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ADLATUM

A DRrRAGONLARCE MEXUS ACCESSORY

The tidal wave generated by the cataclysmic strike of the

Fiery Mountain sent a third of Adlatum to a watery death.
Intended by the gods or not, it changed the course of history
on this distant shore.

Over four centuries later, new powers have arisen. Some
claim to be the promise of security, others the force for
freedom, and others the gods themselves. The true gods of
Krynn have only just returned from a forty-year absence, and
war is breaking out across the land.

The ancient Volumes of the Prophet contained the secrets of
this continent’s future, but those mythic tomes are lost. With
the future unknown, souls from all over Adlatum are maneu-
vering themselves to grab at destiny... or simply survival.

The continent of Adlatum offers a new land to be explored
and discovered on the world of Krynn. New nations. New
faiths. New races. New conflicts.

The Adlatum Campaign Setting is set on a new continent in
the world of Dragonlance. Legends and myth are ready to

unfold, and players are able to make them their own.
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D ear Fellow Dragonlancers,

Back in June of 2005, I was introduced to a project that
| had been started back in late August of 2002. This project
was of what was then termed “Krynn’s third continent,
Adlatum’. I was excited to start trying things out that I had

never done, nation building race building, and other things
| involved with the continent. At the time, Sean Macdonald
and Joe Mashuga were the only two that were involved

B primarily with the project, while most other members were

deeply involved in doing things for Sovereign Press.

_ We went along with the project fine for a while, but by
January of 2006, Sean would no longer be able to head up

the project, and I took it over on top of the Lexicon project.

The first thing we did was bring in a new cast of people to

| overhaul the project. Bret and Joy Sheeley, Chuck Martinell,

b | and Neil Klopsch to name a few. The project really began to

| take shape, and we were off and running again. So much so,

| that we thought by the fall of 2007 we would be able to get

a PDF out for the fans, but this proved to be unfounded.

. Bret became the driving force behind the project, and I
gladly gave it over to his capable hands to head it up. I was

so glad to see that the project had gone from being inactive,

i to a group of people who had great ideas for this new

continent on Krynn. Most of the time, we attempted to stay

| along the lines of the original creators, but as with most

projects taken over by others, the continent changed from

the original ideas.

_ [ am hoping that people enjoy this Adlatum Campaign
Setting, as much as we had putting it together. I would like

| to thank the founding members of the project: Trampas,

4 Cam, Sean, Richard Connery, and Terry Doetzel. You all

gave us the tools to start with, to finally bring Adlatum to
_, the fans.

Bc/z/\ 7/1[1 SN
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roleplay session I was DMing, my wife’s character

had a magical mishap. This was nothing new. The
character was a kender wizard from the Fourth Age after
all, and since characters like that were not supposed to
exist (and for good reason), mishaps were common. Nothing
serious was going on adventure-wise at the time, and stuff
like that made the game fun.

This mishap occurred during a teleport, and to liven
things up, I made the group’s destination completely
random. [ estimated distance and direction off of die rolls,
and her character ended up far far far off to Ansalon’s
northwest.

I sighed. I knew there was a third continent in that
direction. It said so in the Map Pouches. So I hopped onto
the Nexus and the Dragonlance Forums to get some details
on this Adlatum place. Even though I was initially put off
at having to learn about someplace new in so short a time,
I came to like the idea of going somewhere off-Ansalon.
Taladas, however, was in the other direction. Go fig.

After asking on the boards for the status of Adlatum,

I found out it was still in development. There was a lot
done already, but there was more than plenty of stuff left
to do. Ben inquired if | would be interested in helping out.
After getting some backstory, I started to fall in love with
the land. I agreed and began tossing in some ideas for the
Midland Guard.

I found my little corner to come up with ideas while
trying to stay within the flavor of the notes and write-ups
written by the original Adlatum staff. Other very talented
people (Sean, Joe, Chuck, Neil, Ben, and more) had already
been developing some pretty darn good stuff, and I was
hoping I wasn’t mucking things up too badly. I was also
appreciative for my wife, Joy, who on occasion would spend
time to create images for the setting.

Momentum for the project turned away from
individual Nexus entries a year ago, and efforts to put
together a PDF Sourcebook went full-force. Each of
everyone’s corners kept their own flavor, and yet everything
slowly began to knit-together into a much larger picture as
efforts unified.

A lot of us have been working through most of our
formerly-known-as “free hours” to push this project to its
completion. It is through the Herculean effort of that group
of talented people I mentioned, in addition to the original
creative staff and the rest of the Whitestone Council, that
made this book reality. I really hope you enjoy the fruits of
their labor.

Enjoy, for the War of the Prophet has only just begun.

0 ver a year and a half ago during a Dragonlance

B/LQY/LL:’KI/
Marct, 2008

P.S. The kender escaped. We'll get her next time.



ow shall I leave my people without a stirring

of sorrow within my breast? The foreknowledge

brought through the gift of the prophet has been
a saving grace to the survival of our people, yet I cannot
withdraw from those that remain without a burden and an
ache. How I wish that the voices, of those just outside the
walls, could carry the unlucky souls that give those voices
wings.”

&//mé/ le lm:\w/&//r
Cirea 5450 PD

The world of Krynn has largely treated the continent
of Ansalon as its center stage. When one thinks of
Krynn they usually imagine Solamnic Knights, Wizards
of High Sorcery, curious kender, bumbling gnomes and
xenophobic elves. Yet the planet of Krynn holds more
than one large land mass. Along with Ansalon there are
such locations as the wild continent Taladas with its
powerful Minotaur League, industrious and competent
thinker gnomes, withdrawn and sullen Marak Kender and
a plethora of other racial and organizational differences.
There is the subterranean land of Chorane, the Isle of
Selasia and the Dragon Isles each with a unique set of
races and monsters. Yet so little is known about these
lands. Other than Taladas, none of the lands of Ansalon
could match the size or majesty of the continent of
Ansalon.

Until now.

Adlatum, the mysterious third continent of Krynn has
been unexplored for centuries. Its existence only heard of
in rumors, its tales untold waiting for a chance to unfold
to a willing audience. From the cold and callous reaches of
the noble ogres to the untamed southern jungles Adlatum
sets itself apart from both Ansalon and Taladas. It is a land
of exploration and intrigue where the gods have taken a
personal interest in the people, where the touch of the
fabled gray gemstone endowed the dragons of Adlatum
with abilities beyond those of their brethren across the
sea, and the races of Krynn have experienced cultural and
physical changes that differentiate them from the other
lands of the world.

A central theme of the continent of Ansalon is
that of destiny and who holds the reigns. The legend
of the Prophet who supplied the folk of Adlatum with
miraculous Volumes from which they could study the
past, the present, and even divine the future of their own
race is known to the learned people of Adlatum. Was
it the Volumes of the Prophet that brought about the
Drowning that slew hundreds of thousands of people, or
was it the actions of the warring races that called down

Volumes of the Prophet

L

the wrath of the gods? Was it the divined prophecies that

drove the elves to the sea or was it the choice of the elven

king that sent them into the waters of Adlatum? Now that
the Volumes have been lost those questions may never be
answered.

For as many differences Adlatum displays from other
lands in its history and its people it is still closely tied to
the world of Krynn. At their core, minotaurs are forever
honorable, kender are curious and fearless, ogres are
cruel and devious, dwarves are industrious, and gnomes
are eternally tinkering. The wrath of the Cataclysm was
felt around the world. The destruction of Chaos was not
limited to the shores of Ansalon. The Age of Mortals and
the War of Souls was experienced on every land of Krynn.
Yet each culture of Krynn experienced these events and
dealt with them in their own way, viewed through their
own actions and based on their own experiences.

Hopefully the writings gathered together here piece
by piece will assist you in familiarizing yourself with the
prominent, people, places and storylines of Krynn’s third
continent.

Happy Wanderings.




he elf rolled to the left. The sheet of frost lifted up
from the ground caused a cascade of snow and
moisture to drift and sparkle through the air. The
| morning sunlight illuminated the frozen water, and Jace,
| leader of his troupe, gazed at the wonder before him. The elf
pressed upwards onto all fours, before lifting his head.

For the first time, the troupe leader looked at the elf.
| He wasn'’t looking at the elf’s eyes; he stared at the single
angelic wing, partially raised and stretching a good six feet
from the elf’s back. Jace’s eyes trailed down the appendage
W and saw that the other wing was missing. The start of a wing
extended from the elf's back in a mirror image of the other,
| but it ended several inches later in a bloody mess. Wherever
it was, it had been cut off.
i Jace swallowed, dumb-founded. He'd heard legends of
| the winged Avanesti elves but never believed they were truly
W real, just tales from the distant east of Adlatum.

7/?( Forests o7 ﬁ]))/l;l//uﬂ/
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At the birth of the world of Krynn, the continent of

| Adlatum rose above the waves. It was lifted through the
divine works of the gods and populated by races they

| formed. The bakali lizardfolk believed that they were the
first people, and considered themselves superior to the
other races. The elves, humans, and ogres who held that

44 they were created first in the image of Good, Neutral, and

| Evil quickly rejected this idea.

Regardless of which of Adlatum’s races truly holds

fll' primacy, the lands over which they hold claim are home to
dozens of different races, all trying to carve their own niche
| in history. Many of these new races—the dwarves, the

| Corinesti, the Avanesti, the kunda, and the minotaurs—are
the result of other races being touched by the Graygem as

Bl it passed over the lands. The Graygem also infused certain
dragons with Chaos magic, binding them to their lairs but

| also increasing their power.

With the creation of the new races many things began
to change in Adlatum. No longer were elves, humans, and
ogres the masters of their world. Instead, they were forced
to share their lands. These new races battled to maintain

their influence. Some of their histories became proud
| testaments of time and honor, while others showed the
cruelty of their actions.

Change is a constant on Adlatum; the struggle for
| power continues through the years. No race remains
ultimately in control, except for the dragons, which have
# discovered their own unique ways to control the course

CHAPTER I:

Races

of Time’s River. The races of Adlatum know little of the
dragons’ influences over their world and thus act as though
they are their own masters.

The races of Adlatum are rich and diverse, and so are
their histories. A Hartdar dwarf recites his family’s history
since the Great Rending. A Midlander, raised in city or
country, explains the importance of the Midland Guard.

A Sakkaran minotaur knows the importance of honor in
conquest, glory, and blood.

A Dragonlance character understands the world
around him and knows the existing politics and prejudices
against the other races. This character then has the choice
to carry on with these stereotypes, act against them, or
simply ignore them. A character forms his own ideas of the
other races and how people view his own race. Thus, the
people of Adlatum are a vibrant collection of individuals
with their own hopes, dreams, and struggles.

Bakali

Adlatum’s bakali were once part of a great empire, said to
have stretched across all of Krynn, though their history
remains mostly unrecorded. Bakali tribes live in the ruins
of ancient cities, located in the Vacant Lands or No Man’s
End. The bakali aren’t the ignorant beasts they are said

to be on other continents, but rather a people who have
embraced a rich culture of devotion and endurance.

Personality: The bakali are suspicious and
xenophobic. They are approachable and even-tempered
when dealing with each other, or with outsiders in their
own lands, but their mood changes with the mere mention
of intruders. Bakali adventurers experience a closer
relationship with something extraordinary, and learn to
recognize the wonders that lay beyond their own lands.

Physical Description: The bakali of Adlatum average
between seven and eight feet in height, with green or
brown scales covering their entire bodies. Males are
typically larger than females, and have larger mouths and
blunt snouts. The bakali rarely wear clothes and can walk
on all fours just as easily as on two.

Relations: For the most part, the bakali stay to
themselves. If non-bakali come into their territory, they
are considered hostile by the bakali and more than likely
attacked. There are rare cases of tribes allowing very small
groups or individuals to come to their tribal homes, where
they are met with much curiosity. The Sekhnesti are the
one exception—all bakali hate the Sekhnesti for the years
of fighting between the races. Bakali attack any Sekhnesti
venturing into their lands without asking questions.

The Contivent of Adlotom



Bakali of the Vacant Lands

Alignment: Most bakali are neutrally aligned, with a
handful of tribes being chaotic or lawful neutral.

Bakali Lands: The bakali stick to their ancestral homes
in the southwestern portion of the Vacant Lands, where
they have lived in relative solitude for thousands of years.

A large tribe of several thousand bakali dwells in No Man’s
Land, where they live similarly to their brethren in the
Vacant Lands.

Religion: Bakali follow Sirr'ushush (Sirrion) or Krik'k
lettz (Chislev), and have a deep hatred of both Tazhek
(Takhisis) and Hizhek (Hiddukel) for their constant manip-
ulation. Tribal cities are usually full of shrines and temples
dedicated to Sirr'ushush and Krik’k lettz.

Language: Bakali are taught two languages beginning
early in life: their ancient Draconic tongue, and the
Common trade-speech found amongst so-called “civilized”

races (which they use to spy on those near their borders).
Some bakali learn Elven to better interrogate the Sekhnesti
they capture.

Names: There is no distinction between male and
female bakali names. All names are at least two syllables in
length, and originate from Draconic.

Example Names: Drazhchok, G’aromel, Kigock,
Thel'ock, Mithzok, Baccaneesh, and Xele'ku.

Clan Names: Dray’nec, Gre-tal, and Kralleek.

Adventurers: Bakali are rarely adventurers since most |
of them choose to remain within tribal lands and protect
the territories claimed by their clans from the Sekhnesti.
Once in awhile, a bakali may undertake a religious quest
which requires them to leave the comfort of their home.

Bakali Racial Traits:

Bakali are identical to lizardfolk from the Monster Manual

(except for the difference in languages noted below), and

possess the following racial traits:

=o +2 Strength, +2 Constitution, —2 Intelligence.

=o Medium size.

=% A bakali’s base land speed is 30 feet.

=% +4 racial bonus on Balance, Jump, and Swim checks.

=% +5 natural armor bonus: Bakali have tough hides.

=. Racial Hit Dice: A bakali begins with two humanoid
levels which provide Hit Dice of 2d8, a base attack
bonus of +1, and base saving throw bonuses of Fort
+0, Ref +3, and Will +0. A bakali character receives
maximum hit points for his first humanoid Hit Die
and rolls all other Hit Dice (including those gained
from class levels). Bakali with class levels add their
base attack and saving throw bonuses to their bakali
base attack and saving throw bonuses.

> Racial Skills: A bakali’s humanoid levels give skill
points equal to 5 x (2 + Int modifier). Its class skills are |
Balance (Dex), Jump (Str), and Swim (Str). Bakali with
class levels do not multiply their first-level class skill
points by four.

» Racial Feats: A bakali’s humanoid levels provide it
with one feat. They gain Shield Proficiency and Simple |
Weapon Proficiency as bonus feats. Bakali characters
may take the Scent special quality as the feat listed in
the Monster Manual.

o Natural Weapons: 2 claws (1d4) and bite (1d4). As a
full-round action, a bakali may make 2 claw attacks at
his normal attack bonus and make one bite attack as
a secondary attack (=5 penalty on the attack roll, and
half Strength bonus on the damage roll). A bakali can
also attack with a weapon at his normal attack bonus
and make one claw or bite attack as a secondary attack
(as described above).

)

)

)

)

of rounds equal to four times its Constitution score
before it risks drowning.

> Hold Breath: A bakali can hold its breath for a number | U




I Languages 5

lands. Also some words may be adopted from one language into another, and other words may disappear from use only to be replaced
by a word that's meaning is not quite identical to its earlier counterpart. As such, to fully track the origins, development, and
branching of languages would be an undertaking only worthy of the Mentoi.

t anguages flow and change over the years and also vary from dialect to dialect as one travels from one location to another in distant

For the other races only wishing to pay attention to the simplified listing of currently used tongues, the following should do.

Language Spoken in... Script
Traders Common Almost all Adlatum o
(Common) (trade language) o)
Dwarven Dwarven Lands, Midlands, Teusten Dwarven
Elven Avanost, Sargassi Sea, Valenesti
(Valenesti) Underwater
Etlarnic Etlarn, Gildanesti Magius
Gildanesti Etlarn, Gildanesti, Onar Valenesti
Gnome Gnommorah Trejori
Goblin Goblinoid Lands Goblin
Hammertalk Sundalin, Teusten Not Written
Hudieran Southern Midlands Hudea
Igurni Terragrym Igurni
Kundaspeak Kundamarsh (bajz/izg;?o}lcg'lzrr’;ic)
Minotaur Broken Lands Tgurni
Ogre Broken Lands, Terragrym Igurni
Onarian Onar Valenesti
Sylvan Deep Forest, Vacant Lands Not Written
Trejori Northern Midlands Trejori

For the move popular languages curvently in use, some of them do have common derivations. Ogre is a highly corrupted form of Igurni,
which itself is devived from an ancient ogre tongue that is long dead. The Minotaur language also has a distant relation to the ancient ogre
language. Gildanesti has rooted in Valenesti and Etlarnic. Etlarnic has a connection to the language of magic, and was puvposefully designed
to avoid commonality with Trejori, the tongue of the northern Midlands. One thing to note is that if two languages have the same ovigins
but they've had thousands of years to evolve, then the resulting current forms of the languages will likely have very little in common with
each other.

Common has only recently become popular across many, but not all, of the lands. Before the Drowning, Trader's Common was
developed with a blending of Trejori, Hudieran, Dwarven, and Elven in order to allow mevchants from different lands to do business with
less confusion. Influences from other lands weve also included as the language evolved over time. After the Drowning, so many refugees
moved to new lands, especially in the Midlands. Instead of diving into learning the foreign tongues from scratch, many found it easier to
learn Trader's Common first since it likely had roots in their native tongue already.

It was not until after the Starfall when the night sky changed and Lord Montegron’s unification of the Midland nations however that
Common began to be used in an official capacity in order to give the numevous nations a common language to communicate (and bicker)
with. When Montegron made Common the official language, its popularity in the west exploded. The nations in the east are more rooted
in their own individual tongues. However those who have on-going relations with foreigners will likely have a working knowledge of the
Common tongue.

It should be noted that the Common language in Adlatum in no way resembles the Common language of Ansalon or any other
continent.

B r
1
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=% Automatic Languages: Common and Draconic.
Bonus Languages: Aquan, Elven, Goblin, Gnoll, and
Hudieran.

=% Favored Class: Druid.

=. Level Adjustment: +1. Bakali are more powerful
and gain levels more slowly than most other races
of Adlatum. See Chapter 6 of the Dungeon Master’s
Guide for more information.

Dwarves

Adlatum’s dwarves are divided into five clans, whose
histories have diverged significantly since the race first
appeared on the continent in the Age of Light.

Personality: All dwarves are known for their stern
behavior and hard work ethic. If complete and total
dedication cannot be put towards their aims, whether it be
business, piracy, religion, their clan, or anything else, then
dwarves tend to believe it wasn’t worth the effort in the
first place. With such views, dwarves often come across as
overly serious and dour in most matters to other races.

Physical Description: As a race, dwarves typically
stand about 4 feet tall and weigh about 150 pounds. They
are usually broad shouldered, well muscled, and take great
pride in grooming their beards.

Every clan has its own peculiarities, of course. Coin
dwarves (“Hartdar”) typically braid their long, dark hair so
it may be easily gathered and tied back when working the
forge. Their beards are often tucked into their belts, and
many coin dwarves wear large belt buckles that display a
family crest.

Deep dwarves (“Adlar”) shave their heads in keeping
with an old custom. They make one long braid of their
white beards and wrap it around their neck or tie it to
their chest. Devoted Adlar often have the symbol of Reorx
branded on the back of their skulls. They usually wear
bright loose-fitting clothing that reflects the harsh sunlight.

Mist dwarves (“Neskudar”) are noticeably thinner than
their cousins and possess an unhealthy yellow-green skin
tone. Very few Neskudar have any discernible eye pigmen-
tation.

The reef dwarves (“Nordar”) and their cliff dwarf
(“Sundar”) cousins typically have wild, unkempt hair but
short beards (at least compared to other dwarves). The vast
majority of Nordar have sea-green eyes, a gift from their
capricious goddess. The Sundar once shared this gift, but it
was lost when they broke from the Nordar.

Relations: Dwarves generally get along with gnomes
and humans. They have strained relations with aquatic
elves, kunda, and Mahjoran minotaurs. Goblins and ogres
are the dwarves’ traditional enemies. Dwarves also are
distrustful of other dwarf clans. The two clans of dwarves

that are most compatible are the Nordar and Hartdar
dwarves.

Alignment: Most dwarves, especially coin and
deep dwarves, have a lawful demeanor, but the Nordar
and Sundar clans possess a predilection towards chaos.
Their morals concerning good and evil are more varied.
Cliff dwarves are often neutral with good tendencies.
Mist dwarves and reef dwarves are likely to pursue more
heinous methods and are closer to evil.

Dwarven Lands: Ironvasser, Heskeram, Kedaltol,
Tandarton, Sundalin, and Wa-Nax.

Religion: Reorx, Adlarism, and Moli (Zeboim).
Members of the faith of Adlarism believe themselves to be
worshippers of Reorx, but in truth their faith is based on
visions originating with the Graygem.

Language: The dwarven language has changed little
over the years, though each clan has developed its own
accent and expression. Of course, every clan considers its
own dialect to be the most pure.

Names: Dwarves have family names that are passed

down from their father’s side. All dwarves take part of their .I | J \

name from their clan and combine it with an ancestral
name of their family. Children are given individual names
at birth from their parents.

Male Names: Belaek, Argent, Pick, Thom, Doget,
Jasper, Gran, Flint, Sledge, Chane, Calan.

Female Names: Jewel, Tera, Tila, Rose, Hildy, Jinna,
Keldia.

Clan Names: Bladeender, Marblemolder, Earthslasher, |
Stonebellow, Firesmith, Hilldigger, Fateender, Giantbattler,
Ogrecutter, Battleheart, Redquarrier, Copperforge.

Adventurers: Dwarves might choose the adventuring

. . . . i
life for a variety of reasons. Coin dwarves may be searching |

for the ultimate get-rich-quick scheme. Deep dwarves
could travel Adlatum seeking lost relics of Reorx. Mist
dwarves might want revenge on their cousins or become
“heroes” to prove the superiority of their own clan. A cliff
dwarf or an exiled reef dwarf might seek a way to free the
rest of the Nordar from Moli’s influence.

Racial Traits: By clan, below.

Coin Dwarves [Hartdar]

The Hartdar dwarves are easily the most recognizable
and influential dwarves of Adlatum. They abandoned the
Pathweaving ways of the Adlar, seeing such mysticism
as leading to oblivion. The Hartdar allied with human
nations against the minotaur empire during the War of
the Prophet, though they suffered great losses during
the Drowning. Today they are well known as traders,
merchants, and wanderers.




i Coin Dwarf Racial Traits

Coin dwarves possess the dwarven racial traits listed in the

| Player’s Handbook except as follows:

=% +2 Constitution, —2 Dexterity. This replaces the
dwarven ability score modifiers.

=% Automatic Languages: Common and Dwarven. Bonus
Languages: Elven, Etlarnish, Gnome, Hammertalk,
Hudieran, Minotaur, and Trejori.

Deep Dwarves [Adlar]

| The eastern dwarves known as the Adlar follow the ancient
| Paths to achieve enlightenment and solidarity with Reorx.
Untouched by the Drowning, they suffered a severe

M| spiritual crisis during the time of Chaos. Though shaken,

they have begun reconstructing their damaged Path and
| repairing their own internal crises.

Deep Dwarf Racial Traits
Deep dwarves possess the dwarven racial traits listed
| in the Player’s Handbook except as follows:
' =. Automatic Languages: Dwarven and Hammertalk.

| Bonus Languages: Common, Gnome, Hudieran, and

Terran.
=% Favored Class: Cleric.

Mist Dwarves [Neskudar]
| Eastern dwarves who uncovered a terrible secret in the
depths of the Path of Reorx, the Neskudar are a pale,
| albino clan that cannot bear the light of the sun yet fear the
depths of the earth. They now live in a mist-shrouded land,
| guarding the truth of what they found.

i Mist Dwarf Racial Traits
Mist dwarves possess the dwarven racial traits listed in the

| Player’s Handbook except as follows:

=% +2 Wisdom, —2 Charisma. This replaces the dwarven
ability score modifiers.

=% +2 racial bonus on Listen and Move Silently checks.
Neskudar have learned the benefits of silence in their
environment, while their hearing has improved as
a result of their living conditions. This replaces the
dwarven racial bonus on attack rolls.

=o Light Sensitivity: Neskudar are dazzled in bright
sunlight or within the radius of a daylight spell.

=o Mistsight: Neskudar can see up to 10 feet in conditions
of fog, mist, steam and vapor, including such spells as
fog cloud and obscuring mist. Creatures 15 feet away
have concealment (20% miss chance), and creatures
farther away have total concealment (50% miss chance,
and the attacker cannot use sight to locate the target).

=e Automatic Languages: Dwarven. Bonus Languages:
Abyssal, Common, Etlarnish, and Kundaspeak.

=. Favored Classes: Ranger.
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Reef Dwarves [Nordar]
and Cliff Dwarves [Sundar]

Once a part of the noble Tandar clan, the Nordar were
stricken by the events of the Drowning and became victims
of their own hubris and greed. Visited by the goddess Moli,
the Nordar took to the Dwarfsea that had covered their
ancestral empire and turned to plunder and piracy.

The western Sundar were once part of the seafaring
Nordar clan but refused to take part in the Nordar’s
pillaging ways. They refused Moli and settled along the
coast as fishermen, farmers, and reef-miners.

Reef and Cliff Dwarf Racial Traits

Reef and cliff dwarves possess the dwarven racial traits

listed in the Player’s Handbook except as follows:

=% +2 racial bonus on Profession (sailor), Swim, and
Use Rope checks. Reef and clift dwarves have grown
accustomed to the sea and are naturally adept with
common seafaring skills. This trait replaces the
dwarven trait of stonecunning.

o Seafaring Stability: When aboard a seagoing vessel, reef
dwarves gain a +4 bonus on Balance checks and checks
made to resist being bull rushed or tripped. This trait
replaces the dwarven trait of stability.

» Automatic Languages: Common and Dwarven. Bonus
Languages: Aquan, Elven, Hudieran, and Trejori.

» Favored Class: Rogue (if you use either the Age
of Mortals Companion or Legends of the Twins
sourcebooks, use the mariner instead of the rogue).

)
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Elves

The elves of Adlatum were once a powerful force for good
on the continent, seizing the Midlands from the ogres
during the Age of Light and turning Tao-Shin away from
evil. However, one of their sages found a reference in their
Volume of the Prophet to a great Drowning that would
drown their lands in terrible floodwaters. Some fled to the
sea in great arks, while others took to the lofty peaks. The
Graygem claimed both, transforming them forever into
coral elves and winged elves.

Coral Elves [Corinesti]

Once nomadic and distant, the Corinesti returned to
Adlatum after the Drowning, amazed to find so much
wealth and riches lost to the rising seas. Since then their
fortunes have swiftly risen, and they are now a powerful
political entity in their own right. Unlike their Dimernesti
and Dargonesti cousins, the Corinesti cannot assume other
shapes, but their ruthlessness and cunning more than make
up for it.

Adltun



Personality: The Corinesti are a mercantile race that
views the world above as a land of opportunity, an oyster
to exploit and profit from. The Corinesti are accepting of
outsiders who come with coins, regardless of race. With
the Corinesti, appearance is everything.

Physical Description: Male Corinesti average 5 1/2
feet in height, with females standing about three inches
shorter on average. They have pale green-blue skin and
their eyes are various shades of blue or violet. Their hair
can be white as well as a range of pastel colors. Corinesti
have webbed fingers and toes; this webbing reduces in size
after extended periods of time on land. Visible gills run
from their shoulder blades to their ears, which are both
larger and longer than those seen in other elves.

Relations: Corinesti view others by perceived worth
and accept each person individually. However, Corinesti
still harbor a sense of abandonment toward the Avanesti
and will happily cheat and extort the highest possible
amount from an Avanesti, citing the fall of Valenost and
the forced sea going migration that lead to the origination
of the Corinesti race.

Alignment: Business is business; this is the core
ethic of Corinesti society. Most Corinesti are of neutral
alignment, favoring neither law nor chaos.

Coral Elven Lands: Originally the Corinesti lived in
the shallow inlets and estuaries that dotted the eastern
seaboard of Adlatum; after the Drowning they settled and

PO
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founded the city of Corinost near the center of the Sargassi ||
Sea. There is another settlement known as the Coral
Cauldron, where many Corinesti settled after the trade war |
that fractured Corinesti society.

Religion: The Corinesti favor Rosmera (Shinare) and
Rig Mori (Habbakuk).

Language: The Corinesti speak a dialect of the ancient
elven tongue Valenesti.

Names: Corinesti names follow the same naming
conventions as Dimernesti in the Dragonlance Campaign
Setting.

Adventurers: Many Corinesti take up the life of an
adventurer as it is only through taking risks that a great
profit can be made.

Coral EIf Racial Traits

Coral elves possess the following racial traits instead of the

normal elven abilities and traits:

=o +2 Dexterity, —2 Charisma.

= Medium. As Medium creatures, coral elves have no
special bonuses or penalties due to their size.

=% Coral elves have the aquatic subtype.

=% A coral elf has a base land speed of 30 feet, and a swim
speed of 30 feet. Coral elves gain a +8 racial bonus on
Swim checks to perform a special action or avoid a
hazard. They can always choose to take 10 on a Swim
check, even if distracted or endangered. Coral elves
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can use the run action while swimming, provided they
swim in a straight line.

| =% Immunity to magic sleep spells and effects and a +2
racial saving throw bonus against enchantment spells

_ and effects.

| =, Amphibious (Ex): Coral elves can breathe both air and
water.

Bl =. Blindsense (Ex): A coral elf can locate creatures

underwater within a 30-foot radius. This ability works
only when the coral elf is underwater.
=% Elvensight: As listed in the Dragonlance Campaign

" Setting.

=. Seasense: Seasense grants coral elves a +2 racial
bonus on checks to notice peculiarities about water,
such as strange pollutants (including poisons or
diseases), approximate depth, temperature, pressure,
and the like. A coral elf can intuit depth, sensing
his approximate depth underwater as naturally as a

_ human can sense which way is up.

| = Weapon Familiarity: Coral elves may treat tridents

| as simple weapons rather than martial weapons, and
may treat nets as martial weapons rather than exotic
weapons.

=% Surface Sensitivity: Coral elves suffer a —1 penalty on
all attack rolls, saves, and checks when they have spent
more than 24 hours out of water. This penalty can only
be mitigated by the coral elf spending at least one hour
underwater during each 24-hour period.

=% Automatic Languages: Common and Elven. Bonus
Languages: Aquan, Dwarven, Etlarnish, Hudieran,
Ogre, and Trejori.

=% Favored Class: Rogue.

'. Feral Elves [Sekhnesti]

Bl The feral elves of Adlatum, the Sekhnesti are at home upon

| the grassy plains and secluded woodlands of Adlatum. Also
known as catfolk or the “forsaken elves”, the Sekhnesti are
| all that remain of the elven clans that forsook the compact
Ml that formed the disparate elven clans into the Valenesti
I back in the Age of Dreams.
! Personality: Sekhnesti are a reclusive and territorial
as the great cats that they revere. Quick to anger and just
| as quick to laugh, the Sekhnesti are as volatile of mood and
temperament as a summer rainstorm.

Physical Description: Sekhnesti have clearly elven

i features, yet even a casual glance reveals something feral
about them. Their skin is typically bronze, deep tan, or
| a dusky hue compared to the typically fair skin of other
| elves. Their retractable claws are not often seen and usually
denote anger or an imminent attack.
_ Relations: Sekhnesti view outsiders with extreme
| distrust and other elves as oddities. Since most Sekhnesti

are extreme isolationists, they have few friends and many
enemies.

Alignment: Wild is as wild does. The Sekhnesti are a
part of the wilderness they claim. Almost all Sekhnesti are
neutral in alignment with many favoring chaos over law.

Feral Elven Lands: The Sekhnesti have no cohesive
homeland. Instead they claim isolated wildernesses, large
tracts of grasslands or secluded mountain valleys as their
homes, living in extended family clans. The region closest
to being called a common home for the Sekhnesti is the
eastern regions of the Vacant Lands.

Religion: Sekhnesti favor the goddess Nertos
(Chislev). The Sekhnesti believe that the cat totems, spirit
totems for each of the feral elven tribes, are Nertos’s
children. Their culture holds to the concept of worshipping
her by honoring her children.

Language: Sekhnesti speak an archaic form of Elven,
one that predates the language of Valenesti. Some feral
elves learn the languages of bakali, humans, and other races
simply so they can warn interlopers away from Sekhnesti
territory.

Names: Sekhnesti names are descriptive, barbaric,
and often unique to an individual. There is no distinction
between male female names.

Example Names: Strong-Arm Flashing Eyes. Swift-
Runner Many Kills.

Adventurers: Few Sekhnesti are adventurers since
most feral elves choose to remain within tribal lands and
protect the territories claimed by their clans.

Feral Elf Racial Traits

Feral elves possess the following racial traits instead of the

normal elven abilities and traits:

=o +2 Dexterity, —2 Intelligence, —2 Charisma.

=. Medium. As Medium creatures, feral elves have no
special bonuses or penalties due to their size.

=. Feral elf base land speed is 30 feet.

=% Immunity to magic sleep spells and effects and a +2
racial saving throw bonus against enchantment spells
and effects.

=. Elvensight: As listed in the Dragonlance Campaign
Setting.

=. Keen Smell: Feral elves can pick up the Scent special
quality as though it were a feat.

=. Natural Weapons: 2 claws (1d4). As a full-round
action, a feral elf may make 2 claw attacks that deal
1d4 damage (plus Strength bonus). A feral elf can
attack with a weapon at his normal attack bonus and
make one claw attack as a secondary attack (-5 penalty
on the attack roll, and half Strength bonus on the
damage roll).

=% +2 racial bonus on Climb, Hide, and Move Silently
checks.

=. +2 racial bonus on Listen, Search, and Spot checks.
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=% Automatic Languages: Common and Sylvan.
Bonus Languages: Draconic, Elven, Hudieran, and
Kundaspeak.

=% Favored Class: Barbarian.

Fractured Elves [Talonesti]

Not a cohesive race like the Gildanesti (half-elves), the
Talonesti are the descendants of Fallen Elves, born within
exiled families. Not all Talonesti are evil, but many suffer
no crisis of conscience when it comes to striking back at
the descendants of the elves who exiled their ancestors
long ago. Many Talonesti pretend to be Gildanesti, even
living in the half-elven republic, in order to hide in plain
sight.

Personality: Talonesti are survivors. While many see
Talonesti as pessimists, a Talonesti knows that in order to
survive one must see all that can go wrong so as to avoid it.

Physical Description: Talonesti are smaller than
other elves such as the Corinesti, with a light build and
large almond shaped eyes. Talonesti hair ranges from silver
blonde to reddish mahogany with eyes that are almost
always the blue of a summer sky.

Relations: Talonesti feel isolated yet grateful to
their Gildanesti cousins who have given them a home
and a place within their society. Their relations with the
Corinesti are cool, if not outright hostile. Talonesti view
Avanesti with utter contempt and obvious hatred. Some
few Avanesti who have encountered a Talonesti have
managed to survive the experience, but usually minus quite
a few flight feathers. Talonesti see themselves as above
the non-elven peoples of Adlatum, rarely mingling with
outsiders unless as part of their service to Gildanesti.

Alignment: Many Talonesti are consumed by their
anger towards the Avanesti and slip into evil, but a
large proportion of the Talonesti are neutral and more
concerned with the now than the past. Unlike other elves,
Talonesti are very lawful in nature, a product of their long
exile which has serve them well to survive.

Fractured Elven Lands: None. Nearly all Talonesti
live within the Gildanesti republic, though some (typically
adventurers) may be found in Etlarn, the Midlands, or
possibly even Onar.

Religion: Talonesti favor Tannu (Sirrion) as the
embodiment of elven spirit and the god most interested
in their survival. Those who have let evil into their hearts
are most likely to follow Tarvos (Sargonnas), the Lord of
Vengeance.

Language: Talonesti speak the ancient elven language
Valenesti and the common traders’ tongue. Many Talonesti
also choose to learn the half-elven parlance of Gildanesti, a
rough dialect of Trader’'s Common.

O

Names: Talonesti follow the naming conventions
of the Qualinesti and Silvanesti elves in the Dragonlance
Campaign Setting.

Adventurers: Few Talonesti adopt the life of an
adventurer; those that do are usually in the service of their
adopted homeland.

Fractured EIf Racial Traits

Talonesti possess the Silvanesti racial traits listed in the

Dragonlance Campaign Setting except as follows:

=. +1 racial bonus on Disguise and Perform checks. This
replaces the Silvanesti bonus to Knowledge (arcana)
and Spellcraft checks.

=. Automatic Languages: Common and Elven. Bonus
Languages: Etlarnish, Gildanesti, Goblin, and Onarian.

=. Favored Class: Rogue.

Winged Elves [Avanesti]

Aloof and mysterious, the Avanesti are the only race that
currently possesses one of the Volumes of the Prophet.
Living by a strict code of separatism on a floating island
high in the mountains, they passed from all history until
the night the Moons vanished and their island city fell f
from the heavens. Now they are forced to interact with the \ ¢
land-bound races they have long avoided.

The Fallen: The Fallen are those rare Avanesti whose
actions and crimes against their brethren made them
outcasts. Fallen elves have been magically stripped of their
wings and usually live among the other races in secret.
Many have banded together in small enclaves, either lost in
grief or burning with anger. Only the most powerful magic
can re-grow a fallen elf’s wings.

Personality: “As arrogant as an Avanesti” is an epithet |
common to the Talonesti, and it is probably the most
fitting. Avanesti see all the Wingless races as barbarous and ||
uncivilized, particularly the Gildanesti, who they view as
mongrels and usurpers to all that was once Lost Valenesti.

Physical Description: Just tall enough to be
considered Medium creatures, the Avanesti are extremely
fair skinned with large almost almond-shaped eyes and
light hair. Eye color is almost universally blue of some
shade. The main difference between the Avanesti and other [
elves are the large wings that each Avanesti sprout from
their back and upper shoulders. The wings of an Avanesti
are their pride. While Avanesti wings are some shade
of white, it is not uncommon to see them bleached or
pattern-dyed in subtle shades and patterns that mimic real
birds.

The Fallen were once Avanesti, so they are physically
identical to the Avanesti in ever way except in that they
have had their wings magically amputated. Their backs
are often heavily malformed where the wings used to be
connected.
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Relations: Avanesti relations with other elves are
strained at best and outright hostile to the Talonesti,
| who they see as dark elves. They distrust the Gildanesti,
who they see as mongrels of human descent and the
| children of former slaves. Avanesti considered all the other
wingless races as lesser beings, ones fit only to be ruled or
| eliminated.
Alignment: While typically of good alignment, the
| Avanesti have a double standard on what is considered
\ll| moral, especially in regards to what they consider “lesser
Jfl| creatures” (which, to them, is nearly everyone).
| Winged Elven Lands: Avanesti are on the verge of
| extinction. After the destruction of Avanost, the Avanesti
| are struggling to rebuild a new flying city, which has been
named Helionost. This new city is located upon an isolated
| mountaintop in the Little Condor Mountains.
Religion: Avanesti exclusively worship Argento Cant
| (Solinari) and depend upon mysticism for the casting of
| divine magic.
Language: Avanesti speak a pure form of Elven that

o I. echoes back to Lost Valenesti.

Names: Avanesti follow the naming conventions of

W the Silvanesti and Qualinesti found in the Dragonlance

W Campaign Setting.

' Adventurers: Many Avanesti become adventurers to

seek out rare spell components, unusual spells, forms of
magic, or study other cultures in an attempt to secure the

| defense of their new home.

' Winged EIf Racial Traits

| Winged elves possess the following racial traits instead of

the normal elven abilities and traits:

=» +2 Dexterity, —2 Constitution, +2 Intelligence, —2

Charisma.

| =%¢ Medium. As Medium creatures, winged elves have no

' special bonuses or penalties due to their size.

=» Winged elf base land speed is 30 feet. A winged elf’s
wings give him a fly speed of 40 feet with Average
maneuverability. Winged elves cannot fly with a heavy
load or when wearing heavy armor.

=o Immunity to magic sleep spells and effects and a +2
racial saving throw bonus against enchantment spells
and effects.

=e Elvensight: As listed in the Dragonlance Campaign
Setting.

| =% Weapon Proficiency: All winged elves are proficient

with the javelin, short sword, and spiked gauntlet

(“raptor claw”).

! =% +2 racial bonus on Listen and Search checks. A winged
elf who passes within 5 feet of a secret or concealed
door is entitled to a Search check to notice it as if he
were actively looking for it.

=% +4 racial bonus on Spot checks.

=. Automatic Languages: Elven. Bonus Languages: Auran,
Common, Dwarven, Magius, Ogre, Onarian, and
Sylvan.

=» Favored Class: Wizard.

=. Level Adjustment: +2. Winged elves are more
powerful and gain levels more slowly than most other
races of Adlatum. See Chapter 6 of the Dungeon
Master’s Guide for more information.

Fallen EIf Racial Traits

Fallen elves possess the winged elf racial traits except as

follows:

=. Wingless: Fallen elves cannot regain their wings by any
means short of a miracle or wish spell. (Fallen elves
who somehow regain their wings, and thus become
winged elves again, must “buy off” their new level
adjustment before they may continue advancing in
class levels.)

=o Level Adjustment: +0.

Gnomes, Talker [Mentoi]

There are no tinker gnomes on Adlatum apart from those
few who make their way there entirely by accident. Instead,
Adlatum’s talker gnomes descend from a small delegation
of diplomats and politicians that the Graygem (or Reorx,
depending on who you speak to) transformed into a race of
obsessive social engineers.

The talker gnomes (“Mentoi”) are everywhere in
Adlatum. They are hyper-bureaucrats, political tinkers
of exceptional skill who are nevertheless never satisfied
with their results. Their own nation is a labyrinthine
maze of plots, scandals, deals and partnerships, hopelessly
deadlocked, so most gnomes take their skills elsewhere and
serve as advisors to the rulers, kings and generals of the
other races.

Personality: Gnomes are fixated on issues such
as record keeping, government operations, diplomatic
relations, business dealings, social engineering and the like.
As such, Mentoi tend to behave professionally in most
matters, no matter how mundane.

Physical Description: Talker gnomes are physically
identical to their Ansalonian cousins—brown skin, white
hair, and deep blue or violet eyes. Their garb usually suits
their location or purpose. For example, a Mentoi sent to
Etlarn will typically dress in Etlarnic fashion.

Relations: Mentoi tend to have better relations with
those races who have a more civilized and structured
society. Gnomes do not enjoy the company of the cat-folk,
bakali, ogres, and Hoda kunda. Dwarves, Midlander
humans, Corinesti, Gildanesti, and Mahjoran minotaurs
are the races the Mentoi get along best with in most
environments. For most others, the Mentoi have generally
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neutral yet professional relationships, except for the
Avanesti with whom they have little contact.

Alignment: Their stoic demeanor and their tendency
to wrap themselves within issues of law, policy, and
formal agreements lend most gnomes towards the lawful
alignments.

Gnomish Lands: The city-state of Gnomorrah is
recognized as its own nation, even though it technically
resides within the borders of FyxZharar of the Midlands.
The autonomy is granted due to the fact all non-gnomes
would never want to deal with running the Mentoi
bureaucracy. The main gnomish settlement comprises
of a single area of 300 square miles in the Thunderhead
mountain range.

Religion: Many gnomes have either a detached sense
of the world they chronicle or they are so fixated on their
roles as social agents such that religion does not enter into
their lives unless they are actually working for or with a
church.

The exceptions are the church of Melik Suud (Reorx)
and Nekkarb (Shinare). In the past, Melik Suud had been
honored as the founder of their race and thus the Chief
Executive Founder of Mentoi society. However, beyond
that, faith does not add much to the development and
maintenance of society. In fact, the honor given to Melik
Suud does not usually equate to actual worship.

The gnomes have similarly honored Nekkarb for
her faith’s teachings about communication and business
management. However Nekkarb’s church itself does
support or influence communication, trade, and other
methods of negotiation. For this, Nekkarb had established
a majority hold of the pious within the Mentoi society.

A handful of pious Mentoi also follow the faiths of
Thobit (Majere) as a god of industry, thought, and commu-
nication or of Folmhesta (Hiddukel) as a manipulator of
agreements and law.

It is expected some Mentoi may return to these faiths
with the return of the gods.

Language: The gnomish language is essentially a
bastardized form of Common but so filled with double-talk
and triple-talk that other races have trouble understanding
it. Most talker gnomes study multiple languages to better
understand the myriad of races they are sure to encounter
in their lives, and they may pepper their own speech with
key phrases or jargon from these languages.

Names: Mentoi names are lengthy strings of syllables,
each being a shorthand contraction of names and words
from a variety of languages. A name written out in full
describes the complete listing of what the gnome’s parents
had hoped to be the child’s fields of expertise later in life.
Upon being of age, a Mentoi who knows what he will
be doing in life will contract his name down to a shorter
more accurate form. Rarely do parents name their children

referring to so few fields of work and study that the child
doesn’t take up some of those fields as a career.

Mentoi do not have family names, but if a career path
has been passed down from parent to child for several
generations, common syllables referring to that career will
be passed down within their names as well.

Male Names: Opheimus, Panorvesh, Scrivaln,
Travresrec.

Female Names: Advichish, Hayglmarch, Polifince,
Romrashalish.

Adventurers: Mentoi adventure in order to search for il

relics of interest, such as the Volumes of the Prophet, the
lost weapons of the Midlands, or something more obscure
uncovered during research. Others wish to uncover
knowledge either in regards to ancient works or current
political dirty laundry. If a gnome has an interest in social
engineering, the gnome may journey to find those he could
experiment his sociopolitical ideas on.

Talker Gnome Racial Traits

Talker gnomes possess the Krynnish gnome racial traits

listed in the Dragonlance Campaign Setting except as

follows:

=» -2 Strength, +2 Intelligence, —2 Wisdom, +2
Charisma. This replaces the gnome ability score
modifiers.

=. +2 racial bonus on Bluft, Diplomacy, and Sense Motive
checks. Talker gnomes are masters of the political |
scene. This replaces the gnome Craft (alchemy) and
Guild Affiliation bonuses.

=% Automatic Languages: Common and Gnome. Bonus
Languages: Any, except secret languages such as
Druidic.

=% Favored Class: Noble (if you use the War of the Lance
sourcebook, use the master instead of the noble).

Half-Elves [Gildanesti]

Rare in the west of Adlatum, the Gildanesti (as they call
themselves) are the scions of human and elven unions
that have over time created a true race and culture. All
half-elves are considered Gildanesti, regardless of the elven
parent’s type, be it Corinesti, Talonesti, or even the rare !
Avanesti. Either way, each half-elf is considered a de facto
member of the nation and suffers no social stigma in their
country for the circumstances of their birth. However, like
all half-elves everywhere, they are cursed with a shorter
lifespan than their elven kin and the burning desire to be
the masters of their own fates like those of humanity.
Personality: Gildanesti are unique when compared
to the other half-elves of Krynn. A Gildanesti is not a
person trapped between worlds but is instead a member of |




| a unified race. The Gildanesti are an open race that takes
pride in their diversity.

Physical Description: Gildanesti are only slightly
smaller than humans and slightly more heavily built than
other elves. Gildanesti of Avanesti descent are typically
| very fair with dark hair and violet eyes, while Gildanesti of
| Corinesti heritage tend to have a slight blue-green tint to
| their skin and fair hair and emerald green eyes.

Relations: Gildanesti have fair relations with most

| of their neighbors but strong ties to the Talonesti and

| Corinesti who they view as cousins. Gildanesti relations
with Avanesti are cool, as the Gildanesti have not forgotten
| that their ancestors were considered little more than slaves
to the Avanesti’s own ancestors. Gildanesti relations with
the humans of Onar are strong, with Gildanesti mercenary
companies providing most of the city-state’s martial forces.
To the north in Etlarn, Gildanesti mercenaries are prime
commodities and mercenary contracts are frequently

in much demand, even though the Etlarnic disdain the

| Gildanesti favoritism of primal sorcery.

Alignment: Gildanesti are a fair minded and peaceful

| people, regardless of the large number of mercenaries who
| call the republic home. Nearly all Gildanesti are of some
form of good alignment.

Half-Elven Lands: The Republic of Gildanesti is the

@l only half-elven homeland. Many half-elves consider it to be

| the homeland for all half-elves, including those who have
| never set foot upon its shores.

Religion: Gildanesti favor Rig Mori (Habbakuk) and
Tannu (Sirrion) over most other gods, but shrines and
priesthoods of all the good and neutral deities can be
found.

Language: The Gildanesti speak their own language

“Ml (also called Gildanesti) that is a mixture of Etlarnic and

| Valenesti.
) Names: Gildanesti names are complex and are usually
a combination of ancient elven and human names.

Male Names: Adair, Brannon, Tamsin, Llaerydd.

Female Names: Anise, Grian, Rhiannon.
| i} Clan Names: Mar’troon, Del’atore, Ard'macha,

f) HighSea, Three-Waves.

Adventurers: Adventuring is a pastime of many
Gildanesti. Nearly all Gildanesti have traveled and
adventured in the service of the legions at some point in
their lives.

| Half-EIf Racial Traits
| Gildanesti possess the Krynnish half-elf racial traits listed
| in the Player’s Handbook and the Dragonlance Campaign

W Setting except as follows:

=. 1 extra skill point at each additional level (beyond 1st).
Gildanesti are nearly as adaptable and quick to learn as
their human heritage indicates.

Gildanesti Centurion

=. Automatic Languages: Common and Gildanesti.
Bonus Languages: Any, except secret languages such
as Druidic.

Half-Ogres [Oguna]

The product of many centuries of human and ogre
breeding, the Oguna are an accepted and widespread
people renowned for their martial ability and fortitude.
Ogre children deemed deformed were exiled from the ogre
lands of Terragrym. Many of those exiled children survived
and were raised by human tribes. In time the human
and ogre blood mixed enough that the Ogun became
a sustained race of their own. They are not as wild or
passionate as their Igurna kindred, but they are nonetheless
prone to unpredictable bouts of rage or depression.
Personality: The strain of exerting a human-like
will upon ogre-like emotions is difficult for many Oguna.
For some this results in an emotional instability ranging
between rage and depression. Those who live in the
harsher parts of Ogun or Sakkaras embrace their Igurna
heritage while applying human cunning. Those few who try
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to live normal lives in more civilized locations are able to
keep a lock on their more violent urges. These Oguna feel
the hardest strain over time, but under most circumstances
they succeed in bottling their worst emotions.

Physical Description: Oguna are larger than humans,
standing about seven feet tall on average. Their mottled
blue-gray skin and slightly feral facial structure are obvious
indicators of their Igurna heritage. Their style of dress
largely depends on the individual Oguna’s culture and
upbringing.

Relations: Oguna prefer to be left to their own
devices, which suits most dwarves and humans just fine.
They fear the Igurna, who despise and occasionally hunt
their kindred for sport. Sakkaran minotaurs have warred
with the Oguna since the Drowning for land and the few
precious natural resources of the Broken Lands.

Alignment: Most Oguna have a neutral outlook on
life, especially those raised in the Broken Lands. They can
be raised with other values, but the majority of Oguna
simply don’t have the drive to take up an extreme cause.
Their primary concerns involve the survival and well-being
of themselves and their families.

Half-Ogre Lands: Though they have small settlements
elsewhere, most Oguna live a harsh existence in the Broken
Lands. Etlarnic humans scorn and pity them, and few
Oguna permanently live on eastern Adlatum.

Religion: For the Oguna of the Broken Lands, any
power that can grant them the ability and strength
to survive can garner their attentions. Only Ordrion
(Sargonnas) is hated for his support of the vile Sakkaran
minotaurs. Manrian (Chislev) and Pharlon (Sirrion) had
Ogun worshippers in the past and may again. A rare few
Oguna have been able to focus their inner fire towards
more noble causes and follow Korolothe (Kiri-Jolith) for
the betterment of their people.

Within the past few decades however, a number
traveling into the Midlands have joined in with the militant
forces of the Red branch of the Tashrama. Whether this is
due to religious faith or a desire for combat is an individual
matter.

Many Oguna have no faith in any holy power at all;
they do not see any god truly willing to help them without
trying to get something back in return.

Language: Oguna have no racial language, but learn
the languages of their ancestors. Traveling Oguna, though
rare, often pick up the languages of races that interest
them.

Names: Oguna raised by humans are usually named
according to human culture, while those raised by other
Oguna have guttural-sounding names like other ogres do.

Male Names: Ankhar, Feriik, Kolaar, Golgren.

Female Names: Baroda, Druu, Lorni, Parra.

YO8

Adventurers: Oguna may be drawn from the Broken
Lands out of curiosity or a desire to gain wealth for their
communities. Their affinity for beasts may send them
to other lands in search of strange new companions,
humanoid or otherwise.

Half-Ogre Racial Traits

Oguna possess the Krynnish half-ogre racial traits listed in

the Dragonlance Campaign Setting except as follows: |

=e +4 racial bonus on Handle Animal checks. Oguna have
an inherent understanding of animals and beasts.

=. +2 racial bonus on Survival checks. Having survived
in the Broken Lands for so long, Oguna are adept at
living in harsh environments.

=. Automatic Languages: Common and Ogre. Bonus
Languages: Any, except secret languages such as
Druidic.

Humans

Whether Etlarnic or Midlander, humanity has given rise to II

some of the most noble of individuals in Adlatum’s history, | ;

as well as some of the most wicked. Before the fall of the
ogres in the Age of Light, humanity was enslaved. The
elves wrested the Midlands from ogre control and freed
the humans. When the elves fled, humanity was left alone
and flourished, to the point at which the human-centric
Tao-Shin was one of the key imperial players in the Canon
War. With the Drowning, the church’s religious power
immediately collapsed, and many splinter nations formed
among the Midlands.

Etlarnic Humans

The Kingdom of Etlarn is a nation founded by idealistic
mages and sorcerers who sought a more idyllic life in

a mountain region to the northeast of the Celestial
Bureaucracy. At several points in their history they have
clashed with and developed highly arcane and martial
methods of dealing with dragons and dragonkin, and
remain a shining beacon of nobility and courage in
Adlatum’s troubled Time of the Prophet.

Personality: The people of Etlarn are an open and
trusting people. Any race, other than dragonkin, is
welcomed into their lands to trade or even to set up on the
land. The people are fiercely devoted to attempting to be a
mage, cleric, or sorcerer, but if they are not able to attain
that, they will find a new career in life with little regret.

Physical Description: Humans from Etlarn tend to
be hardy and strong in magic. They shorter than other
humans, standing on average about 5’6” in height, both
males and females. Those that practice magic tend to be
lean, and those who are paladins tend to be sturdy and
strong. Most have blue or brown eyes and deep black hair.
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| Mountain-living folk have pale skin, while plains-living
Etlarners have a darker nut-brown coloration.

_ Relations: For the most part, the people of Etlarn get
 along with most races, having a good standing with both
the Gildanesti and Onarians to the south, and the kunda

| and Mahjoran to the west. The Etlarn people do have a

. strong hatred of dragons and dragonkin, mainly due to the
| fact that they have been at war with each other for so many
| years.

Alignment: The majority of the Etlarnic people are

| aligned with good, though neutral or even evil folk do live
within the borders of Etlarn.

. Etlarnic Human Lands: The Kingdom of Etlarn

| greatly increased in size following the Drowning, and is

| now one of the largest nations on the continent. Most of
the population live in the Etlarn Mountains and Sky Seeker
| Mountains, but as the war with the dragonkin continues,
more and more of the common people are leaving the

mountains to populate the grasslands and hills that arose
following the Drowning.

Religion: The major religions of the Etlarnic people
are those of the Etlarnic Defenders, the mages and
paladins that govern the nation. The major gods are
Giustiza (Kiri-Jolith), Autenanima (Solinari), and Pietarde
(Paladine). Vidu (Zivilyn) is also revered due to her
involvement with the earth and mountains.

Language: When the people broke away from
the original Midlands to found Etlarn, their language
developed quickly into Etlarnish. Much of Etlarnish was
created from the language of magic, to the point now that
a person speaking Etlarnish cannot understand someone
speaking a language of the Midlands. All Etlarnic folk learn
Common to break down this barrier and communicate
with other humans.

Names: The names of the Etlarnic people derive from
their environment or what the family does for a living.

Male Names: Andoja, Ilaro, Roholda, Yugorv.

by either race, an accurate account of past events is a futile dream.

not yet known.

no harm.

i N\ north.

Maliaru Plainsmen

\

eve is a small population (several thousand) of human plainsmen who have vecently been found to live in the Broken Lands. The
Maliaru Clan is made up of many scattered tribes located primarily in minotaur dominated Sakkavas with a few living in the
disputed regions of Ogun. The ovigin of these humans are unknown, but there are a number of theories ranging from people who
survived being washed northward during the Drowning to freed slaves of the minotaurs from the Canon War. Unfortunately there may be
no way to verify the truth of any of these theories. Like the minotaurs they have no written history, and only the art of stovy telling preserves
any scrap of the past. However since stories used to promote lessons and embellish myth are not treated any diffevently from tales of the history

The Sakkaran minotaur tribes have been warring against the Maliaru for as long as either side remembers. They have battled for
survival as often as the minotaur has done battle against their own kind or the Oguna. Many of the tribes ave nomadic, struggling to find
food, shelter, and water. This is a common life for any in the Broken Lands. As the centuries continued on, the Maliaru had begun to adopt
move of the customs and practices of the minotaur (who they vefer to as the Alnathmin). Several of the minotaur tribes occasionally now will
trade with them, and some claim their blood lines have begun to mix. How well the few tribes in Ogun are getting along with the Oguna is

The Maliaru tend to remain in regions towards the central and novthern parts of Sakkavas. For these reasons the people of the Midlands
had no idea of their existence until vecently when a few of the Maliaru began assisting minotaur raiding parties from the southern regions
of Sakkaras who invade Bhadlum from time to time. This alliance is a frustration to the Midland border nation since a Maliaru can walk
among the Midlanders with less chance of being spotted as compared to their minotaur cohorts. Most Maliaru have no intevest in assisting
the bullmen in trying to retake the Bhadlum lands for their own, but a scattering of men and women from the clan have left their tribes to do
just that. With most Maliaru vemaining in their own in the north however, most Midlanders do not see those who wish to do the Midlands

Maliaru men and women have a paler complexion than people from the northeastern vegions of the Midlands, but their skin is as thick
and worn as any who live a harsh life in the wilderness. They tend to be taller than many other humans, vanging from 6'3” to 6'9” in height
whether man or woman. Their eyes range through a variety of colovs, but often the color appears much more sharp and bold than would
normally be expected from a human vace. Hair vanges from blond to soft brown, and Maliaru of both genders tend to sport strong jaw lines.
Their bodies are well strengthened from a lifetime in the Broken Lands.

They speak their own language that has a heavy similarity to the minotaur tongue, but a few do know how to speak common with some
difficulty. When not disguised to move among the Midlanders, they often are seen wearing leathers and hides from kills made in the north.

They speak their own language that has a heavy similarity to the minotaur tongue, but a few do know how to speak common with
some difficulty. When not disguised to move among the Midlanders, they often ave seen wearing leathers and hides from kills made in the

-
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Female Names: Bonafila, Gisella, Rosavel, Suza,
Vittora.

Clan Names: Blackpeak, Bluelake, Highridge, Mana,
NurVar.

Adventurers: Most adventurers from this human
nation head into Etlarn’s mountain ranges to seek out and
eliminate the “dragons” lairing there. Others take up the
defense of nearby settlements from the dragonkin, or seek
out threats to the magocracy.

Etlarnic Human Racial Traits

Etlarnic humans possess the human racial traits listed in

the Player’s Handbook except as follows:

=» Automatic Languages: Common and Etlarnish. Bonus
Languages: Any, except secret languages such as
Druidic.

Midlander Humans

The people of western Adlatum, the vast area known as the
Midlands, come in a variety of cultures and appearances.
After the Drowning, many humans fled from their homes
in search of safety, often escaping with nothing but their
cultural opinions and way of life. Thus, the Midlanders are
far from culturally homogeneous. The last few centuries
resulted in some mixing of blood from one part of the
Midlands to another, but there are still centers of regionally
specific cultures throughout the Sovereignties.
Personality: Midlanders tend to be stubborn and
opinionated. Their exact views on things vary (whether
to support Tashrama or the Sovereignties or neither, for
example) but it is rare to find those who are truly tolerant
or open to contrary viewpoints. This is not to say they
are always fighting with each other, but it does tend to
encourage building frustration. Those living closer to the
north or south borders are more likely to be concerned
with threats from abroad, whereas those at the center of
the Midlands are more concerned with internal issues.
Physical Description: It is not always accurate to
determine a Midlander’s home nation by their appearance,
due to the mass uprooting of homes after the Drowning,
but it can help to play the odds. The dark haired, swarthy,
gruff look points to a northwesterner, possibly from Trejor
or Vjenor. The light hair and very pale skin was usually a
sign of Solishairon heritage, until trade with the Oguna
picked up in later times. Those from Dhu and southern
Tashrama tend to have dark brown skin and black hair,
while even the often red-haired Charant Arosan humans
carry a faint blue or green tinge to their skin pointing to
a very distant relation to the Corinesti. Humans from the
southwestern Midlands tend to be broad-shouldered with
narrower eyes, while those in the multi-cultural FyxZharar
now have a mix of traits from a wide variety of regions.

Relations: With exception, Midlanders take an almost i

egotistical pride in how well they get along with other
races, whether it is true or not. Shore-bound humans
trade with the Corinesti as much as possible in order to
broaden the reach of their currency. Those near dwarven
territories rely on their stockier neighbors for a constantly
reliable schedule of business. Usually, the Gildanesti and
Hartdar citizens are so ingrained into the Midlands that
most human neighbors don’t see them as a separate group
at all. Gnomes tend to behave far too differently to be
seen as “one of us,” but their usefulness in administrative
matters has more than proven their worth. Oguna, bakali,
and minotaurs are not looked at by many with tolerance
due to the threat of the “uncivilized barbarians” across the
borders.

Kunda are viewed with equal degrees of curiosity and
distrust. The short folk’s unpredictability, more than their
other qualities, leads to many Midlanders keeping a healthy
distance between themselves and a kunda.

Alignment: The humans of the Midlands cross all
alignments. Some of a particular nation may lean in one
direction, and another nation may lean another way. But
overall there is a wide spread of outlook and behavior
across all Midlanders.

Midlander Human Lands: The northern nations
of the Midlands stretch from Bhadlum eastward to
Solishairon, skipping the dwarven lands of Kedaltol. The
southernmost nations include Mauritand, Hudiechia,
and Dhu. Although other races call the Midlands home,
humans hold a strong majority in just about all of the
Sovereignties.

Religion: The strongest faith in the Midlands is known
as Tashrama. Up until recently, the church was thought to
be a means to worship the gods together in a progressive
order (i.e. a cleric of Miraphayt could be promoted to a
cleric of Erraii). However, with the exposure of the Elder
Dragons as the true powers of Tashrama, many are leaving
the church. With the gods just returning, some are finding
new faith with them, and others have abandoned faith all
together. At this point in time, religion in the Midlands is
in upheaval. It is far too early to tell how the faith of the
people will settle in the months and years to come.

Language: Centuries ago, the primary human
languages of western Adlatum were Trejori and Hudieran,
though each tongue had its regional dialects. Thousands of
people were displaced because of the Drowning, and the
bartering language known as Trader’s Common became a
much easier method of communication and even bridged
the gap between the western and eastern landmasses.
“Common” gained dominance over the next few centuries,
but the older languages hold more sway in several regions,
primarily the northwest and southernmost nations. When
Montegron began to unify the Sovereignties, Common




| gained even more popularity when he pushed that interna-
tional treaties were to be written in the joint tongue.
Even with the prevalence of Common, local dialects
and accents vary to such an extreme that nationalistic
| people may have trouble fully understanding those from
other Midland nations, never mind foreign nations.
| Compounded by variations in local slang, traveling
| merchants and ambassadors tend to be the strongest
| versed in the nuances of regional dialect. Unlike the
variations in physical appearance, accents and slang have
| become a much more accurate method of determining
| one’s place of origin.
Names: Since the Drowning, the style of human
| names in the Midlands varies widely, and rarely has any
set pattern. What used to be common names in Dhu may
| suddenly be popular in Trejor and vice versa. On occasion,
human parents may use elven or dwarven names for their
| children purely because the name “sounds nice”, often
| being ignorant to a name’s true meaning or its accurate
| spelling. Even the family names have been muddled with

¢ | the post-Drowning travels.

Male Names: Jermon, Vorn, Maggad, Glann.

Female Names: Noragaen, Judane, Seratain.

Family Names: Asha, Falecohvo, Holmestorm, Olen,

| Veliya.

Adventurers: Many humans choose to adventure
close to their own homes, or head out into the world

| in order to make a better living for themselves. Others

| venture out for the purpose of benefiting whatever cause

they believe in.

Midlander Human Racial Traits

i Midlander humans possess the human racial traits listed in
the Player’s Handbook except as follows:

| =% Automatic Languages: Common and either Hudieran

: or Trejori. Bonus Languages: Any, except secret
languages such as Druidic.

Onarian Humans
| Onarians are the humans of far eastern Adlatum who
| prospered from the Drowning and advanced as a culture
| in their own right. Originally an ethnic minority distantly
related to the Etlarnic peoples, the Onarians were a
subjugated race relegated to a few mountain passes and
| relatively poor agrarian valleys of the Condor Range.
# Unlike most human societies, the Onarians are matrilineal.
Personality: Onarians are considered taciturn and
| somewhat pessimistic, always seeing the worst until proven
| differently. Onarians are very religious and supersti-
tious, seeing great meaning in the most minor of natural

Physical Description: Onarians are among the tallest
humans found on Adlatum. Onarian skin tone ranges

from an olive tan to black the farther south and east of
the country one travels. Eye color is almost always dark
with a few, usually of noble blood, having an amber or
yellow color. Onarians have very fine dark hair, which is
worn long on males and elaborately coifed and braided for
women.

Relations: Onarians are normally distrustful of
outsiders, but get along quite well with the Gildanesti to
the west and the Etlarnic people to the north and west.
Onarians have very limited contact with most of the
other cultures of Adlatum, but have many conflicts with
the goblinoids to the south and the evil water breathing
hobgoblins who inhabit the shallow waters of the southern
coasts of Adlatum.

Alignment: The humans of Onar encompass all
alignments. Some of a particular tribe may lean in one
direction, and another tribe may lean another way. Overall
the spread of outlook and behavior is wide.

Onarian Human Lands: The Nhomarch of Onar
stretches across the eastern sea plain of Adlatum, between
the Kingdom of Etlarn to the north and the disputed
territories to the south. The Condor Mountains and the
Republic of Gildanesti make up the western border while
the Eastern Ocean marks the end of Onarian territory.

Religion: Onarians practice a simple faith that is
populated with a simple mystery cult made up of five
deities. The Onarians revere Rig Mori (Habbakuk) as the
god of the sky, Tannu (Sirrion) as the god of fire, Vidu
(Zivilyn) goddess of the Earth, Veco Mori (Zeboim)
goddess of the raging waters and Nertos (Chislev) the
goddess of life. The Onarians do not believe in temples
or elaborate shrines. Instead, simple stone steles may
be erected near consecrated hilltops or pools; in some
of the older areas neolithic stone circles are adopted as
impromptu altars for simple religious practices.

Language: Onarians speak a language that has its
roots in the same language that evolved into Etlarnic, and
it is similar enough that simple concepts can be communi-
cated between a speaker of Etlarnic and one of Onarian.

Names: Onarian names are rather simple and are
considered backward by other cultures, with the family
name coming first and the given name coming second.

Male Names: Anda, Preth, Darish and Coman.

Female Names: Alma, Loda, Tarmah and Zaharias.

Clan Names: Telsedrain, Sarasin, Lothario and
Canaan.

Adventurers: Onarian adventurers are among that
rare group who seeks to leave home and hearth to explore
or bring service to the greater world.

Onarian Human Racial Traits
Onarian humans possess the human racial traits listed in
the Player’s Handbook except as follows:
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=% Automatic Languages: Common and Onarian. Bonus
Languages: Any, except secret languages such as
Druidic.

Teusten Humans

The origins of the Teusten people are muddled by the
passing of centuries. Some believe they branched off from
the earliest Midland humans; others believe they emigrated
from whatever mysterious distant continent that the
Corinesti are believed to trade with across the western
ocean. Either way, they are generally seen as reclusive and
dangerous.

Personality: Although most foreigners see the
Teusten as violent fighters, angry drunkards, and ready
brawlers, the truth is that the Teusten have a hardy love
of life. A love of conflict and combat is what the Teusten
live for, whether on land or at sea. They despise most
cultures and will even go so far as to attack a few other
races on sight, but their anger is not directed to the world
in general—just those who they see do not have the right to
exist in it.

Physical Description: The Teusten bloodlines
remained almost completely separate from Midlander
and other human bloodlines for centuries. As such, there
is evidence that the Teusten humans are not as human as
other humans anymore (or from their perspective, that
other humans have weakened to something less than
human). Teusten men and women are much larger than
other humans. Grown men range in height from less than
seven feet tall to just short of eight feet. Women on average
stand a few inches shorter, but their shoulder and waist
sizes are often just as wide as the men.

Their eye color ranges from pitch black to sparkling
colors of blue, green, red, violet, orange, and rarely yellow.
Their hair is long, and sometimes worn in braids by both
men and women. Teusten men often sport beards as large
and as proud as any dwarf, but noting this fact to them will
often be replied with a blade to the gut. Their hair ranges
in color between blond, fire-stroked red, and black. Upon
aging, women often become completely bald (including
eyebrows and other body hair) over a slow span of years
while the men’s hair commonly turns blue-tinted white or
rarely a very faded light green.

The ears of the Teusten are very closely attached to
their heads, unlike those of most other races, and they
also have long, thick fingers. Many claim the Teusten have
blood-ties to some unknown race from across the sea. The
Teustens deny this, claiming them to be the proof of better
breeding over the centuries.

Relations: The Teusten people are not fond of other
races, especially not dwarves. Due to a long-standing
history of conflict, any dwarf seen by a Teusten would be
enslaved or killed on sight. They are at constant battle with

the Nordar and Sundar at sea, and often fight the Sakkaran
minotaurs who raid close to their border. They view

the Corinesti traders as thieves, even though piracy and
pillaging is conducted by many of their own kind.

A few Teusten humans respect the minotaurs for their |
strength, and enjoy the bloodshed between their people,
seeing it as a competition between two worthy adversaries.
This is a view the minotaurs do not share. Unknown to
most outsiders, trade exists between Teusten and the
Igurna of Terragrym, a sign the Teusten people respect the
ogre strength.

Kunda are one of the few races to often be treated
well by the Teusten. They see them as no threat, and so
they don’t bother combating them. They see their eccen-
tricities as humorous, and take great enjoyment from their
behavior. What would normally infuriate another race,

a Teusten would find hysterical, even if they were the

butt of the joke. On the other hand, the Teusten may be
just as inclined to have some fun at the kunda’s expense,
believing that turnabout is fair play (often at the kunda’s

detriment). Above all, the Teusten love the tall and exciting .I N

tales of faraway lands the kunda bring to them—the
more grandiose and unbelievable, the better. For this, the
“child-race” is appreciated.

Alignment: The spontaneous and confrontational
nature of the Teusten people indicates a chaotic alignment.
Many Teusten claim to live by a long lasting set of
traditions and ancient laws, but these rules are so contra-
dictory and vague that often anyone can pervert their
meaning into whatever they wish at the time.

Although the negative outlook on most other races
does encourage most neutral and evil views and actions,
many Teusten have had little contact with the other races,
and spend much time assisting their family, friends, and
community for the benefit of others. As such, the Teusten
include people of good, evil, and between.

Teusten Human Lands: A vast majority of Teusten
humans live in the nation of Teusten located to the west of |
the Broken Lands, between Lake Borlesko and Blight Bay.
Some have ventured into the waters and live on various
scant islands, often times claiming to be colonies of the
so-called Teusten Empire. Others live their entire lives on
ships and massive floating barges built out at fixed points
in the middle of the western sea, shunning the “cursed” life
of the land-dwellers.

Religion: Believed to primarily keep their faith with
the gods of the sea, the Teusten faith is actually as diverse
if not more than anywhere else within Adlatum. The
Teusten believe their gods to be separate from pantheons
of all others, due to the belief that no god worth its salt
would waste time with other civilizations. But on occasion
they will pay respect to the “Lesser Foreign Gods” while
traveling in other lands.




Since the Starfall, they do not believe the gods had
left them. Popular faiths claim that the gods were testing
| the people to see who had true faith, willing to worship
and praise the gods based on the respect they desire for
| actions of old, rather than through the bribery of clerical

Ml spells. Even with the gods’ return, it is not uncommon to

| meet a Teusten cleric who refuses to cast the spells gifted

| him, to further prove his devotion by denying temptation.
The paths of the Tao-Shin have continued to exist for the

Teusten, but they see their church as a separate entity

| called the Vroevadle, “The Currents of the Souls.”

| The Tashrama has no influence with the Teusten, but
they wait to hear the tales of the coming war in the south.

Bl Many believe the Elder Dragons to truly be gods, but since

they are Lesser Foreign Gods they have no inclination to
| give worship. Their belief that the dragons are deities may
be purely based on the belief that if they are gods, it will
make the stories of the war in the south more interesting.
Language: Another oddity of the Teusten people is the
| fact that their main language is a variation of dwarven and
fl| that many Teusten people are well versed in Hammertalk.
Il Any respectable Teusten would claim that this is because
| they had once tried to educate the lowly race in the past
out of pity, but that over time they “stole” the language
| and the art of Hammertalk and claimed it to be their own.
Al According to them, the languages are properly named
Wedoegla and tap-speak.
| Rarely do the Teusten people bother with other
| languages, sans several choice and creative curse words and
phrases. Some traders will likely know Igurni, and rarely
| will any bother with learning Common.
Names: There are no surnames used by the Teusten.
| Lineage is traced back by variations (often through allit-
eration) off of the names of the parents: boys off of the
Bl father, girls off of the mother. For example: a father named
| Rodvald may name his sons Rodmar, Rudvard, Rodbjarn,
or Rodein.
il i) Male Names: Bulverk, Elgrim, Gurdvaer, logsef, Kérsi,
B Nikorias, Oleif, Skoekr, Yngvard.
| 1] Female Names: Aeldris, Baegljot, Hrenfra, Melikorkra,
i Ogna, Singrid, Svalanya, Uenn.
y Clan Names: The Teusten identify their hometowns
| or their lineage: Thorstald of Tullgrip, or Gordras daughter
of Goedvo.
Adventurers: Many Teustens seek adventure in the
northwest, anywhere from Blight Bay to the Broken Lands,
but may be seen as far south as the Iron Isles. A brave few

W risk exploring the world further away, but stories are told
Wl of heroes who've sailed off the map to the west, daring to

find the dark lands only the Corinesti are said to go. When
adventuring most Teustens are in groups comprised of

| their own kind, but sometimes a slave of another race,

or a kunda may be brought along as well to aggrandize

their heroics into legends if they do not feel like exagger-
ating things on their own. It is almost unheard of to see a
Teusten in a well-rounded group of adventurers comprised
of an assortment of races.

Teusten Human Racial Traits

Teusten humans possess the human racial traits listed in

the Player’s Handbook except as follows:

=% +2 Strength, -2 Wisdom, -2 Charisma. Teusten are
known for muscle, but not for patience and good
temper. The Strength bonus reflects their powerful
build and size, while the penalties to Wisdom and
Charisma reflect their rash and often anti-social
behavior to other races.

=% +2 to Charisma-based skill checks when dealing
with other Teusten. Although Teusten do not often
get along with others, there is a general camaraderie
shared with each other (even though they are likely to
brawl for fun as much as have a friendly drink). This
bonus is only usable when the Teusten is not known to
fraternize with “other sorts,” meaning other races.

=. Automatic Languages: Wedoegla (Dwarven) and
Tap-Speak (Hammertalk). Bonus Languages: Any,
except secret languages such as Druidic.

Kunda

Adlatum’s kender are known as the kunda, a very spiritual
and primal people, closely related to their Ansalonian
cousins in appearance and cheerful demeanor. Unlike
Ansalonian kender, they are not kleptomaniacs, but they
still have a very liberal understanding of other people’s
rights. Once a single race, they have split into two clans
since the Drowning, thereby guaranteeing they will never
again be quite as prominent in Adlatum’s political map.

Hoda

The Hoda tribe has close ties with the four basic elements
of the world. They are worshipers of Antaeun (Sirrion), the
Force of the Natural World. She is worshiped for the fury,
chaos, exuberance and raw power of the natural world.

To the Hoda, she is the one who provided the strength
needed to forge the world. Thundering waterfalls, erupting
volcanoes, devastating tornados, and epic earthquakes

are all signs of her divine force being applied through

the natural world. To the Hoda, the Drowning was seen

as a sign from Antaeun that she was unhappy with their
complacency for their lot in life.

Personality: The Hoda believe that every individual is
born of one of the four elements and upon their twentieth
gift of life day they are asked to declare the element
they were born from. Sometimes it is easy to see the
relationship between the individual and the element they
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identify with, and other times it takes a Celebration of
the Elements to discover their true link to the world. This
ceremony involves the use of a sacred mushroom known
as the “teonanacatl”, which provides visionary experiences
and frees the Hoda spirit to become one with the world
and so discover their true element. Once an element

has been declared, the kunda go through a ceremony to
decorate their skin with a tribal tattoo representing their
element and tribe. The tattoo must be placed anywhere
from the neck up. This tattooing ceremony initially began
with the warriors of the kunda, but the Hoda took on this
ritual after the Parting to set themselves apart from their
marsh-dwelling cousins.

Once the Hoda receives his tribal tattoo, he is free
to leave the tribe and explore the world. This wandering,
known as the Terratrek, is the time when a young Hoda
will experience the world at large, discover the secrets of
the natural world, and investigate the motivations of other
races that try to bend nature to their will or build their own
lands of stone and wood instead of dwelling among the
mountains and forests.

The warriors of the Hoda are a fierce force to
encounter. The warriors consider themselves not only
protectors of the tribe, but also aspects of Antaeun.

They are a cheerful, friendly people, but are committed
defenders of nature and those who need help. To other
races they can seem reckless, obnoxious, outspoken, and
wildly emotional. A Hoda warrior may be laughing out
loud one moment, and angrily threatening to kill someone
in the next. Those who manage to make friends with a
Hoda warrior know that the warrior will defend them with
his life, because they form very strong bonds of friendship.
Like all kunda they are curious and will look into pockets
and pouches with the stealth of any trained rogue, and they
are more than willing to explore dangerous looking places
without hesitation.

Some Hoda warriors have the ability to fall into a
trance known as Nature’s Fury. This ability is said to be
a blessing of Antaeun. They believe they embody one of
the four elements and their battle rage is a result of that.
A warrior of fire erupts like a volcano hurling insults
and attacking wildly. A warrior of water rushes forth,
flowing from one opponent to another. A warrior of earth
shakes like an earthquake with rage, and a warrior of air
will actually twirl like a tornado and make sounds like a
thunderstorm. A tribe of Hoda defending itself is a terrible,
yet fascinating, sight to behold.

Physical Description: Hoda and Voda are similar in
appearance, but there are some noticeable differences. A
Hoda’s primary identifying factor is the facial tattoo that
identifies his chosen element.

Hoda tend to have light brown or blond hair, while
red-haired Hoda are considered blessed. It is traditional

for Hoda warriors to keep their head clean-shaven, except
for a topknot or series of topknots that are braided into

a long tail. This hair is sometimes colored with dyes for
concealment or decoration. Hoda have a dark tanned skin
from their nomadic lifestyle and wear clothing comprised
of hides and light leather. They are not opposed to other
types of clothing, but find that most clothing sold in cities
are not rugged enough for their constant wandering.

Relations: Hoda enjoy the company of humans and
dwarves, who are capable of being just as rough as they
are. Water-bonded Hoda are in awe of sea elves and
spend their time hopping from reef to reef trying to make
friends with them. Hoda utterly fail to understand gnomes
who talk constantly about subjects they find a waste of
time. They view the Voda with some arrogance, thinking
that the other kunda are foolish for spending so much
time dwelling on the next world rather than enjoying the
current one.

Alignment: Kunda of the Hoda tribe are usually
chaotic, though their shamans are more concerned with
the community and thus more lawful. In either case, they
always tend toward the concepts of good.

Hoda Lands: The small tribes of the Hoda follow
different migrations of animals across the continent.

Each tribe consists of an extended family. They do not
stay in settlements, but instead designate meeting places
where they gather from time to time to share news and
trade. Quite often two tribes will designate the same

area and share it happily. War among Hoda tribes is very
rare, though non-fatal conflicts are a relatively common
occurrence. A tribe may stay in one place for more than
three months if a kundamaid is with child. The tribes mix
freely and are not jealous if a couple decides to stay with
one tribe or join another. They know they will meet their
old tribe again some day, and they might even rejoin them
at that time.

Religion: Kunda of the Hoda tribe revere Antaeun
(Sirrion) as the Highest God. They see her as the mother
of Krynn, constantly shaping and moving the world into
perfection. Her brother and twin Danbhala (Zivilyn)
controls the spirit world.

Part of their religious upbringing includes lessons
in the natural world. Through the use of plant lore and
geology they have learned to make many items such as
healing pastes and herbal remedies. They have learned
many secrets including the secret of the inner flame a
technique of taking certain salts and minerals from the
ground and combing them in various quantities to create
many different types of powder, such as flash powder, dust
of choking and sneezing, a deadly exploding powder, and
other types of powders. The creation of these powders is a
secret and considered divine knowledge among the Hoda.




Language: Kunda speak their own language, known
as Kundaspeak, and most kunda also speak Common and
| Dwarven.
Names: A clan leader provides a kunda’s given name
| to him at birth. On their travels the kunda give themselves

Bl a descriptive last name based on their chosen element

| or their adventures. The given name is almost always
| shortened down into a nickname.

Male Names: Brannock, Coltan, Graven, Kerchik,
Monax, Nataraja, Romji, Terchok, Voltier and Zachar.
. Female Names: Anatolia, Beyalla, Coradin, Ferrol,
| Fushia, Ranhala, Saharadin, Suasinia, Verazues and
Whisteria.
| Descriptive Names: Eesiah (Earthshaker), Eetemba

(Earthdweller), Feshun (Firestar), Tressife (Goldenflame),

| Thuha (Waterfall), Hatempe (Stormcloud), Shetessic
(Windtalker), Shekrak (Windrunner).

Adventurers: Those kunda from the Hoda tribe
| wandering the world and interacting with those of the
| settles lands will be those kunda on Terratrek. The Hoda
| perform a ceremony at the age of twenty for each kunda in
il their tribe in order to send them on their Terratrek. Kunda
| from the Hoda tribe usually become mercenaries, as they
are known for their ferocious fighting styles and unwill-
| ingness to back down from an enemy.

Hoda Racial Traits

I Hoda kunda possess the following racial traits:

| = -2 Strength, +2 Dexterity, +2 Constitution, —2 Intel-

ligence. Hoda are not as strong or intelligent as other

races, but are naturally dexterous and tough from their

rugged outdoor lives.

ik =o Small: As small creatures, Hoda gain a +1 size bonus

to Armor Class, a +1 size bonus on attack rolls, and

a +4 size bonus on Hide checks, but they use smaller

weapons than humans use, and their lifting and

carrying limits are three-quarters of those of Medium

! characters.

I =% Hoda base speed is 30 feet.

| =% +4 racial bonus on Craft (alchemy) checks. Hoda are

skilled at creating various poultices and medicines.

Hoda may use this skill even if untrained.

| =% +2 racial bonus on Sleight of Hand checks. Hoda
have a natural ability to get their hands on just about
anything that is not locked away. Hoda may use this
skill untrained.

=. +2 racial bonus on Survival checks. Hoda are
constantly on the move and hunt daily to sustain
themselves and their tribes.

=. Energy resistance (Su): Hoda gain a small amount of
energy resistance depending on their chosen element.
Fire-Hoda gain cold resistance 5, Water-Hoda gain fire
resistance 5, Earth-Hoda gain electricity resistance 5,
and Air-Hoda gain sonic resistance 5.

=. Automatic Languages: Common and Kundaspeak.
Bonus Languages: Auran, Aquan, Dwarven, Gildanesti,
Goblin, Ignan, and Terran.

=% Favored Class: Barbarian.

Voda

The Voda have a deep, strong sense of the spirit world
around them. These kunda have no fear of death, because
they have seen and spoken with the spirits of those who
have died.

Like their Hoda cousins, the Voda believe Antaeun
brought the Drowning down upon their loved ones. They
turned to Danbhala (Zivilyn) for help, asking the god
to reveal the ways of communicating with the spirits of
those that had stepped out of this world and into the next.
Danbhala shared his wisdom, and they became captivated
with exploring not only this world, but also the spirit world
through their newfound abilities. As time passed, the
Voda tribe grew, and the rituals they performed took on
a strange and sometimes morbid taint, but they remained
cheerful and open to outsiders and were even enthusiastic
to share their abilities. This only earned them the nickname
of “death kunda.”

Personality: Their philosophy is simple: live life free,
enjoy it, and when you're done, hand over what you have
to those who are still around to use it. Perhaps their blasé
attitude towards threats and impending disaster give them
their innate knack for reading the cards or the bones,
but more than likely it is simply that their minds are less
narrow than other races.

The lives of the Voda revolve around a curious mix of
heavy folk spirituality and cheerful optimism. As such, they
travel as fortune-tellers, folk healers, spiritual advisers, and
ghost-hunters, though shunned for their casual disregard
for the sanctity of corpses. In fact, kunda shamans (who
bear the honorific Mama or Papa) have been known to
animate the dead for various odd jobs. When challenged by
humans and other races, they look truly surprised and say,
“What, this thing? Well, he doesn’t need it anymore, so I
borrowed it.” Being able to back it up by speaking with the
dead unnerves still more people.

Their cheerful optimism and morbid contentment
around the dead often leave people squeamish about the
Voda. Their ability to “find” peoples’ belongings and their
seeming disregard for authority or dying makes them a
deadly addition to any adventuring party.

Physical Description: Voda have dark hair and pale
skin for they are not known for wandering extensively
by day. Their hair is usually cut short so as not to get
too messy from the places they explore, such as crypts,
crawlspaces of abandoned houses, overgrown graveyards,
and underground caverns. (The dead are not known
to inhabit too many wide-open places.) They adorn
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themselves with everything from colorful, flashy clothing
to dark and somber attire and prefer to wear beads, small
idols, ribbons, headscarves, earrings, multi-colored wooden
bracelets and necklaces, and pouches filled with pungent-
smelling ingredients and small esoteric bits and pieces.

Relations: Many races shun the kunda of the Voda
tribe. Most humans consider them bad luck, whereas
dwarves find them to be a nuisance and find their claims
of speaking to long-dead relatives “creepy.” Sea elves find
them curiosities. Only the Mahjoran minotaurs seem to
have patience enough to deal with them and listen to their
strange prophecies. The Voda view their Hoda cousins with
pity, thinking that they are missing the “bigger picture”
about what life truly is.

Alignment: Voda kunda favor good thoughts and
deeds. They are often chaotic in nature, though their
shamans tend toward law.

Voda Lands: Voda live in a large, swampy valley
known as the Kundamarsh, or Swamp of the Dead to
outsiders. They dwell within the shattered ruins of their
former homes. They believe that leaving the original

structures makes the spirits feel more at home, so they
live among rundown buildings and leaning towers,
structures which could only have been built by the kunda
before the Parting. Surrounding the city on all sides is the
Kundamarsh, a beautiful, dark and deadly place. The Voda
there are adept at traversing the swamp and avoiding its
dangers. As a result, visitors are rare and invading armies
are unheard of. “You want to assault the haunted city full of |
death kunda? Are you kidding me?”

Ceremonies are held every night in the Kundamarsh
in honor of the dead. Each Voda must celebrate the annual
death of loved ones and the loved ones of friends. Every
evening, eerie chanting and rhythmic music can be heard
drifting throughout the Kundamarsh.

Religion: The kunda of the Voda tribe revere
Danbhala (Zivilyn) as the Highest God. They see Danbhala |
as the gatekeeper and overseer of the Spirit World. Enlight-
enment and inspiration are the keys needed to access the
mysterious Beyond and communicate with those loved
ones who have stepped out of the world. His twin sister




| Antaeun (Sirrion) is a harsh mistress that controls nature
through the use of force.

Language: Kunda speak their own language, known
as Kundaspeak. Most Voda pick up the Common and
Minotaur languages as well.

Names: The Mama or Papa of the clan provides a
kunda’s given name when they are born. On their travels
| the kunda give themselves a descriptive last name based on
their chosen element or their adventures. The given name
is almost always shortened down into a nickname.

. Male Names: Dakarai, Faraji, Hasani, Matunde,
| Nangila, Nkrumah, Shaaboni, Silko, Ubani, and Vinza.
Female Names: Bahati, Chinelo, Dacia, Farisa, Ijaba,

#l Karimu, Pamoja, Shakina, Wambui and Zahra.

Clan Names: Beyonder, Deathtalker, Gravedigger,
| Lifesend, Lovesblood, Mortalcoil, Rawheart, Sleepdancer,
Soulskipper, and Spiritwalker.

Adventurers: When a Voda kunda becomes an adult
| she feels an urge to explore the world. On her twentieth
| gift of life day a ceremony is performed to call forth her
| ancestors to accompany her on her journey. Any Voda
Bl kunda adventurer will most likely be on Terratrek. They
W travel as spiritual advisers, fortune-tellers, ghost-hunters
Sl and folk healers.

Voda Racial Traits
Voda kunda possess the following racial traits:
I =% -2 Strength, +2 Dexterity. Voda are naturally
dexterous, but their light frames lack strength.
| =. Small: As small creatures, Voda gain a +1 size bonus
to Armor Class, a +1 size bonus on attack rolls, and
a +4 size bonus on Hide checks, but they use smaller
weapons than humans use, and their lifting and
carrying limits are three-quarters of those of Medium
characters.
=% Voda base speed is 20 feet.
=% +2 racial bonus on Open Lock and Sleight of Hand
checks. Voda have a natural ability to get their hands
on just about anything that is not locked away. A Voda
may use these skills untrained.

M = +4 racial bonus on Sense Motive checks. Voda have a

sixth sense when it comes to dealing with others and
can usually sense when they are not acting themselves.

=% Shadow of Death: A Voda’s close connection with
the spirit world also means that their instinct to hold
onto life is less than that of other races. They suffer a
—2 penalty on all saving throws to resist death spells
or spell-like effects. However, Voda add +1 to the
Difficulty Class for saving throws against spells they
cast that have the death descriptor.

=% Spell-Like Abilities: 1/day—speak with dead (willing
spirits only; duration 1 minute). A Voda with a
Wisdom score of at least 10 also has the ability to
detect undead at will.

=. Automatic Languages: Common and Kundaspeak.
Bonus Languages: Abyssal, Celestial, Diabolic,
Draconic, Etlarnic, and Minotaur.

=% Favored Class: Mystic (if you use the Races of Ansalon
sourcebook, use the nightstalker instead of the mystic).

Minotaurs

The minotaurs were the true dominant force on Adlatum
at the close of the Canon War, right before the Drowning
washed their empire from the face of Krynn. They held
four of the Volumes of the Prophet and had drawn on dark
magic to bring about terrible acts, so when the survivors
crawled from the waters their loss was great indeed. They
are now much fewer in number, scattered, their imperial
dreams a painful memory.

Mahjoran Minotaurs

The goddess Mah-jor visited these minotaurs in the last
days before the Drowning. She entrusted them with the
knowledge of true discipline and asceticism, saving them
from the violent end brought about by the gods. Centuries
later, they remain in isolated monasteries and communities
all across Galachot, still following these teachings of
humility and enlightenment.

Personality: Most Mahjoran minotaurs are calm and
do not anger easily. If disputes do arise, they are solved
through debate; each side gives a little to achieve a goal.
They do not attempt to insult anyone on purpose. If an
outside force attacks them, they do not cower from the
battle, but go instead with the good grace of Mah-jor to
protect her teachings.

Physical Description: Mahjoran minotaurs are
usually a few inches shorter and thinner than their
Sakkaran counterparts, due to the peaceful life they live.
Most are lean, with brown eyes and the typical colorings
of all minotaurs. Once in a very great while a pure white
minotaur is born with blue eyes, and is held in the highest
regard.

Relations: For the most part, Galachot stays neutral in
all conflicts on the continent of Adlatum. They have a good
standing relationship with the humans of Etlarn to the east.
Their only perceived enemies are the Sakkaran minotaurs
who want them to bring them back into their empire.

Alignment: Most minotaurs are lawful good, following
the path laid out for them by god and faith. Those who are
incapable of embracing this ethical viewpoint leave their
kindred for the outer world, rather than cause internal
dissension.

Mahjoran Minotaur Lands: The Mahjoran minotaurs
are located in their lands of Galachot. This is a land
relatively free of war or corruption. Their lands are sparsely
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populated, which makes it an ideal place for people looking
for a peaceful life.

Religion: Almost all Mahjoran minotaurs are
followers of Mah-jor (Majere), but some follow the path of
Arreld (Paladine). Those who have fallen from the grace of
Mah-jor do follow Shurong (Sargonnas), but they usually
go and join the Sakkaran minotaurs.

Language: Most speak the minotaur language and
the Common language, with some speaking Etlarnic. They
decided not to change their language when they split from
the old ways.

Names: Parents of Mahjoran minotaurs name their
children with variants of minotaur or Etlarnic words
signifying some degree of holiness or beauty in the child.

Male Names: Angalio, Dio, Savatori.

Female Names: Anima, Belza, Santita.

Clan Names: Casal, Etreno, Gioviza, Vita.

Adventurers: Mahjoran minotaurs would more than
likely go on religious searches for their goddess. Sometimes
they act as mediators in the Midlands or other places
to help solve disputes. For the most part though, the
minotaurs would adventure around in Galachot or assist
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the Etlarnic humans with whatever help they can give
against the dragonkin.

Mahjoran Minotaur Racial Traits

Minotaurs possess the Krynnish minotaur racial traits

listed in the Dragonlance Campaign Setting except as

follows:

=o +2 Strength, —2 Dexterity, +2 Wisdom, —2 Charisma.
This replaces the minotaur ability score modifiers.

=% +2 racial bonus on Balance and Concentration checks.
This replaces the minotaur racial skill bonuses.

=% Automatic Languages: Common and Minotaur. Bonus |
Languages: Dwarven, Etlarnic, Gildanesti, Kundaspeak, §
and Ogre.

=% Favored Class: Monk.

Sakkaran Minotaurs
Those minotaurs who survived the Great Wave found

the guidance of their dark god. Over the generations, they
have degenerated somewhat into nomadic barbarians, _
clinging to their heritage through traditions and hero-tales. |

Personality: Strong willed and fierce is an accurate
description of both the males and females of the Sakkaran
minotaurs. All disputes of any worth are settled by combat. ||
Not all arguments result in death, for only the most
foolhardy and proud of the race know when not to yield.
However the point at which a Sakkaran will yield is far
beyond that of any human. Insults are never shied away
from, and weakness is a sure fire way to become a target of
harassment.

Physical Description: The Sakkaran minotaurs are on
average a few inches taller and wider than their Mahjoran
cousins. Depending on which tribe a minotaur is from,
he may sport tribal brandings or piercings. Some appear
unkempt with shaggy coats, due to their tribe wanting to
inspire fear in their enemies. Others may be rather clean.
Many wear the skins and hides from the beasts they hunt.
A few of the wildest tribes will even use the skins of other
minotaurs they've slain.

Relations: The Sakkaran minotaurs are not a unified
nation. At any time, there are tribes in conflict and war
with each other. However those who live near those of
other races will be more inclined to view non-minotaurs as ‘
their enemies instead of their own kind.

The border with Ogun is a fictional line that means
nothing. Oguna settlements and nomadic groups live to
the west of the border as Sakkaran minotaur tribes live
to the east. However, the further from the border one
is, the greater the concentration of the respective race
is encountered. As such, many conflicts have occurred
between the minotaurs and Oguna. The battles between
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| them over precious locations are a consistent way of life for
both races in the disputed lands.
The minotaurs on the border with the Midlands grow
up learning of how the Midland humans and dwarves had
| forced them from their lands to the south, though the fact
that the minotaurs held what is now Bhadlum for less than
| two generations has been lost. A large minotaur invasion

Bl would likely be repelled because of Midlander border

| towns, so instead they send raiding parties against smaller

Midlander settlements.

. The full ogres of the north are likely one of the

| few enemies the Sakkaran minotaurs will show respect

| to, especially the Brute Ogres. As a race that respects

| power and the will to exert it on the weak, the Sakkaran

minotaurs tend to look forward to conflict with the ogres

| of the north.

Scattered throughout the middle to northern regions

| of Sakkaras are tribes of humans known as the Maliaru. For

| centuries, many of the minotaur tribes (or Alnathmin as

| the Maliaru call them) have done battle with the Maliaru

| like any other non-minotaur tribe, but over the years the

Bll| Maliaru have begun to accept minotaur traditions. As

| such, some but not all of the nearby tribes have begun to

tolerate the Maliaru. Some believe these Maliaru may have

| descended from human slaves taken by the minotaurs

before the Drowning, but their origin is unknown. Some
rumors also claim that their bloodlines have begun to mix

| with the minotaurs.

_ Alignment: Sakkaran minotaurs believe that strength
is the only rule of law they need—even the longest standing

| traditions barely hold sway over them. With such a

mentality, the chaotic alignment is most predominant,

| and evil tendencies are allowed to thrive. A few tribes

lean toward more neutral behaviors, but they are vastly

| outnumbered.

Salckaran Minotaur Lands: The minotaur half of the
Broken Lands is labeled Sakkaras, and although most of it
| is dominated by the minotaur tribes, the minotaur tribes
scatter as far north as the Endless Reach and as far east as
| a third of the way into Ogun. The concentrated majority
| resides in the hard wilderness, striving to survive harsh
winters and rocky terrains. Areas where food and water are
| in great supply are rare and oft fought over.

Religion: After the Drowning destroyed everything

| the minotaurs hoped to accomplish in centuries past, the

| Sakkaran minotaurs turned their backs on the gods. From

that point on they believed in strength of their own rather

| than from above.

| Language: The minotaur language of old survives, but

it has changed over the centuries into a more gruff and
guttural dialect.

; Names: Names given to children are usually meant to

be demeaning. Only when a child becomes an adult and

proves himself to his elders in combat can he shed the
embarrassment of weak childhood and choose his own
name. Adult names are descriptive words and phrases

in the minotaur tongue, but they would never stand to
have their names translated into foreign languages. No
surnames are used since all children must in the end prove
their own individual worth. Due to the descriptive manner
of taking names, most names can be used by either male or
female minotaurs. However, some phrases a minotaur of
one gender may use would likely not be used by the other.

Male and Female Names: Thanlath Ek Morgen,
Lowvad, Procal Jed Monry, Merius.

Adventurers: Most minotaurs remain with their own
tribe, but some venture off in order to prove their might to
the world. Others venture south to challenge the arrogant
solidity of the Midland Sovereignties. Others adventure out
into the world because they are unable to prove themselves
to their own people or were forced to leave in shame as a
weakling.

Sakkaran Minotaur Racial Traits

Sakkaran minotaurs possess the Krynnish minotaur racial

traits listed in the Dragonlance Campaign Setting except as

follows:

=. +2 racial bonus on Intimidate and Survival checks.
This replaces the minotaur racial skill bonuses. Having
survived in the Broken Lands for so long, Sakkarans
are adept at living in harsh environments.

=. Automatic Languages: Common and Minotaur. Bonus
Languages: Dwarven, Kundaspeak, Ogre, Trejori.

=. Favored Class: Barbarian.

Ogres

At one time, the ogres claimed over eighty percent of
Adlatum’s habitable regions. Their might was gathered
together in an empire of powerful magic, dark temples
and the will of the Gods of Evil. When the Irda, shape-
shifting ogres from across the sea, arrived in Adlatum
fleeing persecution elsewhere, their presence signaled the
beginning of the end of ogre domination. The Age of Light
began when the ogres, having stolen Irda magic and using
it to bolster wisdom from their Volume of the Prophet,
brought Chaos down upon themselves and were weakened
enough that the elves could take their empire from them.
By the time of the Canon War and the Drowning, the
ogres are a lesser race, though still not as brutish as their
Ansalonian cousins. Unfortunately for the ogres, the
Drowning destroyed much of their infrastructure and
forced them to make pacts with other races to survive.
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Brute Ogres

The most primal of the ogre races, brute ogres have fallen
far from their ancestors and have forsaken even the Oguna.
They live in squalid villages and caves in rocky terrain.
Brute ogres are a terrible and brutish people, as cruel as the
Igurna with none of the grace or intelligence.

Personality: There are no laws, only survival. Kill to
survive. Give pity to wish for death. Take what you will
if you can. Only use others to better your own chance of
survival. If you are not sure if something is ally or foe, kill
it to be safe. These are the survival instincts of almost all
brute ogres. As for what they were, the great people they
used to be, all has been lost. Many others debate as to
whether these creatures truly have sentient thought above
that of wild animals.

Physical Description: Most of these massive hulks are
little better than barbaric monsters. Most stand between
8 1/2 to 10 feet tall. Their faces and bodies appear heavily
disfigured, with large grotesque limbs coming out at what
look like dislocated angles from twisted wide bodies. It is
difficult for any non-brute ogre to determine a male from a
female, even if the ogre was bare.

Most tend to have large patches of hair randomly
covering their bodies or even their faces. A rare few have
been spotted with the hair completely covering them; these
fully-covered brutes are most often the ones who exceed
ten feet in height. The brute ogres’ skin and hair ranges
between a very pale gray-blue to white that allows them to
blend into the ice and snow of the far north.

The brute ogres who gather in groups tend to still wear
thick hides and furs from kills in the wilderness. The larger
more barbaric brutes, many of which are loners in the
mountains, run nude with only their own body hair to give
them warmth.

Relations: Few races have positive relations with the
brute ogres. Even the noble ogres view them as a threat,
but there have been rare exceptions. Sometimes brute
ogres will have deals with noble ogres in turn for having
rival brutes captured and brought into slavery for the
Igurna. But for the most part, the kill-or-be-killed mentality
ruins any conversational ability a brute ogre may possibly
have. Often, brute ogres do not have positive relational
skills with even other brute ogres.

Alignment: The barbaric nature of their lives forces
almost all brute ogres to be chaotic evil as they strive for
power within their small groups and try to push away
rival tribes. However a small number of the more wild
loners have begun to show a more neutral nature by only
focusing on survival and not caring for demonstrating their
strength in attempts to control others. The violence these
few demonstrate is purely for reasons of getting food or
protecting shelter.

Brute Ogre Lands: In the northernmost reaches of
the Frozen Mountains the brute ogres lie scattered in small
clumps of tribes, many nomadic. A few live closer to noble
ogre cities but rarely in them. Some loner brutes have been
seen to wander across the Endless Reach into the Broken |
Lands, but rarely do the Sakkaran minotaurs or the Oguna
let them live long.

Religion: Most brute ogres believe the gods have
forsaken them. The rest are too focused on survival and
showing their strength to care about matters of faith. As
such, a brute ogre with a religious tie would be a very rare
sight.

Language: Brute ogres communicate with each other
using a highly corrupted version of Igurni simply known as |
Ogre. The brute ogres to the furthest north and those alone
in the wild communicate with grunts and gestures if they
communicate at all.

Names: Brute ogres often make up their own names
or bestow them upon others at will. Whoever is strongest
decides, and if someone doesn’t like their name, it’s up
to them to force everyone else to change it either though
violence or intimidation. Names vary from sounds to
broken words of the Igurni language. Never are they very
complicated or lengthy. There are no family names used in
what passes for brute ogre society, and some loner ogres
are so wild they do not have names.

Male Names: Cheg, Grond, Guugar, Mornag, Vrog.

Female Names: Dofgar, Hun, Joog, Penga.

Adventurers: All brute ogres are adventurers of a
sort. Attacks by so-called dragons, other wild predators, or
other ogres make living day by day a risk. Most times brute
ogres will venture to find food and shelter, but they may
also have conflicts with other brute ogres groups in the
area. Some may also be expelled from a group (i.e. escaped
before being killed) and venture south of the Endless
Reach, but this changes the ogre’s life from having to avoid
predators in the north to having to avoid predators in the
south, in addition to minotaurs, humans, and Oguna.

Brute Ogre Racial Traits

Brute ogres possess the Krynnish ogre racial traits listed in

the Dragonlance Campaign Setting, except as follows:

=% Automatic Languages: Common and Ogre. Bonus
Languages: Goblin, Gnoll, Igurni, and Minotaur.

Noble Ogres [Igurna]

The Igurna are powerful, broad-featured and dark-skinned
descendants of the original high ogres of Krynn. While not |
witless or savage, the noble ogres are nonetheless slaves to
their passions, something which tends to get in their way
when pursuing political power in the Age of Mortals. They
are few in number now, and are considered a dying race.




Personality: Noble ogres look down upon all lesser
races, thinking they are the only true race of the gods. Most
| deformities and different colorations than what they say is
correct, are normally taken out into the wild and left to die.
| They are a strict and terrible people that put a lot of credit

I upon ones family structure and ones bloodline. If you

| cannot prove your bloodline, an ogre could be viewed to
| be as low as a slave. Noble ogres tend to fight more among
each other than with the other races to better increase
their family prestige. Family prestige is everything to a
| noble ogre. This borders honor, but really isn't due to the
| fact that a noble ogre will do dishonorable deeds in order
to raise their family prestige.

Physical Description: The typical noble ogre is about
nine feet tall, females being about 6 inches shorter. They
| are hulking, powerful, and graceful with dark blue-brown
skin, blond hair, and dark eyes. Most wear their hair long,
and only cut it when in shame. When a male ogre’s hair
| begins to change to white around their 400th year they
| begin to grow a beard, which they allow to grow without

V.| | being cut until the ogre’s death.

Relations: Noble ogres look down upon all the other
| races of Adlatum. The only people the noble ogres have

a working relationship with are the Teusten to the south

| across the Shattered Sea. They tolerate these humans only
for the slaves they bring to them in trade.

Alignment: Many of the more prestigious families
tend to follow ancient traditions. These traditions have
| varied and decayed over the centuries, but even so many
of these families hold to the current incarnation of these
| practices with steadfast fervor. As such these families tend
to be lawful evil.

Lately, however, a growing number of Igurna are
throwing what is left of these traditions aside, seeing them
Bll more as a hindrance to whatever their aims are. This

| growing minority of families and individuals tend to be
chaotic evil in nature.
. Noble Ogre Lands: Noble ogres stick to their vast
mountain ranges in Terragrym. Here they have massive
I cities that were built by slave labor. They tend not to cross
i the Endless Reach and stick to their ancestral homelands.
y Religion: As with most ogres in the history of Krynn,
| the noble ogres have long been followers of Dakranas
(Takhisis), which means “Black Ice” in the Igurni language.
Huge basilicas to Dakranas have been built in each of the
major cities, along with many shrines and smaller temples.
Following the Drowning, Greasnas (Zeboim), which means

Bl “Blue Deep” in the Igurni language, has found a greater
Ml following in noble ogre society, rivaling even Dakranas in

followers.

Language: All noble ogres speak the Igurni language,
| along with Common; some along the border and the more
noble families know the minotaur language. In order to

deal with the brute ogres, ogres do learn the corrupt form
of the ogre language.

Names: Most first-born ogres of a noble family
pass on the parents’ names. So for example if a husband
and wife have the names Harvvas and Thanylen of Clan
Shoballaine, and they have one son, he would be named
Harvvas Tras-Sev of Clan Shoballaine. Same with if they
had a daughter; she would be named Thanylen Tras-Sev of
Clan Shoballaine.

The second part of the name always signifies the
descendant’s branch in the family, which also helps to
prove how long he can trace his family roots. Tras-Sev
(“ninety-five”) is the oldest family to date, tracing their
family lines back 9,400 years to their race’s founding. Any
children born after the first-born of each sex are named
how the mother wants them to be named.

Male Names: Harvvas, Paatran, Harverick.

Female Names: Thanylen, Drenaln, Lysagra,
Zeragamri.

Clan Names: Shoballaine, Renaylia, Cubrenan.

Adventurers: Most noble ogres never leave
Terragrym, though there are special cases for when they
will. If an ogre has shamed his family, he or she must earn
back the honor and respect. Therefore, they would take
it upon themselves to go on a quest. The further the ogre
travels, the more perils he or she faces, and the more this
brings back family prestige. So those noble ogres that were
to leave Terragrym and travel to the farthest edges of the
continent and return would earn the most prestige. Most
do not go this route, and instead will find adventure in
Terragrym.

Noble Ogre Racial Traits

Noble ogres possess the following racial traits instead of

the normal ogre abilities and traits:

=% +10 Strength, +6 Constitution, +4 Intelligence, +4
Wisdom, +6 Charisma. Noble ogres are powerful,
mentally keen, and possess a remarkable strength of
personality.

=. Large: As Large creatures, noble ogres receive a —1
penalty on their attack rolls and Armor Class due
to their size, and a —4 penalty on Hide checks. Their
lifting and carrying limits are twice those of Medium
characters. Weapons and armor sized for a noble
ogre costs and weighs twice as much as comparable
Medium weapons and armor.

=. Monstrous Humanoid: Noble ogres are creatures of
the monstrous humanoid type.

=% Noble ogre base land speed is 40 feet.

=. Space/Reach: Noble ogres have a space of 10 feet and a
reach of 10 feet.

=% Darkvision: Noble ogres can see in the dark up to 60
feet.
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Low-light vision: Noble ogres have low-light vision,
and can see twice as far as a human in starlight,
moonlight, and similar conditions of poor illumi-
nation. They retain the ability to distinguish color and
detail under these conditions.

Racial Hit Dice: A noble ogre begins with four
monstrous humanoid levels which provide Hit Dice

of 4d8, a base attack bonus of +4, and base saving
throw bonuses of Fort +1, Ref +4, and Will +4. A noble

=. Spells: All noble ogres with a Charisma of 10 or higher

have the ability to cast sorcerer spells. The noble

ogre casts spells as a sorcerer of its racial Hit Dice. In
addition, a noble ogre adds any sorcerer levels to its
innate spellcasting ability to determine total spells per i
day, spells known, and caster level. Other class features {§ii
(such as familiars) are determined by the noble ogre’s |
sorcerer class levels.

Spell resistance equal to 11 + Hit Dice.

W

» +5 natural armor bonus: Noble ogres have tough hides.
o +2 racial bonus on Listen and Spot checks: Noble

ogre character receives maximum hit points for his
first noble ogre Hit Die and rolls all other Hit Dice

b

b

(including those gained from class levels). Noble ogres
with class levels add their base attack and saving throw
bonuses to their noble ogre base attack and saving
throw bonuses.

Racial Skills: A noble ogre’s monstrous humanoid
levels give skill points equal to 7 x (2 + Int modifier).
Its class skills are Bluff (Cha), Concentration (Con),
Intimidate (Cha), and Spellcraft (Int). Noble ogres with
class levels do not multiply their first-level class skill
points by four.

Racial Feats: A noble ogre’s monstrous humanoid
levels provide it with two feats. They gain Simple
Weapon Proficiency as a bonus feat.

ogres have keen senses.

=e Automatic Languages: Common and Igurni. Bonus

Languages: Dwarven, Elven, Gnome, Magius,
Minotaur, and Ogre.
Favored Class: Sorcerer.

= Level Adjustment: +4. A noble ogre has an effective

character level (ECL) of 8 + his class levels. Noble
ogres are more powerful and gain levels more slowly
than most other races of Adlatum. See Chapter 6 of
the Dungeon Master’s Guide for more information.




unane scratched his head and waited for his father
to start yet another one of his talks. He stared out
LA the window toward the ships that set sail to venture
MW out over the horizon, taking his thoughts and dreams with
| them.
“Now there, boy,” said his elder, Hiapon, “You are

‘B growing up. Adulthood is fast approaching. Tell me, what is

| it you plan on doing with your life?”
' The sudden question took Kunane so off-guard that he
| could not quickly think of an answer the old man wanted to
| hear. Taking a deep breath, he risked being honest.
“I'm tired of being stuck inside, staring into parchments
| and scrolls all day, papi. I want to leave this city, to venture
out into the world. See things that I would never dream
| of around here. I want to live a life of adventure and
Ml excitement. I want to experience everything life has to offer
| in distant lands. That is what [ want, papi.”
n He expected his father either to laugh or to berate him.

| [nstead, Hiapon nodded slowly. “Yes. That is all very well
and good, but what is it you want to do?”

e
é;)/f%{f/'l‘((//[/ Cate, o
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| Most adventurers seem to begin their stories as squires,
barmaids, shepherds, or pampered nobility, but sooner

| or later they need to take up a profession that is actually
useful. They need to either contribute to the group or have
| the ability to survive on their own.

' This chapter includes Adlatum-specific variants

Il of the d20 core classes as well as new prestige classes.
Prestige classes from other sources, including those in the
Dragonlance Campaign Setting, are available on a case-by-
| case basis at the determination of the Dungeon Master.

Core Classes
| All core classes from the Player’s Handbook and the
Dragonlance Campaign Setting are suitable for use in
| Adlatum. The mariner core class (from the Age of Mortals
| Companion and revised in Legends of the Twins) and
| the master core class (from War of the Lance) are also
| appropriate.
However, things are not always as they seem in
Adlatum. Additional notes on each of the core classes
are included below, including class variations where
| appropriate.
Since the multitude of cultures and nations have their
| own interpretations of how to worship their own gods

CHAPTER 2:
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(often not recognizing a foreign nation’s pantheon being
the same as their own but under different names), plainly
giving names of which gods those of a particular class tend
to worship has been avoided. It is the type of god they
believe they are following and how they worship the being
that is important, not the god itself.

Barbarian

Barbarians are common enough in the less civilized
territories of Adlatum, and many who practice the ancient
technique of channeling rage into combat travel into the
civilized regions as well.

Religion: The faith of a barbarian varies depending
on his origin. He may tie himself to a god who promotes
warfare, or he may be more interested in a faith that helps
him set aside his rage for when it is most needed. Other
barbarians are so focused on survival that their spirituality
is not a priority.

Races: The ogre-blood races, including the Sakkaran
minotaurs and Oguna, generate more barbarians than most
other races; the Sekhnesti and Hoda are also known for
their berserkers. In contrast, the Mentoi and Hartdar have
very few barbarians in their ranks.

Game Rule Information: As described in the Player’s
Handbook.

Bard

Bards take many forms. The perception of the traveling
musician and storyteller is common, but the class also
includes artists, orators, information traffickers, and more.
As such, there are more bards in Adlatum than most
realize.

After the Days of Darkness, when the minions of
Chaos had fallen and ambient magic became available
to all, bards began to learn some degree of magic as a
standard. These skillful merrymakers bolster a party’s
spirits or assist them with spells, and few classes are as
welcome in different societies as that of the bard.

Religion: Being jacks-of-all-trades, the faiths of bards
are as varied as the skills they elect to develop. Some
sway to a god of music. Others devote themselves to a
god of agreements and dealings, or have faith in a god of
knowledge. To guess a bard’s religious affiliation based on
preconceived stereotypes invites comedy or disaster.

Races: All races have bards, although some races may
have bards of a certain type more often than others. A
musician or spy may be common among more civilized
races, but many of the more nomadic and barbaric races
may still have several storytellers.
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“ & Coinage of the Land &

s it is with most places the exact worth of coin in one nation

may vary some when compared to a similar coin of another

nation. This is often due to the coins having different
weights, mixes of other metals in the coin, or even one nation falling
into disfavor with another. However theve is still an average value
to average sized coins of identical metal across Adlatum.

1 rhodium piece* (rp) = 10 platinum pieces (pp)
1 platinum piece (pp) = 10 gold pieces (gp)
1 gold piece (gp) = 10 silver pieces (sp)
I silver piece (sp) = 10 copper pieces (cp)

* = very rare currency, not often found or accepted.
Unlike in Ansalon, steel has never come into common use as

coinage. However a vough translation of value between the
continents equals 1 Ansalonian steel piece (stl) to 1 Adlatum gold

piece (gp).
4

Game Rule Information: As described in the Player’s
Handbook.

Cleric

Godly worship on Adlatum is only superficially similar to
that of Ansalon. Instead of the Holy Orders of the Stars,
clerics follow Tao-Shin, also known as the Church of the
Divine Paths. Adherents of Tao-Shin follow a specific path
towards enlightenment, peace, or power and are aided by
the gods of Light, Balance, or Darkness respectively (see
Chapter 4 for more information).

Many in the Tashramadic faith or Adlarism call
themselves clerics, but they are actually mystics. A majority
of them only recently learned of this truth. Currently the
clerics are coming back to Adlatum, but how quickly their
numbers will swell is still a mystery.

Religion: Clerics of Adlatum receive divine power
not from a single deity, but from one of the three paths of
Tao-Shin. The appropriate deities support these paths.

Only the lunar deities shun clerical worship, but in
the end it is mortals, not gods, who decide which gods are
worshipped. Priests may exist for false gods but they have
no spellcasting abilities. Many “clerics” of false gods use
ambient magic—these are actually mystics.

Races: Even though the gods have only recently
returned to Krynn, almost every race has clerics and
devoted worshipers. Their numbers are few, but they are
growing. The longer-lived races may be more ready to
return to the gods they remember from before the Starfall,
but with the recent outing of the Tashrama gods as frauds,

many disillusioned human Tashramadic mystics are
turning to the true gods to fill in the hole left by their old
church’s deceit.

Game Rule Information: As described in the Player’s
Handbook with the following adjustments:

Adlatum’s clerics follow the path of Tao-Shin that
corresponds to their alignment: good clerics follow the
Path of Light, evil clerics follow the Path of Power, and
clerics who are neither good nor evil follow the Path of
Serenity. A cleric’s choice of domains depends on the path
followed. See Chapter 2 of the Dragonlance Campaign
Setting for a list of domains.

Path of Light: Clerics of the Path of Light choose their
domains from among those offered by Charu (Branchala),
Anphlasaad (Habbakuk), Nairsaif (Kiri-Jolith), Thobit
(Majere), or Miraphayt (Mishakal). Clerics who choose
the War domain apply its bonus feats to the longsword
(Nairsaif’s favored weapon).

Path of Serenity: Clerics of the Path of Serenity choose
their domains from among those offered by Thuban
(Chislev), Tarfine (Gilean), Melik Suud (Reorx), Nekkarb
(Shinare), Mirac (Sirrion), or Choalshain (Zivilyn).

Path of Power: Clerics of the Path of Power choose
their domains from among those offered by Gaftras
(Chemosh), Folmhesta (Hiddukel), Lesuthiyat (Morgion),
Alnath (Sargonnas), or Peliona (Zeboim). Clerics who
choose the War domain apply its bonus feats to the
greataxe (Alnath’s favored weapon).

Clerics may spontaneously cast their domain spells
(instead of cure or inflict spells) by using the variant rule
provided in Holy Orders of the Stars (pg. 63). Additional

cleric domains may be found in that sourcebook, as well as K&

in Chapter 3 of this book.

Changing Focus: A cleric may experience an epiphany
and change from cleric to mystic, or vice versa, as
described in Chapter 3 of the Dragonlance Campaign
Setting.

Druid
Adlatum’s druidic order falls outside of the Tao-Shin
tradition, its members serving or avenging nature in
accordance with the dictates of their individual deities.
Druids typically worship Chislev, Habbakuk, or Zeboim,
but the veneration of other gods is not unknown. Druids
must select a patron deity (other than a god of magic) in
order to receive any spellcasting or supernatural abilities.
Religion: Gods that promote a person’s view of how
the environment, animals, or plants should be protected
or nurtured will gather those who wish to become a druid
above all else. Only those who choose a true god as a divine
benefactor may become a druid. Nature-bound faithful of
false gods must choose a different route.
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Races: Many bakali, kunda, and elves learn the ways of
nature. Humans often contribute to this profession as well.
| In lands far away from civilization, races not often seen by
others will also walk the druidic path.

l Game Rule Information: As described in the Player’s
| Handbook.

| Fighter
| Those formally trained in the art of general combat
il exist anywhere on Adlatum where an instructor in the
| techniques of battle and war may be found. Only in places
| where barbaric strength and brute force completely
| dominate over tactics and maneuvers will fighters become

|| scarce.

Religion: Fighters put their souls into the hands
| of gods who believe in forceful strength, conquest,
protection of the innocent, or even money if the fighter is a
| mercenary.
Races: All races have fighters. Conflict and warfare are
| common throughout the history of Adlatum, and where
Y there is conflict there is a need for fighters.
| Game Rule Information: As described in the Player’s
Handbook.

| Mariner
The seafaring mariners are valuable additions to many
| organizations, since almost every nation uses shipping
lanes to acquire rare or exotic goods and materials.
| Mariners are not only useful members of a crew, their skill
| at arms enables them to effectively defend crew, cargo, and
fellow adventurers with equal skill.
_ Religion: The faith of mariners ranges from the

gods of the Tao-Shin to the false faiths to no faith at
| all. However they also are wise enough to obey ancient
| traditions of the sea that are meant to appease the various
sea gods (real or imagined).
_ Races: Most races with coastal settlements have
| mariners. Corinesti, humans, dwarves, and Gildanesti make
| up the majority of Adlatum’s mariners.

Game Rule Information: As described in Legends of
the Twins. (If you do not have this sourcebook, the mariner
| presented in the Age of Mortals Companion may also be
used.)

t Master

The expert NPC class works well for most craftsmen,

| merchants, sages, and similar professionals. Players who
| want to create more heroic versions of these individuals

should choose the master core class. Talker gnomes, in

| particular, make excellent masters with the performer or
sage focus. In addition, the master is a viable option for

players who want to entertain audiences yet are hesitant
about playing a bard.

Religion: Masters can belong to any religion; however,
there is a slightly increased chance that a master may
follow a god tied to enterprise, commerce, entertainment,
and knowledge.

Races: There are masters in all races who live in
civilized society. Those living in barbaric territories
typically don’t develop the breadth of knowledge required
to become a master.

Game Rule Information: As described in War of the
Lance.

Monk

Those dedicated to having mind and body become one
have monasteries dotting the continent, and in some places
monks are highly respected by the nearby populace. Some
monks shy away from the cares of the world, while others
are encouraged to put their training to the test by leaving
their homes.

One monk’s path to enlightenment may difter greatly
from that of another monk. The journey usually depends
upon the teachings of the individual monastery. Of course,
the monk’s own moral center plays its own part.

Religion: Monks lean towards faiths that promote
peace of mind or the ability to focus the energies of their
bodies into where their will directs.

Races: The Mahjoran minotaurs have more monks
than any other race in Adlatum, but many humans and
Gildanesti also join monastic orders. Lately more Oguna
have been drawn to the monasteries in efforts to quell their
emotional states of rage or depression.

Game Rule Information: As described in the Player’s
Handbook.

Mystic
Ambient magic has been in use for much longer on
Adlatum than other continents on Krynn, and so the
practice of mysticism has been around much longer also.
The term “mystic” is not often used in Adlatum, but
for centuries many of Adlatum’s clerics were actually
mystics. The priests of the Divine Ladder, also known
as the Tashrama, receive their power from the ambient
energies of the Elder Dragons. However for decades most
Tashramadic priests were unaware of the true source
of their divine powers. Most believed themselves to be
priests of the gods. Only the highest-ranking priests knew
the truth, and even then most still thought of the Elder
Dragons as gods and themselves as clerics.
After the Days of Darkness, mystics who believed they
were following a divine faith were not widely known. After
the Great Sovereign Lord Montegron exposed the truth,
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many of the lower ranking clerics of Tashrama left the
faith. Many of them turned to the true gods of Krynn, but
others are trying to explore their mystic abilities to develop
them with a more honest understanding of what their
divine gifts truly are.

Religion: Most mystics belong to the Tashrama, the
Church of the Divine Ladder. Those who left the church
may be turning to the true gods, but those who do are
forsaking their mystic studies, replacing it with new clerical
training. Those who remain with the Tashrama or develop
a faith in themselves are not the ones to rely on the true
gods for spiritual needs.

The dwarven clerics of Adlarism receive their power
from the taint of Chaos while believing their gifts come
from Reorx. As such, they are also technically mystics.

The mystics of the Voda tribe of kunda have a
profound spiritual respect for their god Danbhala (Zivilyn)
focusing on the Vodas’ mystical connections to the spirit
world around them.

Races: During the four decades in which the gods of
Krynn were absent, the practice of ambient divine magic
spread far and wide. Most mystics are humans, Gildanesti,
and Voda kunda.

Game Rule Information: As described in the
Dragonlance Campaign Setting with the following
adjustments:

Mystics require a divine focus to cast certain types
of spells (those with “DF” in their Components entry).
Tashramadic mystics use the holy symbol of their church:
a medallion or ring emblazoned with a silver ladder (see
“Tashrama, Church of the Divine Ladder” in Chapter 5
for more information on this religion). For other mystics,
the divine focus is chosen by the player but should reflect
the character’s selected domain. A mystic with the Animal
domain could wear the hide of a particular totem beast, or
a Destruction mystic might need the ashes of her defeated
foes. Players are encouraged to be creative and make the
divine focus fit the character.

Additional domains for mystics may be found in
the Dragonlance Campaign Setting as well as the Age of
Mortals Companion and Holy Orders of the Stars.

Changing Focus: A mystic may experience an
epiphany and change from mystic to cleric, or vice versa,
as described in Chapter 3 of the Dragonlance Campaign
Setting.

Noble

Those born into lives of privilege are trained from a young
age how to behave in well-to-do company, manipulate
others, inspire confidence in those who depend on them,
and use favors from contacts both near and away. In many
of Adlatum’s lands, knowing who to talk to and being

able to get people to work together is just as important as
knowing how to defend yourself.

Religion: Nobles need structure. Faiths that focus on
manipulating, managing, or strengthening just societies
attract members of the noble class.

Races: Human, dwarves, elves, Gildanesti, gnomes,
and Igurna are the races that most often have nobles within
their population. Barbaric races typically do not have the
social structure required for nobles to exist.

Game Rule Information: As described in the
Dragonlance Campaign Setting with the following
adjustment:

Nobles with a martial background may take the
armiger substitution levels provided in Knightly Orders of
Ansalon.

Paladin

With the return of the gods occurring at a time where war
is inevitable in Adlatum, the appearance of these chosen
warriors is a possibility. These rare figures are legends who
may or may not truly exist, but with war about to sweep
the lands, such a time seems appropriate for paladins to
return again.

Religion: Paladins are the shining light of mortal-kind
and the hands of the gods of Light. Those who follow the
gods of Balance or Darkness have other options to choose
from.

Races: The few legends that mention these righteous
warriors often have humans and dwarves playing the role,
however the paladin is made in part by the will of the gods.
If a mortal is in a position to help the people of the lands

J

Dungeon Master sees fit.

k& Psionic Classes &

he classes included in the Expanded Psionics Handbook are not officially included in the Dragonlance setting, however theve is
nothing forbidding their use either. The same applies to gaming on the continent of Adlatum.
In Adlatum, the extensive touch of chaotic energies over the centuries could very easily have allowed some of the people of the land
to be born with the mental abilities required for the psionic classes. Such abilities ave still rare, but their occurrence may be scattered as the

To add psionics to the game, consult the Expanded Psionics Handbook for details.

\
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| and a god decides to bestow its favor to them, then the
paladin’s race may in the end not be a factor.
Game Rule Information: As described in the Player’s
Handbook with the following adjustments:
! Paladins must select a lawful good, lawful neutral,
| or neutral good patron deity in order to receive their
| spells, or they may choose to follow the Tao-Shin Path
| of Light. Paladins of Tao-Shin receive their abilities from
| the collective gods of good, but are considered part of
Tao-Shin and are thus subject to the dictates of higher-
IBli ranking priests.
' As an alternative to the standard
| paladin, players can use the “mystic
| ranger” spellcasting variant
provided in Knightly Orders of
| Ansalon to create paladins
whose spellcasting is drawn
| from mysticism instead of
Ml deific power. These “mystic
| paladins” must choose a
! divine focus, as described
| under the mystic class (see
above), and choose their
li spells known from the
i paladin spell list.

| Ranger

Much of Adlatum may be

| considered civilized territories

with defined borders of nations,

but between towns, cities, and

| roads are many large gaps of untamed

| land. These wild lands, along with those

| in the untamed reaches of the north and

| south, fall under the protection of rangers.

Religion: Rangers must have a patron

| deity under the same rules given in the

| Dragonlance Campaign Setting. Guardians of the wild

| lands who follow false deities or no deity typically do not

| receive spellcasting abilities from the ranger class.

Races: Nomadic races often have rangers either

| with them or living nearby. Those races not often seen in

civilized societies may also take up the duties of a ranger.
Game Rule Information: As described in the Player’s

| Handbook with the following adjustments:

Rangers must select a patron deity in order to receive

| their spells. Alternatively, players can create a “mystic

| ranger” by using the variant rule provided in Knightly

Orders of Ansalon. Mystic rangers must choose a divine

Ranger of Charant Aros

Rogue

Where there is wealth or information to be had, there are
rogues, regardless of which continent one is on. As soon
as a town has a population of at least four, odds are good
there is a rogue in their midst.

Religion: Rogues are often out for themselves and are
thus not inclined to tend to their spiritual needs. For the
few who do have such needs, gods who tend to deal in the
shadows may attract such followers.

Races: All races have rogues, though city-dwelling
races are likely to have more. Some kunda
rogues share the “handler-like” traits of
their kender cousins, but few members
of this race can be truly considered
rogues.

Game Rule Information:
As described in the Player’s
Handbook.

Sorcerer

Ambient magic has been

in use for much longer

on Adlatum than other

continents on Krynn, and so

the practice of sorcery has
been around much longer
also.

With no Orders of High
Sorcery in Adlatum, the art of
primal sorcery has spread across
the continent. Some locations, like
Etlarn, are more inclined to study
the ordered magic of the moons, but as
the moons have only recently returned from
a forty-year absence, there are many more
sorcerers than wizards.

Religion: Primal sorcery is a practice
of magic where the mage draws from ambient elemental
power in the world around him. Since the moons fluctuate
and the world does not, most sorcerers do not concern
themselves with the gods.

Races: With the touch of chaotic energies being so
widespread, sorcery is available to all races of Adlatum. The
Mentoi and brute ogres have little interest in practicing
arcane magic, and so have very few sorcerers. Other races
like bakali, dwarves, and Gildanesti often show a strong
tendency to learn the art of sorcery.

Game Rule Information: As described in the Player’s
Handbook.

Changing Focus: A sorcerer may experience an
epiphany and change from sorcerer to wizard, or vice
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versa, as described in Chapter 3 of the Dragonlance
Campaign Setting.

Wizard

The Orders of High Sorcery do not exist in Adlatum, but
the formal education and training wizards need is available.
The gods of magic are willing to impart their gifts to those
who show the dedication and intelligence required.

Wizardry was gone from the world for forty years, but
with the return of the moons those who remember the
power are returning to the Art. Even so, it will be some
time until these practitioners of focused arcane magic have
regained the numbers they had before the Starfall.

Religion: The gods of magic do not seek worship
from their followers, and most wizards only pay them
the respect they believe they deserve in order to better
their skills in the Art. However there are a rare few who
do worship the gods of magic regardless of what the gods
want.

Many wizards dedicate themselves to respecting all
three gods of magic, but some wizards pay homage to just
one of the three moons.

Races: Gildanesti and humans from the east make
up most of the wizardly community. Bakali and Sekhnesti
races with no traditions of orderly study are not likely to
have many wizards, as are those with traditions steeped in
the practice of sorcery.

Game Rule Information: As described in the Player’s
Handbook.

Changing Focus: A wizard may experience an epiphany
and change from wizard to sorcerer, or vice versa, as
described in Chapter 3 of the Dragonlance Campaign
Setting.

Prestige Classes

Ansalon’s organizations are all but unknown to the people
of Adlatum. Similarly, most Ansalonians have no idea that
Adlatum even exists, much the same way they know little
to nothing of distant Taladas. Some experienced Wizards
of High Sorcery may be aware of Adlatum’s existence,

but the Orders are too busy trying to rebuild and defend
their ranks and towers to devote any real time to new and
unfamiliar territories.

For these reasons, most Ansalonian prestige classes
do not exist on Adlatum; specific Adlatum-based prestige
classes are provided here instead. Enterprising Dungeon
Masters might want to use existing prestige classes for
other organizations; for example, if an Adlatum campaign
focuses on the rise of the Elder Dragons, the Dragon
Highlord prestige class may be used for individuals favored
by the Elders. In these cases it is completely up to the

judgment and wisdom of the DM to determine the avail-
ability of these PrCs.

Drake Handler
“The drake makes the handler. Only a fool thinks of it the
other way around.”

Drake handlers are rare individuals who have developed
a close personal bond with a golden drake (see Chapter
6). This bond begins with a mutual respect and affection
that strengthens into a mystical bond that forever binds
handler and drake. As most handlers know, it is the drake
that chooses its bondmate. Unlike normal animal handlers, |
drake handlers can coax their charges into extraordinary
feats of obedience and skill.
Hit Die: d6

Requirements
To qualify to gain levels as a drake handler, a character
must fulfill all of the following criteria.

Alignment: Any nonevil.

Skills: Diplomacy 4 ranks, Knowledge (arcana) 10
ranks.

Languages: Draconic.

Spells: Must be able to cast 2nd-level spells.

Special: The character must make contact with a
golden drake of juvenile age or younger, and convince it
to bond with him in an arcane ritual. This ritual takes 24
hours and uses up magical materials that cost 250 gp. In
addition, the character must not currently have an animal
companion or familiar.

Class Skills
The drake handler’s class skills (and the key ability for
each skill) are Concentration (Con), Diplomacy (Cha),
Knowledge (arcana) (Int), Listen (Wis), Profession (Wis),
Search (Int), Spellcraft (Int), Spot (Wis), and Survival
(Wis).

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the drake handler.

Weapon and Armor Proficiency: Drake handlers
gain proficiency in all simple weapons.

Drake Familiar: A bonded golden drake gains the
abilities of a familiar of the drake handler’s class level,
plus one-half his caster level (round down). Refer to the
Familiars section in Chapter 3 of the Player’s Handbook for |
specific familiar benefits, except the golden drake does not
gain the ability to speak with animals of its kind (because
it is a dragon, not an animal). The golden drake also keeps
its own Intelligence score and spell resistance if they are
higher than the familiar equivalents.
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Draconic Traits (Su): As their bond strengthens,
the handler begins to acquire traits reminiscent of golden
| drakes. At 1st, 3rd, and 5th level, the drake handler may
choose one of the following abilities:

Blindsense: The drake handler’s non-visual senses
| improve, granting him blindsense effective to 30 feet.
| Prerequisites: Draconic Eyes, Scent.
‘ Draconic Eyes: The drake handler’s eyes acquire a
| golden sheen, granting him darkvision out to 60 feet and
low-light vision.

Immunities: The drake handler becomes immune to
paralysis and magic sleep effects.

Natural Armor: The drake handler’s natural armor
bonus increases by +2.

Scent: The drake handler gains the Scent ability.

Toughness: The drake handler gains the Toughness
feat.

Feature Advancement (Ex): At 2nd, and 4th level,
| the drake handler gains class features (but not Hit Dice,
| base attack bonus, saving throws, or skill points), and an
| increase in effective level, as if he had gained a level in a
| class he belonged to before becoming a drake handler. For
example, a cleric 7/drake handler 1 who reaches 2nd level
lj{ may turn undead and cast spells as though he were an

| 8th-level cleric.

Share Domain (Su): At 3rd level, if the drake handler
| has mystic class levels, the drake gains access to the mystic
domain’s granted power as long as the drake is within 30
| feet of the handler. If the drake uses a granted power that
has limited uses (such as the Luck domain’s granted power
of good fortune), the granted power is expended just as if

84 the handler had used it himself.

| Drake Advancement (Ex): At 4th level, the golden
| drake advances to the next age category (from wyrmling
| to young, young to juvenile, or juvenile to adult). When

familiar benefits and bonus feat to the new age category
listed in Chapter 6.

Symbiosis (Ex): At 5th level, the drake’s bond with his
handler is complete. The drake handler gains the same spell

determining the golden drake’s full abilities, apply the

resistance possessed by the golden drake, and the range of
all familiar abilities is doubled.

DRAKE HANDLER

Base

Class Fort Re Will ,
Attack f Special
Level Save Save Save
Bonus
1st +0 +2 +0 +2 Drake familiar, draconic trait
2nd +1 +3 +0 +3 Feature advancement
3rd +2 +3 +1 +3 Draconic trait, share domain
4th +3 +4 +1 +4 Drake advancement, feature advancement
5th +3 +4 +1 +4 Draconic trait, symbiosis
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Ex-Drake Handlers

If a drake handler abuses his companion or otherwise
breaks the bond of trust, the drake will abandon its
handler. The drake handler loses all class features and may
never gain a new golden drake companion. If the drake
dies while the bond is strong, the handler also loses all
class features, but after a month he may attempt to acquire
a new golden drake (per the process described under
Requirements above). If the golden drake is raised from the
dead, both handler and drake immediately regain all lost
abilities. A drake handler does not lose experience points
when a golden drake dies.

Etlarn Defender

The Magocracy of Etlarn includes within its military a large
contingent of spellcasting knights dedicated to the safety
and well being of their nation. The Etlarn Defenders were
founded as a means of repelling the Dragonkin Horde that
came to take over the kingdom. The Defenders’ main goal
is still to permanently defeat the dragons, but they defend
their homeland in other ways as well.

The Etlarn Defenders are divided into three orders: the
Brethren of the Flame, who use wild sorcery; the Brethren
of the Moons, wielders of the white moon’s wizardry; and
the Brethren of the Stars, a religious sect whose members
are most often devoted to Autenanima (Solinari), Pietarde
(Paladine), or Pensokia (Majere). These brethrens have
their own elite branches. The Knights of the Argent
Crescent, for example, are an order of divine warriors

HicH ARCARIST

who seem to receive divine gifts from Autenanima. The
Brethren of the Moons has the High Arcanists, who serve
Etlarn by defending their nation and educating other
wizards in the newest advancements in wizardry.

HiGcH ArcanisT

“A true master of wizardry must have great patience,
discipline, and control. Wizardry is like society—its rules
exist for a reason and must be followed, or chaos will
eventually result.”

High arcanists represent the epitome of wizardly power
within Etlarn, defending the Magocracy and educating
their kin among the Brethren of the Moons. The high
arcanists are said to have founded the arcane order
centuries ago, and only the most talented wizards are
accepted into the ranks of the order.

Hit Die: d4

Requirements

To qualify to gain levels as a high arcanist, a character must |§i§

fulfill all of the following criteria.

Base Will Save: +4.

Skills: Concentration 4 ranks, Knowledge (arcana) 8
ranks, Knowledge (religion) 2 ranks, Spellcraft 8 ranks.

Feats: Lunar Attunement, any two item creation and/
or metamagic feats.

Spells: Must be able to prepare and cast 3rd-level
arcane spells.

Base

Lovet Attack GV e
Bonus

Ist +0 +0 +0 +2
2nd +1 +0 +0 +3
3rd +1 +1 +1 +3
4th +2 +1 +1 +4
5th +2 +1 +1 +4
6th +3 +2 +2 +5
7th +3 +2 +2 +5
8th +4 +2 +2 +6
9th +4 +3 +3 +6
10th +5 +3 +3 +7

Special

Code of conduct, expanded spellbook,
lunar devotion

Arcane insight +2
Etlarnic mystery
Expanded spellbook
Etlarnic mystery
Arcane insight +4
Etlarnic mystery
Expanded spellbook
Etlarnic mystery

Arcane instight +6, etlarnic mystery

Spells per Day

+1 level of existing arcane class
+1 level of existing arcane class
+1 level of existing arcane class
+1 level of existing arcane class
+1 level of existing arcane class
+1 level of existing arcane class
+1 level of existing arcane class
+1 level of existing arcane class
+1 level of existing arcane class

+1 level of existing arcane class
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Il Class Skills

The high arcanist’s class skills (and the key ability for

| each skill) are Concentration (Con), Craft (Int), Decipher
Script (Int), Knowledge (all skills, taken individually) (Int),
| Profession (Wis), Speak Language (n/a), and Spellcraft

| (Int).

" Skill Points at Each Level: 2 + Int modifier

Class Features
All of the following are class features of the high arcanist.

Weapon and Armor Proficiency: High arcanists gain
| no proficiency with any weapon or armor.

Spells: At each level, a high arcanist gains new arcane
B spells per day (and spells known, if applicable) as if he

had gained a level in whatever arcane spellcasting class he
| belonged to before he added the prestige class. He does
not, however, gain any other benefit a character of that
class would have gained (such as an increase in a familiar’s
| abilities).

. If the character had more than one arcane spellcasting
| class before becoming a high arcanist, he must decide

| which class will gain a spellcasting level for the purpose of
determining spells per day and spells known.

Code of Conduct: A high arcanist swears an oath
| to instruct other Etlarnish wizards in magical studies for
at least one month per year, and another oath to do his
| utmost to protect Etlarn from threats to the magocracy.
Expanded Spellbook: At 1st, 4th, and 8th level, the
| high arcanist may add two bonus spells to his spellbook.
The new spells must be at least one spell level lower than
| the highest-level spell he can cast.

Lunar Devotion: A high arcanist automatically

| gains Lunar Devotion as a bonus feat and must choose

‘@l Autenanima (Solinari), Calorossa (Lunitari), or Scuriga

Bl (Nuitari) as a patron deity. If the character already has

this feat, he may instead select Greater Lunar Devotion,
Lunar Rebuke, or any item creation or metamagic feat. The
| high arcanist must meet all prerequisites for the feat to be

‘W gained.

Arcane Insight (Ex): A high arcanist’s studies focus on
advancing magical theories. At 2nd level, the high arcanist
| gains a +2 insight bonus on Knowledge (arcana) skill
checks, and on Concentration checks to cast spells (or use
| spell-like abilities) defensively or while being grappled or
| pinned. This bonus increases to +4 at 6th level and to +6 at
| 10th level.

. Etlarnic Mystery: As a high arcanist advances in level,
Bl he begins to unlock his magical potential in specific ways.

W At 3rd, 5th, 7th, 9th, and 10th level, the high arcanist may

| choose one of the following mysteries:

| Arcane Craftsmanship: Choose one item creation

feat. When the high arcanist crafts magical items using

| the specified feat, all item costs (including XP costs) are

reduced by 25%. The high arcanist may select this mystery
multiple times—it applies to a new item creation feat each
time it is taken. Prerequisite: Two or more item creation
feats.

Bolstering Arcana (Su): A high arcanist learns to
channel stored spell energy into improving his own
defenses. The high arcanist may expend a prepared spell
as a free action to gain a bonus to Armor Class or saving
throws equal to the level of the expended spell. This bonus
lasts for a number of rounds equal to the high arcanist’s
class level and is either a sacred bonus (if the character is
good) or a profane bonus (if evil). A high arcanist who is
neither good nor evil may choose the type of bonus gained
(sacred or profane). Once this choice is made, it cannot be
changed.

Bonus Feat: The high arcanist gains a bonus item
creation or metamagic feat for which he meets the prereq-
uisites.

Divination Mastery: The high arcanist selects a
number of arcane divination spells equal to his Intelli-
gence modifier that he already knows. The character can
spontaneously cast these spells by sacrificing a spell slot of
equal or higher level. Prerequisite: Must not have Scuriga
(Nuitari) as a patron deity.

Enchantment Mastery: The high arcanist selects a
number of arcane enchantment spells equal to his Intel-
ligence modifier that he already knows. The character
can spontaneously cast these spells by sacrificing a spell
slot of equal or higher level. Prerequisite: Must not have
Autenanima (Solinari) as a patron deity.

Etlarnic Dominion (Su): As long as the high arcanist is
within the lawful boundaries of the kingdom of Etlarn, he
gains a +2 insight bonus on Gather Information and Sense
Motive checks. In addition, he may use detect thoughts and
discern lies each once per day as spell-like abilities. Prereq-
uisite: Any lawful alignment.

Fundamental Cantrips (Sp): The high arcanist selects
a number of 0-level arcane spells equal to his Intelligence
modifier that he already knows. These spells now function
as spell-like abilities that are usable a combined number
of times per day equal to 1 + the high arcanist’s Charisma
modifier.

Fundamental Magics (Sp): The high arcanist selects a
number of 1st-level arcane spells equal to his Intelligence
modifier that he already knows. These spells now function
as spell-like abilities that are usable a combined number
of times per day equal to 1 + the high arcanist’s Charisma
modifier. Prerequisite: Fundamental Cantrips.

Greater Lunar Radiance (Su): The high arcanist’s
lunar radiance bonus increases to +3. Prerequisite: Lunar
Radiance.

Illusion Mastery: The high arcanist selects a number
of arcane illusion spells equal to his Intelligence modifier
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that he already knows. The character can spontaneously
cast these spells by sacrificing a spell slot of equal or higher
level. Prerequisite: Any neutral alignment.

Lunar Preparation (Su): The high arcanist needs
only 2 hours of sleep to gain the benefits of 8 hours’ rest
(including non-spell related benefits, like gaining hit
points), so long as the high arcanist sleeps beneath the
night sky. This ability does not function if the character
sleeps indoors, underground, or during the day. Prereg-
uisite: Lunar Radiance.

Lunar Radiance (Su): The high arcanist gains a +1
bonus on attack rolls and saving throws as long as he is
beneath the night sky. The character loses this bonus if he
is indoors, underground, or if it is daytime. This is either a
sacred bonus (if the character is good) or a profane bonus
(if evil). A high arcanist who is neither good nor evil may
choose the type of bonus gained (sacred or profane). Once
this choice is made, it cannot be changed.

Metamagic Study (Su): Choose one school of magic.
When the high arcanist prepares a spell that is modified
by a metamagic feat, the required increase in spell level is
reduced by one (to a minimum increase of one spell level).
This ability may be used once per day for every three class
levels. The high arcanist may select this mystery multiple
times—it applies to a new school of magic each time it is
taken. Prerequisite: Two or more metamagic feats.

Spell Resistance (Su): The high arcanist gains spell
resistance equal to 5 + his class level.

Tidebound (Su): The high arcanist is closely bound to
his moon-god. Whenever the high arcanist’s moon is at
High Sanction, his spells are cast at an additional +1 caster
level and with an additional +1 to any spell save DCs.
Conversely, at Low Sanction the high arcanist’s spells are
cast at an additional —1 penalty to caster level and with an
additional —1 to any spell save DCs.

Ex-High Arcanists

A high arcanist who violates his code of conduct is unable
to gain further high arcanist levels, though the character
may be able to regain the favor of his fellow high arcanists.
To do so, the character must convince a council of peers
that his violation furthered the magocracy and the high
arcanists. The character must also perform a service for
the high arcanists—this service always involves at least one
danger with a Challenge Rating equal to the high arcanist’s
character level.

A high arcanist whose patron deity changes to another
moon-god (such as a character who changes allegiance
from Autenanima (Solinari) to Calorossa (Lunitari) loses
access to his Etlarnic mysteries until he gains 200 XP per
caster level, at which time his mysteries become available
to him (and he gains a new mystery, if the character gained
an appropriate high arcanist class level during this time).

If the character no longer meets the prerequisites for the
Divination Mastery, Enchantment Mastery, or Illusion
Mastery mysteries, he may select another mystery for
which he meets the prerequisites.

If the high arcanist renounces his patron deity and
does not choose another moon-god as a new patron, he
loses the Lunar Attunement and Lunar Devotion feats, his
arcane insight, and all Etlarnic mysteries, and is unable to
gain further high arcanist levels. The magocracy is likely to
send a group to capture, punish, or destroy the offender as

well—this group often includes at least one high arcanist of § '

the offender’s character level.

KniGHT oF THE ARGENT CRESCENT

“May Autenanima protect us from harm and give us the
insight to find those who would despoil the magocracy and
its people.”

Within Etlarn’s divine Brethren of the Stars exists the |
knightly Order of the Argent Crescent. These holy warriors |

claim to receive their divine gifts from Autenanima, despite il

all known theories regarding the moon-gods. Whatever the |
truth of their power, the knights fight for Etlarn with blade
and spell with equal efficiency.

Hit Die: d8

Requirements
To qualify to gain levels as a Knight of the Argent Crescent,
a character must fulfill all of the following criteria.
Alignment: Lawful good.
Base Attack Bonus: +4.
Skills: Diplomacy 2 ranks, Knowledge (arcana) 4
ranks, Knowledge (religion) 8 ranks, Spellcraft 2 ranks.
Feats: Combat Casting, Extra Turning.
Spells: Must be able to cast 2nd-level divine spells
without preparation, or be able to cast 1st-level paladin
spells.

Class Skills
The Knight of the Argent Crescent’s class skills (and
the key ability for each skill) are Concentration (Con),
Diplomacy (Cha), Handle Animal (Cha), Heal (Wis),
Knowledge (all skills, taken individually) (Int), Ride (Dex),
Sense Motive (Wis), Spellcraft (Int), and Use Magic Device |
(Cha).

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the Knight of the
Argent Crescent.

Weapon and Armor Proficiency: Knights of the .
Argent Crescent gain proficiency in all martial weapons, all |§
forms of armor, and shields (except tower shields).
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Spells: At the listed levels, a Knight of the Argent
Crescent gains new divine spells per day (and spells known,
| if applicable) as if he had gained a level in whatever divine

spellcasting class he belonged to before he added the
| prestige class. He does not, however, gain any other benefit

Ml a character of that class would have gained (such as an

| improved chance to turn or rebuke undead).

If the character had more than one divine spellcasting
class before becoming a Knight of the Argent Crescent, he
| must decide which class will gain a spellcasting level for the
i purposes of determining spells per day and spells known.
Aura of Good (Ex): A Knight of the Argent Crescent’s
| Aura of Good (see the detect good spell) is equal to his class
| level plus his mystic or paladin level (if any).
Magic Domain (Ex): A Knight of the Argent Crescent
| gains access to the Magic domain, including domain spells
and the domain’s granted power. If the knight has paladin
levels, he may prepare one bonus Magic domain spell per

| spell level he can cast. If the knight has mystic levels, he

adds Magic domain spells to his list of spells known but
| does not gain any additional spells per day.

The Knight of the Argent Crescent’s class levels
(plus mystic levels, if any) are considered cleric levels for

Wi purposes of determining the effective wizard levels of his

i domain’s granted power.

Lunar Grace (Su): A Knight of the Argent Crescent’s
| resistance to magical effects increases in tune with his
devotion. At 2nd level, the knight gains a +2 sacred bonus

KniGHT ©F THE ARGENT CRESCENT

on saving throws against spells and spell-like abilities. This
bonus increases to +4 at 6th level and to +6 at 10th level.

Remove Curse (Sp): A 3rd-level Knight of the Argent
Crescent may cast remove curse once per week. If the
knight also has the spell-like ability to remove disease (such
as by having paladin levels), he may either cast remove
curse or remove disease. The knight may cast remove curse
twice per week at 7th level.

Sacred Resilience (Su): As a standard action, a
Knight of the Argent Crescent of 4th level or higher may
spend a turn attempt to provide DR 5/magic to all allies
within a 30-foot radius of the knight, including himself.
This protection lasts for a number of rounds equal to the
knight's Charisma modifier.

At 10th level, the knight’s sacred resilience provides
DR 5/- instead of DR 5/magic.

Expanded Arcana (Ex): At 5th and 9th level, a Knight
of the Argent Crescent can add a new sorcerer/wizard spell
to his spell list. The new spell must be at least two levels
lower than the highest-level spell he can cast, and cannot
be higher than the highest-level spell the knight already
knows.

Sacred Revelation (Su): A Knight of the Argent
Crescent of at least 8th level may spend a turn attempt as
a standard action to negate all forms of invisibility within
a 60-foot radius for 1 round per class level. In addition, the
knight becomes aware of the presence, power, and location
of all evil auras within 60 feet as if he had spent 3 rounds
studying each particular aura (see the detect evil spell).

Base

Lo Attack G T e
Bonus

Ist +0 +2 +0 +2
2nd +1 +3 +0 +3
3rd +2 +3 +1 +3
4th +3 +4 +1 +4
5th +3 +4 +1 +4
6th +4 +5 +2 +5
7th +5 +5 +2 +5
8th +6 +6 +2 +6
9th +6 +6 +3 +6
10th +7 +7 +3 +7

Special

Lunar grace +2
Remove curse 1/week
Sacred resilience

Expanded arcana

Remove curse 2/week
Sacred revelation
Expanded arcana

Lunar grace +6

Spells per Day

Aura of good, magic domain -

+1 level of existing divine class
+1 level of existing divine class
+1 level of existing divine class

+1 level of existing divine class

Lunar grace +4 =

+1 level of existing divine class
+1 level of existing divine class
+1 level of existing divine class

+1 level of existing diviine class
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Multiclass Note: A paladin who becomes a Knight
of the Argent Crescent may freely switch between paladin
levels and class levels.

SENTINELS OF THE THRONE
“Let the power of the world be the mortar that holds our
illustrious nation together. Ride forth!”

The one order of the Defenders that did not collapse after
the Starfall was the Brethren of the Flame. The sorcerous
order continued to struggle to protect Etlarn, and the
Sentinels of the Throne guided the Brethren. The elite
spellcasting cavalry slowed the Horde’s advance over the
next forty years, and even after the undoing of the Starfall,
the Sentinels remain the one Brethren not in a period of
reconstruction.

Hit Die: d6

Requirements
To qualify to gain levels as a Sentinel of the Throne, a
character must fulfill all of the following criteria.

Alignment: Any non-evil.

Skills: Concentration 8 ranks, Handle Animal 2 ranks,
Knowledge (arcana) 4 ranks, Ride 4 ranks, Spellcraft 8
ranks.

Feats: Mounted Combat, Skill Focus (Concentration),
and any metamagic feat.

Spells: Must be able to cast 3rd-level arcane spells
without preparation.

SENTINELS OF THE THRONE

Class Skills
The Sentinel of the Throne’s class skills (and the key ability
for each skill) are Balance (Dex), Concentration (Con),
Craft (Int), Handle Animal (Cha), Knowledge (arcana)
(Int), Ride (Dex), Spellcraft (Int), and Use Magic Device
(Cha).

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the Sentinels of the
Throne.
Weapon and Armor Proficiency: Sentinels of the
Throne gain no proficiency with any weapon or armor.
Spells: A Sentinel of the Throne continues to train in
the art of sorcery. Thus, at every level, a sentinel gains new
arcane spells per day and spells known as if she had gained
a level in whatever arcane spellcasting class she belonged to
before she added the prestige class. She does not, however,
gain any other benefit a character of that class would have
gained (such as an increase in a familiar’s abilities).
Improved Mounted Combat (Ex): A sentinel may
use his Mounted Combat feat twice per round, potentially
negating two hits against his mount.
Mounting Caster (Ex): A sentinel gains a +4 bonus on { ¢
Ride checks made to quickly mount or dismount.
Sentinel Feat (Ex): At 2nd and 7th level, a sentinel
gains a bonus feat. This may either be a metamagic feat,
or a feat that lists Mounted Combat as a prerequisite. The

Base ]
EZZ; Attack ;‘::Z S{fz evj; ;.Zlvlé Special Spells per Day
Bonus

Ist +0 +0 +2 +0 Improved mounted combat +1 level of existing arcane class
2nd +1 +0 +3 +0 Sentinel feat +1 level of existing arcane class
3rd +1 +1 +3 +1 Steady mind +2 +1 level of existing arcane class
4th +2 +1 +4 +1 Comfortable shot +1 +1 level of existing arcane class
5th +2 +1 +4 +1 Arcane rider, blessed mount +1 level of existing divine class
6th +3 +2 +5 +2 Steady mind +4 +1 level of existing arcane class
7th +3 +2 +5 +2 Sentinel feat +1 level of existing arcane class
8th +4 +2 +6 +2 Comfortable shot +2 +1 level of existing arcane class
9th +4 +3 +6 +3 Steady mind +6 +1 level of existing arcane class
10th +5 +3 +7 +3 Favored mount, improved arcane +1 level of existing divine class

rider
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| sentinel must meet any prerequisites required to gain the
feat selected.

Steady Mind (Ex): At 3rd level, a sentinel gains a
+2 bonus on Concentration checks made to cast a spell

increases to +4 at 6th level, and to +6 at 9th level.
Comfortable Shot (Ex): At 4th level, a sentinel is

| comfortable enough casting spells from the back of a

mount that he gains a +1 bonus to hit with spells that

require ranged attack rolls. This bonus increases to +2 at

| 8th level.

: Arcane Rider (Ex): At 5th level, a sentinel no longer

needs to roll Concentration checks to cast a spell while

#l on the back of a moving land mount (typically DC 10

+ spell level). This benefit is negated if circumstances

| require additional Concentration checks or a higher chec

moving mount while entangled).

| bestow a special blessing upon a single mount, making

| it immune to fear and granting it a +2 sacred bonus on
Bl attack rolls, saving throws, Armor Class, and skill checks.
The sentinel may remove this blessing at any time (as if

| dismissing a spell) but only one mount may be blessed at
| time.

| by the sentinel’s blessed mount ability increases to +4. In
| its Hit Dice, and also gains a number of temporary hit

hit points cannot be regained once lost.
Improved Arcane Rider (Ex): Also at 10th level, a
| sentinel no longer needs to roll Concentration checks to
| cast a spell while on the back of a galloping land mount
#l (typically DC 15 + spell level). This benefit is negated if

I a spell from a galloping mount during an earthquake).

N GRrRiFFONn KniGHT

| from the back of a moving or galloping mount. This bonus

k

result (for example, if the sentinel must cast a spell from a

Blessed Mount (Su): Also at 5th level, a sentinel may

a

Favored Mount (Su): At 10th level, the bonus granted
addition, the mount gains spell resistance equal to 10 plus

points equal to the sentinel’s caster level. These temporary

circumstances require additional Concentration checks or
i a higher check result (for example, if the sentinel must cast

Gryphon Knight

“Even the smallest victory may turn the tide of war.”

The Gryphon Knights of the Republic of Gildanesti are a
semi-secret group dedicated to doing what’s best for the
people of the Republic, even if they must work against the
government to do so.

Hit Die: d8

Requirements
To qualify to gain levels as a Gryphon Knight, a character
must fulfill all of the following criteria.

Alignment: Neutral good or chaotic good.

Base Attack Bonus: +3.

Skills: Gather Information 8 ranks, Listen 5 ranks,
Sense Motive 5 ranks, and Survival 5 ranks.

Class Skills
The Gryphon Knight’s class skills (and the key ability
for each skill) are Balance (Dex), Bluff (Cha), Concen-
tration (Con), Craft (Int), Diplomacy (Cha), Escape Artist
(Dex), Gather Information (Cha), Hide (Dex), Jump (Str),
Knowledge (all skills, taken individually) (Int), Listen (Wis),
Peform (Cha), Speak Language (n/a), Spellcraft (Int),
Tumble (Dex), and Use Magic Device (Cha).

Skill Points at Each Level: 4 + Int modifier

Class Features
All of the following are class features of the Gryphon
Knight.

Weapon and Armor Proficiency: Gryphon Knights
who are not proficient in martial weapons gain proficiency
in a single martial weapon of their choice. They gain
proficiency in light armor and shields (except tower
shields).

Gryphon Resources (Ex): Gryphon Knights can
acquire resources equal to their Gryphon Knight level x
500 gp from contacts and sympathizers when operating
outside of the Republic. This can be in hard coin or

Base
Class Fort Ref
Attack
Level Save Save
Bonus
Ist +1 +0 +2
2nd +2 +0 +3
3rd +3 +1 +3
4th +4 +1 +4
5th +5 +1 +4

Will
Save

+2

+3

+3

+4

+4

Special

Gryphon resources, skirmish tactics
Gryphon’s might, rebel’s luck 1/day
Improved skirmish tactics

General specialty

Rebel’s luck 2/day
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in magical items such as potions or scrolls or even
information. It takes approximately one week to gather
these resources, during which time the Gryphon Knight
must remain near an established settlement, such as a
small village or large city. Once the Gryphon Knight has
acquired these resources, he may not call for additional
resources until three months have passed. (He may seek
additional resources, but must resort to more mundane
means to do so.)

Skirmish Tactics (Ex): Gryphon Knights are skilled in
small-scale combat. A Gryphon Knight may perform the
aid another action as a move action instead of a standard
action.

Gryphon’s Might (Ex): A 2nd-level Gryphon Knight
may perform a feat of great strength once per day. As a free
action, the Gryphon Knight gains a +4 morale bonus to his
Strength score for 1d4 rounds.

Rebel’s Luck (Ex): Gryphon Knights are trained to
take full advantage of any opportunity that comes their
way. Once per day, a Gryphon Knight may reroll any
saving throw or skill check. This reroll must be made
before determining if the saving throw or skill check was
successful. At 5th level, the Gryphon Knight may use this
ability twice per day.

Improved Skirmish Tactics (Ex): At 3rd level, the
Gryphon Knight’s knowledge of small-scale combat
improves. The Gryphon Knight gains a +4 bonus to attack
rolls when flanking an opponent (instead of the usual +2
bonus). In addition, when the Gryphon Knight uses the
aid another ability he provides a +4 bonus instead of a +2
bonus.

General Specialty (Ex): At 4th level, a Gryphon
Knight's knowledge of other persons and professions
compliments his own skills. He may select one of the
following abilities:

Mother Would Not Approve: The Gryphon Knight
gains a +2 bonus on Disable Device, Forgery, and Open
Lock checks.

Silver Tongue, Golden Palm: The Gryphon Knight
gains a +2 bonus on Bluff, Diplomacy, and Gather
Information checks.

Touch of Magic: If the Gryphon Knight is able to cast
arcane or divine spells upon choosing this ability, his caster
level increases by four (up to a maximum of the character’s
Hit Dice). This does not affect the Gryphon Knight’s spells
known or spells per day.

Weapon Prowess: The Gryphon Knight gains a bonus
feat, which must be drawn from the list of fighter bonus
feats. In addition, the Gryphon Knight’s class levels are
considered “fighter levels” for purposes of determining
whether he meets the requirements for a specific feat (such
as Weapon Specialization).

Icari
“The wrath of the heavens is the source of peace and life in
the skies.”

The Icari are the elite knights of Avanost and the Avanesti
people. Lacking the heavy armor and mounts of the
traditional knights around the world, the Icari have
developed tactics that emulate the striking eagles and
falcons that they revere.

Hit Die: d10

Requirements
To qualify to gain levels as an Icari, a character must fulfill
all of the following criteria.
Base Attack Bonus: +5.
Skills: Diplomacy 2 ranks, Jump 8 ranks, Knowledge
(nobility and royalty) 2 ranks.
Feats: Dodge, Flyby Attack, Mobility, Power Attack.
Special: Must have a natural fly speed.

Class Skills
The Icari’s class skills (and the key ability for each skill) are
Climb (Str), Craft (Int), Diplomacy (Cha), Escape Artist
(Dex), Handle Animal (Cha), Intimidate (Cha), Jump (Str),
Knowledge (nobility and royalty) (Int), Spot (Wis), and
Swim (Str).

Skill Points at Each Level: 4 + Int modifier.

Class Features
All of the following are class features of the Icari.

Weapon and Armor Proficiency: Icari gain
proficiency in all martial weapons, light armor, and shields
(except tower shields).

Falcon’s Cry (Ex): Icari gain the listed bonus to
damage when using the Power Attack feat, regardless of
the type of weapon being used.

Winged Warrior (Ex): Icari treat their wings as
natural weapons when not in flight. An Icari can make a
single wing buffet attack instead of a normal melee attack.
The Icari’s wing attacks deal 1d4 points of bludgeoning
damage (plus Strength modifier) and have a 10-foot reach.

Winged Evasion (Ex): At 2nd level, a flying Icari can
use his agility and tactics to avoid certain forms of attack.
If a flying Icari makes a successful Reflex save against an
attack that allows a Reflex save for half damage, he instead
takes no damage. An Icari must be flying to use this ability.

Eagle’s Dive (Ex): An Icari of 3rd level or higher
may make a charge attack against a single opponent
with devastating results. If the Icari is wielding a lance,
longspear, spear, or raptor claw during a charge attack, he
deals double damage on a successful hit.

If the Icari critically hits his opponent with a lance,
longspear, or spear, he deals quadruple damage instead of
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| triple damage. If the Icari critically hits with a raptor claw,
he deals max damage instead of double damage.
Flurry of Blows (Ex): At 4th level, an unarmored or
lightly armored Icari may strike with a flurry of blows at
| the expense of accuracy, using his wings or melee weapons.
| When doing so, he may make one extra attack in a round
| at his highest base attack bonus, but this attack takes a -2
| penalty, as does each other attack made that round. This
penalty applies for 1 round, so it also affects attacks of
opportunity the Icari might make before his next action.
If the Icari has monk levels, his Icari class level -3
stacks with his monk levels when determining the penalty
and number of attacks granted by his flurry of blows.
Swooping Dive (Ex): A 5th-level Icari can swoop
upon a foe to deliver a deadly attack before rising out of
| range. At this level, an Icari who makes a successful eagle’s
dive can finish moving after the charge, so long as he has
i movement remaining. This additional movement does
| not provoke an attack of opportunity from the charged
| opponent, just as though the Icari were using the Spring
| Attack feat.

W [ce Legionnaire

| Throughout the Kedaltol mountain ranges, the Ice Legion’s

| firm hand protects the dwarven citizens from threats
abroad and within their nation’s borders.

The Ice Legion is well respected by its citizens. It acts
as an elite peacekeeping force within the walls of cities
| and towns, but specializes in protecting the borders of
the nation and those regions between settlements. The
mountainous terrain gives Kedaltol a strong defense

Pl against enemies to the north in the Broken Lands, but the

I Ice Legion refuses to let the land do all of the work for
| them. Although Kedaltol has alliances and heavy trade with

[ e Midlands, the Ice Legion has insured that trouble from

the south remains to the south as well.

EAGLE RiDER
“Under ground or above the sky. This is our home, and it is
protected!”

The Eagle Riders are an elite unit of the Ice Legion. They
are trained in aerial combat astride the backs of giant
eagles. They often act as scouts for the Ice Legion or travel
to remote reaches of the dwarven kingdom of Kedaltol.

Eagle Riders are fighters, paladins, rangers, barbarians,
mystics, or clerics. There have been a few bards, rogues,
monks, wizards, and sorcerers recorded in the ranks of
the Riders but they are rare. NPC Eagle Riders are usually
soldiers in dwarven military units. Occasionally a lone
Eagle Rider is encountered on a mission, although the
Rider will keep to himself.

Hit Die: d12

Requirements
To qualify to gain levels as an Eagle Rider, a character must
fulfill all of the following criteria.

Race: Dwarf.

Alignment: Any lawful.

Base Attack Bonus: +4.

Skills: Balance 4 ranks, Handle Animal 8 ranks, Ride 8
ranks, Spot 4 ranks.

Feats: Endurance, Lightning Reflexes.

Class Skills
The Eagle Rider’s class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Diplomacy (Cha), Handle
Animal (Cha), Heal (Wis), Intimidate (Cha), Jump (Str),
Knowledge (geography) (Int), Knowledge (nature) (Int),
Listen (Wis), Ride (Dex), Search (Int), Sense Motive (Wis),
Spot (Wis), Survival (Wis), and Use Rope (Dex).

Skill Points at Each Level: 4 + Int modifier.

Class Features
All of the following are class features of the Eagle Rider.

N | CARI
Base X
Class Fort Ref Will
Attack
Level Save Save Save
Bonus
Ist +1 +0 +2 +0
2nd +2 +0 +3 +0
3rd +3 +1 +3 +1
4th +4 +1 +4 +1
5th +5 +1 +4 +1

Special

Falcon’s cry +1, winged warrior
Winged evasion

Falcon’s cry +3, eagle’s dive
Flurry of blows

Falcon’s cry +5, swooping dive
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Weapon and Armor Proficiency: Eagle Riders gain
no proficiency with any weapon or armor.

Eagle Eyes (Ex): At 1st level, a rider gains the ability
to see more clearly in the distance. The rider can also
distinguish color and detail under low light conditions. The
rider gains a +4 bonus on Spot checks.

Aerial Combat (Ex): At 2nd level, a Rider gains the
ability to fight confidently from the back of the eagle.

The Rider gains a +2 bonus on all attack rolls made while
mounted on a giant eagle.

Quick Flyer (Ex): At 3rd level, an Eagle Rider and
his mount have bonded, able to travel together at higher
speeds. Any giant eagle chosen as an Eagle Rider’s mount
gains a 20 ft. bonus to its flying speed. An Eagle Rider may
only have one giant eagle mount at a time.

Saving Grace (Ex): At 4th level, an Eagle Rider may
attempt to shield its rider from harm when it is forced
to land due to injury, excessive weight, or wind speed. If
the giant eagle has an open area in which to land, it may
attempt a DC 10 Dexterity check to land without harm to
itself or its rider. If there is no open area, the giant eagle
may attempt a DC 15 Dexterity check to shield its rider
from damage in a crash landing, resulting in both rider and
mount taking half damage from the fall. (The Eagle Rider
may make a Tumble check to reduce falling damage by 10
feet as normal, but it must tumble off the giant eagle to do
s0.)

At 7th level, the giant eagle automatically lands
without harm in an open area, and gains a +5 bonus on the
Dexterity check required to land in other terrain.

Eagle Dodge: At 5th level, the Eagle Rider gains the
Dodge feat even if he does not meet the prerequisites. In
addition, the eagle gains the benefits of the Dodge feat as
long as the rider is mounted astride the giant eagle.

Eagle Sense (Su): At 6th level, an Eagle Rider gains the §
ability to communicate telepathically with the mount. |

Improved Aerial Combat (Ex): At 8th level, an Eagle
Rider gains a +4 bonus on attack rolls and a +2 bonus on
damage rolls while mounted on a giant eagle. This replaces
the bonus granted by aerial combat and does not stack with
the “higher ground” attack bonus.

Eagle Mobility: At 9th level, the Eagle Rider gains the
Mobility feat even if he does not meet the prerequisites. In
addition, the eagle gains the benefits of the Mobility feat as
long as the rider is mounted astride the giant eagle.

Leap of Faith (Ex): An Eagle Rider of 10th level can
perform a leap of faith in which the rider may leap off the
giant eagle, or any high surface (such as a tower or cliff),
into a freefall. If the giant eagle is within 400 feet (or the
giant’s flight speed x4, whichever is greater) and is not
helpless or stunned, it will instantly fly to the rider’s aid,
catching him at any specific point during the fall. The
Eagle Rider must make a successful DC 25 Jump check to
perform the leap, which accounts for both the initial leap of }
faith and the eagle’s ability to catch the rider. If the check
is failed, the Eagle Rider may attempt another check every

EAGLE RiDER
Class Base Fort Ref Will ,
Level Attack Save Save Save Special
Bonus

Ist +0 +0 +2 +0 Eagle eyes
2nd +1 +0 +3 +0 Aerial combat
3rd +2 +1 +3 +1 Quick flyer
4th +3 +1 +4 +1 Saving grace
5th +3 +1 +4 +1 Eagle dodge
6th +4 +2 +5 +2 Eagle sense
7th +5 +2 +5 +2 -
8th +6 +2 +6 +2 Improved aerial combat
9th +6 +3 +6 +3 Eagle mobility
10th +7 +3 +7 +3 Leap of faith
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| round until he either re-mounts the giant eagle or hits the
ground.

| SnowcaP LEGionaRry
| “Quit your whinin’, new-blood! If you can feel yourself
k shakin’, then you ain’t cold enough yet!”

| Kedaltol’s overland passes are guarded by the Ice Legion’s
elite Snowcap contingent. These robust defenders spend
most of their lives in mountainous regions and are known
| for their ability to outlast the staunchest foes.

Hit Die: d8

B Requirements

To qualify to gain levels as a Snowcap Legionary, a

| character must fulfill all of the following criteria.

Base Attack Bonus: +4.

_ Skills: Balance 4 ranks, Climb 8 ranks, Jump 4 ranks,
| Survival 4 ranks.

" Feats: Endurance, Power Attack.

Special: Must speak Dwarven.

l Class Skills
‘I The Snowcap Legionary’s class skills (and the key ability for

| cach skill) are Balance (Dex), Climb (Str), Craft (Int), Hide

(Dex), Jump (Str), Knowledge (nature) (Int), Listen (Wis),

) | Move Silently (Dex), Ride (Dex), Search (Int), Spot (Wis),

and Survival (Wis).
Skill Points at Each Level: 4 + Int modifier.

Class Features

All of the following are class features of the Snowcap

| Legionary.

Weapon and Armor Proficiency: Snowcap

| Legionaries gain proficiency in all martial weapons, light

M 2rmor, and shields (except tower shields).

Alpine Endurance (Ex): A Snowcap Legionary is
| immune to altitude fatigue and altitude sickness (see

B SNOWCAP LEGIONARY

Chapter 3 of the Dungeon Master’s Guide). He also gains
cold resistance 5.

Flesh of Stone (Ex): A Snowcap Legionary’s body is
toughened by constant exposure to the elements. At 2nd
level the legionary gains a +1 bonus to Fortitude saves
and a +1 natural armor bonus to his Armor Class. These
bonuses increase to +2 at 4th level.

Mountaineer (Ex): At 3rd level, a Snowcap Legionary
gains a +4 competence bonus to all Balance and Climb
checks. If the Snowcap Legionary has a climb speed, he
instead gains a +10-foot bonus to his climb speed.

In addition, the legionary may move up steep slopes
and through dense rubble at his normal speed.

Arctic Endurance (Ex): At 5th-level, a Snowcap
Legionary’s cold resistance increases from 5 to 10. He is
now immune to fatigue, and anything that normally causes
him to become exhausted instead makes him fatigued.

Will of Stone (Ex): A Snowcap Legionary is said to be
as unyielding as the mountain he protects. Once per day at
5th level, a legionary may reroll one Will save that he has
just attempted. He must take the result of the reroll, even if
it is worse than the original roll.

Midland Guardsman
“Loyalty to Land and Lord.”

The Midland Guardsman prestige class represents the
Guard’s most skilled bodyguards and personal defenders.
While the Guard employs a variety of troops, these
individuals prove their worth to the Midland Nations and
to the Great Sovereign Lord time and time again.

Hit Die: d10

Requirements
To qualify to gain levels as a Midland Guardsman, a
character must fulfill all of the following criteria.

Races: Coin dwarf or Midlander human (Some other
Midlander races accepted prior to 421 AD).

Base ,
Class Fort Ref Will ,
Attack Special
Level Save Save Save
Bonus
Ist +1 +2 +0 +0 Alpine endurance
2nd +2 +3 +0 +0 Flesh of stone +1
3rd +3 +3 +1 +1 Mountaineer
4th +4 +4 +1 +1 Flesh of stone +2
5th +5 +4 +1 +1 Arctic endurance, will of stone
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Alignment: Any lawful.

Base Attack Bonus: +5.

Skills: Sense Motive 4 ranks, Spot 4 ranks.

Feats: Alertness, Armor Proficiency (medium),
Combat Reflexes, Honor-bound.

Class Skills
The Midland Guardsman’s class skills (and the key ability
for each skill) are Craft (Int), Diplomacy (Cha), Intimidate
(Cha), Knowledge (local) (Int), Knowledge (nobility and
royalty) (Int), Listen (Wis), Search (Int), Sense Motive
(Wis), and Spot (Wis).

Skill Points at Each Level: 2 + Int modifier

Class Features
All of the following are class features of the Midland
Guardsman.

Weapon and Armor Proficiency: Midland
Guardsmen gain proficiency in all simple and martial
weapons, heavy armor, and shields (including tower
shields).

Able Defender: Whenever a Guardsman is using
Combat Expertise or performing the fighting defensively
or total defense actions, she may give the AC bonus to an
adjacent ally while retaining the bonus for herself.

Favor: Members of the Midguard are able to call
upon the considerable resources of the Guard and the
Midlands as a whole. This ability functions like the noble
class ability (see the Dragonlance Campaign Setting). If this
ability is already possessed from another class, the Midland
Guardsman class level may be added to the levels of the
class(es) that grant the favor ability to determine the favor
check and the number of uses per week.

Uncanny Dodge (Ex): At 2nd level, a Midland
Guardsman can react to danger before her senses would
normally allow her to do so. This ability functions like the
rogue ability of the same name. If uncanny dodge is already
possessed from a different source (such as barbarian or

MipLanp GUARDSMAR

rogue levels), improved uncanny dodge (see below) is
gained instead.

Dragonmetal Sanction (Ex): At 3rd level, a
Guardsman receives a dragonmetal melee weapon, suit of
armor, or shield of her choice (as long as the item can be

made from dragonmetal). The dragonmetal item is attuned

to her and grants her a +2 bonus on Charisma-based skill
checks to people of the Midlands when displayed proudly.
If the item is traded or given to someone who is not of the
Midland Guard, she must buy another dragonmetal item to
regain the bonus to Charisma-based skill checks.

Ever Honorable (Ex): Also at 3rd level, a Midland
Guardsman is always considered to be upholding
a promise, oath, or sworn duty for purposes of the
Honor-bound feat. However, if she willingly breaks a
promise or oath, she loses the benefits of the Honor-bound |
feat and takes an additional —2 penalty on saving throws
until she atones for her actions (see the atonement spell for
more information).

Keep a Wary Eye (Ex): At 4th level, a Guardsman is
constantly alert and looking for danger. She may actively

make Listen, Sense Motive, and Spot checks as free actions |

once per round. In addition, she may take 10 on these skills
even if distractions or stress would normally prevent her
from doing so.

Improved Uncanny Dodge (Ex): At 5th level, a
Midland Guardsman can react to opponents on either side
of her as easily as she reacts to a single attacker. This ability
functions like the rogue ability of the same name. If the
Guardsman already possesses improved uncanny dodge,
the Midland Guardsman class level may be added to the
levels of the class(es) that grant improved uncanny dodge
to determine the minimum rogue level required to flank
her.

In the Line of Fire (Ex): Also at 5th level, if an
adjacent ally suffers an attack or must make a Reflex save, a
Midland Guardsman may immediately switch places with
the ally to receive the attack in his place. The Guardsman

Base X
Class Fort Ref Will
Attack
Level Save Save Save
Bonus
Ist +1 +2 +0 +0
2nd +2 +3 +0 +0
3rd +3 +3 +1 +1
4th +4 +4 +1 +1
5th +5 +4 +1 +1

Special

Able defender, favor +1

Uncanny dodge

Dragonmetal sanction, ever honorable
Keep a wary eye, favor +2

Improved uncanny dodge, in the line of fire
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| | must declare this before the attack roll or Reflex save is

made, but she may do so even if it is not her turn. If, after

| switching places the ally is still within the area of the spell
or effect that prompted the Reflex save, he must make a

| saving throw as normal. The Midland Guardsman may

il use this ability a number of times per day equal to 3 + the

l Guardsman’s Wisdom modifier.

, Ex-Midland Guardsman
| A Guardsman who leaves the organization either by

IBl| resigning or being fired may no longer advance in rank

| within the Guard or advance in levels within the prestige
| class.

Spellsinger
| “Music soothes the savage beast? Any accomplished
musician may accomplish this, but only a spellsinger may
send entire armies to sleep by the power of her voice alone.”

| Bards are often considered to be master performers who
| happen to dabble in the magical arts. Spellsingers, on the

Bl other hand, seek to advance the art of sonomancy (“sound

il magic”) and bardic magic to new heights, pushing the
WY creative limits of music in all its forms.
[ Bards have the easiest time becoming spellsingers,

@ though there are a number of master/sorcerers and rogue/

| sorcerers among their ranks. Most other classes lack the
drive and talent to pursue the arts of musical magic.
Hit Die: d6

Requirements
To qualify to gain levels as a spellsinger, a character must
fulfill all of the following criteria.

Skills: Knowledge (arcana) 8 ranks, Perform (sing) 8
ranks.

Feats: Skill Focus (Listen).

Spells: Must be able to cast 2nd-level arcane spells
without preparation.

Class Skills
The spellsinger’s class skills (and the key ability for each
skill) are Appraise (Int), Bluff (Cha), Concentration (Con),
Craft (Int), Diplomacy (Cha), Knowledge (arcana) (Int),
Knowledge (history) (Int), Knowledge (nobility and royalty)
(Int), Listen (Wis), Move Silently (Dex), Perform (Cha),
Sense Motive (Wis), Speak Language (n/a), Spellcraft (Int),
Tumble (Dex), and Use Magic Device (Cha).

Skill Points at Each Level: 6 + Int modifier

Class Features
All of the following are class features of the spellsinger.
Weapon and Armor Proficiency: Spellsingers gain no
proficiency with any weapon or armor.
Spells: At every level, a spellsinger gains new arcane
spells per day and spells known as if she had gained a
level in whatever arcane spellcasting class she belonged to
before she added the prestige class. She does not, however,
gain any other benefit a character of that class would have
gained (such as an increase in a familiar’s abilities).
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| SPELLSINGER

Class Base Fort Re Will .

Level git:;f Save Sm{; Save Special Spells per Day
Ist +0 +0 +0 +2 Spellsinger music, suggestion =
2nd +1 +0 +0 +3 Discerning ear, song of slumber +1 level of existing arcane class
3rd +1 +1 +1 +3 Sonomancy +1 +1 level of existing arcane class
4th +2 +1 +1 +4 Lesser spellsong +1 level of existing arcane class
5th +2 +1 +1 +4 Concussive shout +1 level of existing arcane class
6th +3 +2 +2 +5 Spellsong +1 level of existing arcane class
7th +3 +2 +2 +5 Song of freedom +1 level of existing arcane class
8th +4 +2 +2 +6 Sonomancy +2 +1 level of existing arcane class
9th +4 +3 +3 +6 - +1 level of existing arcane class
10th +5 +3 +3 +7 Greater spellsong -



If the character had more than one arcane spellcasting
class before becoming a spellsinger, she must decide
which class will gain a spellcasting level for the purposes of
determining spells per day and spells known.

Spellsinger Music: A spellsinger can use music or
poetics to create magical effects on those around her.
Spellsinger music follows the same rules as bardic music,
and each use of spellsinger music costs one daily use of
bardic music to activate (see Chapter 2 of the Player’s
Handbook). Spellsinger levels stack with bard levels for the
purpose of determining the spellsinger’s daily uses of any
bardic music abilities and the bonus granted by the inspire
courage ability (if the spellsinger has that ability).

Suggestion (Sp): A spellsinger with at least 9 ranks in a
Perform skill can use music or poetics to place suggestions
in the minds of others. This ability otherwise functions
like the bard’s suggestion spell-like ability described in the
Player’s Handbook.

Song of Slumber (Sp): A spellsinger of 2nd level or
higher with at least 10 ranks in a Perform skill can use her
voice to place creatures in a slumber, as though she had
cast the sleep spell. Unlike the normal sleep spell, a song of
slumber affects a maximum number of Hit Dice equal to
the spellsinger’s ranks in the Perform skill used.

Concussive Shout (Su): A spellsinger of 5th level or
higher with at least 13 ranks in a Perform skill can use her
voice to create a sonic wave in a 50-foot cone. While this
attack does not deal any physical damage, it may disorient
those caught within its area of effect for a number of
rounds equal to the spellsinger’s class level. A successful
Fortitude save (DC 10 + spellsinger level + spellsinger’s
Charisma modifier) negates the effect.

The effects of a spellsinger’s concussive shout vary
with the number of ranks she has in the Perform skill
used to create the shout. A spellsinger with 13 ranks in
the appropriate Perform skill dazes those who fail their
Fortitude save. If the spellsinger has 16 ranks in the
appropriate Perform skill she may attempt to stun those
who fail their save instead of merely dazing them. Finally, if
the spellsinger has 18 ranks in the appropriate Perform skill
she may choose to incapacitate those who fail their save
instead of merely dazing or stunning them. The spellsinger
must declare her intention to stun or incapacitate before
using this ability. A concussive shout is a sonic ability.

Song of Freedom (Sp): A spellsinger of 7th level or
higher with at least 15 ranks in a Perform skill can use
her voice to place suggestions in the minds of others.

This ability functions like the bard’s song of freedom
spell-like ability (see the bard class features in the Player’s
Handbook).

Discerning Ear (Ex): A spellsinger can detect subtle
nuances in pitch and tone. Beginning at 2nd level, a
spellsinger adds one-half her class level as a competence

bonus on Bluff and Listen checks, on Disable Device and
Open Lock checks when the device or lock has an audio
component, and on Sense Motive checks when the subject |
is speaking.

Sonomancy (Ex): Beginning at 3rd level, a spellsinger
adds the listed bonus to his spell DC’s when casting any
spell with a sonic descriptor.

Lesser Spellsong (Su): Beginning at 4th level, the
spellsinger may cast all mind-affecting and sonic spells as
though she possessed the Eschew Materials and Eschew
Focus feats.

Spellsong (Su): Beginning at 6th level, all mind-
affecting and sonic spells cast by the spellsinger are
extended as though the Extend Spell feat had been used,
but without increasing the spell level of the spell.

Greater Spellsong (Su): At 10th level, all mind-
affecting and sonic spells cast by the spellsinger are
maximized as if the Maximize Spell feat had been used, but |
without increasing the spell level of the spell.

New Feats

The following feats supplement those found in the Player’s
Handbook and the Dragonlance Campaign Setting.

Armor Distribution
You are less encumbered by wearing armor.
Prerequisites: Armor Proficiency.
Benefit: Choose a type of armor with which you are
proficient (breastplate, full plate, etc). When wearing your
chosen armor type, your armor check penalty is reduced

by one point (minimum 0), and your chance of arcane spell &

failure is reduced by 5%. For example, if you choose chain
shirt, you have a -1 armor check penalty and a 15% chance
of arcane spell failure (instead of -2 and 20%, respectively)
when wearing a mundane chain shirt.

You can gain this feat multiple times. Each time you
take the feat, it applies to a different type of armor with
which you are proficient.

Eschew Focus
You can cast spells without relying on focus components.

Prerequisites: Eschew Materials.

Benefit: You can cast any spell that has a focus
(including a divine focus) costing 25 gp or less without
needing that focus. If the spell requires a focus that costs
more than 25 gp, or if the spell otherwise requires the focus |
as part of its description, you must have the focus at hand
to cast the spell, just as normal.

In addition, you may use the Eschew Materials feat to
cast any spell that has a material component costing 25 gp
or less.
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W Cxpand Spell [Metamagic]

You can affect more targets with your spells.
' Benefit: This feat affects spells that target one or more
other creatures. An expanded spell affects twice as many
| targets as normal, but does not create additional spell
 effects. For example, you cannot expand a magic missile
spell, since the spell does not create additional magic

‘M missiles.

An expanded spell uses up a spell slot two levels higher
than the spell’s level.

| Fast Flier
| You can fly faster than others of your race, but with less
i skill.
| Prerequisites: Fly speed.
Benefit: Your fly speed increases by 20 feet, but your
maneuverability (see Movement Modes in Chapter 7 of the
| Monster Manual) decreases by one category. For example,
b an Avanesti’s fly speed increases to 50 feet, but his maneu-

| verability drops to poor.

Greater Armor Distribution
You wear armor as though it were a second skin.
Prerequisites: Armor Distribution, Armor
Proficiency.
Benefit: Choose a type of armor to which you have
| already applied the Armor Distribution feat. When wearing
| your chosen armor type, your armor check penalty is
reduced by another point (-2 total, minimum 0), and you

oW gain a +1 dodge bonus to Armor Class.

You can gain this feat multiple times. Each time you
| take the feat, it applies to a different type of armor with
which you are proficient.

Greater Lunar Devotion
Your resistance to spells from your deity’s favored schools
| is greater than normal.
. Prerequisites: Wizard level 10th, Knowledge (arcana)
6 ranks, Knowledge (religion) 1 rank, Spellcraft 6 ranks,
| Lunar Attunement, Lunar Devotion.
Benefit: If your patron deity is Solinari, you gain a
+3 sacred bonus on saving throws against abjuration and
divination spells (whether arcane or divine in nature).
' If your patron deity is Lunitari, you gain a +2 luck
| bonus on saving throws against illusion and transmutation
| spells (whether arcane or divine in nature). This is a sacred

M bonus (if you are good) or a profane bonus (if you are evil).

| If you are neither good nor evil, you must choose the type
of bonus granted (sacred or profane). Once this choice is
| made, it cannot be changed.

If your patron deity is Nuitari, you gain a +2 profane
bonus on saving throws against enchantment and
necromancy spells (whether arcane or divine in nature).

Special: A wizard may select Greater Lunar Devotion
as one of his wizard bonus feats.

Improved Mistsight
Your eyes pierce misty and vaporous conditions even
better than those of other Neskudar.

Prerequisites: Mist dwarf.

Benefit: Your mistsight is effective up to 30 feet.
Creatures 35 feet away have concealment (20% miss
chance), and creatures farther away have total concealment
(50% miss chance, and you cannot use sight to locate the
target).

Normal: A Neskudar’s mistsight is normally effective
to 10 feet, with creatures having concealment at 15 feet and
total concealment at 20 feet.

Lunar Attunement
Your dedication to the moon-gods inspires your under-
standing of magic.

Prerequisites: Wizard level 1st.

Benefit: When you take this feat, your patron deity
becomes the collective moon-gods (Solinari, Lunitari, and
Nuitari). You gain a +2 bonus on all Concentration and
Spellcraft checks.

Special: A wizard may select Lunar Attunement as
one of his wizard bonus feats. Alternately, he may replace
the summon familiar class feature with Lunar Attunement
as a bonus feat. If this option is chosen, the wizard also
gains Lunar Devotion as a bonus feat as soon as he meets
the prerequisites.

If your patron deity ever changes to a god other than
Solinari, Lunitari, or Nuitari, you lose all benefits of this
feat, as well as other feats for which Lunar Attunement is a
prerequisite.

Lunar Devotion
Your devotion to a specific moon-god both focuses and
limits your arcane power.

Prerequisites: Wizard level 5th, Knowledge (arcana)

6 ranks, Knowledge (religion) 1 rank, Spellcraft 6 ranks,
Lunar Attunement.

Benefit: When you take this feat, your patron deity
becomes a specific moon-god—Solinari (if you are good),
Lunitari (if you are neither good nor evil), or Nuitari (if you
are evil). You gain the benefits of Moon Magic as described
on page 74 of the Dragonlance Campaign Setting.

Special: A wizard may select Lunar Devotion as one
of his wizard bonus feats. A wizard who replaced the
summon familiar class feature with the Lunar Attunement
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feat gains Lunar Devotion as a bonus feat, as soon as he
meets the prerequisites.

If your patron deity changes to another moon-god, the
new moon-god’s cycles are used to determine your Moon
Magic benefits. If your patron deity changes to a god other
than Solinari, Lunitari, or Nuitari, you lose all benefits of
this feat.

Lunar Rebuke
You can affect creatures that have been created or
summoned by magic, much as a cleric affects the undead.

Prerequisites: Wizard level 1st, Spellcraft 4 ranks,
Lunar Attunement.

Benefit: You can turn or dismiss summoned creatures
much as a good cleric turns undead. This ability affects
creatures brought into existence by a spell or spell-like
ability with the summoning subschool, such as summon
monster spells or a demon’s spell-like ability to summon
others of its kind. Summoned creatures that would be
destroyed simply disappear, as if their hit points had been
reduced to 0 or lower. You may use this ability a number of
times per day equal to 3 + your Charisma modifier.

This ability does not affect creatures that have been
called instead of summoned.

Special: A wizard may select Lunar Rebuke as one of
his wizard bonus feats. If your patron deity changes to a
god other than Solinari, Lunitari, or Nuitari, you lose all
benefits of this feat.

Smarter than Wise
You can reason your way out of mental effects that would
overwhelm your willpower.

Prerequisites: Talker gnome (Mentoi).

Benefit: You add your Intelligence modifier (instead of
your Wisdom modifier) to Will saving throws.

Sonar Senses
You can sense underwater activity at a greater distance
than your cousins.

Prerequisites: Coral elf, Wis 15+.

Benefit: Your blindsense is effective up to 60 feet. This
ability only works when you are underwater. You also gain
a +2 bonus on Listen checks.

Normal: A Corinesti’s blindsense is normally effective
underwater to 30 feet.

Sworn Foe
You swear to defeat all members of a particular species.
Prerequisites: Non-good.
Benefit: Choose a non-unique creature (kunda, red
dragon, umber hulk, etc.—you cannot choose individuals
such as Montegron or Traxus). You gain a +2 bonus on

Listen, Sense Motive, Spot, and Survival checks against the
creatures, as well as a +2 bonus on weapon damage rolls
against the creatures. However, you suffer a —2 penalty to
all Charisma-based skill checks when you are communi-
cating with your sworn enemy.

Special: A ranger may give up his first favored enemy
(see the Player’s Handbook) in order to gain Sworn Foe
as a bonus feat. If this option is chosen, the bonus on skill
checks and weapon damage rolls increases to +4, and the
ranger may improve his sworn foe bonus at later levels as
though it were a favored enemy.

You can gain this feat multiple times. Each time you
take the feat, it applies to a different, specific creature
entry.

Tougher than Quick
Through sheer hardiness, you can withstand spells that you
should otherwise avoid.

Prerequisites: Coin dwarf.

Benefit: You add your Constitution modifier (instead
of your Dexterity modifier) to Reflex saving throws.
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isten well, my apprentices. The difference between
a wizard and a sorcerer is as vast as the gulf that
lies between the sun and the moons, and yet each

| night’s sky. While a wizard, like a scholar, seeks a patron
among the three cousins in order to pursue their studies of
magic and increase their powers, a sorcerer is like an artist

| that while they may not understand the why behind their

| abilities, may manipulate the magic in the world around us
| as easily as they breathe.

Does this make the wizard superior to the sorcerer? No,
merely it makes us different, two sides of the same coin, each
| with a different approach to the same goal, the worship of
the gods through the use of the magic that they bequeathed

unto mortals so long ago.
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| It is sometimes said that only magic and the gods can
| shape the face of Krynn—this is as true of Adlatum as it
is with other, more distant lands. Creatures of inherent
I magic use their gifts as they have done since the forgotten
past. True priests use god-granted powers to pursue their
| own agendas and those of their patrons. Wizards channel
I arcane energies that have been purified or subverted by
| the moon-gods, depending on whom one asks. Adlatum’s

sorcerers guide the ancient magic of Krynn into specific
| invocations, though only the strongest may recognize the

taint of Chaos and the Graygem’s passing. Even the “new
| magic” of mysticism is merely a rediscovered art, already
centuries old to Adlatum and practiced by those of unusual
conviction.

With the exception of inherent magic, these powers

| waxed and waned over the years as powerful events drove
the River of Time onward. Ambient magic slowly faded
over the centuries until the Elder Dragons’ involvement
| and the Graygem’s destruction increased its presence. The
gods’ gifts left with the Drowning and reappeared only
to disappear again during the Starfall, which also saw the
loss of the moon-gods’ energies. Mysticism itself may have
{ remained stable since its birth on Adlatum, but the mystics
are at greater risk due to the rumors that have arisen about
i the source of their gifts.

| Arcane Magic
As stated in the Dragonlance Campaign Setting, arcane
magic directly manipulates the creative energies that

CHAPTER 3:

ON

formed Krynn. There are two types of arcane magic—

ambient arcane magic (also known as primal sorcery or

“wild sorcery”) and focused arcane magic (also known as
. “« . »”

wizardry or “High Sorcery”).

Primal Sorcery, the Ambient Arcane
Primal sorcery is said to be the first form of magic—and
is as flexible and unfettered as the Chaos from which it
sprang. Primal sorcerers need not study arcane theories or
memorize diagrams, but must convince the magic to work
for them. Many have tried to quantify this process over the
years to no avail—probably due to primal sorcery’s very
nature—but one theory states that the sorcerer’s own ego
must force the magic to work for it. Failure in this process
could conceivably lead to disaster.

Adlatum’s ambient energies are different than
the energies of other lands. For reasons unknown, the
Graygem'’s passage across Adlatum left very strong
remnants of ambient energy. This energy made it possible
for Adlatum’s sorcerers to continue their practice long
after other sorcerers had lost access to ambient magic.

The Graygem not only affected great swaths of land
across Adlatum, but altered some of its denizens as well.
The most notable of these are the Elder Dragons. These
ancient beings seethe with primal sorcery and have learned
to regulate these energies, denying sorcerers (and mystics)
access to ambient magic within their expansive domains.

In game terms, users of primal sorcery cast arcane
spells without preparing them in advance like wizards do.
Sorcerers are the most common users of primal sorcery,
but others exist (most notably bards and members of the
assassin prestige class).

THE BRETHREN OF THE FLAME

In the pursuit of bettering magic, the Brethren of the Flame
are dedicated to using primal sorcery to defend Etlarn to
the best of its abilities. With the lack of focused arcane
magic after the Starfall for almost forty years, the resources
of the Brethren of the Flame have been bolstered to make
up for the loss of the other Brethren orders.

MECROMANCERS OF THE SOVEREIGNTIES

In addition to the Midland Guard, the Great Sovereign
Lord Montegron has a number of secretive dark mages in
his service. These disparate sorcerers and their activities
are mostly unknown to the general Midland populace.

OTHER PRACTITIONERS
There are more sorcerers unassociated with larger
organizations than similarly unassociated wizards. The
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development of primal sorcery is often a more private
experience than the discovery of other styles of arcane
magic. However, it is not uncommon for several sorcerers
within a local area to meet and converse about their
practices in an informal setting.

However it is common for a several sorcerers within a
local area to meet and converse about their practices in an
informal setting.

Wizardry, the Focused Arcane

Wizardry, or “High Sorcery” as it is called on Ansalon,

is the term given to the study of the arcane energy
focused by the moon-gods and re-introduced to Krynn.
Wizardry is often considered a more demanding art than
primal sorcery—it is a magic of rituals and formulae, of
memorizing specific patterns and using them to produce
fantastic effects.

Solinari foresaw a change to Adlatum’s magical fabric
in the 2800s PD, though he was unable to discern its exact
nature. The moon-gods, rightly concerned about the
mystical wake left by the Graygem’s passing, developed
High Sorcery and introduced it to Adlatum in the 2700s
PD. Adlatum’s first wizards rejoiced in the knowledge that
they were the only ones gifted with the moon-gods’ new
magic, but as the years passed this knowledge spread across
the continent.

Adlatum’s wizards have no Orders of High Sorcery
to police their magical abilities, since the vast majority of
wizards already pay respect to one or more moon-gods.
Some wizards fully dedicate themselves to serving the
moon-gods and acquire unusual powers (see New Feats in
Chapter 2), while others dedicate themselves to a specific
god or to the Tao-Shin tradition (see Chapter 5) while
retaining their wizardly powers. The practice of wizardry
was in heavy decline during the Starfall, but is in the midst
of a new resurgence now that the moon-gods are back in
the night sky.

In game terms, a user of wizardry prepares specific
arcane spells in advance (see Chapter 10 of the Player’s
Handbook for more information). Wizards are the only
known users of wizardry (hence the term), but others may
exist in your own campaigns.

THE BLACK BRANCH OF THE TASHRAMA

In the Black Branch of the Tashrama, the Elder Dragon
Xyvren respects and honors the magic of the dark moon.
Although practitioners of primal sorcery are accepted
within the Branch, there is a call to gather those who study
black wizardry in hopes of gaining power by merging the
arcane studies together.
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focused magic must eventually choose one or the other—

typically by experiencing an epiphany and changing focus
(see Chapter 3 of the Dragonlance Campaign Setting). Those
who attempt to use both forms of magic are eventually vipped apart.

Characters who ave multiclassed in both ambient and focused

magic (bard/wizavds, clevic/mystics, etc) must make a DC 1§
Will save every month or take 1 point of ability dvain to each of
the character’s key spellcasting ability scoves. This ability dvain
cannot be overcome in any way (including restoration spells) and
lasts until the chavacter forgoes either ambient magic or focused
magic (typically by changing focus as described in Chapter 3 of the
Dragonlance Campaign Setting).

Chamcters who attempt to wield both ambient magic and

THE BRETHREN oF THE Moons

In the Magocracy of Etlarn, the Brethren of the Moons are _
dedicated to the focused arcane magic originating from the [l
moons. Although the Brethren lean heavily to the magic il
of the silver moon first and the crimson moon second,

a growing number are succumbing to the temptations
offered by the dark magic of the ebony moon.

OTHER PRACTITIONERS

Those who study the focused arcane art of wizardry are
not necessarily part of a larger organization. It may take a
finely honed mind to master the art of wizardry, but any
reasonably intelligent (and patient) person can learn the
basics of the moon-gods’ art. Corinesti may stumble across |
the occasional spellbook in their undersea foraging, and
more non-affiliated wizards are likely to be coral elves than
other races.

Of course, wizardly organizations are not above
competing with one another, and most groups actively seek
to enlist men and women who have proven themselves
competent in this style of magic.

i

Divine Magic
Divine magic on Adlatum is entirely based on faith. In fact, |
it is sometimes called “faith magic” by sages. There are two
types of divine magic—ambient divine magic (also known
as mysticism) and focused divine magic (also known as
clerical magic or true faith).

Mysticism, the Ambient Divine

The ambient power that birthed Krynn is not only rooted
in the essence of creation but in a spiritual core as well.
Practitioners of the ambient divine may embrace mysticism |
in very different ways. Whereas clerical magic is practiced



| by those who follow Krynn’s gods, the power of mysticism
is ultimately drawn from the unified spiritual energies
| of Krynn’s mortal inhabitants. Mysticism contains all
potential moralities and emotions, thus mystics can follow
| entirely different paths depending on each individual’s
| faith—be it faith in oneself, in a specific philosophy, or in
| something even more ephemeral.
| Mysticism was exceedingly rare during Adlatum’s
| first few ages and its practitioners were often mistaken for
primal sorcerers. It would remain nearly unknown to the
people of Adlatum until after the Drowning, when those
| who sought to control mortals—the Elder Dragons—
l awakened it. As repositories of ambient power, the Elder
| Dragons hoped to control Adlatum’s mystics and sorcerers
and may have succeeded, were it not for the release of
| Chaos and the subsequent resurgence of ambient magic
into the world.

In game terms, users of mysticism cast their divine
| spells without preparing them in advance like clerics,
| druids, and other classes might. Mystics are clearly the
L most common practitioners of mysticism, but others
Bl may exist (such as the “mystic paladin” or “mystic ranger”
| variants described in Chapter 2).

| ADLARiISM

The faithful of Adlarism think themselves to be dedicated
to the god Reorx. In truth, the divine powers and abilities

| granted to the prophets and the devout truly originated
from the Graygem and Chaos. As such, the so-called

| clerical magic is truly mystic in nature even if the practi-

Yl tioners believe otherwise.

i TASHRAMA

The mystics of the Tashrama do not consider themselves

| mystics. These priests truly believe their powers come from
Wl the gods, and cannot comprehend others’ beliefs that a
“true cleric” is somehow obliged to select specific prayers

| for the day. Despite their zealotry, the church has recently

| experienced a major upheaval that threatens its continued

| existence.

Until recently, most worshipers believed that the gods
spoke through specific proxies, each of which is a member
| of the Tashramadic Council. However, it has been revealed
that the true powers of the church are the Elder Dragons.

# Those who remain with the church, and its newest
| supplicants, openly believe in the Elder Dragons’ divinity
and their right to rule Adlatum and Krynn.

Regardless of their beliefs, all Tashramadic “priests”
| are practicing mysticism. The power stemming from the
Elder Dragons originates from the chaos-taint that altered
i them and their surrounding lands millennia ago.

OTHER PRACTITIONERS

Individual mystics unassociated with larger groups are
not widespread in Adlatum, but they were not unheard
of after the Starfall. Due to the religious friction building
in the Midlands and elsewhere, those who are able to
duplicate divine talents do not often advertise their
abilities, concerned that they will be seen as heretics and
persecuted.

True Faith, the Focused Divine

Those who call upon the deities of Krynn receive the gifts
of true faith—also known as clerical magic—though godly
worship on Adlatum is often different from that of other
lands. These unknowable beings may be called gods, Paths
of Tao-Shin, self-aware manifestations of divine energy, or
something else entirely. Regardless of form, each of these
powers predates Krynn and watches over its continued
existence (though the gods certainly seem to have different
reasons for doing so).

On Adlatum, a caster’s ability to use clerical magic
is not necessarily dependent on a specific deity—though
many such individuals exist. Practitioners of Tao-Shin
often learn and gain enlightenment by worshiping multiple
deities during the course of their lives. The devotee’s
dedication to her deity, or her deity’s pantheon, is what
fuels her divine gifts.

True faith was until recently thought to be the only
magic capable of turning or rebuking the restless dead, for
not even the most powerful ancient mystics possessed such
skill. A handful of mystics have displayed the ability to turn
undead since the loss of Paladine, yet no counterparts exist
to rebuke undead despite the loss of Takhisis. These cosmic
events have caused many theurgists to question what
happens to a god’s divine energy when the god is no more.

In game terms, a user of true faith prepares specific
divine spells in advance (see Chapter 10 of the Player’s
Handbook for more information). Clerics and druids are
the most well-known users of focused divine magic despite
their ability to spontaneously convert spells to certain other
types of spells (such as a cleric’s ability to spontaneously
convert spells to cure or inflict spells, or the “spontaneous
domain spell” variant presented in Holy Orders of the
Stars). Paladins and rangers use this form of magic as well
(unless the “mystic paladin” or “mystic ranger” variants are
used).

Tae-SHin

Tao-Shin is an ancient religion that teaches paths to a
heightened state of existence. The practice of Tao-Shin
grew quickly from its inception, though it was torn asunder
from within (by betrayal) and without (by the Drowning).
Its members have been few ever since.
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The gods’ return heralded a rebuilding of Tao-Shin,
though its influence in Adlatum is still very weak. Commu-
nication between sects is poor to nonexistent, but the
faithful are dedicated to doing what they can to promote
their respective Paths of Enlightenment.

OTHER PRACTITIONERS

Throughout Adlatum there exist unorthodox practices
dedicated to unusual beliefs—such as the kundas’ dual
pantheon of Antaeun and Danbhala. A church’s popularity
varies by region and race, but worshipers of other faiths
always exist in some form or fashion.

Members of locally popular faiths often feel free to
use their magic to demonstrate their devotion to their
god, while those who are more secretive or modest with
their beliefs restrain themselves and try to not reveal their
nature unless in a more accepting society.

Inherent Magic

Inherent magic is possessed by specific races such as the
fey folk, true dragons, and others. Unlike other forms of
magic, inherent magic is instinctual—the creature simply
knows how to use its gifts. This magic may be considered
arcane or divine, depending on the race in question.
Different races may have been given their gifts for different
reasons, but their magic is mostly unaffected by the
presence (or absence) of ambient magic or the deities.
Their magic simply is—it is as natural to them as breathing,
though they occasionally require material components

to focus their abilities (the Eschew Materials and Eschew
Focus feats help to offset this dependency).

In game terms, a creature uses inherent magic if it
possesses any spellcasting or spell-like abilities (before
adding class levels). Such a creature may continue to
advance its inherent abilities with appropriate class levels
(such as an aranea who takes additional sorcerer levels). It
may also learn either ambient magic or focused magic (by
taking levels in a class that do not advance its existing spell-
casting abilities).

Users of inherent magic may learn either ambient
or focused magic without penalty, but are subject to the
normal dangers if they attempt to acquire class levels in
both ambient and focused caster classes (see the Magic
Restrictions sidebar).

Domains

In addition to the domains listed in the Player’s Handbook
and the Dragonlance Campaign Setting, other domains
may be accessible to clerics of various gods. Some domains
not listed here may be found in Holy Orders of the Stars.

Charm

Granted Power: The character can boost his Charisma
by 4 points once per day. Activating this power is a free
action. The Charisma increase lasts 1 minute.

Level Domain Spell

—~

Charm person
Calm emotions
Suggestion
Heroism
Charm monster
Geas/quest
Insanity

Demand
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Dominate monster

Madness

Granted Power: The character gains an Insanity score
equal to half his or her class level. For spellcasting
(determining bonus spells and DCs), the character uses his
or her Wisdom score plus his or her Insanity score in place
of Wisdom alone.

For all other purposes, such as skills and saves, use
Wisdom minus insanity in place of Wisdom.

Once per day, the character can see and act with the
clarity of true madness. Use the character’s Insanity score
as a positive rather than a negative modifier on a single roll }
involving Wisdom. Choose to use this power before the
roll is made.

Level Domain Spell
1 Lesser confusion
2 Touch of madness
3 Rage
4 Confusion
5 Bolts of bedevilment
6 Phantasmal killer
7 Insanity
8 Maddening scream
9 Weird

Nobility

Granted Power: The character has the spell-like ability

to inspire allies, giving them a +2 morale bonus on saving
throws, attack rolls, ability checks, skill checks, and weapon
damage rolls. Allies must be able to hear the character
speak for 1 round. Using this ability is a standard action. It
lasts a number of rounds equal to the character’s Charisma
bonus and can be used once per day.
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Domain Spell
1 Divine favor
Enthrall
Magic vestment

Discern lies

Greater command
Geas/quest
Repulsion

Demand
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Storm of vengeance

Repose
| Granted Power: The character may use a death touch
once per day. The death touch is a spell-like ability that is a
| death effect. The character must succeed at a melee touch

| spells). When the character touches, roll 1d6 per her cleric
| level. If the total at least equals the creature’s current hit
Bl points, it dies.

Domain Spell
1 Deathwatch

2 Gentle repose

3 Speak with dead
4 Death ward

5 Slay living

6 Undeath to death
7 Destruction

8 Surelife

9 Wail of the banshee

Domain Spell
1 Erase
Secret page
Glyph of warding
Explosive runes
Lesser planar binding
Greater glyph of warding
Instant summons
Symbol of death

Teleportation circle
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Spells

Magic is as important in Adlatum as it is elsewhere on
Krynn. The following spells have seen their use throughout
the years by Midlander sorcerers, Etlarnic wizards, and
other spellcasters.

BoLTs oF BEDEViLMENT
Enchantment [Mind-Affecting]
Level: Madness 5
Components: V, S
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Effect: Ray
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

This spell grants the caster the ability to make one
ray attack per round. The ray dazes one living creature,
clouding its mind so that it takes no action for 1d3 rounds.
The creature is not stunned (so attackers get no special
advantage against it), but it can’t move, cast spells, use
mental abilities, and so on.

FoGsiGHT

Transmutation

Level: Rgr 3, Sor/Wiz 2

Components: V, S, F

Casting Time: 1 standard action
Range: Touch

Target: Creature touched

Duration: 1 min./level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

The subject gains the ability to see 60 feet in misty and
smoke-filled conditions. The subject ignores concealment
produced by non-magical smoke, mist, or vapor. Fogsight
does not grant the ability to see in magically-created mist
or smoke, such as the fog cloud or obscuring mist spells or
the “smoke cloud” application of a pyrotechnics spell. The
subject’s vision is still limited by lighting conditions.

Fogsight can be made permanent with a permanency
spell, using the same minimum caster level and XP cost
listed for darkvision.

Focus: A pair of silver-rimmed glasses worth 25 gp.

FoGsiGHT, GREATER
Transmutation
Level: Rgr 4, Sor/Wiz 3
Duration: 10 min./level

This spell functions like fogsight, except that the
duration is longer and the subject can see in smoke and
mist that has been created magically.

Greater fogsight cannot be made permanent.
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MADDENING SCREAM
Enchantment (Compulsion) [Mind-Affecting]
Level: Sor/Wiz 8, Madness 8
Components: V
Casting Time: 1 standard action
Range: Touch
Target: Living creature touched
Duration: 1d4+1 rounds
Saving Throw: None
Spell Resistance: Yes

The subject cannot keep him or herself from behaving
as though completely mad. This spell makes it impossible
for the victim to do anything other than race about cater-
wauling.

The effect worsens the Armor Class of the creature by
4, makes Reflex saving throws impossible except on a roll
of 20, and makes it impossible to use a shield.

SiGNATURE SiGiL
Universal

Level: Sor/Wiz 2
Components: V, S, M
Saving Throw: See text
Spell Resistance: See text

This spell functions like arcane mark, except that you
can mentally command your personal rune or mark to
perform one of the effects listed below:

Blast: As a standard action, you can command your
sigil to explode in a burst of magical force, dealing 1d6
points of damage per two caster levels (maximum 5d6)
to all creatures in a five-foot radius. Each creature can
attempt a Reflex save to take half damage, and spell
resistance applies against this effect.

Light: You can command your sigil to glow as a
standard action, clearly illuminating a 10-foot radius and
providing shadowy illumination to a 20-foot radius. You
cannot command your sigil to shed light if you have made
it invisible.

Quench: You can command your sigil to stop glowing
(canceling the light effect) as a standard action.

Material Component: You sprinkle sapphire dust
(worth 25 gp) on the substance to be marked.

SURELIFE

Abjuration

Level: Repose 8
Components: V, S, M
Casting Time: 1 round
Range: Personal

Target: Self

Duration: 1 minute/2 levels

This spell allows the caster to protect him or herself
against some condition that would ordinarily cause certain
death (like suffocation, drowning, or a coup de grace). The
character can only protect him or herself against a natural
occurrence or condition, not against a spell or the action
of a creature. The character must specify the condition
against which he or she wishes to protect him or herself,

and the spell is effective only against that condition. Should |l

the character be subjected to that condition during the
duration of the spell, he or she feels no discomfort and
takes no damage from the condition. However, the spell
does not protect any items carried on the caster’s person.
At the end of the spell’s duration, the condition has full
normal effects if the character is still subjected to it.

ToucH oF MADnNEss
Enchantment [Mind-Affecting]
Level: Madness 2
Components: V, S
Casting Time: 1 standard action
Range: Touch
Target: Creature touched
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

The caster may daze one living creature by making
a successful touch attack. If the target creature does not
make a successful Will save, its mind is clouded and it takes
no action for 1 round per caster level. The dazed subject is
not stunned (so attackers get no special advantage against
it), but it can’t move, cast spells, use mental abilities, and so
on.

XyvRENR’s SPirRiT PROjECTIiON
Necromancy

Level: Sor/Wiz 9

Casting Time: 1 hour

Range: Touch

Target: Self

Duration: 1 hour/level (D)

This spell functions in a manner similar to astral
projection, but your spirit remains on the same plane as
your physical body.

When you cast this spell, your spirit leaves your
physical body and re-forms in an adjacent square of your
choice. Your spirit resembles a glowing amorphous mass
of Small size, but as a standard action you can force your
spirit to resemble any creature type of Tiny, Small, or
Medium size by making a Spellcraft check (DC 15 + caster
level, or 20 + caster level to assume the form of a specific
individual). Your body remains in a form of suspended
animation for as long as this spell is in effect.
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Regardless of form, your spirit is corporeal and has
no need to breathe, eat, drink, or sleep. It has an AC of 10
| and Strength, Dexterity, and Constitution scores of 10.
Your spirit has as many hit points as you have at the time
| Xyvren's spirit projection is cast. You keep your Intelli-

| base save bonuses, alignment, and mental abilities. Your

| physical skills are modified by your new ability scores,
and you may lose access to feats if you no longer meet the
requirements.

As long as your spirit is projected, you cannot feel or
| sense any changes to your physical body unless additional
magic is used. If your physical body is slain, you die
Bl when Xyvren’s spirit projection ends. You also die if your
spirit-form is slain.

You return to your body when the spell ends, or when
Xyvren’s spirit projection is successfully dispelled at either
your spirit or your physical body. Any damage suffered
| by your spirit-form transfers to your physical body—if
your physical body is also injured, the lost hit points are
| cumulative.

Material Component: A ruby worth at least 1,000 gp.

| New Magical Items and
W Artifacts

| Adlatum has its share of unusual magical items, though
| many of these were lost with the Drowning. The following

| are created in sufficient numbers that they may be found in
an Adlatum campaign.

Dust of Dispelling: This fine blue powder can be
| used to dispel a single spell (or spell-like ability) on an
Bl area, object, or person. A handful of dust can be thrown in
the air to coat objects in a 10-foot radius, or the dust can
| be delivered at range (via blowgun, thrown vial, or other
| method) to cover a similar area.
Dust of dispelling functions as the “area dispel” version
W, of dispel magic. Make a dispel check (1d20+10) against the
spell with the highest caster level in the area. If that check
| fails, make successive checks against other spells in the area
until a single spell is dispelled or until all dispel checks are
| failed.

Faint abjuration; CL 10th; Craft Wondrous Item,
dispel magic; Market Price 1,500 gp.

Eclipsing Star: This weapon is a +1 cold iron heavy
flail of unknown origin that has been crafted with a cold-
| wrought iron head and a darkwood haft. It is currently
[ wielded by Damrye, head of the army of the White Branch
of the Tashrama. The wielder gains a +4 insight bonus to
¥ Will saving throws as long as the Star is worn. Once per

day, if the wielder swings the flail clockwise over his head
(as a standard action), he shines with a brilliant light that
extends out to a 20-foot radius for 5 rounds. This light
dispels any darkness effects that it comes in contact with,
and causes 1d6 points of damage per round to all undead
creatures within range.

Faith abjuration and evocation; CL 9th; divine
instruction; Market Price 5,000 gp.

Elixir of Elemental Dancing: This magical draught
temporary increases a Hoda kunda’s connection to her
birth-element, and is typically used by Hoda barbarians
before mighty battles. Any non-Hoda who drinks an elixir
of elemental dancing gains energy resistance 10 to one
of the following energy types, chosen at random: cold,
electricity, fire, or sonic.

A Hoda who drinks the elixir increases her racial
energy resistance by 10 points. In addition, any adjacent
opponent who damages the Hoda with a piercing or
slashing weapon must make a Reflex save (DC 13) or take
1d4 points of energy damage. This damage is always of a
type appropriate to the Hoda’s element: Air-Hoda bodies
spark for electrical damage, Earth-Hoda give off tremors
that deal sonic damage, Fire-Hoda flare up for fire damage,
and Water-Hoda emanate a chill that deals cold damage.

The effects of an elixir of elemental dancing last for 1
hour.

Faint abjuration and evocation; CL 6th; Brew Potion,
resist energy, creator must be a Hoda kunda; Market Price
900 gp.

Eyes of Rosmera: This triple-monocle grants its
wearer a few abilities, depending on which lens is actually
being used at the time. The wearer flips one of three lenses
into place to gain the appropriate abilities. If the wearer
tries to use multiple lenses simultaneously, or tries to use
the eyes of Rosmera in conjunction with any other magical
item that fits over the eyes, he is automatically stunned for
1 round and no magical effects are generated.

The first silver-banded lens provides the wearer with
a +5 competence bonus on Search checks to find secret
doors, traps, and similar objects. The second gold-banded
lens provides the wearer with a +5 competence bonus on
Appraise checks. The third platinum-banded lens enables
the wearer to use detect magic three times per day and
identify once per day.

Moderate divination; CL 9th; Craft Wondrous Item,
detect magic, identify, true seeing; Market Price 9,000 gp.

Judgment: This bastard sword was crafted by
Noragaen Veliya’s husband Rafin Veliya upon her being
appointed to the position of Second Protector of the
Midland Guard. Judgment’s blade and much of the hilt is
made of dragonmetal. The ends of the hilt and the bottom
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of the pommel are adorned with designs of gold, platinum,
dragonmetal, and iron. At the base of the blade, iron plate
strips are impressed with images of a sword completely
wrapped within vines, berries, and leaves. The sword acts
as a masterwork dragonmetal bastard sword.

Although credited by many to be one of the better
known swords crafted in the modern age and is mentioned
alongside other famed magical weapons, it must be noted
that technically Judgment is not actually magical in nature.
It is a sword that has been expertly made from the purest
and strongest dragonmetal available.

Market Price 9,035 gp.

Messenger: This is a specially crafted weapon that
was forged for the silver dragon Crescent around 340 PD.
Autenanima instructed an Etlarnic smith to craft a large
weapon, with a half-moon silver axe head on one side of
the weapon, and a silver warhammer on the other. The haft
was created from a white wood that Autenanima provided
to the smith, and it was crafted with symbols of the moons.
The smith did not know who this was being crafted for, but
he followed the instructions of the god, creating Messenger
in two months. Shortly after, Crescent claimed Messenger,
and trained for many years. The blade has been in his
keeping ever since, and is too large for most other people
to use.

Messenger is an exotic weapon and is thus very
unwieldy for anyone not specifically proficient in
it. Messenger functions as a +4/+4 defending keen
silvered double axe, except that the defending end deals
bludgeoning damage instead of slashing damage.

Strong conjuration; CL 20th; divine instruction;
Market Price 100,660 gp.

Musical Instrument, Dancing: These expensive
instruments enable their owners to continue playing
despite conflicts or distractions. A character may release
a dancing instrument (as a move action) any time after he
has begun playing it, freeing up his hands to wield weapons
or cast spells. The instrument takes up the same space
as the character but is considered an attended item for
all purposes while dancing. A dancing instrument is also
a masterwork instrument and grants a +2 circumstance
bonus on Perform checks when used.

A dancing instrument continues playing the tune
started by the character for five minutes before dropping,
unless the character grabs it (as a free action) before that
time. The instrument continues musical special abilities
(such as bardic music or spellsinger music) for five rounds
before dropping, as if the character had continued concen-
tration on the effect.

A dancing instrument functions three times per day.

Faint transmutation; CL 7th; Craft Wondrous Item,
mage hand, prestidigitation, sculpt sound; Market Price
4,350 gp, Weight 1-5 Ibs.

Periapt of Proof Against Dreams: This protective
amulet is a triangular emerald set on a silver chain. The
wearer is immune to spells that target the wearer through
dreams (such as the nightmare spell). In addition, the
wearer gains a +5 resistance bonus on Will saves.

Moderate abjuration; CL 10th; Craft Wondrous Item,
nondetection, resistance, spell immunity; Market Price
13,000 gp.

Star Metal Weapons of the Midlands (Minor
Artifacts): Prior to the Drowning, each of the long-
standing Midland nations had its own shining weapon
that symbolized each ruler’s status of power. For many
countries, the knowledge of how and who created these
weapons was lost. Some say they were made from the very
stars, but it has long been suspected that each of them had
been divinely created or blessed.

Since the Drowning, all of the weapons have been
lost—either during the Drowning itself or through events
occurring long before the Great Wave struck. Only those
nations with long histories had these weapons. Those
founded later on (i.e., Bhadlum and Vjenor) never had one
of their own. Although referred to as the Weapons of the
Midlands, even some of the nations that had existed to the
west of the Midlands and are only now considered part of
the Midlands were gifted with these items.

THE STAR METAL WEAPORNS
OF THE MiDLANDS

Weapon Name Weapon Type Nation
Faithfinder Arrow Drejor
The Farmer’s Blade Scythe (Taf;f’iz(;tqi; da)
Innerdark Quarterstaff Guiteger
Loadbearer Greatsword Isryan

Megonue Lance Solishairon
The Originator Composite Longbow Trejor
Reckoning Mace FyxZharar
sthz)ilt‘}iz ;2; t:;se Tower Shield Narstedh
Spear of Iveraque Spear Iveraque
Springlife Trident Dhu
Sword of Mercy Longsword Diquantany
The Twins Pair of Sai Mauritand
Wrath of Light Claymore Charant Aros




Faithfinder: The legendary arrow belonged to the
nation of Drejor. According to the Chronicles of Istenaro,
| the arrow has an ashen shaft, a diamond tip, and is
inscribed with runes that are believed to read “All who lose
| their way need to look to faith.” Strangely, this differs from
| the description of the arrow in the legend of its origin.
| In the legend it is described as being made from a single
| strange yet brilliant substance. Some scholars believe that if
Faithfinder was reunited with the Originator, the star metal
weapon of Trejor, the two nations would unite into a single
| power. Others believe that the chance for a united power
| was passed by long ago when the two weapons were first
parted. Faithfinder vanished during the Drowning, even
§l though only moderate damage was sustained by the palace
that housed it. Many believe it was stolen.

The Farmer’s Blade: No Pelcha king ever held this
simple scythe, for there has never been one. Instead, the
family of the most respected mayor among the farming
settlements possessed it. Some do not believe the scythe
Bl was even gifted to Pelcatis but was in fact inherited from
('l another now-dead power. According to the Chronicles
| of Istenaro, it was a simple looking farmer’s tool gifted
| with magical powers. According to legend, the wielder of
the scythe could out work any man, woman, or child of
1| any race. Prior to the Canon War, the Farmer’s Blade was
taken by the once-oppressive nation of Narstedh. Its fate
after that point is unknown.

Innerdark: The legendary weapon of Innerdark was
a ferocious staff wielded by the rulers of Guiteger. The
| secrets of the silver-like quarterstaff are unknown, as story-
tellers often added their own take on the weapon’s powers.
Some feats included the calling of meteors, a plague of flies,
4l purification of the wells of Novkia, and even the cause of
the Drowning. Innerdark is consistently described as being
| a star metal staft of unholy light. It disappeared in 962 PD,
#l when former High Priest Merko Johan took the weapon
from Guiteger and vanished.

Loadbearer: The rulers of Isryan wielded this
| greatsword. Said by the Chronicles of Istenaro to be jewel
encrusted, the sword is believed to be a blade that never
W dulls, never rusts, and is crafted of star metal. It was last
wielded by King Jakys Arderne who was holding it in the
| then-capital of Atlitium when the Drowning struck. Stories
say Loadbearer now lies under the waters of the Sargassi
Sea, but no Corinesti excursion has yet found it.

Megonue: The famous lance of the rulers of the
Solishairon Empire, Megonue is rumored to have been ten
| feet long and made of ironwood with a star metal point. It
is said to inspire such fear that prior to the eve of a battle
against Oguna, the enemy surrendered at the banks of
Tinos Creek rather than face it. Megonue was taken by the
| minotaurs after the capital of Joanucian fell two days before
the Drowning. When the Great Wave struck, the lance was
W lost completely.

The Originator: According to the Annuls of Roberion
and local legend, the Drejori star metal composite longbow
known as The Originator never missed. Meant to work
with Drejor’s Faithfinder, the weapons were believed to be
separated as soon as they were handed over by the gods.
Some scholars believe that if Faithfinder was reunited
with Originator, the star metal weapon of Trejor, the two
nations would unite into a single power. Others believe
that the chance for a united power was passed by long ago,
when the two weapons were first parted by the siblings
who founded their respective nations. The bow was stolen
from its place directly over the Throne of the Shining
Heaven shortly before the Drowning. With the thief
known, the eight brave sons of King Uelhas ventured out to
track the bandits responsible. Before it could be retrieved,
their world was flooded. It is believed the bandits died in
the Drowning and the bow lost forever.

Reckoning: The mace known as Reckoning was a
symbol of power in FyxZharar, according to the Scrolls of
Glickanree. Passed from king to king, the mace was created
from steel not of this world. The mace was forged by the
Tandar dwarves and presented to the royal family of the
then-tiny kingdom as a gift. The mace is said to be four
feet long with a studded head and is depicted in several
tapestries as the weapon held by those who led armies. The
mace was lost over a thousand years ago when the royal
family hid it when armies from Dhu entered FyxZharar on
their way to do battle with the Empire of Narstedh.

Shield of the Northlands: Although not a weapon, this
tower shield is included in stories about the legendary
star metal weapons. The Shield of the Northlands was the
legendary shield of the Emperor of Narstedh. According
to the Chronicles of Istenaro, it is believed that the shield
was given to the king as a gift from the tribes living in the
Frozen Mountains—a story widely discounted by most
modern day historians, yet some strongly support the
claim. The star metal shield is said to have been able to
protect the king from not only physical attacks, but magical
and mental assaults as well. The shield was said to be with
the king at all times and weighed only a fraction of any
tower shield of similar design. It is described being five
feet high and three feet wide. The last user of the shield
is believed to have been the final king of Narstedh, King
Tolasion III. Some stories claim the king survived the
Drowning, with the shield fending the Great Wave off. But
with the formation of the Sargassi Sea and the lack of any
credible evidence to King Tolasion’s survival, most believe
the shield became as lost as the ancient empire itself.

Spear of Iveraque: This spear was said to be the weapon
that the ruling King of Iveraque used in battle, according
to the Annuls of Roberion. Its true given name has been
lost to history. The spear is rumored to fit the size of the
person wielding it in battle. Although its shaft was made of
a strong rare wood, the shining tip was where the strength
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resided. The spear appears in many local mythologies
and stories (slaying the giant Gold Rock, driving back
hobgoblins of an ancient marshland, and even killing
the so-called Emperor of the Broken Lands). The spear’s
existence has never been verified. It is said to have been
lost when the original monarch of Iveraque fell millenia
ago.

Springlife: The trident is rumored to contain powerful
magic, according to the Journal of Gussun, written decades
after the trident’s disappearance. Tales of this weapon are
still told in Dhu today, as the citizens believe that Springlife
was a holy artifact that could return to its rightful owner
and also raise the dead. The trident was lost along with the
capital city of Yuan when the Drowning struck. Stories
claim that King Kamahele almost perished when he tried
to save the trident while court mage, Okaleni, struggled to
get the royal family in one place so he could teleport them
away from the impending devastation. The king and his
family were saved. Springlife was not.

Sword of Mercy: The longsword is the blade used
by the ruling family of Diquantany to claim rulership,
according to the Chronicles of Istenaro. This sword is
believed to be forged from pure star metal but is described
as having a red strip running down the length of the
sword. It is rumored that the sword united the land of
Diquantany under one rule and that the victorious faction
granted leniency to the conquered tribes. According to the
chronicles, the sword was used to pardon prisoners once a
year in honor of the original event. Legends say the Sword
of Mercy was cast into the heavens and vanished when the
armies of Chot-tang overran the capital during the first half
of the Canon War.

The Twins: These two sai were perhaps the most
feared weapons in Mauritand, according to the Chronicles
of Istenaro. How the sai were created is unknown, but it
is rumored that the weapons were gifts from the god (or
goddess) Tsanahenan. It is believed that the wielder of
the weapons can be taught to dance in battle. The sai are
crafted of an ornately stylized star metal that glowed in
both sunlight and moonlight and attracted the attention of
all who laid eyes on them. It is believed the sai were stolen
from the Lord Emperor during the Canon War in 80 PD.
Popular, yet false, stories claim The Twins were taken from
Lord Emperor Ude at the Battle of Roden nine years earlier
or from Lord Emperor Urati right before the Drowning.

The Wrath of Light: The origin of the sword is
unknown, but it is said the claymore was wielded by
the original Ci'tec of Charant Aros when she brought
the feuding clans together to forge the loosely bound
nation. Some stories say the Wrath of Light was lost in the
Drowning. Others say it was lost in battle forty years earlier
during the Canon War. The scantest of voices have made
other accusations saying the weapon was hidden by the
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Ci'tec herself, to be kept away from the desires of other
powers. Those few have been discredited time and again.

Tassels, Magical: These colored tassels are
commonplace in Etlarn and increasing in popularity
elsewhere. Magical tassels are affixed to a character’s
helmet or other headgear, and the headgear must be
worn in order for the tassel to function. However, magical
tassels do not take up a body slot for purposes of magic
items worn (see the Dungeon Master’s Guide for more
information).

Tassel of Battlefield Health: This red-and-white
tassel has seven knots tied in it. A character may mentally
“activate” one knot to cast cure light wounds, two knots to
cast remove disease, or three knots to cast restoration. An
“activated” knot immediately unravels without affecting
the other knots—when the last knot is undone, the tassel is
rendered non-magical.

Moderate conjuration; CL 7th; Craft Wondrous Item,
cure light wounds, remove disease, restoration; Market Price |
3,750 gp. ]

Tassel of Grounding: This bronze-colored tassel
protects the wearer from one type of energy—acid, cold,
electricity, fire, or sonic (chosen upon creation). A tassel
of grounding grants five points of energy resistance of the
appropriate type.

Faint abjuration; CL 3rd; Craft Wondrous Item, resist
energy; Market Price 12,000 gp.

Tassel of Health: This red tassel promotes physical
well-being. A character with this tassel heals at twice
the normal rate (or triple the normal rate if receiving
long-term care—see the Heal skill in the Player’s Handbook

for healing rates). The tassel does not prevent bleeding, nor &

does it stabilize the wearer.

Moderate conjuration; CL 5th; Craft Wondrous Item,
cure moderate wounds; Market Price 15,000 gp.

Tassel of Iron Will: This gold tassel has five knots tied
in it. If the wearer fails a Will save against a fear effect
while wearing a tassel of iron will, one knot comes undone
as it bolsters the wearer’s willpower, granting a second
save with a +4 bonus. The tassel may be used but once per
round in this fashion, and becomes non-magical when the
last knot is undone.

Moderate conjuration; CL 1st; Craft Wondrous Item,
remove fear; Market Price 500 gp.

Volumes of the Prophet (Major Artifacts): The
seven Volumes of the Prophet are graced with magical .
ability and knowledge of the future. When the Volumes are |}
brought together, they can be used for even greater effect. '
The Volumes were written about 4,500 years ago by a man
known only as the Prophet.

While the human'’s volume allows one to look into
the future of the human race and to potentially predict



| or divine their fates, if it is brought together with the
elven Volume, one can get insight into the future of both
| races, including their interrelationships, shared history,
additional power, and so on. Combining the Volumes
| unlocks additional unspecified powers. It is rumored that
| each Volume has its own distinctive ability beyond looking
into the future of each race, but the exact nature of these
| powers has long been forgotten.

The seven Volumes are each numbered, named, and
assigned to each of the prominent races of Adlatum at the

time of their writing.

B [HE VOLUMES OF THE PROPHET

]‘\;I(ZZZZi Volume Name Race of Focus

I Volum; ;){eB;/z‘ZzZ?ce and Humans

I Volume of Light Elves

I Volume of Darkness Ogres

v Volume of Creation Dwarves

\% Volume of the Mind Gnomes

VI Volume of the Spirit Kunda

VIl Volume of Power Minotaurs

The God of Knowledge is believed to have provided

| or inspired the creation of the Volumes long ago in order
for the mortals of Adlatum to know their fate and have the
knowledge to change it. This knowledge was entrusted to
the legendary figure known as the Prophet. With the future
| of the world laid bare before him, he spent the remainder
of his days penning down the great expanse of knowledge

given to him in the flash of an instant.

The contents of the Volumes were written in a cryptic
format as a collection of poems, quatrains, symbols, and
| other various codes both artistic and intellectual in nature.
These divinings are magical but they are also an interpre-
tation of the Prophet’s own divinations. A person could try
i to divine their own future by reading the pages, but there
| would still be guesswork required at the best of times.
When the Prophet wrote his works, they were in
no cohesive or consistent fashion. It was only after his
death that a secretive organization that named itself the
# Brotherhood of the Prophet took his works and spent
decades sorting through them. The Brotherhood separated
| the mass of work into the seven Volumes, based on which
of the major races they believed each entry was meant for.
The Prophet did forsee the coming of the Brotherhood,
| and knowing that, the Brotherhood found writings they
| interpreted as directions from the Prophet for them.
Following what they thought were directions, they

delivered the Volumes to their respective races upon each
one’s completion.

Upon the arrival of the Graygem, the unfinished
Volumes became tainted with chaotic magic, binding their
knowledge to past and future. The Volumes gained the
potential to alter time and affect the future. Whether or
not the Prophet had foreseen this is a point debated within
the Brotherhood. Fulfilling their promise, the Brotherhood
delivered the remaining Volumes as planned, and the
Brotherhood swore not to use their knowledge to affect
the flow of history unless circumstances turned dire to the
point of catastrophe, as they did when the minotaurs tried
to steal all seven Volumes and seize control of Adlatum.

Roleplaying Notes: The Volumes are probably
Adlatum’s most powerful artifacts and have the potential
to shake the foundations of not only Adlatum but also all of
Krynn. Extreme caution is advised for any Dungeon Master
wishing to make direct use of these tomes. The knowledge
within the tomes is encrypted, but there is always a risk of
unbalancing the system when the Volumes are put into
use, especially if more than one Volume is available. As
with any major artifact, close monitoring of their use is
required. The most famous of Adlatum’s wars have been
fought over the knowledge in these pages.

It should be noted that one of the Volumes is secretly
in the possession of the Fallen Avanesti also known as the
Prophet. Not even her companions know she has it on her.

Whetstone of All Metals: This seemingly ordinary
whetstone sparkles with an inner light. Up to three times
per day upon command, any manufactured weapon (or
up to fifty projectiles) touched to a whetstone of all metals
may overcome adamantine, cold iron, and silver damage
reduction for one hour. The whetstone does not impart
this ability upon a projectile-launching weapon (such as a
bow), but may be applied to the projectiles themselves.

Moderate transmutation; CL 10th; Craft Wondrous
Item, fabricate; Market Price 19,200 gp.

The Gods of Adlatum

The divine powers of Krynn are known by a sweeping
variety of names throughout the world, but rarely do their
followers know them by the same names over the vast gulf
between the continents.

The gods are listed here by order of their pantheon
and common Ansalonian name. This ordering is purely for
the sake of simplicity in reference. For the most part, the
Ansalonian names have never been uttered in Adlatum or
in the Tao-Shin church.

Reading the Deity Entries
The following deity entries use the same format described
in the Dragonlance Campaign Setting, except as follows:
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& The gods’ relative power levels, home planes, and
celestial symbols are unchanged from those of Ansalon
and are not duplicated here.

& The colors and vestments associated with a god
typically vary by the culture or society in which the
god is worshiped and are not listed in the god’s initial
entry.

& Domains marked with an asterisk (*) may be found in
the Holy Orders of the Stars sourcebook.

Gods of Good

BRANCHALA

Kalacht (bakali), Brandir (dwarves), Dusios Bardos (elves),
Locusios (Etlarnic/Onarian humans), Melod (Igurni),
Devinerell/Devlin (kunda), Bral Gi (Mahjoran minotaurs),
Charu (Midlander humans/gnomes), Yeldama (Oguna),
Lghi (Sakkaran minotaurs)

Symbol: Golden harp or kettle drum

Alignment: Chaotic good

Portfolio: Beauty, dance, harmony, liberty, music,
playfulness, poetry

Worshipers: Barbarians, entertainers, fey creatures, poets,
travelers

Cleric Alignments: NG, CG, CN

Domains: Chaos, Good, Luck, Trickery

Favored Weapon: Rapier

Branchala is said to be the wellspring from which all song
and poetry flows, and his divine form guides mortals

to find their own happiness by spreading good cheer to
others. His clerics spread these arts where they can do so
freely, or enable the impoverished or enslaved to find their
own freedom of expression despite any shackles that may
bind them. Branchala has no gender to most Adlati—as the
patron of song he exists beyond such concepts.

Music can bring out a variety of emotions in its
listeners, and Branchala’s clerics (those who “listen” most
closely) often have impulsive or unpredictable natures.
Cleric/barbarians of Branchala, though rare, embrace the
ability to switch from peaceful demeanors to furious anger
at a moment’s notice.

Branchala is greatly revered by the fey folk and is
considered something of a prankster to them. They pay
homage by holding great artistic gatherings in his name
and by playing pranks on others—the more serious the
victim, the better.

Divine followers of Branchala pray for (and receive)
their spells at dawn.

HaBBAKUK

Jur’cikk (bakali), Watin (dwarves), Rig Mori (elves), Mori
Avasi (Etlarnic/Onarian humans), Aposima (Igurni),
Morgannae (kunda), Hrut Zan (Mahjoran minotaurs),
Anphlasaad (Midlander humans/gnomes), Nellehk
(Oguna), Frhtlax (Sakkaran minotaurs)

Symbol: Blue phoenix or white dolphin

Alignment: Neutral good

Portfolio: Animals, hunting, renewal, water
Worshipers: Coral elves, druids, farmers, half-elves,
rangers, sailors

Cleric Alignments: LG, NG, CG

Domains: Animal, Good, Travel, Water

Favored Weapon: Scimitar

Habbakuk promotes the bond between the creatures of
Adlatum and the environment (land, sea, and air). The
lessons that can be learned by watching the natural world
are important to those who worship many of the forms of
Habbakuk.

Understanding and respecting the natural order of life

and death is the cornerstone of those faithful to Habbakuk. | ’

Many also watch how the natural world behaves and strive
to learn how they can apply these lessons to their own
lives. Loyalty to community and family is often sited as one ||
of the first lessons taken, along with the understanding that
nature and civilization must exist in balance as much as
good and evil.

The gender of Habbakuk varies depending on the _
culture. The Igurna, Midlanders, and kunda view Habbakuk
as a woman, while the eastern humans, elves, and dwarves
see him as male.

Divine followers of Habbakuk pray for (and receive)
their spells at dusk.

Kiri-joLiTH
Thijak (balaki), Ki Ulit (dwarves), Camulos (elves), Giustiza
(Etlarnic/Onarian humans), Spartlana (Igurni), Ogilvan :
(kunda), Ry Joj (Mahjoran minotaurs), Nairsaif (Midlander
humans/gnomes), Korolothe (Oguna), Reejoh (Sakkaran
minotaurs)

Symbol: Upright sword in front of a sun

Alignment: Lawful good

Portfolio: Courage, heartiness, honor, perseverance, war
Worshipers: Etlarnic humans, fighters, heroes, Oguna,
paladins, soldiers

Cleric Alignments: LG, NG, LN

Domains: Good, Law, Nobility, Strength, War

Favored Weapon: Longsword (or battleaxe for dwarves)

Kiri-Jolith is the patron of courage, just causes, valor, and
conflict in furtherance of righteousness. Those who praise
the Guardian of Light have no tolerance on those who pray

on the weak. They believe in building up their own strength {if
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‘W for the purpose of benefiting those who cannot defend

themselves and their community as a whole.

There are many civilizations in which the major belief
is “might makes right.” It is in these cultures that Kiri-Jolith
| often flourishes as a secondary religion for those who
| believe that “might for right” against those who solely strive
| for rule via tyranny.

Most cultures view Kiri-Jolith as male, with the

!l exception of the bakali who see all of their gods as

genderless and the kunda who tell tales of the great and
beautiful warrior woman Ogilvan (Kiri-Jolith), valiant

| daughter of both a true god and a being of darkness.
Divine followers of Kiri-Jolith pray for (and receive)
i their spells at dawn.

| MAjERE
Iu’shev (bakali), Rosik (dwarves), Esok (elves), Pensokia
| (Etlarnic/Onarian humans), Torpoarva (Igurna),
| Aenid (kunda), Mah-Jor (Mahjoran minotaurs), Thobit
; (Midlander humans/gnomes), Ovelash (Oguna), Reejor
Jl! (Sakkaran minotaurs)

| Symbol: Copper fish or red rose
Alignment: Lawful good
Q| Portfolio: Discipline, loyalty, meditation, thought
| Worshipers: Gnomes, Mahjoran minotaurs, monks,
scholars, theologians
I Cleric Alignments: LG, NG, LN
Domains: Good, Knowledge, Law, Meditation
| Favored Weapon: Unarmed strike

The followers of Majere see patience and thought followed
by clarified action as the key to peaceful enlightenment and
| a better future.

Although there are worshippers of Majere in the

| Tao-Shin, the primary culture to follow Majere directly

are the Mahjoran minotaurs. Seeing how rash violence
destroyed their civilization during the Canon War and

| Drowning, the Mahjorans have learned to follow the
lessons of the goddess Mah-jor, their representation of

[ Majere.

Most cultures see Majere as male, but the minotaurs,
Etlarnic humans, and Onarian humans often view the god
| as a female.

Divine followers of Majere pray for (and receive) their
spells at dawn.

MisHAKAL

Hekta (bakali), Tonol (dwarves), Beli-Debu (elves), Curaria
(Etlarnic/Onarian humans), Nealcoca (Igurna), Janasheal
(kunda), Pishka (Mahjoran minotaurs), Miraphayt
(Midlander humans/gnomes), Hellanda (Oguna), Ka Pish
(Sakkaran minotaurs)

Symbol: A pair of crossed hands with palms touching and
fingers splayed

Alignment: Neutral good

Portfolio: Compassion, fertility, healing, love, mercy, youth
Worshipers: Healers, midwives, pacifists, scholars

Cleric Alignments: LG, NG, CG

Domains: Community, Good, Healing, Protection
Favored Weapon: Dagger

All damage done to the body and the world naturally will
be repaired in time. Healing the world of injury, disease,
and other ills is what Mishakal has always strived for, and
her followers have done what they could to assist her and
the world.

Although all clerics of the Path of Light in the
Tao-Shin can heal injuries, those dedicated to any of
Mishakal’s Adlati representations are better skilled and
most focused in that endeavor.

Most cultures view Mishakal in a female form, but
there are exceptions. The dwarves worship the healing
god Tonol, a wasting bald beardless dwarf dedicated to
giving all of his own life energies to repair and strengthen
the world. The Etlarnic and Onarian humans worship the
god Curaria who is often seen as a white robed young man
holding onto the ideals of a world without suffering. The
minotaurs have both male and female depictions.

Divine followers of Mishakal pray for (and receive)
their spells at the noon hour.

PALADINE (ABSENT)

Vivkekt (bakali), Flaner (dwarves), Ardus Atar (elves),
Pietarde (Etlarnish/Onarian humans), Tradastem (Igurni),
The Forgotten Dark One (kunda), Farreln (Mahjoran
minotaurs), Erraii (Midlander humans/gnomes), Brevaft
(Oguna), Arreld (Sakkaran minotaurs)

Symbol: Platinum lion in front of a shield

Alignment: Lawful good

Portfolio: None (formerly guardianship, justice, law, light,
protection, redemption)

Worshipers: None (formerly diplomats, Etlarnic humans,
good dragons, guards, Mahjoran minotaurs, nobles,
paladins)

Cleric Alignments: None (formerly LG, NG, LN)
Domains: None (formerly Good, Law, Nobility, Protection,
Sun)

Favored Weapon: Longsword
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Paladine was long considered the protector of all that is
good and just, and his absence is considered an omen of ill
tidings. Paladine delivered justice tempered by mercy, so
that mortals who recognized their faults could be forgiven
and rise to be something greater than they were. Undead
confronted by his clerics” holy light were said to instantly
renounce their vile pasts and seek to redeem themselves in
their next lives.

As the head of the Path of Light, Paladine and his
followers played critical roles defending other good
beings from the minions of the Path of Power and,
more recently, the Chaos-spawned. Stories abound with
mention of these priests defending their kin at great cost
to themselves, but his clerics also recognized the need for
more subtle protections. More than a few of his followers
helped struggling citizens against their tyrannical and evil
overlords, often by posing as humble members of society.

Most cultures view Paladine as a male entity, but
the minotaurs, Etlarnic humans, and Onarian humans
view the god as female. The Sakkaran minotaurs believe
that the god Shurong had slain the other deities, and that
Arreld (Paladine) was the last to be defeated. According to
their faith, her body striking the sea was what caused the
Drowning.

The kunda have a darker view of Paladine. They blame
him for not saving them from the Drowning and came to
view him as the greatest evil the world has known. Since
all of their histories are passed on by voice and not written
record, in a few generations even the name of Paladine’s
representation for the kunda was forgotten. The kunda no
longer recognize his existence.

Divine followers of Paladine prayed for (and received)
their spells during the noon hour.

SoLinari

Trechach (bakali), Solidus (dwarves), Argento Cant (elves),
Autenanima (Etlarnish/Onarian humans), Abatutusor
(Igurni), Jerithal (kunda), Xura (Mahjoran minotaurs),
Situlos (Midlander humans/gnomes), Malsta (Oguna), Sura
(Sakkaran minotaurs)

Symbol: Silver glyph or white sphere

Alignment: Lawful good

Portfolio: Arcane knowledge, magic, tides

Worshipers: Good-aligned wizards, paladins

Cleric Alignments: None (no clerics)

Domains: None

Favored Weapon: None

Solinari encourages the growth of wizardry on Krynn
for the betterment of its mortals. Like the red and black
moon-gods, Solinari’s following is very small among
non-wizards, though an Etlarnic order of holy warriors

is said to gain their divine powers through steadfast
dedication to Autenanima (who is female in their eyes).

Adherents of Tao-Shin view Solinari as the patroness
of responsible magic, and all who follow the Path of Light
must develop an understanding of magical cause and effect, |
so as to prevent harm from coming to the innocent. '

Most Adlati do not consider Solinari or the other
moon-gods to be “true” deities—the moons are powerful
forces capable of affecting wizardly magic and the tides,
but are not gods in their own right. Despite this belief, the
moons are referred to as “moon-gods” by the people of
Adlatum—just in case.

The gender of Solinari varies from culture to culture.
The Etlarnic humans view all of the magic gods as women,
while the Midlanders believe his gender is in flux. The
minotaurs view the god as sexless. The Oguna also depict
Malsta (Solinari) as a goddess of light. The kunda view
Jerital (Solinari) as a god of power instead of magic, and
they do not associate him with the white moon Holite.

Gods of Neutrality

CHisLEv
Kirk’k lettz (bakali), Heo (dwarves), Nertos (elves), Ervanya
(Etlarnic/Onarian humans), Sabatic (Igurni), Brana |
(kunda), Xin (Mahjoran minotaurs), Thuban (Midlander
humans/gnomes), Manrian (Oguna), Zxvik (Sakkaran
minotaurs)

Symbol: Four arcs (green, red, yellow, and brown)
connected to form a circle

Alignment: Neutral

Portfolio: Agriculture, beasts, nature, the seasons,
wilderness

Worshipers: Druids, farmers, feral elves, gardeners,
Oguna, rangers

Cleric Alignments: NG, LN, N, CN, NE

Domains: Air, Animal, Earth, Plant

Favored Weapon: Claw (spiked gauntlet)

Chislev tenders the natural world and is said to be the
ground upon which mortals tread, the air they breathe,
and the flowers they smell. She encourages mortals to trust
their instincts, just as her instincts push forth the march of |
seasons.

Many Adlati think of Chislev as the only deity who
never left them—indeed, they claim that she could not
do so without dooming all of Krynn. She fell into slumber
weeping for those washed away by the Drowning, and was
again forced into sleep by the harm caused her during the
Days of Darkness. Recently awakened by the returning
gods, Chislev has focused her anger on the undead and
Chaos-minions that plague her body.
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Chislev’s worshipers are often druids or rangers with
little regard for organized worship, though nature-minded
| clerics of Tao-Shin exist as well. Many “civilized” citizens
regard these clerics warily, as their reliance on intuition
can lead to problems within organized society.

The natural god’s gender varies depending on the
culture of the people worshipping her. Elves, Igurna,
| Midlanders, minotaurs, and Oguna believe the god male.
Dwarves, Etlarnic humans, and Onarian humans believe
the god female. Bakali believe the god genderless, while

kunda believe the god to be androgynous.
| Divine followers of Chislev pray for (and receive) their
spells at dawn.

GiLEan

| Gutresun (bakali), Adryce (dwarves), Bru'kos (elves),
Notikoesh (Etlarnic/Onarian humans), Istori (Igurni),

| Keathhaer (kunda), Gjeln (Mahjoran minotaurs), Tarfine

| (Midlander humans/gnomes), Mykajon (Oguna), Pron Xin
; (Sakkaran minotaurs)

| Symbol: Open book or silver quill

il Alignment: Neutral

Portfolio: Balance, freedom, knowledge, learning, watch-
fulness

| Worshipers: Historians, sages, scholars, scribes, teachers

Cleric Alignments: NG, LN, N, CN, NE

I Domains: Knowledge, Liberation, Planning*, Protection,

Rune

| Favored Weapon: Quarterstaff

| The hand of Gilean guides all who seek knowledge,
regardless of purpose. As the force behind mortals’ desire

| to learn, his hand guides all who seek knowledge in any

Ml form. In the Tao-Shin tradition, he is the guardian of the

4l Path of Serenity.

' The concept of having a permanent record of all events
is very appealing to those (especially gnomes) who desire

| a way to analyze social behavior of civilizations under a

variety of laws and traditions.

Gilean is often portrayed as male, with the exceptions
| being the bakali and Midlanders, who commonly assign no
static gender to the god of record, and the Igurna who view
| Istori (Gilean) as an elderly female embodiment of history
itself.

Divine followers of Gilean choose a specific time to
pray for (and receive) their spells. Once this choice is made,
it cannot be changed.

LuniTari

Retchach (bakali), Lulidus (dwarves), Abello Cant (elves),
Calorossa (Etlarnic/Onarian humans), Tainarosu (Igurna),
Siviralan (kunda), Xuna (Mahjoran minotaurs), Giauzar
(Midlander humans/gnomes), Rubana Las (Oguna), Lusa
(Sakkaran minotaurs)

Symbol: Red glyph or red sphere

Alignment: Neutral

Portfolio: Arcane knowledge, magic

Worshipers: Neutral-aligned wizards

Cleric Alignments: None (no clerics)

Domains: None

Favored Weapon: None

Lunitari encourages the growth of wizardry for its own
sake, and settles squabbles between her cousins regarding
the moral or immoral use of arcane magic on Adlatum. As
one of Krynn’s three advocates of wizardry, the crimson
moon-god is considered a minor deity to most Adlati.
Theologians believe Lunitari receives more respect than
her cousins, since good and evil wizards are more likely to
pay homage to Lunitari than to their opposing patron.

Those who follow the Tao-Shin Path of Serenity must
first study Lunitari’s doctrines in order to learn the creative
use of their gifts. Lunitari’s creativity and focus is said to
resonate within mortals during their progression up the
Path of Serenity.

Lunitari is intrigued by the potential secrets that lay
within ambient magic, but she is very concerned with the
Chaos-god’s inherently unstable nature and the disturbing
minds of its minions. Lunitari’s mages are encouraged
to expand possible avenues of wizardry by traveling with
mystics and sorcerers, but are forbidden to practice these
arts since doing so may burn out the mage’s own potential
(or force the mage to forsake wizardry altogether).

Depending on the culture, Lunitari’s gender differs.
For example, Igurna and Midlanders view the god as male
while Etlarnic and Onarian humans see her as female. The
minotaurs view the god without gender.

The kunda tell tales of Siviralan, a goddess of raw
power who many scholars believe to be their rendition of
the neutral god of magic. The kunda also do not associate
her with the red moon Cremsan.
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REORX

Xrorx (bakali), Reorx (dwarves), Gofan (elves), Idator
(Etlarnic/Onarian humans), Antrepelor (Igurni), Sayr
(kunda), Rezknor (Mahjoran minotaurs), Melik Suud
(Midlander humans/gnomes), Suudar (Oguna), Viknr
(Sakkaran minotaurs)

Symbol: Warhammer standing upright atop an anvil
Alignment: Neutral

Portfolio: Creation, engineering, gambling, luck,
mountains, smithing

Worshipers: Artisans, craftsmen, dwarves, gnomes
Cleric Alignments: NG, LN, N, CN, NE

Domains: Earth, Fire, Forge, Luck, Strength

Favored Weapon: Warhammer

Reorx is unique among the gods in being the only one

to have his Ansalonian name known in Adlatum, albeit
commonly only to Adlati dwarves. However since the
Ansalonian names are unknown to the people of Adlatum,
this fact is lost to everyone.

Reorx is seen by many to be the maker of the future,
either by creating it with one’s own hands or by leaving
it to luck. Those who take to Reorx’s teachings dedicate
themselves to working for what they want, with the under-
standing that unforeseen events (luck good or bad) may
derail such plans or possibly bring things to a greater result
than intended.

Reorx is also unique in that all cultures (with the
exception of the bakali who never apply gender to gods)
view the god as male. Dwarves claim this is a sign that
Reorx shows himself for who he is without guile or
subterfuge. Others jest that this is because nobody wishes
to imagine a divine being as a female dwarf.

Divine followers of Reorx pray for (and receive) their
spells at dusk.

SHIiNARE

Cicivaz (bakali), Slinoter (dwarves), Rosmera (elves),
Ralzion (Etlarnic/Onarian humans), Belsumede (Igurni),
Helnabaj (kunda), Sjin (Mahjoran minotaurs), Nekkarb
(Midlander humans/gnomes), Lomosar (Oguna), Jinry
(Sakkaran minotaurs)

Symbol: Merchant’s scale

Alignment: Lawful neutral

Portfolio: Enterprise, trade, travel, wealth
Worshipers: Mercenaries, merchants, traders

Cleric Alignments: LG, LN, N, LE

Domains: Commerce*, Law, Luck, Nobility, Travel
Favored Weapon: Light mace

Business and the art of the honest deal are the backbone of
the faith of Shinare. In order for society to thrive, a healthy
economy is required. Within such an infrastructure,

communication and fair agreements are bolstered. This
(and the healthy flow of coin) is what Shinare stands for.
In some cultures, Shinare is also the patron of social or
cultural wealth, and is acknowledged by those of high
standing. _

Shinare is represented across the cultures as both male §if
and female. Dwarves, elves, Igurna, and Midlanders view |
her as female, while elves, Etlarnic and Onarian humans,
and kunda view the god as male. Oguna and bakali believe
the god genderless, while the minotaurs believe the god
appears as both genders. According to the dogma of the
coin dwarves, Slinoter (Shinare) is Reorx’s wife and the
distributor of his creations.

Divine followers of Shinare pray for (and receive) their §
spells during the noon hour.

SirriON

Sirr'ushush (bakali), Siron (dwarves), Tannu (elves),
Tenaru (Etlarnic/Onarian humans), Fogreva (Igurna),
Antaeun (kunda), Zan (Mahjoran minotaurs), Fogreva
(Igurni), Mirac (Midlander humans/gnomes), Pharlon
(Oguna), Zavik (Sakkaran minotaurs)

Symbol: Multicolored fire

Alignment: Chaotic neutral

Portfolio: Change, fire, passion, renewal, sun
Worshipers: Alchemists, artists, barbarians, fractured
elves, half-elves, lovers

Cleric Alignments: CG, N, CN, CE

Domains: Air, Alteration, Chaos, Charm, Earth, Fire,
Passion, Water

Favored Weapon: Heavy flail

Sirrion is a god of both passion and renewal. While the god i
is highly connected to the symbolism of fire, he is not a god
of burning for the sake of destruction. When change comes ||
the old must be swept away, and it is for this reason why
the flames must come.

Many see Sirrion as an untamed god, but his wild
nature is never without purpose. Freedom to change and
grow is important, but uncontrolled behavior that solely
leads to ruin is not.

Most Adlati cultures see Sirrion as female, while
dwarves, and both Etlarnic and Onarian humans see him as |
male. The Midlandic representation, Mirac, is supposedly |
so open to change that his gender changes frequently, even |
so far as to fluctuate several times in a single appearance.

The Hoda tribe of the kunda has a special view of
Sirrion, named Antaeun. She is the High God above all
others, and she is not singularly tied to the element of
fire. Instead, she is the mother of all four elements and
thus of all of nature and all of creation. They also believe
themselves born from the elements, in a manner of
speaking, and thus are closely tied to their High Goddess.

Mg e o “




Note: Kunda clerics of the High Goddess Antaeun
often choose elemental domains (Air, Earth, Fire, and
| Water). Clerics of other aspects of Sirrion do not gain the
Air, Earth, and Water domains, nor do kunda clerics often
gain Alteration, Charm, or Passion.

Divine followers of Sirrion pray for (and receive) their
spells at dawn.

ZiviLyn

Yn’zih (bakali), Stenque (dwarves), Dusios Vidu (elves),
i Vidu (Etlarnic/Onarian humans), Copactar (Igurna),

| Danbhala (kunda), Vyzil (Mahjoran minotaurs),
Choalshain (Midlander humans/gnomes), Gamraen

#l| (Oguna), Nilyvyz (Sakkaran minotaurs)

Symbol: Green and gold tree

| Alignment: Neutral

Portfolio: Enlightenment, foresight, prophecy, wisdom

| Worshipers: Counselors, Etlarnic humans, kunda,

| mediators, philosophers, sages

| Cleric Alignments: NG, LN, N, CN, NE

| Domains: Insight, Knowledge, Meditation, Repose, Time*

#l| Favored Weapon: Quarterstaff

Wisdom should be cherished and used above all else,
| according to Zivilyn. To be able to have knowledge in what
is to come and to carefully choose your actions based on
I those possibilities are the cornerstone of a healthy future
for one’s self and the world.

The dwarves, elves, and kunda consistently have
Zivilyn appearing in some sort of male form, if with gender
| at all. The humans and minotaurs often depict the god of
wisdom as a woman. Like the bakali, the Igurna view the
| god without gender, but unlike the bakali the Igurna depict
Copactar (Zivilyn) to be the passage of time to come,
| and unwed consort to Istori (Gilean), who they believe
| to be history made manifest. According to their legends,
their union of past and future is what gives birth to the
| ever-moving present.

The Voda tribe of the kunda is deeply devoted to
fl Zivilyn, who according to their faith is the High God

| Danbhala, twin brother of Antaeun (Sirrion). After the
il Drowning, Danbhala shared his wisdom on how to contact
| the spirits of those lost. Since then, the Voda curiosity of
the spirit world and what lies beyond has drawn them to
their High God, a god tied to lessons of wisely enjoying life
# but then to be accepting of the possibilities of the future
when fate comes.

Note: The Repose domain is usually only chosen by the

Bl kunda clerics of Danbhala. Clerics of other representations

of Zivilyn do not often gain the Repose domain.
_ Divine followers of Zivilyn pray for (and receive) their
| spells at midnight.

Gods of Evil

CHEMOSH

Kovach Rikt (bakali), Haleton (dwarves), Dusios Marvios
(elves), Cadvre (Etlarnic/Onarian humans), Spatiulipsa
(Igurna), Mwardae (kunda), Ruzah (Mahjoran minotaurs),
Gaffras (Midlander humans/gnomes), Durloth (Oguna),
Rzu (Sakkaran minotaurs)

Symbol: Sickle impaling a yellow skull

Alignment: Neutral evil

Portfolio: Death, false hope, murder, the undead
Worshipers: Assassins, crazed cultists, grave diggers,
necromancers

Cleric Alignments: LE, NE, CE

Domains: Death, Evil, Trickery, Undeath*

Favored Weapon: Sickle

Death is the end. Send your enemies to it first, and avoid
it at all costs. It is the ultimate destination, but it is not
inevitable. This is what Chemosh stands for in his aims to
gather those souls who are willing to accept undeath in
order to avoid true death.

Those in the Tao-Shin walking the Path of Power
come to learn from Chemosh how death itself is a weapon,
one that can be used to clear away obstacles blocking one’s
way to success.

The bakali have a duel view of Chemosh, believing the
god to have two opposing minds. One side of the god is
believed to usher the recently deceased onto eternal rest
while the other side grants the ability to end one’s progress
and turn the horror inflicted upon the mortal soul during
life back upon the world. It is up to the departed which
face of the two-sided god to kiss the lips of, and forever
determine the soul’s fate.

Most cultures view Chemosh as male, with the
exceptions being the minotaurs who see Chemosh as
a godess, and the Igurna who believe the being to be a
woman of deceit and temptation. The kunda have never
believed Mwardae (Chemosh) to be a god. Instead they
see her as the world’s malice made conscious, absorbing
what evil the good souls of Krynn leave behind when they
part from the world forever. Evil souls are believed to be
swallowed whole. They deny Mwardae’s divinity because
with the exception of the dark one removed from their
history, all gods are beyond mortal concepts of good,
neutrality, and evil.

Divine followers of Chemosh pray for (and receive)
their spells at midnight.
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HipbukEL

Hizhek (bakali), Hidkel (dwarves), Smer-Tio (elves), Mezog
(Etlarnic/Onarian humans), Puterviciat (Igurna), Trisdan
(kunda), Zin Ngt (Mahjoran minotaurs), Folmhesta
(Midlander humans/gnomes), Soulicantas (Oguna), Gtzing
(Sakkaran minotaurs)

Symbol: Defaced coin or defaced gold bar

Alignment: Chaotic evil

Portfolio: Betrayal, greed, lies, secrets, wealth
Worshipers: Corrupt gnomes, corrupt politicians,
dishonest merchants, robbers, thieves

Cleric Alignments: CN, NE, CE

Domains: Chaos, Charm, Evil, Treachery, Trickery
Favored Weapon: Dagger

The truth is fluid, at least when you want it to be. Hiddukel
is a god of manipulation. Swords and knives are not always
required to subvert one’s competition. Simple words and a
convincing smile can work ten times better, if not more.

Followers of Hiddukel learn that people act in the
world based on what they believe. If you can control that,
then you control everything.

With the exception of the Midlander humans, most
other cultures view Hiddukel as a male entity. The Midland
stories of Folmhesta (their representation of Hiddukel)
often reveal her to be manipulating events and people in
the background, never showing her neck long enough to be
caught, if ever.

Divine followers of Hiddukel pray for (and receive)
their spells at dusk.

MorGion

Kitah Vedik (bakali), Deatedon (dwarves), Dusios Pen
Gabro (elves), Malorna (Etlarnic/Onarian humans),
Putrugai (Igurni), Nodnoc (kunda), Lesuthiyat (Midlander
humans/gnomes), Meganna (Oguna)

Symbol: Poisoned or rusted short sword

Alignment: Neutral evil

Portfolio: Disease, famine, fear, madness, poison, suffering
Worshipers: Assassins, druids, crazed cultists, ratcatchers,
sadists

Cleric Alignments: LE, NE, CE

Domains: Destruction, Evil, Madness, Pestilence

Favored Weapon: Short sword

Morgion is justly feared on Adlatum as the harbinger of
mental and physical decay. Rusty swords, enfeebled minds,
and rotten food are all signs of her presence. Morgion’s
very divinity places her at odds with Mishakal and Reorx
because of their therapeutic and creative natures, respec-
tively.

Morgion’s doctrine within the Path of Power is the
spread of suffering within a community.

Her clerics offer mercy to the pained victims, but those [i#

helped by Morgion are never fully rid of whatever affliction
they may have gained. Instead, victims are persuaded to
commiit vile deeds to keep their maladies from returning.

Various cults of Morgion exist throughout Adlatum,
each devoted to different forms of decay. One of her
larger cults in the current day is known as the Bringers of
Pestilence. This druidic sect claims to protect the natural
world by corrupting the trappings of civilization.

The dwarves, elves, Midlanders, and minotaurs often
depict Morgion as male. Etlarnic and Onarian humans,
Igurna, kunda, and Oguna depict Morgion as female.
However, many representations of the god of decay display
no gender at all.

Divine followers of Morgion pray for (and receive)
their spells at dusk.

NuiTari

Etr'chach (bakali), Nulidus (dwarves), Dhu Cant (elves),
Scuriga (Etlarnic/Onarian humans), Ergiascun (Igurni),
Jennaer (kunda), Xu (Mahjoran minotaurs), Regunilas
(Midlander humans/gnomes), Cesakat (Oguna), Mus
(Sakkaran minotaurs)

Symbol: Black glyph or black sphere

Alignment: Lawful evil

Portfolio: Arcane knowledge, magic

Worshipers: Evil-aligned wizards

Cleric Alignments: None (no clerics)

Domains: None

Favored Weapon: None

Nuitari promotes the advancement of personal power via
wizardly means. Her wizards are encouraged to increase
the presence of wizardry on Adlatum—doing so enables
them to increase their power even further. The black moon |
only appears to those with evil in their hearts, or intel-
ligence enough to determine her position in the night
sky—she seeks the latter since they often make capable
wizards. She respects Solinari and Lunitari as the only
other deities savvy enough to recognize where true power
lies, and she loathes them for it. Even so, Nuitari recognizes ||
the usefulness of allies and supports their shared interests
when it is convenient for her to do so.

Like her cousins, Nuitari is considered a lesser god
by most of Adlatum’s people. The Path of Power is not
officially recognized by most of those who follow Tao-Shin, §
but practitioners of the forbidden Path are instructed on
the use of magic to influence minds and souls. Most of
these dark cultists continue along this Path, but there are
always a few ambitious persons who follow what appears to
be an easier road to power.

The ebon moon-god thinks little of ambient magic
and its comparatively limited selection of secrets, since
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| her wizards can acquire more spells than their sorcerous
counterparts. Her followers are encouraged to slay
| sorcerers after learning their secrets, but the wizards get
along surprisingly well with dark-hearted mystics. Nuitari
is jealous of her followers, and any wizard of hers who
turns toward sorcery is hunted down without remorse. The
| sole exception is the Elder Dragon Xyvren, who she hopes
| to use in an attempt to gain greater control over ambient
magic.

Most cultures view Nuitari as a female entity. Dwarves
and kunda are the only cultures to see the god as male,
| while the minotaurs see the god as genderless. Technically,
the kunda view Jennaer (Nuitari) as the god of the lust for

Bl power, not necessarily magic. Jennaer is also not associated

with the moon, which according to the kunda is not a

| moon, but simply an absence in the sky. The absence is
sometimes referred to in legends as a creature of unfeeling
desire known as Hol. Some kunda believe that Chaos was

| in fact Hol made flesh.

| SARGONNAS

ul Hekkit’jat (bakali), Sogas Ulit (dwarves), Dusios Tarvos

(elves), Onora (Etlarnic/Onarian humans), Cazariga
(Igurna), Conali (kunda), Shu Xin (Mahjoran minotaurs),
| Alnath (Midlander humans/ gnomes), Ordrion (Oguna),
Shurong (Sakkaran minotaurs)
| Symbol: Two lightning bolts striking a volcano
Alignment: Lawful evil
| Portfolio: Conquest, rage, strength, vengeance, war
Worshipers: Barbarians, fighters, fractured elves,
| hobgoblins, vengeance seekers
Cleric Alignments: LN, LE, NE
| Domains: Evil, Fire, Law, Passion, War
Favored Weapon: Greataxe

| Rage can be a powerful weapon when directed properly.

Sargonnas’ teaches how to channel one’s inner fire into
| displays of strength and power. When vengeance is called
for, Sargonnas yearns to see retribution taken by those who
| need the satisfaction.

The Sakkaran minotaurs have for the most part
turned away from the gods, but there is a segment of the
| population that desires vengeance against those who have
bottled them up into a desolate landscape when they
were so close to reaching their density of domination. It’s
among these people, along with those who've felt betrayed
by the Tashrama, where Sargonnas is gaining many of his
Wl followers.
| Also, many Etlarnic and Onarian humans view Onora
as a god of honor, one who seeks rightful retribution. He is
a dark god, but not evil.

Most cultures view Sargonnas as male. Midlander
humans and the bakali are the only people who do not

contribute a fixed gender to the deity. The bakali believe
all gods are genderless, while the Midlanders have often
depicted Alnath (Sargonnas) in both male and female form.
According to Sakkaran beliefs, Shurong (Sargonnas)
has slain all of the other gods and thus is the rightful ruler
of all Krynn. Not all Sakkarans believe this however.
Divine followers of Sargonnas pray for (and receive)
their spells during the noon hour.

TAKHisis (ABSENT)

Tazhek (bakali), Talira (dwarves), Darga Nos (elves),
Conisha (Etlarnic/Onarian humans), Dakranas (Igurni),
Kaiekearnay (kunda), Czi Xin (Mahjoran minotaurs),
Rasala Hage (Midlander humans/gnomes), Draekahs
(Oguna), Ga Czi (Sakkaran minotaurs)

Symbol: Five-headed dragon

Alignment: Lawful evil

Portfolio: None (formerly darkness, domination, hatred,
intrigue, night, tyranny)

Worshipers: None (formerly corrupt nobles, evil dragons,
evil fighters, goblins, noble ogres, tyrants)

Cleric Alignments: None (formerly LN, LE, NE)
Domains: None (formerly Destruction, Evil, Law, Nobility,
Trickery, Tyranny*)

Favored Weapon: Morningstar

The ultimate purpose of having power is to conquer

and rule. This is what Takhisis has sought for herself
throughout the ages. Those who also sought power adhere
to her example in hopes of accomplishing the same. And
although she is gone, her lessons and impact on Adlatum
remain.

Takhisis woke the Elder Dragons planning to have
them act as her proxies in Adlatum during a time when the
other gods were silent. Instead, the Elder Dragons betrayed
her and formed their own church, the Tashrama. Although
she received some followers among the Tao-Shin, she
continued to strive for those who would worship her and
only her directly.

After the Starfall, she assisted her devout follower Lord
Montegron in gaining power in the Midlands. No one else
ever learned of Montegron’s private religious devotions,
but with his god’s assistance he was able to unify the
Midlands under his own rule as the Great Lord Sovereign.

Because of this, Takhisis was both directly and
indirectly responsible for the formation of both sides of the
coming war between the Tashrama and Sovereignties. But
just as Montegron’s war began, Takhisis vanished and the
other gods returned.

Takhisis is viewed by most cultures as female, but the
Igurna, Sakkaran minotaurs, and Oguna often depict the
god as a male warrior. According to old Sakkaran legends,
Vrugosh (Takhisis) was the son of Shurong (Sargonnas).
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But Vrugosh was slain by Shurong’s hand centuries ago
when he lost a major battle his father trusted him to win.

Divine followers of Takhisis prayed for (and received)
their spells at midnight.

ZeBOim

Dedri’xev (bakali), Moli (dwarves), Ve’co Mori (elves -
except Talonesti), Vecori (Etlarnic/Onarian humans),
Greasnas (Igurni), Samalaira (kunda), Szi Gun (Mahjoran
minotaurs), Peliona (Midlander humans/gnomes), Stora
Legas (Oguna), Shagil (Sakkaran minotaurs), Tarvos
(Talonesti)

Symbol: A spiked turtle shell

Alignment: Chaotic evil

Portfolio: Envy, jealousy, oceans, sea, spite, storms
Worshipers: Cliff dwarves, druids, fishermen, noble ogres,
pirates, reef dwarves, sailors

Cleric Alignments: CN, NE, CE

Domains: Chaos, Evil, Madness, Storm, Water

Favored Weapon: Trident

Zeboim represents all that is unpredictable and dangerous
about the sea. Those who respect the wild and tempera-
mental nature of the oceans and their sudden storms are
those who respect the goddess Zeboim.

She has her greatest number of followers from the
Nordar dwarves, but she receives tribute from any and all
who travel on the sea that wish to avoid her wrath.

With the exception of the bakali who view all gods as
genderless, all cultures of Adlatum depict the sea goddess
as female. She is the only goddess universally depicted
such, just as Reorx is the only god universally depicted as
male.

There are a few rare tales among the Sakkaran
minotaurs that have depicted the sea goddess (prior to her
death) taking a male form.

Divine followers of Zeboim choose a specific time
to pray for (and receive) their spells. Once this choice is
made, it cannot be changed until the follower gains a level
in whatever class allows her to cast divine spells.
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ow can you say such things!” bellowed the dwarf.

“The clans are in chaos. Finances are moving

Sfrom accounts to unknown parties. Long-standing
alliances are falling apart as bickering sprouts up over the
| pettiest of reasons. Suddenly families with no monetary
backing are giving orders to the wealthiest of patriarchs.
The High Warden may be forced from his seat at this rate.
| There’s been drownin’ disappearances too. This is disaster!
Kedaltol’s stability is crumbling, and you have nothing to
say on it?” Anger dominated every facial feature, from the

W daggers in his stare to the red flush of his cheeks. Even his

body shook with rage, something Dregan had never actually
| seen before.
“Not really,” said Dregan calmly. “All of that has

nothing to do with me.”
i Roarlyn flinched as if punched in the stomach. His voice
| went from rage to breathless horror. “Nothing to do with
B you? Nothing? How can you, a true-blooded Hartdar, be so
W indifferent? This is Kedaltol we're talking about.”
Dregan lowered his mug and sighed. "My heritage
Q)| and my blood may be from Kedaltol, old friend,” he said,

| “but I am a Midlander through and through. Kedaltol and
the affairs of dwarves there are their own concerns. These
| people, here,” he said waving his hand out to the humans in
the tavern. “These people are my fellow citizens. Your people,
| Roarlyn, they are the foreigners to me. We have enough
problems going on. Go home and clean up your own mess.”
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A person’s race might be a major factor in determining

| the qualities he possesses in life on Adlatum, but equally

important is the nation or land that person calls home.

There are many nations dominated by one race or

i another, and in those cases racial attitudes hold sway over

how one individual treats another. But equally important

| are the countries those individuals come from. Two people,

regardless of race, might come from regions with great

camaraderie or open hostility. Lines on a map are always as

| important as blood in the veins.

Local customs, philosophies, language, accent, songs,

| and tales—all have an influence on how people are raised.

People from different places grow up experiencing different

things, and so their outlook changes. Some regions are not
as civilized, and others act civilized and yet their people are

| quick to draw weapons on the slightest perceived insult.

When people from a region venture out to other places,

| their behavior becomes more noticeable and recognizable.

Only by understanding their homeland can one begin to
grasp what life might have been like for them.

Aecka, the Midlands

The Midland nations have always viewed themselves as
bastions of civilization after the Drowning. However when
the horrors unleashed by the Days of Darkness destroyed
much of the stability they held so dear, a hero of the war
named Montegron stepped forward. He dedicated his life
to rebuilding the Midlands and solidifying its stability by
keeping each local sovereign under his rule. Within the
span of decades he succeeded, but not in totality.

Uncivilized barbarians from across the borders
threaten the north and south, and throughout the
Midland’s interior the Tashrama also lays claim to the
people’s hearts. As an aged Montegron rules a multitude of
kingdoms from the Pinnacle City of Karsuhon, FyxZharar,
he has decided that this is a dichotomy that cannot be
allowed to continue.

But regardless of the machinations operating on an
international level, each country within the Midlands
continues to have their own local issues and way of
handling things. The individual monarchies and rulers
are far from simple puppets under Great Sovereign Lord
Montegron. They are true rulers of their lands and their
peoples, and as such each nation is still a separate entity
onto itself.

Geographically, Kedaltol is considered within the
Midland territories, but it is still outside of the direct reign
of Montegron or the Tashrama. Gnomorrah itself is part of
the Sovereignties but operates with relative autonomy.

Bhadlum

Capital: Tavlanor

Population: 183,937 (Human 79%, Sakkaran 8%, Hartdar
6%, Half-Dwarf* 5%, Other 2%). *See Races of Ansalon.

Government: Monarchy

Religions: Sects dedicated to Nairsaif (Kiri-Jolith), Melik
Suud (Reorx), or Alnath (Sargonnas).

Languages: Common, Dwarven, Trejori

Trade: Leather, Seafood, Slaves, Grains

Legions: Border Watch, Protectors of the Sheriff

Alignment: LG, CG, LN, CN, LE, CE

Before the Drowning, the lands of present-day
Bhadlum (Bahd’-luhm) were nothing more than open
plains and some farmland resting between the major
settlements of the Hammervald Empire. Following the
Drowning, the empire was weakened enough that the
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minotaurs entered the region relatively uncontested.
Decades later displaced humans moved into the land,
establishing larger towns and settlements. This resulted in
the minotaurs being pushed from the area.

In later years, Bhadlum benefited from increased trade
with the dwarves to their west, but with the minotaurs to
the north life is hard along the border. The best warriors of
all the Midlands come from this nation. Lord Montegron
came from Bhadlum along with Second Protector Jermon
Cavlin.

Lire Anp SocieTyY
There are not many settlements in Bhadlum that qualify as
cities with the exception of the capital, Tavlanor. However,
with few exceptions, even the smallest villages have tall
wooden stockades constructed around the homes and
businesses. A series of towns along the northern border are
close enough together to stop massive groups of minotaurs
from crossing the border without being seen. Unfortu-
nately, small minotaur raiding parties do occasionally slip
through, attacking border towns. Even the settlements in
the southern half of the country are struck by minotaurs
hoping to hit those who believe themselves the safest.
Inside the walls, people tend to have normal lives, yet
many of those same people are trained to fight when the
security of their homes are threatened. Often the young,
who are able-bodied, are encouraged to spend a few years
in the town guard if not the national militia. A few years
ago, the High Sheriff and nobles debated whether or not to
make such service legally mandatory, however the numbers
of volunteers was so high the king determined there was no
need.
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The only towns that have issues in contributing to
the national forces are ones under the control of bandits
who attempt to do business under the noses of national
authorities. Since a variety of these towns are behind fort
walls, rooting them out is a massive undertaking. Also, a
number of these organizations are in competition with
each other as often as they are doing business. Sometimes
the job of removing these criminals from positions of
power is done on their own.

Travel is a major point of concern in Bhadlum. Extra
guards and weapons are taken when people venture
outside city walls going from one place to another. Closer
to the northern border, families may organize their travels
together in order to form a larger and more well protected
caravans.

Fishing is another major industry in Bhadlum. Small
fishing villages dot the southern coast, and Tavlanor has a
port on Lake Borlesko.

RELiGion

With this being the home country of Lord Montegron
himself, along with the founder of the Midland Guard, the
nation of Bhadlum gives massive support to the Midland
Sovereignties and a very cold shoulder to the Tashrama.
As such most of the population views religion as a crutch.
Lately there are minorities who privately worship those
gods who honor combat and strength such as Nairsaif
(Kiri-Jolith), Melik Suud (Reorx), and Alnath (Sargonnas).

GoVERNMENT

Officially labeled a monarchy, the label of King or Queen
gives the wrong impression of the job held by the person
in power. Where other nations may have royalty that must |
consider all avenues of politics and economy, the Bhadlum ||
ruler must remain focused completely on the details of

security. He is head commander of the military, and it is his ' p

job to keep the border of the Midlands safe. If the economy
weakens or issues of political manipulation arise, it is the
royal seat’s job is to ignore those matters and let others
handle it. Many in Bhadlum do not refer to their king or
queen by those titles either. The nickname for the seat
that has taken a strong hold is “High Sheriff.” The position
is often passed from parent to child, but when incompe-
tence in the seen by those around the High Sheriff, there is
precident for the current ruler to be pressured out in favor
of new blood. So long as a man or woman is a Bhadlum
citizen from birth and had begun official military or
weapons training by the age of five, that person is eligible
for the seat. Due to the respect the position receives, many
parents send their sons and daughters to train at such
young ages in hopes to keep them available for the post in
the future.

A Fortmaster, one who leads the military forces of
a fort town, officially heads each town and village along
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| the northern border. The local populace of each town
appoints their own Townsman to run non-military affairs,
| but the Fortmaster has final say on issues. Either the High
Sherift or an appointed advisor of the High Sheriff selects
| all Fortmasters. Many of the towns and villages in the
| Bhadlum interior have also begun to follow the Fortmaster/
| Townsman governing structure, but those towns more
| under the hold of bandits or criminal elements are run
independently of those in Tavlanor.

The current High Sheriff of Bhadlum is Jessup Haeg
(LG male Midlander human noble 7), son of Mendel Haeg.
| Mendel Haeg was appointed High Sheriff after the Days of
Darkness under the strong suggestion of then to-be Great

Bl Sovereign Lord Montegron. Jessup is young, but he has so

far proven himself his father’s son by being a strong and

| imposing figure of determination and assurance. He is also
skilled in a variety of weapons. The public’s general view is
that so far Jessup shows much promise and potential.

MiLiTAaRY
| The military presence in Bhadlum is apparent any time one

il walks in or out of a town. Fortified walls surround almost

| all settlements, and every wall is manned by those trained

to take down a hostile enemy. Many of the regular citizens

| have severed with the military or with local town guards.

Al The national military openly supports citizen groups made

up by those who had previously served. These groups aid in

| city and town defense in times of need. Odds are that if a
traveler entered a small tavern in a random Bhadlum town,

| the barmaid would be formally trained in defend her home.

| This is the frontier, and those who live here know it.

The official national military serves under the

. command of the High Sheriff (the king), and each

settlement is headed by one of two people: a Fortmaster

| who runs the town and the stationed military unit, or a

Bl captain who acts as advisor and go-between for the local

guard. Each captain or Fortmaster also has a collection of
| personnel meant to protect the lands surrounding their
| stationed settlement, but in those areas where the towns
| are sparse, little can be done to protect it.

Minotaurs taken prisoner by the military are
immediately sent to slave auction.

Macic anp MysTicism

Magic of any short is not well trusted in Bhadlum, but in
| the rare occurrences where it comes to their benefit, they
will not begrudge it. People here trust the solid chops

Bl of steel or the piercing tips of an arrow. Even with the
8l popularity of the Tashrama gaining up until recently, the

people of Bhadlum had more trust in herbalists. Some
mages and mystic healers do have work in Bhadlum, but

| they are few and far between. Sorcerers are more readily
accepted, even if the populace believes more in work done

#l by hand and not magic. Clerics and Tashramadic mystics

both are not well received at all. “Why does a man need
a god when his own two hands will do?” is a very popular
Bhadlum saying.

MAjor GEOGRAPHiIcAL FEATURES AnD LocATions
Most of Bhadlum is covered in plains and low rolling
hills. Sparse forests dot the land, but they are few and

far between. The low-lying cliffs on the southern border
have been cut into to allow fishing villages to access the
waters below. The winters are long and harsh here, and
the last winter was one of the harshest. There have been
a few recently discovered caves in the northeast that may
interconnect to the hills and mountains in Sakkaras, but
they have not been fully explored yet due to the threat of
the minotaurs.

ReGgionaL HisTory

Long before the Drowning, the land that would make up
Bhadlum was populated by only a few sparse villages and
farmlands part of the dwarven Hammervald Empire. The
Drowning changed that, but not immediately. Within the
first two years after the Drowning, the minotaurs were
able to claim the land uncontested. However their hold on
the region was only secure for two generations. Soon the
Midland humans came.

In the earliest years after the Drowning, the region
was called the “Bad Lands” by both minotaur and human
alike due to the lack of vegetation in most of the region.
Bone-biting cold winters combined with the land being
torn up from more than a half-century of battle taken place
here made much of it a harsh place to live. However it had
become a hotly contested region, and only the Drowning
put an end to most of the conflict.

Although held primarily by minotaurs for the first
half-century after the Drowning, more and more people
from the southeast arrived moving away from where the
destructive wave had hit. Over time and over much strife,
the Midlanders began to push the minotaurs northward.
Soon a defensive line of towns was constructed from the
hills in the northeast to the southern tip of the lake in the
west. The nation received its name from a bastardization
of the Trejori words for “Bad Lands,” and the first High
Sheriftf, Morgan Degentry, was appointed to keep the area
settled.

Many battles with the northern minotaurs were fought
over the centuries. Often the intensity of these attacks and
counter-attacks reached the severity of full-scale wars, but
to the people of Bhadlum, the combat was always taken
as a matter of course. Although the severity of the Days of
Darkness was far worse than any invasion from Sakkaras,
many walked away after the Starfall seeing the events as
just one more conflict.

The people of Bhadlum are a hardy folk, and when
native Lord Montegron began to preside over the entire
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Midlands, his home officially stated its support for him.
High Sheriff Mendel Haeg stated in a public address, “If
the Midlands needed a protector to guard everyone’s back
and front, who better to do it than one of us.” Haeg was
appointed to the position of High Sheriff after the Days of
Darkness when the previous king was slain by a minotaur
who used the chaos as a cover to sneak across the border
and murder his enemy’s leader. The minotaur escaped,
and his identity was never discovered. Montegron led an
assault of three hundred and fifty men into Sakkaras for
retaliation. Two thousand minotaurs were killed in the
attacks. Only twenty-eight men were slain. Along with his
efforts during the Days of Darkness, these attacks helped
propel his name from a living legend in Bhadlum to being
heard of across the Midlands.

One year ago, High Sheriff Mendel Haeg was killed
after a card game. He had disguised himself in order to
merge in with the common crowds and see if he could
learn more about their concerns in an unofficial capacity.
Unfortunately a drunkard named Philan Tel lost too many
hands in the game and too many coins. He followed Haeg
out of the tavern and shot him in the back with a crossbow
bolt without realizing that the man he thought of as
Joandale Hollansh was in fact his own king. Tel was hung
in a public square execution two weeks later screaming in
madness that the Gray God of the North demanded the
royal blood of Bhadlum.

Since then, Mendel’s son Jessup has been ruling
Bhadlum and doing what he can to insure its safety.

CuRrrent Events

& Farfor Hornwell, one of the more influential bandit
lords in Bhadlum, was found murdered in a small
hut inside of Medren. He and four bodyguards were
slaughtered during the night of a massive snowstorm.
None of the local guard can remember seeing anyone
come into town during the night, nor did they notice
anyone leave. Many local folk are not sure the guards
on duty are telling the truth.

& A number of the Midland Guard came to visit High
Sherift Jessup Haeg around the same time High Cleric
Oryno left the Trejori Holy Land to see the High
Sherift as well. None seem sure of the significance. The
talks the High Sheriff had with both parties were in
private and what was said is being held in confidence.

& Several barbaric humans were seen in some of the
minotaur raiding parties venturing in from Sakkaras.
No one can figure out if these men and women are
slaves of the minotaurs or are willfully fighting with
them.

MAjoR SETTLEMENTS
Gef-throth (Small Town 1,976): The most northeastern
settlement in Bhadlum, it is also one of the poorest border

towns in the country. So poor, Gef-throth is not fully
surrounded by a stockade wall. Instead only the northern
side of the town is walled, and the men and women of the
militia guard it day and night. A few years ago a family of
minotaurs from the north warned the town of an attack
coming from the south. A number of minotaurs had
found a cave linking Sakkaras to a cavern south of the
town. Fortmaster Yoheshi (LN male Nordar fighter 7/
dwarven defender 5) turned his forces around and wiped
the invading force away. The father of the minotaur family,
Merius (N male Sakkaran minotaur barbarian 9/fighter
2), is an honored member of the town who was recently
elected Townsman by the people. He is often referred to
as “The Blessed Traitor.” Yoheshi is still not certain of the
minotaur’s loyalties.

Groston (Large Town 4,230): A common example
of a town in Bhadlum. The tall stockade wall surrounds
the town and is manned day and night by members of
the national force. Fortmaster Ronvar Syus (LG male
Midlander human fighter 7) runs the settlement’s
military needs while Townsman Felis Harthon (NG male

Midlander human commoner 4) deals with more mundane (i

matters. Still, most in the town are well trained, and if the
need arise the civilian populace is ready to take up arms for
themselves and Bhadlum.

Medren (Large Town 3,921): Was one of the
bandit-held towns in Bhadlum up until recently. Self-
proclaimed Bandit Lord Hornwell used to visit this town
of his on occasion to do business with the locals and other
criminal patriarchs. For any traveling through the town
appears the same as any other in Bhadlum. Local forces
man the high stockade fence, and the people seem well
prepared for wild on the frontier. Only when prolonged
business is conducted does the underside begin to show
itself. Just this last winter Hornwell was found dead with
four of his bodyguards. None yet know who committed the |
crime. Whether Medren will be fully reclaimed by the High
Sheriff or if another of Hornwell’s kind will step in to fill
the void is unknown.

Tavlanor (Metropolis 29,472): The long stockade
wall of the capital stretches around the city from the coast
to the coast. Instead of it being one continuous stretch of
wooden posts, the wall is segmented by numerous stone
towers, which allow the guards a much better view of
the surrounding lands and the great lake. Many of the
buildings within the capital are made of stone with wood
only used to give a warmer feeling on the inside. Roofs are
tiled here, as opposed to the thatched roofs common in
the rest of the nation. The High Sheriff, King Jessup Haeg,
lives however in a large wooden fort-like manor positioned
in the center of the city on a tall hill. The manor differs
from most other homes in the city by being one of the few
buildings with a wooden exterior. The lesser structural
protection on the manor is said to mean that if the city fails |




to defend itself to their king’s walls, then it desires to fall
the rest of the way. So far, since the city’s construction, the
city has yet to have taken massive damage in any conflict.

| Charant Aros
. Capital: Charant Degalos

| Population: 297,199 (Human 85%, Dwarf 5%, Gildanesti

5%, Corinesti 2%, Gnome 2%, Other 1%)
| Government: Monarchy

Religions: Tao-Shin, Tashrama

| Languages: Common, Dwarven, and Elven
Trade: Wool, leather

Legions: The Distant Shout

Alignment: NG, LN, N, CN, and NE

The second largest of all the nations of the Midlands,
the nation hasn’t seen a lot of the border fighting that has
| gone on in the other nations. Situated between many of
| the other nations, the people of Charant Aros (Chah-rant’
| ah’-roce) have capitalized on this and are a prime trading
| nation of the west. Most human merchants that work in
other nations come from Charant Aros.

Others can easily pick out human families with
deep roots in Charant Aros since they tend to sport a
slight green hint to their otherwise human-pigment skin.
Many believe the humans of Charant Aros may have a
connection to Corinesti blood from centuries ago. Other
common traits of an Arosan are strong red hair and
sometimes freckles. There are a few local tales that suggest
the traits may be a blessing, but from who and for what
| purpose varies from storyteller to storyteller.

| LiFe anD SociETy

| Unlike most other nations in the Midlands, the Charant

| Arosan society is heavily dominated by the women.
Women hold almost all of the government positions, and
many run the businesses throughout the country. Men
tend more often to jobs such as farming, soldiering, and
other physical labor where women focus on both family
and administrative matters.

Although the Arosan population is one of the highest
in the Midlands, the people are spread out, leaving few
major population centers. Charant Aros is known for its
| large rolling green hills and beautiful rivers and lakes. Even
! in the dead of winter the land seems to keep most of its
. color. In these lands, farms cover large quantities of acres

Bl along with cattle and sheep ranches. The meat of wild boar
#Hl is a minor industry in Charant Aros.

Hunters and other folk who prefer the bustle of the
villages also tend to live on their own in isolated houses
either in the hills or in the vast areas of forest. Others live
in trading posts at advantageous locations on often-used
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trade roads, doing what they can to make a living for
themselves.

Upon reaching adulthood, most young Arosans choose
to either work to dedicate themselves to a family business
or strike out on their own, traveling to another town to try
to start up a new life.

RELiGion

Charant Aros used to be a highly spiritual land both prior
to the Drowning and the Starfall. Since then, the practi-
cality of needing to survive and build a land founded on
peace has become more important. Still, respect is given to
the old gods of the Tao-Shin even if they were no longer
present. Many of the old holidays and religious practices
had been continued straight through the years after the
Starfall without fail, although their methods of observance
has often been seen as odd and strange by foreigners.

The Tashrama used to be popular in Charant Aros
until the existence of the Elder Dragons became known.
Since then the number of open supporters of the church
has fallen more than 40%. Many were angered and have
openly declared support for the Sovereignties in the
coming war in response to the deceit.

With the recent return of the Tao-Shin, a spiritual
spark has been rekindled in the Arosans. A segment of the
population here appears to be rushing to the Tao-Shin
faith, but others, scorned by the Tashrama, are very
hesitant to put their trust in another church so quickly.

GoVERNMENT
Issues of national importance are dealt with by the Ci'tec.
The title is a holdover from Charant Aros’ elder days, but
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it is viewed as an equivalent title to Queen in terms of
rulership in the Midlands.

Each town runs its own affairs without interference
from the Ci'tec unless specific crimes or grievances are
brought before her. She is also a master of ceremonies at
many of the national festivals and traditional events. If the
Ci'tec wishes to make a change of law for a particular town,
she must go to the town personally in order to deliver the
proclamation herself. The law and traditions ingrained into
the country prevent her from “ruling afar by messenger.”

The Ci'tec is selected by an assembly of town elders
from across Charant Aros, and the Ci'tec rules for life.
There is no process to remove a Ci'tec once she is installed
unless one wills to commit the act of murder and accept
its harsh penalties. No man may become Ci’'tec under any
circumstances. The Ci'tec is also seen by many as a leader
of people’s faith, although she is not tied to any religion or
church.

The current Ci'tec, Orla Mievley (N female Midlander
human druid 13/hierophant 5), was a hard woman for
Montegron to convince when he tried to bring Charant
Aros into the Sovereignties. The country was in complete
ruin, but yet she refused to accept his aid under the terms
he proposed. Eventually, she did accept his proposal
(with many stipulations, public and private) and agreed to
“entertain his decrees” delivered from FyxZharar. Since
then, Montegron has helped Mievley rebuild her nation
and develop it into a modern trading community.

Up to this point, Montegron has not had any open
trouble from her, but it is rumored that Mievley had
attempted to force Montegron into a wedding with herself.
It is also rumored she is continuing her attempts, even as
he is in his later years.

MiLiTary

Most men in the nation are brought up knowing how to
fight, usually with fists. When a town or business needs
protection, they don’t look any further than their own local
men. If a group of towns come under threat, then these
men group together and quickly form a makeshift army on
the spot. Pecking order of who orders who is determined
mainly by the women running the various towns, usually
the larger towns are given more of the officer positions
than the lowly villages and hamlets.

If a dispute arises, usually the men will have their own
appointed leaders fight each other to determine who is the
stronger and thus the better leader. The women orches-
trating the militia often let that method stand in order to
quickly move on to dealing with the main threat. The Ci’'tec
appoints a single man to be her Lu’dyn (lead general) when
she directs what she wants the army to do.

This ramshackle way has long frustrated the Great
Sovereign Lord, and he has been in talks with Mievley,
trying to get her to form a standing military. A small

contingent of two hundred men named “The Distant
Shout” has been formed with the purpose to become the
officers of tomorrow. It is not clear how serious the Ci'tec
is in developing this band further.

No woman may join any fighting force in Charant
Aros under any circumstance, just as no man may enter a
position of leadership.

Macic anp MysTicism

Magic and mysticism is seen by most in Charant Aros as
wonders to behold, awed, and kept away from unless it was |
in the will of the gods for one to meddle with. Rarely willa |
Charant Aros purposefully seek out magic. Many fanciful
children’s tales involve people who came in contact with
magic in one form or another and ended up the worse for
it.

There are those who are faithful to the gods, and
because of their pious natures are gifted with magic. These
men and women are people of great respect among the
people. Many will see the most righteous women as close
to the gods themselves (men may rise to great renown and
ability within the church, but they are forbidden by local
custom to take an office of importance within the borders
of Charant Aros).

When the Tashrama was exposed as a fraud, many
Arosan faithful left the church in disgust, convinced that
the magic must be a hoax of sorts, possibly arcane magic
made to look like the blessings of gods. A few others are
recognizing mysticism as a divine magic of its own right
and are trying to determine its own place in the scheme of
things, whether related to the Tashrama or not. As for the
Tashramadic mystics, one elder has suggested in passing
that the Elder Dragons may be land-bound spirits in the
process of rising up to become gods themselves. She has
also made clear the statement was only conjecture.

Practitioners of the arcane are a puzzle to the eyes
of most Arosans. Sorcerers are seen as foolish folk who
willingly walk into the torrents of non-divine magic and
will end up ruined by it. Wizards are a contradiction to
them. They pay respects to a few of the gods but don’t
worship them, and yet they are gifted with magic. To many |§f
Arosans, the arcane is too much of a confusing and dark
art for anyone to wisely deal with. No malice is usually
directed toward arcane spellcasters, but no respect is
beheld at best and fear is given at worse.

MAjor GEOGRAPHiIcAL FEATURES AnD LocATions
Loec Lieva: This large fresh water lake was formed outside
of the capital during the Drowning and was viewed by the
survivors as a promise that the gods’ love would return. No
rivers run into Loec Lieva, but many flow outward in all
directions, yet the lake’s water level barely changes, even as
the moons pull the tides. The lake is always a strong dark
blue, except during the Festival of Rebirth, where tens of



| thousands of red lily flowers are lain out over the surface.
The number of days it takes for most of the flowers to be

| emptied out via the rivers is said to determine the number
of births in the coming year.

_ Mogana Cave: Located on the thin treacherous

| peak of Kareen Hill, this small cave is a famous location

| overlooking the Sea of Tears. A legend says that during the

W carly days of Krynn, when the gods warred with each other,

one of the gods fell onto the ledge outside of the cave. A
mortal traveler fended off beasts to protect the injured
woman and brought her into the cave to shield her from

| the elements. The man, Arosamma, tended to the woman
until she was well and only then learned of her divinity. He

Bl was blessed by the goddess and promised many children.

He pledged his life to serve her, and left the cave a holy

| man. Many believe this man is supposedly the founder of

Charant Aros, and this story dictates why the genders are

separated in their duties as such.

_ Heeden’s Wretch: Buried under the hills of southern
Charant Aros is a tunnel leading to a ruined city. Many

| of the superstitious believe the city to had been one run

| by heathenish witches and unnatural demons a thousand

| years ago. Exactly what befell them is unknown.

| REGionaAL HisToRry
Al Ancient history suggests that the lands that later became
Charant Aros were filled with feuding clans, possibly

| separate fragments of a forgotten religion. In time they

came to a period of peace orchestrated by the first Ci'tec, a
| woman whose name has likewise been forgotten. Each clan
| ran their affairs on their own, but the Ci'tec guided all of
the clans.

As history marched on, internal wars did break out,

sometimes with sides going against the will of the Ci'tec.
| Sometimes the clans united, whole or in part, against other

Bl threats. These periods were not as well documented, but

many Arosan legends were born during this time. The

| earliest well-documented history of Charant Aros began
| thousands of years ago when migrating dwarves passed

| through the region heading southeast towards their own

W religious calling of the Path. Many dwarves recorded their

dealings with the Arosans, wondering how a people so

| withdrawn (at the time) came to have subtle Corinesti

traits. Not all of the interaction was peaceful, as some of

the Arosan humans did not care for the strange people
traveling through, but a majority of the dwarven travelers

| were left to their own devices. Later on, when the clans

| began to divide, a few dwarves returned to Charant Aros,

Bl leaving their clans, in order to make a new home in the

beauty of unspoiled land.

For most eras, the Arosans have had little interaction
| beyond occasional trade. Most humans had seen their
mannerisms and habits as odd and strange, and so they

¥ left them alone. This changed when news of the Canon

War spread. Ci'tec Glamduin Oenley left the lands of
Charant Aros with a vast army behind her. She believed a
“Goddess of the High” came to her and said that Charant
Aros would fall to great ruin if it did not join the fight
against the minotaur threat, and that if it did join, a great
gift would be given to her people. The warriors of Charant
Aros were considered some of the fiercest fighters in the
human-dwarven alliance, fighting under the banner of
Charant Aros’ starmetal claymore, The Wrath of Light.
Charant Aros’ involvement in the war only ended when the
Drowning came.

The waters rushed through the forests, and uprooted
most woods. The Wrath of Light was reportedly swept
away, but some storytellers say the massive sword was
lost in battle almost forty-years earlier. In the centuries of
healing that followed the Drowning, grasslands replaced
the scarred land. The survivors replanted many of the
forests, but the forests that grew were in vastly different
locations. War was no longer the Arosans’ concern.
Rebuilding the land as it was took precedence. The faith
of the people returned to worshipping the gods as a whole
rather than individually. The “Goddess of the High” who
came to Oenley was now believed to be a deceiver. The
people of the land continued to practice their faith, but for
many the gods seemed quiet.

What had been rebuilt over almost four hundred
years was destroyed in a matter of hours during the Days
of Darkness. Corrupt creatures swallowed towns and
villages and beasts made of nothing. Yet the people fought
bravely, and many survived. Eventually a man by the name
of Montegron came and promised to help in the recon-
struction of the land in return for a promise to join in his
cause to unify the Midlands under a secure rule. Ci'tec
Orla Mievley eventually agreed, but only after Montegron
conceded to a multitude of conditions, many of which
Mievley did not let the public become aware of. Since then,
many Arosan men have gone off to join the military might
of the Sovereignties, but the formal armies of Charant Aros
remain purposefully weak. Some say that Mievley, for all of
the grief she gives the Great Sovereign Lord Montegron, is
secretly infatuated with him.

CuRRrRenT EVENTS

& The Ci'tec has declared that she is going to sort out
“the mess” between the Great Sovereign Lord and the
Tashrama. She plans on visiting Glastious Forest in
Drejor in two months to communicate with the Green
Elder Dragon first.

& More and more Corinesti traders are no longer
venturing out to sea. Along one stretch of shoreline to
the north, a new settlement is being constructed both
on land and in the lakes by Corinesti declaring they
refuse to return to the waters.
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& Anunnamed woman and man have journeyed out of
one of the mountainous hills proclaiming that the gods
had spoken to them. This thrilled the local town until
they learned that the gods made the woman a paladin
and ordered the man to found his own temple.

& The Ci'tec’s son, Gornintom Mievley, has fallen gravely
ill. Rumor is running rampant that his illness is a
punishment for turning away from the “true gods” of
Krynn, the Elder Dragons.

MAjoR SETTLEMENTS

Charant Degalos (Metropolis 59,643): The capital of
Charant Aros is a vast district of open land and sparse
houses. A consistent spread of homes stretches out from
the eastern shore of the lake Loec Lieva, heading further
eastward. A traveler entering the Charant Degalos will

be hard pressed to believe it really is a city, and it can be
debated that it isn’t. With such a low population density,
it does not have the bustle and clutter of most large towns.
But due to the consistency of the construction, there is no
clear way to define a border. So the land is considered a
single settlement even though thousands of square miles
are included.

Dirt paths wind between the hills and trees, and many
use horses in order to travel from one part of the city to
another. Trading houses line sections of the main roads,
and property owners tend to the grassy fields on their land.
The Ci'tec lives in a modest home near Loec Lieva, and
often conducts her affairs outside under the trees and sun.

Several families are donating land for the cause of
turning the homes into a temple for the Tao-Shin. This is
not widely popular to many of the local residents.

Dhu

Capital: Zmeineturu

Population: 100,372 (Human 87%, Adlar 5%, Corinesti 5%,
Gildanesti 2%, Other 1%)

Government: Monarchy

Religions: major - Tashrama (blue branch), minor -
Adlarism, Moanalosha.

Languages: Common, Hudieran, Elven, and Dwarven

Trade: Artifacts, Shrimp, Clams, Whale Oil, and Diamonds

Legions: Imperial Navy

Alignment: All

Dhu (Dhoo’) used to be a much larger nation before
the Drowning. About 90% of its land was swallowed up
by the Sargassi Sea during the Drowning. In present
times, Dhu is a relatively minor human nation that has
great amounts of trade items, that brings in much needed
treasure to the Midlands. Its major contribution to the
cause of the Sovereignties stems from its diamond mines.

Lire AnD Society

The small country had two major assets, the diamond
mines in the tall hills of Munest and ironically the ocean
waters that had long ago destroyed the Dhu Empire. Much
of the population lives off of the sea. Fish, shrimp, and
clams are important parts of the economy, but the highest
amount of income from the ocean comes from the whaling [Jlii#
industry. Whale oil is a valuable commodity for Dhu
since the southern parts of the Sargassi Sea and the South
Tabaran Ocean are teeming with a wide variety of whales.

More inland, Memorance Lake is also used for
fishing. Another use of the lake is that often explorers
and researchers dive into the waters to search the
towns and cities resting deep beneath the lake’s surface.
Memorance Lake was formed by the Drowning, and vast
numbers of highly populated settlements were lost. The
hunt and recovery of lost artifacts is a common practice
in Memorance. A tourism business was even begun to
encourage foreigners to come and explore, for a price.
More times than not, the casual vacationers only get a .
small amount of time to see the lost ruins before they need |8
to resurface. But the awe the ancient structures give is '
more than enough to satisfy them. As such, true searches
into the cities are done on a less condensed schedule and
with much more preparation.

In the spire-like hills of Munest in the southeast, the
excavation of diamonds has become a full time business.
Discovered shortly before the Days of Darkness, Dhu at last
found a method to pull itself out of the period of suffering
that begun from the Drowning up to that day. In following
decades, Lord Montegron of the Midland Sovereignties
would extract much of the diamonds in order to help fund
his methods to unify the Midlands. However this industry
hit a major setback a few years ago when the local Elder
Dragon Seresayon flooded much of the mines in a plan to
extract the diamonds for her own needs. Even now many
of the caverns are still in the process of being drained.

RELiGion
In the southwestern parts of the Dhu near the Holy Land of |
Heaventide, many follow the practices of the blue branch ||
of the Tashrama. This branch promotes the concepts

of ideal living through hard work and persistence. After
the revelation that the church was run by dragons, many
departed the lands around Heaventide to live near the
capital. However the weakness portrayed by King Luciten |
has resulted in many moving closer to Heaventide in hopes ||
of living under the strength of a mighty beast. How many
of them will truly convert to the church’s ways is unknown
at this time.

The Adlar working on continuing the Path in the
Heskeram Desert often come to Dhu for trade and
supplies, using metals they find during their excavating
in order to pay for it. A small but suitable number of



Adlar have found it most useful to live in Dhu and man a

constant supply chain of goods and services from Dhu to

| the Path. Although these Adlar are distant from home, they

believe they are doing their part for Reorx’s plan.

_ Over the years, many heathen faiths based off of tales
of the sea have come and gone. With the recent return of

| the Tao-Shin, some people are merging these myths with

Q1! stories about some of the sea-gods on the various paths
M to enlightenment. The result is a small population whose

faith is an odd mix of actual faith and heathen practices
and customs. This bastardized hybrid religion has been

| named Moanalosha (roughly translates to “Pull of the Sea”
in Hudieran) and is rarely heard of outside of Dhu and the
surrounding waters.

| GOVERNMENT

The authority of Dhu has been weakening for years.
Although on paper King Luciten (CG male Midlander
human noble 3) is in control, his inability to take decisive
action has allowed Montegron to insert men and women
| into the Dhu government and military who answer to the

Ml Great Sovereign Lord instead of the king.

Also in the city of Emperium Gate, a man by the name
of Troverhon Keelright (LE male half-dwarf fighter 4/rogue

d| 6/inquisitor 2) has been building a national navy that may

be under Keelright’s control more so than Luciten’s or
Montegron’s. Rumors are circulating that Keelright may
i be planning a coup in the future, but without evidence
Luciten has been afraid to act. Furthermore, the king is also
| worried by possible actions that may be taken by the Blue
Elder Seresayon if conflict between the Sovereignties and
the Tashrama break out.
Smaller towns existing outside of the capital and
| away from Heaventide or Emperium Gate are run on their
| own with almost complete independence from larger
| governments. Only the settlements near the mines are in
constant contact with the government in Zmeineturu.

| MiLiTary
The Dhuish military is extremely weak, and Montegron has
assigned several of his own people to both advise Luciten
directly in how to handle situations and to build a stronger
| standing army. This army is growing in strength but is
more an extension of Montegron’s power rather than an
army loyal to Dhu.

A navy fleet named the Emperium Navy is also under
| construction and is near completion if not already done
| so. The fleet was constructed under the direction of
| Troverhon Keelright, a sailor who had lived with pirates
and smugglers since birth. Most of this navy is populated
| by former pirates who wish to unify their strength under
| Keelright's direction. Whether this navy is loyal first to
Keelright, Luciten, or the Sovereignties remains to be seen.
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Macic anp MysTicism

Divine magic is often more trusted in Dhu than arcane.
Often port towns will have a healer-woman (ironically
named the Moon-Listener) who uses poultices, chants,
and meditation to heal wounds and aches of all sorts. Most
Moon-Listeners have joined the cult of Moanalosha and
say they pull healing from the life-giving force of the waters
in the same manner the moons pull the waves. To them
the moons represent three gods of the sea. In truth, many
Moon-Listeners are simply highly skilled herbalists, but
there are others who are mystics, using their own power.
A few may even be true clerics of the sea-gods, even if they
believe they are praying “to the moons.”

Arcane magic is scarce in Dhu, but it does exist in
subtle fashions. Some sorcerers and wizards work on ships
helping pirates, treasure hunters, and smugglers. These
“wet-wiz folk” (as many teasingly refer to them) tend to
keep their magic use subtle and unnoticed by most others
beyond whoever has hired them.

MaAjor GEOGRAPHICAL FEATURES AND LocaATions
The first Major Geographical feature of Dhu is the Sargassi
Sea and the South Tabaran Ocean. Located on a corner
where the sea meets the ocean, Dhu has the ability to
interact with both sea life and ocean life. Trading with the
Corinesti elves is a high priority and the ability to conduct
their own trades through ocean ready ships is vital to
keeping Dhu’s monetary flow alive, especially with the
diamond market recovering from disaster and recession.
For these reasons Dhu is rebuilding itself as a sea bound
state first above all else.
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Memorance Lake with the vast number of cities
laying in a blue rest at the lake bottom takes up a fifth
of Dhu’s current area. All around it fishing villages and
rest spots for tourists have taken root. Beneath the lake,
a large collection of stone buildings constructed during
the early days of Adlatum’s civilization stand quiet as if
the lack of people and the surrounding water was natural
to their being. Unlike most of the cities destroyed in the
lands that became the new sea, the land had buffeted
just enough of the waves in order to let a majority of the
buildings stand. The ancient designs of towers, palaces,
manors, amphitheaters, stone roadways, aqueducts, and
other marvels are now seen as things of beauty, rather than
a reminder of the horrors of the flooding. Some also see
the cities as potentially hiding treasures and relics of much
worth. Others believe that lost knowledge useful in Dhu’s
redevelopment may also be hidden below. Although too
numerable to fully list, major lost cities and towns include
Aldayn, Bahnd, Lemoss, Renmal, Voen, and Zomahkaesta.

The Munest is a chain of tall hills that rise up from
the ground in the southeast regions of the country. Under
much of these hills are mines loaded with diamonds.
With much of this region oft-limits to travelers, security
is very high. Montegron has stationed several members
of the Midguard in Munest in order to help insure the
supply remains steady, which it has not. Seresayon flooded
many of the tunnels and had many more cut off from the
Dhu miners in order to let her own people gain access to
the diamonds. Slowly the caverns are being drained, and
the rightful owners of the mines are regaining territory.
However it is unknown how much of the diamond supply
Seresayon was able to take a hold oftf and how many of the
mines she is keeping well protected.

ReGionaL HisTory
Prior to the Drowning, Dhu was a sizable power whose
influence was largely felt in the region, even as the Canon
War threatened its existence. At its own high point in the
war, the nation’s territories extended from the edge of the
Heskeram Dessert to lands now deep within the southern
half of the Sargassi Sea. Even a small strip of the lands now
in eastern Adlatum was within the Dhu border. Now Dhu
is but a small fragment of the old power.

Being on the southern end of Adlatum, the Empire
of Dhu took the grunt of a large portion of the wave. The
low lying tropical jungles that covered most of the nation
were leveled and lost as the Sargassi Sea was formed. Cities
and towns were lost, either erased completely or partially
sustained to become rubble for Corinesti to clean up. The
capital Yuan was one of those cities lost. Although the
national weapon of power, the trident Springlife, vanished
when the capital was destroyed, Dhu was lucky in the fact
that their king and his family survived the destruction.
Before the wave hit, the court mage teleported the royal

couple and their children outside of time, returning to the
moment when the waters had receded.

The empire was gone. Only a corner of the territories
remained above the waters, and a large portion of that
was now a giant lake. The king chose the location of one
of the devastated villages to be their new home, and so
Zmeineturu was made the new capital.

The level of destruction was hard on the survivors even |

more than most other locations. No major city in Dhu had
survived, and it would be generations before the shoreline
was cleared enough for fishing ports to begin construction.
The development of the new capital was also hampered.
Although fishing in the newly formed Memorance Lake
supplied food, it would be a long time before trade routes
would be rebuilt and income from the fishing industry
would assist in the reconstruction. Even the royal line
would live in a large wooden structure for over a century
before a stone manor would be made. Famine and disease
was common, and many escaped by being lured into the
servitude of the now-dead blue Elder Dragon Almissaive.

Civilization initially began to coalesce on the shore
near the Sargassi Sea and the South Tabaran Ocean. It
was not the gift of fish, shrimp, or even the whales at first
which made this possible but ill defended foreign vessels.
Piracy allowed the poor people of Dhu to leach off of the
other nations and people who were fairing better than
themselves. When pirates from other regions began to
attack the Dhu fishing vessels, the local pirates came to
their defense and made clear who owned the waters that
used to be the Dhu Empire.

During the conflict, one pirate named Gussun
gathered a fleet of seven ships run by seven competitive
sea captains. The families of the sailors constructed a town
under his direction, and Gussun’s Port became their base
of operations. Soon dozens of Dhuic pirate ships fall under
the command of Gussun, now known as “The Admiral.”
After the conflict was resolved, Gussun’s Port became a
major seafaring stop for those traveling the Sargassi.

In 368 AD, a group of adventurers ventured into
Memorance Lake and retrieved several artifacts from
the lost city of Voen. Since then both researchers and
adventurers have traveled to the lake bottom to investigate
the settlements of the lost empire. Some Corinesti even
assisted in the restoration of several of the structures
by removing the dirt, coral, and vegetation covering
the buildings. However it was soon discovered that
although the fish had no problems with the Memorance
waters, Corinesti can only breathe it for hours at a time
before feeling ill and needing to retreat. A reason for this
reaction has never been found. Still, the allure of traveling
underwater to see ancient ruins began to attract travelers.

Business around the lake finally began to boom. The capital ||

finally began to attract a larger population. A decade later,




| diamond mines are discovered beneath the Munest Hills.
Hope for Dhu blossoms.

During the Days of Darkness, Dhu was hit hard. Being
close to where the Adlar dwarves were digging the Path,
| a larger swarm of Chaos’ creatures swept into and over
| the land. Several of the cities founded after the Drowning
| were wiped from existence and memory. Not even their
| locations were recalled. Villages and towns were similarly
erased. Only the three major settlements survived:
Zmeineturu, Heaventide, and Gussun’s Port.

Gussun’s Port had the greatest losses as they were
| attacked both from the swarm over the land and the
monsters from the sea. Only a united defense of the people

B prevented the port’s destruction. Many living around the

lake or elsewhere inland fled to the capital for protection,

| and due to the increased concentration of forces the capital
was able to hold the line against a variety of giant rat-like
bears whose fur bled poison upon the ground along with a

| number of dark dragons that breathed the Void itself. The
city survived, but both King Fozrok and Queen Helliena

L were killed. The young Luciten, only fifteen years old and

8l witness to his parents’ murder, was forced to take the

| crown.

The Blue Elder Dragon’s lair Heaventide also put

| up a strong defense against the assault. Their casualties
did not compare to those above ground, but the Church
of Tashrama suffered a massive blow. The Blue Elder

| Dragon Almissaive was slain. However Almissaive’s
mate, Seresayon, succeeded her lover as the new “god” by
| unknown means.

After the conflict, many in Zmeineturu chose not to
leave and remained in the capital. Those in Gussun’s Port
| spread out to some extent, building new ports a short
ways away, but they remained relatively close. Mining for
| the diamonds begun again, and it looked as if Dhu would

#l recover much faster than it had from its last tragedy.

When the Great Lord Sovereign Montegron began

| to pull the Midland’s together, he saw a great asset in

| the Munest Mines. He lent his followers to assist in the

| clean-up and met with King Luciten. After that meeting

W 2 large portion of the extracted diamonds when to help

Montegron in his cause for unification and stabilization.

| During this period, Seresayon also sent representatives to
Luciten. Not only did they attempt to forge good relations
with Luciten but one of the followers attempted to seduce
Montegron himself. Under pressure from Montegron,

| Luciten ordered the representatives slain.

| Montegron saw other sources of potential for Dhu.
Bl Sceing the growing line of ports he ordered Luciten to
begin construction of a naval port. Troverhon Keelright,
Gussun’s descendent, accepted this charge and changed

| the town’s name to Emperium Gate. This new city also
enveloped several of the newer neighboring port towns.

M Secretly, he began to use the money to also build up the

whaling industry, the fishing boats, and also the pirate
fleet that had been paying Keelright off for years. Still, the
shipyard was completely rebuilt with the funding, and new
ships were brought into the fleet. Keelright had concluded
one thing in regards to the naval plan. Experienced sailors
would be needed, and most of them whether honest
seamen or criminal pirates were subservient to him.

Since then Luciten has lived in fear of both the dragon
and the Lord Sovereign. Feeling lost without the additional
training that would have come from his parents, the king
has proven himself to be easily influenced by those around
him. As such, the Sovereignties decided to help Luciten by
stationing several members of the Midland Guard along
with one of Montegron’s personal mages in the capital.
Many in the city’s patrols now report directly to the
Guardsman, actually putting the true sovereignty of Dhu in
question.

Seresayon decided to strike back for her followers’
executions by convincing many of the small villages and
towns loyal to the Tashrama to not pay taxes to Luciten
and thus Montegron. This quickly resulted in a military
escort for the tax collectors and vast number of arrests.
Homes and businesses were burned as examples. Many of
those arrested were taken to Karsuhon for imprisonment,
removing them from the influence of the blue dragon.

The blue responded by having her followers alter
the tunnels underneath the Munest Mines and allowing
millions of gallons of sea water flood in. The miners
were forced to evacuate and the mining stopped. In the
meantime, Seresayon’s followers moved into the flooded
and isolated tunnels to mine the diamonds on their own.
With this new source of income, she used bribery to free
her followers in Karsuhon.

In late 420 AD, as the Midland Guard was still reeling
from the death of its founder Jermon Cavlin, Seresayon
was able to bribe enough people to allow her faithful in
the Karsuhon dungeons to escape. The plan did not work
perfectly as Jermon'’s successor, Noragaen Veliya was able
to sound an alarm. In the resulting conflict Seresayon lost
half of those trying to escape, but those who returned were
forever grateful.

The blue also has a large number of Corinesti followers
living both in Heaventide and the sea. With these Corinesti
attempting to sabotage sea trade and keep the flooded
tunnels from being drained, Seresayon hopes to force
the king into a polite conversation without the influence
of Montegron hanging over their heads. She hopes to
forge some type of connection with the nation, but is
truly unsure how. The king is also terrified of the blue,
likely as much as Seresayon fears Montegron. It is not
widespread knowledge above ground, but under the cave
of Heaventide, Seresayon’s eggs are close to hatching. An
invasion at this point is a threat she does not want to deal
with, especially if it threatens her children’s lives.
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King Luciten has additional problems. Without the
diamond mines operating at full capacity, funding for
other projects, including building a second naval port, was
scrapped. Luciten is becoming more and more worried
about the sway Keelright has with those in Emperium Gate.
Not only did he think the port would rebel, he is becoming
convinced Keelright means to depose him. Unfortu-
nately with the plans of a second naval port outside of
Keelright's hands scrapped, Luciten has lost his one chance
to economically undermine the man. Luciten’s worry has
become public knowledge, and those loyal to the king are
hoping the Midlands will step in to solve the situation.
Others are beginning to move to or near Emperium Gate,
figuring it more stable and to be the growing power. A
few others are even heading to Heaventide, wishing to
subject themselves to the power of a dragon living in an
underground paradise rather than put up with military and
noble politics.

CuRrrent Events

& The noble families who used to advise King Luciten are
no longer allowed to see the king. Instead Montegron’s
own advisers have taken their place. One of the noble
families suspects these new advisers may be arcane
spellcasters, using their shadowy practices for dark
purposes.

& The body of an assassin was found outside of
Keelright's own home. Nobody knows who hired him
or who killed him. Half of the city thinks the Great
Sovereign Lord wants Keelright dead in order to
secure Luciten’s position as a weak puppet, and the
other half thinks an agent of Montegron killed the
assassin in order to insure Keelright becomes the next
strong king of Dhu (under his own rule, of course).
Keelright simply wants to know what happened.

& A strong earthquake out in the Sargassi Sea opened up
a chasm on the seabed. Flotsam from a long lost city
of the pre-Drowning Empire floated up to the surface,
and a few of the items look to be in relatively new
condition. Treasure hunters are flocking to investigate.

MAjoR SETTLEMENTS

Emperium Gate (Large City 24,984): Located on the
shores of the Sargassi Sea, this port city also has direct
access to the South Tabaran Ocean. Originally named
Gussun’s Port when it was constructed after the Drowning,
the town was begun as a combination whaling and pirate
cove. According to many, it still is. Run by Gussun’s
descendent Troverhon Keelright, the city’s name was
changed when it was decided that the national navy
would be built here. With King Luciten being viewed of
by many as a weak ruler frightened by both the Blue Elder
Dragon and Montegron’s own shadow, Keelright has been
proving himself a dedicated and hard-nose leader to the

people who work for a living near and on the sea. With the
knowledge that the naval forces will have to be manned
by those locals experienced with life on the ocean, there
is brewing question as to who the forming navy will truly
follow in the future, Luciten or Keelright?

Heaventide (Small City 6,010): Immediately to
the west of Munest and even partially beneath the hills,
the blue Elder Dragon Seresayon has her lair. Named
Heaventide, the lair is an almost entirely enclosed paradise
of trees, grass, and water, all surrounded by rock. In
Heaventide is a large bay of water that interconnects
through a long passage known as the Seapass to the ocean.
The Seapass also travels directly under many of the mines
in Munest, and it is now believed that Seresayon used the
Seapass to flood many of the mines’ tunnels, cutting off the
Midlands’ ability to use it. Other tunnels also branch up
to the surface, which Seresayon and her followers call the
Abovelands. Only those loyal to the Tashrama and the Blue
Elder are allowed in Heaventide. ;

Zmeineturu (Metropolis 39,512): The lakeside capital
of Dhu is clearly the single major population center in ]
Dhu, containing 40% of the national populace. The manor
that acts as the royal palace is located directly on the
water’s edge and even has its own docks. The city was a
small village prior to the Drowning, but afterwards its site
was chosen to be the new government center. Unfortu-
nately reconstruction of Zmeineturu was slow. Not until
the discovery of the diamond mines in Munest would
enough funding be available for a proper city to be built,
but further reconstruction was slowed when Great Lord
Sovereign Montegron redirected much of the funding to
rebuilding the Midland infrastructure. Although a popular
travel location for those who wish to see the ruins beneath
Memorance Lake, the capital is in a period of uncertainty.
Since the last census many people have moved to
Emperium Gate in hopes of having a more stable life. With |
the future of King Luciten’s reign in doubt and believing he

is only in place because of the Lord Sovereign’s will, several 8§

are looking elsewhere for stable leadership.

Drejor

Capital: Sharathen

Population: 182,222 (Human 98%, Hartdar 2%)

Government: Monarchy

Religions: major - Tashrama (green branch), Tashrama
(black branch), minor - Tao-Shin

Languages: Common, Dwarven

Trade: Leather, horses, olive oil, fish

Legions: Road Watch, Court Swords, Mounted Cavalry of
Sharathen, Watch of the Sea (navy)

Alignment: All

Drejor (Drey’-jor) is the sister nation to Trejor and one
of the Midland Sovereignties. Also a portion of the nation




is under the control of the green Elder Dragon Glastious.
The majority of the country is under the direct rule of
Queen Luminecei Heymelion.

| LiFE AnD SociETY

. The population of Drejor outside of Glastious Forest is

| almost completely human with only some coin dwarf
influence. The population inside the forest is impossible to
| get an accurate count of and is therefore ignored.

Drejor has extensive trading with the Coin Dwarves

| to the north in Kedaltol, and Trejor to the west. Also
Drejor is widely known for the high quality of its horse
breeding stock. Until the Falecohvo Ranch in Mauritand
gained dominance, Drejor ranches were used to supply
the Midland Guard with much of its stock. Although the
loss of business with the Midguard dampened part of the
economy, demand for the various Drejoran breeds still

| remains high throughout the lands.

Coastal fishing and the olive oil industries also make

| up a major part of the nation’s economy. In the city of

| Gray Drethen, Behsatin Markoinyo is known as one of
the land’s more expert leatherworkers. Even with the
Midland government’s shift towards Mauritand for horses,
Markoinyo still has a lock on leathering.

Although society is well developed throughout most of
the country, whether in the large cities in the west near the
shore or in the sparser towns in Drejor’s heartland, towards
| the east much of the style of living is different. In Glastious
Forest, the Green Elder Dragon who gave the forest its
name hides within the trees. Animals, mobile plants, fey,
and other races including humanoids take shelter under
| the canopy. However it is not a peaceful existence. The
« towns living near the forest experience a constant watch
| as Glastious’ followers raid them and travelers of the
neighboring roads. Locals of the towns refer to themselves
| as the borderlands, making a parallel between their own
existence stopping the forest from spreading with those
who live on the borders of the north and south of the
Midlands, on the edge with barbaric creatures who wish
to harm the stability of Midland society. As time has gone
on, that view which likely had been born as a simply point
of irony is now seen by many as a reality. Both sides of
this conflict realize one thing however. The state of small
continual raids by both sides into the others cannot go on
| forever. Soon major war will break.

| _' RELiGion
With Glastious’ forest dominating the eastern landscape,

fl! the Tashrama has a heavy presence in Drejor, but with

no method available to safely or accurately count the
population living within the woods, gauging its strength
is difficult. Outside of the forest, there are scarce few who
have begun to preach the return of the “true gods.” This
Tao-Shin faith is very small currently, and many see it as

a variation on the practices of the Church of the Divine
Ladder (Tashrama) although those of the Tao-Shin claim
to be reviving a faith of old.

GoVERNMENT

Excluding years when nobles war over a vacant throne, the
monarchy of Drejor has a long-standing chain of kings and
queens that go back to long before the Drowning. Queen
Luminecei (LG female Midlander human noble 12/sorcerer
1) rules both Drejor and the capital city of Sharathen. All
other towns and cities elect their own mayor by whatever
method that settlement sees fit for itself. City and town
issues are supposed to handle local affairs by themselves,
but Luminecei has developed a habit of micromanaging
things that catch her attention, believing her can solve
problems faster on her own than those more directly
affected by the situation. Much to the frustrations of many
mayors, the Queen has proven herself to be very effective
and capable of doing just that.

MiLiTary

A standing army is made of up a purely volunteer force,
however in the past there have been cases where a draft
was imposed during times of crisis. The last time this
occurred, during the anarchy following the Days of
Darkness, foreigners passing through Drejor were also
impressed into service. Since then, the draft has never been
imposed. Most who enter the service simply enlist, but for
wealthier families, military training is available at several
schools. Those who graduate with high enough marks are
instantly given ranks as officers.
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Several special branches within the army also exist.
The Road Watch keeps Stonewatch Road, the major route
between Sharathen and the east, clear of the expanding
Glastious Forest. The Court Swords act as her own
personal bodyguards and agents. The Mounted Cavalry
of Sharathen is a large force of mounted soldiers who
receive as much praise from the local population as the
Midland Guard. The Watch of the Sea is the naval force
that protects the waters off the Drejori shoreline. Of these
branches, only the Road Watch and the Watch of the Sea
allow newly enlisted soldiers into their ranks.

Macic anp MysTicism

Those who practice arcane arts are seen by many in
Drejor as useful, but their help is as often accompanied
by a gnashing of teeth as often as praise. To many Drejori,
magic is a venture into the unknown and the unknown is
not to be fully trusted.

Opinions of divine magic vary widely. There are some
who see the black branch of the Tashrama to the west as
a group willing to assist others in need, but then they see
the creeping threat of the green branch’s forest within their
own borders. Most Drejori look at the newly energized
Tao-Shin as a fringe cult not worth their attentions, but
lately many herbalists have been slowly turning to the
Tao-Shin for guidance.

MaAjor GEOGRAPHICAL FEATURES AND LocaTions
The largest feature noted by most in Drejor is the Glastious
Forest. In earlier days, the Stonya Woods was much
smaller and safe to walk through. Now with the Elder
Green and his followers, only those who desire to serve the
dragon may enter safely. The forest also expanded greatly
in size after the Days of Darkness when Glastious struck
back at the minions of Chaos by literally re-growing the
forest from dust and rock. As of 421 AD, the forest takes
up almost a fifth of Drejor’s area with smaller but still
sizable parts in neighboring Guiteger. Many servants of
the queen spend their time along Stonewatch Road doing
what they can to keep the forest from overtaking the major
traffic route between Drejor and Guiteger’s capitals. Often
military patrols accompany tree trimmers and animal
hunters in efforts to keep the trade route safe.

ReGionaL HisTory

Deep in the early times of Adlatum, the nation of Trejor
stretched from what is now Sakkaras down to Drejor. But
that time was short lived. Before the unified period, the
land was divided by a variety of warlords. A few years after
the fighting was quelled, Drejor succeeded into its own
nation. The reason for the division is know only known as
a legend whose authenticity is questionable at best. A short
summary of story is as follows.

In the ancient days before the Drowning, Trejor
was originally covered by a number of warlord led tribes.
This warfare lasted for centuries as the ground continued
to soak in the blood. According to legend, the son and
daughter of the Roanj Tribe chief came upon a sinkhole in
the middle of the night. Both were swallowed up. When
they came to, they found themselves in an old temple long
buried beneath the earth. Before them stood three figures:
an older man in armor of unknown design, a scribe with a
closed tome, and a beautiful woman with eyes of a serpent.
They brought before them a bow and arrow made of a
strange metal. Even the string of the bow itself seemed to
be made of this brilliant substance, yet it was shown to
bend but never break.

“These are yours to forge a nation and unify these
lands,” said the scribe. “But you each have a choice.”

“We three represent three paths you may walk, and
may guide your people by,” said the armored man.

“Not one of us will lead you to a life of ease. No such
path exists,” said the woman. “But great things may be had
still.”

The scribe stepped forward and gave the boy the bow
and the girl the arrow. “If you both choose a single path,
then in time peace will reign for Ages in the manner for
which you set. One for the good of all, one for the strength
of your own aims, and one to allow each of your nation to
choose and live as they see fit. But if you choose differently,
then division will be had and nothing can be promised.”

The girl made to confer with her brother, but the boy
had made his mind. “I choose the good of all,” he said, and
the armored man gave a warm smile to him. “Nothing can
be more important than that, even if the individuals, even
I, must share hardship.” The eyes of the gods turned to the
girl.

After a moment of thought, she said, “I choose the
fourth path. It is not right for gods to force mortals to
chose only between them, whether for all, for self, or for
freedom. To do so is a detriment to all three. I will accept
your gift to help my people, but my path is chosen.” And
she turned and walked away.

The brother was dismayed, but in his heart he believed |
he had chosen what was best. He learned the path of the
armored man, and met up with his sister at a tunnel’s
opening. Hurt was felt between them, but they put it aside
for the betterment of their people. However the divide did
not ever heal completely.

In time the two came to lead their tribe as one, but
often disagreements arose. Also never was the starmetal
arrow fired from the starmetal bow. He used his own
arrows, and she used her own bow. Never did the bow
break, and always the arrow was retrieved. In time, through

both war and wisdom, the warring people were unified. But [k |

only for a short while.
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There were times where she believed that under

specific circumstances immoral acts which only resulted
| in a better end were justified. He disagreed and believed it
soiled the ideals they were aiming for. As disagreements
| continued, the people began to divide with them. The new
| nation swiftly split into two, Trejor and Drejor, as the sister
| took half of the country east.
| Although forever divided, the nations of Trejor and

Drejor remained surprisingly close. With the ability for
each country to choose its own way, the disagreements that
divided the people as one were no longer. Respect for each
| other continued, but the ability for each to make up their
own laws appeared key in their sustained peace. In the

8l following centuries, Drejor took Trejor’s lead and started

heavy trade with the Hartdar dwarves of Kedaltol to the
| north. In time, the dwarves were even hired to build the
royal palace in Sharathen.

Throughout the centuries, a number of royal families
| took power. Sometimes the succession of dynasties
happened when one line perished without successor. Other
| times there were political coups. But even in the worst

Bl cases where civil wars erupted, the nation always healed.

The bloodiest contflict for the royal throne lasted for
a full century from 112 PD to 2 PD. The war began when
| King Rodeli was murdered by a masked assassin. When his
son Phinio was in the middle of his own coronation, the
capital of the Court Swords Logusha Heratecin noticed
| Phinio was sporting an injury to his arm in the identical
location where he slashed at the assassin before he escaped.
| Enraged the capital ran the traitorous son moments
| before the crown was placed on his head. Immediately,
Heratecin was killed by his own men, but not before he
| could explain his actions. With reason or not, Drejor’s
throne was without heir. The noble families began to ally
| with each other into multiple factions. When no one family

#l gained majority support, secret plots began to remove

competition. When the plots were no longer secret,
| skirmishes broke out in the streets. After the span of three
| years, full civil war took the nation. The War of Houses had

‘N begun.

As time went on the list of houses vying for control
shifted. Those who controlled each noble house changed,
| and even minor houses that supported another changed
allegiances. As the Canon War raged over the same period,
Drejor assisted where it could. But most houses kept their
best fighters in Drejor for the War of Houses. Even away
| near the front against the minotaurs, it was not unheard
| of for soldiers from different houses to attempt to kill each

M| other while in the midst of a battle with the bull-men. For

that reason many commanders in the Canon War did what

they could to keep Drejorans from enemy houses apart.
The last seven years of the War of Houses was a

period of cohesion for the country. Only three contenders

1 remained. In 4 PD, the field narrowed further when agents

working for one of the other two houses murdered house
matriarch Lady Vivaya Quiral. With only two contenders
remaining, Drejor at last had a prayer the conflict would
end.

And end it did when in 2 PD, when contenders Lord
Madred Heratecin and Lady Emecia Heymelion agreed
to a compromise. Both of older years, neither expected
to win the throne for themselves. Instead the Lord and
Lady agreed to marry their respective granddaughter and
grandson. Any resulting child would then be the ruler a
reunified Drejor. The fighting stopped for the first time
in over a century, and the celebration like no other was
planned.

The ceremony and the celebration covered all of
Drejor and even some of the neighboring countries who
were sometimes affected by the nearby fighting. The
wedding of Roric Heymelion and Pharaceilia Heratecin
spanned the entire day, and it also lasted into the later
hours when the greatest tragedy of Drejor befell them.

The great wave of the Drowning struck Adlatum.

Most of those at the outside celebration were swept
away in the currents. Several noble houses that had spent
110 years trying to survive the war were wiped out. Roric
himself was killed, and Pharaceilia was lost. Even the great
arrow of legend Faithfinder could not be found although
the palace suffered less damage than most. After the water
receded, the land was in ruin. It is said that not a single
surviving Drejoran capable of speech refuse to curse all
gods of the heavens. But slowly, the people tried to rebuild.

Luck came to Drejor five years later when Pharaceilia
was found wandering the land. She awoke from the
devastation with no memory of herself or who she was.
Once returned to Sharathen, she confessed some time after
she began her wanderings she had given birth to a child,
but being poor with no way to care for the boy she put it
up for adoption. Believing that Pharaceilia had an affair
with Roric prior to the wedding, a search was conducted
to relocate the nation’s rightful king. In the meantime
Pharaceilia was declared Regent, much to the young girl’s
dismay for her memory never healed. It would be fifteen
more years before the boy was tracked down to a family
who had traveled into the mountains to the southeast in
order to escape the possibility of more waters. The young
man, named Solios by his adoptive parents, was already
wed and father of twins. Soon he was returned to Drejor
and crowned king.

The nation continued to rebuild, and relations with
neighbors were restarted. The old alliance with Trejor was
rekindled when in 53 AD, a blood tie between the lost
Trejoran royal family of Durandae and the Drejoran noble
house of Durde was found. Count Kalis Durde departed his
beloved homeland for its neighbor and changed his name
to Kalis Durandae prior to becoming Trejor’s new king.
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When word of the Tashrama faith grew in later times,
the Heymelion line chose to give the faithful the benefit
of the doubt unless trouble began to brew. It was soon
learned that a powerful spirit connected to the faith resided
in the forest, and it appeared to hold the forest completely
in its control. It would be decades before they learned the
spirit was bound in the form of a statue. It was decided
that people have the right to worship as they will, and they
let the followers of the Tashrama free pass into the wood
to live as they wished so long as the people in the nearby
towns were allowed to live their own lives. And although
occasional stories of odd happenings stirred about from
time to time, not much heed was ever given to the forest.
In truth, the spirit was the Green Elder Dragon whose soul
was bound inside of a stone statue in the forest. Although
unable to move, he could project his will throughout the
trees. Only those who were the most faithful came to learn
the truth.

During the Days of Darkness, everything was put into
a state of panic and high tension. It is known that the king
himself had apparently launched an assault against the
invading forces of Chaos during the conflict. Unfortunately
all memory of this ruler of Drejor was destroyed. Even the
entire army launched against the evil was wiped out. All
that remained outside of the capital was a far-reaching field
of armor, horse equipment, and the royal crown. By some
cruel act of Chaos, even all written records of the king
who ruled from 374 to 383 AD were wiped clean. Three
months later, after swiftly descending into madness, Queen
Lenyan took her own life. A regent would be appointed to
run matters for the next decade as the young Luminecei
Heymelion grew from a newborn into a beautiful young
woman. On her nineteenth birthday, she was crowned
queen.

During the period of unrest and rebuilding from
the attacks by the Chaos creatures, new problems arose.
Several towns and a small city were swallowed up by
Glastious Forest. During the Days of Darkness the forest
exploded in size and took over much land previously
settled. In the towns newly bordering the forest, people
began to cut the trees down in order to build new homes
for the homeless refugees trying to begin their lives again.
The followers of Glastious responded by openly attacking
the settlements. Regent Moresi, Luminecei’s second
cousin, tried to stop the conflict by sending representa-
tives into the forest to negotiate with the cult. The lead
negotiator returned with his fingers cut off and a message.
“Whatever the circumstance is for your kind, it matters
not to me. Trim back the forest, and this is what I feel.
This forest is not of Drejor. Remain distant and live.” These
words did not sit well with either the representative of
Lord Montegron, who was in the process of unifying the
Midlands and was present to advise the regent on matters.
Still, both in the end recognized the lack of strength Drejor

had in its current state and chose to heed the green’s
words.

The situation changed when new trees began to grow
near the border, expanding the forest. The nearby towns
took this as a slow incursion by the dragon and hacked
the forest line back. Every so often during the night other
beings would raid the towns, and so the fighting continued, !|
albeit sporadically.

As Montegron’s power in the region grew, the Lord
Sovereign suggested Drejor post a strong line of sentries
within and near the towns, and also along the roads
running abreast of the forest leading east to their trading
partners in Guiteger. Over time incidents occurred: men
venturing only a short way into the wood and disappearing, il
animal raids, etc. But also there were responses: tree
clearing, forest fires, and also massive hunts just within the |
woods.

Queen Luminecei is keeping a very close watch on the
forest, and she sends periodic updates to the Great Lord
Sovereign Montegron in Karsuhon on the situation. She
had heard the spirit of Glastious was insane and recognized |
that trying to predict the being’s actions would be an effort i
in futility. She has set up a horse mounted segment of the
military known as the Road Watch to keep the major road
route between the capital Sharathen and the east clear of
the expanding forest. After Montegron exposed the power
of Tashrama to be the Elder Dragons, she is also wary
of the Black Elder Dragon residing across the border in
Drejor. The Black Elder Xyvren was now known to have
been helping the people of her sister nation, especially in
economic affairs, but she has grown to distrust the Elder
Dragons. With King Tojra of Trejor seeming to be taking
a more pro-Tashrama stance in the recent years, she has
begun to worry. She herself has long since cast her nation’s
lot in with the Sovereignties, and she is well aware of the
mounting friction between the two powers.

CuRRrRenT EVENTS

& A group of nobles worry that Luminecei has not yet
married or had an heir yet, even though she is nearing
forty-years old. Their Queen seems more concerned
with political affairs rather than that of bloodlines and
families. Unless they find a way to convince her to
beget a child, the line of Heymelion will end with her,
and the potential for another noble war will dramati-
cally increase.

& Two men from Gray Drethen visiting Sharathen were
all too happy to oblige a woman they did not know
who told to them to “go jump off of a cliff.” Their
bodies were found in the rocks near the Trejor border.

& Several horses used by the Road Watch had sponta-
neously thrown their riders and fled into the woods.
Three caravans have since claimed wild horses of



monstrous size had attacked them on Stonewatch
Road.

MAjoR SETTLEMENTS
| Glastious Forest (Population Unknown): The massive

il forest is made up of wild and enormous trees that take up

| almost a fifth of the nation’s land. Effectively outside of

| Queen Luminecei’s jurisdiction, the forest is ruled by the
green Elder Dragon Glastious. The dragon is frozen in the
form of a green tinted statue in the center of the woods,

| but he also has the ability to control the land, the trees,

| and maybe even the inhabitants himself. It is known a wide
variety of creatures worship the dragon and attack the

Bl nearby populace on his orders. Many believe the dragon to

also be insane.

Gray Drethen (or Grey Drethen) (Small City
10,034): South of the main trade route cutting across the
middle of Drejor, Gray Drethen is a small city nestled in
| the rolling misty hills of the heartland. Ever since the Days
of Darkness, a soft light fog has covered the meadows and
| the hills in the region. The sun has been partially obscured,

il but the diffuse light and the moist air continues the

| land to prosper as it had when the sun was able to shine

strong. Since then Drethen has been called Gray Drethen,

| although the mood of the people does not seem to match

its new name. In fact over time, the city’s people have been
proving themselves to be more and more generous to both

| each other and to those from other places.

Mainly arcing through a winding valley, the small city
| is home to many businesses and even a school of research.
| Two businesses stand out with the most renowned. One
is that of Behsatin Markoinyo, master leathersmith. The

4l half-dwarf master is known for his skills, especially in

armor and horse accessories. Queen Luminecei herself has
| been a client of his. The other business is the Ifama Olive

Bl Oil Co. owned by Evereyen Rogosh. Rogosh is also owner

of many of the olive groves scattered across the country.
| His business is extensive enough that he even ships to

| Etlarn on rare occasions.

Sharathen (Metropolis 46,642): The capital of the

W nation, Sharathen rests on a hillside that sweeps down and

away towards the distant shoreline. When the city was

| destroyed in the Drowning, the only building to survive

with minimal damage was the dwarven made structure

that was the royal palace. The large edifice of a building was
made of strong stone similar in appearance to marble, but

| with the exception of having a light violet sheen to it. After

| King Solios came to power, he hired the dwarves once

8l again, but this time to rebuild the entire city. Honored by

the offer, and the promised funds, the Hartdar set to work
joining human masons already in progress. By 98 AD,

| Sharathen was a city of strong stone and skilled artistic
craftsmanship. A common jest among people says “If the

Drowning comes again, Sharathen will either stand or be
washed into the sea as one whole solid piece.”

FyxZharar

Capital: Karsuhon

Population*: 217,547 (Humans 70%, Hartdar 16%,
Gildanesti 6%, Gnome 4%, Corinesti 2%, Oguna 1%,
Other 1%) *Does not include Gnomorrah.

Government: Republic. However the Great Sovereign
Lord of the entire Midlands rules his monarchy from
FyxZharar as well. Decisions of the Sovereign Lord
trump that of the republic.

Religions: Tashrama (white branch)

Languages: Common, Dwarven, Elvish, and Gnomish

Trade: Gems, Metal, Wool, Goat Products, Minting Coins,
and Weaponsmithing

Legions: Army of the White, Midland Guard

Alignment: All

Modern FyxZharar (Fihks Zhah’-rahr) is divided up
into three areas: the Midland nation under the power of
the Great Sovereign Lord Montegron, the mountain passes
and tunnels under the control of the White Elder Dragon
Heriacious, and the gnomish nation of Gnomorrah.
Although most of FyxZharar viewed as under the direct
control of the Sovereign Lord, it is possible to traverse
the nation’s twisting passes and roadways without being
noticed by loyalists of either Montegron or Heriacious.
However, once one comes within proximity of the passes
and roads controlled by either the Lord or the Dragon,
being noticed is almost assured.

The small twenty-mile long nation of Gnomorrah
officially recognizes itself as part of the Midland Sover-
eignties, but the complexities of gnomish society and law
are so intricate that Montegron’s unified government
rarely involves itself in their internal affairs.

Lire Anp SociETY
The style of life of those in FyxZharar varies greatly both on
exactly where they are living and what type of life they are
striving for. Those living in the farming communities in the
flat valleys can live a fairly sheltered life away from most of
the traffic that comes and goes from the cities. Those in the
more developed regions exist in a very urban environment,
dealing with everything from schooling and research, to
governmental affairs, to military life, to that of a common
merchant. Those living within the areas controlled by
the White Elder Dragon Heriacious sacrifice much of the
comforts of city and country life to spend time away in
caverns, meditating and studying the arts gifted to them by
their grand white god.

The attitudes of people within FyxZharar are just as
various. In the republic’s capital of Karsuhon, loyalty to the
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Sovereign Lord is very strong. However, many within the
city and surrounding Sovereignty-controlled settlements
only wear their loyalty skin-deep. Their primary concerns
are in taking in the grand wealth of knowledge that can be
found or discovered in FyxZharar. Many towns visited by
both the Sovereignty and those loyal to the Elder Dragon
make themselves hospitable in whatever manner will

let them be in peace at the time. Also in other locations,
dedication to one side or the other may be consistently
shown.

Surprisingly, although two opposing forces have their
seats of power so close to each other, most of the conflict
tends to occur out away from them. Up until now, neither
side has believed they were in the best position to win a
direct conflict against the other without take more loses
than can be considered acceptable. With the war about to
begin, this situation appears to be changing.

RELiGion

FyxZharar is home to a Holy Land of the Tashrama, the
lair of the White Elder Dragon Heriacious. The Great
Sovereign Lord may have outed the Elder Dragons are the
true powers behind the church, but Heriacious herself
confirmed the fact by appearing in public and openly
declaring her divinity. Since then many have left the
Tashramadic faith, but a large segment of the population
remains faithful and believes Heriacious’ claims. With the
cities of Breenaak and Karsuhon so close to each other,
views of religion in FyxZharar are almost completely
polarized between support for Tashrama and support for
the Sovereignties. As such, most other faiths have little to
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no influence on events, with the exception of Montegron’s
own secret faith.

GoVERNMENT

There are three governments in operation within the
borders of FyxZharar. One is the gnomish government in
Gnomorrah that is so confusing most non-gnomes cannot
make heads or tails or it. Officially that government is
under the jurisdiction of the Midland Sovereignties, but
due to the complexities of Mentoi bureaucracy, Montegron
and other Sovereignty officials leave it alone.

The other two governments are in direct opposition
to each other. One is the government of the Midland
Sovereignties under the control of Great Sovereign
Lord Montegron, and the other is white branch of the
Tashrama under the control of the White Elder Dragon
Heriacious. There is a national government, a republic
under the direction of Presider Gardel Legna (NG male
Midlander human noble 7), which deals with FyxZharar’s
internal affairs, but most consider this a local extension of
Montegron’s power. Meanwhile, in Breenaak, the faithful
of Heriacious view themselves outside of the Sovereignties’
jurisdiction. Prior to the revelation of the Elder Dragons
many thought Head Priestess Aynal Teralshall ran the
local branch of the church and Tashramadic territories.
But the truth was that Teralshall had always been working
underneath the direction of the Elder White. These lands
are effectively under a theocracy.

MiLiTary

A small weak local army does exist for the nation of !
FyxZharar. They are often referred to as the General Militia
although they are officially named the Army of FyxZharar.
The bulk of FyxZharar’s strength lies in the elite Midland
Guard (a.k.a. the Midguard). Headquartered in Karsuhon,
the “rare few” are rather abundant here. The army is
sometimes weakened when members of the Midguard
require additional hands to venture out and perform
services and duties for the Midlands. Often the Midland
Guardsmen will take soldiers from the army to assist them
in their endeavors.

The Army of the White is the military force of
Heriacious and the white branch of the Tashramadic faith.
As friction was mounting, the dragon knew a confron-
tation with the Sovereignties was unavoidable, and being
a tactical expert in warfare she set out to build her own
fighting force among the faithful.

Coincidentally, both the Midland Guard and the
Army of the White had new commanders put in charge of
them recently: Second Protector Noragaen Veliya for the
Midguard, and General Damrye for the Tashrama.




| MAGic anp MysTicism

Magic in almost all forms exists in FyxZharar. The mystics,
| “priests” of the Tashrama, are praised among supporters
of the White and hated by supporters of the Sovereignties.
| Montegron keeps an abundance of sorcerers on staff to

| assist in magical needs, and Heriacious has also done

| the same. With the return of the moons, both sides are

| weighing the advantage gained by possibly including

| wizards in their ranks, and so a few are in attendance, but
how useful they will prove themselves in comparison to the
| sorcerers has not been determined. The clerics of the true

| gods are extremely few, but they are quickly scrambling to
| have some impact on the coming war for better or worse.

| Odds are they will have little to no impact since so much
build-up to conflict has occurred prior to the gods’ return.

MajorR GEOGRAPHICAL FEATURES AND LocaTions

| The nation of FyxZharar is covered in sharp high peaks,

| vast deep chasms, green valleys where the air is warmed

| by pockets of natural gas buried deep in the earth, misty

| hilltops, stretches of rivers rushing down from icy summits,

B and lakes formed by water that rushed in during the

Drowning that could not recede.

The passes and roads throughout FyxZharar wind,
| twist, and branch off in a myriad of directions. Two towns
only a few miles away might require days or even weeks of
| hiking in order to travel from one to the other. Although
the construction of tunnels are being done in order to
| make traveling through the lands more convenient, it is
still heavily suggested that any newcomers to the region
| hire a guide in order to not get lost in their journeys. Even
many of the locals do not seem to know every possible road
i or path through the mountains. The gnomes who used
to be the original inhabitants also claim that many of the
| older roads were changed, reshaped, or broken apart when

W the Great Wave came.

A hard land to navigate, FyxZharar’s scenery is still
| counted as one of the most pristine in Adlatum.

| REGionaL HisTory

| Prior to the Drowning, the gnomes of Gnomorrah

controlled the majority of the mountains, and FyxZharar

| was a minor kingdom existing primarily in the hills

and only a small fraction of the taller mountains. With

| the exception of a collection of human and dwarven

| settlements, and items in caverns suggesting some earlier

civilization unknown to history, most other races had not

| settled into the immediate area.

| Everything changed when the Drowning came.

Although the mountains were high enough to allow
many to escape the rushing waters, much of the ocean

| still poured over and through the lower hills, valleys, and

canyons that are scattered throughout the land. Many of

| the settlements within these areas were flooded as much or

even worse than those on the plains. In some places, when
the waters receded, deep lakes and rivers replaced valleys
and gorges. Towns and villages remained covered for
hundreds of years.

However, more to the center of the mountain, the
land was high enough to avoid just about all of the damage.
Much of the gnomish civilization survived, but much was
also destroyed when water poured through caverns to
the mining and farming towns in the valleys. The town of
Glickanree was completely lost not by the water, but when
the rushing floods struck the top of an over-mined hill.
The pressure resulted in the ground heaving upward and
collapsing upon everyone below. When the land calmed, a
quarter of the population was verified dead while another
10% were never found. The dwarven population in the
outlying areas suffered similar casualties.

Months went by, and efforts began to rebuild
devastated lands the sea had given back. But they were
not allowed to. Other surviving races began to seek higher
ground, fearing that a second devastation could strike at
any time. The influx of coin dwarves, humans, Gildanesti,
and others resulted in the pressing the gnomes out of many
areas where they had already settled, and in some cases,
rebuilt. The gnomish nation of Gnomorrah was pressed
northward and then surrounded by the growing Midland
nation of FyxZharar.

In the following centuries, several relics were found
within the deep maze-work of caves that network through
the mountains. With the discovery of old tomes and
other artifacts, many scholars and mages from all over
Adlatum came to study and expand their knowledge in
their respective arts. The perils of the complex network of
caves beneath the summits were quickly learned by some
and ignored by many more. Many of those who risked their
lives to discover the knowledge and artifacts of old were
never seen again.

In 130 AD the White Elder Dragon Heriacious
learned of the relics buried deep within the mountains
of FyxZharar and sent many of the faithful to search
the caverns for items of use. Regardless of the nearby
proximity, the mountains, caverns, and canyons makes
traveling between the capital and the entrance of
Heriacious’ primary lair a long and treacherous journey.
Heriacious’ primary concern is learning about the
forgotten civilization buried in pieces down below, not the
current one nearby. She gathers Scalebound who think that
the dragon’s backing and knowledge of the caves will give
them an added advantage in finding the buried secrets and
making use of them.

After the Starfall, the Great Sovereign Lord
Montegron chose to place his seat of power in the middle
of the Midlands. Although Karsuhon was within fifty miles
of Heriacious’ layer, he realized that the city could be easily
defended by any attack by the Tashrama or her secretive
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Scalebound. Both Montegron and Heriacious have had
groups continuously searching the deep tunnels beneath
them for anything to be used to their advantage.

When Montegron exposed the Elder Dragons are the
true powers behind the Tashramadic church, Heriacious
revealed herself openly to her followers and declared
her divinity. Several who had lost their faith tried to flee
Heriacious’ lands, but her military killed a large number
of them before they could escape. A large number within
Breenaak remained faithful however. During the Days of
Darkness, Heriacious was seen during the conflict with the
chaotic forces although her identity remained a mystery
to many. The older followers remembered her when she
showed herself to her believers, and they bowed before
the beast who had tried so hard to prevent her people’s
destruction.

CuRrrent Events

& The tunnels underneath the mountains are a maze
and complex webbing of darkness and mystery. Both
the Sovereignties and Tashrama have sent explorers
down in hopes of finding relics from an unknown lost
civilization not recorded in any history. No one seems
to be certain such a civilization existed, and no one
knows what may be found that could be of any worth,
especially in the coming war.

& After the funeral of Second Protector Jermon Cavlin
late last year, his son Evtra Cavlin vanished. No one
appears to have any knowledge of how he disappeared
or where he could be.

k& Great Sovereign Lord Montegron has ordered a
majority of the Midland Guard back to FyxZharar after
years of having them out trying to strengthen the local
government forces in each of the Midland nations.
Also large portions of the General Militia are being put
under the direction of Midland Guardsmen. This may
be the first open prelude to war against Heriacious and
the Tashrama.

& A small unnamed organization operating out of
Unadesum is trying to find a way to dismantle the
power of the Sovereignties and the church in unison,
hoping to deflate the damage a war will bring without
letting one side triumph over the other. The leader of
this organization is attempting to find clerics of the
true gods, hoping such a holy person will be able to
provide a miracle the Midlands desperately needs.

MAjoR SETTLEMENTS

Breenaak (Large City 24,090): The lair of the White
Elder Dragon Heriacious resides within the mountain of
Breenaak. The Scalebound live under the mountain cap
with the White, while others who believe in the Elder
Dragons’ divinity reside within the city outside of the
lair’s main gate. Although Breenaak is a short distance

geographically from the enemy stronghold in Karsuhon,
the mountains and chasms make any land-based travel
between the two settlements the equivalent of hundreds of |
miles longer.

Gnomorrah (Metropolis 70,324): The civilization
of Gnomorrah used to cover much of the FyxZharar
Mountains, but the influx of other races seeking higher
ground after the Drowning forced the talker gnome
civilization back into a small area. Now the main gnomish
settlement comprises of a single area in the Thunderhead
mountain range of 300 square miles. They are now
completely surrounded by the Sovereignty of FyxZharar,
and many humans bitingly refer to it as “No More-uh.”
Officially the gnomes are considered part of FyxZharar,
but beyond that they are relatively autonomous. Many of
those from Gnomorrah seek work elsewhere, including in
the capital Karsuhon without much thought from anyone.
A rare few more work for those loyal to Heriacious, but
that number is much less. Since much, but not all, of the
Sovereignty has no interest in intruding upon Gnomorrah,
current relations between the gnomes and the Sovereignty
as passively pleasing.

Paper mill factories take up a sizable portion of the
manufacturing business in Gnomorrah, and these factories
tend to constantly emit black smoke up into the area.
Thousands of businesses and offices are littered throughout
the mountain chain, and many more departments and
agencies exist in order to regulate each and every industry
in existence. Red tape is said to be Gnomorrah’s number
one product. This is not far from the truth since a literal
red tape is used to bind many of the papers and binders
together.

Karsuhon (Megalopolis 106,574): The capital of
FyxZharar is sometimes referred to as “The Pinnacle of the
Midlands.” This is both because of its placement high up
in the mountains and because it is the center of power for
Montegron’s reign. Broken up into a myriad of layers and
sections covering the edges of a complex series of canyons,
chasms, and mountain sides, Karsuhon’s population is
the largest of any city in Adlatum, if not all of Krynn.

The city is home to a large number of businesses and
schools, including three universities. One of the schools is
completely devoted to the study of arcane arts of several
types.

Within one of the mountains, Montegron had the
Palsidion, a massive underground fortress, constructed in
order to insure additional protection from any possible
attack the Elder Dragons’ or other possible enemy. The .
headquarters of the Midland Guard also resides there along |}
with many of the mages who have sworn allegiance to the '
Great Sovereign Lord.

Trebiers (Small City 8783): Located on the border
between FyxZharar and Tashramada, Trebiers is located
on the major roadway between the two nation’s capitals.
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| It is a major trading post, home to a large fort that houses
a large number of smaller stores, businesses, and even

| an auction house. During the Drowning, Trebiers was
somehow missed by the wave of water as it submerged the
| rest of the lands around it. Although credit is given to a

| freak coincidence in how the surrounding hills are laid out,
| others believe another more powerful hand was involved.

| Unadesum (Large City 15,024): Before the Drowning,
| Unadesum was the capital of FyxZharar. After the
Drowning annihilated just about everything, Unadesum
was rebuilt as a lakeside city at the base of one of the

| largest waterfalls in Adlatum. Mining, farming, fishing, and
| trade with the Corinesti provide the city with most of its

| income. Many think there is a dragonmetal deposit located
in the mines behind the waterfall, however both the city

| and the nation deny it.

| Gnomorrah

| Capital: Gnomorrah

| Population: 80,472 (Gnome 97%, Dwarf 2%, Human 1%)
| Government: Republic

Ul Religions: minor - Melik Suud (Reorx) and Nekkarb

(Shinare)
Languages: Gnomish, Common, Dwarven
| Trade: Bureaucracy, Machines, Paper, Siege Weapons,
Steam Powered Ships
l Legions: Gnomorrah Regiments, The Mountain Naval
Force.
| Alignment: LG, LN, LE

Gnomorrah (No-more’-ah) is a small gnomish nation,

in terms of land size, located in the northern part of
| FyxZharar. A single stretch of valley cuts southward twenty
miles through the northern edge of the Thunderhead
| Mountains near the Guiteger border. Throughout this
| valley, and on and in the immediately surrounding
mountains, settlements cover almost every inch of space.
. The gnome civilization has existed here for many,

many hundreds of years. Although a few gnomes involve
| themselves in technological engineering, primarily in
| steam powered mechanics, a vast majority are much
more interested in social engineering, law, and record.
| Gnomorrah was built as a haven for record, bureaucracy,
law, and technological experimentation.

¥ LiFE AND SoCiETY

A vast majority of those who live within Gnomorrah are

| very focused on their individual professions. Whether

| someone is a gnome or from another race, anyone who

isn’t a workaholic will be hard pressed to make any type of
life for themselves here.

; Most are obsessed with record keeping, legal interpre-

tation and improvement, and general social engineering.

The goal of many is to eventually create a utopia for all
races, involving a perfect governmental system running
the society, a perfect language for communication without
misinterpretation, a perfect record of procedure for all
things that can be done in life, and thus perfect peace.
Unfortunately, very few agree on what is required for such
a society.

A small part of the population is also involved in
technological advancement. It is believed that a small
ship of unknown origin was carried across the oceans
to Adlatum on the Great Wave. The ten gnomes aboard
survived and merged in with Mentoi society. Their techno-
logical knowledge was combined with Mentoi precision,
and several devices operating on steam-driven power were
constructed. Today, several devices make life easier for
those living in Gnomorrah, even though only a limited few
understand the complicated controls used to run them.
Included are railway cars, automated lifts, and garbage
disposal units.

RELiGion

Many gnomes have either a detached sense of the world
they chronicle or they are so fixated on their roles as
advisors, diplomats, arbitrators, politicians, and such that
religion does not enter into their lives, except for maybe
doing work for or with any church.

The exceptions are the church of Melik Suud (Reorx)
and Nekkarb (Shinare). In the past, Suud had been
honored as the founder of their race and thus the Chief
Executive Founder of the Mentoi society. However beyond
that he faith does not add much for the development and
maintaining of society. In that, the honoring of him is only
to honor, and not worship.

The gnomes have similarly honored Nekkarb for
her faith’s teachings in communication and business
management. However Nekkarb’s church does support
communication, trade, and other methods of negotiation.
For this, Nekkarb had established a majority hold of the
pious within the Mentoi society.

With Gnomorrah so closely linked to politics
throughout the Midlands, gnomes and Midland humans
use the same names for the gods and share many of the
same legends.

GoVERNMENT

“There will come a time when mortals will have uncovered
and explained all mysteries the universe can possibly
present. The last to be solved will be the understanding of
gnomish bureaucracy.” This quote from Etlarnic scholar
Shera Rosio is not far from the truth. The operation of

the Gnomorrah government is so complicated that no

one outside of the gnomish race can follow how it works.
The government’s structure also appears to be changed
constantly as theories on how to improve it are always
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put into effect, experimented with, monitored, analyzed,
removed, changed, upgraded, undone due to political
backstabbing, and revamped again.

The most consistent parts of the government are the
High Legislative (First Rank) Body of Legality, the High
Legislative (Second Rank) Body of Legality, the various
Lesser Legislative Bodies, and the Chief General Executive
of Gnomorrah. The total number of legislative bodies
(high, lesser, and other) varies frequently along with the
number of representatives in each body. The Chief General
Executive is the official leader of Gnomorrah, however the
other branches of the government have several methods
to override decisions through a very lucrative and lengthy
process.

MiLiTary

Gnomorrah has never had a strong military presence
until Lord Montegron of the Midland Sovereignties sent
reinforcements to protect his interests in the region, but
there are several small units made up of Gnomorran
citizens. The various Gnomorrah Regiments are spread
throughout the valley and mountains, acting also as a
policing force.

The one military branch Montegron is trying to have
disbanded is the Mountain Naval Force. Seen by many as
unnecessary, the navy was constructed for the off chance
that a Second Drowning would permanently sink the lands
underwater. Since Gnomorrah was actually founded by
gnomes on a beached ship, a proud tradition has attached
itself to the navy. A half-dozen sizable steam powered ships
are located near the highest peaks of Gnomorrah and are
kept in pristine condition in case the dreaded day comes.

Macic anp MysTicism

There is not much use for magic of any sort in Gnomorrah,
however there are some who study magic in its various
incarnations as a separate branch of science. There have
been a couple of times in history in which magic was made
illegal during some social experiments, but these bans
rarely lasted long.

MaAjor GEOGRAPHICAL FEATURES AND LocaTions
The Gnomorrah nation is comprised of a single long valley
stretching north to south from the northern edge of the
Thunderhead Mountain chain along with the immediately
surrounding ranges. Lakes and rivers flow through much of
the valley, and gas vents naturally heat many ponds. These
vents are what inspired the steam powered technology
after the initial gnomes settled here.

ReGionaL HisTory
As the waves pulled back from Drowning, many things
had been driven hundreds and thousands of miles from

where they originated. One was a ship of gnomish design
that was thrown north and then dragged back south into
the Thunderhead Mountains. The dozen surviving gnomes
were not Mentoi, and with their badly damaged ship
stranded in mountains they began construction on new
homes.

Using their skills, they designed methods of gathering
steam from pools of water heated by underground vents
and using the steam to power other devices, most of which
made from parts of the cannibalized ship. During this time,
many travelers were building homes in the newly re-estab-
lished FyxZharar. Mentoi met these strange gnomes and
investigated their world, for they had never seen its like
before. So these gnomes were watched, and their techno-
logical skills were analyzed. A damaged valve one day
resulted in an explosive rupture, killing nearly all of the
ship’s survivors, but a few of the Mentoi took to applying
their own skills in steam-powered engines, and the settle-
ment’s future was forever changed.

The city-state grew as most gnomes found the
settlement of Gnomorrah and chose to reside there. An
official government was formed in 4 AD to begin the job
of a state-wide census, making it easier for those who
arrive to see if loved ones had survived and made it to
Gnomorrah. The census sheet was the first record kept,
and the original tabulation for the year is on display in the
State Archives office.

As more and more people arrived, the bureaucracy
blossomed. The government grew, and so did the need
for paper. Factories were built to process wood and other
materials in order to help in the expanding economy. Even
today, the paper mills generate the greatest amount of
income for the region.

In the later years, foreign rulers slowly learned of the
meticulous work in the theory of law and advancements
of record keeping in Gnomorrah. Representatives from
these countries were sent in hopes of establishing good
relations, and most were successful. In the Midlands, it
became common practice for a king, queen, premier, or

other executive to hire Mentoi as an advisors, scribes, court |

historians, legal advisors, arbiters, and even politicians.
Although some rulers needed to learn how to deal with the
Mentoi’s odd behaviors at times, their ability to remember
minute details of the law and figure out how to manipulate
the system into producing a most desirable result made an
occasional frustration seem vastly trivial. As such, many

governments keep close tabs on the up and coming profes- |

sionals coming out of the Gnomorran schools, hoping to
use new talents to their advantage. At the same time, this
allowed gnomes with various theories on social engineering
to influence policy in foreign lands and examine results on
larger scales throughout the Midlands and beyond.

The technological advancement of Gnomorrah was
much slower. Those Mentoi who analyzed the devices




| used by the city’s founders found many unstable faults.
After the initial explosion that almost destroyed the colony
| right after its creation, three Mentoi gnomes turned all of
the devices off and began to rework the principles applied

| to make the engines work. The science was rebuilt from

| almost scratch, but after generations, a more stable steam

| engine was designed and constructed. In the centuries that
| followed, the technological advancement of Gnomorrah
has been very slow but very steady. Sizable drills have

been used to dig into the mountainsides to expand the
city. Tracked cars are used for faster transportation as

| well as the movement of heavy loads. Also, the heating of
houses and the powering of mills are now done with the

B technology left behind by the city founders. Unfortunately
for non-gnomes, the controls used to operate the machines
| were made for those with Mentoi minds. This leaves
anyone of another race baffled by the insanely complicated
controls that any Mentoi can figure out with relative

| ease. Some do struggle to learn, but very few have ever
succeeded.

Detailing the full history and inner working
| of Gnomorrah would be a vastly time-consuming
| undertaking, but one period sticks out as the greatest
threat to Gnomorrah’s survival — the Gnomorran Civil
| War.

In the late months of 368 AD, Gnomorrah’s newly
installed Chief General Executive Panoryesh came at odds
| with the High Legislative (First Rank) Body of Legality on
a wide variety of issues many of which involved his ability
| to deal with foreign powers without having to bring every
| and all agreements or even suggestions back to the highest
ranking legislative body within the nation. Specifically,

"4} he was getting frustrated at always having to do it, and
always having his initial agreements reworded, reorganized,
| rewritten, and sometimes re-thrown out. Unfortunately

Bl for Executive Panoryesh, the legality of such matters was
clear (for a gnome anyway), and unless the High Legislative
| (First Rank) Body of Legality, or three of the other ranked
"B High Legislative Bodies along with approval from all six of

M the Middle Legislative Bodies, volunteered to change the

M laws they themselves supported, Panoryesh’s desire for ease
of control would remain a dream.

Over the next several months Panoryesh hunted
through the law books, court rulings and even traffic
| ordinances trying to find a method to subvert the stran-
| glehold his opponents had on the government. He finally
| found it in the form of a small loophole describing the
| rules in which the populations of the Legislatures were
M| determined. The short of the legalese came to the following
details: (1) a new representative could be appointed if a
| current representative was dead, incapacitated, or sick;
| (2) the appointment would be voted on by the legislature
in which the seat in question presides; and (3) if the
W legislature cannot make a quorum of 50% of its members,

the appointment will be decided on by the Chief General
Executive.

Executive Panoryesh proceeded to use an executive
privilege to keep all windows and doors open within the
government halls (by law the highest ranking member
of the government gets to control the steam powered
humidifier and any other climate controlling device,
of which the windows and doors qualified). Over the
following winter months, most of the Legislatures got sick
while Panoryesh made sure to have a private cleric nearby
to keep himself healthy. Once all of the Bodies were over
half sick with colds and flu, Panoryesh declared to several
of the courts that he was going to appoint a replacement
government seat-by-seat with gnomes from lesser-powered
Bodies who supported his efforts.

These details are an oversimplification of the laws and
do not give a perfectly accurate description of the situation,
but for the sanity of anyone trying to understand gnomish
law, it does give a general approximation with the benefit
of actually comprehending anything.

The current Legislatures attempted to block the
attempt, but the courts sided with Panoryesh due to the
wording of the laws. However one member of the High
Legislature (Second Rank) Body of Legality, Hayglmarch,
noted that according to the wording of the laws, a member
of the Bodies could only be removed from his/her seat
if they were “deathly ill.” The courts, to Panoryesh’s
annoyance, agreed.

As such, by mid-369 AD, two entirely legal
governments took form within Gnomorrah: one comprised
of Panoryesh’s appointments, and the other being the
original members who did not vacate their seats. The Civil
War had begun.

The Civil War was at first not one fought with
weapons. The two governments began to battle for control
and jurisdictions by passing law after law against the will
of the other. Much to Panoryesh’s annoyance, the newly
installed Bodies were so busy in legal combat with the
original Bodies, they never had time to pass the change of
rules needed to give him control over foreign affairs and
diplomacy. Instead chaos irrupted.

Both sides passed bills, laws, and proclamations as
each government tried its best to out-legislate the other
and gain control. Meanwhile, the people were caught in
conflicting laws, impossible procedures, and no way to act
or not act without violating even the slightest ordinance.
Due to the nature of gnomish society, law enforcement was
forced to carry out all laws regardless of which side gave
the orders. Things descended even more when both sets of
Bodies began manipulating the committee that controlled
the Gnomish Dictionary Standards. The definitions of
words were changed in attempts to make the laws passed
by the enemy Bodies mean something completely different
than intended. Eventually laws passed that altered the
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Gnomish Dictionary Standards themselves began to mean
something different than were intended, and laws began to
be passed which in the end meant something different than
what either side wished.

Society began to crumble. The gnomes themselves
could not make heads or tails of their own system, and
physical altercations became commonplace. Most of the
war had taken place on paper, but by 374 AD the number
of deaths attributed to the war reached 9,000.

The war hit a climax during the latter end of 374 AD.
After Executive Panoryesh was arrested for jaywalking in
his own home, he broke out of prison easily (since locking
cell doors was illegal after dinner hour). In a moment of
insanity, he broke into the Records Hall and begun to burn
all legal documents passed from 369 to 374 AD. Unfortu-
nately his attempts to destroy only those records failed.
The entire building caught fire and many of the documents
were lost, along with Panoryesh.

All of the documents however had copies stored in
multiple locations throughout the nation, but Panoryesh’s
death served as a wake-up call to those in the two
governments. Over the period of six months, the two sets
of Bodies met and began to work together to find ways to
sort out the laws and even the language. Due to gnomish
culture, the concept of simply ignoring the laws passed
during the war was both alien and barbaric to them.
Instead, the slow process of untangling the mess was
begun. Officially the war was over.

It would be decades before everything would be
straightened out. Many gnomes today still believe that
more damage was done to Gnomorrah, and thus the world,
during the Civil War than had been done later during the
Days of Darkness.

The rise of Montegron’s unified Midland Sover-
eignties after the Starfall had an overall positive impact
on Gnomorrah. The added layer of government on top of
the pre-existing nation government increased the need for
paper and paper-related products along with those versed
in legal and social studies both in Karsuhon and abroad.
Much more recently Montegron also began funding to
the technological engineers, hiring them to build siege
weapons and other machines to use against the Tashrama
in the coming war. Just recently, three steam-powered
ships were constructed and transported to the Sargassi
Sea for launch. Most of the operators on these ships are
gnomes, but humans and dwarves make up most of the
command staff and the military personnel. This period
of time has so far tripled the economy in Gnomorrah,
and so long as Heriacious’ forces don’t penetrate into the
city-state and kill everyone, it may signal the coming of a
Golden Age for Gnomorrah.

CurrenT EVEnTs

& There is a mild pollution problem growing in the
area. The paper mill factories take up a sizable portion
of the manufacturing business in the city-state, and
the factories tend to constantly emit black smoke
up into the sky. The Astronomical Society has
lodged a complaint against the nearby factories and
is threatening to take their business elsewhere if
something is not done.

¢ Chief General Executive Advaford’s (LN male Mentoi
expert 9) mother was dying from a hereditary illness
that often strikes the elderly members of the family,
but a mid-ranking priest of the Tashrama healed her.
Sovereignty officials are claiming the priest made her
sick to begin with, but evidence seems to point to the
contrary. Considering Advaford’s support for the war
machine has brought untold riches to his people, he
secretly is having people investigate the priest. The
priest was arrested by Sovereignty guards but has
recently escaped.

MAjoRrR SETTLEMENTS

Gnomorrah (Megalopolis 70,324): For almost four
centuries, the nation of Gnomorrah and the city of
Gnomorrah were synonymous. Once other settlements
were founded outside of Gnomorrah but under
Gnomorran law, the city became the capital to itself as
a nation. Surprisingly for a hyper-bureaucracy, there is
no city government. The national government runs all
layers. Since the population of the city is almost 90% of the
country, many still speak of the city and the state in the
same terms.

The city includes all areas within the valley, the sides
of the mountains facing the valley, and any settlements
constructed under the mountains. Many of the oldest
structures, including the main hall where the Legislative
Bodies are, appear as large stone and metal structures
on the mountainsides, but they also extend deep into
the mountains for added security for both personnel and
preserved records.

Steeleera (Small Town 1,325): Only after the Starfall
did smaller settlements under the Gnomorran government
come into being just outside of the valley. The town has
a relatively even mix of dwarves, humans, and gnomes.
Steeleera was constructed by the wealthy half-gnome
Steeleera Smythree who wished to have a small settlement
isolated from the rest of Gnomorrah in which she could
conduct her social experiments at her whim with minimal
oversight from legislatures. The highest legislative bodies
granted permission and watched with interest.

Human and dwarven volunteers built the town on the
far side of one of the mountains forming the valley, and
Smythree is allowed (within reason) to alter the laws and
social mixing within the small town at her leisure in order




| to analyze and record her results at a rate much faster than
other places where such experiments occur. The town has
| been in operation for twenty years, and Steeleera’s publica-
tions in the Gnomorran Journal of Societal Research are
| some of the most read and dissected in the Midlands.
‘ Citizens within the town are not forced to remain
| under the odd executive authority the town has, and
| all understand the additional trials involved in living in
| Steeleera. Those who tired of the experiment are free to
A\l leave, and other volunteers are often brought in upon
IBl| Smythree’s request.
| Jamra (Village 542): The newest settlement of note
| in Gnomorrah is Jamra, a tiny schooling village made up
| primarily of students and staff. Those few gnomes who
have the talent and skill to construct steam-powered
| engines and the machinery that implements that
technology have found dwarves, humans, and others
willing to learn how to construct, maintain, and use that
| knowledge. This village is located just past the southern
| tip of Gnomorrah’s main city and was put together at the
| request of several non-gnomish citizens of FyxZharar who

Bl had experienced gnomish technology and desired to learn

| its secrets. Lord Montegron funded the construction of the
town personally and hopes to see the school-town grow.

Guiteger
| Capital: Novkia
Population: 175,093 (Human 84%, Hartdar 9%, Half-Dwarf
6%, Gnome 1%)
Government: Democratic Parliament (former Oligarchy)
| Religions: minor - Tashrama (Green branch), Reorx
Languages: Dwarven, Common, Trejori
| Trade: Horses, Wine, Rum, and Barley
Legions: Ington’s Will, Noble Bands, Stonewall Cavalry
| Alignment: LG, LN, N, LE

The nation of Guiteger (Goo’-tehg-er) has change

| types of governments many times over its long history, and
its latest experiment in mob rule is being watched with

| mild curiosity and humor from several of the neighboring

i nations. The Guiteger nation strongly supports the Sover-
eignties under the Great Sovereign Lord’s rule, and is also

| a major trading ally with the dwarven nation of Kedaltol

to its north. However the current political climate is

| beginning to destabilize.

Lire Anp SocieTy

| Guiteger is a major trade route connecting most trade from

| the west to the east to the north. Trade with the dwarves

to the north is very extensive, and with the Thunderhead
Mountains blocking or retarding most travel from the

| west coast to the east coast of the Midland those wishing

a simple pass from one side to another must pass through
Guiteger.

The citizens of Guiteger, the Guiteg, are a hard
working people whose main focus is on the production of
alcohols including rum, beer, and wine. Horse trading is
also popular, especially with the Drejori breeds. The people
of Guiteger, including the humans, are also considered
master craftsmen, having learned many skills from their
dwarven neighbors. The Guiteger people are strong backers
of the Sovereignties although a minority of religious people
are nervous of anti-religious sentiment growing to the
point of being directed at all religions and not just the
hated Tashrama.

RELiGion

The gods forsook the nation of Guiteger. At least that is
how many citizens see it. The Tashrama has never been
welcome by most of the populace here, and neither will
any new faith that comes within this country’s borders.
To make matters worse Glastious Forest, the Holy Land
of the green branch of the Tashrama, has begun to creep
and grow over the western border from Drejor. This has
resulted in a backlash against many of those who had faith
in the other Tashramadic branches or even the Maker God
(known primarily by the dwarven name of Reorx here).
Those who do have faith in some higher power, whether
it is Tashrama, Tao-Shin, or specific gods have been wise
enough to keep relatively quiet during this troubled time.
Those more vocal in the cause of spreading the word have
met with unfortunate responses.

With such a close relationship with the dwarves of
Kedaltol, a number of humans had begun to learn the
dwarven methods of construction. With this relationship,
the word of the Maker God Reorx also spread, leading to
Guiteger to have the largest group of humans who worship
this deity. They do not even refer to him by the common
Midland name often associated with this being, Melik
Suud. With the recent anti-faith sentiment, the Guild of
the Maker (a large union of human and dwarven workers)
are doing what they can to only show off their professional
duties, and not their religious aspects.

The government has taken a negative view towards the
Tashrama, but remains to be neutral in regards to those
faithful to Reorx or the Tao-Shin. The pseudo-independent
guard Ington’s Will is striving to keep the peace as best
it can while at the same time fending off the threat of the
expanding dark forest to the west.

GoVERNMENT

The democratically elected parliament is in a tentative state
currently. The representatives of Parliament are elected by
the citizens of districts comprising of several towns and
cities each. The representatives then elect a Prime Minister
for as long as both the Prime Minister and the Parliament
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wish to keep him in office. The thirty-member body
decides most decisions of law, but whenever a vote results
in between 40-60% voting in favor or against a decision,
the Prime Minister makes the final decision. Before voting,
the Parliament allows for a maximum of four-hours to be
dedicated to debate. Once that time expires, a vote must be
taken.

The old noble families who had been ousted from
their seats of power five years ago are trying to manipulate
the representatives into undermining the Parliament as a
whole. Many towns under the control of these nobles do
not participate in the voting process even though they are
invited to do so.

MiLiTary

The general army was put together under the reign of the
Oligarchy but was controlled by Auger “Sawblade” Ington
(LG male half-dwarf fighter 12/legendary tactician 3/
Midland Guardsman 1) directly. Funding of their actions
had been under the control of the Noble Seats ruling the
government. Afterwards, complete control over military
use was given to the Parliament, but most generals have
stated their loyalty if first to Guiteger and second to
Ington. Ington however has sternly told them to follow the
directions of the Parliament.

There are two elite factions within Guiteger. One is
the Stonewall Cavalry, an expert collection of horse riders
who serve as reinforcements during times of conflict. They
are known to travel on their steeds over long distances in
short time in order to solve any problems that may arise.
When massed together in combat, they are a force to be
reckoned with. The Stonewall Cavalry is structurally part of

the overall Guiteger Army. Their horses are mainly Drejori
(the breed), but are raised in Guiteger.
The elite force of Guiteger that is separate from the

army is a unit known as Ington’s Will. The unit was formed

after the Starfall by a small number of fighters within
the traveling band who would later become the Midland |
Guard. When Ington was given control over the devastated |
nation of Guiteger, these men and women chose to stay
behind and help keep the area stable. In later years, they
developed their own view of how the Will should be
managed, and became a beacon of light and hope for those
in the ruined nation. They fight directly under Ington’s
command, and act for the cause of justice and good. For
many in Guiteger, the Will is more highly respected than
the Midland Guard. Every so often, Ington or another
of the Will find new members both in and outside the
national army who wish to do what they can to keep the
Guiteg people safe.

A collection of fighting forces besides the Will is
also in existence. The noble families who were ousted
from their seats of power have small groups of soldiers
of their own. These noble bands are loyal to their specific
family and work to strengthen their master’s influence
on the land. Currently the nobles wish to overthrow the
Parliament, but they do not wish to go against the will of
Ington and possibly anger the Great Sovereign Lord over
their southern border.

MaGic anb MysTicism
Magic of all types is distrusted in Guiteger. With the

Drowning placed at the feet of the gods and people needing

to surviving hard times on their own, magic of faith was
never accepted by the Guiteg people. When the Days of
Darkness tore the land apart, many saw the powers the
destructive forces of Chaos had as an extension of magic,
and so after the Starfall magic of all kinds became hated.

Ironically, this led to Guiteger having one of the few
state-funded schools of the arcane. Since sorcery was
distrusted, anyone who showed an inclination to magic was
legally forced to enter the state-run School of the Arcane in
order to hone their skills. This way Guiteg mages would be
trained to use their talents properly with the least amount
of risk to the populace. Guiteg mages who had graduated
the school in Saadow are not fully trusted, but they are at
least tolerated more than those who never were under the
state’s direction. With the return of the moons, the school
is seeking to enlist wizards in order to bring the newly
returned magic under the Parliament’s direction.

MAjorR GEOGRAPHICAL FEATURES AND LocaTions
Coral Mountain: The Drowning did not just sweep things
away. It also pulled strange things ashore. Coming to

rest in Guiteger, a mountain-sized collection of coral

lies in southeastern Guiteger. This mammoth is covered




| in a variety of colors not seen in above-water nature. In

the decades after the Drowning, the mountain has sunk

| partially into the ground, and water had poured out of the

mountain into the long scar Coral Mountain ripped into

| the land before it had come to a complete stop. Once the

| water began to flow out of the porous structure, it has not

| stopped. Yet once the scar was completely filled, Coral

| Lake did not increase its area even though more and more

water could be seen pouring out. The mountain is located

in the middle of the wide northern end of the lake. The lake
thins out to a point as the shoreline continues south.

" Adventurers had crossed the water to explore the

alien tunnels within the mountain, but the only woman to

B return came back insane, unable to speak. Since then few

have explored the region. As the centuries rolled on, forests
| of tall trees began to grow up out of the water as if there
was no lake on the ground. Stories of creatures being seen
walking on the outside of the mountain during the middle

| of the night also began to be popular among the locals.
Glastious Forest: The forest is the Holy Lands of the

| green branch of the Tashrama, and unlike the lands for the

Bl other Tashrama it is growing. Mainly situated in the nation

| of Drejor, it has recently expanded over the border. The

forest is a dense location from where very few return. It is

| believed to be home to many fey creatures that support the

insane Green Elder Dragon Glastious along with several

humanoids who have forsaken civilized life. (For more

| information on Glastious Forest, see information provided
under Drejor.)

' The Hanging City of Rothlessa: When the city of

| Rothlessa was destroyed in the Drowning, the isolated

hill it was on was pressed and rolled upwards, tipping the

| city to an eight-five degree angle. Most of the structures

were destroyed, but a large section of stone foundations,

| walkways, and roads remained intact while at the extreme

#l incline. There are a couple of buildings that had somehow

help together, but they were much more the exception

| than the rule. Only a portion of the city exists, but less then
| a half square mile of the city hangs barely supported with

| the lowest portion of the marvel one hundred and twenty

M yards above the base of the often green hill. Villages around

the site take advantage of people traveling to see the

| strange ruins by making the area a tourist spot. However
no one is allowed into Rothlessa itself since the structures
are believed to be unstable.

ReGionaL HisTory
| Long before the Drowning, Guiteger was a collection of

8l city-states ruled by individuals claiming themselves to be

monarchs and warlords. Conflict was often settled with
bloodshed over these centuries as control of territories

| shifted chaotically. This came to an end in 1098 PD, when
Gambriel Guiteg, a Tao-Shin cleric of the Path of Power

M) was able to convince five other warlords to bend knee to

her. This cleric of Rasala Hage (Takhisis) launched a strong
offensive across the states and brought them under her
control within the span of seven years. She let her five loyal
warlords act as governors over segments of the nation, but
she ruled above them as both a High Priestess. As famous
as she was a star metal staff of unholy light known as
Innerdark.

The nation of Guiteger was founded as a theocracy
under the tenants of the Tao-Shin faith. Followers of the
Path of Power continued to rule until halfway through
the reign of Gambriel’s granddaughter Ines Johan, in 1001
PD. Seeing the needs of Guiteger changing, she had an
epiphany and changed from the Path of Power to the Path
of Light. The infrastructure of the theocracy remained the
same, but the goals of the government shifted to helping
its citizens rather than securing a domination of them. In
965 PD, the government changed again when Ines was
murdered by lesser clerics of the Path of Power. Ines’ son
Merko revealed the plot, and the Archcouncil appointed
him the next High Priest of Guiteger. Merko was a cleric of
the Path of Serenity, and he restructured the Archcouncil
to include priests of all three paths, not just Light or Power
depending on who was ruling at the time. Three years later,
when the transformation was complete, he resigned from
his post and disappeared, never to be seen again. His last
message to the Archcouncil was “I have only prepared
Guiteger for the next leg in its travels. There are many
roads to come and not all lie directly before us. The Gods
have shown me not my density, but the beginning of my
next road. I will return to my country and the Middling
Lands when I am needed.” He disappeared without a trace,
taking Innerdark with him.

In 760 PD, the Archcouncil was showing itself to
become a bed of corruption. Every law and ruling was
declared to be the will of the Gods, and those who
disagreed with the decisions were excommunicated. The
Archcouncil also began to counter the decisions of the
Tao-Shin churches outside of Guiteger. The friction within
the faith came to an end in 749 PD when High Priest of
Alnath (Sargonnas) Rainer Nadlis realized that the religious
friction within the Tao-Shin would be damaging to
everyone in the end. He held on to his personal faith in the
Path of Power and the Tao-Shin, but he resigned his post
within the church. However, he did not resign his position
as the head authority within Guiteger. He forcefully
disbanded the Archcouncil and over a bloody eight months
turned Guiteger into a monarchy, with himself as king.

On his deathbed, he declared that the lineage of rulership
would always pass from parent to child, and proclaimed
his estranged son, a priest of the Path of Light, as his heir.
His young son, Ruben Nadis, had been horrified by his
father’s actions over the past several years, but he knew
the restoration of a corrupt body was not what Guiteger
needed. He resigned from the church as well and took the
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new throne of Guiteger. A golden age for Guiteger began
as a new leadership focused on helping its people came to
be. Although human, his reign lasted a staggering hundred
and twenty-one years, and he had twenty-three sons and
daughters from the three wives he had wed over the years.
Legend says than when he died, he looked no older than
fifty.

The golden age ended in 123 PD when civil war tore
the nation apart. Imbalance in taxing laws between districts
led to an uprising in the northwest. When the national
army put the rebellion down, false rumors spread that
Queen Chrystan’s army had massacred thousands. Karole
Elverd, a man thrown out of the Queen’s guard when he
had made indecent advances on Chrystan’s daughter Lena,
formed a band of those wanting to overthrow the “corrupt
and murderous throne.” The civil war lasted for six years,
and ended when Elverd beheaded Chrystan himself in
front of a public crowd cheering her death. The princess
had escaped the capital of Novkia the night before the final
siege began. Rumors of where she vanished to were always
widespread, but a fictional tale named “Lena of the Fallen
Light” had become popular in the following years. Elverd
took control of the government as “Chief Guardian of the
People,” but this title was a thin mask for the new dictator.

Complications in Elverd’s reign began when the Canon
Wars began. Unwilling to let the minotaurs sweep in and
take what he had already laid claim to, Guiteger joined
the human-dwarven alliance against the threat. During
these years, relationships between Guiteger and Kedaltol
blossomed as trade increased and tactics used by the
humans and dwarves were exchanged.

When the Drowning came Karole Elverd’s great-
grandson, Sebas Elverd, lost his seat of power in Guiteger
along with his life. The entire Elverd family was lost, along
with most cities. Being so far inland, Guiteger buildings
had no design for withstanding flooding. Almost every
location was decimated. The century of strong military
control was at an end. A dark time of anarchy began.

Plague, famine, and death were common in Guiteger
for the next three hundred years. Pockets of villages
sometimes came together to support each other, but rarely
did any real security come of it. At best, so-called “nobles”
enslaved section of the population and declared them to be
the serfs of their fief[dom. With no opposition, these nobles
gained in wealth as others suffered.

The Days of Darkness unleashed a nightmare upon the
Guiteg people. With most of civilization still in disrepair,
the creatures of Chaos tried a different assault upon
Guiteger. Everyone’s dreams began to come true. People
gained massive wealth from nowhere, rendering the values
of the coin worthless and inflating the prices of everything
beyond the reach of everyone else. Others were forced to
fall in love with those who desired their attentions, even
if they were wed to another. Those who despised others

suddenly saw them drop dead in painful and horrible
fashions. Towards the end, many of those surviving the
chaos wished themselves dead, and their desires were
granted. Very few monsters of chaos went into Guiteger,
as such there was nobody for the Guiteg to fight but each
other, and once the Starfall ended the war for everyone
else, Guiteger continued to rip itself apart.

The chaos did not end until over eight years later when ||
a band led by to-be Great Sovereign Lord Montegron
came into the land. Montegron, along with Jermon Cavlin
and many of the men who would later form the Midland
Guard, took it upon themselves to bolster the forces of
a few of the surviving noble families and quiet the land
under their rule. It was not an easy task. During a battle
between Montegron’s men and a village of insane men
and women twisted during the war into savage horrid
shapes, Montegron was almost murdered when dragged
off by a mob of the human-beasts. One of Cavlin’s men, a
half-dwarf named Auger “Sawblade” Ington, led a group
of six into the village and were able to rescue Montegron
from being hung and devoured.

Once the land was quelled, Ington decided that
Guiteger needed some of them to stay behind to keep the
peace. Partially as thanks for saving his life, Montegron
handed Ington the right to be Guiteger’s new king. Ington
knew Guiteger would need close support from Kedaltol
to rebuild itself yet again, and being the son of an exiled
dwarf, he knew his becoming king would not help. Instead
he took an “advisory” seat to guide an oligarchy run by the
five noble families. Together the Noble Seats would run
Guiteger, rebuild a national defense, and set the path for
the future. However when some of Ington’s men chose
to stay with him, Ington came to have his own small elite
guard to help protect their new home.

Thirty-years later, Ington came to see his mistake. The §
nobles never had the wellbeing of Guiteger in their vaguest |
thoughts, and he could see none of their heirs bettering
their parents and siblings. As Guiteger’s situation deterio-
rated, Ington proclaimed to the nobles that their rule
was ended. In the midst of the arguments that followed,
the nobles demanded to know what type of leadership
he proposed to put in place. Ington told them, “I don’t
know, but it would be better to let the whims of a random
mob rule this land than you five.” Later that night, Ington
decided to do just that.

Over the next year, he took direct control of the
government but began grouping towns and villages
together on the maps. Each group of towns would let their
own people vote on whom to be their representative in a
board of Parliament. Then the Parliament would choose its
own leader. At first Montegron was furious to hear such
a weakly structured government was being installed in his
Sovereignties, but after thought he has come to bless the
plan for unknown reasons. Not all towns participate in
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| the new government however. Many are under the direct
control of the old nobles, and they are doing what they can
| to prove this democratic parliament to be a failure.

i CURRENT EVENTS

i ¢ Rumors are circulating that Lord Bermarg is a follower

of the red branch of the Tashrama. Bermarg has stated
this is slander coming from the Parliament itself, trying
to defame his name and distract attention from the
failures of the new government. Bermarg is demanding
. an investigation to know who started this falsehood.
| ¢ The Guild of the Maker is planning on investigating
the Hanging City to see how it is holding itself up at
such a dangerous angle. Many of the nearby villages
are demanding they stop. They make most of their
money off of tourists coming to see the wonder, and
they are worried that if the Guild visits the city, they
will end up destroying it.
| € The water around the Coral Mountain have begun
to change into a strange mix of brilliant colors, and
the trees growing up out of the waters are becoming
encrusted with what looks to be coral and other
undersea life. Witnesses are reported to have seen fish,
eels, and other creatures from the water flying up out
of the water and drifting in mid-air before returning to
the colorful liquid. The villagers want somebody to risk
going to the Coral Mountain itself to find out what is
happening in the mysterious mass.

& Villagers living near the encroaching Glastious Forest
' are coming more violent as they rage against the trees.
They have begun to argue with each other more, and
brawls have broken out. In the small town of Keegsa,
where the Forest is almost on its doorsteps, fights have
broken out in ten of the homes. Seven people were
killed, and now ten are missing.

MAjoR SETTLEMENTS

| Erraii’s Cliff (Small City 7,450): After the completion

| of the two-layer city of Saadow, the Guild of the Maker

| met with the Trading Union on developing an outpost

W on the northern border with Kedaltol. The plans have

il expanded into the creation of a large multi-tiered cliff-side
| city built into both sides of a canyon cutting deep into

the mountains. The start of the project at Erraii’s Cliff has
been slow going, but two tiers above the ground level have
| been built on both sides of the canyon pass currently and
work on the third has begun. Traders and other humans

Bl and dwarves have moved in, believing Erraii’s Cliff to be a
Bl major center for Guiteger’s economy in the future.

Novkia (Large City 24,343): The capital of Guiteger
is a large wheel of a city with the Beurn River running
| through the middle of it. A redstone wall circles the outer
edge with four main gates leading in from the north, south,

fl cast, and west. Novkia was destroyed during the Drowning,

but after the Days of Darkness Ington renamed the large
town of Landof, located near the site of the lost capital,

and had the Guild of the Maker begin expanding the city
to accommodate the five ruling lords along with the army
headquarters. After the Nobles Seats were expelled, Novkia
became the location of the meeting hall of the Parliament.

Retiera (Small Town 1,846): On rare occasions, some
of the gnomes of Gnomorrah tire of their lives in the midst
of bureaucracy and paperwork. Upon reaching an older
age in which their finances are to adequate levels, these few
leave Gnomorrah to live a quieter life. Retiera is a popular
town where many of them come to retire. Retiera is almost
entirely populated by Mentoi from Gnomorrah, and very
few of them have full families here. A majority of them
at most have come as elderly couples with their children
in the prime of life, either still in Gnomorrah or working
elsewhere in the Sovereignties. The town was founded
shortly after the Gnomorrah Civil War when several
elderly gnomes did not wish to spend their remaining years
cleaning up the legal mess left by their younger heirs.

Saadow (Large City 38,544): The city of Saadow is the
most populated settlement in Guiteger and is seen by many
to be the greatest achievement of the Guild of the Maker.

The greatest success in reforming civilization was
the city of Saadow, which rebuilt itself in the form of the
city-states of ancient history. The city was rebuilt under
the direction of human descendants and dwarven children
of those who fought together during the Canon War.

The dwarves taught the humans many of the dwarven
construction techniques, and the newly formed Guild of
the Maker began to rebuild Saadow in 278 AD as a place
both livable and defensible. Lord Meinha was grateful for
the development on his territories and ordered many of
his slaves to join the guild before joining himself. Prior to
moving to Saadow in 285 AD, Meinha was one of the men
personally involved in the manual labor. Once the city
was suitably completed, he freed the serfs and slaves who
had performed well in their duties to reconstruction.

A nightmare began however in 299 AD. As the city settled
into the ground, a quake caused the city to sink a full
three feet. Examination of the ground showed the land
underneath had been softened by the Drowning long ago.
The quake destroyed the single layer of crest holding the
city up. Soon Saadow would sink under the earth.

The Guild of the Maker began its greatest feat to date.
With a blending of dwarven-taught construction and
human ingenuity, the Guild began to dig tunnels under the
city and construct and second layer to Saadow underneath
the first. This lower level was resting on the solid rock
beneath the sinkhole, and with the buildings up above
resting on the buildings constructed beneath, the city
stopped sinking. Bridges and raised platforms were made
for roads and walkways, and the soft earth was removed.
Now Saadow is a two-layered city with the bottom recessed
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into the ground. The top layer is relatively level with

the surrounding ground with many areas open to allow
viewing of the city below. Saadow is a construction marvel,
and many Guiteg people came to living in the accom-
plishment. Since much of the construction had been done
during the Corinesti Trade War, the Kedaltol neighbors to
the north supplied almost all materials. Currently, Saadow
has a higher population than the national capital, Novkia.

Hudiechia

Capital: Rebria

Population: 128,000 (Hartdar 48%, Human 37%,
Half-Dwarf 5%, Gnome 5%, Adlar 3%, Other 2%)

Government: Egalitarian Council

Religions: Nekkarb (Shinare), Mirac (Sirrion), Melik Suud
(Reorx), Anphlasaad (Habbakuk)

Languages: Common, Dwarven

Trade: Exotic Dyes, Mineral Wealth, and Trained
Engineers

Legions: No formal military

Alignment: NG, LN, N, and NE

Hudiechia (Hoo-deech’-ee-ah) is an egalitarian mixed
society of dwarves and humans. The area was settled
initially by small groups of allied Midlander and Hartdar
dwarves after the Drowning. It is also one of the few places
where a large number of half-dwarves are known to reside
and live in general peace and acceptance.

Lire Anp SociETY
Life in the Archenwald, the raised stone platform tiers
that make up the city of Rebria are fairly comfortable.
The city itself is supported by elegantly crafted stone
arches and reinforced stone platform tiers. It is topped
with minarets and a multitude of water cisterns that
have been constructed to provide the only sophisticated
indoor plumbing in all of Adlatum. By Council decree no
building on the Archenwald may be built of wood. Instead
most buildings are formed from pour stone, a malleable
mixture of burnt lime and concrete mortar reinforced with
iron rebar. This mixture allows for lightweight building
materials that can be shaped into many different forms that
are absolutely watertight. Beneath the Archenwald is the
Foul Burg, or as it is sometimes called the Undercity. The
Undercity is home to the itinerant traders and those trades
that cannot be supported in the Archenwald such as the
ironmongers and dyers guilds.

Everyone, regardless of race, is a member of a guild.
To be a citizen is to be a part of a guild. There are more
than 300 acknowledged guilds, each guild has one vote
that it casts in order to determine the five members of
the Guilded Faction of the ruling council. The other
two factions consist of the five members appointed by

the Engineers and the five members of the Foresters
association. The current Regent of Montegron is Dalys
Thal, a half-dwarf who was appointed directly by
Montegron to lead overseeing the Council of Fifteen.
Humans and dwarves share the land equally at least in
theory, while dwarves seem to make up the majority of the
population, humans seem to supply much of the ingenuity
that has sparked the dwarves into creating one of the most |
unique societies of Adlatum.

RELiGion |
The religion of Hudiechia reflects the ethics of its residents. |
Reorx, Nekkarb (Shinare), and Mirac (Sirrion) are revered,
as are Anphlasaad (Habbakuk) and Miraphayt (Mishakal).
Although the Midland names for the gods are used in
Hudiechia, just as often the dwarven names are often used
as well.

GoVERNMENT

The government of Hudiechia, as mentioned above, is

a council of elected and appointed individuals repre-
senting the guilds to which every citizen belongs to, as
well as the two largest consortiums made up of those self
same guilds. Up until the Council of Fifteen and Lord
Montegron made a treaty of non-aggression and trade, the
Council ruled the area with little dissent and much mutual
benefit to its citizens. After the compact Lord Montegron
established the Regent, an individual who would represent
Montegron’s interest in the area. The Regent has the
ability to veto any council decision, but does not have the
authority to instate new policy. He may request that a
member of the council present his wishes to the council for §
consideration however. The current Regent is a half-dwarf
by the name of Dalys Thal (NE male half-dwarf noble 7);

a self-serving sycophant of Lord Montegron who believes
his human heritage makes him superior to his dwarven
forefathers.

MiLiTary

All citizens living in Hudiechia are considered to be part
of the military. There is no official standing army, however
a small contingent of the Midland Guard has taken up
residence and recruits from the local citizenry. The Regent
has lately had several members of the Council ask to have
the Midland Guard recognized as an official guild of the
city.

Macic anp MysTicism

Magic and mysticism are more common in Hudiechia
than in most other dwarven lands. It is assumed that the
large number of humans present has slowly modified
the dwarven mindset. While wizards and sorcerers are
rare, Wood Witches and Fire Weavers make up the
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majority of the divine magic users available outside of the
temples. Wood Witches (Plant Mystics), Fire Weavers
(Fire Mystics) Stone Brothers (Earth Mystics), Dowsers
(Water Mystics) and Wind readers (Air Mystics) are fairly
| common.

| MAjor GEOGRAPHICAL FEATURES AND LocaTions
| Buraachak: Once a city larger in population than Rebria,
| Buraachak was destroyed during the Days of Darkness.
Almost the entire population was killed protecting
| themselves from Chaos’ horde, but in the end the platforms
and pillars were twisted and smashed and the land cursed.
The few survivors found were insane and could tell no
cohesive tale of what happened. Those who have since
traveled into the ruins during the night and escaped all tell
various stories of horror, none consistent with another.
The wise avoid the ruins at all cost.

Lonespire: A left over from some forgotten time,
| Lonespire is a ruined keep located on a treacherous rock
| outcropping, which might at onetime have had a fortified

“l| bridge. Many have tried to scale the cliff walls leading to
| the tower but none have ever returned. Theologians and

historians have noted that the appearance of the tower
closely resembles the myths concerning the Bronze Tower
of Lesuthiyat (Morgion) located in the Abyss. The Lesuthi
clergy are silent on any association between the two locals.
Low Vale: A deep valley located in the north of

| Hudiechia Forrest. It is said that a great battle during
the First War of the Prophet was fought here. It is now a
semi-sacred place teaming with oddly fearless wildlife.
] The Spill: Located at the western end of Tamerlane

Pass, the spill is a series of narrow cutbacks leading down
: the mountainside. In bad weather entire trade caravans
| have been know to be washed over the treacherous path as

devastating flash floods stream down the trade way.
' Tamerlane Pass: A profitable trade way from east to
west bringing much needed wood and mineral wealth
| to the eastern kingdoms and coveted spices and silks to
the west. It was recently constructed within the last ten
years, granting the southern kingdoms faster access to
the opposite side of the Midlands. The pass was Lord
Montegron’s idea and its construction was completed ten
years ago.

The Wax Forest: An anomaly discovered after the

| Days of Darkness where an entire potion of the wood
| seemed to melt under some intense bizarre heat. Over

Bl the last few years a strange waxy substance seems to have

| covered everything. This substance is highly flammable and
slightly caustic to the touch, but when processed correctly
produces many alchemical substances.

| REcionaL HisTory
The ancient history of the region known as Hudiechia
is vastly unknown by the civilized world of Adlatum.

Buraachak
o

(Ruins)

<\
The thick lush forests are sub-tropical in nature with
some southern areas beginning to resemble the tropical
vegetation of the Vacant Lands. This cuts down on visibility
in most places and allows for easy ambush, which many
believe is what happened to earlier explorers.

The Thunderhead Mountains to the east and south
protected much of the forests in the western half of the
land, but what happened to the rumored inhabitants is
unknown. It was said a mysterious and territorial race of
elves used to live deep within the forests and mountains,
but historians have yet to find any definitive proof. The
only evidence that the area was once settled is the fact that
the language of Hudieran is said to have originated in the
region. There are also accounts of battles during the War
of the Prophet having been fought there, but many of the
specifics of that ancient history were lost with time.

After the Drowning, one large group of tradesmen and
artisans sought to escape the wrath of the gods by heading
into the previously avoided region. This group of travelers
was made up primarily of Midlander humans and Kedaltol
Hartdar displaced hundreds of miles from their home,
many of whom were not even sure of the survival of the
rest of their families and friends. But stuck between known
regions of devastation and an unknown land lush with
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vegetation, clean water, and rocky mineral deposits, the
choice for them became obvious.

Throughout the forest and the mountains, relics of a
lost civilization were found. In many cases, it did not look
like they were lost for very long. But regardless of what was
left behind, no complete villages or cities were discovered.
They’d marble statue on top of a fountain in the middle
of the forest in one spot, and a grandiose archway leading
nowhere would be found miles away with nothing but
wilderness in between. No roads were found. No farms
were found. Just random items that said civilization had
been there, and nothing else.

Several historians claim that these items were washed
into place from elsewhere during the Drowning, or that
other parts of settlements likely built with weaker materials
were washed away. However the diaries of a few of initial
immigrants said they saw no signs of debris or that the
items had been washed into place. One diary had an entry
that claimed they found no sign of the Drowning at all.
Many historians discount their statements based on the
fact that these initial settlers were untrained in what to
look for to make such assessments.

Soon the settlers came to realize how dangerous the
region was. Wild predators, quick sinking swamp bogs,
and poisonous mobile plants began to whittle away at
their numbers. Even in the mountains beasts that blended
into the surrounding rock feasted from the camp while
most slept and others stood watching their surroundings.
Using their skills and training, the men and women began
constructing massive platforms called the Archenwald,
lifting them away from most predators. Traps were set
to ensnare many of their would-be killers, and meat
and plants were provided to settle their appetites. Many
became skilled in not only hunting the creatures in
the trees and rocks, but new and innovative ways were
developed to fend off the wild and help the town of Rebria
prosper. Various tasks were given to groups of individuals
who showed promise in their related fields, and the initial
guilds were born.

Each guild did not only have the duty to provide the
essentials needed for Rebria’s survival, but they were also
tasked to come up with new and better ways to provide
those same needs. In time wells were discovered in caverns
deep under the ground, and wells were constructed
through the massive stone pillars supporting the city. Later
generations would then come up with methods of using
air and pressure to push the water up to higher levels in
order to make retrieving the water more accessible. Some
plant-based substances that were initially poisonous to the
settlers were discovered to become medicines for several
illnesses when combined with other mixtures. Simple
machines of weights, swings, and pulleys allowed people
to have easy access to the ground while also being able to
quickly pull up ramps and stairs to seal off hungry wildlife.

Methods of grinding and disposing of waste were also
refined over the years.

The centuries passed, and the population grew with
new settlements were founded elsewhere in Hudiechia.
For centuries the only major settlements were Rebria, Fort
Donnacadh, and Buraachak, but many other smaller towns
sprouted up in time. Still, contact with the nations outside |
of Hudiechia was kept to a minimum. The Drowning was a |
sign that the gods cursed rest of Adlatum, and that the key
to a good life was by remaining in Hudiechia and letting
the ways of the cursed land alone.

Rebria continued to grow in population, but the
ground beneath wouldn’t take additional weight from
move pillars holding up more of the city. Most of the
wildlife had learned to keep distant from the city, so
many of the underprivileged had begun to build homes
on the ground underneath the platform high above them.
The Undercity, or Foul Burg, was born. Eventually, the
Undercity began to make a living for itself and several
guilds found that operating on the ground made things
must more convenient. With enough protections around
the city, most thought the older threat from their
environment was all but gone.

The Days of Darkness changed much for Hudiechia,
if not during the horrors but after. As the hordes flew out
of the Path over the other side of the mountains, much of
the wildlife became twisted and perverted by Chaos’ touch.
Shadows in the forest became hungry for marrow and life
itself. Other creatures bore into men’s minds and drained
them of their ability to think and apply their skills, rending
them useless in the eyes of others and themselves. During
the struggles, many people were torn apart or maimed
beyond recognition. The greatest damage to the nation
wasn't realized until after the Starfall, when the entire
city of Buraachak was found destroyed. The city platform
had collapsed and all of the pillars impossibly twisted and
ruined. Not all were dead, but all of the so-called survivors
had been driven insane. Up to this day, Buraachak is left
alone as a place where Chaos took root and make it His
own. The stories of those who venture into the ruins at
night vary wildly, but always those who make it out refuse
to go back.

Buraachak took with it over half of the nation’s
population, and the loss of many other isolated villages and
towns depleted the population even further. The creatures
roaming the forests, mountain passes, and caves did not
all revert back to normal “safer” predators after the Starfall
either. The land truly became even more dangerous than it
was to the initial settlers almost four centuries earlier. The
ruling Council came to the conclusion they needed help.

A small body of travelers was sent out into the Cursed
Lands (what the Hudiechian’s called the rest of Adlatum)
to search for a foreign body strong enough to establish
diplomatic and trade ties to. They say the rising power of
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| Lord Montegron, and the Council agreed that he would be
the one to pull Adlatum out of its accursed state brought
| on by the Drowning.
Lord Montegron was initially shocked by the arrival
| of the representatives from Hudiechia. When planning on
| unifying the Midlands, he had discounted the commonly
| thought haunted region as too dangerous a place to risk
| sending anyone into. But now he had its civilized people
begging for assistance.
And so he gave it.
In return for his assistance, and help from the nearby
| Midland Sovereignties, he would assign a Regent to be
his representative in Hudiechia’s Council of Fifteen. No
B decision of the Council would be allowed without the
Regent’s permission. As a check to power the Regent would
| not be allowed to propose or enforce policy, but he would
be given the right to call a member of the Council to hear
his suggestions. It would then be up to the called member
| to present the suggestion or not. Eager to join the growing
superpower of the Midlands, the Council agreed.
| Montegron’s forces found Hudiechia to be a much
| tougher land to assist than was first thought upon signing
| the agreement. The wildlife was found to be untamable
and almost at times unbeatable. Several members of the
| Midland Guard lost their lives or simply vanished as Rebria
and other settlements scrambled to rebuild and improve
their defenses. In time the city was refortified, and many of
i the Midland Guardsmen who transferred out of Hudiechia
said the land was the harshest training ground they had
| ever seen. One guardsman who was lost for over a year told
| his superiors “It was if the Days of Darkness never ended.”
Upon such reports, Montegron decided that those
| people who had the potential and willingness would be sent
to Hudiechia to train. The casualty rates for this training is
| known to be exceedingly high, but those who survive are
#l often on the fast track to promotion (or even assigned to
dark ops).
To further assist the people in rebuilding their
| economy, Montegron ordered the construction of a road
| cutting through the impassable mountain range in the east,
W leading to the cities and towns in western Tashramada
who were loyal to the Sovereignties. Many gnomes risked
| moving to Hudiechia to learn of their laws and legal
structure, as no record of that nation’s events had been
known for hundreds of years (a great tragedy by gnomish
standards).
1 For the last twelve years, Dalys Thal has been
| Montegron’s selection for Regent. Although Hudiechia
M| has a measurable number of half-dwarves within its
population, Thal has adopted several of the prejudices of
| the outside world. Specifically he believes that his human
blood makes him superior to his dwarven kin, but he is also
suffers a mild depression over the fact his blood is tainted
1 by his dwarven heritage. This has made Thal a pain to deal

with in the opinion of many of the Council, but others
have come to realize that when Thal speaks for Montegron,
regardless of the spirit of the initial treaty, Montegron’s
will is made reality. And lately, Montegron has wanted the
hard working populace of Hudiechia to produce devices
and equipment for the upcoming war with the Tashrama.
This puts many people in confusion in how to handle many
of the political and economic decisions. Most do not want
to be pulled into a war that most feel do not involve them,
but yet the assistance of Sovereignties and especially the
Midland Guard has given the nation a second chance.

CuRRrRenT EVENTS

& Adlar dwarves from the east have begun preaching
The Path and are seeking converts in Rebria. Some of
the more fanatical have taken to wearing red robes and
inciting small riots.

& Montegron has requested that a large number of siege
engines be constructed and sent to his forces along
with teams of trained sappers. He is also pushing, via
the Regent, for the Council of Fifteen to recognize the
Midland Guard as an official guild.

& Caravans traveling between settlements have begun
disappearing in the middle of the forest regions. Scouts
in the area claim to have seen creatures during the
night resembling mutated centaurs with the upper
body and heads of insects.

MAjoR SETTLEMENTS

There are no large settlements other than Fort Donnacadh
and the capital Rebria, although the growing Tumask is
beginning to be considered as one. Most settlements are
itinerant or semi-permanent mining and logging camps, or
small Fortified Clan Holds.

Fort Donnacadh (Small City, 10,000): Also known
as the Large Fortified Clan Hold called by residents, Fort
Donn began as little more than a small hill fort built to
protect the small farms of the region from hostile invasion.
Since then it has grown into a relatively large Fortified Clan
Hold. Fort Donn is also home to the largest concentration
of half-dwarves in the region, Dalys Thal. The Regent was
born in Fort Donn.

Rebria (Metropolis, 28,545): The first major
settlement of Hudiechia, it was constructed in the years
following the Drowning in efforts for the initial settlers
to escape the predators of the forest. Made up of raised
stone platform tiers called the Archenwald along with the
poorer Foul Burg beneath, the city is an engineering marvel
in the middle of a dark forest filled with violent creatures
and natural traps. The Midland Guard has one of its elite
training facilities located here.

Tumask (Small City, 5,013): Instead of being fully
supported by pillars, the platforms of growing city of
Tumask project outward from the mountainside of the

The Contivent of Adlotan
106



Thunderhead ridge. By reshaping the rock face, Tumask
has limited the number of passages leading into and out of
that side of the city while insuring access into the mines
buried deep underground in the mountains.

Isryan

Capital: Iqurliny

Population: 320,583 (Human 89%, Corinesti 6%,
Gildanesti 4%, Gnome 1%)

Government: Democratically Elected Monarchy

Religions: Tao-Shin, Tashrama

Languages: Common, Elven, Gnome, and Trejori

Trade: Metal, Artifacts, Clams, Corn, Grain Wheat,
Leather, Oysters, Pearls, Whale Oil, and Wool

Legions: Army of the People, Coastal Line, National Navy.

Alignment: LG, NG, CG, LN, N, LE

Isryan (Is’-ree-an) is located south of Solishairon and
Kedaltol, east of Guiteger, and north of FyxZharar and
Tashramada. The nation is the largest of all the Midlands
nations in terms of population, with well over 300,000
people living in it, and the largest elven population of
any other Midland nation on Adlatum. For having such a
diverse population, they became a democracy following
the Drowning. They also have the largest standing army of
any other Midland nation on Adlatum with nine legions.
The men and women from Isryan are known for their
producing great mariners and swordsmen infantry.

Lire Anp Society

The people of Isryan are a spiritual people, even if their
specific faiths and believes are in opposition with each
other. Many traditions of the old theocracy have survived,
often drastically changed, since the ancient days of the
empire. Although the worship of the Tao-Shin had fallen
away over the centuries until the true gods’ return in 350
AD and 421 AD, a segment of the populace has come to
apply their spiritualism to the Tashrama.

Other than being a spiritual people, patriotism is
also strong and healthy. Since they see Isryan as a lasting
segment of the theocracy, the strong sense of spiritu-
alism also bolsters their love for their country. Lately the
youngest generation has begun to transfer their love of
Isryan to the Midland Sovereignties as a whole or to the
Tashramadic Church, depending on which side of the
conflict the individuals have sided with.

RELiGion

The Tashrama gained much support from Isryan during
the first century of its existence. After the fall of the
Tao-Shin church during the Starfall, the Church of the
Divine Ladder spread through Isryan very quickly. It was
only in 406 AD, when the Tashrama’s army at Brimstone

was revealed to be a major threat, did the popularity of that
church begin to fall. When Lord Montegron exposed the
church’s power to be that of five powerful Elder Dragons,
the church’s hold in Isryan fell again. However, a large
portion of Isryan still is loyal to the church after all these
years. But with the return of the true gods, the Tao-Shin
has begun to lure in those who had been put off by the
revelations about the Tashrama. Their size is nowhere near
to matching even the record low numbers the Tashrama
has currently, but if current trends continue, the Tao-Shin
may become a major influence on the region.

GoVERNMENT

The nation of Isryan founded the first democracy in the
known history of the Midlands. However the ability for the
populace to change or curb the actions of their government
has been curtailed by Lord Montegron’s reorganization
after the Days of Darkness. The head of state, the Premier,
is elected by the people to a life-time term, and the require-
ments stating who can vote in these elections have become
so strict that now only a mass of several hundred elites
make the decision. In addition, Montegron himself can
remove a candidate’s name from the election ballot if he so
chooses.

Although Premier Avex has proven very popular with
the people for the last several decades, the recent reorga-
nization of Guiteger’s government into a form closer to
Isryan’s pre-Starfall days has made some people question
the Sovereign Lord’s twenty-five year old decision.
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| MiLiTary
The main body of Isryan’s defense is the Army of the
| People, although it is simply called ‘the army’ by most
citizens. The bulk of the force is made up of volunteers who
| either enlist or go through a six-year period of schooling
| and training before directly joining the officer corps.
| All boys of the age of sixteen to seventeen must attend
| schooling that combines military training with classes on
| honorable and spiritual behavior. Women are allowed to
take this training if they volunteer to do so. Those men
| and women who wish to join the officer corps are given
i the chance to continue their studies for four-years after
| the required two-year training is up. Anyone who wishes
| to become an officer after this offer is given and rejected
must go through the full six-year curriculum before being
| accepted, unless they enlist and try to become an officer
through hard work and promotion.
_ In times of war, there have been a few cases where a
| draft was put into effect. Those who had completed their
| two-year training are eligible to be drafted. The Premier is
B debating a measure that would require women to take the
' two-year program the men must take now, however the
general populace of Isryan does not yet seem open to the
idea of making women eligible for the draft.
One subsection of the Army of the People is the

national navy. In 9 AD, several small towns on or near

the new shoreline began to construct boats to begin a
| livelihood off the sea. But it was soon realized that there
| was a much danger in and on the water as the land had
before the Drowning. The towns began to build ships
| for the specific purpose of protecting the fishermen and
other sea-going vessels. The towns and rebuilt cities joined
| together to form a cohesive fleet, and in 54 AD the Army of
the People began to directly fund the naval fleet in return
| for giving those sailors official rank within the military.
: In 59 AD, the Coastal Line was commissioned as an
elite block of sailors, guardians, and ships operating for the
| good of their nation. Although the national navy has its
| own ranking system, it is considered a sidearm of the army.
| The Coastal Line however, is considered an elite sidearm
| of the navy and is only called in when circumstances
require their talents on land or sea. It is rumored that the
| Coastal Line has even conducted missions into the small
portion of the black cloud of Brimstone and returned. The
government denies it.

Macic Anb MysTicism
| Divine abilities are seen by many to be a sign of spiritual
| completeness. When one is able to use such talents, it
means that the magic user has attuned themselves perfectly
to one spiritual sense or another (i.e., nature, the gods, a
| cause, etc.). Even if someone is considered an enemy, most
Isryan’s will give more respect than someone from another
' nation may believe the enemy deserves. Recently this

mostly applies to the clergy of the Tashramadic church.
The Isryan government sees the red branch of the church
as a direct threat to security and will take whatever actions
are needed to protect itself and end the threat, but it has
also gone out of its way to be polite and give respect to
those high ranking officials within the church. Still, Isryan
does have several warrants out demanding the arrest
of several Tashramadic priests involved in the Army of
Brimstone’s attack against Solishairon in 406 AD, and they
will not hesitate to arrest them if the chance is given.
Arcane abilities is another matter but not far off.
Demonstrating the talent to shape, destroy, and affect the
world by use of magic not divinely achieved is seen by
most as a wondrous and horrifying concept. Most believe
it is the first step in mortals striving to become like the
gods, but how that is reacted to varies from community to
community. Some will retreat in fear. Others will worship
the caster as if they were a partial deity (although a very
weak one) themselves. Many others see such acts of spell
casting as hubris and will take whatever actions to stop
such heresy. One cult of druids and rangers has been found
who take in (or force in) arcane casters and convert them
to their own nature-bound ways, encouraging them to
abandon arcane for divine magic.

MAjor GEOGRAPHicAL FEATURES AnD LocATions
The Tall Fields: The southern regions of Isryan used to be
an ordinary stretch of wheat fields and farmlands. In 384
AD, a sect loyal to the Tashrama came to the providences
during a period of drought and famine. For three years

the sect wandered the lands that were slowly turning into
a dustbowl. In the autumn, on the forth year in 388 AD,
the fields from the edge of blight to the southern border of
Isryan began to grow. Wheat, corn, barley, and many other
plants grew to record heights, and the magic bestowed
upon the land continued harvest after harvest. Whether
through the intent of the sect or by a lack of control in the
magic, the plants grew from five to ten times their normal
sizes. The famine ended as quickly as the food could be
harvested and shipped to the starving. Although the sect
disappeared before the plants grew to such incredible
heights, many farmers joined the Tashramadic church. A
few however are no longer as appreciative, since a few rare
plants have become hostile, and mobile.

Huvado: During the reign of the theocracy, one small
county dedicated itself to the Path of Power. A collection
of six towns surrounding the lord city of Huvado were
consistently focused on promoting their beliefs to any
willing to listen. Although forceful in their methods, those
on the Path of Power were tolerant of visitors who wish
to follow other ways. A half-century before the decay
of the theocracy had clearly begun to tear away at the
nation’s stability, all seven communities vanished. Oddly,
each town on the exterior appear to each be in different
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stages of preservation. The southern town of Valmanor is
in immaculate condition, but with no people in it. Bryal’s
buildings are standing but with moderate damage. The
further north the outer town is, the worse the condition.
Schangel, the northernmost town, is the exception. The
buildings, along with the people, no longer exist. But that
area does have one quality identical to all others: almost all
who walk into these towns are never seen again. As for the
condition of the Lord City Huvado itself, with no one able
to get close to it, that is unknown.

ReGionaL HisTory

The nation of Isryan was formed thousands of years ago
when the Tao-Shin theocracy crumbled under the weight
of political and ideological friction that had built up

over centuries of diverse interpretation of scriptures and
political convenience. As one of the larger providences

it was home to the earliest theocratic capital, but after
skirmishes and silent departures dissolved the once great
empire, the providence of Isrynonamae held a majority of
itself together to form the nation of Isryan. In the centuries
to come, the borders would shift as smaller nations

were absorbed or fell away. Sometimes squabbles with
neighboring nations would adjust the nationalities of those
living in border towns as well, especially near Solishairon.
But Isryan endured and struggled to keep some of the
traditions salvaged from the forgotten theocracy alive, even
as it formed an identity of its own.

When the Drowning hit Isryan, the nation was lucky
in one sense because they only lost a few hundred acres
to the Sargassi Sea. For this good luck, they lost their
leadership and an artifact. The former capital of Atlitium
was swallowed up by the Sargassi Sea, and now lies at
the bottom of it along with the star metal greatsword
Loadbarer that was held by the king. At the time of the
Drowning, Isryan was a monarchy. Their King of Isryan,
Jakys Arderne, along with all of his family was in the palace
in the capital, and all were killed when the sea swallowed
them up. This left the nation leaderless.

At first, the minor nobles of the nation went to war
with each other, but the general population would not
support this war. Instead an election was held, something
that had never been seen before in all of the Midlands. Two
nobles were in the forefront to win, but a young noble by
the name of Cakah Iqurlin won over the population, and he
served as their leader for the next ten years, taking the title
of Premier.

During his time, Cakah had the capital moved to his
fortress of Iqurliny, a port town, and a huge city grew up
around there in time. Isryan and its capital of Iqurliny
quickly grew as a cultural and trade leader in the whole of
Midlands. In the year 5 AD, the Corinesti elven nation sent
traders to the capital to establish trade. Cakah was more
than happy to sign trade agreements with the elves.

For a number of years, Isryan had problems with the
nation of Solishairon to the north in the Mining Rights
Wars. From the years 15 AD to 23 AD, a series of border
skirmishes took place between the two nations. Even
though they are termed Wars, they really weren'’t. The
conflicts came to a conclusion when three legions from
Solishairon and two legions from Isryan confronted each
other in the Battle of Crotili near the small village of
the same name. What should have been an easy win for
Solishairon wasn'’t by far. The better-trained warriors of
Isryan decimated Solishairon’s three legions, resulting in
thousands of deaths. Solishairon lost the mining rights near |
the Afanstein Mountains just over the eastern border of
Kedaltol.

Ten years later, the nations of the Midlands began to
do extensive rebuilding. A cleric by the name of Svebic
Dularin was elected to power as clerics all over the
Midlands came to power to form the Tashrama.

The Corinesti Trade Wars of 300 AD affected Isryan
greatly. Three of the greatest Corinesti houses were based
in Isryan, and much destruction was caused to the coastal
cities including the great capital. When Isryan’s Premier !
threatened to kick all the Corinesti out of the nation if they
continued, the elves wisely took their fighting oft their land.

When the gods returned to Adlatum in 350 AD, half
the nation of Isryan was extremely happy for their return,
and half were not. When many prophets of the gods started
sprouting up with their followers, the Scalebound attacked
them immediately to try and stop the spread of religion.
Isryan broke out in outright civil war, with the current
Premier named Eleah Dayne siding with the Scalebound.

One year later in 351 AD, some unknown assassins
killed Eleah, and the support for the Tashrama collapsed.
Churches seemed to sprout up over night, mostly
worshiping the gods of good and neutrality. Evil had a
few temples that were tolerated by the populace, but not
many at this time. A new Premier was elected in a one
Yulii Nelens, who happened to be a new cleric of Erraii
(Paladine) in the Tao-Shin faith.

Over the next 32 years, Nelens ruled with both mind
and heart. Although he never pushed his faith upon his
subjects, the teachings of the god were at the very center
of his decisions and policies. In 359 AD, the Premier wed
Luriana Skelva. A scandal broke out in 363 AD when it was
discovered that Luriana used to be a thief and assassin for
a foreign power before coming to Isryan. There was even
some doubt as to whether her name was truly hers. But the |
questions died down when the Premier’s three children, all |
identical triplets, were born in 365 AD.

In 378 AD, Nelens informed the public he would not
seek another term as Premier. He stated his desire to rest
from service to his nation and instead focus on his family.
“To serve my people, my nation, and my god had been the
greatest drive in my life. Never would I dream that there
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| could be something more important to me than all three.
But I found it. Erraii bless everyone, I did in my wife and
| children. For a long time I have done what I could to serve
everyone as they deserve, but my energy is not as it used to
be. Priorities must be decided on, and I choose my family.”

Nelens endorsed Judarn Provess to succeed him,
and Provess showed himself to be a very capable political
| leader in earlier years. But in 379 AD, Provess died from a
sudden heart attack while visiting a group of cities smashed
by a sudden hurricane that appeared in the Sargassi Sea.
The next front-runner was Vayvanne Cloves, a woman
| who Nelens never trusted. When Nelens learned through
unknown channels that Cloves was sympathetic to the
B aims of the Tashramadic Church and Brimstone, Nelens
reluctantly stepped in to replace Provess as a candidate for
| Premier. Nelens won by the smallest of margins. Although
Cloves lost, her supporters gained much more influence
throughout the government.

_ The reign of Yulii Nelens ended shortly before the
Days of Darkness in a manner similar to his predecessor.

| While walking through the streets of Iqurliny, an unknown

| man simply walked up to a small space amidst Nelens'’

| security and fired a crossbow bolt close-range into Nelens’

chest. Nelens’ was brought to a healer as soon as they

| could, but it would be a week before the Premier returned

to consciousness. The would-be assassin was arrested, but

nothing but the barest details could be determined about

I his identity. He was a human with the facial traits of being

from Tashramada, but his accent pointed him to be from

| Galachot. Nothing more was found out about him, and

| the failed assassin was dropped into a dark dungeon to be

forgotten about.

_ The Premier never recovered fully. Physically and
mentally weakened, he resigned from his post. But upon

| his announcement the sky grew black, and the horrors

#l of Chaos descended on Isryan. The horde swarmed Yulii

Nelens. His protectors had no ability to stop them, and

| when the horde separated from the stage on which he

| stood, the Premier was gone. At that point, all of Chaos’

| forces began work on destroying everything.

Many of the cities were torn apart, deformed, or
vanished by the time the assault mysteriously ended. With
| the Premier gone, Cloves made a play to seize control of
the government, but a group of warriors blocked Cloves’
| path into the reconstructed palace. Clove’s troops attacked
| and killed most of them, but one archer among the
| warriors was able to shoot Clove’s in the back of the head
| as she fled the battle. Four of the assassins were captured
Bl and arrested, but after several years, Lord Montegron and
his followers came to Isryan and forced their release. Two
| members joined the group that would become the Midland
Guard. Another left to travel to Solishairon to combat
the growing threat of Brimstone. The remaining man, the
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archer who went by the name Skyhawk, chose to stay in
Isryan and help rebuild.

Lord Montegron took control of rebuilding efforts
and adjusted the highest levels of governmental structure.
Instead of a ten-year term for the office of Premier, the
election would determine a Premier for the duration of
the winner’s life. To keep a sense of continuation to the
democratic process, he also determined that upon the
Premier’s removal, death, or resignation a new election
would be held to choose the next Premier. In order to
assist in the stability of the government, during a period
between the loss of a Premier and the induction of a new
one, Montegron would appoint a regent to run the state’s
affairs. He also adjusted the rules determining who was
allowed to vote in elections.

Dulasa Avex, a former carpenter who had returned
to her old life rebuilding destroyed homes, was elected
Premier in 390 AD. Since the beginning of the following
year, she has ruled Isryan with a questioning loyalty to
Montegron and has kept Skyhawk near her as an advisor,
protector, and possibly lover.

In 406 AD, Lord Montegron personally returned to the
region to lead a conglomeration of armies from Guiteger,
Isryan, and Solishairon to smash the Army of Brimstone
to the north of Isryan’s borders. Somehow Montegron
knew the Army of Brimstone was planning an attack again
Solishairon’s government and rallied the forces against
them in a very violent but decisive victory against the
militaristic wing of the Tashrama. This victory brought
many of those who were skeptical of Montegron’s interna-
tional rule to the belief that the unified sovereignties were
necessary.

In 421 AD, an aged Premier Avex continues a strong
rule with a youthful yet human-looking Skyhawk at her
side. At this time, her primary concern is that the Army
of Brimstone appears to have been rebuilt and is ready to
launch a new attempt to seize control of local authorities.

CUuRRrRenT EVENTS

& For years, people traveling the Tall Fields have seen
figures, somewhat humanoid, moving through the
grain. Descriptions suggest these beings may be
plant-based, at least partially. A few weeks ago traders
came across an abandoned village in the Tall Fields.
Signs of fighting are all over the place.

& Although strong, Isryan’s forces will have to be split
between a northern front against Brimstone and a
southern front against Tashramada should war against
the Elder Dragons break out. Considering that some of
the Isryan population is more loyal to Tashrama, the
country will likely be torn apart by the conflict. The
Premier is desperately seeking options to try and keep
Isryan whole.
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& Three adventurers who entered the surrounding towns
of Hudavo twenty years ago have recently walked
out. One was a youthful elf when he entered, but now
he appears to be over a millennium old. The next
adventurer was a human male of thirty upon entry.
He walked out the same age as when he disappeared.
The third was a young woman who has returned as a
tiny babe. None have been willing to tell anyone about
what they found, but they are desperately seeking
others to assist them in their planned journey back.

MAjoR SETTLEMENTS

Cyandra (DM’s option) (Small City 11,584): This
secluded settlement was purposefully built after the
Drowning in a large box canyon near the Afanstein
Mountains where the mining towns are. With only one
path winding in and out of the city, it is easily defended and
those who the inhabitants do not wish to enter are kept
out. It is unknown why most of the city keeps itself away
from others, and most Isryans see Cyandrans as recluse
eccentrics, barely Isryans at all. Cyandra’s secret is that

a large portion of their population has psionic abilities.
Since this talent is not understood or tolerant, Cyandrans
have withdrawn themselves from the rest of Isryan and the
world. Local farms existing on nearby plateaus assisting in
the city’s self-reliance, but recently the city’s population
has been growing to the point where either it must become
more open to the outside world, or else accept starvation
to curb their numbers.

Iqurliny (Metropolis 84,321): The capital of Iqurliny
is a multi-tiered city surrounding Jolyn Bay. Records
indicate that prior to the Drowning and the Canon War,
Iqurliny was made up of buildings that often reached up
as high as ten to twelve stories tall. During the Drowning,
most of the city was destroyed. Much of the area Iqurliny
took up sunk into the newly formed bay. But the people
did what they could to rebuild. Although the buildings
are nowhere as high as before, the city was constructed
in three layers with bridges and walkways connecting the
upper-levels of the buildings with each other and ramps
and stairs allowing traffic to flow between the layers. The
Premier’s Palace is the second largest structure in the city,
connected to all three layers with two additional floors
raising it up higher than any other building.

The largest building in the city is the newly refitted
Davsfort Tower. It is the only tower of Pre-Canon War
Iqurliny still standing. For centuries the ruined building
barely poked up out of the bay while passing ships gave it
a wide berth. But ten-years ago a Corinesti trading family
bought the landmark from the city and began to rebuild
it. Now it is larger than the palace, when the underwater
floors are considered, but it still only rises up to one level
above the city’s top tier. The Corinesti family Khelanna
says they plan to make it into a trading center once bridges

and pathways can be constructed over the water, but it still

doesn’t explain why so much space is needed.
Mangonello (Large City 18,534): The sister city of
Maskaska, Mangonello is a city dedicated to the research
and practice of faith and spiritualism. Many schools are
in Mangonello, each studying as objectively as possible all
of the different types of beliefs that exist in Adlatum. The
greatest structure in the city is the Achpago, a massive
temple originally constructed in the days of the theocracy.
It contains a central complex filled with chambers
and courtyards of many styles ranging from simple to
ornate and from stone to wood to glass with everything
in between. Extending from the central complex, and
connected by tall rounded archways, are three significantly §
sized wings. Each one was dedicated to a certain path in
the Tao-Shin faith. After the Tao-Shin’s fall, the building
had been used for a variety of purposes over the centuries.
Currently the Tashrama has ownership and use of it.
Maskaska (Large City 19,849): The sister city to
Mangonello, Maskaska is a city dedicated to sorcery, even
though the rest of the nation keeps itself more in focus
with the divine as opposed the arcane. Many foreigners
jokingly refer to it as Little Etlarn, but most locals take
offense when compared to the magocracy of the east.
There are five independent schools of magic in the city, and |
many businesses and people of power come to Maskaska
to fund research in new magic that would give them a leg
up. A board of deans from the five schools runs the city,
and often the laws are lenient on magical experimen-
tation other places would try to prevent. It is this liberal
enforcement that attracts more seedy elements willing to
pay for research done by mages willing to think “outside
the box.” But regardless of differing opinions on many
issues, Maskaska and Mangonello remain close in their
relations.

Iveraque

Capital: Krasevlu

Population: 165,698 (Human 84%, Hartdar 7%, Corinesti
5%, Gildanesti 2%, Half-Dwarf 2%)

Government: Monarchy

Religions: Tao-Shin, Tashrama

Languages: Common, Elven, Dwarven, and Hudieran

Trade: Shrimp, Octopus, Tuna, Beans, and Wines/Spirits

Legions: The Ersciton, The Marnalzu

Alignment: All

The kingdom of Iveraque (Eye’-ver-ack) is a small lush |
nation still prone to flooding during hurricane seasons.
The warm seasons dominate the year, but a steady rainfall
and cool winter helps keep the land fertile and fruitful. The
nation is run primarily by a vast number of Families who
control their respective territories. In the past fights have
broken out between them, but the strength of the ruling

P OOR G “




king or queen has consistently been able to keep these
breakouts localized. The royal claim has been based off
of the fact that the Niloné Family has been dominant for
the last hundred years, a fact that is coming into question
| lately.

| Lire anD SocieTy
Although it is not the breadbasket of the Midlands, a
| large amount of seafood, beans, and spirits are produced
in Iveraque. A vast majority of the businesses that gather
{ and produce these products are owned and operated by
the Families. In Iveraque’s history, competition between
the businesses was as often settled by bloodshed as was
by better sales. This often makes life difficult for the
commoners who worked the lands and shops, for they
were targeted more often than direct members of the
Family (in order to not encourage a direct retaliation).
Very rare would a full-blown war erupt in the common
| sense of the word. Often Family Wars involved strategic
| hits, kidnappings, disappearances, and other criminal acts
| that made tracing personal involvement difficult. So many
people could live normal lives during these periods of strife,
and only on occasion would personal loss strike them hard.
But over long years, eventually everyone became affected
by these conflicts.
The rule of Montegron has quieted the Family Wars
over the last thirty years (when Iveraque officially acknowl-
| edged Montegron’s reign). Since then the Families have
needed to be more cautious in how they deal with each
other in order not to catch the attentions of those higher
up on the food chain. This had made things much easier
| for the commoners in some regards, and more difficult.
s With the conflicts between the Families lessened, the
| Family Heads are now using their time to exploit their
own workers even more than before, making their lives
| not much better than indentured servants in some areas or
serfs in others.

RELiGion

The heads of the Families often try to show themselves to
have religious piety matching those of the common folk,
but the truth is that it is primarily just a show. They see
religion as simply another way to control and manipulate
the people, or as a way to put them into a better light.

{ As such, some of the families were members of the

. Tashramadic church during its heyday, but beyond going

] out to publicly celebrate the holidays or giving a small

donation to the church, they had no real interests in the

#l! Church of the Divine Ladder. After the outing of the Elder

Dragons, the number of Families still belonging to the
church is less than a handful. Most of the commoners have
turned their backs on the organization that had deceived
them for so long, and so the need for the Families to keep
a connection to the Tashrama vanished instantly. Only in

the city of Menan has the Church of the Divine Ladder
held on to any significant following.

However, with the sudden appearance of the
Tao-Shin, some of the people are beginning to turn to this
old-faith returned. The popularity of the Tao-Shin is small
but growing quickly, and several Families are quick to show
themselves “honestly with their people” by not waiting to
show their own allegiance to the true gods. Others however
are hesitating. To join another religion so soon after the
collapse of a previous one invites them to look foolish if
the Tao-Shin proves to be another hoax. Still, the general
population remains needing something to believe in, and
the Tao-Shin has been the most likely candidate to appear.

GoVERNMENT

Previously the government was generally ruled by whoever
headed the strongest Family in the nation. Often this led to
multiple powers running different regions with conflict in
areas that were in dispute. This changed in 233 AD when
the Niloné Family came out on top after succeeding in
manipulating three other Families into annihilating each
other. Since then, Niloné had kept dominant control. And
so long as loyalty, respect, and revenue is given to Nilong,
each Family is allowed to govern their own territories
internally with minimal interference. The current king of
Iveraque is Gianvuoto Nilone.

MiLiTary

Each Family has its own militia, however the Ersciton (the

Nilone militia) makes up a large sum of the nation’s armed
forces. After Montegron’s reign came to include Iveraque,

the Sovereign Lord informed all of the lesser Families that
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the monarch had the right to order any of their own militia
as if they were part of the Ersciton. Since then, the Families
have so far obeyed that order.

The Marnalzu is the name of the nation’s naval
defense. When the Drowning altered Lake Aquila into
the smaller Aquila Bay, it was recognized that the capital
was now much more open to sea-going traffic. A small
collection of ships posted near Krasevlu was all that
protected the capital and the palace for a hundred years.
In 380 AD, Ombrarra Niloné ordered the Marnalzu, the
navy of the ancient Iveraque Kingdom, be reconstructed.
Today the Marnalzu is one of the stronger militaries in the
southwest.

Macic anp MysTicism

Arcane and divine magic is fairly uncommon in Iveraque
except around the major cities. Most people view magic
when they do encounter it with awe and suspicion. Mages
in general have been proven not to be trustworthy in the
long run, although they may be useful in the immediate.
In Krasevlu and Menan, some businesses and government
officials keep mages on staft. A majority of the populace
does not understand the difference between arcane and
divine magic, and therefore their views of mystics and
clerics are the same as wizards and sorcerers. “Magic is
magic.”

MaAjor GEOGRAPHICAL FEATURES AND LocaTions
Ombra Wildlife Preserve: King Gianvuoto’s fascination
with the world around him led to his founding of a

wildlife preserve in central Iveraque. This large swath of
area contains a large number of animals and plants (both
mundane and magical) from all over Adlatum. Rumor has
it that he is in talks with the Corinesti, trying to get them to
bring unseen wildlife from the distant lands of Krynn those
land-bound on Adlatum have no access to while many
believe the Corinesti do.

Although the territory allows a large number of
animals to roam within the preserves borders, often some
hunters have been known to illegally enter in attempts
to harvest creatures, whole and in parts, that would be
difficult to obtain without traveling to distant locations.

Sognasia: The crystal palace of Iveraque once stood
on the shoreline of Lake Aquila, but the Drowning eroded
the land around its foundation, leaving the beautiful and
elaborate structure standing completely within the water of
Aquila Bay itself. For over two hundred years the metallic
and crystalline structure was a beautiful but unstable
ruin lying offshore, but after Queen Michela Niloné took
control of her household and a majority of the nation,
she started the reconstruction and rescue of the complex
with the help of both human and Corinesti laborers. Now
the palace is a vast complex of towers, bridges, walkways,
courtyards, and wings rising up out of the shining blue

water. The main entrance to the palace is a long arcing
bridge connecting the gate-doors to the mainland with
giant statues of past rulers and people of renown lining
each side.

Tiarlasono Stadium: In the city of Vernoa, a massive
stadium draws many spectators every year. The structure
is one of the few standing buildings said to have been
constructed during the days of the ancient kingdom.
What it was originally used for in unknown, but currently
Tiarlasono is used for two national loves: the sports of
bullfighting and delverdo. Delverdo is a game involving two ||
teams trying to score goals with normally five balls in play. |
It is only recently beginning to catch on outside of Iveraque
in Mauritand.

ReGgionaL HisTory

In more ancient times, the Kingdom of Iveraque was ruled
by a strong central monarchy that prided itself on power
and glamour. However that era of avarice and domination
passed into conflict long before the Canon Wars, and
smaller territorial factions struggled against each other for
the years to come. These factions were initially comprised
of noble remnants of the lost age. But as years went on,
large families who had gained influence through acts both
criminal and legitimate in nature replaced these noble
bloodlines. However it would be centuries before any of
them could claim to have a majority over the nation for any
extended amount of time. Many believe that when the star |
metal weapon of Iveraque was lost during the monarchy’s
downfall, it was decided by higher powers that Iveraque
would never again have a true leader. As time passed, many
details of the ancient kingdom were forgotten. Exactly what
the star metal relic of Iveraque was, none could remember.
Even the name of the royal family had disappeared from
memory. Some scholars debate on whether Iveraque ever
had a star metal relic.

The Canon War was a time of great manipulation,
intrigue, and violence in Iveraque. Those Families who
sent the most to defend the Midlands from the minotaurs
were thanks by their competition with subversion and
undermining. The more one group sent to the lines,
the less they had to protect themselves at home. Those
Families that sent little to none, they often became the
stronger power within Iveraque’s borders. Soon many of
the Families who had sent their sons and daughters to the
lines allied with each other to pool their resources against
those who sought power in Iveraque at the possible cost of
Iveraque itself.

The Militias War lasted from 89 PD to 53 PD. It was
not a civil war in the fullest sense, but strategic attacks,
threats, kidnapping, and other acts of hostility were at the
highest rates recorded. The war ended when an explosion
of unknown origin, presumed magical, destroyed the
Ravaldi Estates when six of the Family heads were meeting



| together. Since the meeting was a mixture of supposed
allies and supposed enemies, nobody has yet been able to
| sort out who or what was responsible for the blast. After
the incident, those of influence in Iveraque were able to

| minimize activities against each other in favor of focusing

Bl on the Canon War.

In 7 PD, Iveraque’s war efforts floundered. Most of

| the Families began to debate the need to send their own
forces abroad to fend off an enemy that has not impeded
on Iveraque’s soil. By 4 PD, most Families brought their
surviving sons and daughters home while other nations

| were still sacrificing their own. This was a harsh hit to the
human-dwarven forces in the war, especially when it was

B discovered over three years later that many businesses in

Iveraque had begun to openly trade with the minotaurs for
| goods and profit. The Empire of Dhu threatened Iveraque
with military action, but nothing ever came of it. Dhu was
spending all of its resources fending oft the minotaurs.

| They couldn’t afford a two-front war.

The Drowning killed many and reshaped the coastline.
L But other than giving an opportunity for younger weaker

| Families to take the place of stronger ones who were wiped

| out in the floods, Iveraque did not change that much. The

palace of Sognasia had been occupied by many who tried

| to claim control over the entire nation, but it never was

truly a seat of power for ages. And since the palace was

now a ruin out in the waters of the reformed Aquila Bay, it

i was likely never to be again. Everywhere else, pieces were
picked up, and business as usual was continued.

' Dynamics of the usual shifted in 233 AD when a

i weaken family led by Harnando Niloné successfully

manipulated the three largest Families in the nation to

| effectively annihilating each other. Since that time, the

Niloné Family has ruled Iveraque as dominating influence

| on the lesser territories. Harnando’s daughter, Michela,

#l took control one-step further when she hired human and

Corinesti laborers to renovate Sognasia. By 249 AD she had
| moved all operations into the palace and declared herself
| queen. None of the other Families had enough backing to
| challenge the claim.

Over a hundred years later, the royal line suffered
from an internal coup. The elegant and alluring Ombrarra
| Nilone was not expected to rule the Family when she
was young, but her ability to coerce, manipulate, charm
(through both mundane and magical means), and eliminate
opponents and pawns eventually let her take control from
| her uncle Abramno, who barely escaped Iveraque with
| his flesh, mind, and soul intact. Most of the nation was

Bl unaware of Ombrarra’s private practices, but she had a

fascination with creatures of the divine realms, especially
the demonic beasts of the Abyss. While not orchestrating
| events both within Iveraque and in other neighboring
nations, she dedicated herself to the study of dark magic

M and the forever “living” creatures of nightmare and
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torment. As Ombrarra’s skills in controlling the demons
she summoned increased, more of those who plotted her
downfall from both within the Niloneé household and
without either vanished, were found mutilated, or found
insane.

Yet during her reign the nation flourished, and the
common people came to love her. This love she reveled in.

Her secrets were finally exposed to the public during
the Days of Darkness. As the creatures of Chaos swarmed
in from the southeast, she called upon all of her strength
to summon the strongest creatures of darkness she could.
With gods of all kinds resisting the oblivion, she discovered
she did not need to exert her strength in controlling these
monsters. Upon summoning them, they willingly fought to
fend oft the tide of annihilation for their own destruction
was also at hand.

The people of Krasevlu were initially terrified, but as
they saw their queen summon demonic forms to fight the
invading army of horrors, they began to rally. A third of
the nation’s population died, but in the end credit for the
survival of the city went to Queen Ombrarra. Exhausted,
she did what she could to send the demons she bought
to Krynn back to the Abyss. Most did, but not all. Some
disappeared, making it seem as if they had been sent
back, but in truth they sensed the Starfall before the night
sky had even shown. They knew the world had changed,
and opportunities would present themselves. Still, with
the Days of Darkness too soon ended, they retreated to
separate shadows to watch and plot.

In the following years, several of the demons let loose
by Ombrarra appeared in various locations and caused
mayhem. But the people believed them to be remnants
of Chaos, and so the Queen’s actions on that day were
not questioned. But by unknown means this information
was given to the rising star Lord Montegron. Using this
information in 388 AD he blackmailed Ombrarra into tying
Iveraque to his unified Midlands. Ombrarra tried to use her
talents on the lord to put him under her control, but this
backfired disastrously.

After Montegron had departed, Ombrarra summoned
a creature of seduction and ordered it to go after the lord
and undo him. Instead of leaving the capital it reshaped
itself to that of a devilishly handsome male. After some
time, it was able to guise itself as a young Mauritand lord
who came to Iveraque to do business dealings with the
Marcari Family (whom the creature had terrorized into
assisting). Not recognizing the creature, and being to vane
to believe one of her own servants would turn on her, she
became seduced by the man.

In time, her desires for the lord began to distract her
from everything else. Her own plots and manipulations
fell apart, and yet due to her lust she could not see control
falling from her fingers. After a single weekend alone with
the creature at a get-away cottage in the east, her brother
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Reniar found Queen Ombrarra mentally ruined. Insane
and unable to speak coherently, none could determine
what exactly happened to her. Her lover had disappeared
and the entire Marcari Family was found hang from nooses
in their homes, all suicides. No one could even remember
the handsome lord’s name. It was later realized no one ever
asked him what it was.

The worst matter was kept from public ears. Mystics
were called forth to tend to the queen, and they made
the horrifying discovery that although her body was alive
and her mind operating (even if shattered), her soul was
no longer present. The Queen was nothing more than a
babbling empty shell. At this point, Reniar was made king.
Six months later, Ombrarra gave birth to a son.

Considering what happened to his mother, the Niloné
was exceedingly cautious of the newly born Gianvuoto. The
boy was raised with all of the privileges in a royal family,
but it was quietly decided that Reniar’s own children would
be the next to rule. That was the plan, until Montegron
made passing mention to Reniar at an annual celebration
that he could not wait for Gianvuoto “to come of age
and rightfully succeed his mother.” With that one brief
comment heard by nobles and royalty from several nations,
Reniar’s ruling lineage was doomed.

Soon after, others in the Niloné Family plotted to have
Gianvuoto killed in an accident, but Reniar heard of this
plan and saved the innocent child at the cost of his own
life. Montegron then sent a contingent of the Midland
Guard to Iveraque to act as protector for the child until the
throne could be handed to him from an appointed regent.

As Gianvuoto aged, he showed a propensity for both
cruelty and incite. The talents of the mother had passed
on to the son tenfold. Even before the age of fifteen he was
able to guide the regent into taking directions he wanted,
including ordering the deaths of some of his own allies.
According to many who knew better, Iveraque was under
Gianvuoto’s rule when he was only twelve.

Gianvuoto grew into an extremely handsome young
man (although some say he is more “beautiful in a manly
fashion”) with dark hair and features. The few inhuman
physical traits he had were easily kept hidden. His face
resembled his mother’s, but his eyes were clearing that
of his father. He also apparently shared his father’s desire
of physical intimacy. The only woman who resisted his
charms was a Midland Guardsman by the name of Qialna.
The Gildanesti woman was so dedicated to her duty to
protect the to-be king that she resisted the desire to bed
with him. This rejection only caused Gianvuoto to double
his efforts, but Qialna remained pure.

In 405 AD, Gianvuoto was coroneted as king of
Iveraque, but the ceremony was interrupted when a mage
attempted to incinerate the young man. Qialna impaled the
would-be assassin through the heart as he released a fiery
spell. Both died. The incident shocked Gianvuoto who at

first couldn’t understand Qialna’s sacrifice for him. After a
week of seclusion, Gianvuoto came to realize he did have a
love for the woman.

Over the following years, Gianvuoto decided he would
not allow himself to simply fall into the lust for corruption
and evil his parents had reviled in. He began to spend time
studying humanity and decency, trying to learn how to
exert his will over his urges. Using time to meditate, he was |
able to temper the demonic-blood in his vanes and behave
more as a human would. He never sought to repent for his
past actions, for he believes them to be the early steps of a
journey in self-improvement. It was self-control he wished
for.

Over the next ten years, Gianvuoto ruled using acts of
violence only when strategically necessary, and not when it
would only give him pleasure. He expanded his research to |
include the practices of many races and even animals. His
interests in learning about the world around him matched
his mother’s interest in the creatures of the Abyss. In 418
AD, the king ordered the construction of a zoo near the
capital and also a wildlife preserve further away in order
to allow him to study different communities of creatures
without leaving Iveraque.

In order to further extend his practice in restraining
his Abyssal desires, he has sent out to hire a monk-master
so he may better calm his blood and mind through
meditation. Lord Montegron has not been pleased with
Gianvuoto’s recent practices, hoping instead that the king
would be more aligning the Iveraque forces together for
the coming war with the Tashrama. But Gianvuoto has
been suspicious of the Sovereign Lord’s motivations and
has dragged his feet in getting his country on a war footing.

CuRRrRenT EVENTS

& Inorder to better relations between Iveraque and the
Midland Sovereignties, Montegron has sent Gianvuoto |
a monk-master of his own choosing to assist the king
in his training. Several captains in the Ersciton are not
finding his monk very trustworthy.

& Abele Roma is the head of a small Family gaining
power in eastern Iveraque. It has been discovered
that Roma is the grandson of Abramno Nilone, the
Gianvuoto’s great-uncle and former king. Rumor is
that Roma believes that he himself is the rightful ruler
of Iveraque and is positioning himself to seize control.

& The wine made by the grapes grown just outside of
the wildlife preserve is causing those who imbibe it
to behave strangely. With so many magical creatures
concentrated in a relatively small area, it may be
affecting the nearby plants. Or is someone else doing
something to the grapes?




i MAjOR SETTLEMENTS

Barlona (Large City 17,638): Resting over the Acousta

| River, Barlona has the largest concentration of dwarves and
dwarven-kin in Iveraque. It is also has the largest number

i of churches that used to be dedicated to the Tashrama. In

@l 357 AD, in order to show his religious-side to his devout

| people, Lambra Selivé had eight cathedrals and churches

| built within his territories. Three of them were built in
Barlona itself. Although the churches were abandoned after
the exposure of the Elder Dragons, a very elderly Lambra

| is seeking a worthy follower of the Tao-Shin to donate the

| land to. Barlona is known for its architectural style along
with it being the business center of several wineries, many

B whose vineyards lie in the Selive territory.

Krasevlu (Metropolis 27,003): The capital of Krasevlu

| is nestled around the shoreline of Aquila Bay. The city has

still not reached the population it had prior to the Days of

Darkness, and Krasevlu has adjusted accordingly. Many

| older abandoned buildings had been taken down to widen

| the streets and line the roadways with cherry blossom trees

Bl and statues of renowned heroes and figures of the past.

o The Sognasia, the royal palace, rests out in the waters of

the bay and near the shoreline it is the dominating aspect

of any view. Near the city edges ports allow for the fishing

| industry to thrive along with the naval shipyard. Areas

closer to the palace are dedicated to catering to the needs
of Corinesti traders and other sea-bound folk.

| Menan (Large City 18,320): Caspra Leonal runs the

| port city of Menan and a small amount of land around

it. This makes her territory fairly small compared to the

| others while still having a very sizable and relatively secure

population. Menan is a major educational center, even

i containing a few small schools to the different studies

of magic. This city is one of the few holdovers where

| many in the population continue to have support for the

Bl Tashramadic church.

Vernoa (Large City 12,737): Vernoa the largest city in
| the southern district of Toscalise, controlled by the Pisoia

| Family. It is famous for being the birthplace of the sport

| of delverdo, the national pastime. The Tiarlasono Stadium

W attracts many sporting enthusiasts and tourists every year.

Vernoa is also a major trade stop near the border with
| Mauritand, and the flux of products coming and going
brings healthy revenue to both the city and the Pisoias.
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Kedaltol

Capital: Kedaltol

Population: 470,000 (Hartdar 94%, Human 3%, Gnome
1%, Other 2%)

Government: Republic

Religions: major - Reorx (Reorx), minor - Ki Ulit
(Kiri-Jolith), Tonol (Mishakal), Slinoter (Shinare).

Languages: Common, Dwarven

Trade: Mercenaries, Gems, Steel, Metal Goods, Marble

Legions: Ice Legion, First through Fourth Legion.

Alignment: LG, NG, LN, N

The republic of Kedaltol (Kehd-ahl-toel’) is a singular
province that is controlled by its capital of the same
name. It is primarily mountainous but does contain a few
valleys where agriculture flourishes. The republic borders
Vjenor and Trejor on the west, Dejor, Gulteger, Isryan on
the south, Solisharon on the east, and Ogun, Sakkaras to
the north. This nation is a well settled nation but it still
contains a few unexplored parts. A great highway runs
through the nation connecting all of its major cities.

Lire Anp Society

Life in the republic is one of handwork, but the citizens
here live in more comfortable lifestyles then others around
western Adlatum. Most dwarves here have some interest
in the trading markets of the world and most businesses
provide services that are related to trading. The businesses
of Kedaltol employ small armies to protect assets and to
assist with the movement of goods throughout western
Adlatum.

The military of Adlatum contained five legions that
all serve directly under the High Warden. The Ice Legion
was a famed and legendary force that specializes in fighting
in extreme conditions. The size of each legion was 10,000
dwarves led by a High General. All citizens are required
to take part in militia duties although some citizens were
exempt from such service.

The legal system of Kedaltol was based on a written
code of laws created by the Council of Elders and enforced
through the High Warden’s courts. Magistrates traveled
to local villages to administer justice, while judges held
courts in the three major cities. Sheriff and town watches
enforced the laws of the land and detained prisoners until
the arrival of a magistrate or judge. Also under the law
males and females were recognized as equals.

The office of the High Warden ruled the Republic;
the warden was selected by the Council of Elders. The
High Warden governed the nation with both executive
and judicial powers. The legislative power lied within the
Council of Elders.
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RELiGion

There was no formal religion recognized, but most dwarves
recognized Reorx and honor his memory. There were three
other churches, Ki Ulit (Kiri-Jolith), Slinoter (Shinare),

and Tonol (Mishakal) that had limited power in the
Republic. Since the battle against Chaos, these churches
had become places of learning and now specialized in
training in fighting, business and healing. The Priests of the
gods continued the ancient practices and hope that their
teaching would someday bring back the gods.

GoVERNMENT

The High Warden and Council of Elders rule the
government of the republic. The High Warden carries
unlimited executive and judicial power. He appointed
judges and magistrates to oversee the everyday judicial
activities of the empire but heard any special cases. The
High Warden was also in control of the five legions of the
military.

The High Warden had five Wardens under him who
oversaw the various parts of the government. They were
the Warden of Trade, Warden of the Mines, Warden of the
Legions, Warden of the Law, and the Warden of the Realm.
These Wardens oversaw the day to day problems of their
specific areas. The Wardens were appointed by the High
Warden and served their posts until either they retired,
died or the High Warden left office.

The Council of Elders was the lawmaking body of the
realm. It was a 300-member body that draws its members
from the six clans of the Kedaltol. Each clan was allowed
a 50-member representation and council members were
appointed by clan leaders to the position. This position was

@ Naions and

'ﬁ - .H X
s ve

alleg Oi" Rcd Home 1'

considered a great honor in dwarven society and council
members were quite proud of their position. The council
had one extremely important task and that was to appoint
a new High Warden, when the old High Warden died or
retired.

MiLitary

The Kedaltol military was under the direct command of
the High Warden. Handling the day to day operations of
the military was the Warden of the Legions. The military
consisted of five legions that were placed throughout

the realm. Each legion consisted of 10,000 members and
additional units that made up the Engineer’s Division, the
Supply Train Co., and the Field Hospital Corp.

Guarding the capital was the famed Ice Legion who is
currently under the command of Gen. Copper Ironsong
and was positioned in and around the city. This group
specialized in fighting on different terrains and rarely
left the Republic. Its primary duty was to protect the
High Warden and members of this legion took their jobs
seriously.

The other four legions were spread around western
Adlatum. The First and Second Legions were still located
in the Republic. The First Legion had been placed in the
western city of Ilberdin and was under the command of
its military governor. The Second Legion was scattered
throughout the realm is in charge of guarding the
roadways, mines and small communities scattered
throughout the Republic.

The Third and Fourth Legions are currently on loan
to the Midland Guard and have been placed under their
command. These two legions are comprised mainly of



| heavy infantry troops that are supported by human forces.
The legions are currently scattered in the Midlands and are
| the command of Gen. Tolk Brokenaxe and Gen. Unthor
Marblebranch.

Macic anp MysTicism
Magic in the republic was almost unheard of and was
| rarely seen in public. Prior to the attack by Chaos few
dwarves could use the earth magic that the Adlar dwarves
possessed. Many of the dwarves that could use magic
| keep their talent in hiding fearing that they would be
| treated differently by other dwarves. Following the Days of
Darkness there was no accounts of dwarven sorcery.

The dwarves had relied heavily on clerical magic in the
past as they had always felt a close connection to Reorx.
| Even following the Drowning and God’s Departure the
temples of Reorx remained a focal point for many dwarves.
These temples not only encouraged the practice of worship
| but also were a meeting place for the workers of metal to
exchange ideas. With no true dwarven clerics left, mystics
| have taken over most of the clerical duties in the Temple

il to Reorx. The other temples employ mystics to some

| extent but not on the same level as the Temple to Reorx
does. There are also mystics who wander the land offering
| healing to those in need. They exchange their services for

small items of need so that they can continue their journey.

MaAjor GEOGRAPHICAL FEATURES AND LocaTions
| The High Gate: A pass that was the first defensive location
in the Pullonas Mountains and guards the road that led

| to Kedaltol. It was constructed during the Canon Wars to
prevent raiding parties from attacking settlements outside
| of the capital. The gate was a massive gate that stands

50 feet high and was a 100 feet long. It was placed in the

| middle of high wall, which was built in a pass and was

M| manned by several hundred Legionnaires.

Mount Mazama: A large mountain that the dwarven
| capital of Kedaltol was built into. The peak of this
| mountain contains snow year around. The dwarven capital
| was built underground this mountain.

Iron Mines: These mines are the newest discovered
mines south of Red Home. The mines appear to contain
| an abundant source of metals and gems that should keep
miners busy for centuries to come.

Valley of the Lily: This valley is the primary agriculture
| growing area for Kedaltol, which is located near the city of
Red Home. Many villages have been built throughout this

Bl large valley and much of the land is cultivated for farming.

Tomb of the Missing: This tomb was created by Ren
Copperforge following the Drowning as a tribute to both
the lost armies of Hammervald and to Hammervald itself.
| Inside are the remains of several dwarven warriors whose
bodies were found but their names were unknown. Also

#l inside are the personal effects of many of the victims of the
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drowning. This tomb is considered one of the most sacred
sites in all of Adlatum.

The Watchtower of Tildon: This watchtower was built
in the western part of the republic following the Drowning
by members of the Ice Legion. The dwarves built this tower
to scan the horizon for possible survivors. It was the place
where the Sundarin/Kedaltol Pact was signed and has been
an instrumental tool in keeping peace in the west.

Beacon of Sacrifice: The beacon was constructed on
top of Frost Mountain and tribute to all who fell saving
Adlatum from the dangers of Chaos. The beacon is actually
a lit flame of natural gas that was leaking out of the top of
the mountain. Dwarven engineers tapped the gas and now
control the flame. It burns in memory and is a place of
pilgrimage for travelers from all over Adlatum.

ReEGionaL HisTory

The Republic of Kedaltol was founded in 2612 PD in the
Pullonas Mountains as a safe haven for dwarves. The
capital city of Kedaltol was designed to be a fortress and
quickly became a large dwarven settlement. Also near

the city there were numerous small mined that contained
various metals and gems and miners flocked to this area
beginning a brisk trade. Several other settlements sprang
up all throughout the Pullonas and quickly the mountains
were filled with dwarven settlers and miners.

Within a few years the dwarves of Kedaltol have
grown to large for their current surroundings. Seeking
a more spacious surrounding the dwarves sent explorer
Nolas Copperforge to explore the area to the west. In
his exploration he discovered the Nolas Mountains and
their inexhaustible sources of metals and gems. His
discovery caused many of the dwarven settlements to
become abandoned and torn down. By 2253 PD only three
fortresses, Kedaltol, Red Home, and Ilberdin, remained
standing.

Much of the focus for the dwarves prior to the
Canon War was on the Hammervald Empire to the west.
Although Kedaltol was considered a province of the
empire, little changed over the centuries as most dwarves
considered the Pullanos Mountains not worth the time
mining. The three cities almost disappeared as mines were
continually closed do to the lack of a labor force.

When the Canon War began the dwarves living in
the Pullonas Mountains found themselves in one of the
key staging areas for dwarven armies. As the decades
passed on many dwarves traveled from other parts of
the Hammervald Empire to live in the cities found in the
Pullonas Mountains. These cities grew and became key
strategic areas for the dwarven armies.

The drowning changed the geography of the
mountains little but yet affected the dwarves living there
deeply. Many of the dwarves were cut off from their
homelands and were shocked at the destruction that
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occurred across Adlatum. The dwarves living in the
mountains were fortunate to have several key government
figures living in Kedaltol. These people would reform the
nation and put the name of Hammervald behind them in
honor of those who had perished under the waters. In its
place they chose to honor the original settlement of the
Hartdar and became known as the Republic of Kedaltol.

In the years following the Drowning the citizens of the
Republic of Kedaltol have had their economic successes
and failures. Shortly after the drowning many of the older
mines were reopened but these mines proved to be shallow
and were closed quickly. It took the dwarves decades to
find suitable replacement mines.

The dwarves had begun the trading festival called the
Remembrance in honor of those who were killed during
the Drowning. The festival quickly grew as Midland
merchants traveled to the dwarven city of Kedaltol to trade
for new wares. This also allowed dwarves to return home
and conduct clan business.

Prior to the return of the gods, the dwarves of the
republic had experienced the discovery of several new
mining sites that proved to be profitable. They also met
the Sundar and Nordar dwarves and were startled to learn
that there were survivors. The Sundar and Hartdar signed a
mutual agreement pact that would profit both sides.

After the return of the gods, the republic experienced
a golden age as their goods were highly sought after all
over Adlatum. The dwarves had also discovered mines
containing dragonmetal and began to secretly create new
weapons and armor out of the rare metal. The dwarven
cities expanded and grew and several new settlements were
built throughout the Pullonas Mountains.

When the forces of Chaos attacked the Midlands the
republic answered the call for help. Sending their best
legions to the front lines, they battled alongside humans
and Sundar dwarves to turn the forces back. The Pullonas
Mountains were affected little physically by the attack of
Chaos but many dwarves carried the scars of that battle for
years to come.

CuRrrent Events

& The Midland Guard has asked for more soldiers to
help support their missions.

& Goblin tribes in the north have begun to raid
settlements.

& Dwarven craftsmen are in high demand as nations
all over the Midlands are still seeking their work.
High Warden Calan Copperforge has decreed that all
contracts for foreign jobs must be accepted through
the office of the Warden of Trade.

MAjoR SETTLEMENTS
Local cities control their own government with approval of
the High Warden. The largest settlement is in the southern

part of the Pullonas. It is home to the Council of Elders and {{#

the Ice Legion. It was founded after the departure of the
Hartdar from the Adlar dwarves.

Kedaltol (Megalopolis 121,000): The largest city
and capital of the Hartdar dwarves and the gem of the
Republic of the Kedaltol. It is a five level city that was
the original settlement of the Hartdar following their
departure from the dwarves of Heskeram. The top level of
the city contained the government offices and the Palace
of the Warden. The middle levels are a combination of
residential, commercial, and industrial buildings. The
lowest level offered access to the nearby delvings and
contained the city’s smelters. The Current High Warden is
Calan Copperforge (LG male Hartdar noble 5/fighter 6)

Red Home (Metropolis 89,400): The second largest
city of the Republic was one of the fastest growing
cities. With the discovery of new mines around the city,
dwarves flocked to this area seeking work. It was a city
that consisted of three levels and was partially built into
the Pullonas Mountains. The city was legendary for its
defensive measures and was considered the most defensible |
location in all of Kedaltol. The government of the city was
a three-member council that oversaw the military, mining
and everyday affairs of the city. The current leaders are
General Chane Stonekiller (LG male Hartdar fighter 11),
miner Sledge Coalgate (NG male Hartdar fighter 4) and
city representative Jinna Axehome (NG female Hartdar
commoner 7).

Ilberdin (Large City 43,200): The westernmost city
in the Pullonas Mountains and the smallest of the three
fortress cities of the Kedaltol. It was located by the newly
excavated iron mines of the empire and is the home of the
Ilberdin’s School of Mining. The city contained two main
levels and was placed on top of the peak of Blackfrost. The
current governor of Ilberdin is Gen. Gran Ironstone (LG
male Hartdar fighter 12)

Mauritand

Capital: Losojadan

Population: 140,675 (Human 80%, Hartdar 7%, Gildanesti
4%, Bakali 3%, Mentoi 3%, Sekhnesti 1%, Corinesti 1%,
Other 1%)

Government: Monarchy

Religions: None Prevalent

Languages: Common, Dwarven, Hudieran

Trade: Diamonds, Glass, Horses, Slaves, Timber

Legions: The Daimyo Law, Sword Infantry

Alignment: LG, NG, LN, N, LE

Distant from the power centers of the Tashrama,
Mauritand’s (Maw-rih’-tand) primary concern is it’s
protection of its own people and the Midlands from the
wilds of the untamed lands to its south. Lord King Abuyk
Nugosh is an open supporter of the Great Sovereign Lord
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Montegron’s unified lands, but he is quietly struggling to

strengthen Mauritand to a point where it can hold its own

pride without the need of subjugating his own royal line to
a foreign power.

| LiFe AnD SociEeTY

| The need to pull income from business labors drives

most communities in modern day Mauritand. Those who

| become the most successful end up gaining influence

with town elders, or possibly becoming elders themselves.

| Wealth is not the only factor in gaining prestige however.

Class and keeping close allies are just as important.

Mauritand has a relatively sparse population compared

to other nations with the capital of Losojadan housing

over a quarter of the populace. The sovereignty is covered

with hills of bluegrass leading up to the tropical forests of

the vacant lands, and much of the land is used for horse

| ranging.

Mining is conducted through many of the hills in

| highly secured regions. Diamonds have been vital to the

| economy for the last two hundred years. The lumber

industry has also expanded into the northern stretches of

the tropical forests in the Vacant Lands. But lately there

has been an increase in the attacks committed by the

cat-folk (Sekhnesti elves) who live in the forests south of

the border. This has resulted in a recent shift the slaves
taken in from conflict from bakali to the cat-folk. Slavery of

| other races in Mauritand is still permitted, but most slaves

of civilized races are children of slaves. Rarely are their any

new human, dwarven, Gildanesti, etc. slaves brought into

W the market.

Another recent commercial enterprise entering the
. markets is delverdo, a sport originating from Iveraque.

| Many of the northern towns have come to love this new
pastime, and some entrepreneurs are attempting to find
| ways to cash in on the sport.

RELiGion

In early times, the nation held a deep tradition connected
to the Tao-Shin faith. But after the Drowning, many
people lost faith and little of it has returned since. When
the Tashrama began to expand its presence, it discovered
no love in Mauritand. All gods were blamed for the
destruction of the golden age when the waters came, no

{ matter what religion they were a part of. So after four

. hundred years of surviving and struggling on its own,

fl Mauritand was not affected by the revelation that the

Tashrama was being run by Elder Dragons or the news that

8l the gods of the Tao-Shin had returned.

Strangely, although gods are seen as responsible for the
Drowning, most in Mauritand harbor no ill will towards
those who do have faith. Clerics, mystics, shamans, druids,
and others devote to a higher power are not shunned like
those who travel to the border states in the northwest

of the Sovereignties (yet there are always exceptions).

According to most citizens, to hate those who only see
differently than you is a waste of effort and shows a lack
of focus. As such, temples to the Tashrama, the Tao-Shin,
and other faiths do currently exist in Mauritand. However
attendance to their temples is naturally low.

GoVERNMENT

The nation is ruled by the lord king from his palace in
Losojadan. For centuries the title of the ruler was Lord
Emperor, but upon joining the Midland Sovereignties,
Umaka Nugosh agreed to change the name of his seat upon
the whim of Sovereign Lord Montegron, who believed the
title to be too grandiose when compared to his own.

The Lord King has full control of the nation-wide
government and a strong influence on local affairs. In the
past one hundred years, the towns and cities came into
a common practice of sending the Lord King a short list
of candidates for any mayoral spot that opens up. The list
usually consists of names of local elders, business leaders,
or town favorites. If the Lord King cared to, he would
choose from the list the next one to lead. Otherwise he
often appoints an adviser to make the selection for him.
Some towns elect their mayors for life while others have
ten or seven year terms.

MiLiTary

Prior to the Drowning, cities and towns were often run

by Damiyo, brave and honorable knights chosen to lead
for their honor, intellect, wisdom, patience, loyalty, and
humility. In modern times, all that is left of the Damiyo is
The Damiyo Law, the Lord King’s twelve elite bodyguards.
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Some say that Jermon Cavlin, founder of the Midland
Guard, studied the Damiyo and adopted a few of their
practices when forming the elite forces of the Sover-
eignties. Many in the Damiyo have gently and with good
humor said if that were the case, he should have studied
more.

The Sword Infantry is an elite army of foot soldiers and
cavalry trained to protect the capital and the pasturelands
from incursions from the uncivilized cat-folk and bakali of
the south. They also serve to protect the general populace
when a town or city is in need of additional support. The
head of the Sword Infantry, the Blade-Master, is a member
of the Damiyo Law assigned by the Lord King to head the
Infantry. Other than the Blade-Master, no member of the
Sword Infantry is also in the Damiyo Law.

Macic anp MysTicism

“Awe and respect; distance and caution” is the common
theme of how the people of Mauritand see spellcasters.
Even those who have magic users in their families will
often stay away from them once they take up any of the
arts or practices, but otherwise deference is given to them
whether they are near or far.

This custom applies to all casters, although primarily
to those of the arcane arts. Respect will be given even if one
is seen as an enemy and practitioner of dark and violent
arts (although that won'’t stop them from trying to stop,
arrest, or kill the wizard).

Divine casters are given the same respect, but often
there is an underlining sense that they are just humoring
them. The power of faith is tolerated, but religion in
modern Mauritand has a very weak foothold. People are
free to practice their religion, but most of the population
sees no real purpose for it.

MaAjor GEOGRAPHICAL FEATURES AND LocaTions
The Colored Fields: To the northern reaches of Mauritand,
the land undergoes a strange alteration of color. Instead
of grasses and plant-life growing green, all of the plants
exhibit odd and beautiful variations of color. Grass grows
vibrant violets, and trees sparkle with golden leaves in
some locations. In other acres the trees shimmer with a
shining blue and the shrubs rustle in bright oranges. At
times even the sky seems to be different. No explanation
has ever been found for the strange yet beautiful colors,
and nothing appears otherwise wrong with the wildlife. Yet
the lands known as the Colored Fields (even though much
of it technically aren’t fields), is a sight many who visit
Mauritand wish to experience. Some recent converts to
the Tao-Shin religion have come to meditate within these
grasslands and woods.

The Doom City of Fuzaidu: The doomed city of Lacada
fell under the rule of Damiyo Kensuke Hisorte during an
unremembered time in history. The city is a massive multi-

tiered marvel that completely covered a lone mammoth of
a hill. Each circular level of the city is sectioned off by its
own wall of stone and timber, making any invading armies
attempts to reach the manor on the top of the hill from any
direction extremely difficult. Other than the gates letting
people in from one section to another, waterfalls spill out
from each tier to the bottom, originating from a giant
spring internal to the hill until the falls finally reach the
lake surrounding the city.

The exact events that caused Lacada’s damnation
varies from tale to tale, but some elements remain the
same. The people of the city became complacent with
their well to-do lifestyles and began to turn away from the
gods. Corruption in the city was everywhere except for one
sparkle of light, and that was in their lord Damiyo Hisorte.
Hisorte preached to his people, hoping to turn them from
their conceited and vile ways. But in the end he failed. A
dark shadow fell on the city. What type of shadow varies
between the stories, but in the end Hisorte is murdered by
his own civilians.

Over the course of a single horrific night, the
metropolis turns in on itself. Murder, hubris, greed, lust,
wrath, and far worse. The people of the city tear each other
apart as evil runs wild. By morning no one in Lacada was
left alive. The city of Lacada became the city of Fuzaidu,
The City of Dark Souls.

As far as any alive can remember, Fuzaidu is a ruined
city of undead spirits and husks hateful of both the gods
and the living. Any intruder who enters the city, day or
night, will likely be tortured and killed by those the gods
damned to remain on the mortal realm, trapped within
Fuzaidu’s walls. Corruption lays everywhere. Even the
water of the falls has turned to black sludge, and unholy
things swim in its waters.

But one light remains in the city. On top of the ruins,
the manner of Damiyo Hisorte remains as pristine as its
days of greatness. When the gods damned the city and
the corrupted souls within it, Damiyo Hisorte refused to
go onto the next life. He accepted the charge of guiding

Lacada to his heart, and although his own people murdered [f§

him and his family, he chose to remain with them. He
hopes to eventually turn these cursed beings away from
darkness and towards redemption and peaceful rest. Until
then, he will not leave them, no matter how many times
they turn on his home and slay him, night after night after
night.

Falecohvo Ranch: The Falecohvo family runs what
is arguably the most successful horse ranch in the entire
Midlands, if not all of Adlatum. The ranch has been
passed down from father to son for six generations before
being passed down father to daughter ten years ago. The
Falecohvo family has specialized in breeding stronger
and faster horses over the years, and many come to learn
to ride as well as purchase the animals. Located on the
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| outskirts of Josal, the ranch has the advantage of not being
broken up by the tributaries. Instead the ranch extends

| over eighty continuous acres near where the Maurtran
River begins to break apart.

_ Although he officially retired, Gosma Falecohvo

| spends most of his time here with his wife Rudaen, helping
| his daughter Hannean in choosing which horses to pair

| together to produce the better stock. Hannean Mavaire
takes of the various breeds as well as gives lessons to new
and expert riders. The second of Gosma’s three daughters,
Noragaen Veliya, is the current Second Protector of the

| Midland Guard. Since her ascension to her rank, the
Falecohvo Ranch has become the number one supplier

Bl of horses to the Midland Guard and many of the Sover-

eignties.

ReGionaL HisTory
The Drowning swept most of Mauritand away, including all
| of its most ancient history. From what can be gathered and
remembered from tales, Mauritand was part of a slightly
| larger nation that included sections of Iveraque, Hudiechia,

il and some of the Vacant Lands. But over time this forgotten

| nation fell apart. In time Mauritand formed, possibly under
the direction of its first Lord Emperor, or possibly not.
| Histories conflict as to whether the Lord Emperor ruled
Mauritand in the earliest days or not. These contradictions

leave even gnomish scholars in frantic debates whenever a
I new piece of evidence is uncovered.

What has been generally agreed to (for now at least), is

| that ancient Mauritand had deeply held traditions linking
| itself to the Tao-Shin religion. Some historians, but only a
bare majority, believe the original Lord Emperor was also

"4l the religious leader of the land as well as political. A recent

scroll depicts a story suggesting the original line of Lord
| Emperors contained the blood of the god (or goddess)

Bl Tsanahenan. Unfortunately no records could be found to

identify the modern name this god uses, if it is a true god

| at all. Since the ancient Lord Emperors appeared to also be
i regional leaders of the Tao-Shin faith, it would be expected
| that Tsanahenan would be recorded somewhere in

B, Tao-Shin writings, but so far no other mentioning has been

found. Most historians state with absolute resolve that the
| story was likely written to further glorify the Lord Emperor
and is not based in any degree of fact.
Although the details of the ancient history were
lost, many of the events occurring during the last several
| hundred years up to a thousand years before the Drowning
| have survived, mainly from records discovered in other

8l countries or underwater by the Corinesti.

The dominant figures of Mauritand’s past underneath
the Lord Emperor were the Damiyo. Damiyo were a style
| of knights who were known for their honor, wisdom,
patience, education, adherence to tradition, and finally

¥ their skill in combat. They were believed to have trained

themselves into a state of being blessed warriors of light
and justice. They believed in showing gods of darkness
only the respect they deserved as gods, and further more
they acknowledge the dark forces by decorating their
intricate battle armor with masks of demons. In one of the
few books that survived the Grand Library of Losojadan’s
destruction, Breath of the Damiyo by Eijin Baota, “The
mask symbolizes the inevitable tide of evil needing to

turn and devour itself. Our souls and actions are solely

for the light, but the mask lets those who forward chaos
and destruction know what they see inside themselves as
they look inward in their final moments. As the face of the
demon flows towards them in battle, they will cower and
look away, into their own soul. There, they see the more
horrid demon and must come to terms with that during
their first moments of eternity.”

Many Damiyo of renown were given charge of lands
within Mauritand to rule under the will and guidance
of the Lord Emperor. The boundaries of their provinces
appear to have charged as often as when a Damiyo is
assigned, but often the province would only include a
single town or city. Many times when a Damiyo was
bequeathed a province, only a small area was given until
his ability to “give his land guidance” was proven in the
Lord Emperor’s eyes. Once done, the Lord Emperor would
then add more lands to the Damiyo’s responsibilities. This
suggests that many regions of the country were outside
of the Damiyo’s control since the Lord Emperor did not
appear to have to remove land from another Damiyo’s
province before giving it to another. History also suggests
that although the Lord Emperor was sometimes a member
of the Damiyo, it was not a requirement for the nation’s
ruler. More often than not, the Lord Emperor was never of
the Damiyo but had some Damiyo training.

History was replete with times when lands without
Damiyo leading them came under the control of a local
figure. Even though many of these individuals may be fair
leaders, sometimes they may also grow to be warlords.
There had been several internal conflicts in which a
warlord has challenged a claim set by the Lord Emperor
that his or her own lands were to then be set under the
guidance of one of the legendary knights. Sometimes
a warlord would not wait for such an edict, and they
would try to grow their control by attacking neighboring
provinces. One legend tells the tale of a warlord who was
so successful, for forty years his own lands were larger than
those controlled by the Lord Emperor. Upon his death, the
warlord ordered the weakened Lord Emperor to take his
granddaughter as his wife “so her blood will inject strength
back into the line in which wisdom reigns.” The Lord
Emperor accepted the old man’s dying wish, and the nation
was reunified. His successor, the warlord’s great-grand-
child, was said to be the strongest and wisest of all Lord
Emperors, Raiusam, with his younger sister becoming the
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first of the rare few rare women to become Damiyo during
the earlier days.

Lord Emperor Raiusam’s era is unknown. Many
historians do not believe he actually existed and is only a
figure of legendary tales.

During the Canon War, many of the Damiyo left to
lead and serve in the armies against the minotaurs. Some
served as generals, others as rank soldiers, each to their
own talents and abilities. But they were not the only ones
to serve. Much of the general population went to fight the
bullmen when Lord Emperor Ude, a sixty-year old man
well trained in the art of war, led the charge against the
threat. During the Battle of Roden in 89 PD, Lord Emperor
Ude sacrificed his own life to save the life of a minotaur
he had just taken prisoner. The Mauritand forces in the
battle became cut off from the main battle lines as a result
of treachery conducted by an agent of the Empire of Dhu.
The minotaurs swarmed their enemy. The Battle of Roden
lasted for two weeks with non-stop fighting. The minotaurs
had contained thirty-nine Damiyo along with the Lord
Emperor, but the fighting went on for much longer than
expected. In the end, tens of thousands of Mauritand’s
forces were killed.

When the minotaurs found Ude’s body, a hatred
for the Lord Emperor weld up within the minotaur
commander. Ude had been a major thorn in their side
during the early decades of the war, and he planned to
desecrate the body to demoralize the human-dwarven
forces. The young minotaur Kol whose life the Lord
Emperor saved from a stray arrow, stood against
Commander Jorkef. When Jorkef ordered the boy’s
execution for disobedience, many of his own men turned
against him, remembering Ude’s sacrifice. The Battle of
Roden continued for three more days, minotaurs against
minotaurs. Jorkef’s forces won the battle, and those who
stood with Kol were slain as traitors, but the Commander
ended up losing an eye and a leg in the battle. Jorkef was
forced to leave combat for the remainder of his days.

There is now a legend in Mauritand of a brigade of
minotaur spirits, led by a young one, who roam the borders
of Mauritand, seeking to protect those soles who are
willing to sacrifice themselves for the cause of justice. It is
said their first appearance was far outside of Mauritand,
and that they had participated in three of the lesser-known
battles of the Canon War. These ghostly minotaurs wear
armor that is a blending of Mauritand’s own and that of the
minotaurs of old.

Two more Lord Emperor’s would fight in the Canon
War, and both died. The Lord Emperor Urati died the
hour before the Drowning began to engulf the continent.
Having failed to protect his injured sister from a group of
human mercenaries working for the minotaur army, he
saw the coming wave and believed the world doomed for
his inaction. He begged the gods’ forgiveness and took his

own life moments before the wave struck. The remaining
Damiyo honored their fallen Lord Emperor by standing
guard against the coming water. The wave wiped the noble |
heritage from the face of Krynn. Whether located on the
fronts, in Mauritand, or even at the doomed marriage of
Roric Heymelion and Pharaceilia Heratecin in Drejor,
every one died.

For Mauritand itself, the wave and floods swept almost |
every standing structure (and almost all of the population)
into the Sea of Tears. Only a small percentage of the
original Mauritand population survived, and most were
men and women away to the north fighting in the war.

In the following years, the Midlands were in flux.
People were searching for lands of stability where there |
was little to be had. Many foreigners from the north settled
in the Mauritand region in order to escape Iveraque’s
constant flooding. Many individuals came to the south
to take advantage of others in their desperate situations,
and some regions of Mauritand were claimed by the wild.
Encounters with the bakali of the Vacant Lands escalated
into warfare. Eventually the industry of slavery of captured
lizard folk helped to stabilize the country. Slavery had
always existed in Mauritand as far as any could recall, but
this was the first time foreigners were bought and sold.

Mauritand recovered as many who initially came south |}
to take advantage of the destitute began to turn to other
avenues of business. Within a generation Mauritand was
rebuilt by those who sought to exploit it. Loret Nugosh,

a veteran of the Canon War and a distant relation of a
previous line of Lord Emperors, was installed officially as
the new leader of Mauritand, but it would be thirty years
before his reign would be recognized by all of the current
territories now within Mauritand.

Business and work ethic became the new code in the
following century. During the years in which the Lord
Emperor’s word was weak, those business leaders who had
hands on experience in rebuilding the individual towns or
building new towns from scratch became the elders, the
new warlords of Mauritand. Swords and war changed to
money and negotiations. The Damiyo was reformed in a
fashion under Ashina Nugosh in 40 AD as his personal
bodyguards, now called the Damiyo Law, but the control
they once had and the awe they inspired were lost, even
after imperial control was fully reestablished.

During the Days of Darkness, the forces of Chaos
flowed over the borders like a tidal wave. The Lord
Emperor Umaka Nugosh’s son Abuyk saw the Damiyo
Law fighting with every ounce of their being to defend his |
father and sisters. The image was burned into his mind. He |
believed in those days the Damiyo of old had truly been
reborn, but when the time to rebuild came, everything not
only returned to the status quo, but it turned in Abuyk’s
eyes for the worse.
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Conflict with the Sekhnesti (called the cat-folk locally)
escalated as the timber companies began to press into
| the forests of the Vacant Lands after the forces of Chaos
destroyed the forests in eastern Mauritand. When Lord
| Montegron helped press back the incursion, he was able
| to convince Umaka to bring Mauritand into the unified
| Sovereignties. Montegron also convinced Umaka change

| | the name of his title to Lord King, believing the title Lord

Emperor was too glorified when compared to his own title

and that of the other kings and queens of the Midlands.
Abuyk watched as the pride of Mauritand diminished.

" A decade later, Abuyk became the Lord King of

Mauritand after Umaka suffered a stroke. Publicly the Lord

8l King supports the Sovereignties and the Great Sovereign

Lord Montegron, but his aims are reaching higher. He

| dreams of Mauritand standing on its own and the Damiyo

returning to their old noble glory, replacing the business

men with knights of valor. Ironically, he is seeking aid from

| their old enemy, the bakali. Montegron currently has no
knowledge of Abuyk’s traitorous interests.

il CurRrRenT EvEnTs

l ¢ It has been rumored that the Sovereign Lord has
explicitly forbade the Lord King Abuyk Nugosh from
appointing any of the Damiyo Law as a city mayor.
This comes after the former major of Losojadan put
Damiyo Sumsata, his own grandson, on the list of
candidates to be considered for his replacement.

& Abuyk has somehow been traveling to Fuzaidu to meet
' with Lord Kensuke in Fuzaidu to learn more about the
Damiyo of old. How he is getting by the cursed souls
safely is unknown.

#l ¢ Ten bakali were murdered one night on the border

town of Hekaja. The raiding party that committed
the killings was spotted crossing back into the Vacant
Lands. The party seen was fully comprised of bakali,
not cat-folk.

| Major SETTLEMENTS
| Hekaja (Village 433): This tiny village was built in 418 AD

W when a group of freed bakali slaves promised the Lord King

to serve Mauritand, the country some of them were born

| in, by watching a stretch of the southern border that had
before been lightly protected. Previously this land was not
viewed as a weakness during the days when the bakali were
| seen as the major threat from the south, but with recent
attacks by the cat-folk, the need to keep an eye on more of

Bl the land near the tropical forests is becoming paramount.
#l Many of the bakali citizens were given their freedom for

unknown reasons by someone high within the national
government.

Josal (Large Town 4,825): This town was founded by
foreign travelers and carpetbaggers in the years following

#l the Drowning. Even to this day, most of the family names

in the city sound as if they were from elsewhere in the
Midlands.

The coastal town of Josal is cut up into many minute
pieces by the Maurtran River, which breaks up into several
small tributaries before letting out into the Sea of Tears.
This results in the town being interconnected by a network
of bridges extending from island to island to mainland.
Josal is also bisected over the famed Kavite Bridges by one
of Mauritand’s major roads leading directly to the capital
to the southwest.

Josal has a strong fishing industry and also produces
medium to small size boats. However it is better known for
the ale produced by the local brewery and the horses bred
at the Falecohvo Ranch on the eastern side of town.

Losojadan (Metropolis 39,305): The capital is a large
city located near the southern coast of Mauritand. As such
militia, Sword Infantry, and Damiyo Law protect Losojadan
from the uncivilized threats not too distant in the Vacant
Lands. The city is a major port and conducts constant
trading with the Corinesti Trade Guilds. The center of
the city, away from the docks, is a secured city seemingly
separate from the rest of Losojadan. This inner city is
dedicated to the wellbeing and lifestyle of the Lord King.

Prior to Mauritand joining the Midland Sovereignties,
only the Damiyo, the Imperial Family, and those invited
by them could enter its secured walls. But now, under the
Sovereign Lord’s orders, any who have a need to deal with
their Lord King or those within the Mauritand government
may enter. The Midland Guard also has established a small
local headquarters to assist in protection of the southern
border within the Central City.

Solishairon

Capital: Port Solishairon (Metropolis, 51,445)

Population: 201,546 (Human 87%, Corinesti 6%, Oguna
4%, Gildanesti 3%)

Government: Monarchy

Religions: major - Tashrama (red branch), minor -
Tao-Shin

Languages: Common, Elven, Igurni, Trejori

Trade: Reef Fish, Antiques

Legions: Army of Brimstone, Runesheer

Alignment: NG, CG, N, LN, CE

Solishairon (So-lih-shair’-on) is located north of
Isryan, east of Kedaltol, and south of the Ogun in the
Broken Lands. Solishairon is one of surviving nations from
the Drowning and had one of many lasting monarchies
from the time before the Drowning. Bordering the ogre
lands to the north has allowed for the Oguna to travel
into the lands, establishing their own towns there and
answering to the crown of Solishairon. The men and
women from Solishairon are known for their trading and
sailing skills. Solishairon is also home of Brimstone, the

The Contivent of Adlotan
124



dark Holy Lands of the red branch of the Tashrama, and
the Red Elder Dragon Traxus.

Lire Anp Society
The nation of Solishairon focuses itself on three pillars:
trade, sword, and song.

The first pillar is primarily supported by a strong
shoreline fishing industry. Trade was bolstered further by
trade with the Hartdar in the west, the Corinesti in the
east, the Oguna to the north, and the rest of the Midlands
to the southwest. Major imports to Solishairon are antiques
from before the Drowning recovered by the Corinesti.
Many wealthier citizens have taken to purchasing and
trading of these expensive relics.

With a decent amount of trade conducted with
neighboring nations, Solishairon has a healthy economy
even though it occasionally suffers hardships due to the
war-bent red branch of the Tashrama having its Holy
Land towards its southern border. After the Army of
Brimstone attempted to seize control of Solishairon in 406
AD, the nation’s leader Archduke Terstah Hendurg began
to expand the standing army and navy. Citizens began to
volunteer in record numbers.

Another major focus for the people of Solishairon is
the arts. Many sculptors, painters, composers, chefs, and
other artists of all sorts had come to this country to receive
formal study. The city of Onster was founded as the new
location of the Midland’s premier bardic college, and many
other cities have numerous museums and performance
centers spread throughout.

The people of Solishairon believe in the importance
of their pillars: trade to gain the funding to make society
work, the sword to protect the lives from the evils outside
of their country and from within, and song to give the
defended and funded lives meaning and spirit.

GoVERNMENT
Years after the Starfall, Montegron deposed the ruling king
of Solishairon on the grounds of incompetence, corruption,
and treason. The dukes and guild heads appreciated the
removal declared Montegron king. Unwilling to keep his
goals focused on a single nation, he appointed Duke Stefan
Hendurg to rule in his stead as Archduke, but officially
Montegron is the king of Solishairon.

The position of archduke has tremendous influence
on the nation, but both Stefan and his grandson Terstah
don’t often use this power to any great degree. Matters of |
military are handled by Batila Commander Strode. Matters (b
of economy are handled by Trade Guildmaster Luccas
Serannah. Even though the Guildmaster is not officially
part of the government, his influence with the Archduke
effectively makes his word on these matters law. During
the twenty-six years of Stefan Hendurg rule, he acted to
make sure aims were coordinated between those who
were experts in their own fields, but otherwise he left
most of the decision making to those who knew better
than he. Even during the 406 AD attack from Brimstone,
he left most of the decisions to Batila Commander Strode
and Lord Montegron. After his retirement, his grandson
became Archduke and began to use the position solely for
the perks. However by neglecting his duties and continuing
to allow those his grandfather trusted to run their various
areas of Solishairon, so far the nation has been continuing
to prosper.

RELiGion

Many faiths are welcome in Solishairon, which views itself
as culturally diverse. Still there are always critics and even
dangerous detractors regardless of the religion in question,
especially the Tashrama. Only in the towns near Brimstone
do supporters of the red branch staunchly defend their
territory, preparing for an expected attack by the Sover-
eignties.

The Tao-Shin has found a small haven here in several
towns and cities. Many are finding this “fresh new” religion
as a source of inspiration for their art. This results in many
people being open to the Tao-Shin, but not overly inclined
to join it. A minority of the population does complain
about the new religious sect, but in Solishairon there are

always some willing to be a critic about anything. MiLi
ILITARY

The Runesheer is the joint army and naval forces of
Solishairon. Originally formed as a group of soldiers and
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| mages fighting in union during the Canon War, after the
Drowning the Runsheer became the official defense of the

| nation after the original fighting force was destroyed. Since
the Starfall, the number of spellcasters within the Runsheer
| had fallen off, but for the last few years some spellcasting

| refugees escaping the turmoil in Etlarn have come to

| Solishairon and chosen to join the local defense while

| others have joined the workforce.

The second largest military in Solishairon is the Army
of Brimstone. The military minded branch of the Tashrama
has been trying to rebuild its numbers since the devastating
| defeat in 406 AD. High Priest Pharon Blayda, who secretly
is running the entire red branch of the Tashrama, leads the

Bl Army of Brimstone.

| MaGic anp MysTicism

Both arcane and divine magic is generally welcome in

Solishairon, although divine magic has had more detractors

| due to the country’s history with the red branch of the

Tashrama. With the slowly growing Tao-Shin offering a

B ‘new’ source of divine casting, many citizens are becoming

il more open to it.

' Although magic is usually not feared in Solishairon,

a majority of the population is vastly ignorant or

| misinformed about the capabilities each type of magic

has, how they works, and what each can do. Many artists
also write stories, operas, and songs that exaggerate and

i over aggrandize things for the purpose of making their
works appear more epic. As such, what wonders many

| spellcasters are capable of tend to disappoint most people,

| even if they had never seen magic in use before. This has

resulted in the minority of available spellcasters to be taken

4| for granted even though their abilities are becoming vital in

the further development of towns and cities.

Bl Major GEOGRAPHICAL FEATURES AND LocaTions

Brimstone: On the southern shore of Solishairon, close

| to the Isryan border, a fifty square-mile circle of black

| smoke covers the region. No light source is able to operate
| within, and nobody’s eyesight whether natural or magical

B can see through this cursed darkness, with the exception

of a few devout. Brimstone is one of the Holy Lands of the
| Tashrama and home to Traxus, the Red Elder Dragon.
Although impossible to see in this land, the interior is

a hellish inferno. Even for a good distance outside of

| Brimstone’s borders, the air is thick with the smell of
sulfur. Rents in the land emit smoke and superheated

Bl black flames. All of the rocks on the ground are scalding
#l to the touch. Nothing grows in these lands, and rarely

will any enter to visit. Even High Priest of the Tashrama
Pharon Blayda rarely enters, and does so only to keep up

| appearances that he is receiving instruction from the Elder
Dragon within.

The Domed Towers of Ampyer: Near the tip of Cape
Prayer in southeastern Solishairon this is a large gray dome
made from unknown material rising up from out of the
ground. Partway-up one side of the smooth surface is a
small crack just large enough for a man to crawl through.
On the inside towards the middle of a flat tiled surface
of brown, orange, and yellow shapes, are six towers.

Each tower stands at least three hundred feet tall and

is connected three-quarters up by arcing bridge-ways,
forming a hexagon with each tower at an apex. There are
no doors or opening at ground level to any of the towers,
but some figure there must be openings higher up where
the bridges connect. The dome is gigantic enough that the
tower tops are only halfway up to the curved ceiling above.

All magic appears to fail both inside the dome and
within ten feet of the exterior. No one has yet been able
to climb up the highly polished towers to get to the bridge
level in order to investigate the tower interiors. Since the
opening on the exterior is jagged, sharp, and difficult to
climb to, few ever venture inside.

To the best of everyone’s knowledge, the dome was
first seen after the Drowning. There are no records of any
such structure existing prior to the Drowning.

ReGgionaL HisTory

Solishairon has a long history as one of the oldest nations
in the Midlands. When the now lost magocracy of Shyrsa
collapsed thousands of years ago, pockets of civilization
clung together. One of these fragments became the
nation of Solishairon. The ruling family of Joaneir began
a rule that would make it the longest chain of generations
ruling uninterrupted for a single family anywhere in the
Midlands, and possibly Adlatum. The first king, Franko
Joaneir, began his reign after leading armies against the
armies of a power red dragon (many now theorize the red
to had been the Elder Dragon Traxus) during the Dragon
Wars of ancient history.

Over the years, as the rival Kingdom of Isryan grew
in the south, animosity between the powers similarly
grew. War and peace broke out between them sporadi-
cally as centuries passed. Many times the reasons for the
war were as foolish as an insult given at a gathering of
nobles, and some times the reasons were as intricate as a
conspiracy in which money was laundered through false
trade agreements from one nations treasury to the other.
Once around 1498 PD, when Isryan joined the power of a
growing theocracy, Solishairon was attacked as part of a
declaration of the country’s excommunication.

Then in 1250 PD, Solishairon turned its focus against
the minotaurs when a border dispute turned into a full
scale conflict known as the Midland-Etlarn War (Etlarn
joined the fight on the side of the Midlands, against the
minotaurs).
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Things returned to normal in 1032 PD, when Isryan
broke off from the theocracy by ignoring church decrees
and attacking Solishairon on its own, simply to show itself
as an independent state. The Premier of Isryan ended the
war quickly and paid Solishairon for damages done, but
hard-feelings lasted for centuries.

Conlflict between the empires ended when the Canon
War began in 100 PD. The animosity remained, but rulers
from both nations recognized the greater threat and joined
forces against the minotaurs. Both nations” had their
borders drastically altered as fighting fronts shifted. One of
the largest battles in the Canon War was the continuous
seven-year siege against the Joanucian, the capital of the
Solishairon Empire. Towards the end of the siege, , the
minotaurs took a lance named Megonue, the star metal
weapon of Solishairon, from the corpse of King Ranze. Two
days later, one the day before the capital was predicted to
finally fall to the minotaurs, one wielding the dead king’s
own lance, the Drowning ended the war and the city.

Much of the lands that were either still under Solishai-
ron’s control or had been taken by the minotaurs during
the war were sent beneath the waves of the newly formed
Sargassi Sea. The royal family of Joaneir survived only due
to a young Prince Jeorg venturing through a mountain for
a magical legend meant to insure his country’s survival
and the end to the minotaur threat. He found nothing,
but while in the caves, the rock buffeted the impact of the
water. He was knocked unconscious, but when he came to,
he left the mountain to discover himself on a small island
surrounded by water. It would take him a year before he
was able to rescue himself and find the mainland that was
the remainder of his country. The small port village, which
was not a port over a year before, took their prince in and
nursed him to health. Upon coming too, he made the
village, Port Solishairon, his home and the new capital.

The people of Solishairon quickly adapted. They were
no longer the Empire they were before, but they were
not as bad as many other locations in Adlatum. Still King
Jeorg Joaneir had much to do to keep his surviving nation
from ruin. In 14 AD, Isryan began to lay claim to mines
on the edge of the Afanstein Mountains that had been
under the control of Solishairon. The Drowning had vastly
shifted the path of a river that had marked the border of
the nations under a treaty written in 108 PD. King Jeorg
knew the mines were an important resource to Solishairon,
especially during this period of reconstruction. In 15 AD,
the two nations went to war with each other for the first
time in 125 years. In 23 AD Solishairon surrendered,
allowing Isryan to move its control further into what was
Solishairon lands.

King Jeorg was able to keep his nation alive, but it
would be his son Benedek who would get Solishairon
back up on its feet. The economy of Solishairon turned
primarily to fishing and sailing, an odd shift for a country

that had been landlocked. He also met with the Corinesti
traders and lured many into comprehensive deals, keeping
their business close to Solishairon shores. Benedek proved
himself to be a crafty and ingenious businessman who
could out-deal even the shrewdest of Corinesti traders.
Often many walked away from talks with Benedek certain
they had come away with a great advantage, only to
discover they were given a small pittance for a component
in a much larger deal involving other agreements they
weren’t even aware of.

In 141 AD, King Andras welcomed the priests of
the newly founded Tashramadic church. Five years later,
Andras became a mid-ranking priest of the church. Good
relations between Brimstone and Port Solishairon only
late one more year when Andras’ decisions displease the
Tashramadic Council and the king refuses to change
the laws of Solishairon to meet the needs of the church.
Andras dies at sea in 148 AD. Although Andras’ death is an
accident, Andras’ son Petre takes steps to try to keep the |
Tashrama isolated to the areas around Brimstone.

In 300 AD, the Corinesti Trade Wars hit Solishairon
hard. With a vast number of trade agreements being
unfulfilled as Corinesti businesses continued to go
bankrupt. To keep some degree of wealth stored, King
Partrick hired free-lance adventurers to go into the deep
waters that used to be the center of Solishairon’s civili-
zation and find ancient relics not yet collected by the
Corinesti. With the help of spell casters, enough of the
ventures proved to be successful enough for Solishairon to
make it through the economic depression that followed.

Several generations later, the large “church guard”
gathering around Brimstone attracts the attention of Port
Solishairon. King Hanos meets with Premier Eleah Dayne
of Isryan to talk about the threat he sees in Brimstone.
Premier Eleah Dayne publicly supports the church to
Hanos’ dismay. In 351 AD, Eleah Dayne is assassinated.
Her successor, Premier Yulii Nelens, is a cleric of Erraii in
the Tao-Shin. He works with Hanos to publicly speak out
against the Tashrama. For the first time in centuries, the
two nations work together in an alliance.

The ancient rule of the Joaneir family ends soon after |
the Starfall. The Days of Darkness left Solishairon in rubble,
and Hanos’ successor, his nephew Fered, used the state of
his country to pull what money the citizens of Solishairon
had left to build his own fortune. As his country starved,
King Fered and his closest friends became fat and slothful.
In 391 AD, Lord Montegron came to Solishairon and
found the weakened state of the country. Disease and
starvation was rampant. Farmers could not afford to seed
their lands. Oguna were traveling across the border from
the north freely to join the Army of Brimstone. With no
legal authority, Montegron deposed Fered on grounds of
corruption and treason. The people were so happy to have
a real leader within their country, the dukes outside of
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| Fered’s graces handed Montegron the crown. Montegron
tried to refuse the title, but the people of Solishairon would
| not hear of it. Eventually Montegron appointed Duke
Stefan Hendurg as Archduke of Solishairon. The Archduke
| would rule in King Montegron’s place, while he fought to
ll rebuild the entire Midlands.

In 406 AD, the Army of Brimstone attempted

| to depose the Archduke and claim Solishairon as its

own. However Montegron somehow knew the attack

was coming and assembled the armies of Solishairon,
Guiteger, and Isryan. This period of time has so far been

| the only time Lord Montegron used his title as King of
Solishairon to rule its people since he was crowned in 391

Bl AD. Montegron predicted each of the tactics the Army of

Brimstone tried to implement, and what could had become
| the start of a long destructive war was ended in a day. This
win convinced several other Midland nations to agree to
Montegron’s proposal for a central Midland government

' under his control.

Since this victory, Solishairon has become soft. Some

| of the population are convinced that the Tashrama can be

| easily handled and have no concern about the rebuilding

| army. They believe they are in a period of prosperity,
and they do everything they can to better the arts and
| appearance of their cities.

CuRrrent Events

| ¢ The Army of Brimstone has been constructing
trenches, walls, and ships in order to better fortify
themselves. They are convinced an attack is coming,
and the Runesheer watching from affair are worried
that anything, no matter how small, could set off a
full-blown conflict.

& Local authorities are convinced that one or more
refugees from Etlarn are spying on Solishairon for
their home country, but they can't tell whom. During
a quiet investigation a week ago, a masked individual
assaulted one of local guard during the night. The
figure told the guard to turn his eyes away from what
does not concern him.

W ¢ Two-dozen Corinesti are requesting the construction

of a sizable lake away from the Solishairon shoreline

so they may live inland in comfort. They refuse to give
a reason why, but considering the amount of money
they promise to pay the Solishairon government,

the Archduke is entertaining the idea, regardless

of the Guildmaster’s opinions. The Guildmaster

wants someone to hunt through the caves under the
proposed site to see why the Corinesti wish to have the
lake dug at that particular location.

& An Oguna male was arrested and convicted for killing
a man in Port Solishairon while in the middle of an
emotional rage. The Oguna continues to proclaim his
innocence although eight witnesses said otherwise.

Now, two days after the trial concluded in a decision of
guilty, the bodies of two of the witnesses have washed
ashore near Cape Prayer.

MAjoR SETTLEMENTS

Charnod (Large City 24,503): A sizable city just outside
of Brimstone, High Priest Pharon Blayda runs the affairs
of the red branch of the Tashrama here. The Scalebound
“holy man” pretends to carry out the orders of the Elder
Dragon Traxus, but in truth Blayda runs the branch from
his offices and temples in Charnod. Most who living in
Charnod and the surrounding towns are either loyalists
to the military wing of the church here, or mercenaries
and thugs believing that the growing Army of Brimstone
will eventually become a power strong enough to rival
Montegron for the riches of the Midlands. Construction
of Charnod began in 385 AD during the initial build up to
the Battle of 406 AD. Charnod was burned to the ground
after that disastrous campaign, but Blayda had it rebuilt to
show that “his” church would not be so easily defeated in
the long run.

Charnod has few if any of the marks of beauty held by
the cities and towns under the Archduke’s rule. Enjoying
a soft life is not Blayda’s aims, and he makes sure his
growing army remembers that. Almost every building in
Charnod can double for a barracks, and many are forced to
live in shared residences “so the faithful will know whom
they are fighting along side.” Streets are relatively straight
lines running parallel and perpendicular to each other.
Most buildings are made from wooden planks or logs
with the larger ones having stone foundations. Since the
Elder Dragon were exposed, Blayda is often seen in public
without any illusion guising his Scalebound appearance.
“The time for deception has ended.”

Onster (Large City 15,222): Founded as a college
town for the Onster Academy of the Arts, the town
of Onster grew in population over the years as many
graduates constructed their own studios, restaurants,
museums, theaters, and other places of business nearby.
The city’s three and four floor structures are stylized
with statues and relief images. Most are made of marble,
sometimes of varying colors. The beauty of the campus and
the rest of the city are maintained with great diligence and
rival the beauty of Port Solishairon. The school itself now
houses over three thousand five hundred students and two
hundred staff.

Port Solishairon (Metropolis 51,445): The capital
of Solishairon is a vast city with many ornate buildings
over four stories in height. The city has ten miles worth of
shoreline, some of it dedica