beetle
Essurian Swamp: giant slug, troll, grey ooze, purple worm, giant leech, giant swamp snapping turtle, ghoul, elder ghoul, vapor ghoul
Barbarian Lands: lynx, grizzly bear, normal and giant moose, mountain lion, pig, cow, goat, eagle, hawk, owl, roc, scamille, wychlgow
Denagothian Wastes: stirge, Denagothian brute, dragon (blue, black), wyvern, dark lancer, vampire bat, ogre, robber fly, giant scorpion, rattlesnake, giant tarantella, vulture, rust monster, shadow, sphinx (passing), manscorpion, grey philosopher, sacrol, agarat, vision, evil spirit (see Gaz 12), hellhound, dao
Drax Tallen: giant bat, Dark Lancer, gold dragon (Auragentus), ghoul, hellhound, shadow, spectre, thoul, wight wraith, zombie, sphinx (passing), dark-hood, grey-philosopher, mummy, agarat, wyvern, vision, skeleton, zombie, skeletal beast, undead chimera, undead dragon, bronze golem, amber golem, rock living statue,
Natural events that can trouble characters include: small earthquakes, terrain slides, violent thunderstorm (3d6 hours, trails in mud, MV 50% for two days), violent winds (vision 100’ in barren lands, 1d8 hrs), and thick fog (vision 20’, 2d6 hrs).
	Wraith Lord

	AC
	2

	HD
	Special

	Move

Fly
	120 (40)

180 (60)

	Attacks
	Touch or spell

	Damage
	2d6 + drain or

Spell

	No. Appearing
	1 (1)

	Morale
	12

	Intelligence
	Special

	Alignment
	C

	XP
	Variable

	Habitat
	Ruins


A Wraith Lord is a powerful undead form that was once a powerful individual felled in part by a curse.  The Wraith Lord retains the intelligence, spell casting, and technical abilities of its previous life, and it has one d8 HD for every class level.  

As with all undead, a Wraith Lord is immune to spells of sleep, charm, holding, cold, and mind-reading and to poison.  Normal weapons do not affect the creature, and silver ones do half damage.  It can be turned as a vampire -5, but it cannot be automatically turned or destroyed (treat as turning rolls 4 and 3, respectively.  D# will destroy, however).  
In addition to its class abilities, a wraith lord can summon a nightmare illusion once per week (see Spells of the priests of Idris).  Furthermore, if the Wraith Lord has spell-casting abilities, it can bestow a spell onto another undead (1 hour holding, automatically triggered if undead slain).  The Wraith Lord can see and hear through its undead vassals.

As a wraith-like creature, its touch drains one level.  Those drained become wraiths under the control of the Wraith Lord.  
A raise dead spell cast upon the wraith lord causes a loss of two-thirds of its current hit points (save allowed).

THE BLACKSTICK AND OTHER LEGENDARY ITEMS


The Blackstick
The Blackstick is a 16” jet-black rod.  It currently rests in a mahogany and ivory box that has been melded into the Stone of Enoreth.
Idris or her priesthood manufactured the device around the time Nebunar became King of Essuria.  The priesthood granted Nebunar the Blackstick, but the item has spent much of its existence cloistered away.  

The Blackstick functions as a rod of undead rulership, of undead slaying, and of resurrection.  Separate charges govern the latter two functions, and they are activated by the phrases decima and vifica, respectively.  Runic commands can be revealed if the wielder recites during the black of night or at noon:
“For Life the Darkness

For Death the Day

Secrets of the

Blackrod say.”
The device may be recharged if placed within the Heart of Idris in the Wastes.
The possessor of the Blackstick suffers from a growing melancholy about his or her own mortality, leading to inaction and death.  Each year, the owner must make a wisdom check or lose one point of wisdom.  Should effective wisdom drop below 3, the owner will give up the ghost and die.  If the owner can be separated from the Blackstick (50 miles minimum), then lost wisdom can be recovered at a rate of 1 point per year.


Other Items

The Blackstick is a major device that the Shadow Lord and the other factions of Idris seek, but there are other magic items unique to the Denagothian Plateau.
Rings of Servitude: These cursed rings allow the wearer to communicate telepathically with the Shadow Lord, who possesses a master ring.  Wearers of level 5 or less are automatically charmed and will obey.  Undead minions of the Shadow/Wraith Lord will not attack wearers of the rings.  Even those unaffected by the charm cannot remove the ring without a remove curse.
Necklace of Strangulation: this malicious item is a favorite of Denagothian witches.  If the necklace is put on, it immediately will constrict around the neck.  It causes 1 point of damage per round, but the victim cannot breath (limit for holding breathe while struggling is rounds = constitution).  For cutting purposes, treat the necklace as having 8 hit points (a dagger can only inflict 1+magical bonus per round).

Jade Mask of the Shadow Lord:  The Jade Mask modifies the wearer’s voice by deepening sounds and producing resonance.  The Mask raises the wearer’s charisma to 14, and the wearer sees with a permanent know alignment spell (or similar aura-viewing effect). 

Britholaswyrm: also known as the Blade of Denolas, this sword +1, +3 vs. dragons was lost during Vitriol’s conquest of Lothenar.

Sword of Henadin: This sword +1, +3 vs. undead was lost during the fighting of Drax Tallen.  It secretly lies at the bottom of a natural gas pool deposit beneath the fortress.

The Red Wyvern: This chaotic sword +2, plus paralyzation, belonged to the captain of the guard when Drax Tallen fell.  It remains with its original owner, who is now a wight.

Hourglass of Seeing: This device shows visions of the owners past.  It currently is imprinted with Landryn Teriak’s life: the poisoning of a golden-haired king, a dark-haired figure on a throne, a gold circlet with rubies, three barbarian chiefs kneeling, a great army behind a warrior on a white steed, the dark haired king and six warriors fleeing, a dragon in pursuit, and a dark entity on the throne.  The last is recorded when Landryn becomes the Wraith Lord.  A magic-user of 11th level can charge the item with new visions by casting ESP for each new vision.
Pool of Visions: This Essurian artifact displays the landscape in any direction from where it is housed (here Drax Tallen).  A series of stones control direction and distance (up to 10 miles per point of Int and Wis).  For every round of focusing, the viewer suffers -1 Con, and -10% move, recovered at 1 per/turn.
Teleportation Chamber:  This chair with hand stones was meant to send things from upper Drax Tallen to the catacombs below. It has a 10% chance of malfunction due to age.
Pool of Restoration: this spring at Drax Tallen heals as a Cure Light Wounds.  To access it, one must pass the Chamber of Riddles.

Hammer of Life:  According to barbarian legend, this iron hammer was separated by a dispel magic spell (vs 36th) centuries ago.  Should it be reassembled, no Chaotic may touch the hammer.  For Neutrals, it acts as a mace +1.  For Lawful wielders, its is a mace +2 and can perform cureall 1x/day.
Mirror of Life Saving: If the owner of this 5’ by 4’ mirror is killed within 60’, his or her life is stored in the mirror.  If the body is brought near the mirror and a dispel magic (vs 20th) is cast, the owner will be revived.  The same result can be had if the mirror is shattered.  This Essurian magical item was carried off after the fall of Drax Tallen.
Death Stone: The origins of this entropic item are unknown, but the Chaosar Ulslime periodically searches for it.  The Death Stone generates an expanding dark cloud 50’ above ground.  The cloud injures all who pass through it and blights the land below.  The Death Stone creates a portal that permits undead to enter Mystara.  The device itself is surrounded by an invisible 10’ death cloud effect.  It can only be destroyed by the Hammer of Life.  The destruction leaves an opal that saps 10 permanent hit points from its holder but grants control over 50 HD of undead.  The lost hit points are recovered if the opal is removed.
Girdle of De’Rah: Named for the beautiful female cleric of He Who Watches who once owned it, the Girdle of De’Rah is a Greater Artifact of Time.
 Suggested Powers: PP 435
  Open Mind (80)

  Lie Detection (50)

  ESP (25)

  Truesight (50)

  Cure Disease (20)

  Neutralize (30)

  Heal (100)

  Mind Barrier (80)

Activation: all powers 30 PP or less are active, but with a 100 PP limit.  The artifact is fully activated only by finding the mortal remains of De'Rah - her mummified feet.  The new own must sever his own feet and graft on De'Rah's (never able to walk without assistance) or perform a proper reburial of relics.  All powers are telepathically apparent to the user.
Handicap: 3-30 days after open mind is used for second time Doom strikes user, and the girdle teleports to a random location.
Penalties: 1 - All members of the same race and opposite sex are irresistibly attracted to the user three weeks after the full activation.  2 - When fully activated, user suffers damage feedback, 1pt per die or 5pts of healing bestowed on others.
Comb of the Korrigans: This 5”, fine-toothed and pink-bone comb was giving to an early keeper of the Korrigan after the Nine ascended.  It was lost in the last century when the Dark Lords of Idris attacked the Geffronell.  The Comb is a Lesser Artifact of Energy.
Suggested Powers: PP 215

  Poison Breath (50)

  Haste (30)

  Produce Fire (15)

  Cure Disease (20)

  Cure Critical Wounds (35)

  Polymorph Self (65)

Activation: The comb must be laid in a burning fire for one turn.  Thereafter, one new power is revealed telepathically whenever the own befriends an elf (possibly restricted to the Geffronell).

Use: The desired power is activated by plucking the teeth and producing music.

Handicap: The owner turns into an elf over three months.  He or she becomes aware of this after two weeks.  If the comb is removed, this transformation will reverse itself in three months.  When poison breath is first used, the user is drained of three energy levels.

Penalties: 4/6: Slow spell is cast upon the user.
1/6: The user is polymorphed into an eagle.

1/6: Memory penalties – no spells can be memorized at the highest level.  This effect is cumulative if the comb is not removed.
The Heart of Idris: The Heart of Idris is both a place deep in the Denagothian Wastelands and a magical device in its own right.  It was formed in preparation of Idris’s consumption of Soreth.  No one living has ever seen the Heart.  Its existence is known to the Den Horde, who guard it, and the Dark Lady Botha, who seeks it.

The exact nature of the Heart is left to the individual DM, but there are two main approaches.   The first is that the Heart is a dark device capable of inflicting great damage and destruction (fireball, lightning bolt, earthquake, insect plague, cause disease, and summoning undead are appropriate powers).  The Heart of Darkness will use these powers to defend itself against intruders. 

Alternatively, the Heart of Idris could actually be a source of life – literally the polar opposite of Idris before she consumed Soreth.  In this scenario, the Heart of Idris is similar to the Elvenstar of Wendar.  It can employ cure critical wounds, cureall, remove curse, cure disease, and renew.  Even if the Heart of Idris is a good device, it will still find ways to prevent intruders.
The drawback for a user in either instance is a single-minded drive to become Immortal – either for personal power or to “save” the world from itself.  
The Heart of Hearts – the innermost item – is the control mechanism for the larger complex.  It will obey whoever is in physical contact with it.  A user can also access the device’s memory library to learn about the path that Idris took.

Extraplanar barriers can be erected to bar access to the Heart of Hearts.  Characters must then travel through pocket outer planes to complete their journey to the Heart.


The Items in the Campaign

Many of these items can serve as the focus of a mini-campaign or even the ultimate campaign goal.  Landryn Teriak will stop at nothing to gain possession of the Blackstick as a means of personal power.  Similarly, the Dark Lady Botha wants the Heart of Idris to become Immortal, and Ulslime wants the Death Stone to complete his return to the Idrisian Church.

The Comb of the Korrigans will occupy any characters hoping to befriend the Geffronell.  And the barbarians of the north will be interested in a return of the remains of Henadin.
ADVENTURES


This section includes a series of adventuring ideas for the Denagothian Plateau and its immediate surroundings.  The adventures are thematically grouped into mini-campaigns to give a sense of cohesion.  While the mini-campaigns are written as a progression for a party beginning on the Plains of Avien, adventures from one mini-campaign could be interlaced or reordered with those of another.  The level suggestions could also be modified to better suit your campaign needs.  In particular, Denagothian characters will be more likely to be involved with insurgency activities and aiding the Wendarians.
Winds of the North (Levels 1-4)

The characters begin their careers on the Plains of Avien by running afoul of a local witch.  Her menace must be ended, but the actions of the party ultimately precipitate the destruction of their home by the Den Horde.  Any of the communities shown outside of the Shadow Lord’s control are suitable, as are smaller, unlisted steads.  If the chosen adventure site is too far from the Wastelands, humanoids inhabiting Geffron can substitute for the Den Horde.    

Bear Hunt:  A village animal is found mutilated – presumably by wild dogs.  The village leaders send out the characters to hunt the pack.  After several days, they track down and dispatch a small group of wild dogs, but at their return they discover the village in an uproar as another attack has released the herd animals.  

The characters must join in the efforts to recapture numerous pigs, goats, oxen, and cows without killing them and before they stray too far.  When everything has finally settled, the village witnesses the appearance of the true culprit – a large, out of place grizzly bear that drags off a villager into the brush.  The characters must follow this creature to its briar den and end the threat.
The Witch of Avien: The body of their fellow village was not the only item in the bear’s den.  Bones of a brute and an iron circlet with a reversed “S” were among the litter.

The grizzly bear that had troubled the region was the wayward pet of the witch Enara (MU4).  Enara is enraged over her loss and storms the village to claim a child as recompense.  The village elders are unwilling to challenge the witch, but the party answers the pleas of the child’s parents and set off to find Enara.
The party must navigate the dangerous landscape to Enara’s hovel and deal with her animal and undead guardians.  If directly confronted, she will barter the child and peace for services by the characters.
A Gathering Storm: Among the tasks, Enara needs the party to recover a ring and scroll from the Chaosar Felinda.  The witch fails to mention that Felinda is now a medusa.  She gives the party a staff which they are to place at the edge of the Wastelands and then wait.  Felinda ultimately arrives, but it turns out to be a double ambush as Denagothian brutes attack both Felinda and the party.  Felinda escapes into the wilderness during the confusion.

March of the Den Horde: Enara professed no knowledge of attack, and offered gems and trinkets to allay any suspicion.  Her final assignment is easily accomplished, after which she gives the characters the child and gifts, including several necklaces of strangulation.  Enara attacks once any characters don them.  

Off in the distant is the dust cloud – a sign that the Den Horde is on the move.  The characters must race back to the village and protect as many people as possible during the evacuation.   The massive brutish attack is too much for the characters to hope to prevent.  Their motivation should be survival.  When the situation grows dire, Ulslime appears to rescue the party, and the party only.  Their benefactor conducts them eastward, away from the destruction.
Thariss: Last of Essuria 
(Levels 5-10)

Idrisian priests are slowly extending their influence in the city of Thariss, including to the princess.  They secretly hope to replace King Erethon with his daughter, gain a supply of suitable sacrifices, and recruit the thouls of the east to their cause.  Their efforts are being challenged by the Brothers of Henadin while Erethon struggles to keep the peace.
Theft at Thariss: Their homes destroyed, the road-weary party claims refuge behind the walls of Thariss with some funds given to the them by Ulslime. Most characters find themselves in the Bowery, a seedy section of Thariss, where the master thief Venla is recruiting for an unprecedented robbery against the Idrisian tower outside of the city.  The adventure is dangerous, but it also will prove lucrative for anyone who joins.
Quest for the Horn:  The robbery against the tower inflamed the Idrisian priests, and Princess Halvana stabbed the king with a poisoned dagger and fled to her handlers.  The king’s life now ebbs away.  At the suggestion of Ulslime, the royal forces dragoon the characters who participated in the theft to quest into the northern Essurian Arm for a healing horn.  Savage thouls, trolls, and other monsters hamper the adventurers’ cause, but Thariss outfits them and provides a guide, the barbarian Sifferin.    
Kidnapping the Princess: The failed assassination placed the Idrisians in an embarrassing situation.  They swiftly stole Halvana away to Shalmak and denied being part of a plot.  King Erethon begs the characters to recover his daughter.  Their work is complicated by the unanticipated presence of the Shadow Lord.  A confrontation with the wizard-king should be avoided, but the party can learn much of the Shadow Lord, the Denagothian Army, and the Church of Idris before they kidnap the princess.  Wight wyvern-riders will dog the characters on their return, culminating in a stand at the village of Rumin.
The Tower of Thulsa-Anom: Returned to Thariss, the princess fell into seizures and ramblings.  Ulslime counseled King Erethon that the cure for his daughter’s madness could be found in the library of the Nameless One.  The king asks the party to accomplish this final quest on his behalf.  Ulslime provides them a list of items that they should take from the Tower.

The party must first find a way to the tower of Thulsa-Anom.  The residents of Thak-Thoul might be willing to show them the way, or they can explore on their own.  The Tower is stocked with traps and conjured monsters, and the thoul wizard might not be present.  If he is, the success of the party may hinge on a negotiated barter rather than combat.

When the characters return, Ulslime will be able to work an elixir that not only heals the princess’s madness but removes the influence of the Idrisian priests.

Brothers in Arms: Open conflict erupts between the followers of Idris and the Brothers of Henadin.  In the turmoil, bounty hunters target Ulslime.  The characters must help Ulslime escape to Henamark.  Once there, Ulslime rewards the party with various items and maps and sends them back to Thariss.

All Quiet on the Western Front: The characters learn that the Idrisians were run out of town and their tower destroyed.  In response, Denagoth has sent a contingent of the Northern Army to punish the city.  A company of dark lancers, archers, humanoids, dragons, wight wyvern-riders, and others comprise the host.  The party must help organize the defense and recruit allies.  Should the party attempt to abandon Thariss, they would still have to avoid the Denagothian army.
In Search of Allies 

(Levels 11-13)

Assuming the characters saved Thariss, King Erethon knows that his city did not suffer the full brunt of the Denagothian Army and that the current peace may not last.  He implores the characters to go south into Geffron and convince the dragon Auragentus and the elves to join him.  Agents of the Shadow Lord are likewise seeking allies among the forest humanoids, while the machinations of the Onyx Ring and Dark Lords drag the characters directly into the Wendarian War.
The Sorrow of Auragentus: The barbarian Sifferin leads the party to the ruins of Drax Tallen where devolved humans live under Auragentus’s watchful eye.  The gold dragon has recently been fighting thouls and undead under the control of Sylarion, a rare elven vampire and servant of the Shadow Lord.  Auragentus will not aid Thariss, but she will grant the party equipment and information – particularly about the elves – should they help her.
The Dark Lords of Idris: Sifferin remained with Auragentus, as the party sets out across goblinoid territory to reach Korridhon.  The elves are disinclined to join the humans of Thariss and are wary of the party despite their respect for Auragentus.  During negotiations, Vorlin and several other Dark Lords attack in a mistaken attempt to take the Korrigan and the Comb (both lost fifty years ago) and to eradicate the elven leadership.    

Arms of the Shadow Lord:  Soon after the defense of Korridhon, agents of the Onyx Ring appear inquiring about the Dark Lords.  They seem very interested in allying against the Shadow Lord, explaining that war is brewing to the west not the east.  They suggest a joint raid on an army depot near Geron - arms meant to support Brulefer.

The Wendarian War 

(Levels 14-18)
The western forces of the Shadow Lord have begun their invasion of Wendar and conquered the Wendarian side of the mountain pass, while the party has been put up in Geron by their benefactors in the Onyx Ring.  As agents of Wendar sneak through Denagoth to reclaim the Elvenstar, the Onyx Ring and the Church of Idris are making their own attempts at removing the Shadow Lord. 
Encounters at Geron:  Soon after their arrival, the party becomes enmeshed in the local politics of Geron.  Susa the Witch wants help dealing with the sheriff, the local captain wants to know who is stealing supplies, Camla needs couriers to carry the Elvenstar to Gereth Minar, and Sean the furrier needs allies on behalf of Wendar (Part of X11).
The Dark Road North: Agents of the Onyx Ring entice the party to act as guards for the convoy taking the Elvenstar to Gereth Minar.  Secondarily, they are to deliver a set of assassin shields to members of the tower guard.  The convoy is beset by the Swamp Foxes during the passage through Lothenar, but the greater hazard arises when the Shadow Lord discovers the shields and throws the characters into prison along with others such as Nethelar and Felinda.  They must escape before their execution.

The Clouds of Gereth Minar:  Following the party’s escape, a cloud of death surrounded the tower.  They must survive the surrounding lands while being hunted and then join forces with the Wendarian agents sent by Sean to end the menace of the Shadow Lord and recover the Elvenstar (Part of X11).
Defense against the Horde:  The Den Horde was alerted to the fall of the Shadow Lord and is now marching on Gereth Minar.  While the Wendarians steal away with the Elvenstar, the party must rally the people and the remaining guards to stand against the brutes.
The Slave Girls of Brakkah: The Western Army is marching on Wendar, and the Church of Idris has declared a large sacrifice be made at Brakkah.  The party must race south to the city, rescue the sacrificial slaves, and deny the Denagothians any blessing from their Immortal patron.  

The Dead of Lothenar 
(Levels 19-22)

The high priest Meddian declared himself King of Denagoth following the apparent death of the Shadow Lord and General Gevren’s failed invasion of Wendar.  King Erethon of Thariss was disappointed with the party’s inability to gather allies but not surprised.  The newly returned Ulslime was very pleased to hear of the slave rescue, but he cautions against further contact with the agents revealing the truth of the Onyx Ring.  
Raiders of the Temple of Idris: Ulslime lays out a plan to break the leadership of the Church of Idris.  With detailed plans provided by Ulslime, the characters must sneak through Denagoth to the Temple of Idris.  There their plans run afoul of Vorlin who is recruiting new apprentices for the Dark Lords.
Pixie War: Having confronted Vorlin, the party escapes north into the Malor Swamp.  They must make peace with the Swamp Foxes and join their conflict against both the Church of Idris and the dragon Vitriol. 

The Sword of Denolas: Despite recent victories, the Swamp Foxes are still hard pressed by Vitriol and other dragons.  The pixies ask the party to find Britholaswyrm, the lost Blade of Denolas.  The party must slip through the Lothenar Forest, face the elven undead, and recover the sword.

Champion of Darkness: Armed with the Blade of Denolas, the party must draw Vitriol and his retinue into a final conflict within the Malor Swamp.   

Wrath of the Wraith Lord 
(Levels 23-27)

While the party’s actions hampered the Church of Idris, Denagoth’s Northern Army pushed deep into the Plains of Avien.  Orcs of the Southern Army penetrated Geffron and harried the elves.  The worst development, however, was the return of Landryn Teriak to Drax Tallen – now as the Wraith Lord (part of X11).   

Search for the Elves: Direct routes to Thariss are too dangerous to travel, so the party must return from Malor Swamp via the Great Forest of Geffron.  Picking their way through the Denagothian lines, they must relieve the elves, now at Enoress.  

Aerlyss Pits: The elves report that undead creatures are spilling along the south rim searching for something.  The party must struggle against the hordes of undead until they can reach Aerlyss Pits where they discover that the creatures seek something known as the Blackstick.  

Comb of the Korrigans: The elves believe that the Blackstick can be used to eliminate the Wraith Lord, but to release it from the Shrine of Enoreth the party must first locate the lost Comb of the Korrigans deep within the Enchanted Forest.  

Shrine of Enoreth: With the Comb finally in possession, the party must fight its way to the Shrine of Enoreth and retrieve the dreaded Blackstick.  From there, they must traverse the distance to Drax Tallen while being harried by wight wyvern-riders, undead, and humanoids.  They may be aided by Wendarian agents, too, as the Wraith Lord has looked there as well for the Blackstick.
Drax Tallen’s Second Fall:   Once the characters arrive at the outer edges of Drax Tallen, they see the devastating truth of Landryn’s reign.  Auragentus has been killed and gutted, while Sifferin is enslaved by a magical ring.  They party must find a way into the old fortress and defeat the former monarch for good.
Flight of the Eagle
(Levels 28-36)

With control of Drax Tallen, the party’s allies hold a tenuous line stretching north to Thariss.  The elves have drawn their numbers to the fallen capital ahead of the humanoid armies.  The Den Horde has reconstituted itself, and the Dark Lady Botha has gained access to the Heart of Idris.  The fate of the Denagothian Plateau is about to be decided.
He Who Watches: The elves have revealed a prophecy through which the darkness of Idris finally can be ended.  Deep in the catacombs, the party must locate the remains of the legendary Henadin and carry them to the Throne of He Who Watches, a plateau high in Ice Reach Range.    
The Eastern Alliance: One among the party has been chosen to be the new King of Essuria.  With his or her companions, the new monarch must rally the barbarian nation, convince King Erethon to submit to the Essurian Banner, and deliver the Blackstick into the hands of Ulslime.
The Great War: The Eastern Alliance of Thariss, barbarians and elves go on war against the Denagothian Armies, the Church of Idris, the Den Horde, and the dragons of the Onyx Ring.  Wildcard forces include the northern ogres, the Nameless One and the thouls of Thak-thoul, the Swamp Foxes, and Brulefer.  With the Blackstick and items collected from his time in the north country, Ulslime is ready to take the opportunity and depose Meddian as head of the Church of Idris and Denagoth.
The course of the war can extend for some time as dictated by the actions of the characters.  The concerns of various actors will also direct the flow of events.  At a minimum, the elves will demand the liberation of Geffron.  Should he supplant Meddian, Ulslime will try to negotiate a peace that leaves far western Denagoth under the Temple’s authority.
The Heart of Idris: As the petty concerns of war played out, Botha gained access to the Heart of Idris where she absorbed a life-sink (possibly the one belonging to the original Korrigan).  She is now prepared to follower in her patron’s path and ascend to Immortality.  She is gathering whole villages and towns and transporting them to the lost city of Soreth.
As Wendarians rush to Soreth, the Essurian party must locate the Heart of Idris and destroy it and everything within.  Battling extraplanar monsters and hideous undead, the party ultimately confront either an avatar of Idris or Botha herself (depending on the course of your campaign).

However this final campaign develops, there will be a lasting impact on the plateau.  The Church of Idris will be eradicated or at a minimum severely diminished.  The Essurian Eagle once more is counted among the powers of the Known World – a development which may not sit well with others.  Finally, the characters have the monumental task of reconstructing Essurian society and rebuilding Drax Tallen.

Timing the Adventures

These adventures are written with the assumption that a Denagothian campaign would begin in AC 1000 before the events of the Wrath of the Immortals took place.  The Plateau went untouched during that period, although the theft of Wendar’s Elvenstar was anticipated to occur after the Wrath’s conclusion.  With minimal alteration, these adventures can be begun at a later date. 
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The Denizens of Denagoth
An Unofficial Game Accessory
“Let cry with rage at this damnable land!  Who shall stand forthright while the Shadow Lord grasps for power, while the flames of the Harlot Idris burn away the pure?”

This is the second in a new series of unofficial Gazetteer gaming aids for enthusiasts of the world of Mystara.  This work covers the remote Denagothian Plateau, a region cut off from the Known World by the Mengul Mountains.  

“The Denizens of Denagoth” provides descriptions of the history, nations, races, and personalities of a land where the most beastly of men and humanoids live and elves fight for their very survival.  As the forces of evil jockey for preeminence, the city of Thariss struggles to remain true to a lost kingdom, and the men of the Plains seek to escape notice.

This product also provides guidelines for playing brutes and thouls, and it details the secrets of the Light and Dark Elves – secrets used by the Dark Lady Idris and those who would follow her.
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Spells for Dark Lords and Light Elves�
�
�
�
First Level�
Second Level�
Third Level�
Fourth Level�
Fifth Level�
�
Chill (PC1)�
Aura Sight�
Charm Person�
Call Lightning�
Charm Plant�
�
Detect Evil*�
Confuse�
Clairaudience�
Charm Monster�
Control Temp. 10’�
�
Detect Invisible�
ESP*�
Clairvoyance�
Combat Mind�
Control Winds�
�
Detect Magic�
Hold Animal�
Dispel Magic�
Cure Disease�
Dissolve*�
�
Fairie Magic�
Mind Over Body�
Fear*�
Cure Blindness�
Energy Drain Buffer�
�
Predict Weather�
Obscure�
Haste*�
Detect Life�
Energy Deflection�
�
Shield�
Phantasmal Force�
Lend Light Health*�
Detect Ethereal�
Hold Monster�
�
Magic Missile�
Purify Food and Water*�
Protection from 


Normal Missiles�
Hold Person�
Lend Critical Health*�
�
Resist Cold�
Resist Fire�
Protection from Poison�
Telekinesis�
Neutralize Poison*�
�
Suggestion�
Warp Wood�
Summon Animals�
Lend Serious Health*�
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Lightning�
�
�
�
�
�
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�
Sixth Level�
Seventh Level�
Eighth Level�
Ninth Level�
�
�
Absorb Disease�
Age�
Capture Youth�
Bind Life�
�
�
Cause Disease�
Precognition�
Cureall�
Banishment�
�
�
Conjure Elemental�
Disintegrate�
Death Field�
Consume Life�
�
�
Feeblemind�
Gather Health�
Death Spell�
Create Life Poles�
�
�
Remove Curse*�
Invisibility�
Dominate�
Energy Containment�
�
�
Speak with Dead�
Mind Barrier*�
Dragonbreath�
Immunity�
�
�
Speak with


Monsters�
Paranoia�
Complete Rest�
Prophecy�
�
�
Survival�
Power Word Blind�
Inertial Barrier�
Power Word Kill�
�
�
Suspend Animation�
Timestop�
Power Word Stun�
Renew�
�
�
Terrorize�
Truesight�
Restore*�
Transcend�
�
�
Spells in italics are described below.









