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created Man? How famillae are vou with the legend of
the Dwarf hero Hangahar Goldseeker? What should
you do if offered a flagon of Ore ale? All this informa-
tion and much, much men: is to be found within the
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FOREWORD

FOREWORD

The world of Titan, according to i history books, was
created by the gods from a lump of magical clay
dizcovered by the goddess Theofl. In fact, Tilan came
into being in the latter part of 1981, when we were
wearing our quills to the feathers, working furiously
ot The Magic Clirest.

Tie Magic Quest was the current working title for a
project we had begun in August of bt vear - and it
was a fitle that neither of us could bear! But after
endlezs debales we stll could not agree on another
tithe for the book. Finally, a compromise was reached.,
Iaw, who had written the first part of the book, had
mentioned in the opening paragraph that the whole
adventure would take place in Firetop Mountain,
Steve, whowrote the final part, had made the ultimnate
battle one with a powedhal sorcerer, Zagor the
Warlock. On the day that the book was handed in, the
fial tithe was agreed: The Warlnek of Firetop Moiciefain.

Thus Firetop Mountain was the fiest location in what
was o broome Allansia. [Ewas followed by the Forest
of Yore, the Vale of Willow and Craggen Fock from
Crbadel of Clezog, and Dackwood Forest, Stonebodge
and Yaztromio's Tower in Forest of Doonr. The existence
of Allanata itself was formally announced In April 1984
when the first edition of Warloek magazine was
published. Now a collector’s item, Warlock 1 featured
the first map of Allansia ever released,

Simce then, the map has been expanded. Mow there
are mot one but Hrree continenits in the Fighting Fantasy
world of Titan. lam, and to a lesser extent Steve, has

continued to develop Allansia, All of lan's books
except one have taken place in the norh-westemn
comer of this contiment. The Ol World comprises
Kakhabad {the land of Steve’s Sorceryl], its sueround-
ing kingdoms and Gallantaria, from The Tasks of T
balmr, The third continent, Khul, is largely unexplored,
with muech work left to be done to chart its unknown
reaches,

But since that day in 1981, the world of Titan has been
alive for bath of us - a retreat from everyday life into
another world, a world in which we have effectively
been Cameshiasters in a huge global fantasy role-
plaving game. We have enjoyed developing the
legends, lore, rumours and plots of the adventures,
And we have chuckled at the tricks and traps we have
st for our readers. There i3 Good and there is Evil;
thera i8 Law and theoe is Chaos. But like the Trickster
Gods, we have striven 1o ensure a balance in the
warld . ..

The task of collating the infoemation contained in all
the books based in Titan has fallen on a fearned scholar
whose excellent work on Out of tre Pit makes him an
ideal candidate for the job - Mare Gascoigne. Mot only
has Mare had to extract information from nooks and
crannies throuphout all the books = and aome of this
wad hiding in the most obscure places — but he has
effectively had 1o assemble U Into a gort of
Encyclopedia of Fighting Fantasy. The result is Titen -
The Figlhting Fapbesy Worlid and we would like 1o con-
gratulate hirn on his labodows work. Ttis an invaluakble
aid to adventurers the world over,

"su‘f—?




WELCOME, BRAVE ADVENTURER!

Weloome fo our hamble treatise on the wide and
dangerous world of Titan. Within its covers you will
find much that will prove helpful to vou az vou cleave
your way across wild lands in search of fame: and glony
v« and treasurel With the help of all the information
crammed into this eszential work of ceference, vou will
finally be cquipped to fulfil your desting as a hera,
fighting for the Forces of Good!

Tou will find geography — masterful charts and draw-
Imgs of all the zeltled and nod-zo-settled lands of Titan,
¥ou will find maps of the OId World, home of civiliza-
tion and of learning; of Allansia, savage land of
sozcerers and barbanans; and of Ehul, which we call
the Dark Continent, the wasted birthplace of Chaos.
We will show vou plans of Elven villages and Dhwarf
citadels, of rank human cties and rat-infested Orcish
caverns; there is even a portrayal of 2 citadel of the
terrible Snake People of the southern degerts, We have
stopped ab nought to bring this awesome information
to you!

Woe will present you with a history of this cruel warld
of ours, slarting with the very creabion of the many
races and the releasing of Time into our world, tobring
death to us all. We zhall take a stroll through the
Celegtial Coud, and introduce you to the many gods
and goddesses who foy with us in all our daily activl-
tes. Then we will walk the face of our planet to peveal
to you the forefathers of our lands, the legendary
heroes and the dastardly villains who shaped our
wotd. Shudder as the foul spaswn of Chaos itself rears
from the perverted ground, intent on swallowing the
whale world in its toothless maw! Cheer as the Forces
of Good drive the revolting armies back into the
ground to fester and decay!

But what of the world today? We shall introduce you
o all the main races, from the dour Dhwards fo the
ancient Elves, and from the inscrutably evil Snake
People to the crude and inhuman Ores and Goblins.
Wewill revensl secrets of the world's most evil men and
their allies — and of those few brave souls who would

oppose them. We will show vou tradees and mer-
chants, craftsmen and innkeepars, and many other
notables, whom you may even have the luck to meel
on your own advenbures,

From where has all this information come, you ask?
Well, warrior, it has been compiled over many, many
years by a great number of sages and scholars from all
corners of the world, We have wandered far and wide,
poking our collective noses in everywhere we could,
im search of new and revealing information about this
complex world of ours, And now, after twelve years'
compiling all our nodes into one volume in the Halls of
Learning in Salamonis, we present our masterplece to

VoL

For any stay-at-home types, it will perhaps offer a
glimpse of something different, and show this world
of ours in all its glory and mystery. You will leacn’
many things from the pages which follow, both useful
and trivial. Who knows, it may even persuade yins
that there are more things to life than ploughing fields
or selling your wares in the market-place,

For you adventurers, however, we con guarantee that
it will prove an Invaluable guide throughout yous
travals, no matber how far they may lake vou. There
are 3 great many dangers in this world, but with the
help of this velume you should be as prepared as any
man or woman could be, We begin, just over the page,
with what we believe is the first map of the whole of
Titan to have been seen outside of the learned enclaves
of Salamonis, Kaynlesh-ba or Roval Lendle. 1t shows
Allansia, Kakhabad and its sumrounding lands, the
mystetious continent of Khul, and many isolated
Islands which have been discovered and named only
recently. Do not be alarmed by the size and extent of
the lands of Titan, however: you will never nead 1o
Jeucney far to fnd adventane!

So, brave adventurer, turn the page . .. and may the
gods in thelr wisdom ensure that you find all that you
seek!
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12 TITAN — THE FIGHTING FANTASY WORLD

THE WORLD OF TITAN

Allansia, Land of Danger

Let us start our juwmey across Titan with the most
notorlous of all lands, Allansia. [t may offer the
greafest prizes for a daving, ambitious adventurer, but
it alzo offers the greatest dangers. Theoughout the
land, the Forces of Evil are drawing together, growing
ever strongers in the sorth, corrupt humans being
forth wild magic into the world, knowing little of what
they are really doing: and creatures are sticring in the
southern swamps, things that will ultimately affect all
af Allamska. For these reasons, if for no others, yon
should study Allansia in fae more detail than other
lands.

Crripinally, "Allansin® was gimply the natme of one
small part of the great confinent, the extreme western
areq bebtween the leefinger Mountains and the noeth-
em reaches of the Desert of Skulls, Tt means ‘the
Teeming Flaing’ In a very ancient, much-corrupted
Elven tongue, for the land has always been covered
with a multitlude of races, each fighting for dominance
over the tiny ¢ormer of the continent. In vecent cen-
turles, however, the name has come bo mean the entire
Iandmass, from the Dragon Beaches o the Strait of
Knives, from Kaynlesh-Ma and Arantis to the Jeebarg
Straits. Meverihaless, when most people speak of
Allansia, they still mean the small pocket of life cower-
ing, alongside the northem shores of the Westem
Cloean, dominated by the unholy vermin-pit that is
Port Blacksand,

Blacksand is a relatively new city, built on the ruined
docks of an earfier and much larger city completely
destroyed and abandoned in the vears following the
catachysmic War of the YWizards, Because of the ruins,
however, and because [t is situated at the mouth of the
Catfish Fiver, apother settlement quickly grew up
among the ruins of the old. Unlike the earlier city, the
new one was not designed as spacious and geometric,
but is a ramshackbe heap of wood and stone buildings
piled high on top of one another, a haven for thieves
and brgands, pirates and cut-theoats who prey on one
anpther and on more innocent citizens. The city is
ruled pver by the mvsterious Lovd Azzur, a fyrant
known both for his great ruthlessness and for his
quirky acts of ‘charity’. We shall return to Blacksand
and Azzur in more defall later. Suffice it to say at this
point - beware Blacksand!

This corner of the continent 15 wild - mostly rough
moodand interspersed with hills and tangled forests.
Its climate waries considerably from sticky, sweaty
sumimers to frigid, snow-bound winters, with many
days of torrential rain or sunshine in between; despite
the best attempts of sages and weather-mages, the
weather In Allansia remains annoyingly wnpredict-
akble, The land is bounded fo the north by the frozen
peaks of the loefinger Mountaing, which manage to
shelter the lands from the colder gusts which billow
down from the Frozen Plateau nearly a hundred
leagues further north across the ice plains. The Ice-

finger Mountaing are 3 desolate place, inhabited by
wild creatures like Yeti and the subhuman Toa-Suo.
The only humans who venture this fac nocth come in
search of skins and furs, if they dare comie at all.

THE SETTLED LANDS

The southernmost boundary of the foothills of the
lcefinger Mountains is marked by the wide River Kok,
which bangs trading barges and galleys downstream
from the strange ity of Zengis bwenty days upstream,
to the thriving town of Fang, capital of the province of
Chilang Mai, Fang is a prosperous place, ruled owver by
the devious Baron Sukumvit. Every year the locals
make a monetacy killing from the many visitoes who.
arrive for the Trial of Champions, a vidous death-test
mun by the Baron with a prize of 10,000 Gold Meces for
the warrior whao can surrive if, but for the rest of the
year they earn their money by extracting extortionate
river taxes from the fraders who pass upstream and
downstream.

Beyond the River Kok, the Pagan Plains stretch for
miany, many days, dotted with the zmall zeltlements
of simple peagant folk. The north-eastern corner is
watched over by Firetop Mountain, whose summit,
coloured red by strange plantz, once made people
beliave gt was a volcano, Beneath the mountain, there
is rumoured to be a sublerranean dungeon complex,
ruled owver by an evil warlock, though some locals
swoear that he is now dead, killed by a fearless adven-
turer. {If 2o, wou may have to look elsewhere bo make
your fortune!)] Heading further south, we ardve at
Stonebridge, o Dward town famous both for its mines
and for ils rumbustious leader Gillibran, whose
legendary magical hammer returns o the hand of the
wielder when thrown! The Dwaels of Stonebridge are
friendly towards adventurers, preferring to vent their
anger upon the local tribe of Hill Trolls, with whom
they have been warelng for many decades.

Heading south, we cross the Eed River {so called
because of itz colowr, which comes from carrying red
soil from Hs source high in the lonely Moonstone
Hills}, and immediately find curselves im Darkwood
Forest, a wild and dangerous tangle of trees and
brambles which stretches away southwards, It is
bisicted by the Catfish River, which Aows on down to
the sea at Port Blacksand. The forest i home to & great
tmany evil coeatures, and a prominent local legend has
tong told of a large city of Dark Elves In caverns deep
beneath it It is cerdainly frue that hunting partics of
[Yarkside Elves roam the forest after dark, burning
isolated farmgteads and abducting humans, presum-
ably to be their slaves,

The lower reaches of the Pagan Plaing are windswoept
and less hospitable, for they open out at their eastern
end to the Windward Plains, and thence to the Flat-
lands, an enommous ares of grassland and steppes
which stretch all the way to the Sea of Pearls, far, far
away on the other zlde of Allansia. There are fewer
setibers on these lands, and a traveller would be hard
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14 TITAN = THE FIGHTING FANTASY WORLD

preszed to find a frendly face undl he reached the
safety of the ancient Forest of Yore and the walled city
of Salamonis, which is almost as old as the forestand is
situated on the banks of the fagt-Aowing Whitewater
River, where it uns through the Vale of Willow. The
forest is many thousands of vears ofd, and the half-
Ebven tribes whao live within its eaves speak guardedly
of its many ancient gecrets. Salamonis itself was bt
before the War of the Wizards, By the scale of such
matters in those days, it was Iitle more than a small
walled citadel, but to the present population it is a
solid, ancient city. It derives its name from the
Salamon lne, who have always ruled over the cliy.
The present king, Salamon LY, is renowned for his
ancient library, which is zaid to conlain many lmpor-
ant documents relating to carlier ages of Allansia, but
also for his laxness In allowing the Craggen Heights
and Teolltooth Pass to become overrun with Oy,
Guoblins and worse creatures,

Trodltooth Mass is the frue gateway inke Allansia, for
beyond it lie the Windward Plains and the Flatlands. [t
is a dangerous place, only three leagues wide at its
narrowest point, and bounded by the Moonstone Hills
and the northern reaches of the Cragmen Heights, bwo
ranges of inhospitable highlands which give shelter to
all manner of human-hating races. Alongits length are
the ruins of watchtowers and forresses, built by
various Iocal rulers through the centuries in an
attempl o fortlfy the pass agalnst intruders. At one
point, there are the remains of 3 massive wall, which
stretches for pethaps eightleagues, fortified every two
leagues with massive (and now crumbling) gate-
houses, before petering away into the scrubland, The
ruing are haunted by the ghosts of the thousands of
warriors who at one time o1 another gave their lives o
defend this narrow strip of land.

THE FLATLANDS

When an Allansian wishes to express the size of
something so big that it cannot be lmagined, he siply
says “as wide as the Flatlands', The gently rolling
plains stretch for many weeks' ride, spanning an area
far larger than that of old Allansia, uniil they slowly
dip down o the shores of the Sea of Pearls on the other
side of the continent. In comparison b the Pagan
Flaing, they are sparsely populated, but humans and
ofher beings do live there. BMany small tribes of
nomadic horsemen roam the wastelands, setting up
their villages in one spot for no more than a few days,
before moving on. They are short, sallow-skinned
people, with slanting eves and coal-black hair, Horses
tun wild on the Flatlands, and worse creatures too;
both are hunted by the iribezmen, who are experls at
wiglding bow and lasso from the backs of galloping
horses. The tribes could offer a great threat 1o setiled
Allamsia if they were ever brought fogether as a single
fighting unit, for they are hardy warriors; but they are
proud people, fiercely loyal fo their particular brlba,
and it would take a great power indecd to unite them
Againzt other peoples.

The Flatlands are intermittently crossed by trading
caravansg frot Zengiz, which skirt the safer northern
franges of the plains on their long journeys to the city
ot Gardath, and from there on to ice-bound Frostholm




and the dties of Fangthane and ¥ynheim. Sardath i3
an alarming city, buill on stilts over a lake, which is
itself squeezed procadously between bwo sheer moun-
tain peaks. It is inhabited by the mugh men and
Dwairfs who built the cty a lew centuries ago to house
them while they exploited the many resources of the
inhospitable region. Morth of Sardath, in the foothills
af the Freezeblond Mouwntains (know to the Deearfs
as the Kalokir, or “Wall of the Gods'), gold mines
penetrate deep inte the earth, trappers hunt bear,
anow-fox and rarer creatures for their laxurdous peles,
and lumbecjacks work imber from the thick forests. It
is & rough land, and it takes its toll of even the
strongest, but the rewards are great for those who an
survive,
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FROSTHOLM

Further north still is Frostholm, a land of mountains
and fjords inhabited by a race of hardy, broad-
shouldered humans who live alongside Dwarfs in
their stone and timber settlements. Vynheim is the
only major settlervent in Frostholm, though every
inlet uf Bjomgrim’s Sea (named after an ancient giant-
slaying hero) is dotted with farmsteads and small
villages. The cty perches on a plateau overlooking
Yynfjord, from where boats set off for the open oozan
beyond the Giant's Teeth, even as far as Gallantara
acrogs the Oeean of Tempests, The peaple of Frost-
holm are strong sailors and doughty warriors, for they
have had their share of conflict, espectally in the
legendary wars against the Frost Giants which once
dwelt im the Kalakdr — wars which are celebgaled in
songs whenever the people get the chance!

The Dwarfs, for theie part, cespect the northinen as
great warriors, and there are many links between the
two races. However, there are zome things which the
Dwearfs will abways keep to themselves, and for this
reason o human has ever entered the great citadel of
Fangthane. Ruled over by King Mamdrkill, Fangthane
is revered by Dwarfs from all lands as the focus for all
Crhwarf peoples. Carved from the inzides of a mountain
i e Timee of Legends, while the first humans were
still learning how to throw rocks, it is truly one of the
wondees of the world.

SHABAK AND THE SOUTHLANDS

Far away zouth acrosz the Sea of Pearlz {a curlous
narme for a wild, stormy gulf whers no man has ever
dived for oysters!), the small principality of Shabak
thrusts out indo the Ceean of Tempestz, perched on e
peninsila which is part of 2 much-feared stretch of
coastline known as the Storm Coast. Gales blow acrass
the poean from the east, bringing hurdeans winds and
whitling tornadoes which batter against this side of
Allansla like the hamemer of an enormous Glant.
Shabak itself consists of little more than the single city-
state of Bakulan, which hides away on the western
gide of the Shabak Peningula. Littke i3 known of this
land, save that some of its merchants occasionally
trade with the subhuman peoples who dwell In the
Plain of Bones further inland.

The Plain of Bones i3 another desolate, wind-swept
land. It is bounded to the nocth by the baking Flnin of
Bronze, to the east by the Impaszable Bay of Storms, Lo
the south by the uncrosgable Mountains of Goef, and
to the west by the Swamplands of Silur Cha, known
throughout the south as the domain of the Lizard
Men, The Flain of Bones takes its name partly from the
dinosaurs which roam across it, and partly feom the
primifives who hunt them, Oneoe, maybe, there was
civilization here — at any vate, occasional ghost-haunt-
e rains of small setements and fortifications dot the
plains —but that must have been many, many hifetimes
ago, for now there are only the dinosaurs and their
hunters,

Further south still, beyond even the Mountains of
Grief, a few small communities cling precanously to
the coast around the Glimmering Sea. lzolated from
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Fengthene Criade

the other civilized parts of Allansia by the mountaing
and the plains, and visited by few merchants from the
far north as a result, they have not grown moch
beyond tiny city-states, ruled over by dynasties who
occasionally trade with one another, and occasionally
war with one another, but who never influence the
rest of Allansia, Little is known about these lands by
the scholars and sages of the north,

SILUR CHA AND THE SWAMPLANDS

Thick jungles and swamplands line the wide Gulf of
Shamuz, making It a perilous place for any adven-
burer. Bven worse, they mark the full extent of the
Lizard bMan Empire, an evil doimain which is slowly
threalaning to spread out across the face of the south-
lands, The enstemn part is known to us as Silur Cha, a
Lizard Man term which (very approximately) means
‘Home to the Supreme Majestios of all Lizards’. At the
heart of the swampland there is the unholy city of Silur
Cha itself, which is indeed home to the Lizard Man
emperors and their human-hating followers. Except in
the scoyving pools of sorcerers, o human has over seen
Silur Cha and Hved to tell the tale, for Lizard Men hate
all intelfigent life and will allow nothing to cross their
swamplands — as if anyone could! The swamplands
thermaelves cover an area almost equal in size to the
Fagam Plains, and are Inhabited by giant snakes,
crocodles and, of course, the Lizard Men themsalves.

The northern extent of the evil Lizard Man Empire is
currently spread alomg the Yymorn River, at the
mouth of which stands the besieged city of Vymoma,
For six years now, the city has bren cut off by the
inhuman troops, who have slowly pounded away at
the walls until they have reached the inner fortifica-
tons and the keep. Vymoma is an old city, boilt o
withstand a great deal, but its back i3 broken and its

people canmot hold out for much longer, Over the six
vears, a few brave warmors have attempted to escape
the city in search of aid, but none kas ever made 1t all
the way across the Snakelands or the Desert of Skulls,
so ne aid has ever been sent.

When Yymorna falls, as it surely must, the Lizard Men
will find that they are opposed by the equally vile
Caarth, the Smake Peopla who dwell in stone cities
excavated on the fringes of the Desert of Skulls known
as the Snakelands. Bven if they win against them, the
Lizard Men will simply be faced by the endless wastes
of the Desert of Skulls itself, Unless, of course, thelr
attention twms to Avamlis. ..

ARANTIS AND KAYNLESH-MA

Just south of that streteh of the Wastern Ocesn known
a5 the Firale Coast, the city of Kaynlesh-Ma guards the
head of the River Eltus, as capital of a land called
Arantis, The peaple of Kaynlesh-Ma are strange,
being highly religious and learmed, but also hard-
working and physlcal. The city and the land e
governed by the Chrerpriest, who = widely believed
by his subjects o be the incarnation of 2 messengas of
the pods, and is therefore treated with incredible
deference and loyalty by his subjects. The pricsts of
Amntis are known for thelr leaming, even in ald
Allansia Ear to the noeth, but cven more farous are the
exofic spices, oils and cloth which merchants bring to
the northern lands. Gallays regularly ply up and down
the cowst from as far away as Fang - making them ideal

prey for the pirates of the Bay of Elkor and Blacksand
itzalf!

Mot for nothing is the stretch of water around the Bay
of Elkor known as the Pirate Coast. While the two
cities which face each other from twin peaks at its
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saaward end, Halak and Rimon, are nol especially
aligned to Bvil, they are havens for thieves, pirates and
gamblers, though most of these have their hideouts
among the many inlets of the bay itself. Every sooflen,
the piracy gets 8o bad that the powerful merchants of
flie three cities force the mlers into actlon, and for a
few weeks the pirates are driven underground -
maybe a fow are actually caught and hanged. But
when the fuss dies down, a5 it always does, the pirates
re-emerge and continue their dastardly trade ag if
nothing had happened.

-l 8
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Morth and east of the Bay of Elkor there is only the arid
expanse of the Desert of Skulls, which stretches as far
as the mind can imagine, Within these endless wastes
great treasures are rumoured to be hidden among the
ruins of cities like the legendary Vatos, but few adven-
turers would be zo foolish as to try fo cross them
without an pverwhelmingly good reason. Even the
rampaging Lizard Men may have some difficulty
adapting to the seacing heat of this waterless wilder-
pess, Around the nocthern fringes of the Desert of
Skulls, traders and nomads trek on camels, bringing
goods to the few settlements of the northern edges of
the Plain of Bronze, but they do nof go far inlo the
desert, for they know how inhespitable it is,
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Presasing on further north, the desert tumns into Lhe
broken wasteland of the Southern Plain, which gradu-
ally leads back into setthed Allansia, where we started
aur journey. Much of Allansia is uncivilized and very
hostile, and i st be sald that there is as much
adventure to be found in this corner of the world as
any other - which is perhaps why so few adventurers
need ever cxplore the wordd bevond Trollteoth Pass
and the Southern Plains,

GARIUS OF HALAK

The greatest pirate of all those who ply their deadly trade along the Pirate Coast is Captain Carus of Halak. H|
He learnt his trade in the setvice of the feared Captain Bartella before setting off in his own ship, The Deall’s
Heaid, to bring fear and terror to all seamen of Allansia, both merchants and pirates alike - for Garius does
ot cere whom he attacks, as long as it brings in gold or precious cargo, He has a secret hideout somewhere
along the coast, but is nommally to be found in one of the many taverns in the dockland quarter of Halak - l

when he ks not out on the high seas in search of a heavily laden galleon, that is! ‘/&
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The Old World

The people of Allansia often wondered what lay across
the Western Ocean, that vast rolling expanse of
manster-Infested water which stretched as far as the
eye coubd see, Some zaid that the ocean just went on
for ever, and a ship would sail until its erew died of
starvation and thirst, without reaching land, Others
said that you would travel for weeks and weeks, never
sighting land, wntl you sailed over the waterfall at the
end of the world! But some had heard legends which
said that Allansia was once joined to two other con-
tinents, which were split apart by the gods for some
terrible crime many, many centurics ago, They knew
that out thers somewhere was another land, though
what it was like they could not imagine.

Eventually, however, brave maciners did make the
crossing. Sailing due west for many weeks, with
dolphins dancing around the prow and flying fish
slkimming by their side, they finally caught sight of
land - and what a land! The first sailors from Allansia
to visit the Old Waorld, as itz inhabitants called the
landmmass, landed near Arkleton, the capital of Ana-
land, where they were received by the king, Scholars
were eager to learn about the second continent, which
they had long suspected to exist. The sailors travelled
across thie whaole of the continent, being shown the full
exteni of the land they had “discovered”. Moreover,
when they came to Pollua in Lendleland, they met
matiners from yet another continent, who had made
the long and perilous vovage across the Ocean of
Serpents from Khul. Eventually the sailors returned to
Allanala, where they at onoe declared what they had
discovered to scholars and anyone else who was
interested. Mow metchants and adventurers make the
crugaing quite regularly, with perhaps two boatsa year
taking goods and travellers to the continent, which
ironically they called the Mew YWorld for a while, until
its real name was known!

The Old Wodd is a land of contrasting regions, from
the lush grassy plaing of Lendleland to the unscalable
peaks of the Cloudmp Mountaing in Mauristatia. Iis
prople live mostly from the land, but it hos many
larger sctilemnents as well, for U escaped the
cataclysmic wars that have kept the other continents
from attaining true cvilization. Some of the kingdoms
of the Old World have not reached their full develop-
ment, but just about all of them are more sophisticabed
and civilized than anywhere In Allanzia or Khul.

FEMPHREY, CHALANNA'S LAND

The maost important land at the moment is Femphrey,
a wealthy kingdoin on the western coast of the con-
tment. It is a flat, fertile country of grassy plains
crossed by many rivers and sprinkled with small
clumps of old woodland. Ik people are ruddy, brown-
skinned folk who abways seem to be laughing and
smiling with the joys of Ufe, though this was not
always the case, Many vears ago, Femplrey was a
ponr and lawdry land, its soil modemately fertile bt its
people glum and unenthusiastic. Its decrepit capital
Fernis, situated near the const on the mouth of the
Femmis River, was rapldly crumbling around the cars
of the king and its poverty-stricken merchamnts.
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Bt all this changed when Eing Chalanna found the
artefact known as the Crown of Kings. This magical
symbol of neleeship made him wizse and chadsmatic,
and he quickly inspired his people inbo cevitalising
their country. Within the space of just a fow years
Chalanna had worked wonders. The caplial city was
tom down before it could fall down, and a brand-new
one was bullt in its place from the proceeds of the
nation's new prosperity. Mamed Chalannabrad after
its miost famous resident, it is a wide, open city, with
pleasant freelined avenues running bebween large,
wiell-built houses and dean parks and public squares,
and stands at the mouth of the renamed Chalanna
Hiver.

Fromm its Impressive docklands, ships sail out Into the
sirange Eclsea, a mystedous place which takes its
name from the Great Eels which live there, thoughitis
alges hoone to Serpents, Sea Deagong, the huge homed
Bulbwhales, the mythical Decapi {frightening, intelli-
gent, tendegped creatures found nowhere else on
Titam), and worse, As they seb out o travel up or down
the coast, or mevely Lo fish, every boat and ship
ensures that there is a fully qualified naval sorcerer on
board . . . justinm cazaf

At the other end of the Chalanna River lies Crystal
City, a wonderful place built entively from crystals
dredped from the inteiguing Crystal Lake, Hot springs
beneath the surface of the waters keep them very
warmy; somelmes, when the spelngs are very active,
the water of the lnke acually boils, The Eiver of Fire
which feeds the lake springs from the slopes of an
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active volcano high among the peaks of neighboucing
Maurlstatia, and belngs strange minecals to the lake,
These react with the steaming lake and form crystals
which are mined by the people of Crystal City, and foa
lesser extent by those of Romtuna.

LENDLELAND

The people of Lendleland are very jealous of those of
Femphrey in many ways, Their mining operations in
Crystal Lake are nothing like as succeasful as those of
the Femphreyans. The capital city and chief port,
Follua, is small and run down, and the fishing
pgrounds off iis coast are naot a3 rich as those of the
Ezlsea. Its people are poor and superstitious. Much of
the land is inferfile prazsy plain, suitable only for
beeeding wild hoeses (which admittedly make the best
miounis in the world), In the eastern hills, rebellious
barbarians still make raids on the other country, to
Lendleland's etermal shame.

Their dissatisfaction came to a head in a very petty
dispute with Femphrey over who actually owned the
Siltbed River, which Aows out of Crystal Lake and
marks the boundary of the two nations. Afler many
vears of squabbling, Chalanna the Reformer in his
gracious wisdom granted Lendleland full rights to the
river, and at the same time lent them the awesome
Crown of Kings. This tremendous gesture of peace
was heartily welcomed by Lendleland: there was even
some falk of the bwo kingdoms mecging under the
point rule of Chalanna himself, But in fact the riveris a
poor prize, [t has a thick sity bed and s tidal, sothata
preat many boats and barges regulady line its banks
waiting for the high tide to foat them off again. Tts
waters are alsa filthy with evinerals and waste from the
Crystal Lake, and they are not fit to drink. When the
Crown was passed on to Gallantasia after four vears,
the people began to see Chalanna as an opportunistic
swindler, and the old equabbies started again.

ANALAND AND THE EASTERN COAST

At the far eastern end of the Anvils of the Gods, the
land drops sharply down towards the country of
Analand, where it B immediately blocked by the
enormous Great Wall of Analand, built to check the
raids of unmuly barbarians feoim eastern Lendleland. Tt
was a foolish gesture to attempt fo build 2 wall arcund
an enfire kingdom, however, and the project was
abandoned with several large sections missing, before
the country bankrupted itself and the king was
deposed] Today Analand is a pleasant Land with hard-
working and honest citizens, In the southern part,
known as Far Analand, spices and strange plants are
grown, before being carvied and shipped all over the
continent by merchants and ships from Gummpaert.
Most of Analand’s citizens live in the broad plain
which runs north from Lake Libra. The lake is revered
a5 2 holy site of great importance, for it is said that the
goddess of justice, patron goddess of Analand, once
appeared 1o a sick man on the lakeside and cured him
of his ills. The lake is now ringed with the monasteries
of many religious groupa; pilgrms iravel to Libra from
all over the land. At the far end of the fertile plain, on
the banks of the Goldflow River, lies Arkleton, capital
of Analand and home b its king, The bver has its

source in Goldwater Lake, which lies some way to the
north. The lake ls vich in metal ores, and fine particles
of ore can actually be seen floating in suspension in the
water! The town of Scarton on its shore recovers the
gold and the other metals, and refines them into the
ingots which give Analand much of its wealth.

THE VERMIN-FIT

Kakhabad i a wild land, populated by thicwes and
brigands, monsters and evil inhumans, and many
other outcasts from the rest of the warld. It is a land
tainted by the touch of Chaos, which once festered
here, and a place of wild magic and strange natural
phenomena. Atits centre lies Kharé, known affection-
ately as the Cityport of Traps.

City it certainly is, though a more disreputable,
scummy, violent, ramshackle ewcuse for a dty you
could not imagine. Port? Yes — despite being close on a
hundred leagues from the stormy Eakhabad Ses,
Fohardé is linked by the wide Jabajl Rlver, which carries
boats, barges and even large ships all the way from the
sea to Kharé itaelf, where they meet with other boats
bringlng fish downstream from Lake Lumls to the
nosth, And the traps? Well, unfortunately, these alao
enist, in great numbers, They were Introduced by
some of the more Lawiul cltizens in an attempt at
protection from the great many thieves and muggers
who infest the cty, but the plan backfired somewhat,
for the Lawiful citlzens did not tell one another where
their own traps were! Mow everyone moves about
carefully, sticking to parts of the city they know and
avoiding strange streets and alleys,

Beyond Khard, there are the flat plains of the Bak-
lands, strange barren wastes where Mature's pro-
cesses gre perverted and conteolled by the powers of
Chaos, which seem to emanate from the land liself!
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Pecullar plants dwell everywhere; streams bubble as
they boil, or creak with slabs of Aoating loe; bizaree
creatures wander its rocky wildernesses, You will
need all your wits aboul vou to cross such an
unnatural place, Beyond the Baklands, the land sises
sharply to High Xamen, where the demonic Arch-
mage has his fortress, The heights are home to deadly
aerial races such as Bird Men and Life-Stealers, but if
vou manage to crss them you will fnd yourself in
Ruddlestone, the first of the northern kingdoms,

THE LANDS OF THE NORTHERN
PLAINS

Buddlestone is a small, rather peouliar place, where

people of many different philosophies rub shoulders

with one another. The main ruling faction 5 the
| raligious one, which has a decidedly military bent to it,
| because of the conbinual wars with nelghbouning

Brice. It was these wars which forced the people of

Buddlestone Lo build the mazssive Demonkeep Out-
I post on the edge of the mountains, overdooking the
maln approach to Drice near the Dagga River which
marcks the border. It is permanent home o a gardson
of a thousand wardor-priests. At the other end of the
kingdom - and directly opposed to such warlike
organization — there are the ports. Harabnab & peace-
ful enough, home to all Lawful adventurers and
sailors; but just down the coast les the Pord of Crabs,
haven to every pirate for fifty nautical mikes, who prey
constantly on the shipping of the coast. Ruddlestone is
& strange land to combine such opposites!

- e

Pirates also raid the coast from the distant City of

Mazes in Brice. The kingdom of Brice is very warlike,
| perpetually disputing with surrounding lands the

extents of its shifting borders. It does this, quite
| swimply, becausze it has few natural resources of itz
own, [ts dictatorial leaders keep the people occupied
in always preparing for war, centring theic activity
around the capital, the Forbidden Forlress.

To Brice's west lies Gallandarla, once the most impori-
ant land in all the O0d World, and & land with a rich
history. It has had a turbulent past (mostly becanse of
the yearlike ambitions of Brce and the tnhabltants of
the Morthlands), but has gradually settled down a
little. His capltal, Boyal Lendle, is home to many sages,
who spend much of their fime sifting through the nch
archives of the ruling family’s libraries in search of
more coherent infocmation about the past of their
continent, Gallantada is generally a peaceful land of
peasant farmers and more wealthy townsiolk, though
disturbing things still lirk on its boeders. The heights
I of the Witchtooth Line, which divide it from

Femphrey, and the Cragrock Peaks, which mark the
country’s northern border, are home to all kinds of
outlaws and strange sects, who may one day become
strong enough to threaten Gallantaria itself.

The Old Wordd is a more settled and more cvilized con-
tment than either Allansia or Khul. Gut there are still
many threatalurking in the wilder areas, and Kakhabad
as a whole is as dangerous a place as you are likely to
I And anywhere on Tlan. Do not think that a Udle civiliz-
ation can hide the extreme pedl of a land where Chaos
once ruled and where it threatens to rule againl

+———I




2! TITAMN = THE FIGHTING FAMTASY WOHRLD

Khul, The Dark Continent

Steer a ship out of Pollua in Lendleland, and head
south-west by the light of the Dragon Star, Keep on
umtil it vanishes below the horizon, at about the same
time as the land behind you disappears, and you will
find yourself salling In unfamiliar seas vnder foreign
stars, Stick true to your course, though whales and
dolphing dance around your prow, and stranger
creatures rear out of the water to see how edible you
might be, before sinking with hardly a eipple, and in
pethaps sixky days or so you will sight land again, A
vast, mountainous coastline will grow neaver and
nearer untt it towers over your frail craft, with no sign
of any inbet or bay to case vour journey. You must sail
around the coastline for bwo or three more days before
you will Aind somewhers to beach your craft and atlast
set foot on Khul.

When the world was still forming, many millennia
before the first men set foot upon its surface, Khiland
Allansia were joined by a narrow land-bridge, which
later separated, as the two continents drifted apart, to
create a string of Islands. Over the centuries much has
happened to the faoe of the world, and most of these
islands have now sunk beneath the waves, allowing
the ncean currents fo grow stromger and stronger, and
creating the all but impassable Ocean of Tempests
which now szeparates Allansia from Khul. Many
begends and improbable sailors’ stories surround
attempiz to cross to Khul, including hair-ralsing tales
of Sea Giants emerging from the water to 'play” with
boats inm scaly hands the size of archery fields, and of
manta rays of even larger dimensions which skim
along the surface af the water, swooping above it for
short distances before gliding back into the water,
their mouths wide open as they dredge for fish and
other food - incuding unfortunate ships! Whatever
the real truth behind such stories, it is certain that few
gailors would ever dak their lives by trving fo cross to
Fhul from Allansia,

The Ocean of Serpents which divides Khul from the
0d World is a safer cxpanse of water, but since there
are few poean-going sailors in those lands the journey
has rarely been attempted. Those who know of Khul's
existence hesitate before trying to cross the Serpent
Ocean, though — desplte fts mame — jt offers few
dangers lo an experienced scagoer, The crossing to
Ehul becomes difficult only when you finally arrive at
your destination, for the eastern side of the continent
is rocky and mountainous, and the only true ports ane
sltuated further around the cosstline, on the north-
western and western coasts,

Thase few Allanslan scholars who know anything of
Khul's history or geography call it the Dark Continent,
though even fewer are able to atate exactly why it is
called by such & name. In fact the name comes parly
from the physical make-up of the most settled parts,
where the rocks and earth are a very dark black colour,
and partly because of the tremendouws wars against
Chans which took place in the centre of Khul while
Allansia was In the bloodied grip of the War of the
Wizards. We will return to the War againat Evil and
the Battle for Mankind later, when you will learn more
of the ancient history of this troubled contlnent. For
now, let it be said that any adventurer to Khul must
kraowr of, and beware, the Wastes of Chaos and the
Battlegrounds.

THE WASTES OF CHAOS AND THE
BATTLEGROUNDS

The hearl of the Dark Continent was once very dif-
ferent to what it is today. [n anclent times it was a
mugged but fertlle region, with pleasant valleys
between gentle mountain peaks, watered by fast-
fAowing dvers which ran in all dicections and carred
itade 1o the city-states on the coast. Great Evil and
Chaog festered in the mountains, however, and 3 vast
areq of land at the heart of the continent was blighted
whan wild magic was released as Good and Ewil
clashed,
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The Wastes of Chaos are vast areas of ash and choking
dust, where llife cannot sustain itself, Here and thare
among the decay are founts of pure Chaog, like dis-
gusting warped cases, where the very fabric of Mature
is perverted by the stuff of Chaos as it spews into the
Earthly Mlane. Palm treas the colour of Blood twist and
writhe like living beings, while mindless, jelly-like
things howl in their shade; living flesh colouwred any-
thing but pink or brown spouts from the ash as
wriggling human limbs, while mouths open in the
flesh and scream; everywhers Chaos spavens and dies
with frenetic abandon. It is said that the sun never
shows itself over the Wastes of Chaos - they are
coverad by swirling clouds of grey dust which prevent
Mature from everestablishing a hold on the area again.

To the north-east of the Wastes, the ash plain peters
out into a barren, sandy heath, dotied with muined
towrers, wallz and other military constnections which
cultminate in the crumbling reins of the decimated dry
of Kabesh. Once the eapital of the whole of norheen
Khul, the city was besieged by the Forces of Chaos,
and finally pulled apart lterally stone by stona. Mow it
is inhabited by the ghosts of warriors and city-falk,
and also by small bands of Cres and Trolls led by evil
spell-casters who grub around in the muins looking for
ways to resurrect the dead armies buried under the
Battlegrounds, and once again establish a reign of
Chaos over the whole of Khul

XIMORAN AND THE KING'S
HIGHWAY

The Inhabitants of the small kingdoms and eity-states
around the edges of Khul are unaware of the storm-
clowds which are once again gathering at the heart of
the continent. The most developad areas are along the
western coast, and dustered around the Inland Sea on
the far southern constline. The ity of Ximoran was
once home to the Shakista dynasty, a long line of
benevolent kings and queens who brought peace and
order to the entire western coast, though sometimes
more through force of arms than careful diplomacy.
They builta wide road, the King"s Highwav. Although
in places it is litthe more than a dird-track these days, it
can be followed south theough fertile farmlands as far
aa the srmall port of Kelther at the mouth of the River
Swordflow. To the north the road makes a wide swesp
easl, away fram the massive area of wild macshland
known to the local people as Scorpion Swamp, before
heading north to the ancient city of Djiretta, situated
on the unpleasant-sounding Coast of Sharks.

The whole area is still under the protection of the
rulers of Ximormn, though sinee the st king died
witheut leaving an heir over two hundred vears ago it
has been under the rule of a body known as the
Council of Seven, made up of representatives sent
from each of the major settlernents of the area -
Aimoran itself, Dfjiretta and Anghelm on the nodth
coagt, the ports of Buruna, Kalima and Eelther oo the
west coast, and the small walled city of Neuburg on
the far southern edge of the dvilized lands. The
Council has no real powers, though it does provide a
unified focus for the whele area, whose people would
probably hide Inside the walls of each town and city
without it.

THE SOUTHERN LANDS

Abiut a hundred leagues south of Neubumg you may
find isolated settlements of short, swarthy humans,
who were supposedly the original inhabitants of the
lands right up to the Catsblood River, but who have
gradually been driven further and further south over
the last few centuries. They are crude, violent prople,
divided Into dans and tribes who are fiercely protec-
tive of whatever lands they manage to call their own,
Border disputes flare up from time to time, and they
raid vilkages and farmsteads, destroying animals and
crops and taking hostages and slaves, but swift action
by organized troops from Neuburg usually keeps
them from dolng anything more dangerous.

Further south still, the land becomes more barren,
turning from serubland to wind-lashed steppes,
which in tum descend to the edge of the cold Scythern
Desert which cuts a desolate swath acrass the con-
tinent as fat as the Infand Sea. A few tribes of brutish
Gobling live around the edge of the mystarloug {and
nearly unpronounceable!) Lake Mlubz, though they
are slowly dwindling in number under the combined
assault of the inhospitable land and their wadike
northern neighbours,

Seristhewrest of Lake Mlubz lies the abandoned city of
£agoula, onee the pride of Khul but now emply and in
ruing. Destroyed during the initial stages of the War
against Evil, it is a temifying place, shunned by all but
the most adventurous. Some ruined towers and battle-
ments poke above the shifting sands, but most of the
city 5 now underground, end s streets are now
tunnels wandered by strange subterranean creatures
and o great many undead souls, Legend in the north




talks of great riches and forgotten wisdom to be found
buried among its ruined temples and palaces, but fow
have had the courage to cxplore much of 1L

On the southernmost part of the west coast lie two
more settlemnents, Yaziel and Hyennish, Both were
once fourishing trading towns under the protection of
the rulers of Zagouly, but when that dly fell they wera
quick to follow, overwhelmed by massed legions of
Chaofic troops. Some humans survived, however,
overlooked when the armics of the enemy tumed
impatiently to the nosth to assist at the sack of
Zagoula, and there are small fortified villages on both
sites, perched precariously among the ruins of the old
towms. Life for their inhabitants ls haed, for the land
has not fully recovered from the ravages of the Chaotlc
forces = which did nod just buen the land, but also
emptied it of all life-beacing Goodness — but they
strugale on as best they cam,

THE INLAND SEA

The cold expanses of the desolate Scythera Desert are
home only to nomadic Lizard Men, and to small
roving bands of shagsy desert Goblins, who make
gporadic raids on the human settlements around the
edge of the pirate-infested Inland Sea, which was
formed many acons ago after a massive earthquake
dropped the land by several hundred metres and the
sea rushed in to fill in the hollow. The area around the
gea 19 quite fertile, and 2 number of small city-states
have established themselves. Competition bobween
them, be it in frade or war, s very ferce, though
matters rarely get out of hand. The conniving rulers of
Tak, Lagash, Marad and all the others seem to relish
their positions, and set up cndless allances with one
another against the rest, but then break one partner-
ship and join another, tuming violently against their
previous allies with great relish. The waters of the
[nland Sea are swarming with pirates and privateers,
and most trading ships only sail under the protection
of a flotilla of warships.

The largest of the Inland Sea’s dties is Kish, a dour
place which is fortified with immense walls to profect
it Eeorn the warlike barbarians which dwell in the lands
to the west. The people of Kish do not readily welcome
steangers to their city, though they sometimes offer
the highest prices to any merchant brave enough to
approach them. At present Kish s allied with Lagash
annd Marad Ina war against Shurmupak, and the Inland
Seq is swarming with war-galleys battering one
another into submission for the sake of a few trade
freaties.

HACHIMAN, THE ISOLATED
KINGDOM

West of the [nland Sea yvou will find only impenetrable
jungles, inhabited by eannibal pygmy Lizard Men and
other deadly enemies of mankind. The vegetation
gradually rises up the foothills of an all but impen-
etrable range of mouniaing which have never been
named by the men who dwell on the Inland Sea; in the
unwieldy tongue of those who dwell on the other side
of them, however, they are called the Shiog'dl Moun-
tains. The kingdom of Hachiman which lies in their
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shadow 15 completely cut off from the rest of Ehul
Being a land of great fertility and natural resources, its
Inhabitants hawve never felt any need to attempt to
cross the heaven-scraping peaks which isolate their
land, and since they are not good sailors, they have
never ventured wvery far along the coast of the
Southern Seas,

I their isolation, the people of Hachiman have devel-
oped a very peculiar culture, combining deep spicitual
belief with a rullng watrior class which has developed
the most amazing skills in combat. The ruler of Hachi-
man is known as the Shogun, who is lord over a
nuimber of lesser nobles each of whom controls one of
the small baronies dotted around the land. The prdi-
nary citizens of Hachiman are peasants, tied to their
feudal lord and master as surely o5 slaves. They are
happy people, however, for the culture of their land
teaches them tobe content with their o, and that theie
place as farmers is a5 important in the scheme of things
as that of thelr lordz. It is perhaps regrettable that
ather, maore vialent lands do ot benefit from the same
beliefs, though Titan would be a sad and sorry place if
all lands were muech the same as one another — and
there would be litthe need for adventucers if that were
so! Perhaps we should offer up a prayer that such a
thing never comes about?

B R R R
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SHAKURU, CITY OF BEGGARS

west of Kish, taking food and slaves,

On the south-western edge of the Scythera Desert there sits the foulest city known to man. Called Shakum,
it 13 home only to the Beggar-King, Holagar the Wretched, and his plague-ridden citizens. Cast out by the
restof the world, they drift to the dty in their ones and twos (though no one guite knows how they eross the
storm-blown oceans where others cannot], to join their fellow outcasts. The beggars trade with the deserd
Gobling and the nomadic Lizard Men, to whom all humans look revolting, and raid barbarian settlements

Shakuru itself is little more than a massive pile of debris and rat-lnfested gacbage, perpetually collapsing
and being rebuilt by its inhabitants. In the rickety temples of the cty the beggars offer up praise to Disease
and Drecay, their patrons and spieteal lovds, by breeding rats and flies and releasing them to serve their
godds by spreading unholy diseases across the world.

The Skies of Titan

How many people on Titan never look at the nlght sky
and wonder about those glimmering candles in the
heavens? Mo learned types, the  astronomers,

believe that the pinpeints of light ane nothing less than
other suns, poagibly even circled by planets much like
our ownl This is such an putlandish concept that it
may seerm completely stupid to you, but the leamed
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star-gazers say that mathematics proves their point -
though what a few numbers have to do with the
homes of the gods only they know,

Howrever that may be, the skies overhead are packed
with stars and other celestial phenomena, In the dif-
ferent lands different names have been given and
constellations picked out, but in most lands the people
ﬁrmlg.r believe that the stars represent the forms, deeds
or domains of their patron deities. See the two sky-
charts here for examples of the forms the stars are said
1o take,

The planet is lit during the day by the brght yellow
sun. At night, however, the moon shines like a cold
grey lantern ag it arcles the sleeping world, Like the
stars, the moon is called by many names, but every
culture surprisingly believesit to be male. The swamp-
dwelling peoples of south-east Allansla know it ag
Kuran, the child of Assamura the sun goddess, Fur-
thee north the sindster Darkside Elves know the sun
only as Brethin's Bane, affer a legendary hero of theic
race who was caught by & Wood Elf's amrow after
foolishly venturing above ground dudng the daylight
hours; to them the moon is Tirel, the Silent Guardian,
who they belleve watches over and protects them
when they hunt under his wan light.

In some pards of the world where the Elemental Planes
encroach too greatly upon the Earthly Flane, eddies of
great maglcal power swlil across the face of the land,
and all the Laws of Mature are suspended, In the
Bnklands, the wilderlands at the centre of Chaos-
tainted Kakhabad, it is zaid that day and night never
fodlow each other ab cqual inteorals. At some fimes
there, especially in spring when magical energy is at
its peak, the sun appears never to get in the western
sky for weeks on end, though in other parts of the
world the skleg behave as normmally as ever. For
reasons such as this, it cannot be stressed too highly
how dangerous it Is to venture into the Baklands and
other such areas without very good reason!
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HISTORY AND LEGEND

So that is the world of Titan, in all its tammished glory.
Gut hiow did it come fo be this way? What of Us history,
ita heroes, myths and legends? All we can do is repeat
the words of the legendary mystic and scholar Raljak
Lying-Jackal, who ahways started hig books with the
words, ‘Read on, and all will be revealed in time. .,

In the Beginning

But where shall we start? In the course of our studies
for this book, we have drawn on the combined know-
ledge of the wisest sages of the three continents. As a
result, we have collected much information that dupli-
cates, contradicts or ignores other materdal. If we had
given in 1o our Initial urges, simply to tell all that we
heard, this book would be ten Umes the size it is, and
we would still be writing it! Therefore, what we have
done is chogen the tales, myths and legends which, in
our judgement, offer the dearest picture of the past of
this world. There is much that we have omitied -
though we were loath to do 20— and many things have
been glossed over. The tale of King Aradax and the
Scared Donkey, the legend of Ruritag Half-Ore, the
story of the Fall of the Savage Innocents, and many
others, et all wait for another book,

Bt where shall we start? Let us start at the beginning,
with the creation of Tltan as taught by the priests of
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Lendleland and Gallantaria. This account ks cowched
in very mythical terms, and it seems likely that much
of it was initially invented to explain the unexplainable
i the primitive peoples of prehistory.

Im the days before Time had been found by the teick-
ster god, Logaan, and unleashed on fo the world by
Daath, the gods sat or lounged around the great palace
of the Celestial Court. There were a great many godsin
those days, hundreds of them, and cach was different,
Moreover, each god was served by a host of lesser
beings, demigods or Tesser gods', who also had their
own persomalities and their own fsks to pecform,
And they were bored with their lives. There were no
years, months or days, and no one got any older and
no one died, but many were being born all the time,
And nothing ever happened that wag very interesting,

All the higher gods and poddeszes had magical
powers, 20 that they could do anything they wished,
But even theugh they were gods few of them had
eiech imagination, and they soon got tived of doing
the same things all the time. True, some deitios
seemed to keep themselves occupied: Black Death and
hig brothers, Diseases and Decay had great fun going
argund dissembling gods and demigeds into their
component parts, and the other gods had to come
along and put their friends back fogether again, But
even this became borng in Ume, no matter how
spectaculardy Death and his cohorts presented theic
peculiar entertainment.
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One day, however, the poddess known as Throff was
digging with her sister Galana in their lustious
gardens. [These gardens, incidentally, were com-
pletely different from the ‘gardens’ of Titan. They
were places of great beauly, whera glowing crystals
and light-brams grew, to the delight of the gods and
goddesses of the palace. ) She had transformed her hand
into the shape of a spade, and was slowly scraping a
hole in the soil for a massive blue-green crystal which
she wished to plant, when she unearthed a large lump
of magic soil, which vibrated and pulsed with life!
Theodf ran ko her sister Galana, and showed her the
clay; she knmew just what they should do with It

Theoff and Galana took the day to their father Titan,
who divided it in two and then fashioned and worked
at one half with his hinds until it was perfectly round.
And Titan took his creation, and set it among the
Flanes, so that everyone could see. The gods of the
Court were amazed by this new idea, and they wanted
to know more about it But Dreath and his brothers did
not come to leok, for they thought it was going to be
just another tedious diversion which would soon pale
intn ingsignificance,

Mo Titan divided the other half of the day up among
the greater Gods, Hydana, husband to Throff, made
patterns on the sphere, which were water. Theoft
herself put down a large mass of day, which she called
land. Galana fashioned trees, Aowers and plants from
the clay and planted them on the land. And one by one
the gods filed up o Titan, and were allowed to take a
piece of the magical stulf and make creatures in their
own image, which were placed on his creation, which
was called Titam aefter him. Beautful Glantanka
danced around i, the light of her face illuminating it
with a golden glow, and she became the sun, She was
followed by her brother, who danced in her wake, and
becamie the moon, But while the gods were celebrating
their new creation, Death stole zome of the clay,
secreting it in the black folds of his choak before gliding

away agair,

LOGAAN'S CREATION

Soon the creation was buzzing with creatures of all
shapes and sizes. And the gods walked on the new
wirld, and played with their creations. Hydana swam
in the waters he had made, playing with the fish and
the other creatures of the deep which Ichthys and his
fellows had created. On the tand, Throff, Galana and
the other creators danced and plaved, delighting in
the beauty of the things they had made, They gave
names to everything they had made, and laughed and
were happy. Titan looked down upon it all, and was
very pleased. But before him stepped the god Logaan,
whom we know now as the Trlckster. He had been
dissembiled by Death and hisbrothers at the time Titan
was giving out clay, but now he wanted to take his
turn. Titan had kept back some clay, for he was 4 wise
god, and gave a litte of what remained to Legaan,

And Logaan went down to the new wordd, and looked
at what had been made so far, None of it was to his
taste, and he decided to make an enticely new shape. [¢
had just two legs, with a pair of arms higher up its
body, and it was tall and thin. But to make it special,
Logaan took a piece of himself, and placed it inside the
head of his creation, and then breathed over it, to set it
going. And he called it Man.

THE ORIGINS OF THE GODS

ascend to the heavens to join him.

The question of who made the gods of the Celestial Court has vexed religious men and women from the
dawn of time. The race of humans who used, before thelr cities were destroyed in the War of the Wizards, to
dwell Inn the area now marked by the barren eastern coast of the Flatlandg, left records among thelr ruins
which show that they belleved the gods were made by a trio of primal beings, They called the three Ashma,
Elim and Vuh, crudely translated as Light, Dark and Life, and befieved that a combination of the powers of
all three helped shape the Celestial Court. The strange peoples who dwelt on the Isles of the Dawn before
the eruption of the volcano that sank most of them beneath the waters believed that ruling over the Court
there was a single god greater than all the others, who fashloned the gods and let them create their own
world. They called him Am, which meant the First, and they believed that when they died they would
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the storm god {who 15 alzo known as Kukulak},

VARIATIONS ON THE CREATION MYTH

Warious cultures have their own varlations on this story. To the people of andent Arantis, then ruled overby
adynasty of powerful warrior-quiens, Logaan gave his brain to ¥oman, who was ceeated first, and then hig
heart to ban. Other races have believed that both creatures were emade together, and that first Manand first
Woman shared head and heart with Logaan. There are also some religions which believed that it was not
Logaan (usually a very foolish god in human mythology), but a much more admirable deity such as Sukh

A rather imapginative warlock once tried to argue that everything was in fact created by Death and his
brothers, but his theories were rejected because they explained too much of what was wrong in the world!

THE CREATION OF THE OTHER BACES

When the other gods and goddesses saw Logaan's
creation, they laughed heartily at it, for it looked very
peculiar ag it walked along on it Bwo spindly legs. But
they saw it dig in the earth and pull up rocks, and use
the rocks to cut through teees, and use the trees to
make a shelter from the water which Hydana's brother
Sukh was cazting on the world. And they saw it take
its rocks, and strike them together, and make alight as
bright as heavenly Glantanka herself, which gave out
heat and kept the chill winds of Pangara away. The
gods sawr that the creature could think like they could,
could reason and create, and they wondered whera it
had come from.

When Logaan told them he had put a bit of himself
inte the creature, the gods were homified! Many of
them went back to their creations, shocked that a god
hiad mutilated himself. Only Galana, Theoff and Titan
stayed to commiserate with poor, foolish Logaan, for
secredly they were very Inferested In leaening more
about his creation, They asked him to show them how
he had made his Man’, and he did so by making
another, But he had already wsed up that piece of
himself which he had placed in the head of Man, and
50 he placed another part of himaelf In the heard of his
second creation, breathed upon it undil it awoke, and
called it Worman.

The three delties were impressed, and decided to
make their own creatures along similar lines. Titan
took: a part of his strength and size, and transformed it
itk a Glant. Throff took a part of her rocky skin and
made the first Dwarf, And Galana took her grace and
her knowledge, and made the first EIR. They set their
creabures on the face of the world, and retired to the
palace of the Celestial Court to watch them multiply
and spread across the wotld alongzide ban.

This perlod is known as the Godtime, and it was one of

t peace and happiness for the races of men,
Dwarfs, Elves and Giants. They lived together at first,
but graduslly divided as their numbers became
greater, each taking one patt of the world for their
own, Man fook the plains, Elves the foreats, Dwarts
the hills and Giants the mountains, They dwelt in fine
citbes and prospered, and grew strong and healthy.
They made sirange tools and weapons, with which to
catch other creatures for their food, and learnt how to
use fhe natural magic inherent in the sarth, all under
the watchful eyes of their patron gods. During the
day, golden Glantanka danced acrosz the heavens,
and at night the moon would cast its sibvery light upon
the world.

DEATH WALKS ON TITAN

But one night, Death and his brothers caught hold of
the moon, which did not rise over Titan that night. In
the darkness, the evil gods went among the races of
men, Dwarfs, Elves and Giants, and did much
damage, They sat dark creatures on the wodd, made
from the stolen clay and tainted by their evil minds;
they made them creatures of Chaos. Xiarga, the
homed snake, slithered into the world, accompanied
by Arhallogen the spider king, Basilisk the lizard,
Gargoyle and the Behemoth, a gigantc sea monster.
That same night, the cresture known as Hashak the
Creator planted his own creatures, the Orcs, in the
shadows and corners of the warld, where they bred
and theved in the darkness,

When moming came, Glantanka began her dance
acrogs the face of the world again, but looking down
she could zee only thick black clouds, which hid
Deeath's foul creatures from the sight of the gods. By
the middle of the day, the gods were despairing of the
fate of thelr ceeatures, and pondering whether they
should risk journeying down to the sucface of Titan 4o
investigate, when Death and all hiz supporters filed
into the Celestial Court, With Death were his brothers,
Disease and Decay, but also a number of minor gods
such as Slangs and Tanit, and a great force of demi-
gods, who were ugly and bestial to look upon.
Betwean them they carred a large sack, in which a
number of objects writhed and wriggled. Death spoke
tor the stunned gods gathered there, a chilling leer in
his voice and a bottombess pit in his night-black eyes,

‘My dear friends,” Death began. My dear friends, |
have watched your lnughable attempts at creation
with great amusament and enjoyment. The time has
come, howewver, to show you haw it should be done,
Follow me..." Saying this, Death transported the
gods to the surface of Titan, amid gasps of shock and
indignant protests, Looking amund them, the gods
could see only darkness and smoke, but when Death
raised his hands it Lfted, to reveal a landscape of
carnage and utter devastation, The lifeless bodies of
men and animals lay everywhere, and feasting on
thelr corpaes were the foul creations of death,

Shaking the wriggling sirapleton Logaan owut of the
sack, Death continwed his speech; This .. ah ...
creature is a complete fool, but he can be very vseful
now and again, While nosing about in one of the
furthest Planes, he came across something strange, a
new god, who possesses a power which has not been
]l'l_Eﬂrrl of before, Gods and goddesses, [ give vou
Time!"
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Al that the sack was upended a second time, and a
repulsive figure fell out. As it cowered in front of the
assembled gods, it seemed fo change form, First it was
young and smooth, like a niew-born child, themn it was
middle-aged and rough, before changing again into a
wrinkled old man. Az it changed from one to the next,
the god Decay began o laugh deeply, while Death
outlined his terms;

‘T want this miserable liitle creature of vours, all of 11,
and you are going fo give it to me. Otherwize 1 shall
release Time into the universe, and everything shall
become mottal, and evenlually die. Time has this
power, for he represents the replacement of every-
thing that was by everything that is to come. If Time is
released there will be no more immaortality, and even
the gods will be suscaptible to my power - thev will be
able to diel’ As one, the gods said, "No! This shall not
bel -~ at which Dheath and his forces turmed and
stormed from the room. The First Battle was about to
begin.

THE FIRST BATTLE

Dieath and his forces of evil retired to one of the Cuter
Planas, where they readied themsebves for battle. The
evil gods had not been idle while waiting for the others
to react to their assault on the world, and they had
created many more creatures of Chacs, which they
formed into a gibberlng, writhing army, and marched
on the Celestial Court. When they arrived, however,
they found it completely empty, for the other gods had
gone down to Titan to pull together the Forces of Good
for the battle to come,

At last the two sides faced each other across a wide,
grassy plain. On one side were the Forces of Dieath, led
by the unholy god and his twin brothers, wrapped in
thelr black robes, Alongside and behind them were

snakes, wolves, basilisks, spiders and a great many
formless creatures, revolting slimy beings which con-
tinually sprouted parts of other beings in cruel mock-
ery of the creations of the Lawful gods. Flying above
the army was a cloud of bats, vultures and other
creatures which had been fainted by Death’s touch. A
large horde of Ores, Trolls and Gobling stood ready for
battle, And at the pear wera the demigods, inchuding
the repulsive Sith, Ishira, Myuer, Belem and Vradna,
They had dressed themselves in hard steel armour
forged especially for the batile, and they formed them-
selvis intoa square around Time. The black bannera of
Death’s army bore no mobif.

Facing them were the Forces of Good, bed by a van-
gunrd of the greater gods, including Titan, Throff,
Sukhand many others. Even gentle Galana was with
thern, veiled so that none should see the fear in her
eves. In a long line to elther side were soldiers from all
four races, armed and ready for battle. Baples and
ather birds of prey, led by the Hawklord himself,
swooprd above them, crylng out waenings to their
opponents in anticipation of the coming hunt. There
were other creatures loo — centaurs, lions, tigers, and
many which exist no longer, Bringing up the rear were
a hoat of gleaming golden Dragons, Glantanka's awn
creations, prepaned especially for the battle and ked by
Kilamlrax, once the sun goddess's servant, bul now

Dragen king-

From the ranks of the evil armics, a skeletal wareios
stepped forward, and Blew one harsh, discordant noe
on & horn; and the battle began, The streaming Forces
of Evil swept howling down on the thin line of thelr
enemy, while magic burest in the air above them. The
line of Chwarfz, men; Elves and Giands held, and they
returmed with an assault of their own, but heavy
casualties were sustained by both aides. More attacks
were made; again and again the armies clashed.
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Bodies were falling everywhere, and the gods of Good
were looking at one another in deapaie. Screaming in
anper, Death and his brothers gathered their powers
and let a thunderbolt fly at the gods opposite them. 1t
struck Throff, buming her skin fecnbly, but was
answered with another bolt from her sister Galana, the
Dragon king Kilanirax and the zun goddess Glan-
tanka, The bolt flew straight through the heart of the
evil armles, passing through the creatures of darkneszz
and Chaos as if they were not there, just as the sun
chases away shadows, just as strength and goodness
will always cut through the worst excesses of Evil. It
struck Time and blew him apadt, with a thunderclap
that reverberated across the cosmos, The dark gods
were surrounded; without Time they were powerless
to fight back and their forces fled in disarray. But Time
wag scabtered throughout the world of Titan, and thus
all its peoples are mortal, while the sgods are not,
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Thtan, as spokesman for the gods, asked for the cap-
tured Dark Locds to be killed, but Throff pleaded for
them only to be exiled, for killing them woild be an act
of Evil. And so the Dark Lords and their minions were
banished into the Void, where they could do little
harm. And the gods left the surface of Titan, feeling
ashamed that they had aleeady brought so much pain
and suffering to their beautiful creation. Mow they
look down on the planet from the sky every night, for
ever frozen as the stars in the poses they took up while
trying to protect the world from the effecis of Time,
They will never grow old, for they are gods, but now
mortal beings will always age and dle, after their
allotted apan. Some races are protected by the gods,
whio help them stay alive for more than their ime, but
in the end all will go to their graves.

o b8
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The Time of Heroes

After the gods had departed from the world in the
aftermiath of the First Battle, the races returned, bat-
tered but unbowed, to their respeciive homelands. At
about this time, writing was first invented, and a
number of puzzling records have survived, painted on
fragments of pottery and stamped on sheets of metal.

For many hundreds of vears, scholars have been
digping such things out of the ruins of the ancient
cities of the world, and they have begun to work out
what they actually say in the peculiar linguages of the
planet’s first civilized peoples.

Mow that the gods kept their distance from earthly
affairs, the first human heroes began to make their
pames known, The names of kings, wardors and
magicians, including vague references to people like
King Harar of Granat, Birel Brother-slaver and Zergoul
Whitelightning, begin to figure strongly in these
anclent writings, though there is still a good deal of
religious weriting as well,

THE UNITED CONTINENT

At this time, all the lands of the world were still joined
together into one massive continent, which these early
records call Irritaciz. Tt was not until almeost a thowsand
yeard after the beginning of Time that they were
divided in the drowning of Atlantis, by which tirme the
kingdoms of the world had rsen and declined and
risen again. But in those early years, there were faw
such kingdoms. Men regressed from the Golden Age
of the utopian cties they had enjoyed under the
patronage of the gods, and now they struggled to
survive in competition with the teeming Orcs, Trolls,
Gobling and {after a few hundred years) the first foul
Chaotic Dgres,

The Dwarts had slipped away to their underground
domains, where they weee digging ever deeper into
the carth in search of fches, In ancient mountains in
the far nocth of Irdtacla, the Dwarf lord, Hangahar
Goldsseker, was making the first tentative bores
which would eventually tum into the enormous un-
dying city of Fangthane, immortal home of the Dwacl

people-

The Elves, meanwhile, had retuened to their beloved
forests, and were investigating their own powers of
magic and intellect. The first of the great Elven
gorcerers, remembered only as the White Lord, was
communirng with Galana at the heart of the COne

Forest, delving deep into the fundamental forces of
maglc and ritual. The One Forest, which stretched
right acrogs the continent at that ime, was the home of
the greatest number of Ebves the warld has ever seen:
their decline has always been in direct refation to the
destruction of their forest homes.
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THE TALE OF THE HALFHANMD CHIEFS

But It wag the humans on whom those early archivists
concentrated, The greatest heroes of the time were a
pair of brothers, Rerek and hyzar Halfhand, who cut
a bloody swath through the western lands as leaders
of a tribe of horse-riding nomads. Thelr battles with
the Orea of that reglon are remembered by us in the
form of two folk-songs, thowgh the minstrals of today
who sing ‘Riding with Halfhand® or “Tie Down the
Wardor' do not realize it

They had ridden with their tibe across aver two
thousand leagues of barren grassland, in search of a
fertile land in which to settle, But when they came
acroas a very pleasant area of gentle hills and valbeys
overlooking the endless ocean, they found it teeming
with Ored, who were taking advantage of the fertility
of the area. The tribe was despondent affer its long
trek, and immediately engaged the Cres in pitched
battle! Surprisingly, the Orcs fought back with great
ferocity, The area was worth defending, certainly, but
mote importantly there was the principle involved -
humans should mot be allowed to ride around stealing
other people's lands, like spoilt children whocry every
tme they see something they want.




The running battles againgt the Cees continued for
around twenty-five yoars, with both sides stowly chip-
ping away at each other. Many herole confrontations
took place, and the names of the Halfhand brothers
became known fo humans across many parts of the
continent. Thelr dramatle ambushes, the rescue of
their kidnapped children from the Ores™ cooking-pots
and the burning of the Orcs” major town were sung
about from one side of the world to the other, and the
nurbers of the humans were swelled as warriors
flocked to Jodn them. Eventually, the sheer persistence
of the human invaders drove the Orcs into a complex
of caves in the hills, where every one of them starved
todeath in three months! It isa lesson tousall to reflect
that it was very definitely the humans who were in the
wrong in this case, but It i3 also the humans who are
celebrated as the heroes!

-i'rF-lj

THE SPLITTING OF THE LANDS

Cradually, the wandering tibes began fo settle down
throughout the continent, for agriculture took over
from hunting a3 the main gource of food and the
disfant lamds were explored and found to be fertile,
Stowly but surely, mankind gathered itzelf together
info small villages, which grow into towns, and then
tnta small cities, and finally into nations. Trade began;
and nation communicated with nation. But at the
same time, nation fought with nation — a5 is the way of
humans who compete for the best things, be they
land, precious mefals or whatever, It wag at this ime
that it is believed that the byrant Faramos XX11- really
the Demon Prince Myurre - cose in Atlantis, which was
promptly sunk beneath the waves by the combined
actions of the outraged gods. Unfortunately, very little
information has ever been discovered abaut this time,
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for most contemporary records seem deliberately to
have blotted the whaole epoch from their memories. It
ts a4 if the whole world wished to forget whatever
atrocities the people of Atlants had inflicted. For what
few details we have managed to glean of this ime, you
should read the later section on the underwater king-
doms of Titan, which gives more background to this
cataclysmic event,

As penance for the crazed actions of the Atlanteans,
the gods apparently split the lands and formed the
three continents. Such drastle achion cost the lives of
maty belngs and creatures, as gigantic waves flooded
the coastal regions while the landmasses were driven
to their new restnpg-places. The One Forest of the
Elves was split into many parts, and the long, slow
decline of the Elven peoples began. Sections aof the
COne Forest still survive in some lands, such as the
enommous Forests of Might near prezent-day Sardath
in nosth-east Allansia, and around Lake Mekros in
Ehul, but they are a pale shadow of the magniflcent,
continent-spanning wall of greenery that the One
Forest rmust have been,

The Rise of Civilization

After the long, slow haul to cvilization, the cataclysm
surrounding the splitting of the continents sel
mankind back at least five hundred vears. When the
blackened skivs had finally cleared and the waters had
receded, man found himsell scaltered across the
plobe. The only cities which bad ot been tumed to
tuing by the wrath of the gods were those built into
mountains by Dwarfs. Bul zlowly, by degrees,
mankind began o organize again

The fiezl major settlements in the new lands began to
grow about 350-200 years after the sinking of Atlantis,
on the coasts of all three conlinents; again, small
villages turmed into towns, and towns eventually
became cities and then states. The central eastern
coastline of Khul was home to a thriving collection of
small frading towns, which eventually began gather-
ing themselves into a unified atate kiown as Klarash
around the vear 131007 (or Old Time). On the shores
of the Onyx Sea, in what is now Gallantaria in the Oid
Word, Orjan the Builder started gathering his fribe
around him and building a town. And along the edges
of Allansia, a few states bepan toeslablish their power;
the city of Vynheim, which still exists, was founded as
a small fishing settlement in 1530 by the father of the
legendary northern hero, Bjorngrim Giant-slayer,

BJORNGRIM OF VYNHEIM

Bjomgrim Bjorngrimsson was a typical northman -
Inrge, broad-shouldered and red-haired, and with a
luzt for strong ale and honourable battle, On the death
of his father in 1583 oT, he became chief of a throving
port, which traded with other settlerments further
down the treacherous const and, across what was then
called the Witch Sea, with the people whao dwelt on the
string of tslands known as the Giant's Teeth, The
Witch Sca was a very dangerous place, fog-bound in
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the summer and full of deadly icebergs in the wintec:
the people of Vymheim believed it was haunted by the
ghosts of those mariners who had been wrecked there,
and who still wailed forloenly. After four Boats were
Inst i a month, the people of Vynheim became afraid,
and weould mot sel sail.

So it weas up to their leader, Bjorngrim, to prove both
hiz bravery and the safety of the waters. He zef out
single-handed in a small ketch, The Listy Duwarf, either
to prove that there was nothing to be afraid of, or to
face up to whatever was haunting the Witch 5ea, He
gailed for eight days, being blown north towards the
Iceberg Steaits by fierce gales, The femprmbure
dropped and icicles formed on the boat, while lcebergs
bobbked around him, buf the northman kept his tiller
straight, knowing that hiz gods would see him
through, Om the ninth day & fog closed in, and from its
depths he heard a wailing, moaning sound. Suddenly
a heart-stoppingly tall Sea Glant rose out of the waters
writh a crash of grinding ice, and reached out for the
baat with one mazslve preen hand. Bjorngrm gritted
his testh, muttered a hasty curse, and made ready
with his axe. But as the hand scooped down, he saw a
better plan.,

His heart in hls mouth, he leapt on fo the hand, and
kept on running. Although the Glant was covered
with ice, is skin was also pitted and gave the norh-
miarn the grip he needed to reach the titanic shoulders

There he paused for a split second, gaxing up into the
eyes which regarded him with an intelligence so slow
he felt sure ke could hear it creakdng, before swinging
a colossal blow at the Sea Giant's neck. The axe bit
deep, and a gush of freezing Mood knocked Bjormgrim
backwards, down intoe the watee, When he surfaced
again, he was only a few am-lengths from his boat,
which he pulled himsedf into just &s the Giant's bmin
received the message from its hody that it was dead,
and that it should fall over. Ten days later, Bjorngram

Ciant-slayer sailed into Vynheim Sound, fowing the
body of the Sea Giant behind him. The people of
Yynheim bestowed his nickname upon him immedi-
ataly, and also renamed the Witch’s Sea, s0 that even
now it i4 known as Bjormgrim’s Sea.

THE AGE OF WIZARDS

Around the year 1650, the continent now known as
Allangia was divided up into 3 large number of peace-
ful kingdoms and principalities. The largest of these
was Allangia itzelf, which stretched feom the While-
water River as far notth-as the River Kok, Its capital,
Carsepollz, was 4 wide, wellconstructed cityport,
which managed fo be both 3 seat of culture and a place
of protection against the tribes of Orcs and other
tnhuman races which shll rampaged around the
northemn plains. Buling over Camsepolis at this ime
was the Dynasty of Swords, founded in 1601 by King
Coros Sword-bearer, and now represented by his
grandson Coros 11 {also known, it appears, as the
Oath-breaker, though no records that we have seen
indicate why or how the young king acquired such a
damning marme]).

From the River Kok north and cast the country of
Goldoran ran as far as the northern edge of the Flat-
lands (which even in those days were desolate and
primifive, home only to the supecstifious builders of
slome monuments and b0 nomads). South of the
Whitewater River, the Southern Plaing were crigs-
crossed with the trails of merchants and adventurers,
who travelled between the amall inleror town of
Salamonis and the two walled ciby-states of Cutsilver
and Balkash, which lay in the middle of the plains and
o the coast respectively, The Desert of Skulls, to the
south of the plains, was much smaller then, and
apparently less dangerous too. There were several
small cities clustered along the southern extent of the
Craggen Mountains, where you will now find only a
few villages on the rarely vsed oed between Warp-
stone and Wolftown, Merchants travelled far and
wide aceass the continent th search of mew markets,
and returned to the northern lands with fragrant oils
and spices, and talez of the exotic eastern lands which
at that terme circled the Sea of Peads and the Shabak
Peninsula,

Fucther south, the ity of Kaynlesh-Ma, founded
around 1385 o1 as a small port at the mouth of the
River Ellus and now nominal capital of the country of
Aranfis, was growing in prominence, and trade was
just being started with the tiny cityport of Halak (its
pariner Rimon started ag anm overspll for Halak two
hundred years later) and the country of Allangia and
its neighboues. Kaynlesh-Ma, however, was a very
different place from the northecn aty-states, for it wag
home to an increasing number of sorcerers,

High magic at that time was very much the province of
the Elves, who had a long tradition of its use and
practice. By now, however, the Elves had withdrawn
into their forests, and their high sorcerers were never
seen by any but the very luckiest humans and the
unluckiest Oires, What maost people thought of when
magic was mentioned were the fricks of hedge-
wizards and old women for keeping fleas off or for

g
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making village maidens fall in bove with you. The
shamans of the Ores and Goblins still practized their
mingic, but it was so waeped and perverted from the
pure beauty of the original that it could not B2 con-
sidered in the same context. The magic of Orc sha-
mans tended, and still tends, to be a very repetitive
cyele of conjuring up the spirits of ancestoss o ask for
guidance for the fulure, and the casting of luck spelis
before battle, all tied up with a great deal of very
tedious mumbo-jumbao.

In the depths of Arantis, a number of scholars had
discovered an ancient temple, purporting to be from
the earliest ages of history. [t was haunted by the
splrits of a tro of ancient sorceress, who had e
apprared on the Earthly Plane because they had
decided it was time that the world knew of sorcen
again, The scholars, who - the histomes tel] os -
numbered five, but who cbyvicusly did not have very
memorable names, immediately leapt at the chance of
learming secrets which had bees Lost o mankind for
many millennia. They refurbished the temple at
Aranath, a3 the place was known, and began the slow
task of leamning the deapest secrets of high magic. As
the sorcerers grew more and more engrossed in their
studies, they were commanded to travel the carth,
acquiring knowledge for the temple and teaching thear
skills as they went,

Thiz bagan in the 1695, and by 1712 the noted sorcerer
Erridansis had arrived in Salamenis and founded the
school of magic based at the centre of the nearby Forast
of Yore {which in those days stretched feom the Vale of
Willow to the very fringes of Darkwood). Wizardry
became a much-respected profession, as every noble-
man in the land tred to better King Salamon by
sponsoring a greater sorcever. Several schools of wiz-
ardry were founded, in Carsepolis and in Gar-
Goldoran, the capital city of Goldoran, and the airover
the northem lands was always full of staff-riding
sarcerers and the flash of magic!

There were wazs in those days, of course, for thers ace
wars wherever man hoards gold and other posses.
sions and keeps them away from other men, Gut with
the advent of court sorcerers, a good deal of bloodshed
was avoided by sending them away to desolate moors
and making them fight a duel, with appropriate
penalties being incurred by the country of the loser,
horeover, the threats of Chres and Goblins receded for
2 time as they met with frightening resistance in the
fortn of fire-wiclding sorcerers who blasted away with
wild magic and cul great holes through their ranks! For
a while, at least, Orcs were redoced 1o sneaking
through settled countries at night, for fearof attracting
the attentions of the sorcerers who led the armies of
Allangia,




6 TITAM - THE FIGHTING FANTASY WORLD

THE CITY-STATES OF THE OLD
WORLD

While sorcerous powers were growing in prominence
in Allangia, far across the Western Ocean other things
were happening. The Old Waorld has always been a far
rmore civillzed continent than either Allansia or Ehul,
which can in part be put down to the fact that there
have, in recent years, been few wars cataclysmic
encugh o set the rlse of civilization back at all.

As the darkened skies created in the destruction of
Atlantis slowly began to dear, the varied peoples of
the Old World were already beginning fo settle down
and take the first tentative steps on the road towards
civilization, Before the continents had been splitby the
mods as penance for the evil of Atlantis, the peoples of
the one contment, which we call [eritaria, wandered
far and wide, bringing some uniformity o every land.
After the split, the same people could still be found on
each conllnent, so that there wers horse-nomads on
the Flatlamds of Allansia and in the corresponding area
on the other side of the Cheean of Serpents, the plains
of Lendleland.

But gradually the many pecples began changing, and
different lands praduced theie own collures. Isolated
from the other two continents, the Old World devel-
oped a strange, eather quicky series of cultures, very
different from those of Khul and Allansia, which, in
turn, are different from each other,

Al the centre of the Old Waorld there are the nesarly
uncrossable heights of Mauristatia, which have meant
that man has tended to settle on the coastal plans
around them. The ficst major settlements we have
records of were on the coast of the Onvx Sea. In
1430 o, the character every Gallantarian schoclehild
knows as Orjan the Builder brought his tribe down
aceoss the plains from the zoutheen highlands they
had reamed for many hundreds of vears, and began
bullding & small village where hwo rivers joined. He
called it Lendle, an old mountain-man’s seocd foe flat
plains, which described the countrvside around the
village wery well, Orjan’s peaple found other small
villages on the plains, inhabited by men and women
much like themselves, Trading began, and slowly the
villages grew inlo small walled towns. Afler his
father's death in 14684, Orjan's son, Regulus the
Unifier, took over the leadership of Lendle. As the
prosperity of the region grew in leaps and bounds,
more and miore selflements began to grow in the
shadow of Lendle, untl, in 14%3, a treaty belween
wight of the largest towens cresbed the nation of Gallan-
taria. its ruler was Regulus, and its capital was Lendle
or, more propedy now, Royal Lendle.

Callantaria grew quickly under the inspired leader-
ship of Regulus. His warrors brought the benefits of
his rule to neighbouring lands, and slowly but surely
the borders moved back as other towns and villages
realized the bencfits of belonging to Gallantaria. Gal-
lanitaria zpread northwards, bringing peace and pros-
perity to the people who were beginning to selile
along the Whitewater Biver. Further north, however,
the Gallantadans found themselves faced with the
insurmountable mass of the Cragrock Peaks.

They plzo found themselves faced with the Mather-
world Sorcerers, These mystical spell-casters lived in
a smeall colomy high up in the Cragrocks, from where
they looked down on the southemn lands. They
had been living there for as long as any of the local
hillmen could remember, and they were a perilous
people, In Gallantaria, and indeed In the whole of the
northern lands, spell-casters were few and  far
between. As the tribes had slowly settled down and
founded villages, their shamans became sorcerers, but
the tradition of high magic in Gallantacia was only &
hundred years ofd; the Metherworld Soecerers had
been practising it for centueles before the continents
were broken up! They resisted every attempt by the
forces from Gallantaria to bring ‘civilization® to the
Cragrocks, turning Regulus’s first son into a standing
stone, and his second and third into a pair of stunted
itk brews.

The Gallantarang, thercfore, looked in other direc-
tions for the expansion of their realm. Heading cast
acrass the wide, fectle lands as far as what is now
called the Border River, they found small hamlets and
villages who stated that they owed no allegianoe to
King Begulus, for they were alrendy pledped to the




lords of Brice. Another nation had risen and spread
quickly aceoss the rolling land a5 far a5 the Brackish
Bay beyond the Onyx Sea. And beyond Brice, the tiny
kingdom of Ruddlestone was slowly rising in power
under the leadeezhip of their pricst-king, Emissaries
arrived in Eoyal Lendle from a place beyond the
southern peaks, which called itself Femphrey, and
they revealed that the southern lands were slowly
being settled too,

In the space of perhaps a hundred years, the continent
became covered with many small nations. Reguolar
trade-roites linked the major towns, which slowly
turned info cities. Caravans ceossed the continent,
from Roal Lendle in the north as far as Arkleton, the
new capital of the nation which now called Hself
Analand. True, the way was shll fraught with danger,
especially when passing the Demon-haunted heights
af the Witchtooth Line and hastily ceossing the eastern
parts of Lendleland, where homse-nomads and primi-
tives still hunbed cach other, but as trade became ever
more imporiant the routes attracted other setleors,
who began to civilize many more areas, But with trade
there always comes war, it seems, for soon Gallantaria
found itsalf drawn foto conflict with Brice, which
wished o expand its borders to take advantage of the
better farming-land further west. Many battles were
fought during the reign of REeguluss pgreat-great-
grandson, King Werkel, until o truce was finally
agread, which made the newly renamed Border River
the new boundary of the lands.

Having had its tagte of battle, howewver, Brice wanled
more, and looked easbwards fowards Ruddlestone.
The people of the amall nation were very religious,
ruled by a priest-king whao they fully believed to be the
divine representative of their gods on the Eacthly
Flane. Spurred into action by forays into their land by
soldiers from Brice, the good people of Ruddlestone
built their masslve Demonmkecp Fortress, and filled it
writh a garrison of fanatical warriors, who have keptan
unsleeping eya on Brlee ever since, [n response, Brice
turmed inbo an increasingly warlike state too, with
things coming fo a head in the Fiest and Secomd
Buddlestone Wars of 1735 and 1805,

ANALAND AND ITS WALL

While the lands of the north were fighting among
themgelves, the southern province of Analand was
slowly becoming more and more clvillzed under the
influence of several hundred vears of benevolent rule
by the Arkle Dhynasty. The kings of Analand became
known for their careful, comsiderate mele, which
turned Analand from just another collection of small
trading towns into a civilized centre for frade and
learning. But outsiders looked at Analand with envy
and greed. Surely, ran the thoughts of every two-bit
sorcerer and brigand in the southlands, if the land isso
peaceful and contented, it must be wealthy bevond
compare,

S0, from all sides, Analand was suddenly assatled by
raiders, who bumt villages, desecrated temples, and
put whole areas fo the sword, The whole tone of
Analand changed, as warriors became more commons
place than farmers or traders on the roads leading
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north and wesl. Relations with Lendleland, wheose
dtizens many of the miders ostensibly were, became
strained almost to the point of war, which was averted
unly after careful diplomacy on both sides. Afler forty
vears of incessant raids, King Arkle XIX could take it
no longer. With his team of advisers, he drew up a
plan which would help protect Analand from all
opportunistic brigands and mescenaries, His plan was
simple — build a wall around the land and the eaiders
would ot be able to gat in!

In 1345 o, the building of the Great Wall of Analand
was begun, It was an immense project, planned to
take a hundred and twenty vears, but it suffered
immediate setbacks when the first secHon was tom
down stone by stone by a massive force of raiders, The
Analanders deove them back, but they returned again
and again, hindering the work with carcfully planned
attacks. The deadline for the wall came and went, with
only half of its length completed and the land near o
bankmuptcy and revolution as all resources were
poured into keeping the wall going. Finally, in the
vear 19700, work on the Great Wall of Analand was
stopped for good. It was incomplete in three places,
and in many other places it was already crumbling as
& regult of the repested poundings of raidees feom
Lendleland, But to be fair it did protect Analand in
many places, and it is often awesomely impressive.

MNow that the Great Wall was officially “finished’,
Analand could concentrate on rebuilding its trade and
economy, and continue its path towards civilization,
Across the whole of the Old Word, the nations were
settling down. Disputes were still oo fraquent, but by
now they had fallen into a routine of threat, counter-
threat, border skizmish, diplomatic protest, majoe
battle, and then peace. Brice stll squabbled with
amy o it could; raiderss still used Lendleland as a base
for attacks on Bsolated parts of Far Analand; plrates
began to prey on merchants rounding the northern
capes, but they had little effect on the volume of teade;
dark things still lurked in the highlands and the
vestin-pit of Kakhabad, and made occasional forays
into the lowlands, only to be driven back agaln. Every-
thing carried on much as normal.
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The Spawning of Chaos

While Allansia and the Cd World were slowly pulling
themselves towards dvilization, in the far land of Khul
stranger things were beginning, things which would
eventually affect all of Titan. At first, however, the
growth of this continent was very similar to that of the
oAher b,

Khul was originally a very fertile land, with a semi-
circular arc of gently rolling steppes enclosing a wide
central area of flat moorland and grassy plain, cut by
wide, slow-moving rivers. The easly people of this
land were mostly uncivilized hunters and foragers,
experts at tracking and killing game, but not so good at
writlng or counting. In the western lands, however,
game became scarce and people took to living off the
land., Eventually a few villages began forming along
the coast, and then further inland, Arzound 151001, a
number of small owns along the west coast were
unlfied under the rule of King Klagash Silverhair, and
the nation of Klarash was formed, Under his rule, the
nation slowly grew, until by the year 1565 it stretched

from the southern edge of Scorplon Swamp (then, as
now, & perilons place of danger and adventure) to the
River Swordflow. Incldentally, the latter received its
name in 1542, when the first exploratory party of
warriors from Klarash came under attack from a hosde
of diminutive Gobling while attempting to ford it. Up
to their chests in water, the wamiors attempled 1o
draw their weapons, but were swept off balance and
rushed away by the current to their deaths.

Az Klaragh grew in size and stature, i began sending
its merchants further and further afield, They trav-
elled acrogs the central plains to small settlements like
Femara, Yarese and Kabesh, and sowuth to the small
fishing villages on the edge of the [nland Sea, and
eventually even further afield, rounding the Moun-
tains of the Giants and heading north to Ashkyos.
Soon merchants were travelling back and forth so
frequently that small settlements grew up at intervals
along the route, eventually tuming into fowns
ihemgelves.

Klarash grew rich and powerful, and in the reign of
Silverhair's grandson, Klaragh [11, work was started
on A new capital, Shakista, in the centre of the king-
dom, on the banks of the Kesbled River [now known
a5 the Catsblood), The kingdom was expanded further
north, as far as the small port of Dijiretta on the Coast of
Sharks, but to the south the way was blocked by tribes
of primitives and Goblins, who fought footh and claw
to remain on their lands. Eventually, however, the
armics of Klarash pushed them back. To keep them
from returning, the city of Zagoula was founded in
1611 o7, Designed by the best stonemasons and archi-
tects the king could find, it was a very beautiful place,
a haven for scholars, arfists and sorcervers, who felt
they could fully get to grips with their subjects In auch
a stunning clty.

Kabesh grew too, expanding into and around the
eocky outerop against which it had been buil. Under
the mule of Khan Gyorgir, a descendant of the legend-
ary horse-nomad chief who once swept across the
central plains driving all before him, it expanded wntll
Fabesh was the capital city of an empire which
stretched from Kalagae in the nosth to Tak im the
south, His was a benevolent mule, though pechaps a
little oo dolecant, for he did not mind who dwelt
within his lands, a5 long as they declaved alleglance Lo
him. On the fringes of the Mountains of the Giants
there dwelt a great many Ores and Goblinz, but the
Ehan allowed them to reside there in peace once they
had sworn lovalty to his throne. Aszoonas the Khan's
represenfatives had Left their Jands, of couese, the Ores
went back to raiding the local villages, slaughtering
and murdering their inhabitants as if nothing had
changed.,

Im the far castern corner of the continent, the cltypost
of Arion grew up, supposedly on the rmuins of a much
clder settlement from before the dividing of the con-
finents. It thrived on trade with Ashkyos and Kabesh,
and rapidly grew in stature until it was almost the
mafch of the Khan's capital itzelf. And around the
coast of the Inland Sea, a great number of tading
seitlements grew untl they were small walled cty-
states themselves, Competition for trade between the
clties of ihe Inland Sea was fierca, resulting in sporadic
vars — usually settled by naval battles - az saveral clty-
states allied against the others fo try to enforce thelr
own sets of tariffs and trading terms.

In Elarash, the Shakista Dynasty built the King's
Highway from Djiretta = vla the capital - to Kelther to
unify the kingdom, and the volume of frade ceossing
the kingdom Increased even further. Merchants and
adventurers travelled all the way from the Shantak
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River im the north Lo far Zagoula, the city of knowl-
edge. It was a peaceful land, its tranquillity main-
tained by swift and decizive action from the zoldiers of
the king at the fiest sign of any frouble!

THE DEAD CITY'S PRISONER

Such a long-lasting peace was far too good to last, of
course, though this time the danger which threatened
wag all-encompazsing. The sorcerers and sages of the
city of Zagoula were curious, as all scholars are, and
they began travelling about the woeld, seeking ouft
new knowledge wherever they could find it. From
their magnificent city they wandered north, studylng
the Goblin tribes who dwelt alongside the stagnant
Lake Mlubz. They journcyed south, taking in the
small southern garrisons of Yaziel and Hyennigh,
which by now marked the southernmost extent of
Klarash. Travelling further afield, they discovered on
the fringes of the Scythera Degert the old leper codony,
which was now Shakuru, the rovolting City of Deg-
gars, They even braved the seemingly endless expan-
segof the desert itself, runming foul of Lizard Men and
shaggy Gohlins.

And eventually, aaif it had been pulling them towards
it all along, they found the river and the Dead City. A
party of fwve advenluring sorcerers and wardors
chanced upon the river, which seemed nol to be
flowing anywhere at all; it was just Here, iz surface
Black with foul weed and giant insects, They named it
e River of Decay, and followed it eastwards. After
three days they came to the city, Iving abandoned in
the sand. How long it bad been there none could
guess, but it must have been very, very old, for its
bulldings were strangely shaped = pyramids and
dizmonds seemed fo diciate their forms, rather than
curves and squares — and miwch of it seemed fo be very
inaccessible to belngs shorer than about three metres
tall. Everything was decorated with images of fish and
ociopl — bizarre and disturbing images o find in 2
desert city. Mothing lived in the city - no monkews,
birds or plants of any kind - and a strange atmoaphere
hung over the whole place, so that the adwenturers
almost felf that they were desecrating a holy shrine.

Exploring further, the adventurers camie to the largest
building of all, an immense cathedral-like structure.
When they entered, they were plunged into dackness,
for it had nio windows, Someone found a tinder-box,
and as the Aickering flames danced from thelr candles,
they gazed around and caught their breath in wonder
and shock! Evenrwhers was decorated with statues
and murals of writhing, tentacled creatures, which
were devouning humans and other coeatures, but all
drew the viewers' attenfion towards the large dark
shape at the far end of the building. Their fuitering
hearts heaving inside their chests, the adventurers
stepped forward. When they approached, they could
see it wag a tomb, and a3 large one ot that, The
atmosphere in the building was hot and oppressive;
voloes seemed to dance in their heads, saying over and
over again, “Dpen the tomb, open the tombl™ Almost
as if they were being forced against their wills, their
handa stretched out, and pushed at the stone slab
covering the sarcophagus,

HISTORY AMD LEGEMD 3¢

Showly, so slowly, it shid back, until it fell off the back
with a deafening crash that echoed around the bauild-
ing, and seemed bo bring the adventurers fo their
senses. They sgmazed around in bewilderment, until the
scaly hand inching its way vver the edge of the erypt
caught their eyes, They stared transfived, roobed to the
spot as the nightmarish ceeatire sat up in its coffin, its
tentactes writhing as if sniffing the air. Somehow, one
of the adventurers tore his eyes away and screamed!
His fellows started, tumed and fled the mausoleum
and the city.

Many months later, one of the adventurers was found
by a merchant travelling from Zagoula to Yaziel. Half-
dead from exhaustion and dehydmtion, he babbled
out his story. He had sundved the crossing of the
Scythera Desert by killing and eating his weaker col-
leagues, but now his strength failed him and he died.
The story of the Diead City and of its solitary inhahitant
spread like wildfire. Closely following it across
Klarash, however, were reports that Goblins and Ores
in the Mounfains of the Giants had abandoned any
pretence of peace, and were prepadng for way!

I,

ke




40 TITAM - THE FIGHTING FANTASY WORLD

The War of the Wizards

The releasing of the nameless Chaos-spawn from the
tomb in the Dead City in Khul was the spark that lit the
flame, which eventually grew and grew unfil it
becama the conflagration which was the War of the
Wizards in Allansia, the Greal ¥ar against Evil in
Khul, and the Rise of Kakhabad in the Old World, For
centuries, Orcs, Goblins and Trolls had been nlbbling
at the edges of civilization, testing the strength of the
defences, Attracted by the ascendance of sorcary in
Allansia, many evil mages had trained in solitude until
they had mastered the kechniques of bringing the dead
Back to Hie as their servants, [n the Mountaing of the
Giants in Khul, the inhuman races had gathered their
respurces under the ignemnt eyes of Khan Gyorgir
and his people. In the Desert of Skulls, the Snake
People were developing magic which would raise the
temperature of the sandy wilderness and cause lts
sterile wastes to expand. In every dark comer of
Kakhabad, shamans and witch-doctors manipulated
the natural forces, changing day to night and back
again within the space of 2 few hours. Everywhere you
lonked, Chaos was slowly seeping into the world
through ever-widening cracks.

The firat engagement came in southem Khul, in the
spring of the year 199807, As the month of Skies in
Darkness turned to Land’s Awakening, the skies did
not lighten in Zagoula. A sandstorm blew across the

- e

southern lands, darkening the sky for three weeks and
bringing with it a plague of locusts and snakes which
infested the city, Messengers weee sent north o report
what was happening, as everyone in the city knew
that the store was oot of natural origine On the
terenty-third day of the sform, with the fermfied
inhabitants of Zagoula cowering in their homes, the
Forces of Chaos came striding into the aty, the Chaos-
spawn from the Dead City leading Trolls and Ores,
and many formless Chaotic beings. The cly was
sacked, cushed beneath the weight of the obscene
armies which swarmed everywhera,

Once the southern lands had been destroved, the
Forces of Chaos split. One army swept north-east,
gathering more and miore momenium as it decimated
the fertile lands at the heart of the continent, and
turned them into baren expanses of ash. The host
arrnived at Kabesh, and met up with a smaller force of
Ores and Goblins which had swept down across the
northern plains. The aty was besteged, while a break-
away force writhed and slithered notth-cast, heading
for the city of Arion. The other army pushed towards
Shakista, the capifal of Elarash, but was halted in the
Anvil Pass through the Mountains of the Giants by a
large force which had responded fo the meszages of
disaster coming from Zagoula, After holding back the
tide of Cres and Gobllng for five days, the armles gave
way, refreating back through the pass to take up a new
position closer to the capital, where they were joined
by reinforcerments from the coastal lands. Plans were
made to abandon the capital if it became necessary .,

THE REAVING OF ALLANSIA

The first engagement of the War of the Wizards in
Allansia was an aszault on Gar-Geldoran, the capltal
of Goldoran, which stood close to where the modern
ity of Zengis stands today, As the first wearm days of
summet were beginning, patchy bits of news began
spreading about the rampaging Forces of Chaos
on Khul. Sorcerers and mystics complained of
tremendous elemental forces distupting the natural
magical fields of Titan, and of the presence of Chaos
on the Spirit Planes. Feports reached the lord of Gar-
Goldoran of a massive host of Chaotic creatures
assembling in the eastorn parts of the leefinger Moun-
tains, but before he could even dispatch messengers b
warn bhe surrounding lands, the hordes of Chaos
were howling at the gates of the city. But he had
forgotten the versatlity of his court sorcerers, who
managed to break through the disruption of the magi-
cal fields caused by the strong presence of Chaos, and
alert their fellow spell-casters in Carsepolis of the
situation, before joining the battle for the clty.

Gar-Goldoran fell quickly, fae too quickly, for it had
been unprepared, but some of the Forces of Chaos
next marched east for Fangthane, the sacred capital of
the Chward race, which was anything bul unprepared:
the Dwarfs had been expecting this cvent, soomer or
Inter, for five hundred years. Mow that the day had
arrived, the Dwarfs did not worry that sacred Fang-
thane was finally under attack. Abandoning the city in
fromt of Fangthane, they retreated inside the mountain
and waited for the Forces of Chaos to break againgt it
like: s many boats againgt a rocky coastline.




When the attackers ardived, the Dwarfs were mildly
digappointed, for they were mostly cowardly Orcs and
Trolls, with few creatures of Chaos to offer them any
sort of challenge at all. After allowing the repulsive
army to burn the city and then batter Hzelf againgt the
impregnable defences of the citadel for bwo weeks, the
Chwvarfs became Impatient and went out to meet the
Forces of Chaog with cold steel, Three days of solid
fighting, and the invaders were no more, but with
fvpical grimness the Dwarfs realized that the maln
strength must have been diverted elsewhere, and that
they should march b reinforce the humans of the
western lands.  Leaving behind  merely  token
defences, the Dharks marched for Allansia,

The main foree had, in fact, turned for the Flatlands,
and swept across them like & forest fire through dry
brushwood, heading for Trollbooth Pass and Allansta.
The citadel of Durang on the edges of the Flatlands
proved only a minor leeltation to the Forces of Chaos,
and was pulled i pieces by a mass of formless
monstrosities. At Trolltooth Mass, however, a foroe
from Salamonis awaited thee, reinforced by the
Grand Wizard of Yore and five other spell-casters. Ag
the unstoppable black tide of writhing, howling Evil
slid towards them through the narrowest pact of the
pass, the forces of Salamonis broke rank and fled back
through it. But at the far end they tuened and stood
their ground, as the sorcerers mised a massive wall of
flapne across the pass, dividing the evil army in two,
Mow that the enemy had been cut down to a more
manageable size, the soldiers of Salamonis laid into
them for all they wers worh, and deove them back
into the wall of flames, while on the other side the
ungtoppable army of Chaos pushed more and more
bodies into the fire.
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Eventually the commanders of the Forces of Chaos
managed to call back their roops, and they retreated
imte the Moonstone Hills. Here they met up with
reinforcements in the form of several thowsand Ores,
and a dozen Dark EIf warslor-sorcerers, who guided
the foul army through the hills and on to the Pagan
Flains, where they raced towards Carsepolis, hard on
the heels of the heroes of Trolltooth Pass, who reached
the capital just in front of them, As the Forces of Chaos
swirled around the hastlly prepared defences, many
of the ancient city's citizens fully believed that the end
of the world had come.

THE BATTLEGROUNDS OF CHAOS

As the breakaway section of the Forces of Chaoos
slithered across Khul towards Ardon, 38 was met and
ambuished by soldiers from that city led by the legend-
ary hero Brendan Bloodaxe, who had hidden amaong
the traes of the Old Forest near Corda, before sweep-
ing round in a pincer movement which caught the evil
armies by surpeise. Many men were lost that day, as
the armies battled back and forth across the plain, but
im the final rays of the setting sun that evening Blood-
axe looked down over the field of carnage to see only
humans standing. They wiorked throughout the night,
burning the foul corpses of the vangquished for lest
they commupt the land, before marching for Kabesh in
the light of dawn.

They arrived far too late, and found only smoking
ruins and a great many corpses. The evil army had
pulverized the Gy, and then raced away to the west,
to reinforce the other army at Shakista, which was
finally belng pinned down, Pushing his troops to the
limits of human endurance, Bloodaxe raced across the
ash wastes left by the Chaotle horde, and fell on them
froe behind just as they reached the edges of the
battle for Shakista. The human defendees had held the
disgusting invaders back for eleven days, and were
finally winning against them. The arrival of the armies
of Arion cut off any hope of retreat for the Forces of
Chaos, wha were squashed like an apple ina vice, and
with much the sarne result. The Gghting lested for nine
more days, but at the end of it the armivs of Chaos
were i more, though much of Shakista had suffered
foo, and it evenlually had to be demolished, The
incurslon of Chaos into Khul had cost all the parties
concerned very dear. The Ores and Gobling wers all
but finished as a major force for several hundred
years, the humans haod lost many fine cities and
thousands of wareiors and civillans, and worst of all,
the centre of the land had been blighted by the taint of
Chaos, and would never recover,

THE LAST BATTLE

The final battle was the Siege of Carsepolis, At the start
of the battle, the defenders of the ancient capital of
Allansia numbered around eightesn thousand,
including women and children, who roadied them-
selves for battle alongside the men. The Forces of
Chaos were uncountable, but lined much of the
horizon beneath thick clouds of giant bats and choking
black smoke. As the battle commenced, hordes of
Gobling brought up siege-engines — catapults, batter-
g-ramis and siege-towers. As a hail of black arrows
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raimed down from the sky to keep defenders from the
battlements, the Gobling manoeuvred the engines info
posgition, and began smashing their way into the aty.
Whenever they breached a section of the wall, they
et with very strong resistance, bul no matter how
many human warriors held out against them, theie
numbers were ultimately Hmited, while the Ores and
Goblins just kepton coming, After three days — during
wrhich time great piles of Orc and Goblin bodies were
heaped up, but at a heavy cost to the defenders — the
watlls were abandoned, and the defenders took to the
streets, cnsuring that the evil armies paid for every
step of the way in hundreds of black-clad corpses.

THE SIEGE OF CARSEFOLIS

The fighting continued in this manner for two weeks,
afier which almost three quartens of fhe city had been
demolished and two thirds of the defenders werne
dead. The rest were gathered around the palace of the
king, awaiting the final assault. But as the familiar
shapes began coeeping across the rubble towards
them, an uproar arose from the rear of the evil army. A
combined force of Dwarfs from Fangthane and Ebves
from Darkwood and from the Forests of Might had
arrived, eatching the Chaotic Forces by surprise, The
sound of Dwarf wvoices raised in a battle-hymn
gecornpanied the flash of EIif magic as it lit the sky In a
hundred places. The defenders took heart, and went
out to meet bhe enemy for the lost Bme,

But this time the gods were with them. One moment
the humans were crushed by a wall of Gobling and
Oees, and the next thelr enemles were dead, and there
wete only Dhwadks and Elves there, each and every one
covered from head to toe in the foul blood of their
vanguished foe. The war was won!

The New Age

In the aftermath of the War of the Wizards and the
Great War against Evil there was much to be done, but
there was also much that could not be undone. In
Allansta, many cities and towns had been destroved
by the armies of Chaos, but in Khul they had poisoned
the earth itzalf, turning vast areas info ash wastes, fit
for nothing at all. [n view of the apocalyplic nature of
the cvents of 1998 o1, a new dafing system was infro-
duced. It took the vear which would have been
1¥9 ot as Year One of the MNew Age. From thein unti]
the present day, we have referred to dates as ac, or
After Chaos; as you no doubt know, we are now In
Bdac

ALLANSIA AFTER CHAOS

[n the twio and & half centuries since the incursions of
Chaos across Allangia, litlle has happened o the
contiment. 5o many settlements were destroyed, and
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so many peopke killed, that the old kingdoms like
Goldoran ceased to exist, Im a few places new king-
doms immediately sprang up fo ceplace the old ones,
and life continued much as before, but in most areas
life had been blighted by the war. In the eatly vears of
the Mew Age famine apd plague were common,
finishing off the gruesome job that the povers of Evil
had starfed.

The ruins of Carsepolis were tainted by Chaos, and
many ghosts were seen wandedng the battlefield late
at might. The dty was abandoned by its survivors,
minsk of whom were given refuge in Salamoniz and the
Wale of Willow, and in newer, expanding towns like
Chalice and Shazaar. In time, most of the ruins of
Carsepolis gradually crumbled, but those of the dock
area — which had hardly been touched by the war -
remained. They attracted beigands and thieves, who
used them as a ready-made hideout, parpetuating the
atorles of their ghostly inhabitants to keep inquisitive
prople avway. Soon 4 whole colony of evil-doers was
Hiving in the ruins, which were slowly tuming back
into a town. Over the course of perhaps fifty years, the
city which is "ost Blacksand rose from the niing. [ts
first ruler was Prince Olaf Twohorse, who will be
remembered in history a3 the man who started a
prison colony on isolated Fire Island. He was suc-
ceeded by Baron Valentis, another corrupt nobleman,
whoin furn was replaced by the infamous Lord Azzur.

[n other parts of Allansia the reminders of the past
faded or crumibled away. The Flatlands are stll littered
with the muins of villages and fortifications from the
war, now home only to rats and ghosts, The Dwarfs
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and Elves from the north-east were féted for many
maonths for their pact in the defeat of Bvil, but eventu-
ally had to return home, The Elves went back to their
forests, and slipped out of slght of man again. The
Dwarls returned to sacred Fangthane, and slowly set
about rebullding the city at the foot of the mountain.
Some nuins still remiain, reminding the Dwards of the
war, but most were cleared away and replaced by
completely new buildings and streals.

Civilization has been notoriously slow in returning to
Allansia, which is as uncivilized a place now as it was a
thousand years ago. The land is wild, with monsters
and Inhuman races lurking in the hills, and even
daring to raid the lowlands now and again. Dark
sorcerers slill dabble in powerful magic, though they
do ok understand much of what they are plaving with
any more. And heroes still stalk the wilderlands,
looklng for adventurs — and finding it!

KHUL AFTER CHAOS

Unlike Allansia, Khul clung on to some cvilization,
though it had been sorely shaken by the war. The
miins of Shakista and the surmounding countryside
were abandoned, and a new capital was built at
Ximoran. The ruling family was winstated, but after
only sixty vears the last king died without leaving an
heir. The land is now ruled by the Councll of Seven,
made up of representatives from each of the major
towwns of the land.

Im other parts of the world, the recovery was not so
quick. Zagoula faded into ruing, abandomed by
humanity because of the terrible ghosts which dung
on bo sotme semblance of exlstence theee. The southern
towns of Yaziel and Hyennish escaped almost intact,
and they survive to this day, but with the decline of
Zagoula they have become isolated from the lands
further north. Kabesh has gone the same way as
Zagoula, though its ruins are very difficult to And
now. They have been buded beneath the Wastes of
Chaos, the name given by allinhabitants of Khul to the
desclate ash wastes which choke the heact of the
continent,

Morh-east of the rulns of Kabesh ace the Battle-
grounds, the remains of the plains where Brendan
Bloodaxe’s army defeated one of the armles of Chaos.
It iz & pleasant ares of grassland, but here and there are
great bare patches where nothing grows, and which
animals will not cross. People who know the area say
that these are the places where the bodies of the dead
warrlors of Chaos ave buried, and that at certain imes
their gpints wander the plains, howling out for
Tesurrection.

The city of Arion fared better than most, being left
unscathed by the war - though many of its warriors
dlid sk veduen home. Owver the last two centurmes it has
grown slightly, and become the largest city in the
north-east, rubed over by the descendants of Brendan
Bloodaxe himselt.
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THE OLD WORLD IN WAR AND PEACE

Surprsingly, It Is the lands of the Old World which
have changed the most in the vears since the wars,
though they touched them only briefly. Despite the
minor intermaption which the Rise of Kakhabad con-
stituted, the politice and power-struggles of the Old
Wiordd have continued much as befors.

Brce continued making threatening displays of it
military might which fooled no one, until it suddenly
attempted a mass invasion of Gallantaria in the year
175 ac. Wardors poured over the Border River amd
began advancing across the plains towards Royal
Lendle itself! At the same time, rebellious subjects
from the Morthlands began encroaching into Gallan-
tatia via the Cragrock Peaks. The War of the Four
Kingdoms had begum,

Eing Constaln of Gallanfaria immediately rode fo
repel the Morthlanders, while dispatching another
force to intercepl the invaders from Brice. The king

—

and his retinue, including the queen, were belng
escoried back towards the garrisen town of Forrin
after spending several days inspecting the troops in
their posltions In the Nosthlands, The royal partv's
guide was Baron Tag of Casper. Unknown to the king,
Tag had made a pact with the regent of Brice: If he
could dispose of the royal family, the regent would
allovw him to take the throne as king of Gallantarla. Cn
that Fateful day, the unguspecting Eing Constain
accepted Tag's offer to guide the roval party back
through the Wreacherouz Marrow TPass In the
Cragrocks. When they amrived thers, however, ther
weere attacked by a band of Morthlanders in the pay of
Tag, and the enlire party were slain, Constain being
finished off by Tag himsclf.

Int the absence of any heir, the court sorcerer Tantalon
took contrel of Gallantaria for the last bwo vears of the

war, Eventually, after devising a sct of tasks to elimin-
ate all but the most suitable candidate, a new regent
wis found, and Gallantaria settled down b an uneasy
peace again.

In recent years, Femphrey has faken over from Gallan-
taria ad the centre of attention, under the leadership of
King Chalanna, known ag the Beformer. The wise
ruler has obfained o magical artefact called the Crown
of Kings (thought to be a gift from the devious
Metherworld Sorcerers of the Cragrock Peaks), which
bestows awesome powers of leadership and justice on
anyoneg who wears it, King Chalanna brought peace
and prosperity to Femphrey through the power of the
Crown of Kings, but more importantly, once
Femphrey had benefited from the Crown, Chalanna
decided to pass it around the other nations as well.
Every four years, the Crown of Kings passes to
anather ruler, who may use it to establlsh order and
peace within his kingdom and then join the Femphrey
Alliance. The kngdoms of Ruddlestone, Lendleland,
Gallantarin and even warlike Brice have faken their
furms under the eule of the Crown

Eecently the Crown of Kings was passed to the King of
Analand, who was using it to great effect in improving
the morale of Analand - until it was stolen by Bird Men
in the employ of the Archmage of Mampang, in
northern Kakhabad, [t seems that the evil despot
wishes to make Kakhabad his own kingdom, using the
Crown of Kings to organize the various Chaotic fac-
Hons under him. Should he succeed inthis, Kakhabad
will become & tremendous threat to the whole of the
Old World. Without the power of the arlefact, Ana-
l2nd is crumbling again. Analand is now desporately
seeking a brave adventurer to retrieve the Crown of
Kings and bring peace and prosperity back to
Anatand,
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THE FORCES OF GOOD

When you set off on your travels around the world,
you will come across members of other races. To some
of you this will not seem unwsuwal, for in your parts of
the world you may rub shoulders with Dwvadfs, Elves
and others as a matter of course, But for many of wou,
talk of such creatures, and of worse things such as
Orcs, Goblins, Lizard Men or even Dark Elves, will be
unusual and may even be terrifying, The following
sections, therefore, aim fo provide you with mose
Information about your fellow creatures. They will
warn you whom to be wary of, and whom vou can
trust om vour fravels — for there will be races
everywhere who will appear to offer friendship,
shelter and safety, but who will just as quickly stick a
dagmer in your back, You will quickly leamn whois wha
on your travels, but it = perhaps wise to have some
idea of the ways of the world before you leave your
front door.

The Forces of Good, with whom wee start, are more of 3
tendency” than an established power bloc. There ave
no organized armics of Cood in the same way as there
are armies of Evil and Chaos, for example. But there
are races whe follow the gods of Goodness, such as
Dwarfz and Elves, who may be thought of as races
allied fo the cause, And there are individeals in this
world who stand up for Good against an overwhelm-
ing tide of ignorance and malice, and who will be able
toroffer aid or advice fo one such as yourself when you
are hard pressed by the Forces of Evil,

The lands of Titan are still wild and uncivilized, with
few centres of learning remaining after the War of the
Wizards, and moat linds are ruled by a combination of
atrenpth, ignorance and fear, if they are ruled at all,
Only afew exceptions ding hard to the path of Good -
auch as Analand, which has to cower behind a massive
wall lo protect it from other nations, and the old
kingdom of Ximoman, now slowly crumbling as ils
people lzolate themselves in their walled cities. [n their
quest for peace, most nations allow the worshipping
of all the gods, whatever their philosophies: only a
very brave ruler would have the courage to tell the
waorshippers of Slangg. for example, that they are no
longer permitted to kill other citizens! But in small
cormers of the world, the worshlp of the more peaceful
gods goes on - quictly maybe, but at least they are
remembered.

The Gods of Good

You have already read of the vvents of the Godbime,
when, according to many modern priests and scholars
of mythology, the gods ereated Titan and then battled
welth Death and his foul minions for iks control, wotil
Time was released and then killed in an ironic reversal
of his own powers over morfality. After the Banishing,
all the goda returned to the Celestial Court with the
exception of Logaan the Trckater and a few of his
cohorts, who stayed on Titan and watched over the

rize of his creation, Man, Many of the gods of Good
still gather in the Celestial Court to watch over theie
world, but some have now left the palace for their own
domaing, Pangara, god of winds, and Sukh, god of
storms, for example, now dwell on the Elemental
Planes with other creatures of air. Hydana, god of the
waters, has dwelt at the bottom of the ocean since
before time began.

THE CELESTIAL COURT DIVIDED

There are two main parts to the Celestial Court. One =
made up of the griginal gods who helped create paris
of the world of Titan, and whoe still govern its physical
aspects. But there are also newer gods, who came into
being around the time of the Banishing, Before the
First Battle they were minor deities {their evil counteg-
partz, Slangg and Tanit, served Death on the gide of
Evil at the First Battle), but since the rise of mankind
and the other civilized races they have geown in
atature and influence. These new gods govern emo-
tions rather than physical things, and they zit in
judgement over the actions of all intelligent beings ina
part of the Celestial Court known as the Hall of Mind.

They are eight in number, and they are led by Sindla,
the poddess of luck and fate, who is also a member of
the other part of the Celestial Courtand whaois sister bo
Titan, the Father of the World. She is known by many
names in different landsz. [n wild Kakhabad they call
her Cheelah; in nearby Buddlestone and unruly Brice
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she is Gredd. In northerm Allansla she is Awani; in
Frostholm she is Lady Luck or Mistress Fate (and
sometimes represented as two separate enfities); in
Arantis she is Zaragillia, and she is worshipped, along
with Galana, goddess of plants and fertility, by all
those who depend for their Hvellhood on the regulas
fioods of the River Eltus. In other parts of the world
ghe ks Castis, Bismen or Juvenar. Wherever she i3
known, she is worshipped, and is a favourite god for
appeals and blessings. “May Cheelah protect you' or
“Walk with Sindla a5 your guide’ ave common sayings,
and every nation has similar ones.

Her daughter Is Libra, goddess of justice and truth,
Alsn known as Sicalla, Bersten and Macalla, among
many other names, she ls the patron goddess of
Analand and of a number of smaller lands. Under her
watchful eye, an adventurer will be shown all aspects
af the warld, for Libra is said to understand all aspects
of both Geod and Evil, Law and Chaos, and 1o be able
toy gee the reality behind any conflict. She is a powerful
goddess, and is worshipped by many common
pecple, who need her protection. She ls usually
portrayed as a beautiful woman holding aluft a set of
balances in ote hand, with her other hand mised in
admonishment or Blessing (it is a source of discussion
among her priests as to which she is portraying).

Asrel, known also as Culacara, Jerez and Coraseel,
and by many other names, is the goddess of beauly
and love. She is sister to Libra and Useel, goddess of
peace, and is also related to Galana, but is rarely
woeshipped these days. The local village witch may
make offerings to Asrel for you if you want a love-
potion made, but few other humans worship her,
though all know her name,

Usrel is the goddess of peace, sister to Asrel and Libea
and mother of Courga, god of grace, and Fourga, god
of pride. $he is worshipped most fervently in war-torm
lands, where besieged citizens entreat her to end the
fighting. She is also known by the names Lirlel,
Enkala, Ageral and Westrén, and is most often
portrayed as a motherly Agure, her arms spread wide
as if to enfold the world in peace.

Her childeen are, as we said, Courga and Fourga, the
twin gods of grace and pride. They are said fo be
opposing gods, who fight each other to produce dif-
ferent degrees of pride and humility in the characters
ol people, Various myths tell the story of their conflict,
but none make much sense. The name of Fourga,
espedally, is also subject to a good deal of abuse, as
pride is rarely consldered a virtue any more, In places
such as Kharé, the vile city of thieves and cut-throats
in wild Kakhabad, Fourga is portrayed as a vengeful
god, who wreaks great retribution on these who are
over-proud. His priests preach at great and tedlous
length that pride comes from within, and should not
be confused with arrogance or pretensions—but few of

their people seem to take much notice. Thelr son is
Telak, god of courage, who is sometimes also associ-
ated with Rogaar, the lord of lions, and who is often
porteayed as a llon or a Dragon, or as a hefty warrior
armed and ready for battle. He is the patron of all
warriors and professional mercenaries - many, you
will find, bear the golden sword which is his symbaol
tattooed on the backs of the hand which grips their
own weapon. His name is common to many paris of
the world, though he is also known as the Shield-
bearer, the Swordbearer and the Warlor.

The final member of the Hall of Mind is Hamaskis, god
of learning. He is another who is also a member of the
Celestia] Court itself, and is the patron of all scholars
and sorcerers (incduding the authors of this book), He
i¢ usually depicted either as an elderly man or as a
fresh-faced youth, preaching wisdom from a book
which he holds open before him. He is also known as
Serion or Tyralar In other lands, but his worship is
restricted to those lands where knowledge is a virtue:
in unclvilized lands Hamaskis is not known, and the
Hall of Mind has only seven occupants,

THE OTHER GODS

In the main chamber of the Celestial Council, the other
gods and poddesses watch over the physical aspects of
the world of Titan, There are a great many gods, and
each is zerved by lesser gods and demigods, drawn
from their own children, legendary heroes who have
ascended to the heavens tosit with the gods and soon.
The ‘elder statesman’ of all the poda ks Titan, Father of
the World, always represented as a very old man, with
a benevolent smile playing on his lips but a stemn look
in his deep eyes. Few worship him, but all know of
him and offer pleas for his blessing almast as com-
monly as thoy entreat his saster, Sindla, for good luck.

Titan has many children. His daughter Galana is
goddess of plants and fertility, and is the patron of
farmers and Blves, whom she is said to have created.
She is also known as Erillia, Kachasta, Zaran or the
Gardener In other parts of the world. At planting and
harvest Hmes, most farmers partake of a special
ceremony in worship of Galana, where seed and
seythes are blessed and everyone present prays that
she will look kindly upon them and grant them a good
harvest. She is also associated with Varantar, the
patron of shepherds, and a character known as the
Floughman, both of whom seem 1o ba either her
children, or minor gods under her protection.

Throif, the earth goddess {also called Alishanka,
Kerelllm and by many other names), is beer saster, and
is the major deity of the Dwacfz, who revere her and
ponstruct shrines in her honour in their belewelled
subterranean cities, Her husband is Filash, god of fire,
the brother of Glantanka, the sun goddess. Their
children incude Verlang, patron of smelters and

THE RUNE OF GOOD

Magical power is often derived from the application of powerful ranes
which represent the symbolic qualities of the force one is tryving to
manipulate. They also serve as badges of allegiance. The Bune of Good ks
an arrow, signifying one purpose, one will, the path of Goodness.




metal-workers, and Lorodl], god of volcanoes, who is
somelmes associated with Chaos but s in fact a very
Lawful deity who simply has scant regard for any
unfortunate creatures who get in the path of his zacred
lawa.

Glantanka herself is revered in many lands, though
some primitives worship her as the unigue deity,
eather than as one of many. Some peoples believe the
gun o be male, giving female charactenstics to the
moon; as with the worship of Lunara in Analand.
Glantanka i% also koown by many different names in
various parts of the world, including Assamura,
Herel, Mumara, Sevena and Ariella. Her priests often
dreess in very bright robes, and spend much of their
time at the top of their temples or pymmids chanting
prayers for her protection. Some cultures regard Glan-
tanka as the wife of Titan, call her the Mother of the
Warld, and attribute vet more characheristics to her,

The other ‘elemental’ gods include the siorm god
Sukh, known for his violent temper (and for being
worshipped by several quite evil races, including the
nightmariah Life-Stealers); his brother Fangarm, god of
winds; Hydana, god of the waters; Aqualis, god of
rivers; and Farigiss, god of ice and cold. All have many
different narmes in different parts of the world, and are
worshipped by humans and non-humans alike, They
are assoclated with other gods, including Solinthae,
the patron of mariners, and his brother Fulkra, the
patron of travellers, You will find many small shrines
to both gods wherever you travel, and you may care to
make offerings at them and peay for their protection
on your wanderings.
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THE CONSTRAINTS OF GOODNESS

A5 you encounter servants of some of the gods of
Crood om your travels, you may begin to wonder why
su many ‘evil” races worship them! Surely, vou would
say, foul creatures like Oecs would oot wish $o wor-
shipa god like Galana (who they know as the Lady of
Com and pray to for good harvests in the few aneas
where they still bother to grow crops), and in return
Gialana would not bestow her favours upon servants
of Evil and Chaoz, even if they were alzo farmees? This
is pard of the very nature of Goodness, it seems: the
powers of Good are such that they can forgive the
creatures of Evil enough to grant theim their blessing
when they need it,

Creatures guch as the Life-Stealers, who worship
Sukh, are considered seovants of Evil because they Live
by viclence and killing, which they seem 1o do in the
name of their god. In such matters, religion breaks
down a little, it must be said, and priests kave argued
with one another for cenburies over such points. In the
case of Sukh, it is generally agreed that Life-Stealers
kill thedr victims only because that is the way they are
Cerfainly, ao one seems to argue much when humans
slaughter Ores or Goblins, though most servants of
Cood would ageee that killing is —at least in prindiple -
always an actof Bvil,

Whatever the convoluted tangles priests and philos-
ophers get themselves caught up in, you may rest
assured that if you act in the service of Goodness vou
can count on the patronage of the gods of Good to help
you as you venture through this evil world of ours
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Dwarfs — Delvers of the Deep

There are only a few inhuman races who follow the
path of Good; the most important are the Elves, whoem
we shall come to in a while, and the Dwarfs,

You already know of the creation of the Dhwarf race by
Theoll, the earth goddess, after she had seen Logaan
create Man. Dhwarfs are dour people and you would
not, perhaps, associate them with deep religious fecl-
ing, but they worship the earih goddess with an
intensity which is surprising, In every Dhwarf settle-
ment you will find a small shrine to the goddess -
whom they know as Kerllim, the Earth Mother =
decorated with precious gems and more gold than you
are likely to see in many vears. In the Dwaef capital of
Fangthane, they have built a cathedral to her way up
near the peak of the mountain inside which most of
the city resides. Itis a place of unearthly beauty, which
shows off the exquisite skills of the Dwarfs when
working with stone and preclous metals,

Kerlllim s always deplicted by the Dwarfs az a tall,
benignly smiling and wery beautiful figure, dressed in
flowing light-brown robes and with an undying flame
baurning feom the palim of her oulstretched palm. This
flame symbolizes, it & said, the spinit of the Dwarfs,
which was breathed into them by the goddess, and
which will never diminish in theie heacts. When they
die, the Dwarfs believe the fire from their souls riscs
o the heavens, where thelr splrits dwell with their
goddess in a land of gold and gems,

Alongside Kenillim, the Dwacfs woeship a greal pan-
theon of lesser gods and goddesses, and many demi-
gods and legendary heroes who are believed toinhalkit
the heavens while abways keeping o benevolent eve
cast earthwards over their relations, The gods include
Verlang, patron of metal-workers, who they know as
Diirevendil, and Filash, god of fire, who they call
Akkalladiin and know as the husband of Eerillim,
There are hundreds of minor gods too: each clan of
Crwarfs has its own patron, as does cach guild of
miners, metil-workers and warrlors within a iribe.
Among their heroes, the Dwarfs count @ great many
weartinsg and miners, but above all shines the name of
Hangahar Goldseeker.

HANGAHAR GOLDSEEKER, FOUNDER
OF FANGTHANE

Way back at the beginning of cvilization on Titan,
Hangahar Goldzesker was chief of a small treibe of
Crwrarfs who dwelt on the fringes of the norfthermnmost
range of mountains called the Kalakir {now the
Freezeblond Mountaing of north-east Allansia, which
was shll joined to the other lands in those days). He
acquired his surmame becauze of an uneerng nose for
finding the fichest seams of gold, He would be walk-
ing through the hills, not doing anything in particelar,
when he would suddenly stop, sniff a litile, and then
point fo the ground saying, There's gold down there,
[ots of it He was also a great explorer, and helped
map most of the mountains as fr north as the ior
plateau bevond them

It was while he was taking part in his final mapping

rupedition that he found the place which would
change the bves of all Dwarfs. He had been fravelling
for three months in the roughest territory, dogged all
the way by skiemlshes with bands of local Ores, which
had slowly depleted his band, who now numbered
only seven. They were determined 1o peach the coast,
where they thought they could defend themselves
from the Orcs, and which they knew had to be near,
and they kept pushing ever forward, even though
they were dropping from exhaustion. As they passed
through a deep gully, they caught a glimpse of an inlet
of the sea, which ig now known as Jadhof Bay to us
heeimaing, but which the Dwarfs have alwavs called
Crinderthidl, the YWeloome Waters.




Just as the Dhwarfs were cheering at the sight,
however, a acreaming pack of Orncs burst from the
rocks at the top of the gully and tore down towards
themn, Aring arrows and wielding axes and knives
above their scrawny heads, The Dwarts tumed to
stand their ground, but Hangahar shouted for them to
mn; The warriors hesitated, for Diwarfs do not flee
from Cres, even when they are outnumbered fifty to
one as they were here; but their chief called again, and
they obeyid him. The party of Dvearfs seuttled down
the gully and out of the far end into a clearing which
fedd denwn o the shore — and stopped in amazement!
There, in the distance, was the most bepufiful sight a
Drwarf conld ever behold, At the far end of the craggy
bay, a rmountain loomed from the fuothills, its summit
glowing dully in the wan light. It was what Dwarf
legends had always insisted existed — a mountain
capprd with pure gold — and the Dhwarfs had found it

They turned with a start as several dozen of the
leading Orcs emerged from the end of the gully, and
made ready with their battle-axes. But the Ores looked
bayond the Dwar(s, with alarm on their faces, then fell
to thedr feat and wailed - a5 if the mountain were some
kind of god! The Dwarfs seized the opportunity and
quickly made good thelr escape. Hangahar and his
companions returned to their distant village, but
almost immediately set out again, this Hme making
straight for the coast and sailing around it and into the
bay, taking the entire village with them! Hangahar and
his people settled around the mountain and, despite
the rabid attentions of the local Orcs, who were
angered bevond endurance by the ‘desecration’ of
their mountain-god, began to construct their city
insice it — the city that would one day Become Fang-
thane, spirtual home of all Dwarf peoples.

DWARFS TODAY

As we write, in 284 ao, Dwards are quite comman
visitors to human habitations in many areas, espe-
dially northern Allansia, [ndeed, in the centre of old
Allansia there lies the Dwarf town of Slonebridge, a
regular stopping-polnt for many adventurers and
merchants as they cross the Pagan Plains and travel up
the Red River. Crwarfs themselves are leaving lives of
mining and exploration behind them and becoming
adventurers too, The names of Dwards such as Bigleg,
Siubb Axecleaver and Mo Silverheart are known to
many of those who wander the northern lands in
gearch of adventura,
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Stonebrdge welcomes advenburers and others who
fight for the cause of Good, for the town is regularly
aggalled by local tribes of Orcs and Hill Trolls, who
seem infent on captunng the town's most prized
puossession (after the diamond mines which lie behind
the town) = the magical war-hammer belonging to itz
ruler, King Gillibran. Gillibran's farnous hamuner has
served as the standard for the Dhwars of the town,
whe mally around fo defend It whenever they are
attacked. The hammer is magical, for ance it s thrown
at an opponent it will strike and then return directly to
the hand of the wielder! Tha Forces of Evil would very
much ltke to obtain the war-hammer, forits loss would
diemoralize the Dwaela, who are the only beings which
stand between the Orcs and Hill Trolls and the rleh
pickings of settled Allansia, even as far as Port Black-
sand on the coast.

In other lands too, Dwarfs fight against Evil alongside
adventurers and heroes, They are also surprlsingly
good sallors, who take to the oceans in their immense
wooden ships s they search for distant islands where
they hope to find the gold and gems they desire so
much, Their men-of-war regularly patrol the coasts
and escort the galleys which carry thelr gems and
precious metals to distant dties for trading, on the
Inok-out for pirabes and privatecrs who woold rob
them of their rich catgo,

DWARF WEATONS

and able to protect one from the hardest blows.

War-hammer

The weapons Dwarfs use are large and bulky compared to thuse of humans, but they are manufactured with
a precision which no human weapon-maker could match. They are always cast in the finest steel, and are
decorated with Dwarf runes. Thelr weapons have developed from the tools they use underground, and
include hammers, picks and axes. Their mail armour is famous the world over for being light, but very hard

Batilo-axe

Wiail Shlrt Helmet
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DWARF PLEASURES

[warfs are simple creatures at heart, though they
pursue thelr pleasures in a very sophisticated manner.
Above all things, they love the treasures of the earth -
gold, silver, platinutm, dinmonds, mebles and 50 on,
blore cormectly, they do not love them — they lesf after
them, Many Dwarfs can almost sniff them owut,
wherever they are hidden in the earth, so keenly
attuned are they to these things. But when they have
them, they become afraid, for they fear that other
creatures will try to take them away from them again,
So they hide their precious jewels away in vaults,

behind large stone doors with enormous locks, and
they guard them devotedly.

Apart from this paranoid flaw in their characters,
hewever, Dwarfs ace quite admirable. They are hardy
warriors, and though they do not like to kill, they look
on ballegrounds as places where they can prove
themnselves in the eyes of their fellows. The other good
thing about Battles, of course, is that they are often
an excellent source of tales and sonps. Dwards Jove
tousing songs and stories, espedally if they are
accompatued by a Bagon or three of strong ale, and a
pipeful of tebacon.

Dwarf ale is very, very strong, but will not harm
humans who drink it in modeeation, unlike the Orcale
Guursh. They also distil a number of speclal spirits,
including the infamous Skullbuster spirit, but these
are very much an acquired taste, and are also very
expensive unless You are drinking in a Dwarf tavern,
Crwarfs love a good pipe of smoking-weed or tobacco
to help their conversation flow. They usually teade for
it with humans, who in turn acquire i from the
southeen lands wheee it is grown. Famous Dwarf
brands include Gurny's Leaf, Pure Axehead and
Drapon Smaoke,

Even when they are relaxing, however, Dwarfs will
always keep their weapons close by, for they know
that sooner or later Ores and Trolls will assail them
again, Life for a Chwarf seems to be ome long round of
fightng, drinking and prospecting down a mine - but
you would never hear a Dwarf complain ahout it

Elves — the Children of
Galana

The other main race of good creatures eould not be
emore different from Dwarfs. The Elves of Titan are the
epitome of beauty and grace and intelligence, and
belleve strongly inn the power of magic and the
strength of peace, It is oflen difficult for humans g

DWARF RUNES
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Dwiard writing consists of runes, simple letters developed because they are easy to chisel into stone. They do
not use punciuation, but mark new sentences with a larger capital rune. Here is what they all mean:
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understand Elves, for their culbure is $o far removed
from ours, and these differences have caused the Elves
to be misunderstood in the past. The blemish of their
Dark Elf relatons aside, Wood Elves and Mountaln
Elves are probahly the purest servants of the Forces for
Good there are.

THE ELVEN GODS5

As you know, the Elves belleve they were created by
Galana, the plant goddess, at the same time as Throff
created the Dwards and Tian created the Giants, in
imltation of the men which hivd been made by Logaan
the Trickater. Galama, who is known by the name
Erillia, or just EIf Mother, ia still worshipped by all
good Elves, who revere her with an intensity that
surpasses even that with which the Dwarfs worship
the earth goddess Kerillim (Theaff, known as Elhaviel
tor the Blves). All Elven forests are dotied with sheines
to Erillia, where Elves will stop and keep silent for a

few moments a5 they pazs. The goddess is never
portrayed by Elves, who consider that no statue would
be able to capture the true unearthly beauty of their
goddess, but they deseribe her as being fairer than
anything on Titan, with silvery skin and long, lowing,
whilte hair; she also has the dellcately pointed cars and
drep-preen eyes of the Elves, She is the Elven ideal of
beauty, and any Elf woman who shares similar charac-
beriztics is admired by all Elvea.

Elves also worship @ number of lesser deities, whoare
known as the Children of Edllia, though this is
thought to be a symbolic title rather than fact. They
include Argowen, god of trees; Adgraven, goddess of
finweers; and Istarel, god of forest creatures. They also
know and give offerings to Hamaskis, god of learning,
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whom they name Livurien the Sorcerer, and his com-
panien, the demigod and EIE hero fkom prehistoey
known only as the White Lord (Téla Oriens in High
Elvish). Some animal gods may also receive prayers
and offerings. In his or her natucal forest habitat, an
Elf's day will be full of small rituals and prayers to
many gods and deities; such practices keep them at
peace and at one with their surmundings in a way
simular to the 'meditations” of a mystic or sorcerer
before casting a spell.

A LONG, LONG LIFE

One of the things that influence Elven attitudes to
other mces is their longevity. Barnng accidents of
death at the hands of others, most Elves live for
between two hundred and bero hundred and fifty
vears (and this in an age when most humans do not
reach thelr (ftieth birthday, what with one thing and
another), and they rarely show their age. In an Eli's
lifetime a city could be founded as a village, rise o
statehood and collapse again; generations of humans
would come and go — and seemingly changeless, the
Elf would witness all of it.

Time, therefore, means very little to an EIf. There is no
need to rush anything. They are cautious and forward-
looking prople, who see everything in terms of the
fulure eather tham of the present. In the few times of
war when they have joined forces with Dwarfs and
men, they have frustrated their allies with thelr “wait-
and-see’ attitude, which is in direct contrast to the
urgent need for action wsually demanded by Crvarfs
and humans.

Because they live for a long time, Elves have found a
great many ways of passing their time. They do many
things which other races would consider wastes of
time: for instance, thoy sing songs, talk to forest
creatures and take great pleasure in simply watching
natural things like plants. It seems to shorter-llved
beings that they do not know the value of time, but
really they know itall too well- they just have a fot of it
to use up as best they can.

Their lomgevity has also glven Elves their peculiar love
for life and all living things. While this Is understand-
able when one sees the sheer brauty of the Elven
groves at the heart of their forests, it is hard to
comprehend how anyone could love Oreg and things
of Chaos. The Elves, however, seem to look upon such
repulsive creatures with a very neutral attitude: they
don't much care about them one way or the other -
they know that they will die before they themselves
have reached full adulthood.

THE ORC WARS

In the past, however, Elves have taken excoption -
grave cxoeplion — to Ores and other creabures of Evil
and Chaos. In the years around 60007, bwelve years
after the beings which would later turn into the Dark
Elves broke away from the Blven Counctl and fed
undarground (see the section on Dark Elves later for
maore details of thiz event), the northern Elvish king:
doms of the Mountain Elves found theer forests undes
lheavy attack frorn large, organized armies of Ores l=d
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by a pair of human sorcerers, the Dark Twinsg. In the
past, Orcs had trespassed in the Elven forests, hunting
and kllilng in indiscriminate searches for food, and
had been met with brisk opposition in the form of a
few well-aimed arrows which dropped the first Ores
where they stood and persuaded the rest that they
were better off not staylng in the forests any longer
than they had to.

Bt this time, the Orcs came in much greater numbers,
whaole legions of the foul things, and they were led by
people who knew what they were doing. As the front
lines overran parts of the forest, other units would
come up behind them and burn the trees, clearing
away the beautiful greenery and leaving only sterile
ash, Elvish recards say that the Elves could hear the
trees screaming for many leagues around. The Dark
Twins were aiming 1o acquire some deep secrets of
Elvish high magic, but they reckoned without King
Glorien Thelemas, Lord of the Elven Counl, who had
been slow 10 act when the Elves of Viridel Kerlthrion
rebelled, but who was now spurred into action,

The Ore Wars begran, with Elves harrving Ores across
much of the northern part of the one continent, losing
@ few battles, but winning most of them by a mivtuee of
careful planning, skill and sheer fury at the atrorcities

committed by the Ores. The inhuman armies fled,
burning the trees as they went in a vain attempt to stop
the vengeful asmies which dogged them, but they anly
goaded their pursuers to greater and greater action.

The armies of the Elven nalons chased the foul
creatuces for a year and a half, a5 far as the edges of the
ice plateaux in the extreme north, wheee the sorcerers
halted the remains of thelr once-mighty armies for a
final stand, But after all his haste, Thelemas wanted to
taste his vengeance slowly, The Elven armies stopped,
and appeared to be waltng. In the freezing condl-
tems, the Orcs suffered terribly, and they dled in theic
hundreds, but the Elves — many of whorm were hardy
Mountain Elves—kept warm by using their magle, and
by reducing their body temperatures to a skabe similar
to hibernation for all but a few hours every day,
leaving perhaps a quaster of their number on guard,

Whal the Elves were waiting for was the arrival of nine
very powerful Elven sorcerers, who had been swm-
moned from their ratreats deep within the forests of
the south, When they arrived, eventually, spring was
coming to the frozen regions. The Elven aemies
marched north, and finally faced the evil forees, The
Dark Twins were challenged to magical combat by the
Elven mages, and owing to the code of all magicians




they had 4o agree. The cuntest lasted only two counds,
bafore an awedome gout of flame issued from tha
ground and consumed up the Dark Twins; the Elven
armies maeched home, without fuss, and in silence.

There ia only one race which is really kated by Elves -
the Dark Elves. The accursed creatures are opposed to
everything that Woed Elves stand for - tzuth, light,
prace and justice. Should a Dark EIf meet up with a
surface EIf, they will have to fight to the death,
becawse neither side will show any mercy whatsoever,
Fora geod Elf to have any dealings with Dark Elves, he
emust betray all the principles of his people and his
goddess. Even the poor Black Elves, who were orig-
inally part of Viridel Kerithrion's sebellion, will have
nothing at all to do with the demonic creaturas now
that they have taken up the worship of the foul Demon
Princes. If good Elves regarded Ores with anything
ike the same depth of hatred as they do their evil
relations, it is Hkely that there would be few Ores left fo
trouble anyone on Tian.

1i a Wood Elf is captured by the Dark Elves—and that is
not a likely occurrence, since he would fight with a
suicidal fury agalnst the foul beings — he is most likely
bo be sacrificed to ane of their inhuman gods after
much tosture and abuse, Dueing ordeals such as this,
Wood Elves have a “safety mechanism’, a form of
hypnosls of half-sleep that they can slip into at will by
communing intently with their goddess. Aftera while,
thelr bodies go into the same zort of hibernation that
the Elvin forces used in the last battle of the Cire Wars.
While in this state, an Elf connot speak or raspond in
any way, though his eyes may be open and he may
remain upright. Dark Elves will not be taken alive by
Wood or Mountain Elves, who will ran them through
even if they surrender.

ELVEN ADVENTURERS AND ELVEN
WEAPONS

Gince the Orc Wars, the armies of the Elven nations
have come together only once, and then only for the
chosing moments of the War of the Wizards, though
individual ¢lans fought long and hard for many years
beforehand, But thera have always been Elven adven-
turers, wandering the wild lands alone or in the
company of humans, and even [oecasionally) Dhwarfs.
In their desire to find things to occupy their time, Elves
travel the earth, righting wrongs wherever they ate
able, and gencrally helping the cause of Good. They
have a rather strange attitude to adventuring, foe they
are not looking for fame and fortune, having no need
or desire for either; they do it simply because it is
interesting! Their human and Dwarf colleagues can
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rarely understand such an attitude, though they
guickly accept it when they realize that the EIf will not
need his share of any treasure they acguire.

Elves are exceptional warriors, especially (thanks to
many, many centurles of hunting in their forests) in
using the Elven bows, which have become legendary.
Elren bows are enchanted weapons, which seam
alenost ‘alive'. When hie fires his bow, an EIf attunes
his mimd bo the entive action, Fe feels the sleekness of
the shaft, the control of the flights and the power of the
bowstring propelling the arrow forward, His mind
merges with the act of shooting the arrow, and
together they guide the arrow to its target with unfail-
ing accuracy. Elves hit what they fire at, and if they
raally need to fire their bows, they will usually fire to
kill, All this takes just a few geconds, and is quite
astounding to watch, should you ever get the chance.

her creaturees have tried to use Elven bows - indeed,
less imtelligent croptures like Ores often attempt to
steal theem from the Elves, belicving the weapons will
make them truly invinclble warriors, They don't
reallze that part of the power of Elven archery comes
from within the mind of the EIf himself, and that the
other part has developed slowly through a history of
empathy with the trees from which the wood of their
bow is made, Neverthaless, those who have seen an
EXf bring down a small black speck In the distance that
burmed out bo be an Ore will have imagined what they
could do if they could use a bow like that,

Elves also wse swords, usually long and thin in design,
almost like fencing rapiers. As with all Elven weapons,
their swords are unuscally light and strong, almost as
if they were not made from iron and steel, Some Elven
swords have been known to be enchanted, with spells
ensuring that they remain sharp and do not break
teaced into the fat of the Blades In switling Elven
runes. They may also glow with a faint light in the
presence of evil creatured, and tingle in the hand of the
wielder to alert him to the presence of such danger.

One such weapon was the legendary Sword of Jezen,
originally given as a gift by the Elven peoples to Prince
Gethel Amanang, who ruled over a small land known
as Bellisaria on the northern edge of the Plains of
Bromze in Allanzla, around the year 160001, Prince
Aranang had earmed the gift by helping the local Elves
in cleanaing a Dark Elf settlement from a network of
deep caves in the hills on the edges of his land, It was
known as the Sword of Faendship, and it was a
wondmous thing to behold - sleck and golden, with
many spells of warning and sharpness woven into it

ELVEN NAMES

It = not knowe what form such names take.

Elves have notone but three names, each of which serves a different function in their long lives, Firstly, they
hawve a comment rase, by which they will be known maost of the time, espedally to other races. Such a name
will not be very fancy, and may be derived from the name of a plant or tree, such as Azh, Hazel or Willow: or
it may be like a nickname, such as Redswift or Hawkeye. The second name is their Elven rame, by which they
will B2 known te other members of their race. This usually consists of a first name and a family name:
Redswilt, for example, was known to other Elves as Larel Anorien. The third s their frie name, the name by
which the goddess knows them, and through which they invoke Elven magic. Elves believe that anything
can be controlled if you know its true name, which is why they never reveal theirs toany other living being
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Before they were defeated, however, the witch-king of
the Dark Elves cast a curse on the family of Prince
Aranang, which manifested itselfaround the Sword of
Friendship. Many who saw the sword were immedi-
ately struck with a greal desire to possess it at all costs,
Crthel's brother was killed by the prince himself after
he had tried to steal it one dark night; courtiers and
palace puardsmen met similar fates; even the ruler of &
neighbouring country was killed attermpting to steal
the blade during a vizit to Bellisaria’s capital, The Hade
of the sword gradually turned from gleaming metal Lo
matt-Black, and the runcs on its surface slowly
changed from ones waming against evil o ones
encouraging it In great alacm, Prinoe Gethel retumed
the Blade 1o the Elves, but they could not bear to
approach it and commanded him do semove it from
their forests immediately, The prince could think of
only one courde of action: he rode down to the Zea of
Pearls, and threw the Blade as far out s he could. But
knowing the stormy waters of that stretch of coast, the
sword will one day reappear, bringing s ghastly
curse with it.

ELVEN SETTLEMENTS

The Elven peoples today are scattered far and wide
across the world, and are far less numerous than they
used to be. Today there are few Elven towns or cities,
amed most Ebves live in gmall villages secreled in the
heart of old woodland. Such villages are sometimes
similar fo human villages, consisting of a number of
small but exquisitely woorked cotages, but many mon:
are sl bullt in the raditional style, on wooden plat-
forms among bhe tree-fops, connected to one another
and the ground by rope ladders and nammow walk-
ways, Such vllages are breathtaking when Ffirst
chanced upon, for it seems amazing that any belngs
could live their lives perched high above the ground in
that mannear.

However, you will chance upon an Elven village only
if its inhabitants have decided that you ace not a threat
to it. Eives protect their villages with stromg magic
which obscures them and makes anyone they do not
wish to enter wander around I ciecles, never able to
fimd them, On the fringes of their villages, Elves post
guards who keep thelr eyes and ears peeled for
threatening coeaturcs — though actonding to Elves,
humans and other beings unused to woodland make
s much noise that they can hear them from several
leapues away, and rarely need to be warned of their
approach! I vou enter an Elven forest on a warm
summer’s evening, however, and are very careful as
vou creep through the undergrowth, you will hear the
light volces of Elves, singing in the distance as they

ELVEN LANGUAGES

Elves speak two languages, one of which is a very watered-down version of the other, Hiyh Efeigh 15 a very
complex and courtly lainguage, spoken by Elven nobles and other dignitarles. Prayers are usually sxid or
sung in it. It is also the language of sorcery, and is 2 necessity for all serious spell-casters who wash Lo know
more than a few explosive party-tricks, as the Elves call most human magic. Connmon Eliis, or Low Elcish, is
the language that most Elves speak every day. Itis also the language of Spriles, Pides, Woadlingz and ofher
forest creatures. 1L Is quite difficult to master, but you may find it useful to pick up & smatesing of 1 3f vou
spend any length of fime in the company of an EIf adventurer, you will learn a few key phrases just by
listening to him — especially curses in combat!
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celebrate the [ov of being alive in the beautiful forest
with songs to Erillia, the moon, the stars and every-
thing elze they consider beawtiful. [tis rare to find such
boauty alive in our zavage world today; even battle-
hardened adventurers such as yourself will find
enchantment in the slnging of the Elves.

Close to their villages, and uswally within the protec-
tion of thelr warding spells, Elves congtruct shrines to
their goddess: they plant groves of very young trees
and bright forest Aowers in her memory, and - a
typical Elven practice - wrap small gold and silver
ribbons around nearby branches, and sometimes sat
up a small slx-sided plinth cut out of puce white stone
and engraved with prayers fo Erillia. Should you ever
manage b2 find such a grove, vou will be able 1o rest
there a while, safe in the protection of the plant
goddess hersalf,

Humiang somefimes have difficulty understanding the
ways of Elves, but that should not stop them appreci-
atling thelr beauty and strength, They ame powerful
beings, but use such things in the service of Good
rather than Evil, a factor which makes the blagphemy
of the Dark Ebves even more repulsive. Despite their
oocasional sbowness, they are an important force in
holding back the powers of Evil. Should you chanes o
mieet Wood or Mountain Ebves in the course of your
travels, you will zoon leam the meaning of friendship,
if wou deserve it,

The Lesser Races of Good

Apart from Ebves and Chwvarfs, there are a few more
inhuman races who serve the cousze of Good, though it
must be said that some serve it in very slrange ways.
They are not only lesser in importance, but they are
alzo all smaller in size, even smaller than Dhwatfs.
Mone of them are properly crganized indo aations, and
they do not have armies, but in their own wavs they
contribute to the continuation of Good on Titan, and
may be able to offer yvou some small assistance ag you
travel the world,

GNOMES — THE QUIET GARDENERS

Gromes are strange, prumpy beings related fo
Dhwarfs, Indeed, i is thought by some scholars that at
one time they actually were Dnwaels of a clan who did
not wish to live in the barsh mountain regions
inhabifed by most Dwarfs, and who left to live in
seclusion in the Elven forestz. There, it s supposed,
they slowly changed from their original form, becom-
ing shorter and more wizened, and aven moze with-
dravenn than nommal Dhwads, unfil they were recogniz-
able as a separate race, the Gnomes.

Whether or not this is true is difficult to say, for
Gnomes are very reclusive and solllary, and hawve Litile
Ume for the affairs of larger beings, However, in the
recurds of the Elves of the Forest of Yore, which we
consulted over a number of podnts in our book, a
different story is told. Dwarfs, as you know, are very
wary of magic. True, they use some spells, but these
are very specialuzed, for casting sharpness into an mor,

o1 for searching out the purest seams of gold ore deep
underground — mare cantrips compared to Elven or
even humat sorcery, But one dan, the Elven records
say, become fascinated by Elven high magic after
seeing o demonsteation of its power from Elven
dignitarles visiting the celabrations for the five-hun-
dredth anniversary of the founding of Fangthane. It
seems that they wanted to know more about magic,
and left the Dhward capital to wander the world in
search of its source. They found a little knowledge, but
ended up shunned by the Elves; for they were still
rough, unsophisticated Dwarfs. They settled in
isedated parts of the forests, where they could be close
to the magical powers they lusted for, and gradually
evolved into Gnomes.

Whichever of these tales s cocrect, it is certain that
Gnomes do know a little magic, and what they know
they are vory proficlent in. They soon give demonstra-
tions of it to anyone who approaches them, for they
use il to ensure that they are nob disturbed. They are
sofitary creatures, who seem to like nothing more than
just sleeping in the sun amid the natural splendour of
the Elven forests. But Elves have also seen them
tending plants, trees and forest animals, using other
apells and a good deal of skill. Just as Dwards care for
their underground world with a deep intensity and
reverence which humans find haed to understand, it
seems that Cnomes look after the land, albeit in their
own small way. As they are Nature-loving creatures,
they dislike larger beings who they see as destructive
vandals, and they get annoyed even by Elves, who
they feel patromize and talk down to them, when they
deign to talk to them al allf

PIXIES AND WOODLINGS

Bodl of these forest races, which are related, seem to
be descended from a mixture of humans and Elves,
though somewhere along the line they shrank! Wood-
lings stand aboul as high as Dwarls, leading to sugges-
tions thal they are related to them, though this is
extremely unlikely. Woodlings bear little physical
resemblance to Dwarfs; apart from the obvious - faces,
arms, legs and so on - and their helght, they have little
or nothing in common. It is thought that they were
once humans whe simply regressed and grew shorter
and shoster, in the isolation of their focest homes.

Pivies are even smaller still, perhaps half the helght of
Woodllngs. Their pointed ears, woodland habitatand
happy-go-lucky atttudes to life would seem to point
to some relation to Elves, though whal it is {5 not
recorded, and there are few theories to explain their
resemblance to the noble race. Pivies themselves do
not know much about their own history. They live
very short lives (no pun intended), their life-span
rarely exceeding thirty years, and they have never
developed writing, so they have no records of the past
history of their race. A few folk-tales seem to talk of »
time when Phdes lived alongside some taller, more
civilized mee of beings, butthey give no defails, whic
is very infuriating to us scholars, who would prefe
know these things,

Both races live in thick woodland, butldog sl
villages of huts from wood and leaves. They aoe pen



gardenars, like Gromes, and tend their parts of the
forest with quiet, but great, fervowr. Neither race is
particularly fund of larger beings, for both leamt long
ago fhat such beings seem to delight in tormenting
creatures smaller than themselves, Fixies, in particu-
lar, get picked on by crue] men, who take advantage of
their dislike of Sprites to hold evil contests in which a
Pixie and a Sprte are released inte a ring, while
spectators bet on which one will survive. Woodlings
take their fear of large beings to extremes, however,
and disguise their small villages to Blend in with the
background and wear green and brown cothes as
camouflage, o hide themselves away from the alten-
Homs of larger beings,

SPRITES, MINIMITES = AND THE
PERILS OF MAGIC

Sprites and Minimites were once thought to be two
separate caces, for while they share similar forms (they
are very small winged humanoids), the former are
simple and unsophisticated while the latter are very
clever and civilized. Sprites dwell in woodland areas,
like the other races detailed here, where they live
peaceful lives caring for plants and andtmals. They are a
gentle, timid race, who fear men and other large
beings. They get on well with Elves, however, with
whom they feel a keen affinity, as fellow plant-tenders
and magicians, Sprites seem very smug about the fact
that they can cast a wide range of magical spells,
though in trath these are [ttle more than cantrips, and
certalnly no more sophisticated than those practised
by any aspiring apprentice in his first few weeks of
magleal training, The Elves share the Sprites’ delight
in magic, however, and sympathize with their
enthusinsms.

Minimites are far more sophisticabed than Sprites, and
they usually do not acknowledge the fact that they are
related. They have a long and detalled history, and
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their culture was once very sophisticated. In the cen-
turies before the War of the Wizards decimated much
of he world, Minimites dwelt alongside men in some
of the great seats of learning in the Old World. There,
the race was recognized as one of great intellect, and
respected for their tireless efforts in collecting, as best
they could, the history of the world. Minimites could
discourse for hours on Brician battle tactics, tell long
sagas about Bjorngrim Giant-slayer or finna Arajar the
Hermit, and perform lomg and very intense magical
rituals. They were easily the equals of men in the
practice of high sorcery, despite their tiny frames, but
they were dedicated to the cause of Good and they
never wsed 1t bo work il

When the Forces of Chaos began seeping out of
Kakhabad, the Minlmltes were very afraid. Mews of
the wars raging across Allansia and Khul was
infrequent and terrifying, and everyone began fo
suspect that unless something were done the third
contlnent would be engulfed foo, Thelr best scholars
and magicians began the long but necessary task of
searching through their extensive archives and
ancient spell-books for clues to the solution to this
problem. But after five months nothing had been
fouind, and the Forcas of Chaos were now hammering
at the gates of Analand and Ruddlestone, [n despera-
tion, the Minimites began to frantleally hunt through
ather, more dublons works

[n a treatisa written by an insane mystic known only as
Aughm Lightchaser, they found what they thought
was an answer. Among the crazed joltings they found
a lonp and very dangerous technique which would
summon and unleash the vary power of Goodness
itself in one devastating split-decond burst of powerl
The Minimites had 1o try, Pooling their resources with
thosa of the greatest human sorcerars, they gathered
on a peak in Mauristatin to perform their ritual.
Slowly, as they danced and wailed and chanted, they
could hear the Forces of Chags gathering around the
base of the mountain, calted from all over Kakhabad.
The tension rose and rose, the pitch of the chanting
reached Insana levels, the creatures of Chaos howled
beneath them. And suddenly, in a cataclysmic fash,
bolts of golden light flashed from the heavens and
struck the Forces of Chaos, Where they struck home,
they counteracted the power of Chaos, and the two
vaporized each other, [n less time than it takes to blink
an eye, most of the Forces of Chaos had been blasted
inta their component particles, and the rest were
fleeing back into Kakhabad.

Bul the victory was not without its cost. The Minimites
wh had wielded this wild magic became enamoured
of such power and taught others to lust after it. A
dream arose that Minimites would become the bene-
volent ruless of the woreld, guiding their subjects by
thelr wisdom and sorcery. Other Minimites, however,
gaw that this dream was a dream of tyranny. There
was only one soluton: slnce a single Minimite on his
own has no pgreat magical power, they had to be
prevented from working together, The race became
nomadic, condemned fo wander the world, and
provented by intdcate spells woven into the very
fabric of their being from ever joining forces with
others of thelr kind.,
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Allies

A5 you travel across the world of Titan in search of
adventure, you will quickly come to realize that the
Forces of Evil and Chaos far outweigh those of Good.
Everywhere you go, humans steal from humans, Ores
raid Elves, Trolls assail Dwarfs, evil sorcerees promise
death to everyone. Members of non-human mces like
Drwarfs and Elves may be able fo aid you, but they are
few and far between, and they have their own troubles
tog, for Evil is wying for dosninanoe everywhere,

But here and there, if Sindla is keeping her eve on vou,
you may be lucky and find a friend on the road, or
somenme who can offer you sheller for the night. In the
more seftled lands, there will always be places for vou
to stay in relative safety. But once vou are out In the
wild lands, you may be very much on your own,
unless you can find a few allies. Such allies may crop
up in the strangest places, and at the strangest Hmes,
far the servants of Good always have to stay one jump
ahead of the enetmy in such places, But allies are thees,
carefully working away at Evil's influence, and trying
to reinstate the cause of Geod in linds which had
abandoned it.

COLLETUS THE HOLY MAN

Im the wildest parts of Kakhabad, for example, the last
person you would expect to come acrozs would be a
Blind holy man, but in Xamen several adventurers
have had need of the services of Colletus, He serves
Throff, the earth goddess, who is alzo the goddess of

heallng - for Colletus has the power of heallng
disease, granted o him by his goddess for his efforts
on her behalf in some of the wildest lands on Titan.

Colletus wanders the perilous lands of Kakhabad,
lapping every step of the way with his staff. How he
avoids bring waylaid and killed by the servants of Fril
is astounding: it is almost as i he i3 50 good that they
cannol harm him. This was plainly not always the
case, however, for Colletus was not boen blind, In his
youth, he was an advenlurer who saw Evil beginning
to fester within the fortress of Mampang as the Arch-
mage began to take his first lentative steps towards his
ultimate goal of imposing tyranny over the whole of
Kakhabad. The foul sorcerer had made pacts with
Orres, Gobling and the accursed Red-Eyes, who were
then starfing to rald the few settled parts of Kakhabad,
intent on giving good demonstrations of the potential
power of the Archmage as a waming to the leadera of
other nearby nations.

Colletus, then innocent and unworldly, but full of the
courage of the young, journeved long and hard, until
he came te the very gates of the Fortress of Mampang.
Proclaiming that he wished fo pledge his swoed to the
Archmage and fight with his armies, he goined
entrance, and quickly began finding his way about.
Eventually, after two months' exploration of every
aspect of the travesty of life which goes on in that place
of Evil, b put his plans into eperation. He got himself
picked as a special herld to the Archmage, with the
job of bringlng him news from the commanders of his
armies as they reported from the furthest comers of
the land. His chance came soon, when many of the




soldiers of the fortress were repelling an attsck from
the Samarnitans of Schine, the Bied ban resistance whi
had been making quick in-and-out raids against the
fortress For several months. Bursting into the Arch-
mage’s ronms, he surprsed the sorcerer kneeling in
communication with his foul demonic gods, amd
without the staff which held mest of his power. The
brave warrior mushed fonward, his sword swinging
around his head, ready to deliver the blow that would
bring peace to Kakhabad again.

Colletus had  reckoned without the  Archmage's
demonic patrons, however, Through the dimengional
gate linking the sorcerer with the Internal Abyss, they
senta ball of Black Are, which burat into the rooom with
& flash which blew the Archmage acposs the room and
blinded Colletuz. The warrior stumbled from the
room, pushing agide the remaing of the charred doos,
and in panic ran without knowing where he was
going. Eventually he found himself on the desolate
rocky slopes which lead down from Mampang.

Wandering blind, Colletus drifted through the wilder-

ness, unhl he eventually found sancteary with the
Elven sorceress Fenestra. Under her care he recovered
his health, though not his evesight. He became an
imitiabe of Throtf a litthe while Jater, and was granted
the power of healing through his hands by the god-
dess in ey of his lost sight. Now he wanders Xamen,
thwarting the Archmage by healing and preaching the
wiord of Theoff, rather than by sabolage and violence.

The zorceress Fenestra, incidentally, is a most unusual
charmcter, because she iz a renegade Black EIfwho has
turned her back on their evil ways and joined her
powers bo those of the Forces of Good. She dwells in
her lonely hiowse in the heart of the Forest of Saatta in
ihe Baklands, where she studies the deeper mystecies
of high magic and watches over the sureounding avea,
Surprisingly (for an Elf), she used fo live with her
father, alao & zorcerer of some repute. He was killed by
the Serpent of Water, one of the demonic Seven

SOUTHERN MASK MAGIC

Thie Healer's peouliar skills use specially enchanted
mazks o deaw sickness from the body of the suf-
ferer, They work on the principle that every sick-
ness of the body is alzo a sickness of the soul, Each
of the masks s enchanted lo react b2 a particular
gilment, soothing the soal of the person who wears
it, while the Healer casts a spell over them as a cure

For a commaon injury, such as a broken leg, for
example, the sullerer wears a mask in the form of a
Giant, which holds back the pain while the Healer
resets the bones and wraps the leg in strips of cloth
soaked in healing salve. Fora more serlous ailment,
however, there are rituals which both the Healer
and the sufferer musl perform, slowly working a
magical cure together, The curing of 4 heavy curde
or the healing of insanity take especially strong
mingic, which can zometimes damage the patient
instead of helping him, Mask magic is erratic, but
when it workes [t works well, and it is the only cure
for some ailments,
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Serpents summoned by the Archmage to bring vet
more lereor bo Kakhabad, and she now collects any
scrap of information that she can about the infernal
creatures, while plotting her revenge. She Is a great
source of information abowt all the northem Bakinds,
but she is wary of strangers and rarely Teceives
visitors. Should you ever encounter hee you will need
o convinee her of your good intentions before youcan
safcly ask her advice.

[t seems that your best hope of finding allies against
Evil ligz in magictans, [or there are still soame who
cobbinue o wse their powers to fight for Good, You
hawe just heard of Fenestra and Colletus who mav aid
vou in Kakhobad; in Khul, sorcerers such as Selator
the Green and the flamboyvant Agravert Peltophas
miay e called upon for aid, though they may require
some persuading. And in Allansia, there are three yvou
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may need to consult, theee who at one e were all
that stood betwaen Allansia and foftal Chaos, but oui
of whom only one stlll practises high magic.

THE STAR PUPILS

In the heart of the Forest of Yore in the soathemn part of
gettled Allansia, near thal seat of learning known as
Salamonls (where your humble authors reside at thiz
very moment], there s the school of the Grand Wizard
of Yore. Founded over a hundred and fifty years ago
by Vermithrax Moonchaser, then just an ordinary
wizard, it has trained many great sorcerers, though it
Iz unlikely 1o be training many more, for Moonchazser
i% finally nearing the end of his magically extended
life, About fifty-five years age, his dasses wers blessed
by the presence of three star pupils: Gereth Yaziroma,
the =on of a priest from  Salamonis;  Arakor
Micodernus, whose father was a rich merchant in
Fang, and Pen Ty Kora, a pecullar fellow from distant
Aranfis, whose father was something like ‘Chief Cheer-
geer of Scriveners to the Overpriest’. Between them
they amazed Moonchaser with their innate magical
gbilities and willingness to leam even more. Most
voung men who acquire a few magical spells zeem to
spend all their fime bragging to villngge gids about their
amazing powers, and running arcund the countryside
scaring catfle and wasting their energles with ailly
pranks. But not these three! From the start they were
keen and attentive, humble and respectful in the face
of the Grand Wizard's far superior powers, and fully
aware of the limitations of their own.

Eventually there comes a time when a master can
teach hig apprentices no more, and they must make
theirown way out into the wodd to put all the theories
into peactice. And so the three left the safety of the
Foarestof Yore, and setout tolearm aboat the seoeld, and
to prove themselves master sorcerers, Pen Ty Fora-a
short, dark-skinned man who spoke with an unusual
accent and who used to pedform the most peculiae
combinations of spells, to great effect - travelled south
again, and returned bome for a while, where he
became aninitiate of the temiple of the cacth goddessin
Eaynlesh-ba. There he leamt the peculiar southern
healing magic, which he took to with great fervour. [n
time healing magic became his speciality, and as he
travelled the wodd, heading slowly but survaly back o
the northlands, hebecame known simply as the Healer
to those who came to him for cures,

NICODEMUS AND THE DEATH SPELL

Meanwhile, Micodemus had set off into the Flatlands,
which were as harsh in those days as they are now,
After several years of extreme haedship, Uving on
roots and anything he could catch, he had slowly
worked his way as far ag the eastern edge of the
Moonstone Hills, Intending fo sirike oocth for
Kaypong and the exotic city of Zengis, he began
crossing the Moonstone HUls, but there he chanced
upan a great evil which would eventually threaten his
life. Travelllng in the rolling hills, he arrived one
evening in a small farming villags leagues away from
anvwhere, The dtizens were gloomy and depressed,
and did not welcome him with the pormal good
humour of country folk,

Upon asking the reason, he discovered that a curse
had tume to their lands, Inflicled by an avil shaman
who, they said, dwelt in a cave further in the hills.,
Chce a fortnight the shaman would come and stand
on the rocky erag which overhung the village, and give
Lthem the same speech, in which he demanded that
they move away from the area immediately. The
citizens of the village had decided from the start that
they weze not going to let some petty spell-caster tell
them what to do, and had refused fo move. But the
shaman returned with a large force of Orcs and
Gobling, and showed the full extent of his powear. He
blighted their fields, killed their animals, and made
the =ky ao overcast that pothing would thrive.

Micodemus was spurred into action. Taking on the
form of 2 Man-Orc through the use of an illusion spell,
he worked his way inside the caverns of the shaman,
until he disgeovered the reason why the evil sorcerer
wanted the villagers to move away. Centuries ago,
long before the War of the Wizards, a btanic battle had
taken place at this point bebween the fwo Elven
sorcerers and three evll human neckomancers, known
az the Dark Croves. The Ebves had won, eventually, and
the ashes of the humans were buried in the valley
where the village now resided. But now the call had
come down to the shaman from the evil deities which
he served, to make plans for the resursectlon of these
impartant secvants of theirs.

The warding spells the Elves had placed on the ground
where the foul sorcerers were buricd were such that
the spilling of blood (the usual technigue for resurrec-
tion) would miln the aghes, making cesurredtion
impossible, For this reason the shaman was not risk-
ing an armed confrontation with the villagers, which
would certainly lead to bloodshed, But now the vil-
lagers had had enough of being threatened, and of




starvation and misery, and were prepadng to leave the
village to the shaman - though they were still very
puszled as to why he wanted it su badly, but
apparently not badly enough to kill them all for it in
the wsual manner of the secvants of Evil.

A5 s00n a5 the last villagers had fled the little hambet,
the shaman's forces (including the disguised
Micodemus) moved in, and began making prepara-
tions for the resurrection of the Dark Ones. The time
came, and under @ moonless night sky the shaman
started the long ritual which would culminate in the
ashes re-forming into bodies which would then rise
from the ground. There was an almost taingible feeling
of Evil in the atr, and Micodemes, waiting near the
front of the crowd of Orcs and Gobling, was swee that
the unearthly spirils of some very evil brings were
somehow present.

The shaman began his dance, wailing in a tongue
Micodemugs had never heard before {the Temon’s
Wodce', a language used forall dark magie). The chant-
ing of the shaman was joined by three other voices,
groaning and  keening  from  beneath the  soil!
Micondemus broke from the mnks of Cres, waving a
large jagged-bladed sword as he mn towards the
shaman, who was tog involved in the appreaching
climax of the ritual to notice. The sorcerer split hlm
from end to end with one almighty slash of the sword,
gnd the shaman's blood sopked the ground. Screams
camne howling from the ground, but slowly faded away,
as Micodemus cast s spell of pudlication over the blood-
stained soll. The Ores and Cobling, shunned for a
moment but now galvanized into action by the demonic
gplrit voices soreaming in their heads, streamed tovards
him, but carefully aimed fireballs kept them at bay long
encugh for him o fee the village. ..
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A ovear tothe day Iater, Micodemus found himself
exploning an anceent ruined temple in the middle of
the Pagan Plains, In a crypt beneath the nave of the
femple, he found a large black chest, which gave off
powerful magleal emanations. Perhaps il was greed
for new magic, perhaps just o patural cudosity that
caused him to be less cautious this time. Whatewver it
was, 85 he opened the lid of the chest, the crypt shook
with demonic laughter and three smoky black shapes
switled and solldifled, until in front of him stood three
cowled figures, and a great aura of evil filled the crypt.
The central figure spoke: "At lost, Amkor Micodemus,
we are revenged on you! You will not escape a Dreath

spelll

Micodemus gaved in horror at the runes engraved on
the inside of the chest's lid, The cowled figures of the
Demonic Servanis faded into thin air, and already the
wizard could Feel a sickening frembling start in his
bones. Fleeing from the temple, he headed east, mak-
img for the Dwarf town of Stonebridge, where he had
last heard tell of his fellow sorcerer, the Healer, If thero
was anyone on this world who could help him now, it
toust be him. The Healer was not at Stonebndge, but
the Dhwarfs told him that he was heading for Fang,
Micedermus borrowed a horse and galloped norh
avross the plains, his every joltechoed by the panicked
thumping of his failing heart. After three days’ hard
ride, pauzsing only to swap hiz exhausted horse for a
fresh one at o small farm he passed, the dying sorcerer
caught up with hiz old colleague, as he was laving on
hands in the market-square of the village of Anwvil,

Pen Ty Eora took one look at his felend, now 2o near b
death, and swore under his breath, Hiebed the shaking
Micodemus out of the village and on to the plain.
Holding his friend upeight, he pointed fo the glowing
peak of Firetop Mountain away to the east, There, my
friend, we will wait for the dawn,” the Healer said
obscurely, After three hours of desperate struggle, the
pair arrived at the foot of the mountain, and began the
long, painful jobof ascending to the top. When they at
last reached the summit, the Healer pulled o large
mask shaped like the sun from his pack, and placed it
upos the head of his friend, who by now hed gone a
ghostly white, as Death’s clammy hand began to
squeeze ever stronger on his spirit. The Healer began
his ritual . .,

Atdawn, the sun mse palnfully slowly, bul as its rays
touched his body, Micodemus sat up and yawned,
saying he had dreamit of a phoenix which carried his
soul back fo the land of the Living. He wag alivel
Micodemus had cheated the vengeance of the Dark
Oes and thelr demonic mazters.

But thiz tme the Healer was not spared their wrath,
He was struck down, wathin a weelk, with an extra-
ordinary disabling ailment which disfigurcd his body
aind made his every movemenl agonizing, The Healer
fled the world of men and became a recluse, hiding
himself in a lonely cave on the fringes of the loefinger
bountaing. He iz stll thees today, helping the sick and
the injured, but rofusing o see anyone who doss not
require his services. Both Micodemus and Yaztromo
have wvisibed him, bul both tmes he refused to see
them, I vou find youwrselfin the northern lands, andin
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desperate need of a healer, youcan be given direclions
b his cave by anyone - bul do nol expect hiz aid if you
do nok require healing.

Micoderous himsgelf went on to hove many more
adventures, being called upon several times to theart
the plans of the servants of the Forces of Evil. Eventu-
ally, however, he bred of congtantly being asked to
sort out the problems of the wordd, and went into
retirement In the decadent vermin-pil known az Fost
Blacksand, the City of Thieves, Why he did this we
will probably never know — it is certainly unusual for
stich a servant of Good willingly to zettle In such a den
of Evil, unless there is some very good ulberior motive,
Pethaps he iz just keeping an eye on Azzur for
Yaztvomo? Bub what of Yautromo dudag all thig?

YAZTROMO, DARKWOOD'S KEEPER

When he left the school of the Grand Wizard of Yore,
Yaziromo initially returmed home to Salamonds which,
although dose fo his school, he hod not seen in
fourteen years. There he sel himself up as a com-
miercial soroerer, selling charms and potions from his
home half the time and spending the other half
regearching in the extensive libraries of Salomonig,
which date back fo long before the cataclysmic War of
the Wizards. He learnt much about the magics of other
lands and other races, but eventually wandee-lust took
him, and he sot off on his travels, Owver the next few
years, his wanderings took him across the whole of
settled Allansia, from the border between Chiang Mai
and FKaypong to the southernmost fringes of the
Southern Plaing, from Ovster Bay and the muing of
Balkash to Trollfeoth Pass and the cdge of the
Flatlands.

Everywhere hie travelled, he sas the cruel hand of Evil
pulling the strings in the background, and he was
sorely troubled, for he could see nooway of ever bring
able to fight more than a small portion of it. For a long
while e considered zimply hicing a boat and setting
sail for new lands, butin the end decided that this was
a very cowardly thing to do. If the gods had granted
him the power of sorcery, he thought, he should make
the best use of it.

Tt wras while he wag reflecting om such matters that he
passed by the fringes of Darckwood Forest, the wild
mass of ancient woodland south of the Dward village of
Stonebridge. IF was the month of Hiding, and the cold
weather was just beginning, but it was still pleazant to
walk beneath the stars of dusk. As Yaztromo steolled
on, his staff swinging in me with his steps, & warm
mist suddenly dosed in. All around him, the bizacme
shapes of the trees loomed through the grevness, but
Yaztromo was not afrid: e had his magic to probect
hirn, which he would chance against any supernatural
horeors the forest could set against him!

All of a sudden, howewver, he gave a start. Floating
down the breeze came the sound of screaming - and
something was burning, He ran through the tangled
undergrowihof the forest for a few minutes, and came
to a cdearing in which a dozen or so Elven huts stood,
all of which were ablaze. Dark shapes flitted between
the trees, and although he had never seen them in the

fiesh before, he knew exactly what they were - Dark
Elves! Weeding no further goading into  action,
Yaztromo charged into the fray, fre Blazing from his
staff. That night he killed eight of the ghoulish Dark
Elves, and won the immediate respect and admiration
of the ¥Wood Elves of Darkwond. In the days following
the attack, the sorceror stayed with the Elves, and
learnt everything he could about life in the forest.
Much of it s;amed idyllic to Yastroma, notunlike the
Forast of Yore of his apprentice days; and he half-
considered setting up his own magic school here.

But theme were great problems, and greater dangers
Iurking in parts of {he forest. Despite its beauty, it was
a perilous place for many of its inhabitants, and itreally
needed the protection of someons who could watch
over it at all Hmes. Yaztromo pondered upon the
problems af Darkwood at length, and as his brief stay
with the Wood Elves tuened into skx eooasths, and then
a year, he slowly came: to the conclusion that he really
watibed to stay there, and be the one tolook aller it

As so0n ag he had had the honesty to admit this to
himself, he felt much betier, and irmmediately visibed
the Dwarls of Storebridge to ask them fo help him
build & tower near the southern end of the forest. King
Gillibran and his subjects were very sceptical of
Yaztromo's dealings with Elves, but they liked the
witard, and thought his staying close at hand was a
great idea. Work was stacted, and soom completed
with the help of a little magic, and Yaztromo moved
intn his fall, white tower within the year.

He still dwells there; indeed, he rarely leaves the tower
any more, except when something very serious_is
brewlng. Mews is brought to him by the birds and
animals of the forest, who come and 12l Iim all that
they have seen thromghout the day, He also has a pet
ceow, called Vermitheax after the Grand YWizard, who
carmies messages o and fooim the Dwarfs of Stones
bridge or the Ehves of the forest, Everyone in the forast
kruows him, and most respect him and the strength of
his magic, The Darkaide Elves, however, tend to think
of hitm only as a harmiess fool, 5o he has been able to
keepa keen eye on their movements. Indead, he keeps
regular tabs on most of what goes oncin this corner of
Allanzla, and exchanges messages with Nicodemus in
Blacksand, and with many other Informants besides.

He has restarted his business selling small magical
items, in an attempl b gain money o sabisfy his ome
major vice: the old wizard loves sugared cakes, which
he orders from all over when he has the money (o buy
them, which is mot az offen as he would like!

Should you ever find yourself in the area and in need
of assistance, you will find his tower et just off the
pathat the sputhernmost extent of Darkwood. It is an
impressive affair, buwilt in white stone with @ massive
caken door. L has a grest many chambers, including
an observatory and several cellars designed for magi-
cal exporiments, but eccentric old Yaztromo spends
most of his Bme in the study-cum-libmny, which is
always overflowing with books, papers, magical
paraphernalia, anlmals, birds and ooweh, much more—

thare iz barely envugh reom for his favourite old oak
artnchair!
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THE NEUTRAL FORCES

Batween the Forces of Good, which are few in number
but determined of purpose, and the Forces of Evil and
Chaos, which are numerous but disorganized, there
are the MNeutral Forces, Well, they cannot really be
termed Forces as such, for they have no real armies,
and often prefer to use those of other people to do thede
work for them, if they wish it done at all, that is. For
thera are, in fact, two types of Neatral; the people you
encounter may be one or the other. They may be
followers of the Trickster gods, led by Logaan, the
craator of man, who try to offset Good and Evil against
each other, eventually to balance the two. Alter
natively, they may have opted out of allegiance to
either side, and prefer to remain aloof from the world
and all its problems. This second type have no gosds,
no allies and few philosophies; they have simply
turmed these backs on the world. Both factions may
give you great help, or may hinder you tereibly, almost
according to their whims; as a result, you should be
very wary of Meutral beings.

The bagic philosoply of the Tricksters and their fol-
lowers is simple, bt it operates on a grand cosmic
seale that is hard to grasp. Whatever happens, they
say, the universe will survive only U the powers which
pull it this way and that are balanced: ton great a shift
one way of the other will tear the fabric of the cosmoz
and the world will end, Therefore, whenever one side
i in a very strong position, the Tricksters will either
lend their aid to the opposing factions and hinder the
stronger side, or they will live very dengerously by
pushing the stronger slde Lo even better positions, in
the hope that the underdog will fight back and restore
the balance. For all their apparently friveloas bricks
and jokes, the followeres of luck and chance are actwally
very serious follovwers of the balance of Good and Evil.

Lord Lﬂgaan the Trickster

As you know, Logaan the Trickster was one of the
pods of the Celestiall Court, Although different
cultures call him by other names (which include
Ranjan and Akolyra), and give him different forms {a
woman or 3 mischievous mt scem to be the most
comman, though there are many others), all scem
certain that it was he who first created intelligent
beings when he made Man and Woman during the
Codtime, Such universality ks surprising, for it poours
in few ather areas of mythology; such instances are
usually faken to mean Lhat the event described by the
myths definitely did wof happen,

Logaan is a strange god, for he has no recognized
parents or relations among the hierarchy of the
Calestial Couct, whereas even Death has his brothers,
Disease and Decay, One might have at least expected
Logaan to be related to Sindla, the goddess of huck, for
their domains overlap, but this is not so. However, in
the writings, statues and symbols of his devoted
worshippers, he Is jolned by a pair of mystedous

figures, known az Kata and Petros. These bwo are
usually depicted as faceless, robed humans who stand
flanking Logaan, pulling him this way and that -
obviously symbaolic of the way in which Logaan him-
self pulls the Forces of Good and Evil this way and
that. Logaan is portrayed in many different guises,
like all gods, but tn hig most common human form he
i# short and misshapen, like 3 down, with bandy legs
and a strange expression on his face. His hair is wild
and hlz pacments appear not fo 0 - but in his eyes
there is always a look of extreme sericusness.

The other gods of Titan appear only in very setious
mythological tales, but Logaan also crops up in many
popular folk-tales. They are always sel on the Earthly
[Mane, cither just before or just after the other gods
leave following the Fiest Battle, and they always seem
toend up with him playing tricks on someone who haz
been pomipous, cruel or foolish. Many of the tales also
explain how the Trickster discovered writing, or fire,
or the wheel, or smoking-weed, or whatever. And
although Logaan is always the hero of the fale, he
often makes himself appear foolish too.

A typical foll-tale of this sort is Logmrn mrd the Trall,
which is a popular bedtime story told by fagmers and
woodsmen to their children in many different lands:

Lagnan s wandering throwgh e covemtryside whem he
coires b i tillage, tohere everyone is very sad. When
Ire wsks oy, they tell im that o big, ewil Troll comres
doten into Hre village every night and carries some of
thenr off to eod, The Troll lives fe @ onoe i e hills,




wulrere e Jeides dieeivy the diy, because Trolls don's
tike the saar, Tobich Blinds Hhew apith ifs brithance.
Logann olisehe i fnto the bills, and frds He Troll's
pate, advclt sirells A greck denl and is qiedle repulaie,
Then he takes 7 vope, mirkes 0 lasso, and frows @
dnter the arr semeral deies wntil B cadchies frold of
Clentanks, e sun goddess, as st circles Hhe sy, He
priils and prils woith all his mighf, unhid she i down
cur Bne groiend, prodesfing ke aiepebhing abouk Deivg
dragged ot of e sky and Hirenbening all kinds of
punisherenls when sie gets [ree. Logmen ignores ier,
wired sticks m by saek poer ber fead, Trimedinely &t ds

Highl-tinme.

B fris oore, e Trodl stonds pp roth o youm,
seettering fo dimsedf abort boww guickly the day went
by, Grbherivg wp Jris elad, Hre Troll sels off for the
willage, bt no sooeer i he onl of bis cane Bwr
Logaan apeies Hie sick aud relanses Bie rope frome
Clapdmrka, The sun goddess shools pp iefe Hhe shy
agieiet, wied B Troll frowds in paiy and drops biis cleb
as he slops g Juends soer bis oyes, Logoinie picks Jop
his club, and besthes the Trolls Fond in, before
dragying s carorss dowie i die oillnge and Fs
chesring infabitanis,

As e momlks arey frome bhe oilfage vaely e arexd
morring, howerer, after a wight of celebration,
Crluahneka dhie saie goddesg looks dowen on Uik fros
the sky. and frurls @ freball ot him, wiide snges b
ail pver, causing the villagers eadiess amusament . .

Servants of the Tricksters

Such folk-tales show wp the frivolous side of the
Tricksters, but there are more sertous sides, as can
sumetimes be seen i the actions of theie emssenes on
the Earthly Flane. Those who serve the Tricksters can
be deadly adwversarles, for they wotk solely for the sake
of balancing out Good and Evil - and if wou ane
working for the side of Good when you encounter
them, they may well react fo you like servants of Evill

The Metherworld Sorcerers of the Morthlands of the
Od World are servants of Logean and the other
Tricksters; they are noted both for their great powers
at high magic and for their seemingly acbitracy
bestowal of gifts or curses, [t was thoy, for example,
who created the powetful Ting Ring, which they gave
to the nobles of Gallantaca, The ring bestows all kinds
of special abilities on itz wearer, depending upon the
vircumgtances. If it s woen in batile, for example, it
will protect its wearer from the effects of blows; if wom
while hunting, it will instl the ability to track game; it
can protect vou from the effedts of foul undead
creatures, or tell you that there is poison in your cup!
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Such magical artefacts are typical Trickster items,
changing from one thing to another, depending on
what Is wanted. The Ting Ring is also imbuoed wilh a
tvpical Trickster joke: it has a chameleon-like power
which causes [t to blend in with its background, and
several emergencies have been cavzed in Royal Lendle
by noblemen who thought they had loat the ingg!

But it was also the Netherworld Sorcerers who con-
jured up the accursed Demon Figh which threatened
the coast of the Onyx Sen for some yvears. It was a
giganfic creature, larger tham a waeship, and would
tear apart vessels and swallow fishermen whole. The
fish was finally caught by the hero who zolved Tan-
falon's tasks and became meler of Gallantaria, but not
before it had terrodized the coast and many fishermen
had bost their lives, Why the Sorcerers inflicted such a
beast on the coast we may never know,

We also know very lillle about the Sorcerers thems
selves. They are an ancient race, it is believed, who
weere dwelling in their remote lowers in the North-
lands for many centuries before man settled there; and
they dwell there still. As to their numbera, or any
further details about their life-stvles, your guess is as
good as anyone's, for they keep themselves hidden
from the view of others. From Lheir lofty homes,
howaver, they obvigusly keep a vigilant watch over
the whole of the western continent. When they see
Evil or Good getting too much of an upper hand they
interfere a little, to cnsure that evenyrthing balances up
in the end,

The Riddling Reaver is another unusual servant of the
Tricksters, Legend says that he dwells somewhere
amid the jungles of southern Allansia, ina place whepe
all the normal rules have been disregarded - where
wister no bonger flows downwards, wheree Leeas seam
not bo need sodl, but Aoat free in the air, and so0 on.
Wherever hie actually has his residence, however, he is
maost often seen aboard his enormous ship, in which
he sails around the world to carry out his tasks.

The Reaver is said to be o master of disguise, able to
tmnsform himself into just about anyone or anything
in a matter of minutes; he often wses such disguises to
get close to his ‘victims'. He is also a very puzzling
being, for he delights In leaving enlgmatic thymes
behind hirn wherever he goes — hence his name, He
seems (o have almost limitless powers to deaw on [n
his tasks of brangng confusion and balance fo the
world. Where he actually originates from is anyone's
guess. He may be a human being blezsed with peculiar
powers by his equally peculiar gods, or he may be g
supematural being sent by the Tricksters to work
special missions on the Earthly Plane, pechaps where
a Genie — the usual Trickster cmissary — would not be
subtle enough.

THE RUNES OF THE TRICKSTERS

The Tricksters wse bwo runes, which encapsulate the
basic principles behind their alignment. Cne is an
arrow polnting in both directions, symbolizing the
balance of Good and Evil. The other is a slar, which
points in all directions - it means, quite simply, that
abaolutely anything can happen!
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Few nmon-human races worship Logaan the Trickster
as avidly as some humans do, but there are mces who
seem to follow him. The peculiar Elvins of the
Shamutant Hills in Kakhabad (the small, Elf-lke
creaturcs, not the large sea monsters of the Inland Sea,
which have the same aame} cectainly profess 1o wor-
ship the Trickster, who they sec as o fun-doving god
who likes nothing more than playing tricks on people
all day. Elving have a large repertoice of tricks them-
sebves, which they spend most of their time pecfecting
- at the expense of some other poor creature,
naturally!

Leprechawns, oo, follow the mischievous path of the
Tricksters — indeed, some folk call them Logaan's
Children in honowe of the fact that they are always
playing practical jokes on' prople, Unlike Elvins,
however, who only play tricks for amusement,
Leprachauns use them fo stay alive; they steal and
cheat food or money out of their victims! Indeed, they
can become qulte violent If they badly need something
from someone, This is not really frue o the spirit of the
Tricksters as such, however, and many now believe
that the Leprechauns simply share many affinlties
with other servants of these gods, mther than being
proper servants of them. [t is rue that Logaan’s fricks
are often violent, but their purposs i3 rarely Lo steal or
cheat others - except when to do so is part of the juke,
that iz,

The Animal Court

For many centuries the knowledpge that the many
different creatures which roam the surface of Tikan
worshipped deities was conveniently forgotien, The
animals, priests argued, were ignorant of the beauty of
the gods and goddesses, and lived their lives com-
pletely unaware that there was more to existence than
simply swirming about in the sea, soanng on
thermals high abowve the land, or stalking the plains in
search of prey. Such a view alzo “proved’, quite con-
clusively, that animals did not have souls, and there-
fore man was supreme, greater than any beast]! The
traditional response to such a pompous argument may
well have beon 'Man's not an animal? You haven't
seen my husband!”, but it blinded many cultures fothe
pods of the Animal Courct,

Animals and thelr gods follow an alignment which is
rather difficult to categorize, but which 13 sometiones
kmown as True Meutral”, which is why we are includ-
ing a few details of it at this juncturce. [Els a blind belief,
and an unintclligent one, for it seeks only to help the
race of the particular animal, and distegards what
happens to other beings. Every creature on THan was
made by a god during the Godtime, when the world
was flled with the creations they made from the magic
clay found by Throff in her garden. These gods did not
simply disappear; they became the gods of the
anunala, and sit ab the Animal Court, where they are
indifferent fo anything but the continued survival of
their own species, no matter what the cost to Law or
Chans across the cosmaos.

This attitude has been explolted on a few oocasions,
where creatures such.as wolves and spiders have been




persuaded o take part in weighly conflicts, because
their gods were persuaded that b do so would be to
the advantage of the spedies, However, being True
Meutral, animals earely feel regret if they have fo
dousble-cross their allies and change sides — for it is all
justificd by being good for the future of the speces,

The gods of the animals are occasionally worshipped
by men and some of the inhuman races. Primitives
such as Marsh Gobling and Neanderthals worship the
gods of the Court simply because they are Large,
powerful monstees with the ability to cause great pain,
suffering and destruction,

Othees, however, desire to call upon the help of such
creatures ina bme of need, and to get closer to the
animals with which they share their lives. The horse-
tontads of the Flatlands, for cxample, are worshippars
aof Evil, but they also pay allegiance o Hunnynhaa, the
stallion god, and pray that he will protect both his
hordes and their riders — for §f the nomads were
allowed to fall into the hands of their enemics the
horses would suffer as well, Ifit cver came to a cholce
between whether a horse-nomad followed the side of
Evil or the side of Hunnynhaa, he would always
choose the latter. In a similar way, some Orea give
offerings to Almor, the wolf lord, eapeclally in view of
the help he was tricked into giving the Forces of Chaos
at the First Battle, where he served alongside the
champion of the Cres,

There are even some sorcerers who are absessed with
the study and protection of animals fo such an extent
that they too begin to become entwined n the worship
of the Animal Court. One hears many stories of
Hurdagag Greenfinger, who made the study of moles
his life's work, He would oflen be seen by intrigned
passers-by, lylng on the grassy forest floor, his head
stuck inside a molehill, observing the fascinating little
creatures at work! He learnt more and more about
muoles, of which he had at first intended to make only a
very bref study, As he leamt more, he Became more
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fascinated by them, for he had never realized that
animals and other creatures had almost as sophisti-
ceted @ cultuee as humans did! Eventually, the
SOM0Rrer’s curiosity to know everything got the better
of him, and he moved under the ground Lo live with
the maolez in Lheir ftunnels. Such Is the danger of
obseszion and the quest for knowledgel

Rather than go into every animal cult in detail, which
would Be tedious in the extreme, we have simply
devised the following table to show yvou the names
and relations of all the members of the Animal Court,

DRAGTINS
Eileuiray
EAGLES LEINE WHALES
The Homldord Egnar Legrd! Wl
| | | |
BIRS TIGERS CATS DoGs WIHNES FEARS
r:l'ﬁ'uwnm Mirgir Hevrmr Terrod Al (Hrmng
Mimoe Dpllies)
RATS MICE DEER NOARS CATTLE EIDHSES
Tee Bnt-Fag L Mailte - sl Hirreci Hraymitan
| T |
I I
LIEF!.FEE ENAKES AMPHIRIANS SCTRPICNS SMDERS
Saulftix (o Hermislnr Furlakk Fikar Arfuniien
{Mole: the goads of the fish are also members of FLIES WORMS
the Animal Court, but their names and moles Himyrseah Sifirm
hiwe nat been discovered by human scholars. }
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THE FORCES OF EVIL AND CHAOS

S0, brave adventurer, you now know of the Forces of
Cood, who may offer vou ald and frendship to lighten
the burden of your quest, You also know of those
factions undecided one way or another, the Meutral
Forces, who may rattle a dagger in your ribs as easily
a3 aasiat you. And you know of those allegiances that
change with the wind, or 50 it seems — the Tricksters
who will offer bread with one hand and take it away
with the other, for ever playing their part in some
almipghty cosmic joke. All this you now know.

Lot us turn our attention to the many horrific aspects
of Evil and Chaos, from the blind, stupid hatred of the
inhwman racag = Ciees, CGoblins, Trolls and Cheres - to
the infinitely subtle schemings of the awesome
Damon Pances. Know the weaknesses of vour for and
vour batthe is half-vwon, they say in Analand; so study
your adversaries carefully, Wherever he joumeys in
the wilderlands of this world, a pure-hearted adven-
turer will find the ranks of Evil arrayed against him,
buit by herole and noble deeds he will win through fo
his ggnl Wherever you find Evil or the warped mock-
eries of Chaos, be it on the field of batthe or festering in
some lightless pit, vou imust be ready, with sharpened
sword and steady hand, to cleanse it froom ths wozld.

The Dark Lords of Chaos

The vile Ores and Gobling ace ruled over by their
chieftains and shamans, whoin furn give allagiance to
a ghastly acray of unearthly Demons. Ruling over the
motley ranks of Demons are the Demon Princes, with
their horrible perversions of courtly behaviour and
chivalry. This you may know aleeady, but few mortals
hawve ever known much about the even moze powerdful
deities who rule over Evil, even in the depths of Hell -
the Dark Lords of Chaos.

Cofar beyond Titan, beyond the Elemental Planes and
the blasphemous Demonic Flanes, beyond even space
and time. There, at the heart of the Void, dwell the
Dhark Lords, They were imprisoned heee at the Dawn
of Time by the united might of the Forces of Good after
the Eirst Battle. Sodine are remembered in remote,
savage corners of the world — such s Slangg. god of
malice, still worshipped in the depraved city of Eharé
- but most have passed from the shost memoties of
mankind and are studied in secret only by the most
ambitious of necromancers. 18 was once inferred by an
Insane seer that the Dark Lords numbered twenty-
three in all, though this has never been verified.

The Dark Lords are thought, in their basic state, to be
formiess, shadowy beinga, Utle more than hyper-
intelligent manifestations of pure evil emotion. Some
dno take on more materlal forms for special visits to the
various Flanes of existence, but since their imprison-
ment it costs them deardy in energy, so that fortunately
they can never reveal their teue power on Titan.

Others have had physical forms imposed on them by
over-zealous. worshippers who wished to build
statues in what they believed to be thelr image. But
there are thought fo be some who never give any

indication of their presence - though proving or dis-
proving Ehis will require the cfforts of an etemnity of
seers and philosophers!

The Firat Lord of Chaos is Death, who holds the entine
universa in his cruel grasp. It was he who imposed on
the world of Titan the doom of Time and the decree
that things may cease to exist, in direct opposition to
the gods of Good, who can only create and mould, but
never destroy. In different lands Death has many
names and many forms. To the rugged warriors of
Frostholen in the far nocth, be i known simply ag the
Closer or the Finisher, and takes the form {in their
legends) of a mighty Mack Giant who wields an axe
forged from the metal of night, To the nomads of the
Scythera Desert of southern Ehul he is Krsh, the
zsound of & man’s last breath, and he comes as an
invisible hand to choke and strangle in the night.
Every land has iis own stories, traditlons, names and
images of Death, but all men frar his inescapable grip,

Crthee known Diark Lords include Disease, koown as
the Festering Lord in some far western lands, His
brother is Decay, pance of inzects and mould and all
that rots, worshipped in southern Khol by the beggars
and lepers of the foul city of Shakuru. They, in tum,
are served by lesser nobles, who rank alongside the
Demon Princes in the order of things, the various
kings and loeds of the insect races. These ncude



Arhallogen, lord of spiders, worshipped by the
degenerate primitives of the southem Allansian
jungles; and Hmurrash, gueen of the fics, who dwells
on the Elemental Plane of Air, from wheee she dis-
patches her subjects to bring plague and pestilence 1o
all corners of the weorld.

The deities worshipped in Kakhabad as Slangg, god of
malice, and his sister Tanit, goddess of envy and
jealousy, are thought to be relaled to many of the gods
of Good; but it is sald that becanse they sided with the
Forces of Evil during the First Battle, they were exiled
and fled to join the Dark Lords in the Vaid, The priests
and scholars of viher lands may dispute these beliefs,
if they know of them at all, but in Kharé unlucky
people are still said Lo suffer ‘the grace of Slangg’. In
the weird temples of the Cityport of Teaps, spiteful
citizens give offerings to Slangg and Tanit and implore
them to bring thelr vengeance down upon athers. The
former is depicted as a grossly fal man with the forked
tongue of a snake, typleally posed whispering an aside
behind his hand. His sister is more asinisterly
portrayed as an astounding beautiful woman, dressed
in a macabre hat, veil and long black robes, with a
witked curved dagger held behind her back and a
cruel smile on her peefect lips.

The: Darck Lords are served by the Demon Princes of
the Pit, though somewhat reluctantly in some cases,
gince the Princes are arrogant bednga - as all princes ane
— and do not serve others willingly. Some Lords use
the Princes as their agents to work great Evil upon the
Earthly Flana. Most, however, use subtler means, and
wiork by suggestion and inspiration alone. Such is the
influence of Death upon the Demon Prnces, The First
Lord sets perverted Ideas to fwist and writhe within
thelr warped minds and affords them moments of
extreme pleasure when they put another army, city on
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country to the swword, Death is the puppet-master who
guides lhe scaly hand of Evil and Chans, using its
servants to bring about his ultimate aim — (e enslpee
ment or eradication of all life in the world.

The Demon Princes, Masters
of the Pit

Dieath ia the most deadly of all masters and his chosen
servants are dangerous in the extremes; the Demon
P'rinces are his chosen servants. They are immortal
maonitrosities who rule over the Demonic Plane, using
inzanity, depravity and true Chaos Lo perpetuate their
reign over the Forces of Evil and Chaos, Where they
came from, no one dares say for certaln, but in the
years before the War of the Wizards, the highest
scholars believed that they were the caplains and
commandars of the evil armies in the First Bande.
Many troups on both sides were slain when Dieath set
foot on the world for the first ime, but enough
escapad, it seemed, and retreated to the outer Flanes
ol existence. These are now known collectively as the
Demonic Plane, though in truth there are many levels;
their teeming inhakitanis just call it the Pit.

The lords and masters of the Pit are the Demon
Princes. Seven In number, they are the most evil,
cormupt, depraved and Chaotic belngs ever o have sat
foot on the Earthly Plane since the birth of Time. The
seven are informally splitinto two groups: the trio of
terrifying fiends known to some as ‘Snake Demons’,
[shtra, Mywrr and Sith; and the ‘Might Demons’,
Kalin, Relam, Shakor and Veadna. The former are the
tnee rulers of the Abyss, and are served on occasion by
the other foue.

THE PRIESTS OF SLANGG AND TANIT

The bizarre delties of Kharé in eastern Kakhabad
ate served by equally bizarre priests. Those who
serve Slangg, the pod of malice, dress inrobes dyed
beght orange and shave their heads, Unlike other
holy men, they alwavs caery a vast array of wea-
pons and Instruments of torture, for pact of their
ritual duties is the perpetuation of hate and wvio-
lence against non-worshippers. To this end they
burn down temples, put whole congregations to
the torch and slaughter many innocent and not-so-
innocent cllizens — all in accordance with the rules
preached by their deity, Tanit's priestesses are
much subtler, working through delicate intrgues
and carefully planned set picces, When worship-
ping. they dressin the same robes as thelr goddess,
But nocmally they work in the community, as it
were, sowing the seeds of jealousy and enwvy
among husbands, wives and lovers, always work-
ing to divide and frustrate, and subvert the work of
the servants of Asvel, poddess of love and earthly
hoppiness.

.
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The three ruling Princes sit together in judgement ower
the souls of the damned, in the Palace of Agony at the
very centrz of the Demonic Plane, Ostensibly they rule
by combined strength of will, but in truth they argue
and disagree so often that it is only when two side
topether against the thied that any decisions are actu-
ally made, Omnce every few centuries, thelr bickering
and sniping gets out of hand, and a Moody cvil war
rages across the Pit, with hundreds of thousands of
souls engaged In pitched battles to establish which
Demon wasin the right (or rather, in the wrong!). Each
af the satanic trio is senved, albeit very haphazardly,
by one of the Night Demons, who captain their armies
and act as right-hand Demons for the duration of the
civil war. Currently, however, Sith is being served by
both Relem and Vradna. Several decades ago this was
to Her Disgusting Majesty's benefit, as each led their
half of her forces to greater and greater extremes Lo
prove his superiority over the other. Mow, however,
the apark of unhealthy competition has dimmed, and
they fight mome against each other than against the
arries of Kalin or Shakor.

Bith is rather ignorant of the fighting among her own
tronps, belng far more concerned with the fortenes of
her chosen servants on the Earthly Plane, the Caarth
{the desert-dwelling Snake People). Despite her
exhortations, the power of the vile reptilians ks wan-
ing, and the varous Lizard Man races who worship
her princely rivals Ishtra amd Myurr are on the
ascendant. Sith's powers on Titan may be waning, but
she still reigns in the Pit, though only through very
careful manceuvrings, diplomacy, intrigues  and
assassinations.
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Although the three Snake Demons govern the Abyss
from the ornate blood-dismond thrones of the echoing
lepgue-wide Ruling Hall of the Palace of Agony, they
each possess thelr own retreats too, Sith dwells in a
castle built entirely from snake scales, perched upon
the edge of a seemingly bottomless mvine near the
centre of the Plane of Steel. Iis design uses such a
strange, inhuman geometny that 2 modal mind would
be driven completely insane just by looking wpon it -
niiok that a mortal mind would have suevived Lhe brain-
warping journey through the owter Jevels of the Pif o
reach it!

Her Satanic Majesty, Sith, Demen Prince of the Abyss,
15 probably the most violent and. sadistic of all the
emons - and, a5 any respected  scholar of
demonology will tell vou after making the appropriate
prayers, that is really saying something! In her natural
form she is even more disgusting than when in her
‘earthly’ shape (‘a greenish-black, snake-headed,
four-armed, bat-winged, three-metre-tall monstros-
ity". a3 one erudite fomae puts ith. Perhaps four metres
tall, maybe a metre wide, she takes on the body and
tail of an immense snake, the torso of a beautiful
Giant woman, six daw-tipped arms, and a hissing
nightmare of a head which s half-way between a
woman's and a viper's,

Her unoeasing lust for the wiolent death of other
beings knows no bounds, and many poor souls have
been slaughtered simply becauge she slithered out of
the wrong side of her pit that morning. There is
nohing she likes more than slowly stripping a living
creature of its insides, through small punchures inits
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skin, by sucking and slurping unfil the husk is empty;
though sometimes when she iz in 2 hurry she will
simply pull the arms off something and munch away.
Like all Demons, she does not actually need fo cat, but
she loves o feel the waves of anguish and pain coming
from a dying creature. Sith feels affection for only ome
thing — her pet python, Sussussurr. A truly awesome
bragt, Sussussurr is over bwenty metres long and a
metre thick; he is the immortal son of Vermistra,
queen of smakes, who dwellz in the thickest, mast
remote jungles of Titan,

Ishitra and Myurr ace no match for Sith when it comes
to pure cruelty, but each has his own special facets,
Ishira usually takes the modest form of a goat-headed,
humanoid crocodile, though when be wishes o
impress someone, of make a point during an argu-
ment, he roverts fo o mging ball of enengy, spitting
streams of electrical sparks in all directions, His great
I s fire, and the strange buening effect it has on
contact with lesser life-forms! OF the three, Marr is
the subtlest (3f such a teem could ever be applied to the
vilest beings in existence), and prefers to work
through lies, rumours and other forms of deceit, He
typically takes the form of an enormous toad, or
somatimes appears as 4 sweet, innocent litte boy,
who just happens to have the oldest eyes ever opened
upan the world, Myurr spends moree of ks e on the
Earthly Plame than any of the Demon Princes, in
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disguize or inhabiting the mind of an influential leader
or adviser, working as always to produce as much
anarchy amd destruction as he can.

DEMONIC ENTERTAINMENT AND
THE WILD HUNT

Despite their perpetual differences, squabbles and
cruel and violent wars, the Demon Princes and their
favoured minions frequently gather together to take
part In gigantic banguets. Here vou might find several
thousand undead beings, sprawled and slumped at
tables covered by curious blood-red cloths with the
texture of flayed skin, and piled high with all manner
of dead, semi-dead and very-much-alive foodstuffs,
The stomach-churning food franbically pibbecs,
squeals and scuttles until caught and caten by the
obnoxious revellers. Some diners get so exclied that
they start bto Feast upon their fellow guests!

For entertainment there ave the mercy anfics of
torturers, who gleefully flay new arrivals to produce
the most exquisite music; the Demon-spawn jugglers
who mutate endlessly and juggle with loose parts of
their bodies; and the more traditional singers of
naughty ballads. With the floor knee-deep in blood
and shime, theair rent by the screamis of the dying and
the sounds of s0 many vile things chewing other vile
things, the whole scene is how a pious man woold
imagine Hell - except that thiz is Hell and itis far worse
than amy mortal man could imagine.

At other Hmes, however, the entectalniment 18 much
more serous. On cold, moonless nights in the middle
of winter, when the crop of fresh souls is running low
becauze it 18 oo cold on the BEarthly Plane for evil
humans to go abroad and kill others, the Wild Hunt
rides out across the woeld.

LUsually led by one of the seven Princes - though maore
may come along if there i3 no war caging in the Fit—the
Hunt is a motley collection of Lesser Demions,
Demonic Servants, and Spielt Stalkers and other
undead, all mounted on termifying undead horses.
These unearthly mounts are skeletal horses, with
black skin strelched faut between their peotruding
boned. Theie manes amd Exils crsekbe whith 3 fire which
is mirrored in their insane eyes. The dogs of the Wild
Hunt ave the Hellhounds, Howling like something ol
of your worst nightmares, the hounds sniff out living
beings from the smell of fresh blood pumping in thei
velns! Sweeping aut of the midnight sky, the Wild
Hunt mmpages across the countryside looking for
isolated settlements and faemsteads where they can
collect the souls they require, before moving on o
contimue their fun.

—

THE RUNES OF DEATH AND CHAOQS

The death rune is derived from an inverted mne of Life
or man, and symbolizes the opposite force, that of
death.

The Chaos rune shows a drcle, meaning both
nolhingness and all things, the pacadox at the heact of

Chans. ||
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THE GENERALS OF THE LEGIONS OF
THE DAMNED

The armies of Hell are commanded by the four Might
Demons, Kalin, Belem, Shakor and Yradna, They sit
in the war-room of the Palace of Agony, huddled in
thelr carved theones arpund a deep, misty pool set in
the cold stone floor. The pool allosws them towatch the
resulis of thelr plans onthe Earthly Plane. The Princes
are devious bacticians, working subtly or blatantly,
according to the situation, to further the evil ends of
the Foroes of Chaes on Titan,

By gazing down into their serying pool, the unearthly
generals can look in upon the secret construction of
the dungeon complexes deep beneath the Moonstone
Hills, where the foul necromancer Razank asscmbles
his terrible undead armies, preparing to sweep across
Allanzia and dnve all before him. The unholy quartet
look down as the swarming armies of the Lizard Man
Empire continue to pound at the crumbling walls of
the besieged city of Vymoma — at catapults throwing
the heads of the city’s young warriors back to their
horrlfied countrymen, and fwo-headed high priests
offefing up the hearts of living sacrifices to the

demonic generals, asking for just a little more ald
finally to crush the city. As the mists weave, they
watch with satisfaction the eldritch shapes stirring at
the heart of the Wastes of Chaos, and the apints of
hundreds of undead warriors rising from the batile-
grounds, brandishing notched and rusted weapons
while they scream for vengeance upon the living with
a single deathless voice,

THE HIERARCHY OF THE PIT
Social standing is overwhelmingly important fo the inhabitants of the Evedasting Abyss. Despite it
apparent chaos, or perhaps because of it, there is a very rigid set of rules for etiquette when one Demon
meets another, or some other inhakitant of the Infernal Damain who is lower or higher on the social scale, [IF
the right gestures and greetings are not made, the slighted party has every right to rend the offenderin two,
if he is of a lower class, or at least challenge him to some ghastly duel if he is of the same or & higher group.
For all thelr sickening atrocittes, Demons can be boringly well mannered at tmes!
The Demsan Princes
The Rulers ki BT Sitk
The Gererels Lhakor Eatin feelemy  Wradies
SECITHIAS
The Girepter Dernins - Captainy amil Commanifiors
Crir Fime Theenons Iren Demones Slamue D
Lighzning Diemrames Itusl Thepnons Shadw Demons
Strm erons Plngue Diirwines Vennm Flemmie
TEILLTIUS
5 Thee Lessser Demons - Shock Troops sand Sla_l.'urﬂ—L
1
Loglons Lzar Fire Demons Hoened Themens Hell Demons
ar Lava Deemons Harel Diemaing Mirror Thesnms
Dvemnect Zarl Demairs Hinkn [oe Demoms
| QUARTUS
The Gt Unidens] -]I|u|n:|_l|5a,nﬂ‘m—el
Missengers oof Dt
¥ainpires
Sairit dlallers
Fhiurdomes
Drernonie Servands
QUINTILS
The Lesser Urnlend ~ Gussadiaes and Heepers
Laluuls
Skeletnns
— Frnbies
l SEXTUS i
The Brusnless Oines
The Warkers ' Clopws
CRois Warriors
EEFTIMUS
Thie Fogmless
The Sewml Dieimcspawn
Fresh souls have no rank until they have been assigned to a particular type. This task can anly be carried out
bar a Greater Demon or Prince, though usually Demonic Servants will handle the assigning of 5ob lots”, fresh
from a major battle, for Instance.




Wherever the Demon Princes look, thoy see the smoke
of battle, the glint of sunlight on acmour, the Aashing
of swords and the splashing of blood, They see Lheir
demonic emissares preparing Orcs and Gobling for
baltle. They see the dark shapes of Trolls and Ogres
hiding in the mountains and the forests, waiting tor
their moment. They see anclenl Deagons sticring in
their sleep in chambers buricd far beneath the surface
of the world, knowing their time will soon come. And
they see the new heroes, the adventurers and the
warrines, defeating their forces in many lands; the
sorcerers whi still keep the lights of Goodness bum-
ing in the darkness closing all amound theim; the ordi-
nary folk who gather together to resist the incursions
of Cres or wolves or Trolls into thelr lands, The
generals see all this, and continue to plot their steat-
egies for the total domination of Evilover Titan, surein
thelr twisted minds that victory cannot be far away.

Orcs — the Warriors of Evil

After the lords and masters, we come o the servants
and the slaves of Bvil. There ave many inhuman races
aligned with Chaos; we shall athempi to cover the main
ones here, starting with the most numersas, the rank
and file of the aomies of Chaos — Ores.

You will encounter Ores wherever you travel, from the
frozen wastes beyvond the leefimger Mountains to the
idyllic desert islands of the Southern Seas. Wherever
you gooon Titan there is one thing of which you can be
certain — Clres will hava been there before you, poking
thelr smouts everywhere. They are tremendously
curious belngs, for all their lack of intelligence, and
seam to enjoy exploring and discovering new things -
though they never seem fo take enjoyment in any-
thing omce they have control of it! 1t is this fact which
keeps their armies marching ever onwards, and their
miners digglng ever deeper.

Olres raraly keep records, except in the form of the oral
histories passed from shaman to shaman, and they
will kill and eat most humans as soon as they
encounter them, so acquiring detailed information on
Ores for this book has proved quite difficult. At this
point we would therefore like to acknowledge the
great debt we owe to the sorcerer and miyatic Enslaflis
Anaren of Shabak, the renowned expert on Orcs, for
muech of the data we give here, Enstatlls recently spent
two years in the mind of an Orc soldier from the
Flatlands, gathering even more detailed knowledge of
what it ig Uke tobe an Orc, but unfortunately he had to
give his experiment up before e was finizhed after the
Orc's battalion was ambushed and eaten by a pack of
Tyrannosaurs. However, before he returmed to his
awn body again, Enstaflis had the presence of mind to
collect sume amazing data about the digestive systems
of a Tyrannesaurus Bex! The man is an inspiration to
aes all

HASHAK THE CREATOR

Oires say they arc the children of a being called Hashak
the Creator, who is believed by most modern-day
scholars fo have been a demigod in the service of the
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earth goddess, Throff - though s believe him fo
have been far more important tham her. Hashak i=
certainly not very handsome az demigods go: he Is
usually depicted as a stunted, beown-skinned Hill
iant, Hashak was ambitious and curious about the
new ‘ceeations’ of the gods, and was especially [ealous
of the beings called "Dveardfs”, whom Throff was spend-
ing 50 much of her time peering at from the heavens.
Soina flof pigue and jealousy, Hazhak slunk avay fo
a quiet corner, with a good-sized lump of the magic
clay which his mistress had wsed o create those
annoying Dward-things, and began to fashion his own
cretions,

Haghak was astounded by the litile things he had
minde, which wriggled and kicked as he held them in
his fingers. He called them Trolls', and played with
them fora while, But they were stupid creatures, and
wvery ugly, and Hashak soon became bored with them.,
He took his Teolls and put them down on Titan, hiding
them away in the mountains where no one would see
them, for he felt embarraszed at having made such
ugly things. But Hashak missed his creations, and
resolved to make some more the next day. This time ha
ook more cane, and created a smaller, move finely
detailed set of models, which could think and talk a
litle. The waed the liltle creatures said most of all was
‘Urk! Urk!” and Hashak decided they would be called
‘Urks".

But that day Throff came back cary, and found
Hashak in the corner playing with his creations. She
was livid, and ordered him fo destroy them at oncel
Hashak walled and ceied, but it was no use: he had
taken her magical day and made some nasty Hite
creatures out of it, and now he must pay the conse-
quences. Hashak looked at the marbled floor, and
asked sheopishly if he could just take his creations
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outside and say goodbye, on his own, before serunch-
img thern up into a ball again. Throff was a kindly soul
underreath (she must have been to have taken in the
simple-minded Hashak in the fiest place;, human
scholars generally podnt ot at this point), and she
gave i and said ke could.

Cralty Hashak had a plan, Scooping up his Utks', ha
went outside, but rather than saying goodbye he hid
most of them in a dark comer, and only scrunched up
a few. Before returming the ball of day, he mixed In
some ordinary soil from the garden of Galana, the
goddess of plants, S0 that Throff would not notice.
That night, Hazhak crept out and retrieved his Urks',
and hid them away in all the dack comers of Titan
alongside his Trolls, before sneaking back to his bed.

What Hashak did not know, hosrever, was thathe had
been observed by several of the Draek Lords, who were
awrake that night plotting against the other gods, They
followed him, and =w where he hid them. Afler
Hashak had gmone, they took each ‘Usk’ in furn, and
breathed their Evil overit. To this day, Orcs are tainted
with the curse of Chaos, with the resull that they arne
bound to serve the Forces of Evil, and also Chaotic
mutations are common among their offspring.

SHAMANS, THE TRIBAL SORCERERS

Ultimate power over Lhe Ores rests with the shamans,
the tribal witch-doctors and magicians who govern all
spiritual matters and provide direct links with the
supernatural comunanders of the armics of Evil and
Chios. The tribes each have their own kings and chiefs
a5 well, but these are more concerned with the day to
day businass of ruling over the Orcs, Tribal chiefs
always get caught up in issues such as whether an Ore
was wrong to eat his brother-in-law for spilling his ale,
arwhather a captured Dwarf should be enten immedi-
ately or fattened up for later consumpiion.

But shamans have far more important matters bo
worry about. They must consult with their horeific
patrons, wsually by means of riteal dance and blood-
gacrifice, and question them about the immediate
fustuere. They dress scantily, usually in litfle more than
a loincloth and a good deal of garish palnt and blood,
and they are always waving bones and skulls around,
for they consider themselves to be Death's representa-
tives on the Earthly Flane. Ore shamans have dewel-
oped a great variety of means of divining the messages
sent by their demonic masters. A common one
features a ral allowed to run free ingide a cage around
which are painted the fourfeen letters of the Ore
alphabet; as it runs to and frolt is meant to spell out the
message from beyond, Other methods include slidng
open a freshly captured EIf and examining the entrails
for zigns {a technique known as ‘elfomancy'l or
thiowing into the air fourteen cockroaches, each
marked with a rune, to see what message they spell
when they come back down to carth,

Crdimary Ores know Bitle about religion, for they care
littke for anything bevond the end of today. Indeed, all
Ohres are noferiously unconcerned about the fulure.
bost dream of the ‘some day’ when Oros shall rule the
world, but none anticipate it, Pechaps this attitude has

developed because they have enough trouble sweviv-
ing from one day to the next without having fo worry
about the day after as well (or perhapsit is just becausze
they are stupid!). To the commen Orc, shamans are
good for a few heartening spella before battle and for
making the subsequant celebrations fun, what with all
their sacrificing and bleod-letting: and they always tell
& good tale, But bevond that they mean very little.

ORCS AND THEIR SIMPLE PLEASURES

Orcs are ereatures of simple tastes. They like to eat,
they like to drink, and they like to fight. The first of
these three essentials to Ore happiness is always easy
Lo come by, for Ores will eat just about anything they
can get their hands on and their jaws around, Their
favourite food is the fesh of their enemics, and Lhey
are noted for the many unsavoury meals they can cook
ol of the corpses of Dwarls and Elves. The legendary
"Elf Intestines in Gnome's-blood Sauce’, for example,
i 1 speciality of the Severed Amm telbe of Xamen and
the Zanzunu Peaks in northern Kakhabad, though
owing to the very rich nature of its ingradlants it is
considered o special delicacy, and is only eaten on very
Important occasions (generally, it must be said, o
celebrate the death in battle of a large number of Elves
and Gromes),

[f they cannot get fresh meat, Oves will resort to other
foodstuffy, including vegetables, wond, metal, rocks
and dirt! They have a special second stomach, which
allows them to digest all kinds of hard or sharp objects.
For this reason, it is often very difficult to imprizon an
Ore for long, for in the end he will just eat his way to
freedom. However, after very heavy meals Ores do pet
drowsy, and often need to sleep after the exertions
invelved in stuffing their voluminous gullets, Orcs
who have escaped from a dungeon by chewing their
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FAMOUS ORC TRIBES

Orcs are sociable creatures, who band togethee in large, shambolic
tribes, each with their own special signs and customs. You can always
tell to which tribe an Ore belongs by looking athis ears, for they decorate
them with the symbols of the tribe,

The Throtiled Skall: Live in large systein of well-profected caves in the
mountains of southern Lendleland; number about 2,500 led by Eing
Yargaas Skull-splitter, who got his name from a Litanic wrestling-match
with three Cave Glants; tribal symbod 13, naturslly, a throftled skull.

The Clawred Eye: From the centmal Moonstone Hills in northern Allansia;
number around 1,700; led by the ageing Chief Urgad Grinning-Teeth
and his twenly-three sons; named after o famous, one-eyed tribal hero.

The Iron Fist: Dwell in gmall villages in forests near Pikestaff Plain in
nerth-eastern Ehul; number only a few hundred; have a peculiar habit of
binding iron around their hands with leather thongs, in the belicf that
everdually their hands will tuen o lron too; led by Chief Uzgreg
Sour-shriek.

The Curse of Vashanki: A nomadic tribe from the Flatlands, led by King
Argar Kin-Slayer, the only susviving member of a famous family of forty- -
two Oecs; number around 3,006, split info many wandering families,

way out may somctimes be found ciose by, fast asleep
and oblivious Lo any need to flee the immediate area of
their prison!

Oircs are pok canndbals, however, and they consider it
gravely offensive toeat other Ores, except in the direst
creumstances. However, they seem fo belivve that
once an Orc dies, he i8 no longer an Ore, and is
tfherefore to be regarded like any other tasty snack! At
Ore funerals, indeed, the guests are supposed fo show
respect and reverence for the deceasaed by taking a
large bite or two out of them, before the dear departed
are consigned o the ground or the ceansing fires of
the funeral pyre! Oros also will ool eat undead
creatures, even if they are warmed up, for they do not

find them at all Alling. Apart from these wo excep-
tions, however, there are very Few things Ores will not
at least aticmpf fo eal.

As far as drink is concemicd, Ores consider themselves
to be the fnest brewers around. Orc ale is extremely
potent, often to the extent of being deadly posson to a
human being. Ores' favourite drink is a truly vile
concoction called "Guursh', though some also call 1
‘Hweagh' — the only reason for these names that we
can think of is that they represent the sorts of noise one
would hear affer drinking too much of i, though
perhaps there iz some more fasteful explanation
really. It apparently tastes to humans Jike licking the
ingide of 8 mossy cave with several cockroaches jam-
med in vour nose or 50 we have been informed by
samenne who koew someone who once clajmed 1o
have tried some, What is corlain is that it is greeny-
pink in colour, and is kept in lead-lined barrels to stop
it eating through the wood, Cros consider it a rather
light, delicate drink, and are even supposed fo have
vintoge years when the Guuesh was beller than ever: it
apparently must have large lumps Aoating init fo be
declared vintage — large lumps of what, though, our
informant did not sy,

Ores gel drunk falely easily, which is not surprising
considering the potency of their drinks, and in such a
state they tend to perform all kinds of outmgeous acts,
Every tribal shaman has a vast repertoire of cautionary
tales to do with drunkenness, suchas the one coneern-
ing foolish King Morgag Knucklebreaker, who bought
a puddle off a passing Goblin because he saw the
reflection of the moon in it and thought it was a large
silver plate. Then there was Uglar Coblin-Face, who
ate a whaole camel for a bet while under the Influence
and then burst im & mest wnsavoury manner, Or L,
the list is endless. Orcs seem to take greal delight in
hearing about the misfortunes of others, inclading
other Ores, though, of course, they never realize that
thew just might be that stupid fono!
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Their third basic need, that of Aghting, is catered for in
their armles, and also by an increasingly lasge number
of very wiolent feld-sports which have become
popular in recent decades.

The most widely knowo of thedr games is "Orc Knees',
a peculiar game played by two teams, each with four
members, who are chosen from a reserve squad of
twenty. The pitch is a large circle, divided across the
middle by a length of netting or rope, [tis played wsing
an inflated pig's or Troll's Bladder, though cabbages,
melong and Dwarf heads have all been known o
suffice on eecaslon. The first Ore starts the game by
punting it over the net to @ member of the opposing
team, who has to returmn it using only his knees or his
head and so on. [f the ball goes outside the cirde, the
gida which did not hit it gains o point; i it lands on the
finor within the circle, the side which did gains a point.
The first team to reach seven points 5 allewed to eat
ome of the opposing team members, and the game 18
won when there 18 only one team left. Orc-knee
players are very highly paid, tocompensate for the fact
that their careers as sportsmen are often over very
quickly.

Even more violent is the game of 'Pass the Slave’,
where a human or Chwarf captive is tied up ina bundle,
and then kicked, theown, bounced and pushed up and
down a field by up toeight or ten opposing teams from
different tribes, who are each trying to keep the slave
alive long enough for them o get it into one of the
small pits at either end which count as goals. Apart
from the basic rule that the slave must be alive and in
one piece when it goes into the goal-pit, and that
players should ry to remain within the boundaries of
the field if they possibly can, there are no restrictions
on play. As a result, the game wsually turns into a
blond-hath, albett a very enjoyable one to Orres, Al Ore
spotts involve a cedain amaount of death and violence,
bevause they are crude, bloodthirsty creatures. But
their sports will never take the place of war. .,

ORC ARMIES

To put things very Bluntly, Ores hate physical work,
but love fighting. They do not really care who the
enemy i4 - and If there is no enemy, then members of
anather tribe or family will do - as long as they are
weaker, so that the Ores can capture lots of slaves,
who provide much of their wealth and free them from
the burden of having to work. When there is soma
special prize lo be fought for, however, such as the

plundering of a rich city, Orcs will work mnd fight until
they drop. Ores Iowe treasure almost as much as they
love the fighting by which they obtain it.

Crres e cowards, however, and morale and organiza-
tion on the battefield is often a problem, unless they
are led from behind by someone with a long whip and
# loud voice! This helps explain why Orcs fight for the
atmdes of Chapg, which are invadably led by very
charismatic sorcerers and ovil, but forceful, warriors,

Incany battle, the strongest and largest Orcs will push
the smaller ones ahead of them, and if they have had
enpugh time, the smaller Orcs will have capoled
Goblins or Trolls to fight ahead of thenr,

Crcs have 3 lot of stamina, and con march surprisingly
fast if kept in tight formation by thelr commanders.
They have been forced fo leam this, mostly becase
many creatures cannot stand to be near them. Only
wolves will allow themselves to be ridden by Ores,
and even they will e on their riders if the pickings
are mol plentiful enough to satisfy their powerful
appetites. Orc columng tend 1o use the zame formation
whien they are on a forced march,

The scouts keep about an hour's march ahead of the
main force; their job is to make sure that the coad =
clear of the enemy, and to keep the chiefs informed of
what lzes ahead. Bahind them come the tank and file,
divided into battalions, cach led by a banner-bearer,
{Orc banners are grisly affairs, and are often decorated
with skulls and other parts of their enemies, but they
give the troops a rallving point if they get kost during a
battle,) Behind the troops coime the chiefs, sometimes
being carried in chairs held aloft by slaves or less
fortunate Orc soldiers, The whole entoumge is
rounded off with half a battalion as the rearguard, who
spend some of their time watching for pursaing
forces, and the rest picking up stragglers from the
main army.

Wherever they march, Orcarimbes bring fear and death
to all humans, Dwarfs and Elves, It is not haed o see
why Orcs are despised zo much, for they are vile,
bloodthirsty creatures, intent on killlng a3 many of
their enemies as possible, and ultimately establishing
thernaelves ag sole rulers and masters of all of Titan

But a nagging question still remains over how Man-
Crres and other foul creatures came into being. Wecan
only shudder and say that it muslbe a real nightmare
bring a slave to Orcs., .
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Goblins — the Children of
Evil

Compared to Ores and theie ilk, Gobling are indeed
children, but what nasty, vidous, violent children
they are! Like Orcs, you will find them almuost
everywhere vou travel, and they will always be caus-
ing trouble for some poor souls, Unlike their inhuwman
relations, however, they are not uswally omganized
into armies, and many live quite pleasant lives as
farmers or scavenging hunters, though there has not
been a Goblin born who would nod exchange his
plough for the chance to rob a traveller, if he could get
the drop on him! In times gone by, it i3 said, they did
indeed serve with the great Orc armies, but the habit
the Chres had of putting Coblins in the front line of any
attack guickly changed that! Nowadays, whenever
Cobling do serve with Ore armics, they tend to make
up sepamate regiments, such as the legendary Skal-
lagritn's Lifesteallng Crusade, and the Blood of
Heaven's Deliverers (Goblins are well known for the
overblown names of their regiments?).

Where Goblins actually came from iz not known for
certain, and every scholar who has studied them hos
hls or her own theory. Problems come when you
actually ask Goblins where they think they come from,
for every teibe has its own, usually very different,
story. Despite the efforts of many great scholars and
sages through the vears, there has mever been g
unified theory of theirorigins, This sort of thing is very
frustrating for us scholars, for it means we can never
ke sure of the truth of what ywe write. Howewer, the
various sbories can be very interesting, and they do
allow us to indulge in one of our favourte pastimes -
arguing with oie another!

The Children of Hashek., One legend states that Goblins
where made by the legendary creator of Orcs, Hashak,
after he had made such a bad job with Ores and Trolls.
He took one look at his ugly, stupid, vielent creations,
and decided to start again, and eventually came up
with the far superior Goblins! This i not ag strange as
it sounds, for Gobling are much better than Ores at
miany things, though they are also much weaker and
less warlike. Goblins who believe this legend tend to
keep very quiet about it when Ores ane around, for this
story can drve the latter to extremes of violence!

Brotiers to the Wodlings. Another legend (not widely
believed by the Goblins themselves) states that then:
was oice a single race of woodland ceatures, related
to Elves and Gnomes, Over the centuries they slowly
divided into many different groups, Some tumed inbo
Woodlings, the shy forest-dwellers; others became the
mischievous Fixies; and some were tainted with a
streak of Ewvil, and developed inte Goblins, This
bepend alzo has a rng of truth to it, for some Goblins
do still live quiet lives in the forests and hills of wilder
lands, and they do bear a superficial resemblance o
theeir supposed relations, But no ona, surely, believes
that Goblins are in any way related to Elves? It is
interesting to note that if you told a Goblin he was
related to an EIF, he would probably run you through
there and then!

Interbresding. It Is widely known that Orcs have bred
with many other races, both good and evil, over the
centuries, creating many peculiar offspring, including
Doragar and Hobgoblins, It s, therefore, not
inconcedvable that Goblins are simply the result of
earlier crossbreeding between Orcs and  other
creatures — maybe cven human - and then developed
as a race in themselves. Gobling certainly appear to be
relabed to Orcs i many ways that even closer ralations
—such as Doragar — are not. Both species are wary of
sunlipht and can see n the dark better than they can In
daylight, and they have similar body structures
(though Goblins are smaller and lither), and many of
their tribes are organized in the same way, On the
other hand, Goblins are much cleveree than the aver-
age Ore, espedally at making nasty litthe mechanical
traps and instruments of torture. They also have this
indinatlon fowards the natural lfe, as we have said,
which no self-respecting Ore would ever share!

GOBLINS EVERYWHERE!

Howewer they first came to walk the face of the world,
it ts certnin that Goblins are here to stay, for they infast
just about everywhere, Not only do tribes of the
creatures lurk in every range of hills and every thick
forest, but they are also found much further afield, in
places where you would not expect them, In the
swellering heat of the southern Khulian wastelands,
for example, Gobling =il live around Lake bMlubz and
the anclent ruins of Zagoula. There are Goblin settle-
mants onsoma of the lands in the Black Ccean. And
cven on the frnges of the Desert of Skulls, a few
Goblin tribes try to scratch a living out of the parchad
band — as well as regularly raiding passing merchants.
Marsh Goblinsg, the Uggluk-jai, are very well known,
for they are even crueller and nastier tham their land-
based cousins. Everywhere vou look, from Allansia to
kakhabad, from Lendleland to Khul, Goblins are
thriving and multiplying.

TRIBAL LIFE

Goblins eceasionally refer to themselves as ‘the Guoblin
nation’, or ‘Harajan-jat’ in their own guttural
language, but In truth there is no such thing,
Certainly, they live in tribes, and are recopnizable by
members of other tribes when they meet them, and
they share custoims and legends and the like, but it is
not true to regard them as one nation, as one would
the Elves, for example. Most Goblins could not care
what happened to other tribes, as long as the survival
of thelr awn was puaranieed.



Each Goblin tribe has its own territory, within which
various families may live wherever they please. Many
dwell tagether in caves or villages, bul some profer to
live away from the other teibe members. Tribes are
ruled over by a chief and a shaman, who dwell near 1o
the tribe’'s recognized ‘meeting-place’, which is usu-
ally at the very centre of the Goblins' territury. Every
so often, all the members of the trlbe gather at the
meeting-place — a clearing marked by totem poles and
standing stones carved with tribal history — for a very
rowdy celebration, during which much potent Goblin
ale will be drunk, ancient Goblin legends will be told
vet agaln, and everyone will eat uotll they are sick.

The chief of any Leibe is elected, quite simply, because
he is the strongest and most heroic of them all. When a
chief dies, If there is no obwlous hero to take his place,
all eligible Goblins are sent away to prove thelr
courage by performing such deeds as killing a Moun-
tain Giant in single combat, or skinning » Manticore,
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The Goblin who brings back the best trophy at the end
of five days ls declared chief, and his trophy is placed
on one of the totem poles in the tribal meeting-place.

Goblins are quite religious creatures, and their sha-
man is regarded as the earthly link with their many
gods and demigods. All Goblins worship Hashak,
obviously, but they also spend a great deal of time
warshipping past heroes of the Goblin race, such s
One-Eyed Urm, Jorun Dhwarf-Boller and Klarm Ugbar
the Three-Fingered. They fully believe that heroic
Goblin warriors are elevaled to sit beside Hashak
when they die, from where they can watch over the
foclunes of the Goblin race. The shamans themselves
are quite peculiar creatures, who often run atound
completely naked, their scravny bodies painted with
religious symbols and runes, and with bones woven
into their hair and stuck through thelr ears and noses.
They are quite frightening to look at if you have seen
nothing like them before, for when they want to scare
someone they can rant, rave and gibber so impress-
ively that you would swear they were possessed by
Demons! Most shamans are able to do a little magie,
and on Tare occasions they mn even summaon up the
spirit of some past hero lo put a curse on their
eMEMiCy.

The shamans are also responatble for the upkeep of the
totems, which usually hang on peles made from the
truniks of small trees and carved with images from the
tribe’s history. The trophies ef all the chiefs are Axed o
the poles or impaled on the top, and depending on
how old the tribe is there may be upwards of half a
dozen such peles. Every sunsel, the shaman will
perform a ritual dance around the poles, and on very
special days he may ask the warriors of the tribe to
procure him a human or an EIf for a blood-sacrifice.

amd qutlte a 1ot of fresh maat.

quite delibetate,

FIVE MISCONCEPTIONS ABOUT GOBLINS

1. They do not eat rocks and dist. Ores do, which is where the confusion arses. Goblins eat poots, berries

2. Despite the jokes, Goblins are not stupid. They may not be intellectuals, but they can be cunning and
conniving, Try telling a “Goblin joke to one, and you may find out)

3. Goblins do not worship trees and boulders, This misconception arose broause SOMEONE saw a shaman
bowing down before a wonden totem pole and a rack on which Goblin legends had been carved,

4, Goblins do not eal their children by mistake. They only do it when they are tery hungry, and themn it is

5. Goblins are ot afeaid of the sky falling on their heads, although it is true that they do not like 2l that big
sky up there, and that they do not like bright sunlight. [f you see a Goblin running around clutching hiz
head and wailing it is just that someone has hit him, that s all!
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Crrdinary Goblins live fairdy unremarkable lives, farm-
ing or hunting for the most part. For relaxation,
however, Gobling do like to raid other cultures, or
perhaps perform a little highway robbery on some
unsuspecting travellers. They take great delight in
traps and emechanismes of all kinds, and they seem to
find entertaining such thoughts as people falling
down pils on to poisoned spikes, or having thedr ears
sliced by hidden blades, or having sharp needles stuck
in their feet by springs. Their caves are often protected
by very sophisticated traps, which are wsually enough
to dissuade even the bravest or most stupid intruders.

GOBLIN ARMIES

Az we have already said, Gobling now form, theic own
regiments in the ammies of Chaos rather than simply
serving alongside thelr inhuman beetheen. They per-
foren many different roles, but they are most often
used as light infantry, to slip deep into enemy country
to leave booby-traps and sabodage bridges and roads,
or as sappers and engineers at sieges, They are hardy
warriors, despite their size, and they are much Jess
prose ko cowardics thap their larger companions,

In Goblin lands, many tabes organize their wardors
into bands which patred the ferritory, watching out for
hostile intruders and large animals. Goblins tend to
share their lands with enemy races such as Dhards or
Elves, and they have to ba very careful to avoid them,
and alzo to hide their villages away from them,

MARSH GOBLINS

Umne peculiar strain of Goblins are the Uggluk-jai, he
Marsh Goblins. They differ from their more Familiar
relations in that they are even scrawnier, and have
green-tinted skin and webbed hands and feet. They

make their homes, obviously, in the middie of large
areas of marsh and swampland, where they live on
small ceeatures like water-rats and marsh-voles. They
are nasty, spileful things, even more than normal
Goblins, and they delight in leaving snares and traps
everywhere, pecfectly placed for unwary creatures
(#nd oocaslonally adventurers) to step into,

They usually live in strange communal huts, which are
built out of mud and reeds on met-like platiorms
Hoating on the susface of the swamp. Part of them,
intluding the only entrance, &5 hidden underwater for
protection, and to anyone who does not knaw better,
they look like Langled clumps of reeds, though a trickle
of smoke seeping from a hole in the top may give them
away. Inside the bulldings, there is usually litte light
and the atmosphere is very damp and rotten, with lots
of Goblin families sharing the same small space.

The favourite pastime of many Marsh Goblins is by te
some tasty morsel (such as a plump human adven-
turer, for example) to something solid, leave it in the
middle of the swamp, and watch what happens when
larger swamp monsters pick up the scent and come 1o
feed. They also use live bait to attract large creatures
when they are huating, Marsh Goblins do not have
tribal leaders, but their shamans are very similar to
those of land-dwelling Goblins, They worship
Hashak, like all Goblins, but also a peculiar number of
disgusting marsh deltles, including Sluwem, an
immaortal giant slug, and Varrk, Losd of the Marsh
Wraiths.

Marsh Goblins speak a weird language which sounds
maore like gargling than speech, even to other Goblins,
They are violent and cruel, which is hardly strange for
Goblins, but they are 20 to one another a5 well as to
other races. Their various tribes are often caught up in
pointless, bloody wars against one another, perhaps
fur possesslon of only a few square metres of Swamp,
Marsh Goblins do not like normal Goblins either, and
will attack them unless the latter are very careful. They
also hate Kokomokoa and the other races who share
thelr swampland domains; indeed, it scems that
Marsh Gobling are always fghting someone!

Troglodytes

Troglodytes are thought to be distantly related to
Coblins. Certainly, they share many physical charae-
teristles, for Trogledytes book very much Uke short,
bigvared Gobling. It is quite possible that they
evolved from Gobling whe started to dwell deep
undesground in caves and dungeon complexes away
from thelr surface-loving fellows, In time, perhaps,
the low ceilings of their cramped domain cavsed them
to produce shorter and shorter offspring, and at the
same tme their ears and noses grew latger 1o cope
wilth the lightless conditions down there. Although
Gotlins can see in the dark, thelr eyes are like those of
cats, and require atleast same light to be able to see far,
Troglodytes, however, developed a system like that
used by bBats; echoes tell therm where the walls and
cefling are, and help them pinpoint thelr prey with
deadly accuracy even in the darkest of situations.




LIFE UNDERGROUND

Troglodytes live a faisly pleasant life underground,
though it 1s not without its hardships, They feed
mostly on beetles, moss and fungus, which they grow
in laege caverns, tending them carchully wnder the
light of phosphorescent plants. Cecasionally,
however, they will hunt out a tastier morsel, suchasa
lome adventurer, Dwarf or even a Dark EIf (though the
latter are @ very rare, and quite perilous, delicacy,
noemally reserved for very special occasions). They are
as skilful as Goblins at seiting up lraps - though they
know little of more sophisticated mechanical ones —
and they often capture thele prey with a well-placed
tripwire or a false floor which tilts lis victim into 2 pit.
Troglodytes are great burrowers, and thelr tiny tun-
nels will often riddle larger Dwarf or Ore dungeon
complexes, which from time to time they will enter to

hunt prey.

Some tribes of Troglodytes have managed to tame
giant beetles, centipedes and rock grubs, which they
use a5 mounits, They have even tratned them to stayin
lime like cavalry horses, and they use the armoured
creatures in their occasional battles against the langer
denizens of the underground world. Troglodytes arc
very possessive about their caverns and tunnels, and
will fight against overwhelming odds to keep larger
creatures from taking over their areas. Favourite
Troglodyte weapons include small throwing-axes and
dagpers, as well as bows which fire flint-tipped arrows
with great accuracy
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THE RUN OF THE ARROW

In fact, it is their skill with their small bows which
provides the one aspect of Troglodyte culture for
which they are famous — the Run of the Arrow. This
bizarre game is playved when Trogledytes have cap-
tured a large being such as a human or a Dwarf {they
never play it with Dark Elvas — why waste all that
succulent flesh?). Their caphive ks freed, an arrow is
fired into the distance, and he is allowed to walk safely
as far as that point before the Troglodytes will try to
hunt and shoot him down. Ome recent Troglodyte,
captured and interrogated by Dwarfs, revealed that
Troglodytes always fire short with their first arrow,
just in case their aim is a bit off that day! Even worse,
the creatare alzo told of & new variant which was being
practised by the Uurgag tribe. Just beyond the point
where the fiest arrow lands, there may be a hole in the
ground, which, the Troglodytes tell their coptive,
leads to freedom. The captive is allowed to get as far as
the mark as vsual, but when he leaps into the hole he
finds that it is actually full of sharpened spikes! The
Troglodyte seemed to think that this was an excellent
new addition fo the game, until the Dwarfs ‘per-
suaded’ it otherwise

SHAMANS AND IDOLS

Like Goblins, Teoglodytes are led by high chiefs and
shamans, who organize the tribal worship of thels
many peculiar gods. Troglodytes seem to worship just
about anvthing they can, from Hashak to ‘the All-
consuming Mindness' {the sun), and from Scratta
Many-legged {a giant centipede of awesome propor-
tions) to something called Shreech, the mat king.
Indeed, it is quite possible that any adventurer who
manapged 0 Impress them with his or her prowess
would become one of thelr deities ton - though he o
she might have to die first. They erect large statucs,
made from gold they dig out of the rock around them,
in caverns at thie heact of their territory, around wiich
they dance wildly at the [east excuse, while their
niked shamans chant and shriek and scream, just 2=
all shamans dol
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Trolls and Ogres

The real heavyrweights of the armies of Evil are Trolls
and Ogres, large, brutish creatures who lack even the
small amountsof intelligence and subtlety which
Gobling and their ilk possess. Both aes related to other
inhuman races, bul like them they have gradually
developed their own particular ‘culoure”,

[T'5 A TROLL'S LIFE

As with Gobling, the odgin of Trollz is notoriously
difflcult to be certain about, Howevar, two views
prevail among scholars who have made a study of
such things: elther they developed from early cross-
breeding of Orcs with Ciants, or they were In fact
created alongside Ores by Hashak, (Indeed, when a
Troll wishes to pick a fight with an Orc— which is guite
often — e needs simply to say, ‘Hal You're just jealogs
'tos you got made second!” Ores are very icritable
when their supremacy is called inte guestion, es-
pecially by something as obviously inferior as a Trodll)

However they came o be on Titan, Trolls quickly
spread across s entire face, from the tops of moun-
tains to the bottomn of the sea. Despite their wide range
of habitats, however, Trolls are not very populous, for
they breed only rarcly, Why this should be is not
known, though some scholars have theorized that it
ey have something to do with the extreme repulsive-
ness of female Trolls, which also explains why =so
many mile Trolls join wp as soldiers

All Trofls are disliked by those reces aligned to the side
of Good, but especlally by Dwarks, who suffer fzom a
berserk rage whenever they encounter a Hill Troll.
This stems from an incident over seven hundred years
before the War of the Wizards, when the great Dwarf
hero Harlak Vanagrimsson was killed by a tribe of Hill
Trolls while trying to force a passage through the
Kalakilr {knuown to humans as the Freezeblood Moun-
tins). Even previously, a Dwarf knew he could expect
no mercy at the hands of a Troll - sudden death would
be the end of the matter. On this occasion, however, a
vile Hill Troll shaman managed to bring Vanagrims-
son back to life a5 a zombie under his command. For
three years afterwards, the Dwarfs of Fangthane
found themselves under attack from theic beloved
hera, who was made to lead the Hill Troll armies, untl
a raiding party found the Troll shaman and killed him.
Mow, when a Dwarf meets a Hill Troll, he Aghts to the
death, praying that if he does fall, his body will be =o
injurcd that It can never rise again,

Trolls do not organize themselves into nations, and
only Hill Trolls gather into tribes. [t is only in the
armies of Evil that you will find Trolls working and
fighting together, though their tempeeament is such
that they often end up fighting among themsclves
Instead of with the enemy, They are rough, wnmuly
creatures, who enjoy Ore ale and violence, and they
are not cowardly in battle. Owing to their extreme
stupidity, however, they tend to be exploited by Cres.
Mow that Gobling have their own regiments, it seems
Trols are the favourltes for leading the armies of Evil
into battle, though the Orcs try 1o disgulse the situa-
tion by giving the Trolls grand titles and allowing them
special privileges, such as eating the dead after the
batthe iz over. OF course, what the Ore commanders
fail to tell the Trolls is that they are unlikely to survive
to the end of the battle if they go in the front lines! Such
is the way of Chaos, with the strong exploiting the
stupid, and death cheating them all,

TROLL HUMOUR

Trolls are known in many lands for thelr sense of humour, which s highly developed, but rather
unsophlsticated, to say the least. Repetitive in nature and brutal in content, it provides great insights into
the workings of the Troll mind. The greatest Troll comedian of all ime is widely recognized to have been one
Zark the Vielent, who wied to wander the Fiatlands of Allansia with his travelling show, untl he was
unfortunately killed after playing to an audience of Dwarfs by mistake while drunk on cheap Ore ale, Here
are a few chestnuts from his vast repertoies of the very best in Troll humour

"Wy did e Drvarf crass e road? Becmse § said if Fe atiidv’s I'd i off s foet and stick thenr op his nose! Ligh! Ugh!*
What do you get if you hit a Dwarf with a very large rock? A big laugh! Ugh! Ugh!®

“Winiek roarld your sy ton Drvarf with fvefre fefmets on? Nothin', you just hit him i Bre shomaeh insterd! Ligh! LIgke"

‘How do you get slx Dwarfs inte an ex-cart? Well, first you take a big axe and you cut them up inta litthe
pivces, then you cat them, and then won get in the ox-cart! Ught! Ugh!®




OGRES AND THE TAINT OF CHAOS

Ore shamans tell the following story about the craation
of Ogres; it is not known where it originated, but it has
bean around for many centuries.

At the end of the Godtime, when Death and his feliow
Dark Lords had been banished inte the Void for
releasing Time into the world, there were still many
places on Titan where the power of Chaos was strong.
In one such area, now thankiolly sunk beneath Lhe sea
after the contineels shifted, Hashak, the creator of the
Ores, placed some of his new-born Ores. 18 wes a dark
place, like all the others in which Hashak had beft his
ereations to grow, and Hashak did not look into it too
carefully. He had a great many of his Ores to hide
before the sun rose again, and he was in a hurry to
fimish his task.

In the darkness, the new-born Orcs grew quickly, but
they grew with the taint of Chaos in their flesh, not
knowing it was changing them, By the time they were
stromg encugh to set foot outside in the light, they had
been warped by U, and they were different from the
other Oos — they were now Ogres, the Warped Ones,
Since that Hme, long, long ago, the other rees allgned
with Evil have become touched with the taint of
Chaos, and mufations are commeon, but sxo other race
las Chaos at its core, There are still many Orcs whao are
noremal in shape and mind, but no two Chgres ane ever
the same.
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Curing the War of the Wizards, when Chios returned
to the world in great strenpgth, Opres formed a large
part of the evil armies, They would lead mutating
troops info battle, marching ahead of nameless beings
which writhed and formed new shapes even as they
wriggled and crawled towards the enemy! The armies
of Chaos were ultimately defeated, however, and the
few remaining Ogres were scattered across the face of
the world again,

Many Chgres live pitiful lives away from clvilization,
which spurns them as it would any other mutant,
though mast Crgres look almost noemal on the outside,
They lurk in caves In the wasteland, and live by
hunting whatever they can catch. They have little or
no tribal organization, no leaders and no shamans.
However, in the meuntains south of Lendleland
known as the Anvils of the Gods, thera is talk of ‘the
Three', a trin of Chgees who have somehow leamnt the
ways of sorcerers and shamans, and who practise
magic! While it s conceivable that a Chaotic creature
could be spawned with some innate magical powers, it
ia quite ludicrous to suggest that dhree such creaturcs
could have the powers of master sorcerers simply by
chance. Until we know more about “the Three' we
cannot give any more accurate details, though it
certainly seems to most learned people that some great
soreerer of wnearthly being must have been involved
in granting such powars to three Ogres. However,
feom the rumours we have heard, their powers are
very great, which makes them incredibly dangerous.
They seem fo provide yet more evidence of the
resurgence of Chaos in the forgoiten comers of our
world.

Some Ogres are baginning to find service in the armics
of insane servants of Evil such as the necromances
Razaak, where they are proving themselves sirong
and rclinble. These days, their Chaotic nature more
oflen than not results in nothing more than some small
mutation, such as scaly skin, boils, homs or a third
eye. They are proving Lo be very valuable kroops, If
given sufflicient training to cope with such incredibly
complicated weapons as bows and slings! One very
famous Opre was Maggamanteh, the brutal Master
Torturer to the evil Archmage of Mampang in
Kakhabad. Grossly deformed, with only one eye and a
face that made milk furn sour and even grown Tralls
feel ill, Naggamanteh was very suecessful at his job,
amd turned it almost into an art - theugh a very sick,
depraved one! Many of his specialities have passed
inte the lore of other forturers, who swear by "™Nag-
gamanteh's rusting thumbscrews!" and ‘the Opgre's
crushing clamps!" In fact, Naggamanteh even penned
Maggommrbel's Baok of Torheres (he was not very good
on titles), which has long been recognized as a master-
picce by torturers across Titan = and although the
spelling is atrociouws, It shows just how successlul an
Ogre can become if given the rght outlets for his
‘talents’,
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The Snake People

The races we have discussed up bo now have been
crude, barbarlc and not too gifted with intelligence.
But mow we come to three races which are far more
sophisticated in their service of Evil and Chaos, We
shall shoctly discass the accursed Lizard ben of the
southem jungles and the demonle Dack Elves of
Tiranduil Kelthas, deep bencath the surface of the
world. But let us start in the baking desests of Titan,
with the Snake People.

SOME LIKE IT HOT

The Snake [feople of Allansia and Khul dwell only in
the very hottest parls of the Desert of Skulls and the
Scythera Desert, for they are cold-blooded creatures
who need warmth to survive. It is this basic need
which has kept them from encoaching on more
temperate lnnds and spreading their cruel dominion to
more populated areas of the world. As it is, they
control vast areas of the two continents, bringing theic
own peouliar forms of death o many peoples,

The Caarth, whe are the major race of all thase krown
collectively as the Smake People, have long been
creatures of legend, and subject to all kinds of myths
and conceptions. Many past writers of bestiaries and
myths have described the Caarth as bald, snake-tailed
monstrodities, for they had to use hearsoy, in the
absence of any first-hand aceounts of meetings with
such creatures. [n fact, however, they are more like
anake-headed humans, similar in form to the Lizard
Men of the southern jungles, and with a similar
attitude to the other races of Titan: they simply wish to
kill every last member of every last one!

U

From thelr sbone citics deep in the desert wastelands,
they send forth thelr warrioes to conquer and enslave
all lands around them, During one such eaid, about
thirty years ago, a band of Caarth warriors captured a
travelling merchant, Volvidon Carsak by name. Fear-
ing tor his life, the man fainted cean away when the
serpent warriors came over the ridge in front of his
caravan, but woke to find himself sirapped upside
down acrogs the back of a Giant Livard, just behind its
scealy-skinned rder. He was taken as a slave to a small
encampment by a desert oasis, bafore being moved on
o a massive stone citadel on the cdge of some low,
rocky foothills. Here he was put into service, first as 2
litter-bearer for a high-ranking Caarth priest, and later
&5 & trusted slave Lo a captain of the serpent warniors’
armics, Eventually, after twelve vears, he worked
himsalf into such a posltion that he was left alone for a
good part of the day, and Carsak gradually secreted
away enctigh food and waler to attempt to escape
frorn his captors, though he knew thatif he was caught
he would be skinned alive and his body offered to the
desert scorpions.

He choze his moment well. His master, along with
many other Caarth warrdors, was called away to the
semthern frontier in the Snakelands, where a Lizard
Man expeditionary force was scouting for suitable
setlement sites. Carsok had memorized Lthe exact
position of the citade] from maps he had seen while in
the service of the Caarth priest, and his extensive
knowledge of the trade-routes helped the rest of the
way, Eventually, painfully thin and dehydrated but
still alive, Voloidon Carsak staggered into the camp of
a trader from Warpstone, who was bound for
Salamonis in the southem part of settled Allansia.
Cardak reached Salamonis and  revealed  the
previously unknown world of the Snake Prople, Most




af the information we present here is based upon
Carsak’s own cecollections of his life among the Snake
People; although it is mome than fifteen years old,
much of it still applies, and we have managed to add
more recent details by the caveful use of divinatory
magic.

SITH'S REVENGE

When the Dotk Londs of Chaos were banished from
the Earthly Plane and imprizoned in the Yoid, their
generals, the Demon Princes, fled into the dackest
corners of what became known as the Demonic
Flanes, where they quietly rebuilt their strengths, The
most dominant of all Princes was the Snake Demon
Sith, who quickly established herself as the most
worthy servant of the Dark Lords with the grossest
acts against her fellow Demons, and later against
earthly beings. Sith's great love is for snakes (the title
given to her by scholars on the Earthly Flane, Snake
Demon, stems from this), and she wanted o find
some way of increasing their power on Titam, fo camy
oul her revenge on the Forces of Good which had
banished her mazters and caused her to hide away in
fear im the outer reaches of the multiverse for so long,

Inspired by the Ores and the other inhuman races,
which were by now feeming everywhere across the
surface of Titan, she gathered together several fine
human specimens, and several of the finest snakes,
and Blanded them in a vast spawning vat. Affeca graal
many horrific mistakes, on which it is better not to
dwell, Sith created the creature known to the Caarth as
8 hghkull, which means ‘Sacred Father of All° - the
first of the Snake Feople.

Shghkull was elght fect tall, with four arms and the
Thead of & cobra, but little in the way of human intelli-
gence, But Sith was not deterred, and she soon
spawned him @ mate, known lo the Caarth as
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Haspghkull {"Sacred Mother of AIl'). She was amaller,
with only two arms and the head of a viper, but much
cleverer, with both the natural cunning of a smake and
the reagoming powers of a human, Belween them,
S'heghkull and Hssghkull quickly produced several
dozen offspring, and the Caarih as a race were born,
Sith transporbed the offspring o the Earthly Plane,
secreted them away in the hottest parts of what were
later to be called the Dezert of Skulls and the Scythera
Desert, and left them to thrive.

THE CITIES OF THE SNAKE PEOFLE

More than a millenmium later mow, the Caarth have
constructed their own citadels, caoved from the solid
stone of deserl rock-formations, and established their
dominance over a wide area of the sucface workd.
Indeed, there are not just Caarth any more either,
They have been joined by the fearsome Justrall, the
snake-falled serpent guard, who patrol the very edges
of their domain, bringing slow, painful death o any
whi dare trespass on the land of the Snake People.

In Allansia, the Snake People (3 generic term for
Caarth, Justeall and other assorted snake-mutations)
dwrell for the most pact in large stone citadels, though
every oasis in the heart of the desert has its own small
settlement of Caarth, who usually dwell under canvas
inamanner leamt from the human nomads who dwell
on the ringes of the Snake Peaple’s territory. In Khul,
all Caarth live in this way, for thelr power on that
continent iz wery small, It is their cities, however,
which most inferest those who study the Snake
Feople.

Their main settlements are the ctadels of K'restal
("Heart of Glimmering Stone’], $turrak (Cool Provi-
dence of Shadows”) and the Caarth capital, S'hchtiss
(Tewelled Oasis of Sighing Worship'), There are also
agboul a4 dozen small foetifications in a wide ellipsa
aroand these three citadels, each of which houses a
garrison of Caarth and Justrali warriors and little clse,
The mecchant Volosdon Carsak Hved in the citadel of
S'turrak, but believed that the other two were much
thi same.

S'turrak is built into the side of a large mesa, a massive
block of stone sewveral leagues across which rises
several hundred metres above the level of the desect.
From its highest towers it was said that one could see
those of S'hehtiss glimmenng in the sunlight, many,
many leagues away. [ndeed, the Caarth used fo comn-
municate with heliographs, mirrors which they would
flagh in the sunlight according to speclfic codes, relay-
ing messages via the watchiowers and vases between
the cities.

The citadel of S'turrak is a bizarrely designed place,
with dozens of bowers and walls, around which cun
many spiralling staircases and mmps. At its base, on
the deseet floor, s inhuman builders constructed a
series of walls and gates thick enough to withstand the
assaults of the most determined encmy - though none
has ever affacked i The Caarth builders had
previously bored deep into the reck behind the citadel
b create a wareen of large, cool chambers in which
their voung were able fo hatch in complete safety, and
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THE CITIES OF THE SNAKE PEOPLE

This map is based upon one drawn from memory by the merchant Voloidon Carsak, and ls only
approximate, but it is the best anyone has ever been able to manage,

"« The Cikies af
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where many slaves were kept when not being put to
work clsewhere. Although they are not always good
designers, their skills at working rock are nearly a

extract every last scrap of knowledge from their
frightencd minds before they are weened over to the

eatch for those of Dvearts or Skomn,

slave-masters, Caarth sorcerers apparently excavate
ancient desert cities, in their constant search for new
learning. In thekr Bbraries they keep records of all their

At the top of the mesa, the Caarth scraped away a
smooth expanse of rock, to form a wide avenue, which
iz fined on either side with disconcerting statues of
wartors, priests and Demons, and endsz in a small
stepprd platform on which many sacrifices are made.
Dehind the platform s the main femple to Sith, a
monstrous, pyramid-shaped place of shadows where
the whole floor perpetnally alithers with snakes of all

knowledge, written in their indecipherable script on

thin slivers of metal and stone, which will not suffor

the savages of fime as badly as parchment,

In thelr observatores, Caarth use telescopes of pro-

digivus size, with lenses and mirrors made, by

obscure magical technbques, from massive dises of

types and sizes. Indeed, much of the citadel is infested
with the scaly reptilian creatures, who are regarded as
pure and sacred by all Snake People, The snakes
oecasionally bite slaves and one another, but never

attack a Caarth or Justeali.

FORBIDDEN KNOWLEDGE

Casting their shadows down over the top of the mesa
are the tallest of the towers of Sturrak, which house
the high priests and the mystic library and observatory
of the Caarth sorcerers, The Snake Paople have not
brem on Titan as long as some races, but they have
collected a great deal of knowledge from every source
they ran, Prisoners are thoroughly questioned, and
hypnatism or mind-lonsening potions are used to

highly polished quartz; with these they observe the
stars and gradually map out the univecse, [t is
widely believed that the Caarth have discovered other
planets near to Titan, something which human scho-
laes have long suspected but have never been able
to prove.

The Shake People know much of other lopies ton,
Their  knowledge of poisons and  venoms is
unequalled. They have poisons, cxiracted feom
snakes, spiders and desert scorpions, for all purposes
- to make an enemy sleep or dle, to turn him insane or
make his bedy break out in reptilian scales in prepara-
ton for another ghastly Caarth experiment. Most
Caarth and Justrall weapons are coated with polson of
one sort or another, which invariably makes them
fatal, even if they only grare an opponent,



The knowledge Caarth sorcerers have of mutations
and interbreeding is also wast, for they haove been
creating new species for many centuries in wnholy
attempls o continue the wock of theie snake fore-
fathers by creating the most powerful combination of
humans and snakes possible. This is how the Justrali
were créated, along with many other less sucoessful
mutations which lark in the desert, abandoned by
their creators. The priests of S'tureak also attempt to
resurrect their forefathers by reshaping slaves’ bodies
inte vehicles for their souls to retuen to life, bul Llhese
experments have been notoriously unsuccessiul, as
thie case of the neardy legendary Serpent Queen of Port
Blacksand shoves,

SITH'S REPRESENTATIVES ON THE
EARTHLY PLANE

The Gnake People are reled over by thelr high priests,
who act both as commanders of their armics, and as
the direct representatives of their beloved Sith on the
Earthly Plane. The high priest of S'turcak at the fime
when Carsak waz there was known as H'kchktaress
(which meanz, according to Carsak, "Venom Drps
Like Homey from His Blade' in the language of the
Canrih), and he was a pure embodiment of evil. His
duties included the ntual sacrficing of slaves to Sith,
and the comjunng of Sith's demionic servants in the
mesa-top emple for consultations.

He was also the head of the city's Caarth and Justrali
warriors, and one of the teio of leaders af the Caarth
nation, The power of the Snake ["eople has boen on the
wane in recent years, for they have been penned ko
the desert reglons by the colder climates of the north-
ern and southern lands, and they have had little new
territory to overwhelm. They are also uzing wp their
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The Coerie Citadal of Sturrak

supply of slaves from the subhumans who live on the
fringes of the Desert of Skulls, and cannot moam
further afield for them. Sith has not been able to
concentrate on their problems, as she has been distrace
ted by another civil war with her fellow Demon
Princes. In the meantime, in Allansia, Ishira’s Lizard
blen have been creeping ever closer to thie edge of the
temperate wastes known as the Snakelands, which
divide the Desert of Skulls from Vymorna on the edge
of the southern jungles. The Lizard Men may have
brem held at the Siege of Vymoma for a shorl while,
bul It can only be a matter of time before they push
bawards the territory of the Snake People. When this
time comes the fighting will be fierce and bloody, as
the whaole of the southern lands will be plunged into
WL,

The Lizard Men of the
Southern Jungles

The gruespme Snake People are comman to both
Allznsia and Khul, thouwgh it is in the former that they
are really powecful. This is alse true for the Lizarnd
Mar, though their successes far overshadow those of
the Caarth, It is looking increasingly likely, to sages
and scholars who know of such things, that the mamn
theeat to humanity on Allansia will soom be the Lizard
Man Empire, which already covers an area larger than
all the settled pacts of Allansia put together. Uneil
faidy recently, howevar, few learned mean wese able to
glean much Inforrmation about the Lizard SMen. fos
they would try fo kill any human they came aeross
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whethes he was a heavily armed warrior or a poor
defenceless sage. But only four years ago, the great
mystie Ar-Kalagdn of Kaynlesh-Ma managed to cap-
ture a Lizard Man warrior, and subject his mind to a
form of magical interrogation. He cast several
hyphotic enchantments on the gross, leathery being,
and then magically read the contents of his mind in a
soying pood. Ar-Kalagin leamt much about the
Lizard Mamn cultura. . .

IN THE BEGINNING

During the Godtime, there were many lesser detties,
ineluding gods of all the animals. Among these was a
very sly and ambitious pod, who iz known fo thoze on
the Earthly Plane as Suthis Cha. When the greater
gods began fashioning human-shaped creatures to
people the world, Suthis Cha became very jealous of
them, for he considerad his own lizard foem to be the
most beautiful of all shapes (he was arogant and
concelled, as well as sly and ambitious). So whenever
the gods were working on their creations, Suthis Cha
enzured that he was dose at hand, quietly walching
and remembering how creatures ware shaped, in
preparation foc the Hime when he would create his
o belngs, to bring bis image to the face of Lhe world,

The First Battle beyan, with the evil puwers fighling to
ovarcorme the Forces of Good and wrest control of the
universe from them. All the gods and lesser deities
were drawn info the conflict - all, that is, ave Suthis
Chie, Being Blessed with some slight powers of divina-
tion, the scaly god had foreseen the coming battle, and
seized his chance to slip away unnoticed. So when the
battle was at its height, Suthis Cha was on the Earthly
Plane, carving and moulding the first Lizard Men from
swamp mud and lizard skins, He hid his creations
away in the swamplands of Titan, knowing they
wiould be safe there, out of sight of the other gods and
their own creations, and returmed B the Outer Plancs.
Upon seturning he encountesed the Hny mowse god,
Karreep, cowering with fright in a quiet corner of the
Halls of the Guods, There was no one else around, so
Suthis Cha gave in to lemptation and did something
he had been desperately wanting to do for many a long
aeon - he ate Karreep., The mouse god was, however,
& gowd, and fought back with all his might. Suthis Cha
choked o death (in so far as a wod can die - he
teansenuted), as the small furry thing grew and stuck
im his throat, befose hopping out as the sealy deity
crashed to the marble Aoor of the Halls of the Gods,

The Lizard Men thrived in the swamplands, and
quickly became even more cunning than thelr four-
beggred relations. Without 2 god, however, they were
dizorganized and unambitious, preferring simply to
awim about their marshy domains, hunt smaller
brings, dimb trees, sun themselves and geneally
have a lazy time of it. As the Dark Lords recoversd
from their exile In the aftermath of Lthe First Battle,
hovwever, one noticed the scaly little things which ran
around in the swamps and jungles of Titan, and asked
the Smake Demon Ishira to investigate. The crafty
Demon Prince did mone than that - he appeared to the
Lizard Men while they weee gathering for their regular
tidsummer's eve spawning, as a gigantic Lizard Man,
spitting fire and wiclding a laming sword against the

sedfing sun. The Lizard Men abased themselves before
him, and they have worshipped his unholy form from
that moment on, In tme, varicus othet pods and
deities were introduced into Lizard Man culture Ly
theie powerful priests, including Myure, another
Demon Peince, and numerous lesser Demons and
reptillan gods. lshira also brought the fint of Chaos to
the race, initally o create the powerful iwo-headed
priests who would act as his focus for ruling over the
Lizard Man race - but this also brought the curse of
mutation 1o ordinary Lizard Moen,

THE LIASH CHA

Mot all two-headed Lizard Men are priests, bul all
Lizard Man priests have two heads. They are an élite
class among the Lizard Men, known propedy as the
Liash Cha, and they have the power to do almost
anythitg they wish. They dress in particular WIYs
(they are the only Lizard Men allowed to wear the
sicred calour red, for cxample}, have. their oiwn
language and are the only Lizard Men able to write,
The centre for the priesthond is the Temple to Isheea,
in the centre of the Silur Che swamplands, about
fifteen leagues away from the capital city, Silur Cha.
I'art monastery and part astronomical ohserva Lory, it
is homme to several thousand two-headed priests and
thedr servants, who spend all their time in performity;
rituals, sarrifices, pravers and other unholy duties,
The priests have collected a great store of knowledge
over the centuries, much of it unknown to clvilized
man, for they have peculiarly Ingical, unemotional
minds which seem able tn grasp some philosophical
questions much better than men or Elves can. Their
observatories are sophisticated to a degree unheard of
i civilized lands, and thew have learnt much about the
univesse and its workings.




On the odher hand, their cold, caleolating, unenmuo-
tional patures make them crucl and viclent, Tor they
have no feelings for other creatures, or cven other
members of their own race. The Liazh Cha belicve,
above all things, in the purity of their race, which they
have been tought (by Ishima) o consider the high point
of all of Mature's creations. They desplie the mutant
Lizard Men as a result, and sacrifice many to the gods
to appease tham, and to try to persuade them to stop
the curse of Chaos. Living sacrifices are comimon, and
many of their captives suffer this fate.

THE LIZARD KINGS

Although the priests mun the religious slde of the
Lizard Men's life, the politics are cared for by the
Lizard Kings. Each tribe is ruled over by a Lizard King,
and they in turn pay fealty to the Council of Thirteen,
whu ait in Slur Cha, the Lizand ben's capital in the
southern swamplands of Allansia. The Lizard Kings
may once have belonged to the same species, but now
they are a distinct race, being much larger and
stronger, and with grealer mental powers - though
they will never match those of the Liash Cha, It i
baolieved that they are telepathic, able to keep in touch
with all other members of thelr race by thought alone,
though the extent of this communication is not
known. Lizard Kings also seem to have some form of
empathic hold over their people, for when a Lizard
King is killed on the field of battle, his broops Immmedi-
ately become confused and disorientated, as if they
were suddenly belng released from hypnosis in a
strange, unfamiliar place. Whatever the truth of this,
the Lizard Kings do hold the ordinary Lizard Ben in
their scaly grip, and have the power of life and death
pver the entive Lizard Man Empire.

The Council of Thirtkeen |s led by the High King, the
Luk Ten Cha, whao is widely believed to be a physical
embodiment of their gods, sent to the Earthly Flane to
watch over the Lizard Men, When he dies {Lizard
Kings live toaround 130 years, almost bwice the span
of noremal Lizgard Men), it is balleved that he is rebom
that =ame instant, as his life-force passas into a new:
borm Lizard Man freshly hatched in the egg chambars
of the palace. When the new child reaches thirteen
years ofd, he is brought before the Liash Cha, who
perform the Ritual of Remembering, during the cousse
of which the Luk Ten Cha slowly begins to rernember
all his past lives, and all his past knowledge, and s
then ready to take his place as ruler of the Lizard Man
Empire once more. In the intervening thirlean years,
each member of the Councl in tum rules the land fora
Yiear.
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LIZARD MAN LANGUAGE

indulge in everyday small talk amyway.

Lizard Men use a very strange language, where every slight inflection of the voice, wave of a hand, or
positlon of a tail means something completely different. The word "Cha’, for example, can mean ‘us’, we',
*him’, ‘I, ‘Lizard Men', ‘religious’, ‘good’, "beautiful’, *swampy’, ‘delicious’ and "o give orders’. Chwing to
their swampland habitat, Lizard Men have over a hundred names for different conditions of the swamp,
and they can recognize a greal many different types of grass and tree which all look identical fows humans.

The Liash Cha have their own language, which deals almost exclusively with high-powered religious and
philosophical arguments, They are almost unable bo cary on s nosmal conversation init, though they rarely
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SILUR CHA, THE LIZARD MAN CITY

The High King, the Luk Ten Cha, dwells in a gigantic
towering palace atb the very centre of the bizarre city of
Silur Cha, which itself is right at the centre of the
Lizard Man Empire, in the southemn swamplands of
Allansia. Silur Cha has been built out over the
swarmps, and much of it rests upon wooden platforms,
with only the most important buildings having stone
foundations {usually created by magically transmut-
ing the mud of the quagmire into solid rock, a process
which recuires o great many spells and innumermble
sacrifices). The Lizard Men have other fortifications
and other cibies dotted around their Empire, but Silur
Cha is the crowning glory of all of them. It has taken
several thousand years to reach its present forom, and it
is being added fo all the time, as the Lizard Men's
power grows ever stronger.

Silur Cha is a maze of temples, dwellings, open
wooden walkways (both on the sueface and way up in
the skyl, towers, barracks, wide squares, pools and
streams, all cut out of the swampland itself.
Everywhere is decorated with cacvings of Lizaed ben,
their gods, history and battles. Silur Cha is situated on
a great U-shaped curve in the nameless river which
waters the swamplands, The Lizard Men are not used
to being sailors, but their strangely proportioned and
bizarrely decorated boats regularly ply up and down
the jungle and swampland fvers which they control,
and can occasionally be seen out at sea, ferrying
supplies o one of theie outlving colonies. On a few
occasions, way back before the War of the Wizards,
the Lizard Men actually fought sea-baltles against
other nations, though there ane now few nations with
fleets strong enough to fight such battles,

LIZARD MAN 50CIETY

At the top of Lizard Man soricty, we know there ane
the Lizard Kings and the Liash Cha, the two-headed
priests. But what of the regular Lizard Men? Maost
dwell in tribes, which are subdivided into families.
Each tribe has its ovwn area, as wall as its own peculiar-
ties of dress, language, weapons and 20 on. Lizaed
Men often paint their bodies with markings which
distinguish them fromm other ribes, and thev also use
sears and cuts on their bodics for the same purpose.
The fribes are each ruled by a Lizard King, who usually
lives im some splendour at the heart of (he Leibal
territory, taking tributes in the form of servants, food
and goods from his people.

A typleal Lizard Man family is made up of bebaeen ten
and thirty creatures, who all dwell in the same area of
the swamp. Their houses come in many different
shapes and constructons. In the heart of the swamps,
they may be wooden cabing perched on legs sunk
deep into the sludge, or tree-houses with carefully
woven rope bodges linking wooden platforms. On
mare solid land, Lizard Men are likely to live in huts,
which are made of mud and branches, and arc
huddled against one another b create a low, sprawl-
ing bullding with lots of small rooms,

Many Lizard Men {especially females and adolescents)
spend thelr davs hunting for food in the swamplands,
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using snares, spears and even thelr teeth and brute
strength to catch focd for the family. Some pursue
crafts, such as vine-weaving, carpentry or weapon-
making, while oihers teach the yvounger membees of
the tribe the cudiments of hunting and other skills, In
the cities and towns, and especially in Silur Cha, there
are traders, slave-masters, mefal-workers and other
craftsmen, just as in o human cty, though there are
differences, Lizard Men have little need for fire — they
live in wery warm climates, eat all their food without
couking it, and can see in the dark - and it is only really
used for smelling metal and at ceremonial oocagions.
The priests, however, defight in using fire, for they
know the effect it has on athers.

Many Lizard Men are enlisted into the armies of the
Lizard Man Emplre, secving their kings for the greater
glory of the Lizard Man race in many parts of the
southern lands. Indeed, for mutated Lizard ben, the
army is the only choice ppen for them, for they are nok
allowed bo join fribes and are never allowed inte a dity
[ikr Silur Cha without speclal permission or s part of a
serving battalion. They are outcasts from the whaole of
society, and are ‘encouraged’ to serve in the army,
where good use = made of their prodiglous strength.



ARMY AND EMPIRE

A Lizard Man fighting unit may conzist of bebween zix
and thirty soldiers. Each unit belongs to an informal
regiment of up o a thouzand warriors, commanded
ulimately by a Lizard King through a succession of
captains. There are always a dogen or so Linsh Cha
assigned toa regiment too, for the spiviteal welfare of
the troops is an impertant factor in driving them to
viclory against the unclean humans,

Different units are assigned different bsks in battle.
There might be a death-squad of mutants, who will
lead the force infe the fray, driven by an Insane frenzy
which = itzelf sometimes enough b rout their
opponents and send them fleging (rom the field of
combat. The “sappers’ are adept at destroying city
walla and gates by using battering-rams, catapults and
the pulling power of Giant Lizards, and sometimes
very delicate magical explosives are administered by a
priest, There ane also cavaley umits, mounted on Giant
Lizards and semi-tame Dinozaurs like Styracosaurs,
There have been reports from the Siege of Vymoma
that same Lizard Man units have managed o tame
Pterndactyls and Preranodons, to create terrifying
units! Even if this is not true, it 45 surely only a matter
of time bafore they do develop such factics. The Lizard
Man armies are strong and well trained, and are easily
a match for any human army.

The Lizard Man which Ar-Falagdn of Kaynlesh-Ma
captured was a soldier, serving with @ regiment called
the Kreashian Eux Cha, or ‘the Divine Gougers of
Whiteskin's Eyes’, He saw service al varlous baltles,
including the Siege of Vymorna, which is still continu-
img. The regiment was made up as follows:
Comeraieder: . The Divine Lizard King, Yurnik Ecrin
Cha

26 Lizard Mem, the Divime
Sloughterers, together with B
standard-bearers, heralds and
MEsseners

13 two-headed priests, the Divine
Vengeanoe of Ishira

2648 matant Lizard Men, the Divine
Sear of Chaosg

130 mounted Lizard ben, half on
Cilant Lizards, half en Styracosaurs,
the Dhivine Mounted Death-bringers
1,326 Lizard Men, divided into 58
units of between ¥ and 2B troops,
known by many names but
collectively as the Divine Gougers
Who Shall Brng Death to All

125 Lizard Men, the Divine
Cataclysm of Stone

138 seovants, baggage-handlers,
food-foragers, et

Royal guard:

Waar-priesis:
Shock froaps:
Civalrys

Regulars:

Sappers:

Others:

The Lizard Man Empire stretches over much of the
southem lands of Allansia, from the edges of the
(thankfully impazsable) Mountaing of Griel in the far
soiath, across the whole of the immensc swamplands
a5 far as the edges of the Plain of Bones, and north as
far as the Vymom River and the city of Vymorna,
which is sHll - just - held by humans. Across the other
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For six years now, the combined forces of magic,
explosives, battering-rams and sheer weight of H
nummbers have been slamming againgt the walls of
the ancient ity on the mouth of the Yymom River.
[t was once an Limportant focus at the nosthern end
of the Gulf of Shamuz, with tmders coming from as
far away as Salamonis in the far north, It used to
have a population appeoaching 100,000 people, bt
they have been reduced fo little more than a e
tieth of that over the six vears that the siage hag
lasted. The king of Vymoma, Alexandros I, died in
a massive assault which breached the penultimate
wall last yvear, and the troops are now led by hig
wife, Chueen Perdicl, who fights on the walls with
the troops. The people know Yymoma must fall,
but they fight on, hoping in their hearts that they
will buy time for the other citics to prepare their
own defences against the sieges to come.

side of the Gulf of Shamuz, the Lizard Men control all
the jungle lands from the Snakelands to the edges of
Arantis, They have outposts as far nocth as Fire Island
(though this is thought tohave fallen recently, as no
word hag been sent by its commander for dome lime
now}, a5 well as dotted along the Skull Coast and the
wastelands north of the Pirate Coast. There are also
outposts on Khul, though they are much bess import-
ant to the Empire, being smaller and less organized,
and aituated in mather desolate arveas such as the
Scvthera Desertand the jungles bryvond Mamd across
the Tnland Sea.
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Dark Elves — Servants of the
Night

You know, adventurer, of the great friendship which
Elves can give you on your travels around Titan. But
nod all Elves, it must be said, are on the same side, We
made slight reference to the Dack Elves catlier; now
we will examine them more closely. Information on
the Dhark Elves is limited, for they are a proud, secret-
ive and above all very perllous race, and are not prone
Lo allowing sages and scholars to wander around thair
underground domains, even for academle research!
What Uttle we know of the wayvs of the Dark Elves has
been gleaned from human and Dwarf slaves who have
escaped from thelr sulderranean prisons.

THE PARTING OF THE WAYS

Way, way back at the beginning of the first age of life
on Titan, after the Fiest Battle, when the gods departed
to take their places in the heavens, the world was
populated by sewveral major races. Thees wers the
short-lived, youthful humang, the stout, ingquisitive
Dhwards and the graccful, spiritual Elves., As vou learmnt
from our previous treatise on the good Elves, the race
grew In power and learning, bringing unity and lore to
many pards of Titan. Elves were the elders of the
world, the wize rulers and the advisers. They kept
themzelves pretty much to themselves, living in their
forest villages and palaces, but occasionally ventured
oul into the world o give aid where it was needed.
Their numbers were never very greal, for their near-
immorlality ks balanced by a lack of children, but their
race thrived far more than any other at that time.

Some Elves, however, became discnchanted by the
neutral attitude of the Elven peoples. They believed
that since the Elves were the wisest, the longest-lived,
the muost skilled and the strongest of all races, they

were natural candidates for being the lords and mas-
ters of all the other races. In the unceasing conflicts
with Ores, Gebling and other servants of Chaos, they
felt that they should be the leaders, the gencrals and
commanders of an army which could then be
organized Lo cleanse the vileness from the face of the
land. The Elven Counell did not agree to such
demands, however, and persisted in upholding the
non-comunittal stance taken by all Elves since long
before the rise of Ores and their ilk,

The leader of one of the Elven clans, Prinoe Viridel
Kerithrion, was the mast vociferous of all those argu-
ing for greater power and strength. A brave and noble
warrior, he had proved himself a hero in many
engagements against the Forces of Evil, As a result, he
was respected by the majority of the Council, though
s feared his rather active nature; it is not normally
the way of Elves to get physically involved in the petty
siruggles of lesser morlals, except by offering advice
and some token assistance, Elves know that they will
still be walking the world when all wars have been
furgotten, and it makes them wary of offering physical
aid in the manner adopted by Prince Kerithrion.

Unknown to Elves outside his own clan, howewver,
Viridel was an acolyte of Slangg, god of malice, who
wirs known Lo the Elves as Ar Anwar Gerithan, ‘Grey
Whisperer of Shadows’. The god had been wor-
shipped since the Tine of Legends by Elves who
wished to learn more about the ransient ways of
humans and other shoel-lved caces. Ar Anwar
Gerithan was constdered, by those Elves who studled
him, to be the embodiment of the human spirit -
malicious, petty, vengeful and violent. As an acolyte
of Ar Anwar Gerithan, it is not surprising that Peince
Barithrion had as much Intarest in the affairs of
humans as in those of the Elves,

Finally the Ebven prince could no bonger stand back
and ¢ondone the non-committal stance taken by the
Elves, Gathering fogether all the warrlors of his dan,
and of the other dans who thought much the same as
he did, Kerithsien marched on the Elven Coumneil,
which at the time was based in a large citade] on the
edge of what is now the Flatlands, and after slaughter-
ing over b dozen other clan leadees he and his rebels
selzed power over the Elven natons.
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THE MAJOR CLANS OF TIRANDUIL KELTHAS

black bectle's head on stlver diamond, Main areas of conleol: insect-farming, fugd-preparation, clearance of

green pemsione on narrow black bar. Main areas of control: mining, metal-working and smelting.

octagon-shaped white skull. Main areas of control: slave-procurement {surface raids), security, assassina-

allver dagger and crowen. hMam areas of control; the ruling family,

Unluckily, he had missed the Councl’s leaders,
including King Glorien Thelemas and his sons, and
most of the stronger clan princes too. Thelemas's
quesn, Aricl Aurtindol, had the power of divining the
future, and in a dream the night before, she had seen
Kerithrion's forces marching on the Council. There
was no Hme to warn the rest, but she persuaded the
king and his family to be absent on that fateful day.

Feaction o Kerthrion's take-over was not long in
coming, and within three days a massive Elven army
was camnped around the palace of the Council, For
nineteen days they fought with the rebels, pounding
the walls to dust with catapults and powerful sorcery,
bat e Lhe twenticth a o of Yiridel's captains
marched vut of the ruins waving the green bannees of
truce, and asking to talk terms. They were accophed,

and were brought before King Thelemas. While the
peace lalks were continuing in the king's fent,
however, the rest of the rebel forces slipped away
through tunnels they had bren building for the last
seventeen days {for they had quickly realized they
could not hope to win against the upited Elven acmies,
regardless of how long they held on to their well-
defended position). The parleying captains dragged
out the talks untl after sunset, before agrecing fo
reburm bo thede own side and dellwver Thelamas's orders
for the surrender and then lead oat all the rebels. The
caplalns returned to the palace, their way picked out
by hundreds of blasing torches which the defenders
appeared to have lit for them, The king’s foroes waited
until dawn, but neither the captains nor Kedthrionand
the rest of the rebels appeared. Attacks recommenoed,
but it was soon obyvicus that the rebels had fled.
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They reteeated only as far as Kecithelon's native lands,
however, where they attempted to declare an
Independent nation. Tn an unuswally swift move for an
Elf. Thelemas ordered his armies indo Kerithrion's
lands, Many battles and skirmishes folloveed, before
the rebel Elves retreated into the mountains (in a
western area of the highlands now known as the
Moonstonie Hills), and from there underground, tak-
ing over an all-but-abandoned Dwarf city which
Kerithrion had earmarked as a final boli-hele in case all
his plans came to naught, The rebel Elves sealed the
way behind them; and the king gave up the chase. The
Counil palace was pulled down stone by stone, and a
new ane congtructed many leagues distant. The rebels
passed quickly from the memories of the Elves, theis
actions ware never recorded in the histories, and with
the start of the first of the Orc Wars soon afler, the
Elven nations were far too occupled indefending their
precious forests.

THE UNDERGROUND CITIES

In the darkness underground, the rebels thrived far
better than anyone could have known. They explored
every inch of their lightless domain, and began to
adapt to life without sunlight. Necassity made them
learn quickly: they discovered how to grow fungus
and moss for foud, and how to breed lizards and giant
insects. They learnt how to work rock, and expanded
woestward untl they chanced upon a series of natural
caverns deep under Darkwood Forest in what is now
north-western Allansia. Cver the centuries they grew
strong again, but they changed too, slowly harning m
theedr tsolation into tmae creatures of darkness, Their
wenpship of Ar Anwar Gerithan grew stronger stll, but
they also picked up other deities - perilous beings
guch as the Demon Prince Myurr, and many others,
They changed from creatures of light and truth and
beauty into a sickendnply decadent race of ghoulish
Demaon-worshippers - the Dark Elves.

Mo they dwell under Darkwood, and there are small
underground colonies in other parts of Allansia as
will, Recent ramaours Lell of a Dark ELE scouting party
being seen in north-eastern Khul, though what they
weere doing there, so far from home, isanyone’s guess.
The Wood Elves know of them again now, for the
Darkside Elves continue bo send small caiding parties
against their surface-dwelling brethren, whum they
hate with every fibre of theie being. To the Wood
Elves, they are no batter than Crros or other teash, and
they give no quarter to any they encounter.

Their city is called Darkside, known as Tieanduil
Kelthas toits inhabitants, and it s a wondrous place, 1f
is built in an enormous natural cavern, lit only by the
dim glow of phosphorescent plants and fungus and
glimmering lanterns, When the Dark Elves first
started to conatruct il, they began by using traditional
Elven architecture, but gradually the styles changed,
and it is now a bizarre, bwisted place, with lowers and
walls jutting out at many different levels, and
decoraled everywhere with insane carvings of the
city's adopted demonic patrons, Linked to the outside
woreld by a succession of maze-like passages, exch
Blucked by gipantic carved stone doors and guarded
by many [ark Elves of the sinister Clan Camearneyar,

it iz & fascinabing and terrible place, a city of shadows
and Demons, of slaves and dark magic. Alleys bwist
and wind between the weirdly shaped houscs;
squares may be surrounded by walls zo that no one
can enter them; nightmarish parks and gardens glim-
met in the light of caged fireflies, while giant beetles
scubtle in the mossy undergrowth. At the very centre
of Tiranduil Kelthas there is the Palace of Kerthrion,
the Aid Lindalé Eerithrion, named after the city’s
founder, and after the clan which still rules over the
city. Built out of black crystal, it towers over the dty
like the Grim Reaper, ag if walching ils cllizens like a
vulture whaiting for a dying creature o breathe its last,

Life in Darkslde is very different from that of the Wood
Elves in the forests above ground. In thelr subler-
rancan city the Dark Elves have developed ther own,
Righly intrlcate soclety, based on the otiginal rebel
clang, which are now led by sorcerer-kings and witch-
queens rather than by warrior-princes, All Dark Elves
belong to a pacticular clan; which aclz as an extended
family. Each clam has itz own namie, symbols, badges
of office, headquarters, and area of the city, where its
mules are low, and where membees of other clans
require specific permission to walk, Many have their
onwm special languages and slgns, which allow mem-
bers o recognize one another without the need for
symbols; all worship their own special demonic
patrons. Clan cvalnes are great, and theee are alwayvs
infrigucs afoot at the highest levels of Dark EIf society
aseach clam tries Lo wrest some small fraction of power
from the others, Bivalries between the clans regulasly
lead to assassinations, arsom and in some cases full-
scale slaughter, which usually only stops when the
terrifying Clan Camecarneyar step in. They are never
allied to anyone, for all fear them; they are ultimately
boyal only to the continuation of the Dark EIf race, and
the city of Timnduil Kelthas,

A RACE OF PRINCES

While there are some paupers among the citizens of
Tiranduil Kelthas, as there are in all citics, most Dark
Elves llve very comfortable Jives. The great wealth
extracted from the earth by the slaves in the silver and
copper mines has meant that money means Little fo
Drack Elves, and all but the very poorest of them are
wiighed down with masses of silver - around their
niecks, welsts and ankles, wound into their hair,
woven  infp their clothes, engraved into  thelr
weapons, painted in traceries on their skin and s0.on,
Every EIf in Darkside |5 related to the nobility in some
way, and all Dack Elves have a regal aie, especlally the
women, Dark EIf women have an unearthly beauty,
far grealer than that of any human, with their velwat
black skin, white or silver hair and tofally green eves;
and their beauty = greally enhanced by the Bsame
faghtons in clothing and decorabion which have de-
veloped over centuries in complete isolation from
those of the outslde wosld. The whole atmosphere of
Crarkside and its citizens is simultaneously similar and
dizsimilar to the world above ground, with: the result
that it = faindly disorientating and disturbing, to
anyone whe is not a Dark EIF

Elven noble socety s very compelitive, with the
fairest witch-queens of Darkside competing against




one another at every opportunity. Lavish banguets of
rare fungus and potent moss-wines are commmon, with
everyone present attempting to score points off one
ancother with acts of disdain, bitchiness and even
violence. Despite their terribly regal bearing, all Dack
Elves have a streak of pure evil running through their
charactars, which on occasion makes them very nasty

TRADE AND SLAVERY

The merchants of Darkside have more power than
their counterparts in surface towns, for the procure-
ment of food, energy, slaves and precious metals
requires carcful planning and ocganiation in the arti-
ficial environment of the underground city, While
Drark Elves are feared by all races (for they will make o
slve of just about anyone, if they can), they do trade
with sorne Ore and Hill Troll tribes, giving silver and
gems in exchange for human and Dwarf slaves, now
ginnt inzects and manufactured items. Dack EIF mee-
chants meet with Chres once every month or so, bring-
ing their goods on the backs of tamed Ginnt Lizards
and massive spiders to negtral caverns near the sur-
face, where all exchanges are made.

Slaves are also very important to the running of the
cities, for the Dark Elves are continually expanding
theircaverns and mining for more precious metals and
gems. Slaves are wsually taken in raids on the surface,
though some are exchanged during trade with other
evil racas. Humans are most common, for they are the
easiest to obtain, but Dwarls are the most popular,
becauze of thelr hardy nature (which an take all the
regular beatings the Dark Elves inflict upon their
caphives) and because they know how to work rock
and find the best seams of metal, Ores, Trolls and
Gobling are sometimes used for the most menial tasks,
but they are weak, spirllless creatures, and the Dark
Elves often Eill therm before their fime out of
frastration.
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Tirawdul Kelibis - dhe Dark Y Oty

Elves are never kepl as slaves, Those who do not diein
the initial encounter (since Dark Elves inspire Wood
Elves to amazing acts of suicidal fury) or who are not
slavghtercd immediately affer, are commandecred by
the sorcarers and witches for eventual sacrifice in one
of their horrific rites, though most will ke tortured
izsterminably until this happens. Dheapite their mutila-
tions and deprivations, Wood Elves have never been
known bo utter a single word to their Dark Elf eaptors,
nog even o ory out in pain, and the Dark Elves have
never learnt anything from their Elven captives.

RAIDING THE SURFACE WORLD

Slavesave exchanged for silverand gems with the Orcs
and Hill Trolls, and captured in eaids on the surface.
Such ralds are usually carried out by members of the
Clan Camecameyar, who creep about the darkened
forests at night in miding parties of not more than
eight, hidden by black cloaks and clothing, and by
protective magic which shields thein even from the
heightened senses of animals. They usually pick upon
izolated farmsteads or small hamlets, where they
knew they will not be opposed by more than a dozen
humans or Dwarfs, and always wait until the moon
has set before attacking,

They ficst spread out around the target, and then cast 2
blanket of spells to stop them being detectsd by farm
animals, who might wake the inhabitants, Flaming
arrows om to the roof launch the attack, and are
followed by a full-seale assault on all sides as the Dark
Elves break in through windows and doors, dispose of
any redestanoe with thelr lomg, jagged knives, and drag
their captives off into the night, The saiders of the Clan
Camcaeneyar prowl the surface world most nights,
ranging further and further aficld in thelr search for
viclims.,
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SORCERER-KINGS AND WITCH-
QUEENS - THE SHAERN KERITHRION

The highest of all Dark Elves are the clan leaders, and
the highest of all clan leaders are those of Clan Kerith-
rion, who govern the ciby as its royal family and reside
im Ajit Lindalé Kerithrion, the Falace of Kariflizion, at
the heart of the dark city. The Clan Kerithrion is
headed by a council of five, the Shaém Kerithslon,
who rule partly by common consent, and partly by
playing the other members of the rirce against one
another.

Fing Eiltenr Rerithricee. He i the pominal leader of the
Clan Kerithrion, and therefore king of Tiranduil Kel-
thas and ruler of the Dark EIf race, In fruth, he is
getting very old and weak, and retiring into a paranoid
world where everyone around him is a threat to his
rule, He trusts no one any more, least of all his sister
Vellcoma, and he leaves his chambers in Al Lindale
Ferithrion only to attend the mast important council
meetings. He Is an acolyte of the Demon Prince Myure,
whom he contacted by offering up his mother in living
sacrifice several centuries previously. Myurr has told
him that the throne of Kerithrion is threatened by the
faw of insanity, and Eilden Is now waiting for mad-
ness to shaowr itsall In one of the other four rulees — not
realizing that it is he who is the flaw.

Princess Veltcoma Endil Kerithion, Unlike her brother,
whiam she plans to kill any day now, Vellcooma isin full
command of her facullles, and has no itlusions about
any of the other four, She is the High Priestess of
Darkside, and officiates at all important sacrifices, She
too serves the Demon Prince Myurm, and it was she
wha first suggested that they explolt the paranaoid side
of King EBilden’s character. Princess Yelicoma is a
ruthless, emoationless witch, and most Dark Elves feal
afraid of her, without quite knowing why, She
appears to be cold and ey, but very efficient and
practical, and she deals harshly with foolishness,
Around her there is an almost trngible aura of threat,
due partly to confident armogance and partly Lo pure
evil. Should she ever come 1o power, everyone hopes
they will not be the ones she makes cxamples out of.

Prince Astrén and Privcess Leyn Garabirim, Astréa and
Laya are cousins of the king and his evil sister, and
they act as a balancing force in the council, They are
calm and Intelligent, and have litthe fime for Eilden's
paransia and Velicoma's schemings. They are wor
shippers of Ar Anwar Gerithan (Slangg), but some-
how manage to offsat his evil teachings with a eareful
concern for the proper workings of Dark EIf society, If
Eilden and Velicoma get caught in a power-struggle
against each other, they will be able to take contrel of
Tizanduil Kelthas with the minimum of fuss, for Leya
iz the wife of Prince Taragitl Cammameyar, head of the
Clan Camcarneyar.

Prince Menel Ithitkir. The hothead of the Shagen Kerith-
cion, Menel spends much of his time on surface raids
with members of the Clan Cameameyar and rarely has
amy Hme for the workings of Darkside palitics. Thisisa
great pity, for he is usually on the same side as the
Garalhrim, and could help them swing the power of
the conncil towards a lighter, more wockable base, As
itis, he only atbends council mestings when important
military actions are being considered, er when an
especially bloody sacrifice of 2 captured Wood EIf
nobleman is due to be part of the entertainment, In
teuth, he is only & member of the Shagm Kerithrion
because he i3 head of the [thilkir branch of the clan,
tollowing the recent death of his much stronger
mother at the hands of 2 nameless peisoner; this Is
widely suspected to be another of Velicoma's litthe
plots, but was in fact the work of Astriga and Leya,

The five members of the Shadrn Kerithelon Jive in
saparate parts of the palace, each protected by armed
guards and strong magic just in ease’, If they were ever
to unite, the Dark Elves would finally be organized
encugh to look beyond surviving day to day, They
would be able to make plans for a return to the surface
wiotld, to face the accursed Wood Elves in Full battle at
last, and to show them the true meaning of vengeance!
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There are many dangerous and Chaotic races on Titan,
working for the complete overthrow of civilization
with the supernatural help of awesome evil ponwers,
Baut above all slands oo race, as the most evil, most
depraved, most decadent and most dangeros of all -
mankind. For just as man has the mpacity for great
good, he also has it in him to do great evil, if he so
desires,

In Lhe years leading up to the cataclysmic War of the
Wizards, the human race was split down the middle,
with one side clearly oppused to the other, and with
r0 rogm for newtral bystanders. Today, 280 vears after
the collapse, humanity ia still struggling to reasserl
itself, but already there are men who have followed
the: path of Evil 1o its extremes. Indeed, there are far
too many to detail heee; all we can do is concenteate on
those who are perhaps the most important, and sha ke
our heads in despaie lor the many we have had to
ormnll.

Razaak, the Undying One

One hundred years ago, Kazaak was an apprentice to
ong of the Lawful wizards of that era. His master's
name is surprlsingly not recorded, but he could quite
eagily have been the Grand Wizard of Yore himself,
Vermithrax Moonchaser. He was quite a promising
pupil, as apprentices go, though like many he teied bo
run before he could walk. He was fascinated by what
his master told him of the dark magic of shamans,
Dratk Elves and Demons, Peering through the ancient
books in his master's study by the light of a flickering
candle while the old man slept, Razaok quickly
realized that he had the Inner steength to become 2
powerful necromancer, who would one day be able 1o
command everyone to obey him. Magic was foo pre-
ciousa ool to waste on dodng good = he would use it o
bring Allansia toits knees,

That very night, Razsak slipped back to his narrow
bunk, packed all his worldly goods into a small sack,
and left the way of Goodness for ever, He travelled to
the remole wastes at the far side of the Flatlands,
where he meditated and studied and practised the
arcane atts in complete solitude for forty years, untl
he knew that his powers had become so great that he
wias a necromancer, capable of beinging the dead back
to Iife to be his slaves! He felt confident, at last, that
Allansgia would soon be his.

Razaak sent messages to all the nobles of the land,
demanding that they acknowledge him as their
ultimate ruler. But they had nover heard of him, and
they ignured his threats as the work of just another
lunatic sorcerer. Razaak's responde came in the form
of thousands of black insects, who brought plague and
pestilence to all lands. He sent another message to all
the rulers, this time with a deadline: they had until the
next full moon-to acknowledge his leadership, or

things would get even worse, Many warrlors were
dispatched to slay Razazk, but all died in the attcmpt,

At last the warrlor named simply Kull aerived. He
vwned a sword which he had found gripped in a
skeletal hand projecting out of a mist-veiled lake, high
up in the Moonstone Hills, which he was crossing on
buis eaft. Tt was an enchanled blade, able to cut through
the thickest plate-mail without its razor-shacp edge
being dulled or notched. The sword had once
belotged to Razaak himself, and was the one sword in
all of Titan which could harm him? As part of his final
pact with the demonic delties who accepted him Into
their ranks as a necromancer, Razaak had to discard all
weapons save only for the sacrificial knives which he
consecrated to Evil as part of his initiation, But there
was no way of destroying his sword, so he threw it
inta the lake — from where it rose in the hands of the
skeleton! An incredible twist of fate worthy of Logaan
the Trickstar himself brought the blade Back to Razaak
in the hands of the now invincible Eull.

But as the blade bit home, Razaak cast his curse upon
the warror, Kull's skin fell frum his bones as dust
around his feet, and he was transformed dnbo a
skeleton, who would wield the sword for ever! The
mundless thing that wag once Kull returned to the lake
whaure he fizst Found that blessed and accursed sword,
and now snils back and forth, awaiting someone to
take it from him and release him into death's sleep,
Hazaak's corpse was sealed in a stone sarcophagus,
which was then placed in a deep fissure high In the
hills, and the evil necromancer was forgutten, In
recent months, however, reports have come through
Trolltooth Pass of famine, pestilence and plague drift-
ingacross the Flatlands, The sky has become dark and
menacing, the sun hidden behind a wall of grev. The
source of the Evll has been pinpointed as a fissure in
the mountaing, blackened by fire and tainfed with
Chaos .. could Razaak have been disturbed and
returned to the Earthly Plane?
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Malbordus, the Storm Child

blalbordug i3 a human sorcerer, a powerful zervant of
Evil and Chaos whose time is only now beginning to
dawn. His name means "Child of Darkness” in Low
Elvish, and it was given bo hiem when he was nine by
the Wood Elves of Darkwood Forest. To see the
reagons for sucha name, we must go all the way back
to his hirth,

Malbordus was bosn bnoa ballered, ramshackle hut on
the edge of Darkwood Forest in old Allangia, in the
milddle of the wildest winter for several hundred
vears, Who his mother was, no one knows, but it is
thought she was just o simple peasant crofier, She
certalnly could not cope with another child, for the
infant was abandoned in a snoie-deaft about half a
league into the forest.

That night, black-cowled Dack Elves from Ticand ol
Kelthas, the accursed city of Darkside hidden far
beneath the surface of the woild, weee abroad in the
forest, worshipping the full moon, Tidel, with blooed-
sacrifices and blzarre rituals. One party, filting quietly
across the snow without leaving any trace, heard the
child’s cries. They found a pathetic, frozen bundle, o
humian child which sceeamed at the Lop of its woice,
They took it to their ritual site, and offered him to the
Silent Guardian In the sky for his blessing, He was a
gift from the heavens, and was to be under Tielel's
protection for ever, After the ritual was done, the Dark
Elves glipped away and returned underground to their

city,

THE STORM CHILD

They named the child Aéven Tintathel, Storm Child,
and reared him in their temple under the protection of
the witch-queen Velicoma Kerithoion. As he grow, he
wags introduced by her Lo the ways of Myurr, the
Demon Irince, and taught the ways of the Dark Elves
ag if e were one of them. His pale white face and his
picrcing blue eyes weee very strange 1o the black-
skinned Dark Elves. And the raw power of his human
goul did nod take long o assert itself,

By the time Aéren was seven years old, he was indis-
tinguishable feom young Dark EU children in every
way except physically; his gkin, which zeemed o get
whiber as he grew older, marked himout as something
special. But unlike the other children, he carried
within him an intensity of purpose which was
frightening to those to whom he chosze to reveal it He
spoke, with deep feelings of hatred and anger, of the
sutface-dwellers who had left him to die in the: snow
all thaase years ago, and talked of a time when he
wiould reming them of their so-mlled humanity. Such
talk huad naver been heard in the mouth of such o small
child before, and Poncess Velicooma declared him to be
& glft from the gods (though the gods she meant are
very different to our own).

A year later, the child’s intensity had developed a
stage further, and began manifesting itself in spon-
taneons displays of wild magic. He could siap his
fingers and cause plants to wither and die from sheer

hotred. He would gaze deep into the eyes of a Giant
Lizird tem times his size, or a wild Elven hound that he
found i the street, and the dumb beast wouald
vacantly follow him wherever he went unfil i dicd
from starvation because the child had forgotten fo
command it bo eat, Afren was plainly destined to be a
great wiclder of the ancent magics.

THE FIRST TEST OF MAGIC

Elven magic is pure and graceful, full of the unstop-
pable power of nature itself, But Dark Elven magic is
vile amd degrading. a force of darkness which i z0
pure that it puts the cheap darkness of the night to
shoma. To be initiated into the very first stage of its
arcane Infricacies, a Dack EIF musl prove himself or
herself wordhy by some fest; a second test will then
follow much later, and will herald the completion of
his or het larning. Most Dack Elves take the inltial test
after half a century's study and worship, but the Storm
Child was just turning nine years old when ha was
proposed forinitiation, For the woung Agren, the test
was une of his own devising, He would go back to the
surface world, wheee he had not sl foot slnce he was
found dn the snow on that terrible winter's night
exncty nine vears before, and start the first stage of his
revenge.

And so, on a squally winler's evening. a small, black-
robed shape skipped lightly from the hidden entrance
of the caves which lead down into Tiranduil Kelthas,
and disappeared into the shadows of the foresl. He
did not koow where he was going, nor what he was
going to do to prove his worthiness, but he knew that
the nameleszs beings which he had felt walching over
iy for s long would protect him on this night.

Luck, if that 13 what it was, was with hlm that night,
for he camie, very soon, to an accs of thick, fall trees,
whiere the scent was strongest. His Dark Elven night-
vision plcked out the shape of tree-houses, far above
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There are many dangerous and Chaotic races on Titan,
working for the complete overthrow of cvilization
with the supematural help of awesome evil powers.
But above all stands ome mace, as the most evil, mos
depraved, most decadent and most dangerons of all -
mankind. For just as man has the capacity for great
good, he also has it in him to do great avil, if he so
desires,

In the years leading up to the calaclysmic War of the
Wirards, the human race was split down the middle,
with one side clearly opposed to the other, and with
o room for neutral bystanders. Today, 280 vears aftar
the collapse, humanity is stll struggling to reassert
itzall, but already there are men who have followed
the path of Evil to its extremes. Indeed, there are far
too many to detail here; all we can dois concenbrate on
those who are perhaps the most important, and shake
vur heads in despair for the many we have had to
amit.

Razaak, the Undying One

COne hundred years agn, Razaak was an apprentice to
ome of the Lawlul wizards of that era, His master's
name is surprisingly not recorded, but he could guite
easily have been the Grand Wizasd of Yore himsalf,
¥ermithrax bloonchaser. He was quite a promising
pupil, as apprentices go, though like many he tied to
tun before he could walk. He was fascinated by what
his master told hien of the dark magic of shamans,
Dark Elves and Demons, Peering through the ancient
books in his master’s study by the light of a flickering
candle while the old man slept, Razaak quickly
realized that he had the inner strength to become a
powerful neceoinancer, who would one day be able to
command everyone to obey him. Magic was ton pre-
cious a bool fo waste on doing good - he would use it Lo
bring Allansia to its knees,

That very night, Razask slipped back to his narsow
bunk, packed all his worldly goods into a small sack,
and left the way of Goodness fur ever, He travelled to
the remote wastes at the far side of the Flatlands,
where he meditated and studied and practised the
arcane arts in complete solitude for forty vears, until
he knew that his powers had become so great that he
wits 1 necromancer, capable of bringing the dead back
o life 4o be his slaves! He felt confident, at lags, that
Allansia would soon be his.

Razaak sent messages to all the nobles of the land,
demanding that they ecknowledge him as their
ultimate ruler. But they had never heard of him, and
they ignored his threats as the work of just another
lunatic sorcerar. Razank's response came in the form
of thousands of black insects, who brought plague and
pestilence to all lands. He sent another message to all
the rulers, this tirme with a deadline: they had until the
next full moon-to acknowledge his leadership, or

things would get even worse. Many warriors were
dispatched to slay Razaak, but all died in the atlempt,

At last the warrior named simply Kull amrived. He
owned o sword which he had found gripped in a
skeletal hand projecting out of a mist-veiled lake, high
up in the Moonstone Hills, which he was crossing on
his ratt. It was an enchanted blade, able to cut through
the thickest plate-mail without its razor-sharp edge
being dulled or notched. The sword had once
belonged to Razask himself, and was the one sword in
all of Titan which could harm him! As part of his final
pact with the demonic deities who accepled him into
their ranks as a necromancer, Razaak had to discard all
weapans save only for the sacrificial knives which he
congecrated to Evil as part of his inltation. But there
was no way of destroying his sword, so he threw it
into the lake — from where it rose in the hands of the
skeleton! An Incredible twist of fate worthy of Logaan
the Trickster himself brought the blade back to Razaak
in the hands of the now invincible Kull.

But as the blade bit home, Razaak cast his curse upon
the warrior. Kull's skin fell from his bones as dust
around his feet, and he was fransformed into a
skeleton, who would wield the sword for ever! The
mindless thing thiat was once Kull returned to the lake
where he first found that Bessed and acoursed sword,
and now sails back and forth, awaiting someone to
take it from him and release him into death’s sleep.
Razaak's corpse was sealed in a stone sarcophagus,
which was then placed in a deep fssure high in the
hills, and the evil necromancer was forgotten. In
recent months, however, reports have come through
Trolltooth Pass of famine, pestilance and plague drift-
ing across the Flatlands. The sky has become dack and
menacing, the sun hidden behind & wall of grey, The
source of the Evil has been pinpointed as a fissure in
the mountains, blackened by fire and tatided with
Chaes ... could Razaak have been disturbed and

returned to the Earthly Flane?
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Malbordus, the Storm Child

Malbordus is a human sorcerer, a powerful servant of
Evil and Chaos whose time is only now beginning to
dawn. His name mesng "Child of Darkness’ in Low
Elvish, and it was given to him when he was nine by
the Wood Elves of Darkwood Forest. To see the
reasons for such a name, we must go all the way back
b hiis bath.

halboedus was borm in a battered, ramshackle hat on
the edge of Darkwood Forest in old Allansia, in thae
middle of the wildest winter for several hondred
years. Who his mother was, no one knows, but it is
thought she was just a simple peasant crofter. She
certainly could not cope with another child, for the
infant was abandoned in a snow-drift about half 2
[eague inbo the Forest.

That night, black-cowled Dark Elves from Timnduil
Felthas, the accursed city of Dagkside hidden far
Baneath the surface of the world, were abroad in the
forest, worshipping the full moon, Tiriel, with Bood-
sacrificas and bizarre rtuals. Cine party, flitting quietly
acroag the snow without leaving any trace, haard the
child"s cries, They found a pathetic, frozen bundle, a
human child which screamed at the top of its voice.
They took it to their ntual site, and offered him to the
Silent Guardian in the sky for his blessing. He was a
gift from the heavens, and was to be under Tirel's
protection for ever. After the ritual was done, the Dark
Elves slipped away and returned underground bo their
ity

THE STORM CHILD

They named the child Agren Tintathel, Storm Child,
and rearved him in their termple under the protection of
the witch-queen Velicoma Fecithelon. As he grew, he
was introduced by her to the ways of Myure, the
Demon Prince, and taught the wavs of the Dark Elves
as if he were one of them, His pale white face and his
piercing blue eyes were very strange to the black-
skinned Dark Elves. And the raw power of his human
soul did not take long fo assert itself

By the time ABren was seven vears old, he was indis-
tinguishable from young Dack Elf children in every
way cxcept physically; his skin, which scemed to get
whiter as he grow older, macked hiom out az something
special. But unlike the other children, he careied
within him an intensity of purpose which was
frightening to those to whom he chose Lo reveal it. He
spoke, with deep fealings of hatred and anger, of the
surface-dwellers who had left him Lo die in the snow
all those years ago, and talked of a tme when he
would remind them of thelr so-called humanity. Such
talk had mever been hesrd in the mouth of swchoa small
child before, and Princess Velicoma declrned him to be
a mift from the gods (though the gods she meant are
very different o our ownj,

A vear later, the child’s intensity had developed a
atage further, and began manifesting itself In spon-
taneous displays of wild magic. He could snap his
fingers and cause plants to wither and die from sheer

hatred. He would gaze deep into the eves of a Giant
Lizard ten times his size, or a wild Elven hound that he
found in the streed, and {he dumb beast woald
vacantly follow him wherever he went uniil ot died
from starvation because the child hod forgoticn to
command it fo eat, Afren was plainly destined tobe a
oreat wielder of the ancient magics,

THE FIRST TEST OF MAGIC

Elven magic is pure and graceful, full of the unstop-
pable power of nature itself, But Dark Elven maghe is
vile and degrading. a force of datkness which is zo
pure that it puts the cheap darkness of the night 1o
shame. To be initiated into the very first stage of its
arcane Iniricacies, o Drack EIf must prove himself or
herself worthy by some test; a second test will then
foltow much later, and will herald the complefion of
his or her learning. bost Dack Ebves take the initial test
after half a century's study and worship, but the Storm
Child was just turning nine years old when he was
proposed for initiation, For the young Aéren, the test
was onie of his own devising. He would goback bo the
surface world, where he had not set foot since he was
fpund in the snow on that ternble winter's night
exactly mine vears before, and start the first stage of his
revenge.

And o, on a squally winter's evening, a small, black-
robed shape skipped lightly from the hidden entrance
of the caves which lead down info Tiranduwil Kelthas,
and disappeared o the shadows of the forest. He
did 1ot know where he was going, nor what he was
going bo do to prove his worthiness, but he knesw that
the nameless beings which he had felt watching over
him For so long would probect him o this night.

Luck, if that & what it was, was with him that night,
for he came, very soom, to an area of theek, tall trees,
where the scent was strongest. His Dark Elven night-
vision picked out the shape of lee-houzes, far above




the ground. The faint sound of laughter floated down
tcrhimm on the wind, and he knew then that this was the
place where his revenge began, Cuite by chance the
young child had stumbled into the middle of the Wand
Elf town of Catranos, completely bypassing the
patrolling guards.

summoning all the innee strength be could muster,
Adtren began to think of fire, Small tongues of warmih,
great boweering flames, wood glowing with heat, the
stench of burming flesh - Aéren thoughtitall. And the
power bejgan to form inside him; all the hate and anger
and Evilin him Aowead throwgh his mind, where it was
converted ko thoughts of fice, fire, fire, The fiest teee
caught, bursting aflame in a beilliant flash of light
which blinded the small cheld. But he went on con-
centrating, letting the real fire feed the lames coursing
throagh his mind. A second lese took, then a third and
afourth. And soon every tree, foras far as Afren could
see, was ablaze, and from the tops of trees, figures
lcapt to their deaths, their clothes alight with the
Aarmes of Agren's Evil,

The entire lree-lop town of Catranos was alight now,
with Wood Elves scurrying everywhere in vain
atiemipts fo organize the extinguishing of the fire. But
it was already too late - too [ate for water and too late
even for magic, As they ran round In panie, several
Elves knocked into the little human child who stood,
wrapped in his cloak, staring up at the fames with
wide vyesand a happy smile on his face. But they were
too busy totake much notice of him then, for their lives
were crashing down around their ears.

[t was mof untl much, much later, when the Elves
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werd counting the dead and asking how this could
hiave happened, that the child was remembered. And
they azked themselves who he was, this sweet-faced
child who had appeared out of nowherne to watch their
familics and (elends die. The Elves looked around for
some clue, and they found a small black cloak Iying in
the ashes of the lacgest tree, It was made of a strange
cloth, and it reeked of a musty smell, as if it had been
buried in the earth for a long time, which made the
Elves feel nauseous. The EIf who tried to pick it up et
out a yelp, for it burned his hand with the intense cold
of pure Evil. And then they knew that it was a Dark EIf
cloak, and that the mysterious human child was in
league with the Dark Elves of accursed Tiranduil
Eelthas,

The story of the child who razed the Elf town spread
quickly to all parts of the EIf nation, and he was given
the name Malbordus, Child of Dackness, and his
stature grew and grew in the telling, But far beneath
the surface of Darkwood Forest, young Aéren, or
Blalbordus as even he would soom call himself, was
settling down to study the mudiments of the fiest stage
of Dark Elven magic, Since thal solltary explosion of
hiz powers, he has not set foot in the outside world

agmn, and his name has been forgotten by afl but a
fraar,

But he must be appeaaching manhood soon, the tme
when he will have to take his second best of initiation,
to allow him to finish hls studies of the forbidden e
of Dark Elven emagic, And this time he will not be
satisfied with burning down a few trees, The nexl tme
Malbordus sets foot above ground, all Allansia will
Enow of jL
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Shareella, the Snow Witch

In the far frozen north of Allangiz, the [eefinger Moun-
tains lowm over the e-bound plains, ther ceagey
peaks pointing accusingly at the sky. In the mountains
live wild creatures such as Yeti and Too-Suo, which
prey on the smaller anlmals of their icy habitat. Butin
recent years the leefinger Mountaing have also been
home foevil iInhumans — Ores, Gobling, Ogres and
Trolls - who make sporadle raids on isolated hunting
settlements in seanch of slaves. These foul beings serve
the evil sorceress known as the Snow Witch.

This demonic harridan makes her home fnoan exten-
sive network of carefully guarded caverns known as
the Crystal Caves, These fabulous caves were cut from
the ice of a glacier high up a mountainside many years
ago by the same degenerate ceeaturas which serve her
st What she is doing here, in this frozen land, is not
fully understood, but rumours say that she is
aeclimatizing herself to the powers of kce magic, train-
ing herself until she is ready to unleash the cold and
bring a new loe Age to Titan, at which point she will
fake contzol.

Uil fairly recently, no one knew where the Snow
Witch had come [rom — one moment the maountaing
ware quiet, the next she had arrdved, with her army of
s and Goblins, But thanks to the indomilable spirit
of Harlak Erlisson, an adventurer from Frostholm, we
know much more about her, and can even begin to
piece fogether the sorry life which led her to this point.
Harlak spent nine months as a slave In her ice-bound
caves, being forced to raid and kill buman settlements
by a magical collar which was welded around hisneck,
but which did not stop his mind observing and
remembering evervthing he saw. The hardy warslor
escaped after his collar was knocked off whien b was
caught in an avalanche, which killed the other mem-
bers of his raiding party. He crossed the ioe plains o
Allansla and freedom, and then tous o report what he
hod seen and learnl.

The Snow Wiich was once human, A%a young woman
in Zengis, where she was born and grow up, she wag
known as Shareelln, In that far city, women have
many important religious and social roles, while the
men becomie soldiers or izaders. It seems they beliewe
that women are far more ‘spiritual’ ceeatures than the
more physical men. However, to reconcile this fact, a
sorceress had to wander the bacren northern wilder-
ness a8 a test of her survival skills and will-power,
Young Sharcells was tralned as a sorceress, and for her
test wasd sant to the fringes of the Teefinger Mountains
in winter, where she would have to live - without the
benedt of five or shelter or any ather comFPorts - for five
waeks.

At first Shareella found the going very hard, for she
was used to the warmer climate of more southerly
Zongis, Hut by the end of the second week she was
beginning to become acclimatized to the comditions,
and started to explore her surroundings. Gradually
she wandered higher and higher into the Ieefingers,
living off snow-deer she caught and killed with her
hare hands. Butk cooked whith masmcal Are. Four weeks

intx her test, Shareella wag explodag, a3 usual, when
she came to a secluded ravine-cume-valley which she
had not seen before. She gazed down into it - and
stopped in her tracks! At the far end of the depression
wils A Eigantic statue of a Dhemon, apparently carved
ot of solid ice.

But when she approached it, and laid her palm on its
surprlsingly warm surface, a voice spoke in her head -
the voice of the [ce Demon which rested inside the
statue. [t told her many things about Demons and
thelr works, and about the “perversions” of Goodness
and the blasphemies’ of Neutrality. And it showed
her a wlsion of the world covered L lce, and her as its
ompipotent Tulerl Shareella was converted i an
instant, and pledged her soul lo do everything she
could toathain that goal,

Under the bieiton of the lee Demon, she bacame o
necromancer, able to raise up zombics or sheletons
from the bodies of the dead o serve her. She was
provided with hordes of Ores and Gobling, who wor-
ship the Demon, to build her the Crystal Caverns,
where she now resides, hidden within the mountain-
side by an illusory wall of ice. Im their tuen, fhe
inhuman races brought her slaves, whom she keeps in
order with special magical collars that deliver sharp
jolts of pain any time she wishes, Shareclln hos
become bwisted by the powers given to her by the
Demon, and now she is a Vampire, able to suck the
souls from other people’s bodies, But all the time she is
studying the powers of the ice, and readying heeself
for the day when the glaciers will coeak and then
slowly set off o cowver all of Titan.
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The Demonic Three

Years ago, an aged sorcerer had three pupils, whom
he taught in a secluded school of magic, Unlike the
Grand Wizard of the Forest of Yore, however, le wasa
servant of Evil and Chaos, and his three pupils were
being trained to be warlocks and necromancers. The
coven of this evil wizard, whose given name was
Volgera Darkstorm, was hidden among the grassy
wastes of the Flatlands, near one of the many anclent
circles of standing stones which litter the plaing, There
the four of them studied all the arcanc arts, from
sticking pins in voodoo dolls and simple spells for
souring milk, to raising the dead and communing with
Cremons.

The three voung apprentices were keen students, and
they leamt their hormendous craft quickly, their capa-
city for evil surprising even the depraved old sorcerer
who taught them. They would slip off in the evenings,
lomg after their teacher had retived to his bed, and just
for fun sneak up on the camps of horse-nomads under
the cover of dark magic which would hide thetr senell
from the sensitive horses. There, in the darkness, they
would carefully set magical fraps, which would later
explode into flame, when from the safety of & clump of
spiky bushes the theee eould watch the nomads
desperately rush about, trying to beat out thetr flam-
g bends,

These three were named Balthus, Fagor and Zhar-
radan, and thelraclivities were soon to become known
across much of Allansia, When they reached the age of
seventeen, the trio decided they had had enough of
leamning, and enough of living out on the Flatdanda.
They killed their teacher by magie, leil him lying in a
pool of blood, and sneaked through Trolltooth Pass
and info old Allansa, There, in the shadows of Dark-
wood Forest, they said goodbve, wishing one another
the luck of the Dack Lords in serving their aims in the
years by comie,

Balthus headed south, carefully avoiding the Forest of
Yore, The sweet scent of Goodness hung over forest,
making the young sorcerer feel sick, but it was quickly
past. He did not turn aside when he reached the
foothills of the Craggen Heights, but continued trek-
king into thern, walking until he could not progress
any higher. There, on the bare mountainside, he slept,
but early the next day he reached his goal - the citadel
built by his grandfather and now inhabited by his
father, both of whom were themaelves practitioners of
dark magic. Evenas his father embraced him, welcom-
ing him back, Balthus slipped a poisoned dagger
between his ribs —and the Citadel of Chaos was his! He
knewr what he had to do, He would gather around him
servants of Chaos, Orcs and Gobling - and he would
make his own servants too, building them out of other
creatures to give him the strongest armles in the land,
He would show Zagor and Zharmdan how evil he
could be!

Zagor, meanwlhile, headed north with Zharradamn for a
while, skirting Darkwood Forest, before the other
broke off and headed east into the Moonstone Hills,
Zagor travelled for many days, until he came In sight
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of Firetop Mountain, a peak he had seen in his Demon-
sent dréams many a tirme, Here, he knew, his destiny
lay- At that Hme the legendary caverns underneath the
mountain were occupied by Dwarfs, but that soon
changed, as the evil Zagor marched in with a strong
force of Chres and fool undead creatures. Some of the
Dwarks fled into the endless maze-like passages and
were never caught, but many were killed, providing
vet more deathless troops for the necromancer.

Mow, many years later, Zagor is lord and master over
Firetop Mountain, where he rules over a mofley collec-
tion of evil servants, guarding the fabulous treasures
he stole from the Dwarfs all these years ago. At the
other end of settled Allansia, the foul Balthus Dire
rules over the Black Tower, a ghastly citadel which
perches atop Craggen Rock like an angry finger point-
ing accusingly at the godsl Within its labyrinthine
WAITENS, mutant creatures - spavwned by Bafthus In
his own laboratories ~ train in the use of weapons and
magic alongside Black Elves and many Orcs and
Goblins. They are preparing for war, for their satanic
leader plans to use them to invade the Vale of Willow
and the anclent city of Salamonls, bringing Chaos and
death to that pleasant land as a tribute to Dire's hell-
spawnrd delties.

But what of Zhareadan? Well, it is known that he
headed east lnto the Moonstone Hills all those years
ago. We can trace his path very well by the little cdues
he left behind him along the way - a burning Elven
village here, a massacred Woodling setthement there
and so on. When he came to the heart of the Moon-
stones, however, he seemed to disappear without
teaving any tmee, To say he is dangerous is an undar-
statement — if he is alive. [t iz just conceivable that he
has succumbed to the dangers of the wocld: bet us hope
50.
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Sukumvit and Carmuss

They say there is no bond 20 strong in this wordd as
brotherly love, but that clearly does not abways apply.
Dnee, many years apgo. there were bwo young
brothers, the soms of Baron Ackat Charavask, who at
that fime was culer of the prosperous northern trading
city of Fang, Fang wag, and is, the capiial of the zmall
bt rich province of Chiang Mai, which lies just nurth
of old Allansia. The boedee with that land is the River
Kok, a fast-flowing torment which brings barges and
merchant ships from as far away as the dty of Zengis
in Kaypong to the nocth, and from the Western Ocean
and beyond the other way, Baron Arkat was excead-
ingly rich, and his two fine sons wanted for nothing,

But Carmuss was very jealous of his brother; he felt
that Sukumvit was getting lar too much of his father’s
attention. Sukumyit, as ebdest son, eould expect to
inherit the rule of Chiang Mai on the death of Baron
Charavask, so much of his Hine was spent in
secompanying his father to learn the fask of rulership:
they were fopether on slate visils, at the court hearing
complaints from citizens, hawking or hunting, and on
the training-felds where Sukumvit was learning the
use of sword and lance.

While thizs was going on, Carnuss Charavask was
being taught a great many very tedious things by the
court sorcerer, Zaragan the Wrinkled, who was a very
leamned, but alse very borng leacher. From the room
at the top of the mamshackle fower where the wizand
lived, Caenuss could see his brother jousting or hunt-
ing with the dogs = dolng all the things that Camuss
lomged to de. But no, he was not destined for such
greatness. In his mind, even at that young age, he
nurtured a hatred that would Last for many decades.

When his elder brother was twenty-one, Garon Arkat
died, and Sukumvit was immediately proclaimed
Baron of Fang. Camnuss, only a year younger, felt
angry that his brother should acquire 20 much wealth
and power just like that, and he plotted to geteven. He
began mixing with thieves and assassins in the seedy
bars in the slom areas of Fang, gelling in with a
dangerous crowd, He would slump there, every even-
ing, muttering how much he would like to kill his
brother. Eventually a few of his ‘friends” decided Lo
take him up on the offer - but it would cost him 1,000
Gold Fieces, ag the victin would be hard to get close
L.

Carnuss, in his youthful stupldity, agreed - but the
‘agaassins’ went straight to Sukamvit acd told him of
the plot, for they were members of the palace guard
wrhom the Baron had hired to watch over his foolish
brother. Carnuss’s plottings were publicly exposed,
and the young nobleman fled the city in disgrace, He
travelled far and wide, but found that as soon as he
mentioned his name people would laugh at him.
Heading further and further south, he eventually
went to live on Blood Lsland off the desect coast of
southern Allansia, where he built a massive caztle,

As the vears in exile and isolation went by, Lond
Carpuss's hatred for his brother festered, until it

turned him quite insane. Sukumvil, meanwhile, was
enjoying a long and peaceful reign over Fang, where
he was cquite well liked by his citizens, despite a
tendency towards viclence. As a sadistic pravate
hobby, he built Deathtrap Dungeon, a massive under-
ground complex full of deadly creatures and fiendish
traps. He offered o peize of 10,000 Gold Pleces bo the
wardior who could pass through it, When one finably
did, Sukumvit's reputation suffered greatly, but he
was undeterved, and immediately made plans for a
few changes, When he had finally redesigned and
rebuilt his “Trial of Champions’, as he called it, ha sent
messengers o every fown and village for tens of
leagues around, declaring that no one would ser pazs
through it alive!

Camuss, brooding in his distant castle, suddenly saw
a way of getling even with Sukumvit affec all these
yvears. He would find a champion, a warror and
adventurer tough enough to survive all that the
Baron's feeble dungeon could throww at him, To this
end, he sct up the Arena of Death on Blood [sland,
whichi is still in use. He uzes slaves obtained for him by
the notorious pirate and mass murderer Caplain
“Skully’ Bartella; these slaves are often just normal
people who have been “persusded” to join the good
captoin and his scurvy crew ona litthe sea-cruise, Once
they are on the island, Carnuss subjects his trainees Lo
mortal combat in the arena. He 18 teyving o whittle
theen down bo just a single wacrior, who will represent
him and win the Trial of Champions, but his tests are
far too strenuons, When one does survive, howerer,
he plans o send him or ker notth, to revenge himself
on his sadistic beather.




The Archmage

There is far too much that we donot know about the
Archmage of Mampang, far oo much. We have no
record of where he was born, of what nationality he is,
nor of who his parents were < if he had any, that iz, This
not known who trained him in the rudiments of dark
magic, nor where he served his apprenticeship.

Whatever his origins, however, all know of him now,
for hie 13 bord and master of the foul citadel of
Mampang, where he trains his evil armics of inhuman
watriors, and from where hee theeatens to enslave all of
Kakhabad wnder his rule. When he came o High
Xamen, ke was alceady in his late twenties, and the
whole area was uninhablted. Bul he gathered around
him all manner of Goblins, Cros, Trolls and many
other unintelligent servants of Evil and Chaos, and
began o bulld what was eventually godng & be
Mampang, the Citadel of the Archmage,

At first the makeshift camps of the builders were
sukject to attacks from the Bird Men of the area, the
Schinn, who quite underslandably did not want any
foul sorcerer building his big black citadel in Heir
lands. The Archmage made a pretence of wanting to
meet and dlscuss the matter, bul when the leaders of
the Bird Men arrived to confer with the wizard, he had
therm killed. He then negotiated with other Bird Men,
the traditional enemies of the protesting Faction, offer-
ing to keep them supplied with gold and jewals in
exchange for thelr help in keeping the Schinn away.

Eventually, after many years of construction, Lhe
Fortress of Mampang was fnished, and the Archmage
and his evil servants took up residence. For perhaps
thirty or [oely years the Archmage continued to study
the arcane arks, summoning Demons and making
pacts with them in return for greater and greater
power, prowlng ever more proficient in the practice of
dack magic,
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THE SEVEN SERPENTS

Alabout this time, ten or fifteen years ago, legend says
that the Archmage fought a notable battle. All the
while the sorcerer was studying his black sorcery, his
foul seprants were raiding further and further aficld,
bringing terros ko many isolabed settlements in Baddu-
Bak and along the banks of near-by Lake [kala. But it
was while they were explodng caves overlooking
Avanti Wood, on the far side of Xamen, that they
found the Hydra,

The titanic battle lasted two full days, during which
wild magic flashed around the mountain peaks and
the Archmage receved, apart from severe buens, a
deep wound, whose scar apparently runs from his
neck to his right knee. But the Hydm was finally dead.

S impressed was the Archmapge by the strength and
prowess of this formidable foe that he took its seven
heads and cast powerful and intricate apells on them

Then, summoning all his neceomantic skills, he resur-
recled them as seven winged serpents! As a cruel joke
pechaps, or possibly because he stll believed in them
at that point, he assigned each snake to one of the gods
of the O1d World. Glantanka's powar was given to the
Sun Serpent; Lunara’s to the Moon Serpent, Four
more sefpents were aligned respectively with aarth,
air, fire and water, and the last was glven the power of
Chronada, the abscure Kakhabadian god of tirne. The
Seven Serpents serve him still, it is said, brnging
information to him from all over the fiestedng lainds.

And now rumiours say he has the wondrows Crown of
Kings, stolen by Bird ben from the king of Analand!
We can only shudder to think of the power he can nosws
wield, Hewill not stop at Kakhabad, vou can be sure of
that, no matler how unruly it is - the whaole of the 014
World may mot be safe from his plans of conguest

oaice b has tasted the rotten fruits of yeasny.
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Lord Azzur, the Tyrant of
Blacksand

Last, but definitely mot least, we come full drcle to
where we started our journeying across Titan, n Port
Blacksand, the heart of settled Allansia, the true Tand
ofadventure’. What a city! More evil even than Khard,
the Cityport of Traps from the wild lands of Kakhabod,
it zitg at the heart of Allansia like am open sore on a
dying leper! Even those who dwell thene call it ‘the
City of Thieves', for it attracts every pirate, brigand,
aszassin, thief and evil-doer for hundreds of leagues
around. Danger Jucks in every corner of every street,
as the strong prey on the weak, and the weak prey on
ong another, Over Blacksand, however, rules the
biggest thief of them all, the myzterious Lord Azzur,

Azzur has muled over Port Blacksand for at least thiry
years now. He came to power after he wrested control
from its previous master, one Baron Valentis, in a
subtle take-over of the city which involved poisoning
the head of the militla, beheading Valentis's brathe,
blockading the hadbour with pirate ships, and hanging
the baron from the highest tower of his palace! As to
who Azzuris, however, there are many theorles - you
will find several in every tavern of am cvening — but
few koo ihe teuth. Excepl for a few rare occasions,
Azzur has kept himself out of view ever since be ook
over the city, and always works theough the black-clad

Azzur Guard,

The pirate connection wordes many cilizens, and
somie 5ay Azzur is the brother of the famous brigand,
Gariug of Halak; others even say he is Gariuz of Halak!
The tact that his crest shows a boat on a wave-topped
zea fanked by the sun and moon, has added grest
weight to such theorles. Extenzive research by the
great historian, scholar and traveller, Zelakar of
Chalannabead, however, has finally revealed Lord
Azzur's frue background.

AZZUR'S PAST LIFE

Lord Varak Azzur was born of noble parents in the city
of Ation, far, far away from Port Blacksand in the
north-eastern corner of Khul, Arion, like all cities, is
inhabited by both the good and the bad, the Lawiful
and the Chaotic, To the young Azzur, the dacker side
of existence always held the most attraction, He was
fascinabed by the bizacrely clad worshippers of strange
deitles such as Kukulak, the Khulinn god of sforms,
whose devolees always went about completely
swathed in thick black robes, When he reached the age
of slxtean, he smeaked into Bukulak's temple during a
mass, and leamt why his woeshippers were always
dressed zo0 as part of their initiation, burming brands
were applied to thelr faces and bodies, cavsing great
weals and scars. If the sears formed themselves inlo
Kukulak's runes, the acolyte was accepted: i not, he
was taken from the temple and disposed of. Azzur
was caught that night, lurking in the shadows at the
rear of the temple, after accidentally kicking ower a
large brass candbe-stand, He wag piven a simple cholca
- either 1o take the test of the flame, or bo die there and
themn,

The bums were made, and they formed themselves
inlo Kukulak's mines before the disnppointed eves of
the high priest. Azzur was suddenly an initiale of
Kukulak, the god of stocms! Fearing what his parents
would say when they saw his face, Azzur fled Arion
on board a merchant's ship bound for Corda. On the
way, however, the ship was rided by pirates operats
ing vut of the Rockswall Islands, who enslaved the




fitber members of the ship's company and threw the
rost to the sharks. The pirate captain (his name and
the name of his ship are not known) was intrigued by
the Black-wrapped by with the scarved face, and he
allowed him to bacome his cabin boy.

Herg Azewc's trall went cold on Zelakar for some time,
apart from a number of unconfirmed reports ot a hrave
pirate warrlor with a heavily scarred face who served
with a capltain operating out of the Amowhead
Islands, Mine yesrs after he Aed Arion, Varek Azzur
turned up in Meruk, the small port on the extreme
south-eastern bip of Allansia, in charge of a pirate
galley called The Fooe of Chis. He zailed into the
harbour at Meeluk fyving the skull and ceossbones,
boarded three ships just making ready to set sail, and
gpuite openly emptied their holds of several thousand
Gold Pieoes” worth of goods before sailing away again!
Azzur had obviously leamt haw to make an entrance
im his vears as a pirate!

Agzur spent the next six years miding ships along the
entire southern coastline, from the Strait of Enives to
Kaynlesh-ba, until he had acquired a fleet of galleys,
several hundred fanatically loval men, and enough
money to buy most of the southlands! Instead,
howewver, his attentions turned towards Porl Black-
zamd, which at the Ume was a small, shalby
principality run by the ageing Baron Valentis. Gather-
ing together his forces, he quickly took conteol of the
clty, where he has muled ever since.

PORT BLACKSAND UNDER AZZUR

Azzur's mile has bBeen a harsh one, The city has
become a haven for all kinds of evil-doers, and it is no
Innger safe for an ordinary man to walk the streets -
not that most are actually able to, for Azzur has
imprded a siringent system of prsses. This is enforced
by his black-clad town militia, which includes Tralls
and Ogres among its number. The passes are expens
sive, and vary according to what a person wishes o
dot one is needed 1o enter the city, another fo leave
apgain; one is required fo drink in certain taverns,
another to enter a lemple, and yet another to trede. (L
gets quite impossible on the days when the militiamen
are sticking Lo their master’s mules and are checking
avaryone!

OFf Lord Azzur the citizens have scen litfle, and only
two people in Port Blacksand have ever seen his face.
e is his personal holy man, who brings the wisdom
of Enkulak fo Azzur once a month; the other is an
incredibly over-confident thief, who now rests in
pieces in various parts of the city after creeping into
Azzur's private chambers one night! Azzur drives
pvenrwhere in an ormate golden coach, his face hidden
behind darkened windows, If he has o app2ar in
public, which he does rarely, he always dresscs in
black robes which swathe him completaly. The gates
of his ugly, claborate palace are never open bo visitors.

The city is, as mentioned right at the stort of this
volume, built on the ruins of the dockland area of a
much obder city called Carscpolis. Some of the deeper
cellars and sewers lead down into the ruing, which still
lic beneath the city, and many tales are told of the
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strange brings which haunt them. Every zo often
people dizappear from their beds in the night, leaving
onlv a few scraps of clothing and a smell Jike a
thouzand rats, When people hear of another dissp-
pearance, they just make the appropriate signs o their
gods and poing fo the ground beneath thede feet with a
gulp! Occasionally, young adventurees full of bravado
for ale} boast of making a special joumey inlo the
ancient ruins to search for reasure, but those who tor
it rarely retum, and nope who do speak of what they
saw there.

Since Port Blacksand is at the entrmnee to the Catfish
River, right at the centre of settled Allansia, a lot of
merchant traffic passes by i, generally in groups
escorted by heavily armed galloys in case of piracy. Far
fewer dock now than in the past, however, for they
know that their wares will be stolen from their holds in
the nighl, or their crews will be replaced by others who
will mutiny and fake their ships half-way through the
vovage, Port Blacksand has an infamous reputation
among honest seafarers the length and breadth of the
coast, and even sume picates fear b enler it at certain
times of the vear.

It is & great place for hopeful adventurers, however,
who spam to enjoy midng with the mough and the
viodent. Many pags theough in search of a boat and
passage up or down the coast - or even outb acenss the
Weslern Ocean Lo distant Kakhabad or Analand, The
trverns of I'ort Blacksand are always packed with
warriors and would-be magicians, telling tales of thei
heroles or just siting listening to those of otheradven-
turers, But you necd your wits about you il vou are to
survive even a single night in the City of Thieves. [t
not 3 place for an inexpertenced country boy with
designs on being an adventurer. We say again -
beware Blacksand!
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THE UNDERWATER KINGDOMS

Fur hundneds, maybe thousands of years, tales have
been told of the peoples who dwell ‘under the sea’,
The most peesisbent spreaders of such tales have been
sailors, of course, who are renowned in all lands for
being the biggest lars and exagrerators arcumnd! 'uta
salty old seaman in a run-down dockside tavern, stick
A mug of rum in his tattooed hand o go with the
doezens he has already quaffed, and he will give yvoua
tale of such monumental catastrophe vou will never
contemplate going aboard a ship again! Such fales
usually cevolve around either gigantic sea-monsters
which threaten to smash a galley into smithereens
with one Mick of a tail which has the dimensions of a
city wall, or perlously beautiful Mermaids who perch
seductively on stray. rocks or the backs of passing
dolphins and call love-strack look-outs to their doom.

Like most tales, those told of the undenvater world are
a mixture of half-truths and plain exaggeration. Thees
mre sea-monsters, and Lheee are Mermaids, though
they may not fit the desciptions you have heard.
Muoreover, they are far from being the only ocoupants
of the world Bameath Fhe waves. Several races live in
the oceans of Titan, though how they got there is
anyone’s guess. Some tell it Like this . ..

The Children of Hydana

During the age of the earth before Time had been
released by Death, and when the shape of the land
was very different o what it is foday, Hydana (the
nams the prople of the Old World give the god of the
waters) lived alone in a great palace at the botiom of
the ocean. He was utterly captivated by the beauty of
the sca and all the creatures which dwell in it, and
spent his time swimmlng in the depths obseoving all
it wonders, But in time he became bored, for few of
his brothers and sisters visited o (being too busy, for
the most part, in fighting one another) and he wished
for more sophisticated pleasures than merely playing
with a few fish. Hydana had heard that his fellow gods
had started to create their own beings, strange
creatures which walked on bwo legs and had intelli-
gence of sorts, and soon he saw some ‘men’, when
they took their first tentative steps into the waters of
their planet to sywim and sl

Hydana saw hiz chance. He caplured a bBoat full of
‘men’ and 'women', and drew them beneath the
waves to observe them; but he was dismayed 1o find
that they wrlggled a while, but then lay still, and
wirld not mowve again, no matter how hard he shook
themn. He tried this several times, befose it dawned on
hien that the bubbles the things released when held
underwater were what they breathed to keep alive on
the land. Mext Ume he captured a boat, therefore, he
changed the lungs of his ‘guests’ into gills, zo that they
conld join him in his wondrons world bensath the sea.
41 first, of couwrse, the humans were bemfed, But

Hydana continued adding to their numbers, and in
time they began to enjov their new life under the
witves with Hydana, and built their vwn towns and
cities, and farmed seaweed and other crops. The god
continued adding to his stock of ‘little people’, and
soon had brought other beings such as Eives, Trolls
and Giants to join the humans.

Hydama, however, was caught wp in the Fiest Battla
against Death and his cohorts. During the battle he
was 5o s0rely injured that he retired to the deepest part
of the oceans, from where he rarely emerges now,
excepl at fimes of greal dizaster, or when called upon
by his fellow gods for some special task - like the
deownlng of Atlantis, which we will come o ina
mgment,

The underwater races prospered in the occans, and
lived in small growps dotted around the ocean beds.
They made their homes in caves at fiest, but snop
began to build from stane, learning the techniques by
examining drowned villages near the coast which had




been submerged by the sea’s relentless advance. Their
appearance gradually changed, and they turned into
the Merfolk - green-skinned and scaly, with a Azh-like
tail instead of legs. They made friends with dolphins,
seals and the other underwaler mammals, and would
often hunt and play with them; and each species
protecied the others from the attentions of sharks and
sea-serpents. Life was peaceful under the waves, with
few of the woubles which were coming o a head for
their laind-based relations.

THE DIVIDING OF THE EACES

But eventually, when the Forces of Evil began fighting
for dominance af the land, their brothers under the
waves were called upon to help. Although they had
lived for many cenburies in perfect peace and harmony
with Memnen and Sea Elves, the Sea Trolls moved
away and set up their own colonies, shunning the
company of the beings which had once been their
friends, Because the Marmen and Sea Elves dwelt In
the warm, clear waters around the middle of Titan, the
rebel races were forced 1o lake the cold and silty
notthern  waters,  Petty  disputes stacbed  over
boundaties and who “owned' parficular stretches of
the sea - something which had never happened in the
underwater world before, though it would be familiar
toany land-dweller, They led, inexorably, o war.

At tha time of the first conflicts, the Merfolk were
divided into foae distinet groups, each based in and
around a large underwater city in a different part of the
coeart. They had no leaders az such, but were watched
over by ruling councils of between three and lweanly
Mermen and Mermaids, And they were  totally
unprepaced for war,

The fIrst engagements came near the smallest of the
four cities, called Buwalra In the strange tongue of the
undersrater people, A fribe of Sea Trolls which dweli
north of the city had gradually been encroaching on
bertolk lands, needlessly killing dalphins and setting
sharks loose near by, and then destroying crops while
e local inhabitants were distracted, Despite their
peaceful nature, the Medfolk could take no more, and
sentadelegation to the chicf of the Sea Trolls, who was
known as Krulliagh Stormtooth. The delegation went
in peace, escorted by more dolphins and with Sea EIf
vhservers. Bofore they could armive at the craggy
plateau-side where the Trolls had their settlement,
they were ambushed by a combined force of Trolls,
Gionts and sharks, and as one they were slaughtered
ina frenzy of blood-letting. Their bodies floated slowly
back into Buwalr on the current, and messengars
were sent to the other three cities, informing them that
the citizens of Buwalra were about to declare war on
Stormiooth’s forces, and asking tor aid in their fight.

& strong force of warriors was dispatehed and swam
with all speed for the city, but several leagues outside
Buswalca they met the fiest Merfolk badies drifting in
the water, By the time they resched the cenlre of Lhe
city, they reallzed that a terrible massacre had taken
place, The ceniral square itself was a mazs of writhing
sharks, frenziedly chowing away at a large pile of
bleeding bodies, the entire population of the city had
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been slaughtered - apparently without putting up any
resislance, for there were few Troll corpses around.

The Massacre of Buwalra, as it has been called 1o this
dav, was only the first engagement in the unceasing
contlict between Merfolk and Sea Trolls. The Marfolk
have becorme very bitter and batile-hardened, for they
are always on the alert for the bulky silhouettes drift-
ing over their reefs, which indicate the presence of
another Troll raiding party. The contlict i3 infense in
somne pards of the ocean, while an uneasy peace exists
in others, but all Merfolk are always on their guand
agalnst the Trolls, whom they now call the Sharadrin,
or ‘[heep Omes’, Buwalra itself has been left empty, asa
shrine to those who were 3o cevelly slaughiered there
all thoge centurics ago. Silt and debris is ceared from
its sireetz and buildings every so often, but the only
creatures whe live thers now are fish,

Merfolk have Hitle to do with land-dwellees, fos these
are weightier matters which concern them more, Tales
are sometimes told of sailors who hawve been saved
from shipwrecks by dolphin-riding “fgh-men’, bui
such gocurrences are very rare, Mermaids still lure
men into the water, to lake them as lovers for a shod
while, but no one can ever be sure how many men
have been lost in this way. Adventurers and curious
sages who have perfected magical gills or spells for
breathing underwaber are greeted cordially, but with
some reserve, and theie stays have been short.

MERFOLK RAIDING PARTY

This iz a typical Merman war-bond in the formation
they take while ot patrolling for sharks or raiding
Sca Trofls, At the front, scouts swim with the
fastest delphing and seals, looking out for likely
threats. Behind them come the forward guards,
riding dolphins or sea-horses, followed by the main
band of warniors again riding sea-horses or swim-
ming. The rear is taken up by several more dol-
phins and seals. All the Mermen are armed with
spears and mets,
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THE OTHER RACES

Sea Elves are much fewer in number than Merfolk or
Deep Cnes, and they keep themselves very much to
themselves as far as they can. Like thelr land-bound
cousing they cam live for many, many conturies, and
alsp like them they have taken on the mle of
gardeners. They have bad few troubles with Sea
Trolla, for the Jatter have leamt to leave them weall
alone, after a few disastrous altempts at attacking
Elven settlements at the stast of the conffict,

.,

The Elves have adapied so well to their underwater
environment that they are more like Ozh than human-
olds, and are able to swim at great spreds and with
great dexterity. It is even thought that they have
become colour-changers like chameleons, and can
blend in with whatever surface they are passing over
{sand, say, or rocks), which allows them to sneak up
on prey without belng seen, Mermen only use spears,
knives and nets, but Sea Ebves have perfected the use
of small crossbonws, which fire sleek dasts carved from
bone at quite a speed through the water, They have
alsn leamnt how to use paralysing poisons taken from
scorpion. fish, which they smear on their darts and

spear-tips.

Sea Elves make thetr homes inosmall, well-hidden
settlernents, camouflaged by forests of kelp and weed
and protected by giant spider-crabs and octopi which
are enough o warm off most ceatures, They are
governed by their priests, rather than by chieflains o
kings, and their magic is powerful and tofally conneec-
ted with the lore of the sea, Unlike Merfolk, they keep
in ciose contact with their land-based selations, and
attend the Elven Councils onoe a contury, residing in
Inrge fanks in the council chamber for the duration of
the council!

Sen Giants are much like other glants, being massive,
slow-moving and solitacy beings, They tend to dwell
in large caves or crude stone buildings, living alone o,
sometimes, with a few pet fish or some other sea
creaturas such as squid and octopi, They are slow-
withed, genfle creatures, who rarely realize how much
damage they can do. They are frlendly towards Sen
Elves, but enjuy the company of Mermen more, for
they despise Sea Trolls for the damage they cause, and
occastonally help in rabds agatnst them, Mermen get
very annoyed with Sea Giants, for they tend to go
stomping over their prize crops by mistake, bub they
are alwavs grateful for theie help during their constant
shkirmishes with the sealy green Trolls,

Atlantis, the Sunken City

Such is the general situation beneath the waters of this
vorld’s oceans, but what of Atlants, that infamous
city of legend? Ever since people have been telling
tales, there have been legends about the cty which
was deliberately drowned by the gods, and the storfes
are not restricled to constal rogions - even the primi-
tive peoples of the Scythera Desert and the Desert of
Skulls have tales of ‘a clty over running land [water]
buried by the gods’, The story of Atlantis and its
cataclysmic destruction has passed around the whole
wurld.

Once there was a large Island in the centre of what is
now called the Western Ocean. In those davs, this
stretch of water was much larger, for the three main
landmaszes we know today were joined whaere the
Cecean of Serpents and the Ocean of Tempests now
flow. The jpods had departed from the Earthly Plane by
this time, but the races of man had started their rise
towards civilization, The island was known as Atlan-
ts, after Atlan, the messenger of the gods, and it was
the greatest centre for wisdom on the whale of Titan,
In its capital, Atlantis City, the wisest scholars of the
day would gather to discuss deep philosophical ques-
tions about the nature of life.

Atlantis was very sich, for in the mountalns which
made up perhaps half its area the Atlanteans had
found gold in abundant and secmingly inexhauwstible
supply. With this gold, the people of Atlantis bought
the finest goods the world could offer and lived In
exfremne luxury W Atlanfis City, which was without
doubt the most beautiful metropolis ever to have
praced the surface of Thas. The wealth of the Atlan-
teans attracted the aftentions of many poorer nations,
and invasiong were attempted at a rate of perhaps two
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or theee a decade, But with thelr riches the Atlanteans
could easily afford the best mercenaries, and the
invading nations were quickly repulsed, their forces
sent flesing and broken back to their home ports.

So Atlantis thrived, growing ever richer and ever
stronger. 1t quickly became the centre for trade and
learning for all the westeen lands, But all good things
o by an end sconer or later = and Atlantis's doom
was set when its greatest king, Faramos XXIL, dicd
after relgning for cighty-ome years without leaving a
son. A search was started, a search which lasted for
fouryears, unfil the 16-year-cld zon of a second cousln
From the small kingdom of Kelios (now part of the [sles
of the Dawn) was [ound, and declared king of Atlan-
tis, laking the name Faramos XX in memory of
his noble predecessor,

The new king was very young and inexpericnced, but
according to Atlantean law he was granted absolute
power over the enfice land — the richest and most
powerful land on Titan! The power went to Faramos's
head surprisingly quickly, and within four months he
had launched an invasion agalnst the last nation o
threaten  Atlantis, a  large  merchani-governed
democracy called Taralak. This soon fell, and the
victorious mercenary armies swept on into the lands
beyond, which fell almost as rapidly. Within four
maonths the armics of Faramos had carved 2 massive
swath across the whole of the centre of the continent,
and were busy putting most of the northlands to the
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lorch! Deeply impressed by this new method of
pruoving Atlsnbean supedority, the whole country
united behind Faramos, and Atlantis geared up for the
eventual take-over of the whole world!

The gods could not stand back and watch any longer,
especinlly as it was (mghtly) suzpected by this time that
the boy Faramios was in fact the infermal Demon Prince
Myurer in disguise. During the most spectacular thun-
derstorm this world has ever seen, Hydana the god of
the waters rose from his secret domain at the botlom of
the ogean, and blasted Atlantis with a monumental
tidal wave, At the same time, Theoff, goddess of the
earth, cansed Atlan’s Beacon to erupt, and the nation
weas destroed amid raging torrents of lava and water,
before sinking to the bottom of the ocean (though not
before Myurr had made his escape back to the
Demonic Planes, unfortunately). The angry sea car-
ried the wrath of the gods to the mainland as well; the
land was swamped, and great channels were gouged,
which turned it into three separate islands. These
gradually drifted aparl, creating the three continents
which we knosr foday.

As For Aflantis, it rests there still, at the bottom of the
Woestern Ocean, home to Merfolk and Sea Trolls who
war continuoualy for the prestige of dwelling there. Tts
trensures have never been recovered, but avery so
often a few strange Gold Ficces get hauled up in
fishermen's nets, reminding us all of the dty which
sank beneath the sea, and of the power of pur gods!
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THE TITAN CALENDAR

In the so-called civilized couniries, which are
stretched out along the narrow coastal steips as if
trapped between the impassable ncean and the hostile
interior, most peaple make a living from the land.
Their entlze lives revolve around the seasons of the
year, for thus the farmers know when fo plant their
crops to reap the most fruit, In the small towns Loo, the
citizens live strctly by the calendar, whether they are
waiting for the regular visits of the travelling mer-
chants, trying to remember when each type of fish can
be found off the coast, or observing the feast-days of
their gods. In any land visited by the caravans of the
merchanls, you will find that they reckon the passing
of tire in much the same way as anywhere else, butin
wilder lands you may discover entirely different
syatemns. Wherever you travel, however, you must
respect the culture of the people, and try not to give
offence - or you will soon find that their smiling
hospitality hides glinting daggers grasped tightly
behind their backs!

Reckoning the Years

During the Time of Maming, when sverything was
given the title it would carmy until the end of Hme, the
years were allotted names in honour of the greatest of
the beasts that walked the surface of Titan. The vears
still pass in twenty-year cycles in honouwr of the
creatures whose names they bear, The cycle is az
follows:

1. ﬂ The Year of the Dragon
i .‘ The Year of the Lion
3. é_ The Year of the Spake
4 99  The Yearof the Ox
N h‘? The Year of the Tiger
B. m The Year of the Goat
7 -, The Year of the Mouse
3 i'r- The Year of the Deer
9. v The Year of the Bat
10, t The Yeae of the Wolf
1L * The Year of the Eagle
12 'ﬁ The Year of the Dog
13 3¢ The Yearof the Spider
4. & The Year of the Rabbit

15, Y The Year of the Pox

16, P The Yearaf the Crocodile
17. @ The Yearof the Owl

18. g The Year of the Cat

19. M The Year of the Shark

0. ﬁ' The Year of the Horse

Seme astrologers in Allansia and elsewhere believe
that people bom ina particular animal's vear take on
the characteristics of that animal. People burn under
the sign of the Owl, for example, arc said to be wise
and roble, but with a hidden savagery: those bom in
the Year of the Deer are said to grow up shy and
nervous, always fleeing from the least damper,
Whether or not it 1% true, many people give great
horour to the animal of their birth-year on their
twenticth birthdays, when they come of age and
broome recogmized adults. |

Each passing of the twenty-year cyde is called a
Turn’, 5o an old man may talk of being bom in the
Year of the Spider, three Tums ago. OF course, as you
already koo, the more civilized cultures alzo talk in
termis of real dates, according Lo the system
standardized by the scholaes of the various seats of
leamning of the knowi world after the War of the
Wizards, and instituted the After Chaos reckoning, of
which we are now in the 28dth year, the Year of the
Foe. Thus, if he were a little more edurcated, and were
proficient enough at the genecally unknown discipline
of mathematics, oue elderly gentleman may tell us that
R was born in 222 a ¢, and that he is a vencrable sixty-
twen years ald,

In other lands, they use very different systems for
reckoning the years {though in some lands, such as
Frostholm in the frozen north-east of Allansia, the
people have no calendar at all, for they neither know
nor care about thelr Birth-dates or the time of the
vearl). Many people simply date their lives after note-
worthy events, such as ‘four years after the Battle for
Vymorna Pass' or “seventeen years after Hurlinn
behended King Shakash of Kaynlesh-Ma', The
calendar of the semi-human nomads of the Baddu-Bak
Flalzs in Kakhabad is based on years being o certain
numier “Away’ from the present; in other words, last
rear s One Away, and cur old man was bosn in Sixty-
bwe Avray. The people of Hachitman in remote Kl
reckon years by a cycle of eight named vears {the Tree,
the Fish, the Stone, the Sun, the First Moon, the
Second Moon, the Sword and the Armow) and alse by
the veat of the reign of their ruler, Thus oue old man
might tell us that he was born in the Year of the Fish In
the fourth year of Shogun Avkim (the grandfather,
Incidentally, of the current Shogun, Kihed Hasekawa),
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Measuring the Months

Pacing Out the Days

Again, in different parts of the world there are-differ-
ing; names and reckonings for the months of any given
viear, bubin most civilized regions each year is divided
into twelve months, Within each month, the days are
counted out, 5o that in Allansia, for example, a day
might be Scaday, Bth dav of Dack. However, there are
two separate Teckonings for the days within such
mnmnths.

The Allansian Feckoning, This system makes  the
months all different lengths, called by the following
names:

Freeze (31 days)
Drark {28 days)
Unlocking (31 days)
Sowing (30 days]
Winds (31 days)
Warming {30 days)
Fire (31 days)
Watching (31 days)
Reaping (30 days)
10, Hiding (21 days)}
11, Close (30 days)

12. Locking (2B days)

Wt e B

The days are grouped into weeks, cach consisting of
zoven davs, Carcful study, however, will show that
this adds up to three days less than a normal 3a5-day
year, After Locking, the Allansian calendar adds three
pncounted days for the celebration of Mew Year.
Children born during this celebration fime are con-
sbderad very well bessed, and great things are expec-
bz af them. During this time, the cold stillness of the
winter is broken by 72 hours of riotous celebrmtion (see
below for more on Mew Year and other special daysh,

The Khufinn Reckoning. For as long as prople have
reckoned davs and months, the countries of the
mysterinus continent have had bwelve months, each
exactly 30 days in length, and each made up of five
weeks of slx days apicce. The months are named as
follows:

Snonas Cloak

Skies im Darkness
Land’s Awakening
Heaven's Weeping
Blrds Chatter

Days Lenpthen
Corn Ripening

han’s Harvesting
9, Forests Golden

1. Mature's Curding
11. 5un's Hiding

12, Land’s Sleeping

Al the end of the year, after the month of Land’s
Sleeping, the peoples of all the countries of dvilized
Khul mark Mew Year with not three but five days of
merry-making, though it must be said that in many
parts of the continent the celebrations are more
sombre, as the people give thanks to their various
gods and pray for a prusperous year 1o come,

R

In Allansia {and in the Old World) cach wesk has
saven days, while in the distant continent of Khul the
pecple measure 3 week in six days. The days each
have these names:

Day of the week Allarsian Brlan
First Stormsday Rageday
Second Mesonsday Freeweday
I'hird ﬁl‘Eliu'l'rl." fﬂ[.da}-
Fourth Earthday Lifeday
Filth 1-"'-'1!-":4.'-'55]3!}' ".-".I'i'll;l_d;_:}'
Sixth Seaday Spiritday
Seventh Highrjn}r i

On Highday in many civilized parts of Allansia and in
some of the principalities in the western continent,
and on Spinttday in Khul, most work stops and thoge
of religious persuasion attend the temples and chapels
o worship thelr varous gods for much of the day,
spending the rest relaxing i comfort, As with the
various vears, astrologers insist that the day of week
determines the chavacter of a child from its birth, A
baby borm on Earthday, they say, willbe good with his
or her hands, and destined to be 3 craftsman or a
farmmer, but ane boen on Moonsday will be a scholar or
priest, and will follow the path of learning and
enlightenment. (Incidentally, it is also belivwed that
most twing are boen on Moonzday, and surprisingly
this appears to be true, ab least in Allansia.) Tt is very
definitely true that different types of magic work
betler on the days associated with them than on the
days of their opposing elemients, fo such an extent that
some specialized sorcerers dare not leave their lowers
om cettain days: such is the power of the elements and
magic om Titan!

In some distant lands, primitive tribes still believe that
the world §s Aat, and that the sun {or in many places,
the sun goddess) crosses the sky on a gleaming golden
chariot once a day, During the night she fights herway
through the underwosld, facing terrible dangers in her
strugghe to balance Good and Evil and keep the world
alive. She returns again at dawn the next day, starting
the whole cycle over again. OF course, no cimlized
people would ever beliove insuch things!

FEAST-DAYS AND FESTIVALS

The list which follows gives details of just a few of the
many rituals and celebrations to be found acepss the
weorld; we are sure you will cncounter more on your
travels,

Mipht of the Ancestors (first day of Hiding): In the land of
Kaypong, i the ciby-slates around the Glimmering
Sea, and in many other more isolated areas, the people
celebrate the Might of the Ancestors, where they
welcome inbo their homes all the ghosts of ancestors
gpone by, Most years, this consists simply of an awful
Iot of singing and dancing, with everyone dressed in
ghoullsh magks and costumes decoraled o look like
skulls and skeletons, As dawn breaks they run velping
through every building and out through the gates of
the settlement, symbolizing the departure of the
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Measuring the Months

Pacing Out the Days

Agnin, i different parts of the world there are differ-
img names and reckonings for the months of any given
year, but in most civilized regions each year is divided
inta bwrelve months, Within each month, the days are
counted out, o ihat in Allange, for example, a day
might be Seaday, 3th day of Dack, However, there are
two separate reckonings for Lhe davs within such
imomths.

The Allensian Feckowing., This system makes the
muomnths all different lengths, called by the following
names;

Freexe (31 days)
Drack (28 days)
Unlocking (31 days)
Sowing (30 days)
Winds (21 davs}
Warming (30 dayzs)}
Fire {31 days)
Watching (31 days)
Reaping (30 days)
10, Hiding (21 days}
11, Closse {30 days)

1z, Locking (2B days)

The days are grouped inlo weeks, each consisting of
zeven days. Careful study, however, will show that
this adds up Lo three days Less than a normal 3653-day
vear, After Locking, the Allansian calendar adds thres
uncounted days for the celebration of Mew Year.
Children bom during thes celebeation Hme are con-
sidered very wll blessed, and great things are expecs
ted of them. During this time, the celd stillness of the
winter is broken by P2 howes of eotous celebration {see
below for more on Mew Year and other special days)

DO O U e R R

The Khulimr Reliming. For as long as people have
reckoned davs and months, the countries of the
miysterdous continent have had twelve months, each
exactly 30 days in length, and cach made up of five
weeks of six days apiece. The months are named as
Follows:

1. Snow's Chaak
2. Skies in Darkness
3. Land's Awakening
4. Heaven's Weeping
5. Birds Chatter

6. Days Lengthen

7. Com Ripening

4. Man's Harvesting
Forests Golden
Mature's Curing
Sun’s Hiding

9
10.
11,
12, Land's Slecping

At the end of the wear, after the month of Land's
Sleeplng. the peoples of all the countries of civilized
Khul mark Mew Year with aot three but v days of
merry-making, though it must be said that in many
pards of the confinent the celebrations are more
sombre, as the people give thanks to thelr vadous
gods and pray for a prosperous year (o come

[n Allansia (and in the Old World) cach week has
seven days, while in the distant continent of Khul the
people measure a week in six davs. The days each
have these farmes:

Day of Hre week Allangian Kl ian
First Stormsday Rageday
Sacumd Moonsday Freezeday
Third Fireday Fearday
Fourth Earthday Lifeday
Fifth Windsday Wildday
Sixth Seaday Spiritday
Soventh Highday o

U Highday In many avilized parts of Allansiaand in
some of the principalitics in the western continent,
and on Spiritday in Khul, most work stops and those
of religious persuasion attend the temples and chapels
to worship their various gods for much of the day,
spending the rest relaxing in comfort, As with the
various vears, astrologecs insist that the day of week
determines the character of a child from its birth. A
baby bormn on Earthday, they say, will be good with his
or her hands, and destined to be a gaftsman or a
farmver, but ome bocn on Moonsday will be a scholae or
priest, and will follow the path of learming and
enlightenment. (Incidentally, it is also believed that
most bwing are born on Moonsday, and surprsingly
this appears 1o ba teue, ot beast in Allansia, ) It is very
definitely true that different types of magic work
better on the days associnted with them than on the
diys of thelr opposing elements, bosuch an extent that
some specialized sorcerers dare not leave their lowers
om cerain days; such is the power of the elements and
magic on Titan!

In some distanl lands, primitive ribes sl believe that
the waorld is flat, and that the sun {or in many places,
the sun goddess) crosses the sky on a gleaming golden
chariot once a day. During the night she fights her way
through the undenvorld, facing terrible dangers in her
struggle to balance Good and Evil and keep the world
alive. She retumns agnin at dawn the next day, starting
the whole cpcle over again. OF course, no cioilized
prople would ever believe in such things!

FEAST-DAYS AND FESTIVALS

Tha list which follows gives details of just a few of the
mmany ritwals and cefebrations to be found across the

waorld; we are sure you will encounfer more on your
travels.

Might af the Aucestors (first day of Hiding): In the land of
Kaypung, in the city-states around the Glimmering
Seqa, and in many other more isolated areas, the prople
celabrate the Night of the Ancestors, where they
weltome into their homes all the ghosts of ancestors
gone by, Most yeors, this congists simply of an awful
fot of singing and dancing, with everyone dreszed in
ghoulish masks and costumes decorated to Jook like
skulls and skeletons. As dawn briaks they run velping
through every building and out through the gates of
the scttlement, symbolizing the departure of the
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ancestors” spivits for anolher yea
every ten Years or so, the ghosts of their ancestors fake
it upon themselves to appear in person, whersupon
the night passes in a seriously happy ritual dance of
calebration, with each reveller entwined in the arms of
ghostly forms which keep them dancing all night,
before the spirits themselnes flee with the dawn. The
Might of the Ancestors helps the people rabonalize the
deaths of their loved ones, and demonstrates most
forcefully that life and death are inseparable on Titan.

Chiidren’s Festival (first Highday of Warming): In many
simall villages across Kakhabad and Ruddlastone, thae
citizens cefebrate the joys of childhood, by allowing
the childran to exchange roles with all the adults for a
day, and to have the freedom of the village. Everrone
over sixteen years of age must serve the children all
day, often putting up with beatings or thoroughly
ludicrous requests accosding to the whims of the
impish children! The children do exactly as they want
for ane day, secure in the knowledge that the adults
are not permitted to gel thelr oven back the day after, Tt
helps the adults see what it is like to be a child for a
day, and is, of course, incredibly good fun for the
younger parlicipants!

Feask of the Wirters (various days in Unlockingh: Along
tive: banks of rivers like the Eltus in Amnlis and the Tak
in southern Khul, life depends upon the regular Aood-
ing of the farmland, when the river brings a wash of
fertile soil in which crops can flourish. Therefore, at
the frst sign of “Nature's Unlocking” {after which the
munth is named), the rverside-dwellers bring out
carved boals and symbolic wheat and rice stalks, and
affer prayers to their river gods for a heavy and Fruitful
flood, so that they may est over the lean winler
months o come, Tn some lands it s said that animals
and sometimes children are saceificed when the water
is not forthcoming, though the truth of this barbaric
practice has never been properly determined.

Mo Yenr (lasl theee or fve days of vear) Year's End iz
the greatiest of all festivals, and is celebrated almost

universally among the human races. 1L s not known
whether Elves celebrate the passing of another year:
Dwarls cerainly do, typically in one vast fit of
drunkenness! Ores and other non-humans occasion-
ally celebrale the New Year, usually by sacrificing and
ealing & lot of other non-humans in a debauched feast
of monumental proportions!

Humans celebrate the Mew Year in many ways. In
Ehul. the highly religious citizens of Ximoran and
Buruna spend five days in solid prayer in their tem-
ples, stopping only on the evening of the fifth day for
feasting and celebration, actvities which seem all the
moge jubilant because of the sombre prayees before-
hand. In Amaland and Lendleland, the people
celebrate with hunting and fairs, with travelling
traders setting up in village markets to sell all kinds of
exobic wares. In Port Blacksand im Allansia, however,
Lord Azzur usually celebrates by exccuting several
prominent citizens (and then kindly donating their
riches to the cliy’s pour - what a benevolent ruler?),
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THE ADVENTURING LIFE

S0 now you know where to go, whom to make friends
with, and swhom s aveid on vour travels. Tut how do
you get Lo where vou want to go, and what hazards
wrill yous Face a8 you journey around this wide world of
oues? Bead on and s will tell vou.

Travelling from A(llansia) to
B(addu-Bak)

[n the first place, vou muwst remember that theee are
few fast methods of travel on Titan. While some
wizards have petfected crude Teleportation® spells
which cam fake them anywhere they want to go in the
blink of an eye {or more usually take them anywhere
bt wheere they wanted o gol), and some races, such as
the Bountain Elves, have access fo fast flying beasts
such as Glanl Eagles, most people simply jourmey by
foot, and as a result rarely underake long journeys,
Apart from the desert nomads, most commaon people
never atray more than a day's walk from their
birth-place!

Those people who du move aboul, especially in the
wilder areas of Titan, are therefore quite wnusoal.
These exceptions to the rule can include noblemen and
those In their service, who often travel Beyond their
own borders to consult o attack ofher leaders; mar-
chants, who carry goods from where they are made to
where they are sold; pilgrims and scholars; soldiers
and crmant mercenaries; a few specialists, such ag
wandering minstrels, drouses and the like; and
wandering adventurers, thieves and vutlaws. In a
thickly settled parf of the world, the roads will be quibe
crowedied with this sort of traffic, as people move fram
one town bo the next. In outlving arcps, you ame far
more likely to travel for days withoul meeting anyond,

WALKING

While the use of Lengshank's pony' 18 all slght for
short journevs of no more than a week, noone in their
right mind would want to walk for greater distances

While It may ba the source of some esteem o Become
the first adwenturar to walk across the Flatlands, for
exarmple, it will take you four months, and you could
do the jowrmey in half the time on the back of a horse.

However, horses are expensive, and walking does
give you a chance really to get back to nature, As yuu
stroll along, you can take in everything around you
and enjuy the [eeling of being out in the wild. For
walking any great distance vou will need a good pairof
stout leather boots, and a staff made from  the
smonthed branch of @ hardwood tree. The boots will
laat vou for a long time, as long as you remember to
take them off when fording rivers, and the staff will
help vou stand up when you are tired and will come in
wseful o push your way through serubland.

MOUNTED TRAVEL

Horses are the most common mount, and you can buy
an average-quality horse in most villages and fowns.
Thie best horses in all Titan, however, come from the
plains of Lendleland, where gorgeous black and white
horses run wild on the grassy expanses, A Lendleland
horse could cost as much as 1,000 Gold Pieces, unless
you capdure and tame it yourself, but it will seove pou
Faithbully wnbil it dies.

blost races use hoeses and ponies, even Ores, who use
them for pulling ore-wagons in their mines. Meost
people leaen Lo pide a horse when they are very young,
even if it is just the farm’s caet-horse, and once learntit
is not something one ever forgets, The nomads whno
roam the Flatlands on their shaggy ponies are experts
at pecforming all kinds of tisks while on the move,
from firing a bow Lo sewing up holes in their tents - all
without their hands on the reins! You will not need o
be quite that proficient, but if you can swing a sword in
one hand and hold on with the other, you will do
better than many would-be highwaymen and bandils!

Anuother advantage of using a horse is that you can
hitch it to a cartor & travois (two long poles with a sheet
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of cloth slung between}, on which vou can carmy your
Batongings or a wounded comrade. In some lands,
nomads actually pull complete houses on wheels
behind them, moving their village wherever they
wizh!

Mules and donkeys are slower than horses, and can be
quite uncomfortable to ride, but they can eroas terrain
which a horse would refuse to attempt, They are more
useful as pack animals, however, for carrying treasure
or goods actoss long distances. [n northeen lands,
miost merchants use long trains of mules to carry theie
wares 1o their distant markets; when they get there,
they may cven sall the mules too, and relurn on
horseback in comfart.

In the hotter regions, cameals take gver from horses as
the commonest mounts, They are temperamental
beasts and can be quite frostrating. until you discover
the right commands to make thegn boveer their bodles
for you, or rise up and start walking again. Afier some
extensive [and infurialng) research, we can reveal
that all camels will drop to their knees for you to
mount if you simply say ‘Heofihite!' in your throat, and
wiill rige and start walking on ‘Hutt! Hitt!” - simple
when you know how, but dreadfully Irdtating if you
do not. The big advantage of camels, a= you may
know, is that they can go for several davs wilthout
needing food and water, which can come in handy
when you are bost in the middbe of the baking expanses
ol the Scythera Desert!

Glant Lizards may strike you as being very impressive
to ride about the world on, but they are surly beasts,
and you peed a hide like a Lizard Man's to save vou
from gatting sore? Thoy do not like cold climates, have
to be fod on a lot of fresh meat every day, and most
villagers will lnck thedir gates if you try 1o bring such a
beast near them, so they cannot really be recom-
mended as mounts.

Similary, you should not think of trying fo ride a wolf,
it is true that Oecs and Goblins do, and that it can leok
very herole and impressive, but where would you get
a farme wolf from anyway? You cannol just go up to the
first one you meat in the wilderness and jump on its
back, yelling, "Hiyw, waolfic!” Orcs have rearad wolves
For centurics, and even now the mowants been on theie
riders when theee i3 no better foed around.

The fastest way of travelling {short of teleportation) is
to fly on the back of a Giznt Eagle, As with other wild
creatures, you have to persuade the Eagle to fake you
in the first place. Giant Eagles usually allow only very
gentle creatures, such as Elves, on their backs, and
then only under protest. They are noble creatures, and
may feel it is beneath them to carry a lesser belng! If
vou ever do manage to fly on the back of a Giant Eagle,
however, vou will never forget the experience, for
they can fly faster than the wingd!

CROSSING THE WATERS

To see all of Titan, however, vou will need 1o sail the
wild oeeans in the company of pirales or merchants.
Because of the large distances betwieen the continents,
vou may find you have to resort to island-hopping to
reach your goal, but with patience and in time you will
find that you can sail all the way round the wasld, if
you 50 desire! The easiest way to cross the seas is to
pay for a passage in a merchant's ship or a warship.
Many captains, however, will want you to work your
passage, This is an ideal opportunity to learn about
shipboard life at first hand, but it can be vary hard
work, slkbeen hours a day even in the baking sun ora
raging gale. If you are not used to the rocking motion
of 2 small boat on the sea, you may also learn a lot
aboul sickness!

Barges. Long, fAat barges operate only on rivers and
along the calmer coast-lines, for they are easily
swamped by large waves. The water-bome trade
between Port Blacksand and Zengis, for cxample, uges
trains of barges which are sailed up and down the
wide River Kok, You can wsually buy passage on a
barge to most civerside destinations in settled lands,




Galleys, These are long, car-deiven ships (though they
carry a few small sails for when the crew needs to be
regted), wiuwally manned by slaves. They are often
used by coastal pirates, as they can be very manoeuvr-
able in combat: skilful rowing can make them go
backwards, for instance, or turn guickly, They may be
armed with a ram, or 2 catapult o fre blazing bales at
odher ships. The northmen of Frostholm in Allansia
use long, square-salled gallevs decorated with Dira-
mons, which they sail far from home to rald isolated
coasdal farmsteads and villages.

Merchant Ships. These are typically the same size as
galleys, but wider, with a single mast and a triangular
lateen’ sail, Some also have ports for oars, which can
be used to move the ship around a dock, or when
becalmed, Picates, however, often use similar ships
fior making raids on merchant ships. In this way, they
can get very close to their guarry before mmming them
and swinging men across on ropes to kill and plunder,

Warships. These are few and far between, for there are
few nations rich enough to support a proper navy.
They are fast and manoeuvrable, and can usually
outrun a pirate ship. They are nol very seaworthy,
beowever, and are prone to sink in very rough seas.
Larger than merchant ships, they usually have bero or
three masts, a batbering-ram just below the watetline
at the frant, and strange castle-like constructions at the
prow, from which warriors can leap on to an enemy
ship as soon as it has been mmmed. They may also
have large calapults or ballistas.

Roughing It!

When you are wandering through wilder parts of the
world, you will initiaily have difficulty eating, drink-
ing and camping, and you may be prey to any number
of dangers. There are many hazards to cafch the
unwary 0f inexperienced traveller, and you will
quickly learn from your mistakes - if you are not eaten,
poisoned or whatever first!

Food in the wildermess can be quite a problem, espe-
cially if you are in unfamiliar lands. Many travellers
carry plentiful supplies of provizions with them when
they set off on a journey, [n Analand they prepare
something called vittles, which are small pastry balls
filled with doed meat. They can last for days, and
although you may get bored of eating the same thing,
vou can at least be sure you are eating something
which will ot poison wou,

The same, alas, cannot be zaid for many fruits and
bercies. When you are a long way from the last oul-
post, and your food is mnning low, all bright red
berries look very appetizing, but you should perhaps
rermeimber that they may be bright red fo waen
creatures nod bo-eat them! Whila succulent delights like
the bomba-fruit {a red, apple-like fruil found in many
wearrm lands) will refresh you, there ace things like the
bitter-sweet, which looka like a bomba-fruit but causes
tecrible stomach pains in humans, fo cateh you out.
You are much safer snaring a few rabbits ora hill-fux -
at least you will know what the food tastes like, evenif
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skinning and cooking it!

Some experts beliove that when camping for the night
yvou should light a fire, and keep it buening all through
the night, fo keep wild beasts away. Unfoctunately,
we have found that a fire may also seove to atirack all
the wild beasts n the avea, who would otherwise have
lgnored vou! IF you have already attracted the attens
tions of something dangerous like a pack of wolves,
however, a fire will keep them off for a while, though
the hungrier they get, the brover they will get too, If
you find yourself stuck in the open surrounded by a
pack of wolves, it is likely that vou will not be doing
much gleeping that night! If you are really wormied
about wild animals In the night, sleep with your back
toa lacge tree, or, better still, sleep up the tree.

There are olher dangers in the wild too, but these we
musk skip over heres we would not want to discourage
vou from venturing out into the world with tales of
wolves and bandits and vinlent death, now would we?
There is one thing vou should know about, however,
Im recent yvears, the vellow plague has re-established
itself ima number of outlying villages in the wilder
parts of Allansia and Kakhabad. While it can be cured
by drnking the juice of the Blimberry I spolted in
timie, it is often far too late by the time the victim learns
he has the disease. Il vou enter a country village and
vou do not hear the chirping of birds, and dogs do not
run to greet vou, and children are not playing in the
streets, then vou should be on your guard!

Az yvou travel around the wide world of Titan, vou
shoald be careful, but nof over-cawtions, It can be a
wild, dangerous place at times, but danger 13 sumely
wiat herobc adventurers like yvourself thrive upon'
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Money

Everyone needs money, in one form or another, I they
are going to make their way in the word, However, in
different Jands what Is regarded a5 money can ake
many differsnl fomms,

GOLD PIECES AND OTHER COINAGE

As you may already have gathered, the standard unit
of currency lin mogt civilized human areas is the Gold
Flace. Due to the efforts of traders and merchanis,
their size and welght has been made much the same
across the waord, They are dreular coins (though in
some lands they may be square or octagonal, or have a
hole through the centre), typically between four and
six centmetres across, and welghing eighty or minaty
grams. Depending on the part of the world they are
found in, Gold Pieces may be decorated with
embossed pictures of local kings or gods or even
popular heroes, though most are rubbed almost
smooth after having passed through the hands of =0
tmany people. Some conniving metal-smelters cast
their own gold coins, mixing lead or brass with the
more precious gold fo make (he latter stretch further.
The penalty for sueh counterfeiting is typically exses-
tion {usually by a particularly unpleasant method,
such as pouring hot lead inlo the wars). [n some lands
Gold Pieces are given nicknames, such as Kings,
Regals, Sovereigns or Suns, or alter a popular version
of the name of the local nuler {coins in Kaypong, for
example, are known as 'Coggies’, after the city's ruler,
Baron Kognuoy),

A single Gold Piece would typically buy you one
night's stay in an average-quality inm, or a new dag-
ger, ina busy city, though quite considerably less in an
isolated area which is served only by the infrequent
caravans of swindling merchants [see later for mome
details of typical prices). But what happens if you want
to buy just an apple or a loaf of bread, or any ofher
small jtem which obviously costs less than a Gold
FieceT Ina few countries, smaller Gold Mieoes, perhaps
half or quarter the size of a standard piece, have been
minted; these are sometimes known as Princes or
Hali-Regals. In other lands, they use Sibver Pieces of
much the same size as & Gold Piece, These are typically
exchanged at a rate of ten Silver Fleces to one Gold
Piece (though some Ore tribes use much larger Silver
Pieces equal to a single Gold Piece, along with their
miore usial ceude lead and bronze coins). Silver Pieces
are typically nicknamed Silvers, Moons, Stars or
Clueens, In some lands, they cven cut thelr eoing into
halves, quarbers or cighths to give change, This tends
to happen anly in lands where gold is in plentiful
supply, however, as all those little slivers of gold soon
et lost!

In some [ands, coins have not yet taken over from
more traditional forms of money. Among the primi-
tive teibes of the eastern Flatlands in conteal Allansia,
ceds of copper and bromre are used as money,
exchanged in just the same way as Gold or Silver
Piecas. To the subhuman Troglndytes which live
bemeath the loefinger Mountains, the number of
human or Dwarf bones a person possesses shows how

wealthy they are; cach small finger-bone may be worth
a Gold Plecy to them. A complete set of vbs ar a skull
would be a greal - if mther morbld — fortune!

BARTERING

[n every seftled land, from barren reglons wandered
by desert nomads to the teeming vermin pits of cities,
people swap things instead of wsing money. Tndeed,
in many isolated lands, money and eoins are com-
pletely unknown, and people trade only b exchang-
ing things they do not need for items they do. This
‘barter’ system works at all levels, depending on the
quality of the goods involved and the status of the
trading parties: a top-class armourer would not accept
two dozen chickens in exchange for a decorated
breastplate, for example, though & fine jewel-
encrusted sword would be gratefully accepted;
similarly, one would not try b buy some cheese with a
bag of gems or a golden holy symbol! Bear this in mind
and keep a sense of proportion, and you will not gt
intoany difficulties, no matter what you wane b trade,
or whete you are.

TAXES

Taxation is the heaviest burden on anyore wishing to
live in.a civilized area under the protection of 2 king oz
nebleman, because armies and fortifications need fo
be paid for - as do the luxurious trappings of 2 king's
lifestyle! Some lands, such as the kingdoms of Arian or
Analand, take only minimal taxes from thelr citizens,
because the money gained from taxation is used spar-
ingly and with carcful thought, to maintain the
upkeep of the armies and litthe more; in Analand, most
of the king's income comes from his own trading and
farming concerns, and he asks for next to no Moy
from his devoted subjects, Many lands, however,
have rulers who rely on the money gained by taxing
their citizens to keep them in the style to which a ruler
rapidly bevomes accustomed!

In most cilles, the ruling family is allowed o fake as
much money as they like in taxes. However, avery
king knows that faking too much from the citizens
leads to rieks ind maybe even the overthrowing of the
monarch, so most play it safe and rely on a few
common taves at regular Hmes of the vear. In a large
city, such as Salamon in Allansia or Ximoran in Khul,
taxes are typically imposed In two ways. There js
usually a standard tax on anyone passing through a
city gate tu trade, and on anyone bringing laege
amounts of money into the city - adventurees bke
notel Similarly, ships bringing cargo into o port may
have a small tax imposed on the goods they carry,
depending peshaps on their worth to the citizens of
the city. City gates occasionally also carry a small tax
for being opened after sundown for someone Lo enter
or leave the city.

When harvest-time comes around in the middle of
autumn, the second tax 3 wsually imposed, this time
covering all lands surrounding the clty as well as its
residents. On all farmers and landowners, a tax of
between 10 and 13 per cent of the value of all crops and
animals 3 imposed; in the city, the rate may be ny-
thing; from 2 Lo 25 per cent of 8 mans wealth In real



money (but where money s o short supply many
collectors. will take propedy just as happilyl). The
Summer's End Tax', as i & known in some lands, is
resented by just about everyone, becanse no ane likes
Insing any more money than they have fo, obviously.
It often results in o frantic dash to hide money and
propeely from the prying eves of the hated tace-men,
or, mete ludiceously, i faemers putting woolly jackeis
on their cattle and calling them ‘sheep’, becawse sheep
are worth less than cows, and to citizens moving
furniture imto their neighbours’ cesidences while they
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PRICES ACROSS5 TITAN

From a very carly age, everyone on Titan leams the
vitlue of money. Despite the mizerable citizens of Brice
insisting "Gold and all its power are the root of all that's
sourl’, money has a very special meaning o most
prople. To the rich it means another galley, another
slave-gitl, another fur from Yynheim or another pet
Black Lion from the Plain of Bronze. But to the poor it
can mean the difference between eating today or
tomorrow, bebween sleeping in the streel or i the

are baing assessed, and then back again before the tag- W7, between life or death itself.

colleciors move sext doot!

For their own part, the tax-collectors use very devious
means b cafch the citizens oul. They keep the dates of
the collechon secret as best they can; they set up
checkpoints at all cily gales to stop wealthy citizens
smuggling their tortunes vut of the city for the dura-
tiom; they even dress in disguise and snoop around
beforehand, prepanng a list of everything usually
presenl on & farm before they arrive to count it offi-
cinlly the week after. [t can be very dangerous being a
tax-collector, and many have tken to travelling under
a heavily armed escort! For all these reasons, when
taxation fime comes around, whole countries slow
down almiost to o standstill, and everyone takes part in
the generally good-humoured game of tacecollecting!

TYPICAL COINS

O the left is 8 typical Gold Plece, This one is from [Fort
Blacksand, bearing the arms of the city's evil ruler,
Lord Azeur, on the front and a picture of a Dragon on
the reverse,

To the dght i3 a slightly smaller Gold Piece minted in
ihe Dwarf citade] of Fangthane, at the far eagtern side
of Allansta. It bears the crossed axes of Fangthane's
ruler, King Mamarkill, and the Dwarf Bune on the
reverse. The runic inscoption reads "Cast in sacred
Fangthane - may it never falll’

On the bottom left 5 a small lead coin used by Ores
and Goblins, which appercs fo have baen stamped out
of a sheet of metal, as the bwo sides are not properly
aligned. They both show the head of some Orc chic-
tain, whose name seems to have bean "Sewrfelc’.

The final coin, bolom right, is a Silver Piece from Tak
Innsouthern Ehul. 1t is pierced in the centre for hanging
an & cord around the owner's neck — a protection
against that city’s zealous thieves! Ik shows a trading
galley on one side, and some stylized sibver ingots on
the meverse alde. Twelve of these colns are worth
1 Gold Tiece,
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From the time he or she can lalk, most children of poor
or averagely moneyed families are taught to haggle.
Haggling is o sophisticated form of aeguing betwesn
trader and a buyar, where they try to establish a price
both of them are willing fo accept, Sometimes It seams
a3 though the rch disdain to haggle for common
goods, but in fact they wsually employ someone o
haggle for them — and even the rich openly haggle for
jewels, furs or slaves. In some lands it is a mark of
great wealth and prosperity not simply to accept and
pay the price & merchant first asks for his wares; in
other lands itis a great Insult, as merchants tend to get

left feeling they should have asked for more In the first
place! As you travel about the world, you will VETY
quickly learn where to haggle and where not to
haggle, where to refuse to pay what's asked and
where to give in and not buy somewhere clze.

Across Titan, depending upon their availability,
things cost different prices. In the centre of a busy
trading city such as Port Blacksand, Royal Lendie or
Klmoran, even quite rare items ave likely to be fairly
cheap compared to the price you would have lo pay if
veu reled on the efforts of a single merchant to get

Dreseription of Tiem
Ale, flagon
Arrowheads, dozen
Arrows, dozen
Battle-axe

Blanket, large

Bowts, strong leather
Bow, long

Hoaw, short
Breastplate

Candles, dozen
Claak, wonl

Cloak, silk
Crossbiow

Crossbow bolts, dozen
Ciheass, chdmmail
Culrass, leather
Dagger

Dapger, throwing
Liloves, leather
Grappling-iron
Critndgtone
Hamess, horse
Hauberk, chainmail
Hauberk, leather
Herbs, common, per bunch
Herbs, rare

Horse, common fype
Horseshor

Lantern

Meal, hot, in tavern
bleal, cold, in tavern
Luill, ink and paper
Cugyer

FEobe, linen

Eobe, silk

Rope, per metre
Room, shared, per night
Roorm, single, per might
Sack

Saddie

Shield, small

Shield, large

Spear

SHable, per 24 hours
Sword, long

Sword, shoct

Tenk

Tumic, leather
Tunle, wool
War-hammer

Wine, fagon

Coliwn A Colnennr B Cofuimn
dsp ap 35p
Iop Ipp ipp
3gp Izp Sgp

35gp Shgp 73Ep
2gp 2gp tgp
IEBE]F; ;EP 10gp
12gp opp
12gp 10gp gp
Gigp Mlgp 150gp
1sp 1sp dsp
dgp 2gp sgp
ligp lagp Iszp
Wap 120gp 150gp
bgp Sgp L3gp
Higp tlgp Vlgp
Agp Lgp S5Ep
lap lgp 2ap
Igp Sgp likgp
Jgp igp 7ED
1Zpp 15pp Jdgp
fsp Bap 123p
dgp g
S5 Blgp 175gp
Zigp Hgp (5zp
lsp lsp 2sp
Tgp B Hgp
-']U[.",p 40gp EHJEF
Jap 2ap dap
ZER dp GEp
2gp 2gp 2gp
sp Sap S4p
lzp 2P 4gp
lap 12sp
2gp Igp 7EP
10gp 16gp Mpp
fap Tap 155p
lep 15sp ZEp
Iop 4gp Spp
i 3sp Ssp
Egp Tep 10gp
bap Wgp
12gp 1agp 25pp
Eop Bzp 12gp
lgp fsp Igp
agp Aligp a5gp
2zp I3gp Hgp
Hep 4gp Bp
3zp figp 2gp
2gp 3gp SEp
33gp 40gp 7Egp
4sp fsp ap
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Frotn the time he or she can talk, mest children of poog
or averagely moneyed families are taught to haggle.
Haggling i3 a sophisticated form of arguing between a
trader and a buyer, where they ry to establish a price
both of them are willlng to accept, Sometimes it seems
as though the rch disdain to haggle for eommon
goods, but in fact they wsually employ someone to
haggle for them - and even the rich openty haggle for
jewels, furs or slaves, In some lands it i 3 mark of
great wealth and prospedty not simply to accept and
pay the price a merchant first asks for his wares; in
other lands it is a great insult, as emecchants tend to get

left feeling they should have asked for more in the first
placel As you travel about the world, you will very
quickly learn where 1o haggle and whete not to
haggle, where to refuse to pay what's asked and
where to give in and not buy somewhere else.

Across Titan, depending upon their availabiliy,
things cost differcnt prices. In the centre of a busy
trading ciby such as Port Blacksand, Royal Lendle or
Xlmoran, even quite rre items are likely to be falely
cheap compared to the price you would have to pay if
you relied on the efforts of a single merchant to get

Descriptiog of Flewe
Ale, lagon
Arrowheads, dozen
Arrowd, dozen
Battbe-ane

Blanket, large

Boods, strong Ieather
Bow, long

Bowe, short
Ereastplate

Candles, dozen
Cloak, ool

Cloak, silk
Crossbow
Croggbow bolts, dozen
Cuirass, chatnmuail
Culrass, leather
Dagmer

Dagger, theowing
Gloves, leather
Crappling-tron
Grindstome
Hamess, horse
Hauberk, chainmail
Hauberk, leathar
Herbs, common, per bunch
Herbs, mame

Horse, comumon brpe
Huorseshos

Lantern

Meal, hot, in favern
Beal, cold, in tavemn
Quill, ink and paper
Juiver

Eobe, linen

Robea, =llk

Rope, per matre
Eoom, shared, per night
Boom, single, per night
Sack

Saddle

Shield, small

Shield, large

Spear

Stable, per 24 hours
Sword, long

Sword, shaort

Tent

Tunic, leather
Tumnic, wool
War-hammer

Wine, Aagon

Colunn A Calwenm B Colrmen ©
dsp Jzp dsp
Iop Igp dgp
3p Izp SEP

asgp Slgp 73gp
2gp 2gp dgp
frgp Sgp 10gp
Lagp 12gp Ligp
L2gp 10gp Lgp
B5gp Togp 150gp
lsp Isp 3s5p
3Igp 2gp IgP
10gp 16gp 5gp
Igp 120gp 13lgp
fgp Sgp 15gp
Wgp 25gp J3gp
Igp lgp 2pp
3gp Sgp 10gp
3gp dzp 7EP
12gp 1igp Hgp
Bap 8=p 12sp
dgp dgp Bgp
Shgp Blgp 175gp
35gp pp B3gp
;sp Isp 25p
EF G6ep dgp
40pp g S0gp
Zsp 2=p asp
Zgp Igp bEp
gp 2Ep Iy
Bsp Ssp Ssp
Igp 2gp dgp
Ligps 12sp 2gp
2zp 3gp Ep
10zp logp Hgp
aap TE5p 13=p
1gp 15ap 2ap
2gp igp IEP
Zip s Jsp
6EP &P 10gg
IBP G 10gp
12gp 15gp Sep
6gp Bp 12gp
BP Bzp
3Ep dgp EE‘EE
20gp 23Ep “lgp
rep 4gp 6ep
E aﬁmﬂ gp
&P IEp
35gp A0gp 5gp
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them fe your isolated past of Kaypong o Arantis, The
fotlowing list detalls some of the Lhings you may need
as you teavel around Titan; it should help you hagghe
down to the right sort of prices in different parts of the
woeld. Columm A is for a large elty where goods are
plentiful and merchants make regular visits. Column
B is for towns and villages where there is some local
produce, and regular visits from a few merchants.
Column C shows prices for isolatod regions where
there is litthe exotic food and only intermittent visits
from a single, extremely greedy merchant! Rememiber
that 10 Silver Pieces {spl= 1 Gold Piece (gp)-

MERCHANTS AND CARAVANS

‘Bever brust a merchant with gold in his ears’ is a very
peculiar saying from Arantis in southern Allansia, but
it reflects the natural distrust commen pecple have of
all merchants and traders. They seem cerfain that if
someone is selling something — and even worse, has
actually travellad to you to sell something - then he:
must be out to trlck or cheat you in some way. Of
conrse, this is not completely tnae, but it does have a
basic in trth, and there are real-life examples of the
classic ‘cheating merchant’ everywhere you look,
Diespite thair rather shady reputations, however, mer-
chants are a vital part of the commercial system in all
setled lamds,

In cities and larger towns, there are always many
specialist ceaftsmen, such as jewellers, dyers, herbal-
ists and perfumers, who sometimes need very exotic
ingredients. However, it is an interesting fact that
cities are always situated extremely far away from the
places where the exotic items come from, so mer-
chants and traders are needed to bring the goods from
the authying lands to the cities. In the cutlands, there
are few craftsmen good enough o produce fne
gwords, armour or chathing: the lack of customers
makes them stay away, But there are always people
who di want to buy a few cheice items, from local
nobility to peasants with thelr sights set on higher
thirgs, and such people can provide a good market ot
a crafty tradee, So trade can work in both directions -
providing, of course, the merchant is willing to travel

the long distances needed to get froen the dties to the .

outlying lands, and then back again,

If the jowrney is long, most traders travel as part o
a caravan, accompanied by other merchanis, a few
porters and servants perhaps, and 2 hired escort of
mercenary guards. Bandits are a fairly frequent hazard
bo caravans, especially on the prosperous routes, but
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the presence of a dozen or so heavily armed pro-
fessiomal soldiers should be enough to scare away all
but the stromgest Lhreats. Hiring yourself out as a
guard for a merchant is olten a good way of travelling
for long distances — it brats walking, certainly, and has
the added advantages of company, security and pay-
ment at the end of it! There are certainly far worse
ways to travel.

The mast popular pack antmals are mules, theugh
they are often replaced by camels in hotter, desert
regions because the latler survive better without
vwater, Ume famous merchant, Tadeus Lecarde, was
escarled by two Sabre-loothed Tigers wherever he
went! He had bred the pair, named Fangy and Carny,
since he had found them as cubs on the Plain of Bones,
after they were abandened by their mother. By the
time they reached adulthoed they had become
domesticated enough Lo be safe even around humans
they did not know — but it would take omly a sinple
word from Lecacte and they would come running 6o
hig aid. Unfortunately, Lecarte dicd eight years ago,
after attempting another crossing of the Plain of Bones
— mauled, ironically, by a Sabre-toothed Tiger he tried
to pat, mistaking it in the dark for his pwa Cagny. Itis
not known what happened to his bwo pets.

MAIN TRADE-ROUTES

ag follows:

Althoupgh many traders prefer striking out on their own, increasing numbers of bandits, roving Orc bands
and other threats have meant that more popular trade-routes have arisen, where one can be sure of meeting
with a fellow traveller at least once a day, and where one knows that there are always regular armed patrols.
There are many trade-routes on all three continents, but the main ones, and 1he special goods they carry are

Zengs to Salammis, via Fag. Anoil, Stenebridge mnd Chafice: spices, furs, silver, gold, Dwarf goods, northman
goods from Vynheim. The route from Zengls to Fang is open from Sewing to Hiding only.

Pollug to Foual Lendle, it Chalwprabrad ond Crustal Citw: glowstones, minerals. spices, cloth, leather goods,
Klagar to Ximoran, vio Askkyos and Djiretta; gold, copper, ivory, furs, metal ware,
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Inns and Taverns

S0 now you know about money; perhaps you would
like somewhere to spend it? Well, where else but an
inn or & bavern, where you can boast about your heroic
adventures, meet up with other brave adventupers,
and relax with a Aagon or six of ale? You will also need
inns, since safe places to stay in the open are rare; most
sensible adventurers time thelr day's journey,
wherevar pogsible, to arrive in a village with an inn
just s the sun sets, And while you are resting between
adventures, you will certalnly have need of an inm, for
an achve, danger-seeking hero like yourself would
never settle down in one place bong enough to buy a
regular home = well, not for a Few years anyway!

Tnn” and “tavern”’ are, In fact, the names of bwo gquite
different bypes of drinking establishmieniz, Ina tavern,
you can always get a drink, and occasionally zome
food and entertainment boo; in an inn, you can stay the
might, and maybe even stable vour horse, as well az
drink and eat. While you are on the road you will
definitely need the seovices of an inm; at other times a
tvern will suffice.

Both types of cstablishment serve many functions for
the people who use them. The local alehoase is always
he heart of any village, and it s here that all the men
mect of an evening. Cossip and local news are
exchanged, stories are told, legends ane retold, and
wsually all in an atmosphere of great conviviality. If
vou find yourself in a country Inn or tavern for the
evening, you will more than likely find yvourself asked
ahout events in other parts of the world: for many
countey people, travellers such ag yourself will be the
omly carders of news they ever see, Gossip can be great
fun to listen to, though it can sometimes turn out
dangerous. Ina tavern frequented by the local thieves,
thr last thing you want to do is get caught eavesdrop-
ping on someone planning their next “big job’!

In any good inn there will be plenty of travellers
staving the night rather than spending a risky night
out in the open: highwaymen, wolves, bandils and
woTse are enough to perseade mnst people o stay
indoors unkl sundsc! There may be adventurers like
yourself, ich merchants and their entourage of body-
guards and maybe a few slaves, or pilgoms on their
way to worship ab some nearby holy shrine. All have
their stories o tell, and any one of them can prowe
most entertalning. In cty taverns, the clicntde enjoy-
ing thetr drinks might range from professional people,
such as scribes or slavers, millHamen or assassing, to
local dtizens, meffians or even beggars. You will
guickly learn that every inn or faveen has its own
peculiarities, which may turn out fo be entertaining or
perlous. Every innand tavern looks different too, but
for simplicity's sake we have divided them up into a
few fypes,

City Tmrerms, These are likely to be small and coamped,
and often very hot and crowded by the evening,.
Consisting of only one, or perhapa two rooms, they
may nevertheless be divided into small booths for the
privacy of their customers. While personal seevice is
not out of the guestion, many use the new-fangled
method of buying one’s own drinks at the bar rathes
than calling someone over Lo your table. The atmos-
phere may be rowdy and sweaty, or tense and con-
spiratorial, depending upon who uses the establish-
ment, but a stranger will rarely attract much attention,

Some cities impose rather annoving opening and clos.
ing times on theie taverns, in the hope that some of
their citizens will do some work in the afternoans
instend of sitting drinking: unfortunately, to pet
arcund the cosing fimes many revellers drink more
than they should before the tavern shuts, and spend
their afternoons at their work in a very unproductive
drunken state anyway! Typical city taverns include
“The Hog and Frog' in Port Blacksand, "The Battle of
Skynn’ in Royal Lendle or The Man Upside Down’ in
Ximotan.

Country Tateries. Unlike their city-bazed counterparis,
thede may be massive alehowses, built out of stone and
large beams of Umber, and made up of 2 dozen or so
small chambers gathered around a central Laproom,
where harrels line the walls and serving-wenches fill
lagons of ale to bring to your table. There is likely,
eapecially in winter, to be a greal fire in the centre of
the reom, and cartwhesls of candles hanging from the
ceiling to glve plenty of light (these are also useful for
swinging across the room durlng a punch-upl), The
atmesphere Is likely to be dense with smoke and the
smell of soil, and the straw floor may be thick with
mud by the end of the evening. In & country tavern,
the arrival of a stranger may result in a sudden, highly
embarrassing silence, especially if the tavern f3 on
wsnlated one, We do not have any advice on how to
cope with moments ke this — one usvally just tries to
ignore il and order a drink. You should let the other
drinkers soe that you are just a normal human being
like the rest of them . ., unless, of course, vou are an
Qiee or a Werewnlf or something! Examples of typical
country taverns Incude ‘Hullgdm's Alchouse' in
Anvil, The Bristling Bristle-Deast’ in Florrin or The
Bent Spear’ in Fenmarge.




Cily Inns. There are two distinet types of city inn. The
first type caters for any local adventurers, professional
people and others who prefer to stay in an inn mather
than purchase or rent accommudation. Sech inns may
also be found alongside docks in harbour areas, pro-
viding temporary accommaodation for ships® crews -
and maybe even stringing up hammocks instead of
beds and serving traditional seafarer’s grog in prefer-
ence to ale! These inns aee typically quite small, with a
single bar-room for customers and guests alike. ‘The
Black Lobster in Port Blacksand is such an inn,

The secomd type 13 often found on the edge of a city,
near a main gate, for it caters almost exclusively for
travellers entering or leaving the city. Indeed some,
such as The Way Inn' in Chalannabrad, are actually
butlt Into arches over ome of the main thoroughfares,
They usually revolve around a contml courtyand,
which the guest-rooms oveclook. There will also be
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stables, and probably the services of an ostler, black-
smith or wheelwright, either on the premises or al
least close by, The bar-room may be quite small, or
divided into a number of small rooms, where
individunl partics of travellers can relax together away
from other guests. Inns of this sort include The Way-
farer's Rast’ in Kharé and The Fing's Highway' in
Djiratta.

Conntry bors, Outbin the countryside inns are more like
taverns, unless they are on very busy ronds, in which
case they will be much like a city inn. They will again
be based around a courtyard, and have stables for
travellees’ horses or cariages, They may have 2 num=
ber of small guest-rooms, as does a cty inn, but will
usually also have a main drinking-room for the more
Incal elientele. Such nns ase the wsweal haunts of
highwaymen or smugglers, and may prove bo be quite
pertilous places if vou are not careful. The best advice
we cam give is bo oo bed as usual and not inveslgate
any strange noises you hear in the night (unless there
i someoce cifling your pockels, of coursel) - and
abways keep your sword handy, just in case. Very
strange things go on in some country inns; though it
must be said that there ace just as many where nothing
out of the ordinary ever happens. Typical country inng
Include The Hanging Party” near Silverton, "The Great
Wall in Cantopani and "King Gregor's Fingers” on the
road south of Ximoran,

ALE AND OTHER DRINKS

e of bhe mostimportant activities which people visit
taverns for is, of course, drinking, In some areas there
iz nno chaice: you drink the loeal ale or you do not drink
at all! But in towns and larger villages things can be a
little more civilized, with ales, wines and spirits from
b over Titan. Some beverages ane very famous across
whole continenmts for their potency or peculiar
flaveurs; om vour travels voou will find it wordlsehile fo
sample many different types, but B¢ wamed - some
drinks are a lillle stronger than others!

@;"H

FAMOUS ALES AND SPIRITS

large Hill Giant with a cold! [t costs 4gp a flagon.

Sgp a hali-flagon.

Holdyiet's Special Bluwe: A weird, blue-tinted ale found in western Allansia. Two flagons are enough to stun a
Qi Witker: Found only in Ciill, in Brice. It looks like waler, fastes ke waler, and Lhroee small rieasures
will Kill a2 man, It is wiually served in tiny thimbles, around 10gp a shot!

Burinna Catshlood: A very light and sweet ale from Khul. Thought by mast to be breveed from the water of the
Catshlood River, and dyed red for effect. Itis actually made by taking two dozen cats, and slowly ...

boulders. You have o be a Dwearf boenpoy the very grilly Laste, butit will put any pon-Trearfons
in three minutes flat. It coats 2gp a shot, and is found only in northewest Allansia

tpoats

Shielibuster; & Dwearf speciality, a deep brown spiril made from diztilling wheat through oece = s

-]

W T

Ganerslr: Ore ale. Do et drink it, if you value the lndng of vour stomack?
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OTHER AMENITIES

Taveen food 15 usually not as bod as many make out
(Shough somefimes, of course, it s far, far worsel], Ibis
just that, in some parts of the woeld, the names of
somme foeds sound a little strange, Our stomachs, foo,
would initially furn over at the thought of zomething
like 'devilled Bristle-Beast kidmeys', bul In fact thizisa
very basty, filling dish found in southern Kakhabad
and northern Analand. [fyou keep anopen mind, and
are courteous when you casually ask what a pacticular
dish contains (and even more courbeous if the descrip-
tion which follows makes you want b spit if owt
immediately!), vou will kave few problems with food
when you travel the world,

bany taverns have their own special brands of smok-
ing-weed, which they zell to anyone who wishes Lo
have a pelaxing smoke after their meal or with a drink.
i you bring a foreign bype of tobacco into o favern with
vou, donot forget thal vou may be expected o offer a
sample b anyone who inguires after it, Whatewer you
dn, boware any smoking-weed offered you in very hot
places, such as any of the citles around the lnland Sea
it Khul. If you hawve never tricd it before, you can
guarantee that the stuff will zend vou to sleep or make
vour mind go fuzzy, and vou will be robbed of all your
Belongings in an instant. In some parts of the world,
emoking omr damage your health!

ENTERTAINMEMT!

One of the highlighis of visiting any inn or tavern is
the entertainment which may be found there. Eegular
appearancesd by minstrels, exolic dancers or performs
ing amimals are puaranteed to bring crowds of
customers flocking to a particular hosteley for an
evening, thus bringing extra profits for the innkeeper!
In small village taverns the only entertainment might
be one of the locals with his finger stuck in his ear
velling a few popular songs at the top of his voice, but
there are sometimes vigits froon wandedng minstrels,
plavers or circus acts, In the larger fowns orcitics, and
especially sea-ports, there may be entertainers from all
comners of the globe. Just about any act vou can
imagine, and & great many vou cannot, can usually be
found ina vermin pit like Port Blacksand or the City of
Mazes.

Alsovery popular in taverns apd alehouses across the
geithed world are gambling games. There are & great
many different games - every Uitle comer of Tilan
segmg o have 18 own favourite, and even when
padicular areas have 1 game in common, the rules are
oftem different. Here ave three of our Favourlbes; we
know you will find your own, whether it be in the
infamous Gambling Hallz of Ylada in Kharé, or in
soime windswept little tavern hidden in the wastes of
thc Fagan Plains,

Mumblypey, Also known as Pinfinger in some places,
this is a very simple game, bul requlres good dexterity
o be played well. All vou dois take a dagger, and stab
the point between the fingers of your hand as it rests
on the lable-top. As the stakes get higher and higher,
the stabs get quicker and harder, Flowing blood indi-
cates that the game is over!

Enifey-Knifry, Also known as Khardan Roplette, this
game is outlawed in most countries, for it invarlably
ends in death, 5ix identical daggers lie on a table; one
is real while the other five have retractable blades
which will do no harm. In turn, each player selects a
dagger and quickly stabs himself in the chest with it, If
it i5 @ take, it is returned to the table, shuffled together
wiith the others, and the game continues; if it is real,
death for the unforfunate player is certain, The game
continues until only one player survives. Thisis a very
exciting game to watch, but not o play (Knifey-Knifey
experts ara few and far between, but usually very,
very rch).

Ten-Tenr, This s prodsably our favourite game (you will
often find us playing it in our local tavemn, ‘The Sage
and Scholar', of a lunchtime), 1§ uses 3 board, covered
with 64 squares, in cach of which there Is a number
from 1 to %, Half the squares are black, while the other
half are white. Each player simply throws a dart at the
board in turn, Black numbers count tomasds the todal,
but white ones are subiracked from the total. The game
continues untll a player hits 1 number which takes the
score fo-exactly ten or minus ten, whereupon he takes
the contents of the pet. This game is espedally popular
In Analand and Ruddlestone on the western eon-
timent, but is played in most civilized cities across
Titan.

DANGEROUS DRINKING

Orcagsionally, without waring, you may suddenly
find yourself In the middle of a bar full of burly
wardors, all intent on bashing lumps out of one
another! Bar-room brawls are especially common in
rough taverns in dockland areas of evil citles such as
Blacksand or the Clty of Mazes, and once someone
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wants by starl one, there is precious little you can do
except grit vour teeth and lay into whoever comes
chose, and remember to get out before the ¥Watch
arrives! But brawls are sometimes the least of your
waorries, for there aze much more sinister things godng
on in sodie inns and tavems.

Smugglers are very common (n some coastal areas,
especially near ports which charge extortionately high
teading-taxes, Taverns offer an ideal base, for most
have deep cellars in which greal amounts of contra-
band can be stored. Theirs is a very dangerous game,
and they can be very ruthless people. So are highway-
meem and bandits, who opentbe i cOountry areas away
from large towena but close to the major trade-routes.
The most famous highwayman of all, Grinning Lord
Dorian, wodked along the roads between Most Black-
sand and the interior of settled Allansia, robbing
merchants, carriages, messengerss and lone travellers,
and operating out of The Orc’'s Turso® on the road to
Stonebridge. He was a master swordsman and a
superh shot with a crosshow, but Ironically he was
klflad when his hoese, Blue Boris, ran inke a tree after
an unsuccessiul attempt fo rob the wizard Micodemus
(who was travelling In disguisc),

Muost dangerous of all are erooked landlords who
throw in their Lot with thieves and prey on their own
giests. The near-legendary Erdlk Vinner of Rorotuna
constructed an entire death-trap within his inn.
Guests would lie in thelr beds, and swddenly be
flipped backwards, down a chute and into a steaming
vat of hoiling water. Vinner would steal their belong-

ings, and then claim next morning that the guest had
fled without paving his or her billl Vinner's inn, “The
Happy Landlord’, was also famous for its peculiar but
tasty stews. .

A TYPICAL INN: ‘THE BLACK
LOBSTER' IN PORT BLACKSAND

The Black Lobster’ is a renowned dockland Inn, much
frequented by plrate crews and their captains. It is
owned by ‘Laughing” Guidon Allierté, whe also owns
bwo taverns in Rimon, and three in Halak, forther
divwn the coast. As a pasult, The Black Lobster’ is left
to itself most of the time, fun by 2 succession of
Barmen under the watchful eye of Alliert®’s nephew,
Halron, who s fmore concerned with drinking the
profits than making them! The Allierté family have
owred taverns In Allansia for many years, and they
have built up strong tes with several pirate capiains,
who always bring their custom to Alliertd's joints
when in port. It i3 thought that Garius of Halak is one
of these, though he has never been caught there by the
militiamen who rald the place infrequently.

The Black Lobster is a typical city tavern, with a
single, average-sized bar and a number of small
booths. Iz rooms are filthy and bug-ridden, but at
lzast they are not shared with other guests, and they
are not overpriced at 1gp a night. The bar serves a
number of local ales and spints, as well as seamen’s
grog made from cane sugar all the way from Arantis.
Its dientele is invadably half pirate and half adven-
turer {often looking for passage an a pirate ship).
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FAREWELL, BRAVE ADVENTURER!

5o mow you have reached the end of our book, and
where better 1o end than in a lavern, relaxing with a
flagon of ale while you slowly take In all that you have
seen and heard on ot massive trip around the world
of Titan? We ate sure you will agrae with us when we
say that it is 2 very strange and penlous place, but it is
true that it can be a very rewarding one too, if you keep
your wits abalt you

All that retnalns now, of couwrse, is for you to go and
pul all this information into practice? IF you were nol
an adventurer before vou read this book, we hope we
have woken your mind to such a possibility. There are
fortunes to be made out there in the big, wide world,
wrongs to be righted, evll to be fought, heeoes to be
made. Perhaps you will be one of the herves of the
fulure,

And if you are already an adventurer, we sincerely
hap that you have learnt semething from our humble
work, To you, sir or madam, we tip our conical hats
and pray forgivencss if we have made any ervors in
this boak, ar under-emphasized some dangers, or let
some evil brings off 2 little lightly compared with your
condetrnatlon of their wickedness. We are only
human, and we have not benefited from the first-hand
experience which is the sole province of adventurers
such as your very good selves.

To all our readers, we wish a long and happy life,
thongh we hope it s an exciting one foo. IFyou should
ever pass through Salamonis, we would be dellghted
b receive you in cur humble chambers in the Malace of
Learning, and to hear something of your marvellous
adventuras.

May the gods protect yon alwiys!
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Citadel Miniatures to show fumans what cregtures hl‘lbtuf
i another time. In 1981 they wrote their f'u'\f tOTE,
Warfock of far.-.mp Mountain, which was pubfulkd irt:
Set in the continent of Allansia, it was designed to tesig
adventurers who might find themselves on Titan
| um. dm, It was tEw hnt of fiu Fn]anq Fﬂntmv

’; Nobady is unEh.' sure what Steve and lan are up
to these dm'b Somie say thn are wuri.mq un
secret pr U]LLL.'\. others say ihup have e gor
off in search of new adven- A~
tures, However, a more. f:
ihhelv theary is that a.'-t"
they can be ]nund ' % ﬁ
mu.hmngmg tales ,@é’
over a nug of ale
at the Black
Lobster
Tavern.
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