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INtROOUCTHION

Dawn of the Emperots is a companion set
to the Gazetteer series. As with previous
Gazetteers, we're showcasing a particular
area of the Known World . . . but, unlike
previous efforts, we’re not limiting out-
selves to a single nation. OF, no.

Dawn of the Emperors is about the two
greatest empires in the Known World:
Thyatis and Alphatia.

Thyatis

Thyatis, once nothing mote than a spur on
the western continent, began its rise from
obscurity a thousand years ago to become
the dominant power of the western world.
It's an empire where a peasant can fight
and connive his way onto the imperial
throne . . . and find himself on the execu-
tioner’s block when he makes his first mis-
take or shows the first signs of weakness.
It’'s an empire where races blend freely,
where organization and efficiency are the
hallmarks of the national character, where
trade and negotiations ate taught to chil-
dren on their mothers’ knees.

And yet, more than all these traits, it is
fighting ability which is most admired by
Thyatians of all racial backgrounds and
social classes. Only one man can hold the
throne at a time; only those learned and
lucky in trade can amass huge mercantile
fortunes. But anyone, from any part of
the empire, can become a warrior-knight,
and that’s the dream and ambition of the
masses.

Alphatia

Alphatia, which began its rise from an
ill-populated region to a great imperial
power more than two millennia ago, is a
land of mystery and alien custom. Magic
is the life’s blood of this land. While
anyone can amass fame and fortune, the
only way to rule, ot even to receive the
respect of the Empress and the empire’s
ruling council, is to know the art of
magic. Newborn children, from the
poorest peasant child to the most extrav-
agantly indulged royal princess, are ex-
amined by magic-users to determine
their magical potential. Those who show
even the slightest hint of mystic ability
are trained in the arts from the time of
their earliest memories.

Yet, for all this obsession with one
subject—the arcane—the Alphatians are
notorious for the chaotic and illogical
maintenance of their empire. This is an
empire whete the use of powerful magics
can change the very nature of entire cit-
ies, where the whims of the Empress and
her council become law—even if only for
a day—and where domination of subot-
dinate nations is maintained through fear
and intimidation, or through eccentric
blood-ties, or through sheer magical
might, rather than by managerial effi-
ciency and impartial law.

future history of the entire world. This is

The EMpires
Together
It should be no surprise, then, that the two
empires are diamettically opposed. The
dislike of Thyatians for Alphatians, and
vice versa, is legendary. The two empires
have a history of strife and bitterness dat-
ing back more than a millennium, to the
time before Thyatis was even a nation.

And yet the two empires can’t contin-
ually make war on one another. Wars be-
tween the empires weaken all antagonists
and ultimately destroy them both. So
Thyatis and Alphatia trade with one an-
other, send ambassadors to one another’s
courts, observe all the polite mannerisms
. . . But, sly and tireless, they maneuver
for political domination, clash with one
another in far-distant lands over colonial
and trade rights, embarrass one another,
and crow over one another’s mistakes.

War does break out from time to time,
usually lasting until both sides are tired
and need some time to recover. Treaties
are negotiated and signed, and the two
great powers sit back for another few years
or decades of watchful waiting.

This is the campaign set of these two
world powers. Each, individually, is an
exciting place to visit and explore. Each
offers myriad opportunities for adventure
and gain. But in the areas where the two
empires mix, where they secretly and un-
ceasingly wrestle for control, heroes and
villains can tip the scales and affect the




what Dawn of the Emperors is all about,
and it is in this setting that your player-
character heroes will face their greatest
challenges.

A Note to Players

The rest of this book is for the eyes of the
DM only. If you plan to play in a cam-
paign set in Thyatis or Alphatia, but not
to DM the campaign, read no further in
this book. The othet two books in this set,
however, are for your use.

RECOMMENDED ReadING —

Useful in the writing of Dawn of the Em-
perors, and recommended to DMs and
players, are the following:

The entire Gazetteer seties: The Grand
Duchy of Karameikos, The Emirates of

Ylaruam, The Principalities of Glantri,
The Kingdom of Ierendi, The Elves of
Alfheim, The Dwarves of Rockhome,
The Northern Reaches, The Five Shires,
The Minrothad Guilds, The Orcs of Thar,
The Republic of Darokin, and The
Golden Khan of Ethengar. The histories
of most of these nations have been af-
fected by Alphatia, Thyatis, ot both; and
these nations constitute many lands
which Alphatian and Thyatian characters
can explore.

X10: Red Arrow, Black Shield, by Mi-
chael S. Dobson, presents a useful over-
view of the relationships of continental
nations 200 years after the time of the Ga-
zetteers.

CM1: Test of the Warlords, by Douglas
Niles, showcases the nation of Norwold, a
frequent site of struggles between Alpha-
tia and Thyatis.

INtrRODUCtLION

M1: Into the Maelstrom, by Bruce and
Beatrice Heard, springboards from
Norwold into an interstellar odyssey ex-
ploring the origins of the Alphatians—
and what they left behind when they
came to the Known World.

M2: Vengeance of Alphaks, by Skip
Williams, continues the stoty of much-
abused Norwold and sees Alphatian and
Thyatian intetvention there.

M5: Talons of Night, by Paul Jaquays,
explores a lost valley on the Isle of Dawn,
the middle ground contested by the two
empires.

All of these adventutes are entertain-
ing by themselves and useful adjuncts
when used with the Gazetteer series.




Thyatis

Before you continue with this section,
you need to read Book II: Players’ Guide
to Thyaus. This will give you a firm grasp
on what the Thyatians are all about and
how they see themselves.

Once you’ve done this, return here to
learn the truth—behind the history of
the Thyatians, the workings of their soci-
ety, and what player-characters will find
when they adventure in this empire.

History of Thyatis

You've read the “History of Thyatis” as it
appears in Book II: Players’ Guide to
Thyatis. Here, let’s talk a little about the
history of Thyatis as the Immortals—and
you, the DM—know it to be.

IN the Time
Before History

The history of the discovery and settle-
ment of the northern continent is much
as the Thyatians remember it to be, with
one important difference—there were no
kings named Thyatis, Kerendas, and
Hattias. The tribes had borne those
names for centuries or millennia already,
having taken their names from far-
southern mountains where they used to
dwell. Tribal folklore invented the three
brother-kings.

The Days of ReaviNg

It simply isn’t true that the Alphatians
had a desire to add the Thyatian peoples
to their empire. They wanted to subju-
gate the Thyatians only to obtain some
slave labor, to get access to Thyatian min-
eral wealth, and to stop the Thyatian pi-
rate depredations on their shipping. It’s
typical Thyatian ego to believe otherwise.

The COMIiNG Of the
Alpbhatians

It’s true that the conquest of the Alpha-
tians was a little difficult. The Alpha-
tians’ non-magical naval forces were no
match for the Thyatian pirates. But once
the Alphatians decided to pour enough
magic on the problem, the Thyatians fell
rather quickly.

Contrary to folklore, the Thyatians
were mostly beaten in one year, in BC
192. The major cities were all conquered
that year. It was BC 190 before every sin-
gle Thyatian tribe could be said to be un-
der Alphatian sway, and so the Thyatians
remember it as a longer and more noble
struggle than it was.

The Struggle
fOR FReECOOM

It’s true that Lucinius Trenzantenbium
(Alphatian-appointed governor of
Kerendas) was a mighty wizard (36th
level) and a very clever man. And he,
with his friend and ally Zendrolion Ta-
triokanitas (general of the army in Keren-
das) were indeed the primary motivators
in the Thyatian rebellion.

They knew that Alphatia couldn’t be
thrown out of Thyatis by sheer brute
force, and so, over a period of years, they
concocted an elaborate plan for the rebel-
lion and built up their own espionage
network.

Their plan counted on a lot of factors:

The situation in Alphatia was worse
than it ever had been. Zzonga addiction
was at an all-time high. True mastery was
no longer required to be elected to the
Grand Council; if a wizard were of less
than 36th level, but had a mighty trea-
sury, the electoral board of the Council
was willing to be cooperative. Taxes
among the subject states were on the rise:
Emperor Kerothar IV wanted the celebra-
tion of the Millennium of the Second Al-
phatian Empire to be the biggest,
costliest, most magnificent event in all
human history . . . and consequently was
beggaring his nation and its subject states
to make this come about.

Early in the 998th year of the Alpha-
tian Empire, Lucinius and Zendrolion ar-
ranged for the simultaneous assassination
of the most powerful Alphatian wizards
in the Protectorate of Thyatis. In view of
the public in Kerendas, he informed sur-
viving Alphatian wizards that the Protec-
torate of Thyatis was now the Kingdom of
Thyatis—with him as its King. Then he
duelled the most powerful of the remain-
ing wizards to the death.

4

To be sure, it was no fair duel. Lucinius
had made sute that his opponent was
zzonga-doped and unable to concentrate
on his spells. But the other Alphatians
didn’t know that; they saw one of the
mightiest of their number torn up and
eliminated by a Thyatian upstart. Re-
leased by Lucinius, they raced back to
their Emperor.

Lucinius and Zendrolion sent out as
many of their messenger-ships and diplo-
matic envoys as they could . . . to all of
Alphatia’s other subject states. They
didn’t try to persuade them to join with
Thyatis; they just sent out skilled diplo-
mats and bards to entertain with news,
rumots and songs about the wonderful
revolt in Thyatis. Rulers of other states,
also being bled dry by the mighty em-
pire, watched these events with keen in-
terest.

The inevitable Alphatian reprisals
came. The navies brought the armies. Lu-
cinius retaliated with crack naval forces
from Thyatis City, the mighty Kerendan
cavalry, elves of the western forest, the fe-
rocious footmen of Hattias, mercenary
dwarves from Rockhome, and special
units made up of high-level clerics. Natu-
rally, Thyatian units of the Alphatian
navy forswore their imperial allegiances
and fell on the invading Alphatian navy
from the rear. This first reprisal wave was
smashed.

Alphatia sent more ships, troops,
and—this time—wizards. Lucinius and
Zendrolion fought a holding action, ma-
neuvering their forces to baffle the wiz-
ards, using Lucinius’ knowledge of their
ways to pick them off one by one with as-
sassins, keeping the locations of their mo-
bile headquarters and those of their
subordinates a mystery to the Alphatian
magic-users.

Eventually, as they knew would hap-
pen, other Alphatian subject states rose
in revolt—counting on the confusion in
Thyatis to give them enough time to con-
solidate their power. Suddenly, the Al-
phatians found themselves fighting wars
at every facing.

In the midst of all this confusion, the
bizarre rumor arose that Lucinius had a
powerful poison with which he could as-



sassinate any Alphatian noble—but that
zzonga juice was a sure antidote. The ru-
mor, of course, was false, created and
spread by Lucinius—but so many pan-
icking Alphatian wizards and military
leaders kept themselves drugged on
zzonga that many of the Alphatians’ mil-
itary plans were hampered and utterly
botched.

The combination of factors—the revolt
of the subject states, and consequently of
many of the best units of Alphatia’s army
and navy; the economic decline already
set in motion by the Alphatian emperot’s
tax abuses; and the precipitation of Al-
phatia’s mightiest wizards and some of its
best military leaders into drugged
disinterest—were devastating to Alpha-
tia. Suddenly the empite had few good
troops, little money, few leaders, few wiz-
ards, and a Grand Council that was not as
powerful as everyone thought it was. Al-
phatia abruptly found itself fighting a
losing battle. Kerothar IV was deposed
and Alphas VI took the Alphatian impe-
rial throne.

Alphas made hard choices in order to
save his empire from further damage. He
concluded a peace treaty with King Luci-
nius and was then able to utilize his mili-
tary forces to regain control of the rest of
his empire. But this decision lost Thyatis
to Alphatia, essentially forever.

The StrugGggle—
The Other Story

As the players’ histoty notes, General
Zendrolion killed Lucinius and his col-
laborators, the kings of the Pearl Islands
and Ochalea, claiming he’d discovered
that Lucinius had been driven mad by his
Alphatian magics.

Such, of course, was not the truth.
Zendrolion wanted the throne of Thyatis
from the first. Once Alphatia was di-
verted and Lucinius was no longer neces-
sary to Thyatian independence,
Zendrolion assassinated him—and the
kings visiting him—and claimed ruler-
ship of all three nations. Thus did he be-
come Emperor Zendrolion L.

As for whether Thyatian treachery is a
result of Immortal indignation or just his-

tory repeating itself—no one knows. It’s
true that Thyatian politicians are the
most treacherous and self-serving of any
in the world; but this may just be tradi-
tion at work.

The EMpire’s Early Days —

Empress Valentia really was as clever and
far-sighted as she appears in the history. A
scholarly PC doing research would discover
that she was Lucinius’ (unrecognized)
half-sister and there are indications that
she was also a mage; that’s the truth. What
is also true is that after her supposed
“death,” she undertook the Path of the
Dynast and eventually achieved Immortal-
ity. She is now known as the Immortal
Tarastia, Patroness of Justice and Revenge,
though it is not known that Tarastia was
once Empress Valentia.

The BRright Age

It isn’t known to the mortals, but the
Hattians werte inspited to their
revolution—and have, over the millen-
nia, been inspired to their doctrines of
separation and hatred—by the Immortal
Thanatos. This isn’t some grand master
plan on Thanatos’ part; it’s just how he
has fun. Over the centuries, he has taken
many mortal identities and become many
different hatemongers among the Hat-
tians. He does the same sort of thing all
over the world . . . just to cause trouble.

Years of Reverses/
The Tenth CeNtury

What was happening in these years was
that the rest of the western world was
catching up with Thyatis in terms of mili-
tary and magical sophistication . . . and
Thyatis was caught unprepared. The Em-
pire had been coasting complacently
along, secure in its superiority, so long
that it had forgotten how to compete.
Once the subject areas began revolting,
Thyatis found itself unable to reclaim
those lost territories.

As you can see, its response was to go
after even weaker areas—particularly Tra-
ladara and unsettled territories to the far
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Thyatis

north. But the situation was bad enough
that Alphatia was able to invade and,
briefly, conquer Thyatis City.

Ironically, it was that invasion that
helped turn the empire’s invisible decline
around. The empire’s outrage at the Al-
phatian assault, spurred on by the ener-
getic leadership of the new emperor
Thincol, helped bring the Thyatian Em-
pire back into prominence.

The story of Thincol’s “rescue”” of Thy-
atis and his assumption of the imperial
throne is more or less true. His motives
wete hardly noble, but his deeds are in-
disputable.

DM’s Historical SyNOpsis —

This timeline serves as a historial synopsis
for both Thyatis and Alphatia, to save us
the difficulty of duplicating the material
and to save you from having to flip back
and forth between timelines. When you
get to the “History of Alphatia” section,
you'll be referred here for the timeline.

BC: Before Crowning

AC: After Crowning

AY: Alphatian Year (counted from the
Alphatian Landfall on this world)

On the timeline below, the earliest
dates—those with the roundest num-
bers—are only approximations. Excep-
tions are the Alphatian Landfall and
Crowning of the First Thyatian Emperor;
these occurred on precisely the years indi-
cated.

BC 5000/AY —4000: On the Known
World, the first elf civilization flout-
ishes on the Southern Continent, in
areas now under the southern icecap.
Far across the galaxy, on another
world, a race of pale-skinned humans
called the Alphatians begin to rise to
preeminence and to study mighty
magics.

BC 4000/AY —3000: On the Known
World, the human Blackmoor civiliza-
tion begins a meteoric rise due to its
great success with powerful sciences
and technologies. On the Alphatians’
world, the Alphatians defeat the Cy-



Thyatis
pris civilization . . . and begin to be
assimilated by it.

BC 3500/AY —2500: On the Known
World, the Blackmoor civilization is at
its peak, trading and exchanging cul-
ture with the Elves of the South. On
the Alphatians’ world, the Alphatian/
Cypris civilization uses its magical
knowledge to begin colonization and
conquest of nearby planets and explo-
ration of the elemental planes.

BC 3000/AY -2000: On the Known
World, the Blackmoor civilization
comes to a violent end as mighty
Blackmoor devices explode, shifting
the planet’s axis. Blackmoor becomes
the north pole; the seat of Elvish civili-
zation becomes the south pole; civili-
zation disappeats. The rest of the
world as it is known today slowly be-
comes habitable as ice recedes to the
new poles. On the Alphatians’ world,
Alphatian aggression has gradually
been supplanted by Cypric self-
absorption; otherplanetary conquests
and colonies are left to fend for them-
selves as Alphatian study of magic
turns inward.

BC 2000/AY -1000: On the Known
World, civilization arises with Bronze
Age technology, and Iron Age in some
places. One culture begins to form
along the River Nithia.

BC 1500/AY -500: On the Known
World, the Nithian culture begins its
rise in the lands today known as Yla-
ruam. On the Alphatians’ world, the
civilization has achieved total mastery
of its environment; the great universi-
ties are at the peak of their powers and
just beginning to indulge in serious
scholastic competitions and squabbles.

BC 1100/ AY —100: Nithian colonial ex-
pansion reaches its eastward limit with
the establishment of the colony of
Thothia on the Isle of Dawn.

BC 1090/AY —90: On the Alphatians’
world, the Followers of Flame begin
their serious rivalry with the Followers
of Air.

BC 1027/AY =27: On the Alphatians’
world, sporadic violence breaks out
between the Followers of Flame and
Followers of Air.

BC 1010/AY -10: On the Alphatians’
world, a temporary peace results from
one academian’s proposal of the Flame
vs. Air essay debate.

BC 1009/AY —9: On the Alphatians’
world, Emperor Alphaks I arbitrarily
declares the Flames to have won the
debate. Outrage, protest, rebellion
and revolt result: the Followers of
Flame war with the Followers of Air.

BC 1000/ AY 0: On the Alphatians’ world,
the war between the Followers of Air
and Followers of Flame reaches its ze-
nith. The Followers of Flame are de-
feated. Alphaks is banished. Old
Alphatia is destroyed; the Followers of
Air come to the Known World to settle
(Alphatian Landfall). On the Known
World, the Nithian culture reaches its
zenith; it is the first post-Blackmoor
empite in the world. Nonhuman tribal
movements in the western continent
destroy the Golden Age of ancient
Traldar (now Karameikos), endanger
the dwarven civilization of Rockhome,
and limit Nithia’s expansion into the
southern part of the continent.

BC 600/AY 400: Southern warriors of
three tribes (Thyatians, Kerendans,
Hattians) migrate from the southern
continents to the north.

BC 500/AY 500: The Nithian culture is
destroyed by the Immortals and most
knowledge of it is erased from the
minds and records of mortal man. The
Alphatians, who had extended con-
tacts with the Nithians through the
colony of Thothia, no longer remem-
ber them; the Thothians are left with
the vague legend/memory that they
were once a mighty people, here on
the Isle of Dawn, and that the Immor-
tals abandoned them; most Thothian
clerical worship switches from the Im-
mortals to a new brand of mysticism.

BC 192/AY 808: The Alphatians decide
to bring Thyatis into the Empire.

BC 190/AY 810: The Alphatians finally
finish subduing the Thyatians.

BC 2/AY 998: Governor Lucinius Tren-
zantenbium of Kerendas assassinates
Alphatian wizards, declares himself
King of Thyatis. The first Great War
between Thyatis and Alphatia begins.
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AC0/AY 1000: Thyatian/ Alphatian War
is at a standstill. Economies of both
nations wrecked. King Lucinius and
Emperor Alphas VI conclude a peace
treaty in the neutral city of Edairo on
the Isle of Dawn. Lucinius returns to
Thyatis with the kings of Ochalea and
the Pearl Islands to conduct treaties
with them; his chief general, Zendro-
lion, assassinates all three and, with
the military’s support, crowns himself
Emperor Zendrolion I Tatriokanitas
(Crowning of the First Thyatian Em-
peror); his first activity is the conquest
of the Peatl Islands and Ochalea.

AC 12/AY 1012: The Thyatians build a
trading station called Cape Alpha in
neutral territory on the Great Bay; this
violates the Treaty of Edairo.

AC 15/AY 1015: Reavers from the
Northern Reaches, paid by Alphatia,
destroy the trading station at Cape Al-
pha; it is not rebuilt.

AC 20/AY 1020: Emperor Zendrolion
dies; his wife, Valentia the Justiciar,
makes her Citizens’ Proclamation.

AC 150/ AY 1150: Thyatians begin colo-
nizing into the southeastern region of
Ylaruam, enslaving, absorbing, and
scattering the native populations.

AC250/AY 1250: Alphatians begin colo-
nizing into the northern and central
coastal plain of Ylaruam, scattering
and enslaving the native populations.

AC 313/AY 1313: The Hattians rebel
and declare themselves an indepen-
dent kingdom. Emperor Alexian II de-
feats them and reestablishes Thyatian
preeminence over the northern part of
the country.

AC 395/AY 1395: The surviving Fol-
lowers of the Flame, now calling them-
selves Flaems, artrive from their long
journeys and settle in the land that
will one day be called Glantri.

AC 400/AY 1400: Ostland at the peak of
aggressive raiding into Thyatian and
Alphatian waters. Flaemish explorers
investigating their new world realize
that the Followers of the Air have built
themselves a mighty empire in the
East.

AC 500/AY 1500: Thyatian and Alpha-
tian colonies in Alasiyan coastal areas




begin to clash; these colonial wars will
go on for three centuries.

AC 571/AY 1571: Thyatis establishes
prisons on five lerendi islands settled
by halflings.

AC 586/AY 1586: Thyatis, at war with
Alphatia and needing ships and ship-
building harbors urgently, seizes
lerendi islands from the halflings—
and all the ships in the harbor at the
time. Halflings begin retaliatory pi-
racy against Thyatian shipping; this
continues to the present.

AC 600/ AY 1600: Prison revolt in Ierendi
islands drives out Thyatian presence.

AC 614/ AY 1614: Vestland pursues trade
with Thyatis and Alphatia.

AC 644/ AY 1644: Thyatian reprisal inva-
sions of lerendi are driven off.

AC 700/ AY 1700: Frictions between Al-
phatian and Thyatian colonies in Ala-
siya become more pronounced;
raiding and skirmish warfare become
common.

AC 713/AY 1713: Thyatian privateer
probe into lerendi waters destroyed;
Thyatian interest in Ierendi as a colony
wanes. '

AC 728/ AY 1728: Alphatian colonies in
Alasiya get the upper hand and de-
stroy several Thyatian colonies en-
tirely. Rumors of good lands in the
western Flaemish lands lure the dis-
gruntled Thyatian sutvivors, many of
whom decide to pioneer there.

AC 730/ AY 1730: Thyatian settlers reach
Flaemish lands and frictions quickly
develop with the Flaemish. In Alpha-
tia, the philosophies of the wizardess
Mylertendal begin catching the popu-
lar imagination.

AC 784/ AY 1784: A Thyatian settler kills
a Flaemish lord.

AC 785/AY 1785: In Glantri, Thyatian
settlers and elvish allies are beaten by
the Flaemish at the Battle of Braejr.

AC 786/AY 1786: An Alphatian lord
named Halzunthram attives in Flaem-
ish lands, sides with the Thyatian/
Elvish coalition, and defeats the
Flaems, effectively assuming control
of the area.

AC 788/AY 1788: Halzunthram takes
control of region’s ruling council and

declares the area a protectorate of Al-
phatia. The elves claim independence;
the Flaems and Thyatians unite
against Halzunthram.

AC 827/ AY 1827: Forces of Suleiman Al-
Kalim drive the Alphatians out of Ala-
siya.

AC 828/ AY 1828: Lord Alexander Glan-
tri, of Thyatian descent, captures
Halzunthram, confirms the region’s
independence, and disperses Alpha-
tian presence there. Braejr is renamed
Glantri City in his honor.

AC 830/ AY 1830: The last Thyatian col-
ony of Alasiya, Tameronikas, is con-
quered by the forces of Suleiman
Al-Kalim; the Thyatians, as a power,
are driven out of Alasiya.

AC 900/AY 1900: Thyatis’s new em-
peror, Gabrionus IV, begins a new ex-
pansionist policy. Thyatians conquer
Traladara’s chief city, Marilenev, re-
naming the city Specularum, and
claiming all Traladara as a Thyatian
protectorate. The Thyatians conquer
and settle more of the Isle of Dawn,
put pressute on the Northern Reaches,
and build and settle the city of Ocean-
send in Norwold.

AC 938/AY 1938: A peasant boy,
Thrainkell Torson, is born to a Thy-
atian mother and a Vestland father in
Oceansend.

AC 950/ AY 1950: Ostland, faced with a
united front of belligerent Northern
Reaches nations, makes formal alli-
ance with Thyatis.

AC 956/AY 1956: Peasant warrior
Thrainkell Torson becomes a gladiator
in Thyatis City; is called Thincol To-
rion (the best Thyatian-language
equivalent of his name) and later
Thincol the Brave.

AC 959/AY 1959: The Alphatian Em-
peror, angered by another Thyatian
broken treaty, commits his military to
a sudden assault on Thyatis. Thyatian
positions on the Isle of Dawn are over-
run; the Alphatian forces spend the
winter on the Isle of Dawn preparing
to assault the Thyatian homeland.

AC 960/ AY 1960: The Alphatian Spike
assault reaches the Thyatian main-
land; Alphatian forces enter Thyatis
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City and kill Emperor Gabrionus V.
Gladiator Thincol the Brave, with
gladiatorial and military forces, rescue
Gabrionus’ daughter Gabriela and
drive the Alphatians out. Thincol
marries Gabriela and assassinates gen-
erals until the military is of his mind,
and has himself crowned Thincol I To-
rion. Oceansend, in Norwold, takes
this opportunity to throw off Thyatian
control and declate itself indepen-
dent. It takes Thyatis two full years to
reclaim lost tertitoties on the Isle of
Dawn. All known knights of the Order
of the White Drake are captured and
executed. Any survivors from the un-
derground are later taken into the Re-
tebius Air Fleet and the Knights of the
Air, and are fervently anti-Thyatian.

AC 962/ AY 1962: Princess Eriadna of Al-
phatia politely suggests that her fa-
ther, Emperor Tylion IV, retire from
the crown. He does so, and she is
crowned Empress Eriadna the Wise of
Alphatia.

AC 970/AY 1970: Duke Stefan Kara-
meikos III of Duchy Machetos in Thy-
atis assumes control of Traladara,
making it independent of Thyatis, re-
naming it Karameikos.

AC 985/AY 1985: Empress Eriadna de-
cides to colonize in the west, and has a
new fortress city built atop the ruins of
the station at Cape Alpha destroyed
nine and a half centuries before.

AC 992/AY 1992: Empress Eriadna of
Alphatia accedes to her son Ericall’s
demands for a kingdom of his own.
She gives him the city of Alpha in
Norwold, the empty title of king of
that nation, and a great degree of au-
tonomy.

AC 995/AY 1995: King Ericall of
Norwold grants the governotship of
Landfall to his half-brother Lernal the
Swill.

AC 1000/AY 2000: Today. All D&D®
Known World Gazetteers are set in
this period.



L
Atlas of Thyatis

In this description of the Thyatian Em-
pire, we’ll give you abbreviated descrip-
tions of many of the interesting sites of
the Empire. Feel free to flesh out these
places and also the sites not presented in
detail, and encourage players whose char-
acters come from those areas to detail
them still further.

On the fold-up sheet is the map of
mainland Thyatis; refer to it when read-
ing this section.

BaRroNy of BiazzaN

Population: 30,000 (including com-
munities).

Description: This is a low, rich valley
surrounded by steep hills; due north are
the Altan Tepes mountains. A lot of trade
passes through Biazzan, from Ylaruam to
Thyatis and back again, but for the most
part this is a sheltered, quiet region.

Customs: Many of Alasiyan descent
live here, so many NPCs will bear Ala-
siyan names, clothes and manners.

Historical Notes: The atea was settled
by Alasiyans centuries ago, was later cap-
tured by Thyatis (the region’s name,
Biazzan, is corrupted from the name of
the region’s first Alasiyan settler, Selim
ben Hassan).

Sites: See separate listings for Biazzan
and Fort Nicos, below.

Personalities: Baron Babrak Biazzan
(F14, L). The baron is a 14th-level fighter
with a Thyatian upbringing and a love of
Alasiyan trappings and furnishings. He
has a scimitar (normal sword) +2 and a
flying catpet.

BiazzaN

Population: 12,500. This is 90% hu-
man, 5% elf, 3% dwarves, 2% halflings.

Description: This is a small, quiet city
which has come to be dominated by its
large market and the famous University of
Biazzan, a center for learning in mainland
Thyatis. Half the city’s population consists
of students, one-fifth of university instruc-
tors and employees, and the remainder
work in mercantile trade or for the city.
The city is unwalled; it depends on the
protection of Fort Nicos to the north.

Regulations: No armor, and no weap-
ons larger than daggers, may be worn
within the city (except by on-duty mili-
tary personnel and city guards). City
guards are very diligent about arresting
public nuisances.

Sites: The Grand Market is a latge open
concourse in the center of the city; trade
caravans usually stop here for a day to rest
their beasts and do a little trading before
continuing south to Kerendas or north to
the Emirates. The University of Biazzan
takes up several city blocks on the south
end of town, and is made up of numerous
large, low buildings containing large li-
braties and lecture halls.

FoORrt Nicos

Population: 300 (all military).

Description: Situated on a mountain-
side overlooking the crucial pass into the
Altan Tepes, this fort protects Thyatis
from Ylari intrusion. Though the fort is
within the Barony of Biazzan, the fort
commander does not answer to the
baron—only to the army of Thyatis. The
fort controls several rockfall traps de-
signed by Rockhome dwatves; the full
range of traps, if sprung, would release
enough rock to block the pass for a mini-
mum of several weeks (the time required
for the Fort Nicos garrison to clear it).
One such trap, when released, would
crush several dozen enemy soldiers and
take at least three days of work to clear.

BaroNy of BUhrROhur

Population: 15,000 (including towns).
This is nearly 100% dwarves.

Description: This is rocky, mountain-
ous territory settled mostly by dwarf colo-
nists from Rockhome.

Regulations: Non-dwarves, except for
imperial representatives and non-dwarf
inhabitants of the barony (mostly min-
ers), must be accompanied by Buhrohur
dwarves when traveling through this tet-
ritoty.

Customs: The dwarves are much like
the dwarves of Rockhome: Inventive, lov-
ing gold and fighting, taciturn around
non-dwarves.
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Historical Notes: This land was ceded
to the dwarves who helped King Lucinius
win Thyatian independence and who
later built Emperor Zendrolion's mighty
palace, which still stands in Thyatis City.

Sites: The town of Makrast.

Makrast (BROREN MOUNT1aiIN)

Population: 3,000.

Description: Makrast is the name of a
huge mountain with a sheared-off west-
ern face—it looks like it must have been
hit by the most gigantic of all lightning
bolts in some primordial time. At the .
mountain’s foot lies the town of Makrast,
built by dwarf settlers long ago. About
20% of the town is above-ground; the
rest is underground, in natural caverns
and in tunnels hewn out by the dwarves
over the last thousand years.

Regulations: Non-dwarves, except impe-
rial representatives, must be accompanied
by Makrast dwarves. Except for imperial
representatives and invitees of the Baron-
ess, no non-dwarf may stay within the city
between nightfall and dawn.

Personalities: Baroness Gilla Blyskarats
(Clan Farkres, ruling clan of Buhrohur)
(D-C12, L, of Kagyar). The baroness,
new-come to her rule and still unmarried,
was well-trained for her role by her father,
the old baron. She intends to keep the
gold-mining moving, the city safe, the
baronial borders secure, and perhaps to
do a little adventuring under an assumed
name . .. when time allows. Appear-
ance: 4', 140 lbs; long red hair, brown
eyes; dresses in informal clothes in russet-
browns and rust-reds; age 50 (dwarven
young adulthood).

County of Actius

Population: 10,000 (including town of
Actius).

Description: This is a small and agri-
culturally unproductive island due east of
the southern end of the Island of Hattias.
It consists of the unusually well-
provisioned and -maintained seaport
town of Actius, where most of the island
population lives, and surrounding farms
and fishing villages.



Historical Notes: Long ago, Sir Actius,
a warrior-knight of Emperor Alexian II,
won this island as his dominion for serv-
ices to his emperor. It was a cheap and
poor island, but Actius was a clever man.
He invested all his adventuring treasures
into building a large seaport town here,
and filling its warehouse with provisions.
Actius became a major provisioning stop
for merchant vessels. However, eventu-
ally (over a period of a couple of centu-
ries) that trade dried up; Minrothad,
lerendi and Thyatian traders began using
the route through Vanya’s Girdle more
and more, and these southern seas re-
ceived only occasional trading vessels.
The Actians, blessed by a broad, deep
bay surrounded by wide beaches, turned
to shipbuilding and even today are a chief
supplier of vessels to the Thyatian Navy.

Actius

Population: 8,000 (90% human, 10%
sea-elf).

Description: This large town, as de-
scribed above, is a major shipbuilding
concern. It is also still a provisioning cen-
ter for the little sea-trade that comes
around the Cape of Hattias.

Customs: Gambling, especially dicing,
is the chief recreational craze on this is-
land, and thete are many gambling-halls
and gambling-taverns where one can par-
ticipate.

Personalities: Count Geraldan Acta-
vius (F20, N) is ruler here. He's an aging
warrior who was a fighter in the Thyatian
Navy for over 20 years, and resigned his
commission a decade ago to rule Acrius
when his father was lost at sea. Appeat-
ance: 5'10”, 200 lbs (should be 160);
greying black hair and beard, brown eyes;
broad, merry face with scars on both
cheeks from an early duel; dresses in sim-
ple clothes but wears much heavy, rich
jewelry; age 50.

County of Halathius ———

Population: 20,000 (including Gold-
leaf). .

Description: This county comprtises the
easternmost region of hills in mainland

Thyatis. This is rolling, rocky territory
famed only for the productivity of its gold
mines. Other minerals and metals are
mined here in abundance, as well, and
parts of Halathius supply mainland Thy-
atis with the majority of its iron ore.
There are many mining villages clustered
in these hills, and many bands of brig-
ands waiting to take the mined gold away
from caravans transporting it.

Regulations: Theft of gold in amounts
as little as 10 gp is punishable by death in
this county.

Customs: Many youthful citizens of
Halathius take up hill-climbing and cliff-
climbing for recreation.

Gololeaf

Population: 4,000.

Description: This is the chief town of
Halathius, seat of its government, center
of its gold-crafts trade. Many hundreds of
citizens living hete are goldsmiths, weap-
onsmiths, armorers, and—of course—
traders and merchants in these goods.

Regulations: City gates close at dusk
and don’t reopen until dawn. *‘Brigand-
Hunting Licenses” can be had very
cheaply in Goldleaf; they permit adven-
turers to attack and capture or slay pet-
sons in Halathius who are living in
permanent of semi-permanent, illegal
camps and villages—such persons are au-
tomatically presumed to be brigands or
unlicensed miners and are fair game.

Customs: Goldleaf, unlike most hu-
man communities in Thyatis, has no coli-
seum and most of its citizens are not
entertained by arena duelling.

County of Hattias

Population: 350,000 (including the city
of Hattias).

Description: The largest dominion—in
terms of size—in Thyatis is the County of
Hattias, which comprises the entire Island
of Hattias. Howevet, the Island is mostly
barely-habitable hill country; there are
only a few productive low-lying areas, and
there are hundreds and hundreds of miles
of indefensible coastline, so Hattias, as a
dominion, is hardly a ptize. On the north
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end, you find green rolling hills and many,
many vineyards, plus a lot of sheep-
pasturage. In the hills, the population
centers mostly around goat-herding, pro-
duction of leather goods and goat cheese.
The south end consists mostly of fishing
villages and a few pirate dens which try to
prey on Minrothad shipping from the is-
land of Alfeisle.

Regulations: There are no formal regu-
lations different from mainland Thyatis,
but there are a lot of “unwritten laws”
here. Members of the Storm Soldiers can
demand shelter, food and setvices of any
commoners living on the island. Demi-
humans are not tolerated here. Non-
Thyatian humans tend to be harrassed by
the Hattians, who don’t care for their
skin colots or foreign ways. In short, it’s
not a nice place to visit if you’re not of
Thyatian stock.

Historical Notes: You know from the
“History of Thyatis” in Book Il about the
Hattian rebellion of several hundred
years ago; this still rankles in the minds of
many Hattian citizens.

Hattias

Population: 30,000.

Description: This is a sprawling city in
the center of the northern end of the is-
land. Despite its size and lack of natural
fortifications, it has no city walls—they
were cast down in the Hattian uprising of
several centuries ago, and may not, by
Imperial law, be raised again.

Personalities: The most powerful man
in Hattias is Count Heinrich Oesterhaus
(Special—see below), ruler of the domin-
ion . . . and official leader of the Storm
Soldiers hate society. But the real
Heinrich Oesterhaus is long-dead, slain
while adventuring by the Immortal
Thanatos. Thanatos took his guise and
identity, and rules Hattias in his place,
raising Oesterhaus’ son in his philosophy
of hatred and spurring the Storm Soldiers
on to greater and greater atrocities . . .
because he likes to. Appearance: 6’3",
165 1bs. (slender); Hattian ancestry (ap-
parently); black hair and saturnine
beard; cold, mocking features; dresses in
reds and golds; apparent age 45.

A ——
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CouNnty of LuciNius

Population: 120,000 (including Port Lu-
cinius).

Description: This county includes a
broad, grassy plains region, a ridge of
forest-covered hills, and one lonely
southward-pointing spur of land.

Customs: The peoples of Lucinius are
incessantly proud of their seamanship—
not that it’s necessarily all that better
than any other large port city, they’re just
more proud of it than many. Derogatory
comments concerning their seamanship
provoke fights.

PoRt LuciNius, Shield of the East

Population: 40,000 (5,000 naval per-
sonnel, 15,000 naval dependants, 20,000
other civilians; 85% human, 10% elf,
4% dwatf, 1% halfling).

Description: This is the seaport where
new officers and seamen of the Thyatian
Navy are trained. It is charged with the
defense of Thyatis City from attacks from
the east, a charge it failed—to its citizens’
humiliation—in the Alphatian Spike as-
sault of 40 years ago. Port Lucinius has a
broad, glassy sheltered bay which opens
out into the widening part of Vanya’s Git-
dle. The naval base, a separately walled
enclosure, lies next to the western half of
the bay, and controls that part of the bay.
The city uses the eastern half of the bay as
its civilian port, and the city has its own
wall.

Historical Notes: The naval base was
originally built hete on the orders of Em-
peror Zendrolion in AC 10. Hypocriti-
cally, he named it after his ‘“poor,
doomed, noble friend,” King Lucinius.
The lands that were later to become the
County of Lucinius were originally part of
the Duchy of Thyatis, and were split off
into a new dominion (including the civil-
ian part of Port Lucinius) much, much
later, during the reign of Gabrionus IV
(at the turn of the 10th century AC).

County of Vyalia

Population: Approx. 20,000 (including
towns). This is about 75% humans and
25% elves.

Description: This is heavily-wooded
territory, the eastern edge of the Dymrak
Forest, which extends a few miles into
Karameikos. It is lightly populated by
Vyalia elves.

Regulations: Treecutting is illegal
without permission from Greenheight—
which usually isn’t granted. Any animals
killed must be prepared for eating; while
furs may be kept, this is not a trapper’s
preferred hunting ground.

Customs: The human citizens of
Vyalia are friends and allies with the
elves, and so bear many of their attitudes
about maintaining the wilderness and
not “civilizing” virgin territory.

Historical Notes: This region was offi-
cially recognized as a county in the early
years of the 3rd century AC, when the
Vyalia elves agreed to teach and sponsor
the Foresters.

Personalities: The clans of elves in the
county include Blueleaf, Diamarak,
Etheredyl, Greenheight, Hierydyl, and
Treeshield, plus many minor clans. The
Blueleaves are an artistic clan, many of
their elves becoming jewellers, painters,
and sculptors. The Diamaraks are lovers
of deep forest and wilderness. They act as
forest-wardens, slaying poachers, be-
friending animals, and using their magics
to grow new foliage where it has died or
been cut down and to extend, gradually,
the borders of the Dymrak Forest. Many
Diamaraks are adventurers, and sponsors
of Foresters. The Etheredyls are philoso-
phers, and are considered by the other
clans to be dreamy-eyed mystics. They
don’t mix much with non-elves. The
Greenheights are very outgoing and bois-
terous elves, friends of humans and half-
lings, not too disagreeable around
dwarves. They built the village of
Greenheight, and it was they who were
first contacted about, and agreed to spon-
sor, the Foresters. The Hierydyls concen-
trate on scholarly concerns, especially the
lore of all the elven races and analysis and
classification of beasts and magic. For this
reason, many travel far abroad in the
world, and are counted as adventurers or
sages. The Treeshields are a very military
clan, raised in a warlike tradition. Many
are members of Thyatis’ army, usually in
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elite units. Many adventurer-elves are
Treeshields.

FORrResION

Population: 5,000 (60% human, 20%
elf, 20% halfling).

Description: This is the human com-
munity which is the center of the For-
esters. It’s one place where halflings feel
perfectly at home and are not rtalked
down to by the Thyatians. The town is
protected by a stout wooden palisade and
surtounded by deep forest. Because of
the woodsmen’s abilities of the elves and
Foresters, it’s next to impossible to sneak
an attacking force through to Foreston
without an early alert being raised.

Customs: The treachery so common to
Thyatian culture is not a part of the elvish
or Forester life-style.

Personalities: Dame Larandia Ly-
mianoporus (Forester-10, L) is chief
townswoman of the city and head of the
Foresters” Guild. Thirty yeats ago, she
joined the Foresters and then spent
twenty years adventuring throughout the
world and earning herself the rank of -
Knight of Thyatis. Ten years ago, she re-
tired to Foreston with her considerable
fortune, and has risen to prominence in
the Guild since then. She is a good
teacher of fighting and magic, and has a
keen eye for weeding treacherous and dis-
loyal students out from Foresters’ train-
ing. Consequently, she has a few enemies
from the ranks of failed Forester trainees,
some of whom have become powerful
fighters in the years since they were ex-
pelled. Appearance: 5'7", 130 Ibs;
blonde hair and brown eyes; aristocratic
features; wears surcoats, tunics and hosen
dyed with green, gold and brown
blotches to help her blend in with forest
foliage, plus chainmail, brown boots and
belt; apparent age 30 (real age 50).

GReeNbeight

Population: 1,000 (80% elf, 20% hu-
man).

Description: This is the largest town of
Vyalia elves in Thyatis, and the center for
the elf side of Forester studies. At any given
time, 160 ot so humans—trainees to the



class of Forester, but currently 0-level—are
living here, being taught by and becoming
known by the elf families willing to adopt
them as honorary Vyalia elves. This is also a
trading-post for humans wishing to trade
with the elves for their crafts and furs, and
for scholars who wish to study the ways and
histoty of the elves.

Customs: When a Forester trainee is
ready to become a Forester formally (i.e.,
the clan sponsoring him is convinced that
he is worthy, honorable, and of Lawful
alignment), the Forester is taken to the
Tree of Life of the sponsoring clan (this
tree is hidden deep in the forest, far off
the recognizable forest trails). There, ina
special ceremony, he is formally adopted
by the clan and visited by a ghostly pres-
ence, called an Arm of Ilsundal, which
fills him with energies which allow him to
learn magic as the Elves do. Ilsundal will
not so visit a character who is not Lawful
or who has bad intentions toward the
elves or Foresters; and can take those en-
ergies back—and the Forester's magic
powets with them—if the Forester ever
betrays his clan.

Personalities: Count Yldysyl Green-
height (E10, L) is the ruler of the County
and of Greenheight. He is the son of Yn-
therin Greenheight, who first agreed to
sponsor the Foresters some eight hundred
years ago. He is fond of human cultures
and a scholar of Thyatian human ceremo-
nies and entertainments, and, though a
responsible ruler, is very fond of drink
and merriment. Appearance: 5’7", 130
Ibs; pale skin, black hair and eyes; wears
green tunics, hosen, cap, cloak, belt, and
boots with black piping and symbols em-
broideted thereon; age 500 years (matute

elf).

Duchy of RaNtrium

Population: 100,000 (including towns).
Description: Kantrium borders the
County of Halathius to the west and the
Duchy of Tel Akbir to the east. It's one of
the smallest duchies of Thyatis in terms of
population, but is also one of the oldest,
and was the border to Ylaruam in the
centuries before Tel Akbir was wrested
away from the Alasiyans. Kantrium is a
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thinly-occupied dominion (by mainland
Thyatian standards) consisting of a green
and fertile strip of farmland around the
Gulf of Kantrium, graduating to more
arid countryside in the north, toward the
hills and Ylaruam. The coastal strip holds
90% of the duchy population; it is a good
area for fishing and raising grain crops.
Historical Notes: A General Kantrius
threw his lot in with Emperor Zendrolion
I immediately after the latter’s assassina-
tion of King Lucinius. Kantrius was
awarded this area and the generalship of
the troops guarding the border between
Thyatis and Ylaruam. Centuties later, af-
ter Tel Akbir and its peninsula were an-
nexed, the troops were moved there and
Kantrium'’s prominence declined.

KaNtridae

Population: 10,000.

Description: This largish town is the
capital of Kantrium. It was once a city of
30,000 and site of the military garrison
guarding Thyatis from Ylari intrusion;
the city name, in fact, means “sons of
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Kantrius” in an ancient Thyatian dialect,
because that’s how old General Kantrius
was said to look upon his men. Today, it is
a declining town of fishermen and gen-
tlemen farmers.

Duchy of RereNdas

Population: 600,000 (including towns
and cities).

Description: One of the most promi-
nent dominions is Kerendas, center for
cavalry training and the source of the best
horses in mainland Thyatis.

Regulations: Horse-theft is a capital of-
fense in this duchy.

Customs: The Kerendans are horse-
crazy, and so horse-races, jousts, ducal
fairs and stock shows, and such events are
wildly popular here. Every healthy
Kerendan, regardless of race or class, tries
to become a good horseman, and so every
Kerendan character should have the Rid-
ing general skill—or a very good teason
why not. Another custom: The current
duke always takes the name of the duchy
as his family name, and his immediate
family usually follows suit.

Historical Notes: The Tribe of Keren-
das was one of the three related tribes that
migrated to this land and formed the
Thyatian nation.

Sites and Personalities: Duke Maldinius
Kerendas (F30, C). Maldinius rules from
Castle Kerendas, which is just a couple of
miles from the walls of the city of
Kerendas—and so is not separately noted
on the map. Maldinius has the reputation
of being a great adventurer and warrior,
which he is—if victoty is the only thing
that qualifies you for those roles. His elder
brothers all died mysterious deaths, until
Maldinius was the sole ducal heir. On his
adventures, many of his companions have
died heroically—usually in sinking ships
or burning buildings, shortly after the en-
emy was beaten and the treasure recov-
ered. He’s a backstabber, gossipper, and
villain with a voice and manner as smooth
and silk—and, surprisingly, he’s no cow-
ard (it’s next to impossible to become a
30th-level fighter when you'te a coward).
Appearance: 6’2", 190 lbs; blond hair and
beard, blue eyes; handsome features;

dresses in rich reds, oranges, and yellows;
his armor is polished to shine; age 35 (real
and apparent).

KereNODas

Population: 100,000 (95% human,
4% elf, 1% dwarf and halfling).

Description: Kerendas is the second-
largest city in mainland Thyatis. It boasts
a good seaport and West Reach, the fa-
mous school for officers of the Thyatian
Cavalry. The city is surrounded by broad
expanses of flat grassland, and by local
law no crops may be grown and no land
may be privately owned within two miles
of the city walls—this ensures the cavalry
and horsemen plenty of room for training
and recreational riding.

Personalities: Commandant Thyarius
Palykratidius (C36, N, of Vanya) is the
head of the officets’ training school. A
native Kerendan, he is still more Hattian
than the Hattians themselves—being
stern, short-spoken, intolerant of mis-
takes, enraged by back-talk. He runs
West Reach with an iron glove and,
though a cleric of Vanya, is similarly de-
voted to Efficiency with all its benefits
and ills. His pietcing eyes rake over new
officers’ rectuits—and everyone else, for
that matter—with all the sympathy and
innate humanity of a dragon’s. For all
that, he is loyal to Thyatis, well-beloved
of his men (nothing succeeds like suc-
cess), and the preserver of grand tradi-
tions in Kerendas. Appearance: 6'4”,
160 Ibs (lean); datk brown hair and thin
mustache (no beard), brown eyes; always
wears the white dress uniform of the
Kerendan Cavalry, regardless of his sur-
roundings of circumstances; age 50.

Duchy of Machetos

Population: Approx. 30,000 (including
towns).

Description: Machetos is a pretty but
poor western duchy on the border with
Karameikos. It has a thriving income
from grain, lumber, and trade routes to
Karameikos, but only recently has this
begun recovering from the losses of 30
years ago (see below).

Regulations: Poaching of deer is pun-
ishable by death. Unlicensed tree-cutting
(other than on one’s own dwelling) is
punishable as a Lesser Charge (each tree
constitutes its own chatge).

Customs: There are a lot of Foresters in
this area, who often take the law in their
own hands when they see people wan-
tonly killing wildlife or ruining the
beauty of the wilderness. Some kill the
offenders; some merely destroy their base
camps and erase their trail-blazons so
they become lost in the deep woods.

Historical Notes: Until 30 years ago,
this was a very wealthy duchy belonging
to the Karameikos family. But then-ruler
Duke Stefan Karameikos III fell in love
with the comparatively unspoiled beau-
ties of Traladara, to the immediate west.
He traded his lands, minus his treasury,
to the Crown for clear title to Traladara
(now called Karameikos). Thincol I strip-
ped Machetos of its wealth and livestock,
sold its slaves in the market, sold its year’s
crops for a quick below-cost price, and ef-
fectively ruined the duchy’s economy and
depopulated it. It was then given as do-
minion to the new Duke, Callastian Jow-
dynites.

Sites: The town of Machetos (popula-
tion 2,500) is a picturesque small town,
seat of the Duchy. Neatby is Castle Jow-
dynites, formerly Castle Karameikos,
which (though stripped of all its former
treasures and decorations) is still an ex-
ample of powerful fortress-building and
menacing architecture. To the far west is
the fort of Blackpoint Citadel (popula-
tion 1,000 soldiers, 250 civilians), which
sits opposite from Karameikos’ Rugalov
Keep.

Personalities: Ruler of the duchy is
Duke Callastian_Jowdynites (F12, L). He
thought he was being rewarded for his
brilliant military setvices when Thincol
granted him this dominion 30 years ago.
Now nearing 70, he has built Machetos
up again into a self-sufficient dominion.
He’s a tired, angry man without heirs,
who doesn’t care for visitors, dislikes the
Emperor, and is interested only in his
subjects going about their business and
leaving him alone.




Duchy of Mositius

Population: 15,000 (including town).

Description: Mositius is a long, narrow
island due east of the Island of Hattias,
between Carytion and Actius. Dotting
the island from tip to tip are hostels, inns,
and taverns of varying quality, many
quite good.

Regulations: No weapons larger than
daggers may be cattied on the island ex-
cept by Mositius Island Guards. No ar-
mor may be wotn except by the Guard.

Historical Notes: Mositius was little
more than a grassy lump of stone poking
out of the water—with an ominous-
looking volcano poking out of it—until
about thirty years ago. Until that time, it
was an island with a bad reputation; the
volcano, it was said, was active and
strange, evil mists floated down out of it
and prompted ordinary men and women
to slay one another.

But a famous adventuress named
Triella Tien-Tang (an Alphatian/
Ochalean cross from the Isle of Dawn) in-
vestigated Mount Mositius and
discovered the truth: The volcano was
long-dead, and the “strange mists’’ were
emitted by a bizarre and forgotten arti-
fact hidden here by some long-vanished
wizard.

The artifact, known as the censer of the
mists, is an indestructible golden globe
6" in diameter—a globe with intricate
geometric patterns of holes all over its
surface. At various times, never more
than once a week nor less than once a
year, the censer emits a huge cloud of col-
orful mist which acts similatly to a potion
of human control with two important ex-
ceptions.

First, it controls a lot more people than
such a potion. The mist, when it floats
out from the volcano’s mouth, will blan-
ket up to six square miles of island terri-
tory (though it won’t float out beyond
the island). Characters get an ordinary
saving throw vs. spells to resist the mist’s
effects. The mist lasts 36 turns (six hours).

Second, it doesn’t permit anyone to
control or persuade the persons affected.
Instead, it inspires them with a single,
specific emotion, randomly chosen by the

DM. The mists tend toward non-violent
or positive emotions (blind optimism,
love, drunken giddiness, laziness, gig-
gling hilarity); it only occasionally (once a
year or so) tesults in negative emotions
(paranoia, irritability, phobias); once a
century, the mist is one of raw hatred.

When the mists hit the island’s dwell-
ers, the whole island seems to go mad
with the emotion brought on by the mist.

Triella built herself a hideaway in the
volcano’s mouth, and enclosed the arti-
fact in a giant glass bubble built with re-
lease valves. Some of the valves open up
into airtight cages; others allow the mist
to flow up and out of the volcano mouth.

She then visited young Emperor Thin-
col and persuaded him that she could
make a good business of Mositius, were it
given her as her dominion . . . and ex-
plained her ideas concerning the island’s
future. Her ideas were sound, and she
met all the criteria for rule of a dominion
in Thyatis, so he provisionally granted
her the title of Baroness. Later, as her tax
revenues—promptly-paid and never
inaccurate—enriched the impetial coffers
and the island’s reputation spread, Mosi-
tius was upgraded first to County status,
and more recently to Duchy status.

Triella’s idea was to reshape Mositius
into a resort community for the young—a
place for idle, wealthy youths to come to
spend their too-great fortunes, for young
folk to come to celebrate achievement of
Freedom Day, for young men to send
their bachelor friends for one last fling
before wedding bells sound.

By gearing the island’s entertainments
toward the young, establishing some very
peculiar laws (such as the one requiring
businesses to stay open every hour of the
day and night), by using her contacts and
friends to spread the word about her is-
land, by making it a status symbol to have
visited Mositius (and an even greater one
to go back regularly!), Triella made her is-
land into one of the most thriving con-
cerns in Thyatis.

And her control of the mists didn’t
hurt. When the censer begins emitting
mists, Triella puts some of her volcano
household slaves into the airtight cages
and releases the mists into them. If the ef-
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fects on the slaves are not ill ones, she re-
leases the mists to flow over the island.
These events are eagetly hoped-for by vis-
itots to the island, who like to use the
mists’ effects as excuses to run amok on
Mositius.

Sites:

Mount Mositius is the home of Duch-
ess Triella. In the cavernous cone is her
great palace, from which the Mists of Mo-
sitius are vented. Visitors are not wel-
come, except by invitation, and the
volcano crawls with the sort of monstrous
defenders used as guards by every high-
level mage who desites privacy.

Argevin Town, built at the foot of the
mountain, is the central community of
the island. It features scotes of great and
small taverns, theatres, dancing-halls,
gambling establishments, and other en-
tertainment businesses.

Personalities: Duchess Triella Tien-
Tang (M36, N). The Duchess spent a hard
life in West Portage on the Isle of Dawn,
and came to the study of magic compara-
tively late in life (at age 28) when a travel-
ing Thyatian wizard discovered that she
had the knack for it. Over the years, she
became an accomplished mage and cou-
rageous adventurer, weathering many
dangerous expeditions and aiding the
gladiator Thincol to regain the Thyatian
imperial palace when it was stormed by
the Alphatians in the Alphatian Spike at-
tack. She “retired’’ shortly thereafter, in-
tending to devote the rest of her time
living peaceably on the island of Sclaras,
spending her sizeable treasure and travel-
ing occasionally; and it was on one of
those travels that she discovered the secret
of Mositius. She worked and fought very
hard to achieve her current position, and
would fight with savagery and great, cun-
ning intelligence anyone who tried to
take it from her; but she has sympathy for
other self-made adventurers and well re-
members her poverty-stricken upbring-
ing in West Portage. Appearance: 5'9",
135 lbs; common Alphatian coloration;
red hair, green eyes; prefers ornate green
gowns of Alphatian spider-silk; apparent
age 20 (real age 70).
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Duchy of Retebius

Population: 200,000 (including cities
and towns).

Description: Retebius, a land of fine
pastureage, built its economy on beef
and (to a lesser extent than Kerendas)
horseflesh. It's a land of broad, well-
watered grasslands stretching from the
sea to the northern hills; and, though the
duchy is smaller than most of Thyatis’ do-
minions, it is also mote important to the
security of the Empire than the rest of
them. Retebius is the home of the two
great orders of Thyatian airborne
knights: the Retebius Air Fleet, a branch
of the Thyatian military, and the Knights
of the Air, an independent “guild” of
flying-beast enthusiasts and adventurers.
Both were described in more detail in the
“Knights of Thyatis” chapter of Book II.

Historical Notes: One of King Luci-
nius’ and General Zendrolion’s allies in
the first Thyatian/Alphatian war was
named Retebius; he was an Alphatian
cleric from the Isle of Dawn. In his mis-
spent youth, he’d captured a young

white dragon and trained it to carry him
aloft and fight for him. In the early days
of the war, Retebius was a surprise
weapon against the Alphatian air-boats,
bringing many to ruin before the dragon
was killed. Retebius sutrvived, though,
and after the war offered to create an en-
tre flying army for Emperor
Zendrolion—if he could have imperial
funding. Zendrolion, having become
painfully aware of the importance of air
superiority during the war, agreed read-
ily, and the Retebius Aetial Corps was cre-
ated. Gradually, as it expanded, it
became the Retebius Air Fleet, a military
force of importance at least equal to the
army, navy, and cavalry; and inevitably,
private citizens interested in training and
flying their own private beasts gravitated
to Retebius. Thus was the Knights of the
Alr organization born.

Retebius

Population: 15,000.
Description: This is a broad, sprawling
city, much larger than it has to be to

house its populace. Over half the city—a
half personally owned by the ducal
family—is devoted to the great landing-
fields and beast-quarters of the Retebius
Air Fleet and Knights of the Air. This is
the northwest half of the city; the south-
east, fronting the river and the Gulf of
Kantrium, is an ordinaty city of ordinary
citizens.

Regulations: Flying monsters of the
types which man can train are protected
by law—to injute one, except in self-
defense, is a capital offense.

Personalities: The current rulers here
are Duke Callastian Retebius and Duch-
ess Mitasula Retebius.

Duke Callastian Retebius (T20 (Rake),
L) is an experienced adventurer who just
recently came to the ducal throne, on the
retirement (abdication) of his mother. He
posed as a common-born acrobat and
made his living as an entertainer for many
years of traveling and adventuring, meet-
ing his future wife Mitasula on his
journeys—it startled her greatly when he
admitted that he had to go home and be
the duke. Callastian is a humorous man,




fond of story-tellers and actors, and has
grown fond of flying about pegasus-back.
In defiance of ancient family tradition,
he’s not in the Retebius Air Fleet, but is
one of the Knights of the Air. Appear-
ance: 6'1”, 155 lbs.; Thyatian ancestry;
brown hair and beard, brown eyes; cus-
tomarily dresses in theatrical black trou-
sers, belt, boots, and cloak, and a flowing
black silk tunic; age 30.

Duchess Mitasula Retebius (MU18, L)
was born Mitasula Nuar. Her father, a
seaman-warrior of the Thyatian Navy,
taught her to go forth and earn her own
way, becoming the best she could be, and
she took to this common Nuari philoso-
phy with a vengeance, apprenticing her-
self to a naval wizard and adventuring
widely. She met and wed Callastian on
her adventures, and has taken to Thy-
atian life and membership in the Knights
of the Air (she, too, is a Pegasus-Knight)
with her usual flair. Appearance: 5'4",
120 lbs; Nuari ancestry; black hair, light
brown eyes; customarily dresses in knee-
length, long-sleeved white silk tunics and
white belt and boots; age 27.

Duchy of Tel ARbIR

Population: 150,000.

Description: The Duchy—also known
as the Peninsula of Tel Akbir—is grassy in
its southern stretch, turning arid to the
north. Its population is of Alasiyan and
Thyatian descent, tending toward the
former. Alasiyan is commonly spoken
here, but Thyatian is still considered the
Common Tongue, and all officials and
rulers must speak it.

Customs: The Alasiyans’ attitudes to-
ward women adventurers and other
things were given in the “Thyatian Soci-
ety and Politics” section of Book II.

Sites: Tel Akbir is the principal com-
munity of this duchy; north of the city, on
the border with Ylaruam, is mighty Fort
Zendrol (population 3,000 soldiers and
cavalry).

Tel AKbIR

Population: 20,000.

Description: This graceful, beautiful
city is an easy blend of sea-port, fishing
and farming community, and military
base—the latter being the support depot
for Fort Zendrol to the north.

Personalities: Duke (Sheik) Tarik ben
Nadir (F12, N) is ruler here. He is a great
trader and keeps a knowledgeable eye
and hand on the merchant guilds of this
city. He is a subtle man, very polite and
civilized, but capable of great and treach-
erous revenge when he believes he has
been crossed. He is also the full brother of
General Leila, military commander of
Raven Scarp in the Hinterlands, and has
not exchanged a friendly word with his
sister in forty years. Tarik’s youngest
daughter Jamila (T1, C) seems inclined to
follow in her aunt’s footsteps, which Tarik
wishes to stop at just about any cost. He
might hire adventurers to escort the un-
willing girl to the distant home of the
husband-to-be he’s chosen for her; or she
might plead for help in escaping Tel
Akbir, bringing the long-term enmity of
the city’s rulers on the heads of the PCs.
Appearance (of Tarik): 6’0", 190 lbs
(should be 160); Alasiyan ancestry;
brown hair and eyes; wears traditional
Alasiyan dress; age 65.

Duchy of Thyatis

Population: 1,500,000 (including cities
and towns).

Description: Thyatis is the most popu-
lous and wealthiest duchy in the Empire.
It has been a thriving center for trade and
warfare for 1,000 years, and could well be
for 1,000 more. But its principal feature,
the one which the players will be most in-
terested in, is Thyatis City—described be-
low.

JuliNius

Population: 10,000 (2,000 military,
8,000 civilian).

Description: This is a large town includ-
ing a small, well-armed and -provisioned
naval base charged with the protection of
Thyatis City from naval attacks from the
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west. To date, no such attack has ever got-
ten past Julinius; the natives ignore the
fact that this is because no such attack has
ever been launched. The waters of the
northern shore of Vanya’s Girdle are
treacherous, and Julinius features a much-
needed and famous lighthouse (called
“Julin’s Torch”) as a navigation aid and
beacon.

Thyatis (City)

Population: 600,000.

Description: Thyatis is the wealthiest
and most populous city in the Empire—
possibly on the entire continent.

Thyatis lies where the Mesonion River
empties into Vanya’s Girdle. The city is
built around the Emperor’s Hill, the tall
central hill where the imperial palace and
the wealthiest estates are built.

Thyatis features the Empire’s largest
seaport as the seat of its navy and trading
fleet. It has broad streets of concrete, huge
public works and buildings, lavish palaces
and villas and mansions; it features vast
tracts of three-and four-story tenement
buildings. Its streets throng with people
every hour of the day and most of the
night; it is a city that does not sleep.

Thyatis is an enormous city and the
worthy capital of a powerful empire. It
inspires pride in its citizens, awe in for-
eigners from smaller or poorer nations,
contempt from foreigners from cleaner or
more mannerly citizens. It is a microcosm
of the empire, representative of the em-
pire’s might and power, mixed popula-
tion, treachery, efficiency and wealth.

Customs: The one thing that natives of
Thyatis City must know, and that citizens
of other of the empire’s lands, and for-
eigners, should not, is this: The locals do
not refer to this metropolis as ‘“Thyatis
City.” To them, it is the empire, and the
rest of the empire is merely an extension
of it—its fingers. To refer to it as *‘Thyatis
City” is to reveal yourself to be a hick and
earn the concescending contempt of local
NPCs for some time to come.

Personalities: Many of the most impot-
tant NPCs of Thyatis are detailed in the
next section, ‘‘Characters of Thyatis
City.”
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Map Key of Thyatis City —

The map of Thyatis City appears on page
18.

The great city is divided into ten large
districts: The Emperor’s Hill, the Heart,
the Government District, the Blocks,
Merchants’ Row, the Estates, Axetown,
the Zendrolium, and the Greater and
Lesser Harbors.

Alone of the larger cities of the Em-
pire, Thyatis brings a lot of water in by
aqueduct. The aqueduct runs for many
miles to the northern hills, and assures
the city fresh, clear water in the worst of
dry seasons. The Mesonion River, which
runs next to Thyatis City, is too muddy at
this point in its journey to provide good
drinking water, and is too polluted by
waste, likewise.

The city has a good sewer system for
most of its needs. The far-too-dense pop-
ulation of the Blocks and Axetown strain
it past its capacities, and those districts
tend to be dirtier and nastier than the rest
of the city (Axetown especially).

But, again except for Axetown, the city
is served by broad concrete streets laid in
through the centuries, especially from a
vast rebuilding program initiated two
centuries ago. Most of these streets are
wide enough for two four-horse teams to
pass abreast; some, such as the great Pro-
cessional Way that leads to the palace, are
wide enough to accommodate eight such
teams abreast! The streets feature central
gutters to move rainwater, and raised
concrete walkways to the sides.

Following is a district-by-district map-
key description of the great city.

EMpPEROR’s Hill

The Hill is where the elite of Thyatis
prefer to live—starting with the Emperor
and his family, at the very top. Prices for
building on the Hill are astronomical—
generally twice construction costs any-
where else, so what would be a 250,000
gp estate elsewhete costs half a million gp
here. Naturally, the closer one lives to the
Palace, the wealthier one has to be.

(1) The Emperor’s Palace. This vast,
five-story building complex was erected

within the lifetime of Zendrolion I, a
thousand years ago, and is still standing.
Engineered and built by dwarves, it has
withstood assaults and earthquakes; re-
paired and maintained by dwarves, it is
likely to last many centuries more. It ac-
commodates one thousand residents—
the imperial family and all their many
servants, soldiers, military officers and
their own families, sages and specialists,
workers and ambassadots, aides and cour-
tiers, concubines and collaborators. Its
roof is thickly clustered with anti-airship
batteries of ballistae, other seige engines,
and even magical weapons—such as
banks of fire ball and lightning bolt
wands manned by spell-casting soldiers.

(2) Palace Complex Walls. Heavily
manned and fortified, also featuring
anti-air attack batteries.

(3) Hightop District. This is where the
wealthiest of the city’s estates are built.
No estate here cost less than 2,000,000 gp
to construct. Though small, these estates
are magnificently and lavishly con-
structed, and ownership of one is a great
symbol of status in Thyatis.

(4) Anaxibius’ Estate. The most popu-
lar and wealthy gladiator in all Thyatis
has his estate here, in the shadow of the
palace walls.

(5) Hightop District Walls.

(6) Streets of Gold District. The merely
extremely-rich dwellets in this district as-
pire to be wealthy and lucky enough to
move to Hightop. Estates in this district
tend to be worth around 1,000,000 gp.

(7) Canolocarius Estate. Angelarian
Canolocarius, a famous senator of Thy-
atis, keeps his estate here.

(8) Streets of Gold District Walls.

(9) Silverlight District. This is the dis-
trict for the merely very-very-rich. Estates
here at the base of the Emperor’s Hill
tend to run around 500,000 gp each.

(10) Valinor’s Estate. This is the home
of the adventurer Valinor. What city au-
thorities don’t realize is that Valinor’s full
name is Valinor Acindelyrovius . . . and
that he is the head of the Shadow-Hand,
the Thieves’ Guild . . . and that he could
afford a much mote costly estate farther
up on the hill, but the one he has now,
right next to the district walls, has al-
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lowed him to have a tunnel constructed
to the outside, a tunnel which his subor-
dinates can use to report to him secretly.
(11) Silverlight Districc Walls. The
gates of these walls are scrupulously
guarded to keep people who have no pet-
tinent business off the Emperor’s Hill.

The Heant

This district is the center of “civiliza-
tion” in the City. Here are concentrated
the majority of greater public works and
general public entertainments. In Thyatis
City, therefore, the common phrase for
going out for a night on the town is *“Tak-
ing it to Heart.”

(12) The Coliseum. This massive stone
construction seats over 50,000 spectators,
and on its sands desperate gladiators bat-
tle one another and monsters for the en-
tertainment and adulation of the crowds.
Below the Coliseum is a vast dungeon-
like network where monsters and slave-
gladiators are penned.

(13) Great Guildhall of the Order of
the Sands. This is a small amphitheatre
and attached guildhall where gladiator-
members of the Guild may train, find
shelter, socialize with one another away
from the common man, etc. It is largely
supported by guild fees and by contribu-
tions from gladiators who have made it to
prominence—such as Emperor Thincol
and Anaxibius.

(14) The Baths. These aren’t public
baths; this is an expensive private club
featuring baths of all varieties in a wide
array of special rooms. At the baths one
can also receive massages, and excellent
medical and clerical care. Membership
costs 100 gp/month, making it costly
enough to be somewhat exclusive but not
so high that well-off middle class Citizens
can't buy membership.

(15) The Great Imperial Library. This is
one of the largest libraries in the world;
this great building stands three stoties
high and has a permanent staff of magic-
users and clerics on hand to deal with the
dangers of fire. It is not, however, a
magically-oriented library, so magic-users
researching spells will have to look else-
where. The library has an uncounted
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number of books—and, in these days of
hand-written book-copying, that is quite
an amazing collection.

(16) The Collegium Arcanum. This is
Thyatis’ own school of magic. By Alpha-
tian standards, it is laughably small, but
is a good place for beginning Thyatian
magic-users to receive their initial in-
struction.

(17) The Gabrionus Theatre. This the-
atre was built by Gabrionus IV, grandfa-
ther of the current Empress. Here, great
plays and low vaudevilles are performed.
It seats 10,000.

(18) Club Row. This district is a
tightly-packed region of private clubs,
inns, bistros, taverns, small theatres, and
other entertainments catering to every
sort of taste—from the most innocent to
the most debauched.

(19) The Imperial Bakeries. It is here
that the great quantities of free bread are
baked and handed out to Citizens every
day of every year.

The GoverRNMENT District
(aka The Machine)

It is here that the imperial government
does its work—here and on the desk-top
of the Emperor, up in his palace. But the
Emperor only decides and signs; in this
district, the brute-force planning, writ-
ing, rewriting, pontificating, meeting in
committee and in secret, and other hard
work of governing take place.

The Thyatian government is also so
corrupt and therefore so predictably ma-
nipulable that this district is affection-
ately known as ““The Machine.”

This district is one of the best-policed
in all Thyatis City; guards are every-
where, in great numbers. It's easy to
bribe a government official here, but not
to kill him and get away with it.

(20) The Senate Building. This great
building has a central debate-hall which
seats 300 Senators and guests near the
floor, and 1,200 spectators (when such
are allowed) in the balconies. The build-
ing also houses great numbers of small
offices—one three-room office for every
Senator in the Empire.

(21) Ministerial Buildings. Each of
these buildings is devoted to the doings
of one of the imperium’s governing
bodies: the Judiciary and the Ministries—
Foreign Office, Home Office, Imperial
Guard (though this ministry ‘has addi-
tional offices in the Palace), Trade, War,
Title and Estate, Treasury, etc.

(22) Ambassadors’ Way. This is a series
of dwellings for ambassadors to the Em-
pire, provided free of charge. Of course,
in Thyatis, you get what you pay for—so
ambassadors with any decent amount of
money tend to leave these clean, well-
maintained but cramped quarters to rent
or buy estates of theit own.

(23) Government District Walls.

(24) Government Matket (Leechtown).
Outside the walls of the Government
District is a narrow area which caters to
the empire’s bureaucrats. It’s a small mar-
ket district where every sort of food or
other need or setvice is provided for in-
flated prices—but it’s within walking dis-
tance convenient to all the bureaucrats.

The BIocks

These are the city’s tenement areas.
Most of the city’s residents live in the
Blocks, which are great, long neighbor-
hoods of multi-story apartment quarters.

They aren’t slums by Thyatian stand-
ards (even if they would qualify as such by
modern standards). Every class of Citi-
zen, from semi-independent slaves to the
nearly rich, lives in the Blocks—which
tends to be a good thing: The neighbot-
hoods, though packed with too many
people, tend to be friendly and egalitar-
ian, unlike the snobbish districts of the
Emperor’s Hill.

The great tenement buildings are
made of wood, brick, and concrete.
There are sewers beneath, but these are
inadequate for the districts’ needs. The
sidewalks tend to be littered with trash.

The buildings occasionally do come
down, when old foundations crack or
walls give way . . . and the occasional fire
can rage unchecked for houts, consuming
block after block of residences, despite
the best efforts of fire-fighting cleric
teams and assisting magic-users. Life here
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is not necessarily safe, and certainly isn’t
comfortable . . . but it’s the best that
most citizens, including low-level player-
characters, can afford.

MeRrchanNts’ Row

This is the great mercantile district of
Thyatis. It encloses the Heart like the rim
of a wheel, brushing most of the other
districts in the city.

If the characters have an ordinary pur-
chase need, they can find it here—from
weapons and armor to livestock to slaves
to rare ingredients to food to just about
anything—magical goods and rare mon-
sters being two important exceptions.

The Estates

After the neighborhoods on Emperot’s
Hill, this is the best area in Thyatis to
live. Here, you have good residential es-
tates and many guildhalls, high-cost and
high-class businesses, and temples and
churches.

(25) High Temple of Vanya. This is the
greatest temple in all Thyatis, with a
tower-spire stretching ten amazing stories
into the sky, and a huge hall which can
seat 10,000. (Of course, there are many
smaller temples to Vanya in the city.)

(26) Brotherhood of the Grey Lady
Guildhall. Situated near the High Tem-
ple of Vanya is the guildhall for the war-
riors’ guild dedicated to her principles.

(27) Wings of Vanya Estate. Similarly
close to the Temple is the monastic estate
of the Wings of Vanya clerical order.

(28) Knights of the Air Enclave. This is
the capital city’s own Knights of the Air
facility, featuring a largish landing-
ground and beast-kennels for many
smaller and a couple of larger beasts.

(29) Alphaks’ Pit/Free Poetic Recital
Hall. This building is officially the Free
Poetic Recital Hall, which is supposed to
be some wealthy philanthropist’s contri-
bution to the arts—the story goes that he
built the hall so that all poets would have
a free forum for their art. Many do come
to recite, and attendance can be quite
good. But this is a front; beneath the
building is a secret temple to the evil Im-
mortal Alphaks. Here, his worshippers



plot mayhem and destruction. So far, the
existence of Alphaks’ Pit is not known to
the authorities. When they discover, raid,
and destroy it, not much good will come
of it; the Alphaks-worshippers already
have another site chosen and built, wait-
ing to be activated.

(30) Storm Soldiers Enclave. This is the
capital city’s center for the native Hattian
hate-society. This enclave is operated by
Hansel Oesterhaus (F15, C), son of the
Storm Soldiers’ leader Heinrich. (Of
course, Heinrich is actually the Immortal
Thanatos bearing Heinrich’s face, but the
true Heinrich fathered Hansel before he
died, and Thanatos has raised the boy to
be a good son to him.) From the front
balcony of the Enclave building, Hansel
gives stirring speeches about Thyatian
and Hattian pride and about vague
threats from impure enemies.

(31) Temple of Asterius (and Free Mar-
ket).

(32) Temple of Valerias.

(33) The Park (Foresters’ Enclave).
With a little help from magic, this estate
ground has been overgrown with vegeta-
tion. No building is allowed to stand
within its walls, and any Forester or
Vyalia elf may sleep within for free.

(34) Church of Tarastia.

(35) Hall of the Sisterhood of the
Sword.

AX€IOWN

This is the worst slum region in the city,
overbuilt with decrepit tenements,
packed full of refugees and the most pa-
thetic poor, caked with filth and dark-
ened by misery and poverty. It was
supposed to have been razed two hun-
dred years ago during a period of city ren-
ovation. But the city government didn’t
teckon with the Shadow-Hand (the
Thieves’ Guild), which liked this fore-
boding district the way it was—and used
murder, blackmail, and bribery to keep it
that way.

It’s here that the Shadow-Hand has its
nasty underground headquarters and re-
cruits its most desperate minions.

(36) Shadow-Land. Beneath this block
of slums—no less decrepit, but better-

reinforced than those surrounding it—is
avirtual dungeon which serves as the base
of the Shadow-Hand. Its location is
known to the authorities, but they choose
not to touch it: Whenever they destroyed
a Thieves’ Guild base in the past, the
Shadow-Hand has made terrible repris-
als, usually assassinations and burnings of
areas of the Blocks.

The ZeNdrolium

This is the military headquarters of
Thyatis City. It's a walled compound
where most of the empire’s military forces
are represented. Included here are:

(37) Fort Zendrolium. This is the com-
bined army/cavalry base; 3,000 troopers
are stationed here.

(38) Retebius Air Fleet Enclave. The
Air Fleet maintains a small force here, in-
cluding 100 pegasus riders, 20 griffon
riders, and 5 dragon ridets.

(39) Blackrock Prison. This isn’t just a
military prison—it’s the throw-them-
away-and-leave-them hole for all of Thy-
atis City's wofst convicts.

The Greater HARDOR

This is the civilian harbor area, with its
piers and quays, its great warchouses, and
its own market districts.

The Lesser HARbDOR

This is the naval adjunct to the Zendro-
lium; it is here that the navy keeps a siz-
able war-force, and here too are several
shipbuilding facilities.

GranNd Duchy of
TeRreENtias

Population: 25,000 (including towns;
60% human, 40% elvish).

Description: This island is one of the
greatest bones of contention between
Thyatis and the Minrothad Guilds. Both
have claimed the island in centuries past;
Thyatis has owned it more or less consist-
ently for the last two hundred years, but
bad feelings take a long time to die (espe-
cially among long-lived Minrothad
elves).
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Customs: The citizens of Terentias are
either traders, sailors, pirates, or admirers
of traders, sailors, and pirates. A charac-
ter visiting inns and taverns in the town of
Crossbones had better know his way
around a ship; and if he can tell rousing
stories of his own naval exploits, he prob-
ably won’t have to buy his own meals or
drinks for a while.

Sites: The town of Crossbones (popula-
tion 5,000) is the island’s capital and
home of the fortress of Archduke Deren-
tarius. A lot of trade comes through the
city, and a lot of pirate vessels thinly dis-
guised as traders make Crossbones their
permanent port. It’s a pirate city, full of
thieves, rumors, and adventure.

Protectorate of
BORrydOs

Population: 5,000 (500 soldiers, 4,500
prisoners).

Description: Borydos is as described in
the ““Overview of Thyatis” section in
Book II.

Regulations: Just about everything
having to do with insolence to a military
man is a whipping offense; anything
more severe, such as assault on a soldier, is
a capital crime.

Sites: Fort Borydos is where the mili-
tary garrison works, trains, and maintains
the only boats on the island. It’s very hard
for the ill-fed and ill-equipped prisoners
to break in to steal a ship and escape . . .
and it’s impossible for them to escape any
other way, without powerful outside
help.

Protectorate of

CarytioN

Population: 5,000 (including villages).
Description: This island is as described

in the “Overview of Thyatis” section of
Book II.
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Protectorate of
Sclaras

Population: 5,000 (250 estate-masters,
1,250 apprentices and family members,
3,000 slaves and servants).

Description: In just about every power-
ful land, there’s one retreat where power-
ful magic-usets can escape the mundane
world. In Thyatis, it is the island of
Sclaras. Sclaras is an inaccessible island—
it is a rolling, deeply forested land sitting
atop cliffs, cliffs which face the sea at
every point.

Sclaras is officially the property of the
throne; but unofficially, for the past three
hundred years, emperors and empresses
haven’t dared touch it. By ancient tradi-
tion, Sclaras is gridded off into approxi-
mately half-mile by half-mile estates,
around 250 of them. Each is owned by a
wizard who has achieved ultimate mas-
tery (36th-level) and can be owned by no
lesser wizard. When one wizard dies or
decides to abandon his property, all his
goods are sent off to his relatives and the
next wizard on the “waiting list” may
claim an estate.

Regulations: There are no laws on
Sclaras, except one: It is unlawful to enter
the estate of another wizard without his
permission. If a wizard can prove that an-
other has done so, the offender has for-

feited his estate—and may even be
killed, if the offended party can manage
it. Flying at an altitude of 1,000’ or more
above an estate does not constitute enter-
ing the estate.

Customs: The wizards on Sclaras tend
to avoid one another, but are usually pro-
fessionally cooperative when they
encounter one another—it’s bad luck for
anyone to offend a great wizard, even for
another great wizard.

Historical Notes: It’s not known how
long Sclaras has been maintained in this
fashion, but ancient rumor has it that
Empress Valentia was the first estate-
holder on Sclaras.

Personalities: Many famous Thyatian
wizards have estates here, including
Triella (Duchess of Mositius) and Deme-
trion (Magist to the Emperor). Player-
characters can acquire estates on the
island by the means described above;
when they reach 36th-level as magic-
users, you can assume that there are
openings enough for them to have es-
tates. These estates do not constitute do-
minions.

ON the Sea-Routes
of Trade

GAZ 9, The Minrothad Guilds, contains
some excellent and helpful information
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about the use of sea-trade in your Known
World campaign. But if you center your
campaign around Thyatis or Alphatia,
you’ll want to change some of the infor-
mation contained on GAZ 9’s map of the
“Major Known Trading Routes.”

First, the island of Terentias is on the
Vorloi-to-Kerendas stretch; most ships
hug the northern coast, while many jump
down from Rugalov to Terentias and then
up to Kerendas. Also, the Minrothad-to-
Gapton route continues on to Terentias
and then to Kerendas.

Second, Kerendas does not import
grain——it exports grain.

Third, there is a trade-route option
from Tel Akbir to West Portage. Ships
dock at West Portage and offload their
cargo, which is carried across to East Por-
tage and loaded onto vessels of the same
line. From East Portage, they may be
taken down the Ekto-Trikelios-Edairo
route, or up to Dunadale and east to
mighty Aasla.

Fourth, it may seem strange to you that
Aasla imports silk when Alphatia is an ex-
porter of their home-grown spider-silk—
but this is actually correct. Aasla imports
the more normal silks in abundance be-
cause Alphatia’s sumptuary laws forbid
commoners to wear spider-silk . . . but
commoners may wear normal silk.
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Your characters may spend a lot of time in
the great city of Thyatis—between ad-
ventures, during city adventures, and so
forth.

Here, we’ll describe several of the
NPCs they might meet while here. Natu-
rally, they’re not likely to meet the Impe-
rial Family when first-level heroes; you'll
want to introduce them to these NPCs at
times and under circumstances appropti-
ate to their relative stations.

The magic-usets presented here are not
given a list of Spells Known and Spells
Carried. To save space, three different
types of Spells Carried lists are given at
the back of this book, under “Appendi-
ces”” If you want to know what sort of
spell an NPC mage is carrying, check his
level, decide what sort of situation he’s
in, and compare that to the charts in the
back of the book.

ThiNncol 1 TORION

Emperor of Thyatis (Thincol the Brave,
Thrainkell Torson)

History: Thincol was born in AC 938.
His actual name at birth was Thrainkell
Torson: he was the son of Tor, a well-
regarded shipwright of Oceansend. But
he grew up impatient and ambitious,
contemptuous of his family’s slow and
gradual climb to comfortable wealth. He
wanted fame and fortune fast, and so, in
AC 956, he traveled to Thyatis City—
Oceansend still being a Thyatian colony
at the time. In Thyatis, his fighting abil-
ity and dramatic sense of style soon made
him the city’s cutrent favorite in the glad-
iatorial arena. The Thyatians called him
“Thincol,” a pronunciation of his name
more pleasing to their ears, and he was
known as Thincol the Brave.

Four years later, though, the Alphatian
Spike Assault smashed into the city and
nearly led to Thyatis’ conquest. Thincol
organized a force of gladiators, scattered
military personnel, and adventurers, and
led a crushing counterattack which drove
the Alphatians out of the Palace and out
of the city. Once in command of the Pal-
ace, he persuaded the young Princess Ga-
briela, whose father the Emperor had just
perished by.Alphatian magics, to marry

him so that he could lead the Empire
back to strength. She agreed, and so by
virtue of a foreign invasion and catastro-
phe a northern gladiator became Em-
peror of Thyatis.

In the years since, he has done exactly
as he promised, using every tactic known
to him to strengthen the Thyatian mili-
tary might, subjugate and dominate sur-
rounding  territories, harry the
Alphatians—without actually quite go-
ing to war—and rearing a family in his
traditions, children strong enough to
take his place when his time comes.

Personality: Thincol is a hard, ruthless,
uncompromising man. His greatest re-
wards came in the gladiatorial arena, and
he sees every competition as a gladiatorial
duel: Anyone who opposes him forfeits
his own life, subject to Thincol’s mercy
(and sometimes affected by the senti-
ments of the “‘audience” —his court and
the rest of the world). His friendships are
all expedient: If a friend becomes of no
further use to him, or angers him, this
friend is abandoned ot betrayed at the
earliest opportunity. He evinces true love
only for his children—and doesn’t let his
court see even that, for fear that someone
might use his children against him.

Appearance: Thincol is 6’3" and 180
Ibs., built like a championship athlete.
His features are hard and hawklike, his
eyes sharp and raking. His chest and
limbs bear numerous scats, and one par-
ticularly livid scar starts at the center of
his forehead and straggles down to end
just over his left eye. His hair is dark
brown and beginning to bald; he goes
clean-shaven; his eyes are black. He
dresses in royal purples lined with gold,
and when fighting in the field wears a
purple-and-gold surcoat over his armor.
His apparent age is eatly 40s, carefully
maintained by potions of longevity; his
real age is 62.

DMing Notes: Thincol is the wily and
treacherous Emperor of Thyatis. Player-
characters could earn great rewards in his
service, but must be clever enough them-
selves always to be useful to him—
otherwise they’ll end up betrayed and
spitted at their first mistake. He is quite
happy to appeal to adventurers’ pattiot-
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ism and send them off to suicide missions
which will benefit himself or the Empire.

Combat Notes: 36th-level fighter; AC
7 (unarmored, Dexterity bonus) or -4
(suit armor +2, Dexterity bonus); hp
130; MV 120’ (40') unarmored, or 30’
(10") in suit armor; #AT 4; D 1-10+5
(Strength bonus and two-handed sword
+2: Save F36; ML 10; AL N; S18 I15
W13 D17 Col8 Ch16; Languages: Thy-
atian, Alignment (Neutral), Alphatian;
General Skills: Profession of Gladiator
(I); Profession of Shipbuilder (I); Intimi-
dation (S), Muscle (S), Wrestling +1
(S +1), Military Tactics (I), Danger Sense
(W), Detect Deception (W), Alertness
(D), Riding Horses (D), Leadership (Ch),
Persuasion (Ch).

Magical Items in Possession: suit armor
+ 2, two-handed sword + 2, rod of parry-
ing (carried as his seal of office).

Gabricla TORION
Empress of Thyatis

History: Gabriela was the youngest
daughter of Emperor Gabrionus V—
pampered daughter of a doting father.
When the Alphatian Spike attack threat-
ened to reach Thyatis, Gabrionus ordered
her and her favorite ladies’ maid to switch
clothing. Garbed as her maid, Gabriela
had to watch as her patents and five sib-
lings were cut down by the jubilant Al-
phatian wizards leading the attack.

She was ‘“rescued,’ in the sense that
her family’s murderers were chased off,
when Thincol the Brave led a counter-
attack to the vety palace. The court-
knowledgeable Thincol recognized her in
spite of her disguise and, in a brilliantly
persuasive display, declared his love for
her and for the empite she now was forced
to rebuild alone. Young and impres-
sionable—and as besotted with the hero-
gladiator Thincol as every other woman
in Thyatis City—she unhestitatingly
agreed when he said she must marry him
so that he might lead the Empire back to
glory.

So in only a short time, she went from
pampered princess, to tetrified captive,
to love-struck empress . . . to discarded
puppet. Thincol wooed her, married her,
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fathered children upon her, but never re-
ally cared for her. He kept her for the sake
of legitimacy and his children, but took
mistresses as it pleased him and ignored
her most of the time.

Personality: Over the years, she has
grown depressed and old both in body
and spirit. She will not take the potions of
longevity her husband acquires for her.
She haunts the back corridots of the pal-
ace like a grey ghost, speaking to few but
her children, waiting for herself or her
husband to die but unwilling to speed ei-
ther process along.

Appearance: Gabriela is 52" and 135
Ibs. Her hair is greying black, her eyes a
faded brown. Her features are careworn
and she usually seems distracted. She
dresses well, for her ladies-in-waiting
choose her garments, but she no longer
cares about her appearance. She is 56.

DMing Notes: Gabriela exists as an
embarrassment and problem for the Em-
perot. He doesn’t love her, never has, but
he would wish her to be happy and
healthy for the sake of his children—and

appearances. Wete a group of PCs ever to
accomplish some miracle of persuasion in
an adventure—changing the mind of a
famous and stubborn NPC over some
long-standing feud or point of honor—
Thincol would hear of it and hire them to
try to bring Gabriela around. If they suc-
ceeded in persuading her to “return to
life)” begin taking the potions he ac-
quires for her of her own free will, and so
forth, the heroes would be well-
rewarded. On the other hand, if they
failed, he might just try to have them
killed—it wouldn’t do to have normal
adventurers knowing so much about the
Empress’ fragile state of mind.

Combat Notes: Normal Woman; AC
9; hp 4; MV 120’ (40'); #AT 1; D 1 point
(unarmed); Save F1-1; ML 12; AL L; S9
I11 W14 D15 Coll Ch15; Languages:
Thyatian; Alignment (Lawful). General
Skills: Knowledge of Emperor’s Palace
+3(1+3).

Eusebius ToOrioN
Prince of Thyatis, Count of Lucinius

History: Eusebius, oldest child and
only son of Thincol and Gabriela, was
born in AC 261. Nominally raised at
home—by wvalets and soldier-com-
panions—Eusebius entered the West
Reach cavalry officers’ academy at age 18
and spent a dozen years as a good cavalry
officer, rising to the rank of Captain. At
age 30, he resigned his commission at his
father’s request and came home to “learn
the business” —the business of ruling the
Empire. He married at 32, seven years
ago, and now has two children of his
own—grandchildren for the Emperor.

Personality: Eusebius is very much his
father’s son, only not so rash and
impatient—he has a cold, chilling calm-
ness about him. Like his father, he loves
little but his family and the life of the
ruler, and is bright and canny enough to
rule strongly when he takes the throne—
some day. Secretly, Eusebius has his own
timetable for this; he reasons that in an-




other ten years or so, he will be ready to
“retire”” his father and assume the throne
himself. He hasn’t yet decided how far he
will go to retire his sire; at the moment,
he is only willing to kidnap the man and
incarcerate him somewhere far away. But,
with admirable forethought, he is se-
cretly building himself an organization of
supporters—getting loyal fighters ap-
pointed to the imperial guard and key
military positions, making friends with
specific children of specific foreign rulers
and with famous adventurers, etc.

Appearance: 6’1", 170 lbs.; brown
hair and eyes, goes bearded; has craggy
but impassive features and flat, cold eyes;
wears white dress uniform with no unit
insignia; age 39.

DMing Notes: At a point in the PCs’
careers when they are becoming famous
and powerful—around Name level, or
later, as it occurs in your campaign—
Eusebius will become their friend, fixing
problems for them, helping them in their
quest to acquire dominions, etc. He is
trying to win their loyalty to him instead
of his father, and any clever PC should
eventually be allowed to figure this out
with an Intelligence check—or perhaps
the player will figure it out without a die-
roll. In any case, being the “friend” of
Eusebius is the same as being that of
Thincol: If a character remains useful to
the prince, and is both difficult and costly
to betray, he will remain in Eusebius’
good graces and continue to profit from
the relationship. Otherwise, look out.

Combat Notes: 18th-level fighter; AC
9 (unatmored) ot 0 (plate mail +2,
shield); hp 55; MV 120’ (40") unarmored,
ot 90' (30') armored; #AT 2; D 1-8+4
(Strength bonus and normal sword +2);
Save F18; ML 10; AL N; S17 116 W10
D12 Col3 Ch12. Languages: Thyatian,
Alignment (Neutral), Elvish (Vyalia dia-
lect), Alphatian. General Skills: Intimi-
dation (S), Knowledge of Horses (I),
Mapping (1), Military Tactics (I), Tracking
(1), Animal Trainer (Horses) (W), Riding
(Horses) (D), Deceive (Ch), Leadership
(Ch), Persuasion (Ch).

Magical Items in Possession: plate mail
+2, normal sword +2, ring of human
control, amulet vs. crystal balls & ESP.

StefaNia TORION
Princess of Thyatis

History: Stefania is the second child,
oldest daughter, of Thincol and Gabriela.
She was named after Thincol’s friend Ste-
fan Karameikos, back when he was Thin-
col’s friend (before he abandoned
Thyatian ways and ran off to rule his own
nation). Born in AC 970, she was in-
structed from youth in her role as some-
thing for Thincol to marry off to forge
powetful political alliances—and she re-
belled at that role. Nevertheless, at 14 she
was betrothed to a princeling of Ostland,
and at 17 she was forcibly wed to him. On
her wedding night, she stabbed her hus-
band to death.

The result was a substantial weakening
of Thyatis’ relationship with Ostland and
a tantrum from Thincol that has gone
down in palace legend. Thincol protected
his daughter from any legal ramifications
or foreign reprisals . . . but he ignored
her, did not speak to her or acknowledge
her presence for six months, all but aban-
doned her. Her brother sided with Thin-
col; her mother was sympathetic but too
distant to offer much support; her sister
was too young.

She turned for support to Demetrion,
the Emperor’s magist, and that canny fel-
low told her to simply leave—to run away
from home, as the common folk did—
that only by making something worth-
while and achieving her own power could
she earn her fathet’s respect.

That she did, and became an adven-
turer, swordswoman and heroine of
Duchy Machetos—with her hair dyed
black and with her new name of Deme-
tria. Years later, in AC 995, when she was
fighting a well-publicized duel with a
similarly notorious fighter, and handily
winning, the Emperor recognized her

. and relented. Confronting her, he
requested her to return to the palace, on
her own terms.

She has retired the Demetria identity
without letting it be known that Deme-
tria and Stefania Torion are one and the
same; from time to time, when the mood
strikes her, she takes up her own calling
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and goes adventuring. In the time she has
been back in Thyatis, however, she has
been successfully wooed by Anaxibius,
the city’s current favorite in the gladiato-
rial arena, and the two are conducting a
passionate affair—in spite of (or because
of) the Emperor’s obvious disapproval.

Personality: Stefania has learned to live
on her own terms and will stop at nothing
to keep that right. To those who do not
threaten her freedom, or who do not con-
descend to her because she’s a pampered
princess, or who do not prejudge her be-
cause of her slaying of her husband, she
can be a good friend.

Appearance: Stefania is 5'10” and 140
lbs, in excellent fighting shape. She has
flaming red hair and blue eyes naturally,
or black hair and blue eyes in her Deme-
tria identity. She dresses in high-quality
clothing cut like a militaty uniform as
Stefania, and wears green adventuring
garb (with black leather accoutrements)
as Demetria. Age 30.

DMing Notes: “Demetria” is another
way for the PCs to slip into the circle of
the Imperial family without actually
knowing it. Demetria adventures occa-
sionally and could ally herself with a
player-character party when doing so.
Stefania slips out of the palace quite of-
ten to visit Anaxibius, and could be set
upon by kidnappers when doing so;
while this is likely to bring more grief to
the kidnappers than anyone else, there
could be enough of them that a player-
character rescue is in order.

Combat Notes: 15th-level thief; AC 1
(Dexterity bonus, and leather armor
+3); hp 45; MV 120’ (40’); #AT 1; D 1-
8 +2 (sword + 1, see below and Strength
bonus); Save F15; ML 6; AL C; S14 113
W15 D18 Col3 Ch16. Languages: Thy-
atian, Alignment (Chaotic), Elvish
(Vyalia). General Skills: Lip Reading (I),
Signalling (Thief-Signals) (I), Detect De-
ception (W), Gambling (W), Riding (D),
Acting (Ch), Music (Stringed Instru-
ments) (Ch), Singing (Ch).

Magical Items in Possession: leather ar-
mor +3; sword +1, flames on
command, Int 7, chaotic, sees invisible,
named Thrainkell.
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TRrReEDORIAN

Prince of Alphatia (Youngest Son of
Eriadna the Wise)

History: Tredotian was born 17 years
ago, son of Eriadna the Wise (Empress of
Alphatia) and General Torenal of Sunds-
vall. Like all of Torenal’s children, Tredor-
ian has absolutely no ability with
magic. He was visiting his brother,
King Ericall of Norwold, a year ago—he
was hoping to earn a dominion in
Norwold someday, a dominion where he
would not be looked down upon because
of his lack of magical abiiity. While he
was in Alphas, he got very drunk on a
pub-crawling spree . . . and woke up in
the hands of Thyatian agents sailing off
with him as a prisoner of Thincol.

Pity the poor agents. Thincol didn’t
want them to cause any scenes, just to
gather information. This was certainly a
scene. Thincol killed them, of course,
and for a while it was against the law to
remove their heads from the pikes at the
city gates.

Inevitably came Eriadna’s demand for
the return of Tredorian. But the wily
Thincol, seeing that Tredorian might
flourish in Thyatis (where non-magic-
usets face no discrimination) and might
switch allegiance to Thincol, and know-
ing that his own children were far more
loyal than Eriadna’s were, had a counter-
proposal to make.

Thincol sent his own youngest daugh-
ter Asteriela to be a counter-hostage,
smoothly commenting that both empires
might profit from this cultural exchange.
Eriadna, for once, agreed with the Thy-
atian. So the two great powers traded
children.

Personality: Tredorian is a hesitant and
slow-speaking young man, perhaps because
of all the years he grew up powetless in the
Alphatian imperial palace. He has taken
well to life in Thyatis, and is learning to
fight and depend on himself. As Thincol
predicted, he is looking to the Emperorasa
second father, and his loyalties will proba-
bly end up with Thincol. (But Thincol was
too arrogant to guess that the same process
would take place between Princess Astetiela
and Emptess Eriadna . . . )

Appearance: 5'9", 150 lbs; brown
hair and eyes; clean-shaven; common
Alphatian coloration; wears trousets, tu-
nic and accoutrements in royal blue,
with a patch of Alphatia’s flag on his
shoulders; age 17.

DMing Notes: When Tredorian and
Asteriela are traded back again, each will
be a weak link to the ruling parent, be-
cause his/her loyalty will lie elsewhere.
For now, Tredorian is learning to fight—
and the Emperor often hires trustworthy
adventurers with distinctive swordplay
styles to train him. He is also training to
be a Knight of the Air, which could put
him in contact with the PCs. These are
good opportunities for the PCs to meet
someone who may one day command
some political power in Norwold or other
Alphatian lands . . . and will always have
Empress Eriadna’s ear.

Combat Notes: 4th-level fighter; AC 2
(plate and shield); hp 25; MV 120’ (40")
unarmored, or 90’ (30") atmored; #AT 1;
D 1-8+2 (from Strength bonus); Save
F4; ML 4; ALL; S17 I15 W18 D12 Coll
Ch13. Languages: Alphatian, Alignment
(Lawful), Thyatian. General Skills:
Knowledge of Alphatia (I), Profession of
Sailor (I), Alertness (D), Riding +1
(Horse) (D + 1), Riding (Pegasus) (D).

DeMetRION
KarageNteropolus

Magist to the Emperor

History: Demetrion was born 105 years
ago, son of a military officer in Julinius.
He ran away from home at 15 and wan-
dered the world, eventually becoming
apprentice to an adventuring magician
and then becoming such a magician him-
self. He retired at the age of 60, to live on
the istand of Sclaras . . . but then, in AC
959, the Alphatians began their famous
Spike assault. He returned to Julinius to
protect his surviving family, and followed
the invading Alphatian force into Thyatis
City, where he had a great deal to do with
the success of Thincol’s counter-attack.

After Thyatis was secute once again,
Thincol employed Demetrion for a mas-
sive fee. Demetrion is Magist to the Em-
peror, and a consultant to the Retebius
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Air Force on matters of defense against
the magical Alphatian forces.

Personality: Though he’s aged, Deme-
trion is not a retiring personality. He's as
powerful as a wizard can be and so does
exactly as he pleases without fear of re-
prisal from Thincol. He counseled Stefa-
nia to run away from home and later
admitted the fact to Thincol. He has criti-
cized the Emperor to his face for the
man’s treacherous dealings and neglect of
Gabriela. In a land known for its treach-
ery, he promotes honor and trustworthi-
ness, and will sometimes fund
adventuring expeditions organized by
Lawful (or at least honorable) adventur-
ers. He makes the potions of longevity
used by Thincol, and crafts magical
weapons for some members of the royal
family—but doesn’t make any items with
bonuses above + 2 (too much work, in his
opinion). He’s also fond of practical
jokes, often involving monster summon-
ing spells. And he’s a member of the
Knights of the Air—a Dragon-Knight,
riding golden dragon Hytiliaph.

Appearance: Demetrion let himself
age naturally to age 65 or so, until the Al-
phatian Spike assault, but later decided
that he needed to be physically younger
and more vital if he was to be Magist to
the Emperor. So he has taken potions of
longevity to return his physical age to
about 35 . . . while using disguise spells
(from the “‘Character Creation” section
in Book III, Players’ Guide to Alphatia)
to maintain his 65-year-old appearance.
He wears his aged appearance for his ordi-
naty duties, taking on his younger ap-
pearance when he needs to travel
anonymously. When doing so, in a sort of
tribute to Princess Stefania’s use of the
feminine form of his name, he calls him-
self Stefanius. He is 510" and 150 lbs.,
Thyatian ancestry, real age 105, in either
form. As Demetrion: white hair and
beard, brown eyes, wears white robes
with red trim and accoutrements; appar-
ent age 65. As Stefanius: black hair and
beard, green eyes; wears nondescript
trousers, tunic, boots and belt; apparent
age 35.

DMing Notes: Demetrion is a behind-
the-scenes doer of deeds in the Empire’s

A



best interests—or so he believes. He cot-
rectly and honestly advises the Emperor
on matters magical. But when the Em-
peror or the empite does something with
which he disapproves, he’ll sometimes
leak information on the misdeed to inter-
ested parties, using his Stefanius identity.
For example: “There’s a ship, by name
the Black Moon, leaving Julinius five days
from now. It looks like a normal
merchant-man, but it’s actually carrying
gold to hire mercenaries to harrass the
Oceansenders. I don’t think Oceansend
needs any more trouble . . . and I don’t
think the crew on that ship is behaving
vety propetly, or ever has in the past . . .
and I think a nice party of adventurers
like yourselves could make much better
use of all that gold. Don’t you?”

Combat Notes: 36th-level mage; AC
9; hp 70; MV 120’ (40'); #AT 1; D 1-4 +2
(dagger +2); Save MU36; ML 8; AL L;
S12 118 W14 D11 Col7 Chls. Lan-
guages: Thyatian; Alignment (Lawful);
Alphatian; Alasiyan; Elvish (Vyalia).
General Skills: Doctor (1), Knowledge of
Herbal Medicines (1), Knowledge of Al-
phatian Magical Military Tactics (I), Pro-
fession of Teaching (I), Alchemy (I),
Alternate Magics (I), Magical Engineer-
ing (1), Planar Geography (I), Guidance/
Counsel +2 (W+2), Riding (Horses)
(D), Riding +2 (Dragons) (D +2), Per-
suasion (Ch).

Magical Items in Possession: bumber-
chute (from the “Knights of Thyatis”

chapter of Book II, Players’ Guide to
Thyatis), ring of djinn summoning, ring
of regeneration, crystal ball with clairau-
dience.

ANaxibius
Gladiator

History: Anaxibius grew up in poverty
and left at a youthful age for the adven-
turing life. He amassed a huge fortune
and came to Thyatis City five years ago to
buy properties and bring his family here
. . . but was cheated out of his fortune by
a clever Thyatian banker, who skipped
town with the entire amount. Having hit
rock-bottom, Anaxibius entered the
gladiatorial arena to earn himself a few
coins for food. But he won his first match,
and his theatrical fighting-style endeared
him to the crowd. He continued fighting
in the arena to get enough money for pas-
sage home . . . and kept winning. He
stayed around long enough to go back
home in style . . . and, a year later, he
brought his family from Machetos and
settled them in a large manor in The Es-
tates. Three yeats after that, he bought
himself an estate in the wealthiest district
on Emperor’s Hill. During the course of
all these events, he has become the most
popular figure in Thyatis City, including
the Emperor, and has begun an affaire
d’amour with the Emperor’s daughter
Stefania.
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Personality: Anaxibius’ life seems, in
part, to mirror the Emperor’s early years

. . and it’s true that the man has ambi-
tion. But he’s not Thincol, and isn’t woo-
ing Stefania to have a chance at the
imperial throne. His passion for her is
genuine—and probably star-crossed, un-
less one of them goes through a change of
alignment. His goal is simple: He wants
to amass enough gold to buy Duchy Ma-
chetos for his father—and subsequently
for himself, when his father decides to
rule no longer. This would take an enot-
mous series of bribes to various senators
and to the current Duke of Machetos, and
a lot of time and trouble to arrange . . .
but he’s arranging it.

Anaxibius is popular in the arena be-
cause he almost always wins his bouts,
conducts himself with a chivalric code far
loftier than that of his opponents or even
most Thyatian knights, and has tremen-
dous personal magnetism. He’s not the
greatest fighter in the world—is not as
good as Thincol, for instance—but he is
arguably the most popular.

Appearance: 6’4", 200 lbs; black hair
and eyes; dresses in bright red gladiator
kilts, red-enamelled leather armors, red
boots and bracers (in public); age 30.

DMing Notes: Anaxibius could hire
PCs as negotiators to the Duke of Mache-
tos, to begin the process of (illegally) buy-
ing that dominion; he can hire thief-PCs
to help him sneak into the Palace (a
daunting proposition!) for an important
rendezvous with Stefania; and he’s always
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on hand when they visit the arena. Em-
peror Thincol could hire or persuade the
PCs to spy on Anaxibius, especially when
he is with Stefania, to try to determine
the man’s real political ambitions.
Combat Notes: 30th-level fighter; AC
2 (leather armor +2 and Dexterity bo-
nus) in public appearances, AC —1
(chainmail + 2-equivalent gladiatorial
armor, shield, and Dexterity bonus in the
arena; hp 90; MV 120’ (40’) in public, 90’
(30")in the arena; #AT 3; D 1-6 +6 (short
sword +3 and Strength bonus); Save
F30; ML 10; AL L; S18 I11 W13 D18
Co12 Ch18. Languages: Thyatian, Align-
ment (L). General Skills: Intimidate (S),
Wrestling (S), Profession of Gladiator (I),
Knowledge of Corrupt Senators (I), Sur-
vival (Forest) (I), Danger Sense (W), Al-
ertness (D), Riding (Horse) (D), Acting
(Ch), Bargaining (Ch), Persuasion (Ch).
Magical Items in Possession: leather ar-
mor +2, chainmail + 2, short sword + 3.

Helena DaphNotarthius —
Cletic of Valerias

History: Helena was born daughter of a
garrison officer at Seagirt in the Peatl Is-
lands, and so grew up where cultures
clashed—where the stern, organized
Thyatian navy rubbed shoulders with the
cheerfully chaotic Nuari peoples. Helena
grew up heavily influenced by the two di-
vergent elements, discipline and duty vs.
individualism and self-will.

Her personal quest for a sense of iden-
tity led her to the Temple of Valerias, a fi-
ery Immortal of love and war, and she
became a cleric of that temple. Since that
time, she has wandered the Empire, pro-
moting the virtues of her clerical order,
adventuring, seeing the world.

Personality: Helena is best described as
fiery—fiery in anger, in romance, in the
pursuit of the things she wants. Her great
desires in life are to see the world, to live
life to its fullest (seeking adventure and
romance wherever she goes), to support
her church and its doing wherever she
goes, and to promote the questionable
virtues of reckless abandon and thought-
less enjoyment to the mainland Thy-
atians, whom she views as being
cold-blooded and far too efficient.

Appearance: Helena is 5'6”, 130 lbs;
red hair and blue eyes; dresses in heavy
armor with a red surcoat decorated with
yellow flames (the same design is painted
on her shield); she is in her late teens or
early 20s.

DMing Notes: Helena is an interesting
encounter ot perhaps a recurring NPC for
your players to meet. She works well in a
variety of roles: '

She can be the overambitious adven-
turer who bites off more than she can
chew and must be rescued from some vil-
lain’s dungeon. To give the PCs some rea-
son (other than doing good) to rescue her,
you could make her an integral part of
one of their investigations; only she has
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the next clue in the chain of clues they’re
following to some end, and to get her
clue they must break her out of prison.

She can be the great romance in the life
of one of the male PCs. She could run
into the PCs in any between-adventures
stopover in a town o city and fall in love
one of the PCs there. After a madly pas-
sionate but brief romance, she disap-
pears, but the PCs encounter her again
and again over the yeats as she shows up
in the least likely places—sometimes on
their side, sometimes as an enemy.

Combat Notes: 4th-level cleric; AC 2;
hp 21; MV 90’ (30'); #AT 1; D 1-6+2
(war hammer plus Strength bonus); Save
C4; ML 10; AL N; S17 111 W15 D12
Co15 Chl7. Languages: Thyatian, Align-
ment (Neutral). General Skills: Riding
(D), Honor Valerias (W), Intimidate (S),
Knowledge of Peatl Islands (I).

Magical Items in Possession: None.

TaNarobi Nuar
Pearl Island Consul

History: When Tanarobi was 30, a re-
spected warrior, husband, father of four
children, his youngest brother decided to
leave the Islands to see the wide world.
That brother, Bolotobi, was 17 and as
green as the sea—that’s a Nuari expres-
sion meaning that he was as ignorant as
it’s possible to be and yet breathe.



Bolotobi booked passage on a ship
bound for Thyatis City, and that is the
last any of his kin ever saw of him.
Months later, they received a dry, impar-
tial letter from the city guard of Thyatis
City, clinically stating that the young
man had been killed by city guards while
he was committing a crime. It had taken a
long time to uncover the yonng man'’s
identity, hence the delay of several
months between his death and the send-
ing of this letter.

Tanarobi followed his brothet’s path to
Thyatis City to find out all the details of
his brothet’s death, and they turned out
to be grim indeed. Soon after Bolotobi
reached Thyatis City, the young man had
been duped by a local criminal gang. The
gang convinced him that they were en-
deavoring to win a bet—they'd win a
wonderful party and night on the town if
one of their members could climb a cet-
tain tower during a certain hour of night,
enter the tower through a specific win-
dow, and let down a rope for his cronies.
Bolotobi was only too happy to help, but
unfortunately this wasn’t a challenge
task—it was a robbery. A city guardsman
saw it during its commission and shot Bo-
lotobi with a crossbow; the young Pearl
Islander fell to his death.

Tanarobi was appalled at the ease with
which his brother had been tricked to his
death; looking into the situation further,
he discovered that most Pearl Islanders
coming to Thyatis City were just as igno-
rant of the ways of these “civilized men”
as his brother had been, and thus just as
easy to dupe. The Peatl Islands had a con-
sulate in Thyatis City, a place like an em-
bassy where Nuati could come for help
and advice; but this fact was not widely
known and the consulate was not an im-
portant ot particularly vigorous office.

So Tanarobi decided to change that sit-
uation. He applied for a position within
the consulate, and brought his family up
to Thyatis City. Through determination
and diligent, hard work, he became chief
consul within a few years. He made sure
that all Pearl Islanders sailing from the
port at Seagirt and arriving at Thyatis
City knew that the consulate was there to
advise them. In short, he so changed the

tole of his consulate that he always had
work to do, but today, some 20 years after
he arrived in Thyatis City, among the
Pearl Islanders his name is widely known;
he is honored among his people for his ef-
forts on their behalf.

Personality: Tanarobi is best described
in terms of his sense of duty. He’s not
haunted by the tragedy of his brother;
that was a sad, sad incident, but is buried
two decades in the past. However, the
thought that sheer guileless innocence
could kill more of his island peoples dis-
turbs him as intensely now as it did when
his brother died, and he works just as
hard now as he did then. He’s full of ad-
vice and recommendation for young trav-
elers and visitors, not just those of Nuari
ancestty; but he knows the difference be-
tween a ranting old man and an enter-
taining storyteller, and tries to tell his
advice in small, interesting bits instead of
long, boring discourses.

Appearance: Tanarobi Nuar is a
middle-aged Pear! Islander, still fit
though he hasn’t wielded a spear in ac-
tual combat in some 20 years. He is
5'11", 160 Ibs; greying black hair and
eyes; clean-shaven. He dresses as a Thy-
atian, and speaks the language like a
native—there is no giveaway Nuari
accent coloring his speech.

DMing Notes: In a campaign,
Tanarobi is a helpful advisor to players.
He’s especially easy to bring into a cam-
paign if one of the PCs is from the Pearl
Islands; every Islander in Thyatis City
knows that he can get advice and some-
times help from Tanarobi Nuar. But the
consulate is not his whole life, and he can
bump into PCs in the streets, at govern-
ment functions, and at good taverns.

Combat Notes: 6th-level Rake (Non-
Thief Thief); AC 5 (leather armor and Dex-
terity bonus); hp 17; MV 120’ (40'); #AT 1;
D 1-6+1 (short sword and Strength bo-
nus); Save T6; ML 8; AL L; S13 113 W15
D17 Col2 Ch14. Languages: Nuari, Thy-
atian, Alignment (Lawful). General Skills:
Sailing (D), Riding (D), Knowledge of
Thyatis City (I), Knowledge of the Thy-
atian Empire (I), Knowledge of the Pearl Is-
lands (1), Singing (Ch).

Magical Items in Possession: None.
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DylaN SON Of PENN
Gladiator/ Adventurer

History: Dylan’s tribe, a branch of the
extended Raven tribe of the Hinterlan-
ders people, was the clan which resided in
Raven Scarp, the original meeting place
of all the Raven tribes. Dylan’s father
Penn was son of the chief in those days.
Twelve years ago, when the Thyatians
came to the Hinterlands, they overran
Raven Scarp and captured it. Penn'’s fa-
ther died in that invasion, and Penn,
heir-appatent to the chieftainship, sut-
rendered to the invaders. Penn’s son Dy-
lan was less than ten yeats old at the time,
but has grown up keenly feeling the
tribe’s contempt for his father Penn.

When he reached his Freedom Year,
age 21, Dylan left his home and his fa-
ther, determined to travel the Empire
which had conquered his people. He had
a second motive, one he doesn’t discuss
with casual friends and associates: His un-
cle, his father’s brother Brian, is a leader
of “the resistance” back in the Hinter-
lands; uncle Brian is a guerilla leader who
leads raids and secret attacks on the Thy-
atian occupation forces. Brian has asked
Dylan to learn as much as he can of the
ways of the Thyatians, and so Dylan is do-
ing double-duty as a spy for his uncle.

Dylan came to Thyatis City and ended
up as a novice fighter in the gladiatorial
arena. He has developed into a sturdy
and reliable gladiator; he is still new and
young enough that he hasn’t developed
much of a personal style or fan following,
but the chief gladiator Anaxibius feels he
has a lot of potential as an arena fighter.

Personality: Dylan is a dour, close-
lipped man, brooding over the injustices
his people have suffered at the hands of
the Thyatians, over-zealous in hisrole as a
spy for his uncle, not experienced enough
to know how to do much good for himself
or his people. He’s not stupid, but he’s
not learned in the ways of espionage or
the analysis of enemy forces or abilities.
In short, he’sunprepared for his role as an
observer in the lands of his enemies. He’s
made several friends in Thyatis City, and
likes many Thyatians individually, which
makes his secret opposition to them even
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harder for him to maintain. All in all, -

he’s a very confused young fighting-man.

Appearance: 6, 180 lbs.; flaming red
hair, mustache, beard, blue eyes; dresses
in color-clashing Hinterlands fashions
normally, but prefers black-enamelled ar-
mor in the gladiatorial arena; age 21.

DMing Notes: Dylan is an agitator for
adventurers in the Hinterlands. In the
campaign, he’ll gradually become a more
and more popular gladiator, and will use
the money he earns to buy arms and ships
and smuggle them to his uncle Brian’s
forces in Raven-Land in the Hinterlands.
This can lead to several varieties of adven-
tures for the PCs. They can be the crew-
men hired to transport these goods to the
Hinterlands (in which case the adventure
consists of them running Impetrial block-
ades and outwitting Imperial Navy forces
to deliver the goods). Alternately, they
can be hired by the Empire to investigate
Dylan, get in good with him, and then
thwart his smuggling plans. Of course,
during these investigations they must
face the ethical question: Should they in-
terfere with his revolutionary activities?
That’s up to them and their own codes of
ethics, but it should be a tough and inter-
esting choice for them.

Combat Notes: 3rd-level fighter; AC 3
(chainmail, shield, and Dexterity bonus);
hp 26; MV 90’ (30'); #AT 1; D 1-8+2
(normal sword and Strength bonus); Save
F3; ML10; ALN; S16113 W10 D13 Col7
Ch12. Languages: Hinterlander, Thy-

atian, Alignment (Neutral). General
Skills: Riding (D), Tracking (I), Wrestling
(S+1), Acting (Ch).

Magical Items in Possession: None.

ANGelariaN
CaNolocarius

Senator of Thyatis City

History: Angelarian grew up in the lap
of luxury, scion of the immensely wealthy
and powerful Canolocarius family. This
clan had built its way up to fortune and in-
fluence through one of the oldest ways
known to man: By having no scruples con-
cerning their methods, by doing anything
to anyone, by taking lots of money to do
these things, and by paying the right
amounts of money to the right people to
make sure no official trouble resulted.

And Angelarian grew up a fit son for
this family. He was accepted to his first
governmental post, a minor ministerial
position, at the age of 21. By the age of
25, he had amassed quite a fortune from
the acceptance of bribes and kickbacks.
At 30, he was elected as one of Thyatis
City’s two representatives in the Senate,
and for 20 years has been a Senator.

He is widely-known and popular in
Thyatis City, and is mistakenly thought
to be no more corrupt than any other Sen-
ator. He is a good speech-maker, always
available to address classes at the city's
universities of to be present at the dedica-
tion of a new statue or building.
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On the side, of course, he accepts large
bribes to support special interests in Sen-
ate voting. He proposes laws to benefit
special categories of the population—for
instance, the shipping guilds, the
Shadow-Hand thieves’ society, whomever
is paying well that year. He arranges arm-
breakings, the terrorizing of specific mer-
chants or opponents to his legislation,
and the occasional murder.

Personality: He is the most well-
spoken and witty Senator to be found in
public service. He loves feasts and din-
ners, adores the theatre, loves expensive
foods and entertainments. There’s noth-
ing in his attitude to suggest that he also
has no qualms at murder ot intimidation;
he seems to be a pleasant, wealthy man
who is happy to serve the people.

Appearance: 5'6”, 210 lbs; black hair
(balding and clean-shaven), black eyes;
dresses in ostentatious Thyatian dress,
likes to ornament himself heavily with
jewelry.

DMing Notes: The Senator can serve
several roles in a campaign. He can be the
man who’s threatened the health of an
honest but poor Senator, one who runs to
the player-characters for help; he can also
be the man who hires the down-and-out
PCs for a few thumb-breaking incidents,
putting them in the uncomfortable posi-
tion of listening to their consciences and
leaving his service, thus earning his dis-
favor, or continuing to work for him and
bartering away their own ethics.



Combat Notes: Normal Man; AC 9;
hp 4; MV 120’ (40'); #AT 1; D 1-4 (dag-
get, may be poisoned); Save F1-1; ML 4;
ALN; S10113 W12 D11 Co9 Ch16. Lan-
guages: Thyatian, Alphatian, Alignment
(Neutral). General Skills: Codes of Law
and Justice (W), Profession of Senator (1),
Acting (Ch), Leadership (Ch), Danger
Sense (W).

Magical Items in Possession: None.

Theodosius
RaNtiNOMEIrROS
Con Man and Nuisance Monster

History: Theodosius was abandoned at
birth and was reated in an orphanage op-
erated by the Order of the Grey Lady. He
didn’t learn any of the Otder’s principles
of honesty, honor and courage, however,
preferring to make his way in the world
through sneakiness and cleverness.
Rather than follow the Order’s ways and
take clerical training, he ran away from
the Order at age 15 and has been on the
road ever since, making his living by per-
suading foolish people to give him
money for one grand scheme or another.

Personality: Theodosius is the classic
confidence man. He tries to become the
friend or business partner of any gullible
person with money. He concocts
plausible-sounding but totally false
schemes for building fortunes. He has no

conscience or ethics; he seduces and
abandons young women as casually as he
takes money from gullible patrons. He is,
however, a very chatming man and a per-
suasive talker, and leaves his especially
foolish victims under the impression that
things have gone badly for everybody and
he’s been as much a victim as they have.
He’s left a string of broken hearts, and
smashed fortunes behind him in the
course of his fifteen years of traveling.

Appearance: 6’2", 180 lbs; brown hair
and mustache, brown eyes, dashing ap-
pearance and manner; prefers to wear a
military-styled uniform in dark browns or
dark blues, not wearing any military unit
designations (unless it suits his purpose).

DMing Notes: Theodosius is handy
when you want to cause a lot of trouble
for your player-characters, especially
when they’ve come into a lot of money
which you don’t want them to continue
to have. Somehow—and you ought to
come up with a good explanation for it—
he figures out the PCs’ current plans for
the use of their fortune. (His informa-
tion-gathering technique usually involves
the use of his medallion of ESP)

He moves one step ahead of them in
otdet to pry them from their fortune. For
example, if they’te planning to buy a
ship, he moves a step ahead of them and
cons some ship-owner out of the use of a
good ship. Then, he sells this ship to the
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PCs at a good price—leaving him with a
lot of money he’s gotten for nothing,
leaving the PCs in possession of stolen
goods, leaving the ship-owner trying to
retrieve his rightful property from an an-
gty band of adventurers.

When the PCs do catch up to Theodo-
sius, he’s manufactured evidence that he
had been charmed by some wicked mage,
one who has a dungeon-full of valuable
political prisoners and a treasury full of
gold; if only the PCs will help him, they
can free all those grateful prisoners and
walk out of there with more gold than
they can carry . . . and so on.

In short, he’s a trouble-maker of the
highest order, and a lucky man to boot;
he could be one of their chief antagonists
for several game-years, if you wish.

Combat Notes: 8th-level Thief; AC 1
(leather armor + 3 and Dexterity bonus);
hp 22; MV 120’ (40'); #AT 1; D 1-8+2
(from sword +2); Save T8; ML 4; AL C;
S12118 W16 D18 Co9 Ch16. Languages:
Thyatian, Elvish (Vyalia), Alasiyan, Al-
phatian, Alignment (Chaotic). General
Skills: Lip Reading (I), Signalling (Thief-
Signals) (I), Detect Deception (W),
Cheating/Gambling (W), Riding (D),
Acting (Ch), Deceive (Ch), Persuasion
(Ch).

Magical Items in Possession: medallion
of ESP, sword + 2, leather armor + 3, all
swindled from adventurers.




MONSsteERrs of Thyatis

Here, we’ll describe the monsters that ap-
pear in the lands controlled by the Thy-
atian Empire. If a monster from a D&D®
publication mentioned below isn’t listed,
assume that it doesn’t appear in Thyatian
territories (unless, of course, you really
want it to).

DUNGEON Master’s
Rulebook

(Basic Set)

Bandit: Especially common in the
northern hills of mainland Thyatis.

Bear: Common in the western forest
regions of mainland Thyatis; and in the
Shadow Coast forests of the Isle of Dawn.

Boar: Found in the tropical rain forest
of the Hinterlands and in the western for-
est regions of mainland Thyatis.

Cat, Great: Mountain lions in the north-
ern hills of mainland Thyatis; lions found
in grassland areas of the Hinterlands; tigers
and panthers found in Ochalea.

Dragons: Though not common, red,
gold and white dragons are found in the
Altan Tepes mountains; green dragons
are known to the Hinterlands; blues are
rarely seen in Kerendas. All neutral-
alignment dragon types are represented
in Retebius, in the Air Fleet and Knights
of the Air enclaves.

Gargoyles: Found in any area within a
200-mile radius of the island of Sclaras.
Several chaotic MUs create gargoyles
there to use as setvants.

Ghoul: Fairly widespread in mainland
Thyatis and Ochalea.

Living Statues: See gargoyles, above.

Lizard, Giant: Dracos are common in
the Pearl Islands.

Lizard Man: Known in the Hinter-
lands.

Lycanthropes: Werewolves sometimes
cross over from eastern Karameikos into
mainland Thyatis. Ochalea has a few
weretigers, well-hidden. A city as cosmo-
politan as Thyatis City has representatives
of all lycanthrope types, usually very
good at keeping their condition hidden
from friends.

Mule: Common through the Empire.

Ogre: Northern hills of the mainland.

Pixie: Western forest of the mainland.

Rat (Normal): Widespread through
the Empire.

Skeleton: Common on Sclaras.

Snake: Giant racers not unknown in
the northern hills and Ochalea. Rock py-
thons common in the Hinterlands.

Sprites: Known in Ochalea and the
Pearl Islands (appreciated in the latter
place, disliked in the former).

Wolf: On the mainland, northern hills
and western forest.

Expert Rulebook

Animal Herd: Horses in Kerendan
Plains; cattle in Retebius.

Centaur: Infrequently sighted in west-
ern forest on the mainland.

Crab, Giant: Teem in the waters off the
island of Borydos.

Crocodile (Normal): Found in slow-
moving Hinterlands rivers.

Dryad: Occasionally seen in the west-
ern forest on the mainland. Some long-
forgotten wizard on Sclaras was a friend
of dryads and so there are many on that
island.

Fish, Giant: There are many Giant
Rockfish in the waters off Borydos Island.

Giant: There are hill giants in the
northern mainland hills, but no stone
giants.

Golem: Found in the company of pow-
erful spell-casters, especially on the island
of Sclaras.

Griffon: They live in distant places in
the hills north of the Kerendan Plains
and sometimes swoop down on the plains
to attack horses there. Many griffons are
kept at Retebius, at the Air Fleet and
Knights of the Air enclaves.

Horse: All over the mainland, Isle of
Dawn, Ochalea, and the Hinterlands.
Not found on the Pearl Islands.

Men: Brigands hide out in the hills north
of Biazzan and west of the passage to Yla-
ruam, and fall on caravans there. Bucca-
neers and pirates are common in Thyatian
waters, especially in Terentias and the
southern coast of the Isle of Dawn.

Merman: Common in the waters off
the Pearl Islands, and cooperate with the
Islanders from time to time.
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Pegasus: They fly free in the Altan Te-
pes mountains and in the northern main-
land hills. There are also many in
Retebius, serving the Air Fleet and
Knights of the Air.

Purple Worm: There are some beneath
Ochalea.

Treant: There are many such in the rain
forest of the Hinterlands.

Unicorn: These are rarely sighted in
the northern hills of the mainland, and
there are said to be some on Sclaras.

Vampire: There is at least one clutch of
vampires in Thyatis City, and it is said
that this group sometimes cooperates
with the Shadow-Hand. There are also a
few in Duchy Machetos, because of that
dominion’s proximity to Karameikos.

DUNGEON Master’s
CoMpaNioN

Dolphin: Common in the Sea of
Dread, around the Peatl Islands, Ocha-
lea, the southern parts of the Isle of
Dawn, and the Hinterlands.

Drolem: One is known to exist on
Sclaras. The prospect of a drolem-rider in
the Knights of the Air is a disturbing one.

Gargantua: Known to exist on Sclaras.

Ghost/Haunt: Very rare, but known to
the mainland, the Isle of Dawn, and
Ochalea.

Golems (Mud, Obsidian): Known on
Sclaras and in the company of powerful
MUs.

Manta Rays (Giant): Common to the
waters around Borydos.
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There are a few aspects to role-playing in
the Thyatian civilization which should be
discussed here, in the DM’s Book, away
from the prying eyes of your players.

The Career Path

First, we’ll talk about the “career path”
of Thyatian characters—the way they can
progress from first-level adventurers to
high-level movers and shakers in the Thy-
attan Empire.

Basic ADVENTURES

In their earliest adventures, the PCs
should be learning about their world and
figuring out what sort of role they’re to
have in it. Give them adventures that
take them all over the Empire. Let them
learn the ground rules they’ll have to
know in order to prosper in this setting. A
little later in this chapter, we’ll be talking
about the renowned Thyatian treachery,
and how much of it you’ll want to have
them encounter—that’s one of many
such important considerations.

The most important consideration, of
course, Is that you and the players have
fun within the setting. If, after several ba-
sic adventures, you're not having a lot of
fun, you need to decide what it is about
the setting that is limiting your
entertainment—and change it to suit
your campaign.

These Basic adventures are also the
time you’ll want to introduce the cam-
paign’s cast of recurring NPCs (such as
family members, friends, allies, and ene-
mies of your heroes).

ExXp€ERrRt ADVENTIURES

In the Expert adventures, the heroes
should have a good grasp of the doings of
the Empire. It is now that you should ex-
pose them to influences outside their Em-
pire. They’'ve had lots of adventures
predicated on the ideas that the Thyatian
Empire is the best possible place to be
and that all other nations, especially the
Alphatian Empijre, are second-rate; it’s
now time to send your heroes out to those
places so that they can form their own
opinions.

Naturally, since all the PCs have ever
heard have been the thoughts of other
Thyatians, they may be in for a rude awak-
ening when they really reach other cul-
tures. The fact that the rest of the world
doesn’t stand in collective admiration of
the Thyatians may come as a shock to
them. Such cultural elements as the alien
sophistication of the Glantrians and the
raw power and chaotic happiness of the
Alphatians are going to jolt the characters
into an awareness that the Thyatian Em-
pire truly is not the center of the universe.

It is also now, during the Expert adven-
tures, that many of the PCs will be think-
ing about acquiring dominions for
themselves. Give them those oppor-
tunities—both inside the Empire, and
outside. The characters who have
achieved the most fame or earned the
most favors within Thyatis, of course, will
have the opportunities to win dominions
inside Thyatis. But other heroes may find
similar opportunities elsewhere—with
the Alphatians, in Norwold, in Kara-
meikos, in the demihuman lands of Alf-
heim and Rockhome and the Five Shires,
in hero-loving lerendi, etc.

By the end of their Expert-level adven-
tures, the heroes may all be in charge of
dominions—but those dominions may
be scattered all over the Known World.
The only thing now binding the PC he-
roes together is their old association and
friendship—because now, politically,
they have divided loyalties.

CoMpaNIiON ADVENIURES

Now, the heroes are familiar with their
world, and you might have sent them off
into alternate worlds once or twice. There
are now two types of adventures which
you want to bring them into: Political
Arena Adventures and Multiverse Arena
Adventures.

In Political Arena Adventures, you in-
trtoduce adventure situations by using the
heroes’ own political interests and ties.
When a dominion ruler who borders one
of your PCs begins making life uncomfor-
table for that PC, and is working within
the rules of the Empite, you have a politi-
cal adventure taking place. Perhaps this
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miscreant is competing with your PC'’s
dominion by competing in trade and un-
dercutting his prices; perhaps he is advis-
ing Emperor Thincol that the PC is not
trustworthy, and the Emperor is cancel-
ling his plans of civic development and
road-building through the PC’s domin-
ion; perhaps the PC learns that the NPC
has been infiltrating his dominion with
far more spies than necessaty; what then?

Then, you recommend to your player
that he reassemble his old friends and that
they counter political sneakiness with
sneakiness. They’ll have to do their own
spying and bribing and sending of agents
until they find out what the NPC is up to
and why. It could be the fellow is simply
greedy; it could be that one of the players’
adventures of years ago resulted in some
great tragedy in the NPC ruler’s life. In
any case, what you have here is a Political
Arena Adventure taking place, and you
can inject as many or as few action and ad-
venture elements (assassination attempts,
bad feelings at tournaments resulting in
free-for-alls, enemy wizards summoning
demons to ruin the PCs’ plans, etc.) as you
and your players like.

Multiverse Arena Adventures are more
of the types of adventures where you
launch your heroes into alternate dimen-
sions. However, now that your heroes are
scattered all over the Known World Map,
you have to work harder to bring them to-
gether for these things.

Here, again, one good technique to
use involves the Loose Thread. After all,
your PC heroes have been adventuring
together for years and years. Not every
adventure they’ve accomplished has been
completely, 100% resolved. In every one,
they’ve left some loose threads dangling.
In one adventure, a minor villain got
away. In another, the heroes shut the door
on the dimension ruled by a mega-
demon—but didn’t destroy the demon
itself. In still a third, a sorceress might
have had a mad affair with one of the PCs
and was then never seen again.

Today, years later, you can use these
Loose Threads to bring your heroes to-
gether again and to send them into all
sorts of mad adventures. For example,
that minor villain who got away may have
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used these intervening years to become a
master-villain with lots of powerful magi-
cal items and armies of nonhuman min-
ions. Now, today, he launches his armies
simultaneously at the dominions of his
hated enemies. Those enemies have to
get together and face him in his own lair
while all their armies are battering one
another to pieces in the outer world . . .

For example, that imprisoned demon
could have escaped into the Known
World, and the world’s best-known mys-
tic says that only the specific heroes who
imprisoned him before can find and
catch him now . . .

For example, that sorceress might have
birthed a son who has himself become a
great adventurer, but was lost in a cross-
dimensional adventure, and now she has
come to the child’s father to ask him to re-
assemble his old friends and find their
child . . .

All these Loose Thread techniques,
and many more, can be used to bring
your scattered PCs together and then
send them off in any direction. Your only
limit here is the extent of your own ability
to draw interesting facts out the player-
characters’ histories and then extrapolate
possible consequences in their current-
day lives.

Masters ADVENTIURES

Eventually, the heroes will become in-
terested in pursuing paths leading to im-
mortality. At that point, the type of paths
they decide to pursue determine whether
you should still continue to play with these
PCs as the campaign’s “main” adven-
tures, or whether you should generate new
characters to be the primary focus of the
campaign—while the old characters re-
main as patrons and background moevers as
shakers pursuing their own destinies.

What you, as DM, will have to do is
look at the choices they have made of
their paths to immortality and see if those
paths can be played with the normal PCs.
Often, the answer to that question will be
No—at that time, you need to build
yourself a new campaign and pursue the
old characters’ goals outside the scope of
the normal campaign.

CaMpaiGNING IN Alpbatia

In the next chapter, ““Alphatia,” is a
section entitled “*Campaigning in Alpha-
tia.” It has its own description of the
player-characters’ ““Career Path,” looked
at from an Alphatian viewpoint . . . but
each of the descriptions of the different
campaign stages (Basic, Expert, etc.)
deals with different topics from those
you've read here. So don’t skip over that
section when you come to it; it has its own
points to make.

TRreachery -

The Thyatian Empire is legendary for its
treachery. Betrayal and backstabbing are
national pastimes—particulatly in poli-
tics and business. If you’re to utilize this
element into your own Thyatian adven-
tures, you have to decide how you’re go-
ing to introduce it and how much of it
you’re going to have.

SettiNnGg the AMOUNt

There are three basic levels of treachery
at which you can run your campaign.
They are, from worst to least:

Utterly Treacherous. In this sort of cam-
paign, everyone is out for himself—NPC
and PC alike. The playet-characters adven-
ture together out of enlightened self-
interest, but will abandon one
another—even old friends—to the fates
when the going gets rough. Every official
and trader will do his best to cheat the
PCs; the characters will be able to accom-
plish nothing until they learn how to bribe
in the most effective manner possible; an
employer will only pay his PC hirelings
when it’s in his best interest to do so (and
most are clever enough not to get in
physical-confrontation situations—the
PCs have to learn to apply other pressure,
such as the threat of exposure of mis-
deeds). This is the sort of level you want to
run if your characters are from a nation or
subject area beholden to (or enemies with)
Thyatis—such as the Alphatian Empire,
Norwold, Ylaruam, etc.

Very Treacherous. In this sort of cam-
paign, the PCs encounter and themselves
participate in a good deal of treachery.
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Here, the only bond between PCs is
friendship—one PC will not abandon a
true friend, but will probably have very
few of those. NPC allies and hirelings
tend to abandon the PCs when things get
bad; at least half the officials and traders
encountered by the PCs can be worked
with only through bribery; employers
will stiff PC adventurers for their fees
whenever it’s convenient, but will not do
so if it puts them in danger. This is the
level of treachery you want to choose for
foreign-based campaigns with adventures
taking place in Thyatis (for example, if
your characters start out in Karameikos or
Ylaruam or Darokin and then conduct a
series of adventures in Thyatis).

Uncommonly Treacherous. In this sort
of campaign, the PCs run into a lot of
treacherous NPCs, and may be of some-
what shady morals themselves. Hirelings
tend to abandon their employers when
things get bad; one official or trader in
three is a bad egg, requiring bribery to
work with; employers occasionally (more
frequently than in other nations) stiff
their PC hirelings for their fees. In short,
it’s not so treacherous that PCs can’t
stand to live here, but treacherous
enough that they always have to be on
their toes—which makes this the treach-
ery level most appropriate to campaigns
based out of Thyatis.

INIRODUCING It tO Characters

Now, you have to determine how to in-
troduce your level of treachery to the
player-characters. Before you begin your
Thyatian adventures, sit down with (ot
write a note to) each player and explain
the situation to him.

PCs who are Thyatian in origin should
get an accurate explanation of exactly
how treacherous life in Thyatis really is—
based on the level you’ve chosen.

PCs from enemy or subject nations
should get a horrot-story of how treacher-
ous life in Thyatis is—describe Thyatis as
if it’s run at the Utterly Treacherous level,
even if it is not.

PCs from a neutral nation should get the
impression that life in Thyatis keeps you on
your toes—but should be mostly unac-



quainted with the kind of treachery that
takes place here, so that the first time they
encounter it they will be caught unaware.

As the PCs begin and continue playing
in the campaign, you should reflect the
level of treachery you've chosen in the
actions of the NPCs your heroes encoun-
ter. If your campaign is Utterly Treacher-
ous, practically everyone will try to cheat,
rob, backstab, or bleed dry your PCs. If
your campaign is Very Treacherous, about
half of the NPCs will treat your heroes in
this shabby fashion. If your campaign is
only Uncommonly Treacherous, a third or
a quarter of the NPCs will behave in this
manner.

Player-Character TrReacheRry

With all this in mind, you may want to
help get your Thyatian player-characters
into the “‘treacherous mind-set”’—or you
may want to let them discover it for them-
selves. Also, with treachery such a com-
mon, day-to-day affair, you want to let
your PCs know that the solution to the
problem is almost never hauling out a

Waer vawl

Murder, obviously, is inappropriate, and if

swotd and killing the cheat—life in Thy-
atis is more subtle than that.

Example: One of your PCs hands a
horse-trader a bag of gold for a champion
steed. The horse-trader, a thief, surrepti-
tiously switches the bag for a similar one
containing copper coins. Then he opens
the second bag and angrily accuses the PCs
of cheating him. The natural PC reaction
will be to kill the wretch immediately. You
must remind your players: “Wait a min-
ute. As far as the witnesses are concerned,
you gave him a bag, he opened it and ac-
cused you, and you start killing him. Are
you going to kill every innocent witness? If
you do, you’ll never get away with it. And
ifyou don’t, and still kill the trader, you’ll
end up being executed by the Empire for
murder. Even if you just knock him down
and find your real pouch on him, he’s got
you on assault and theft. Use your brains;
figure something else out.” Encourage
them to plot their own scam to turn on the
trader, or to come up with some other
elaborate revenge plot—one that’s appro-
priate to the theft of a few gold pieces.
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the characters insist on that route, you can
always have them caught in the act by im-
petial officials.

You also want to take charge and teach
your PCs how to be treacherous within
the context of the campaign.

Example: The heroes are allied with a
party of NPC adventurers. All plan to di-
vide into two groups to assault an en-
campment of enemies on a pre-arranged
signal. As the PCs sit in the dark waiting
for the signal, mention to their leader the
advantages of not attacking at the signal.
The NPCs attack the camp alone, and get
creamed; more gold for everybody on the
PC team. Once that first battle is done,
the PCs can attack whomever is still
standing; still more gold for all the PCs.

But you need to vary the amount of
treachery you initiate by the treachery
level you've chosen, and by the align-
ments of the player-characters. If you've
chosen the Uncommonly Treacherous
level, you don’t want to push your PCs
into treachery all the time—only very oc-
casionally, even less commonly than
NPCs treat the heroes treacherously.
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Also, and very importantly, you don’t
want to recommend treacherous deeds to
Lawful characters. Do so only occasionally
with Neutral characters; do so as much as
you want with Chaotic characters.

Finally, you have to make sure that use
of treachery doesn’t make your cam-
paign unplayable. The PCs need to be
able to trust somebody—usually each
other and some NPCs known to them.
Introduce NPCs who have impeccably
honorable reputations, and have them
live up to those reputations, so that the
PCs will have someone to trust. In all but
the most treacherous of campaigns, dis-
courage PCs from backstabbing other
PCs—tell them the truth, which is that
they'll never be trusted again and will
not be able to adventure with PC allies.
If your PCs have no one to trust, you lose
a lot of what you can do within your
campaign—give them some anchors
they can depend upon.

BuyiNg Titles aNd
AppoOiNtMENTts

Because Thyatis is politically corrupt, it’s
possible to buy, illegally, such things as
political appointments and lower heredi-
tary titles. The money the character
spends pays for the title or appointment
and other benefits depending on the type
of title or appointment being bought:

Ambassador: Ambassadorial appoint-
ment to some nation with which Thyatis
has relations. Purchased appointments
are always to poor and seedy or trouble-
some but unimportant nations.

General: Military commission and ap-
pointment to the head of the military
unit with the worst record and personnel
in the Empire.

Lord: A bogus coat of arms (if he is not
already from a noble family), a fake (but
hard to disprove) genealogical chart
showing the character’s “noble ancestry”
and how he comes to be the true heir to
this dominion, and the cheapest, poorest
dominion plot of land (one 24-mile hex
as per the normal rules) that one can find
anywhere in the Empire.

Baron: Exactly as per the Lord, except
the title is that of Baron,

However, when one buys an appoint-
ment, those who earned or inherited
theirs legitimately know about it or can
tigure it out and usually treat the charac-
ter with scorn and contempt—until he’s
proven himself, and usually long after.
The Emperor himself can figure it out,
and this usually makes it very hard for the
character ever to achieve a greater title.

Just because it’s possible to buy an ap-
pointment or title doesn’t mean that PCs
should be able to do so before they’re of
an experience level which would ordinat-
ily allow them to take dominions. If a
character has earned enough money be-
fore he reaches Name level, and wants to
purchase a title then, you allow him to
track down the bribeable officials and
give them the money . . . but the pon-
derously slow mechanisms of the Thy-
atian government will keep the title from
being bestowed before the character has
reached Name experience level. Alterna-
tively, a low-level character who tries to
buy a title could find that the corrupt of-
ficial just takes his money and skips town,
forcing the PC to start all over again.

This option is not intended as an op-
portunity for characters to get dominions
easily or conveniently. It’s a way for them
to get dominions if circumstances would
otherwise prevent them—for instance, if
the Emperor has, in the campaign, taken
a dislike to them, or if you, the DM,
wants them to do it this way for some
story reason or another. It’s a very dra-
matic storyline to maneuver your PC into
buying a dominion, then facing the scorn
of the peets and having to build his do-
minion up into an economic power—and
built his reputation back up into some-
thing that others will respect.

This option also explains how certain
NPC nobles and officials whom the
player-characters loathe managed to get
their own titles and appointments.

See the Appendices section in the back
of this book for costs for various titles and
appointments.
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Bizarre Customs

In the “Thyatian Society and Politics”
chapter of Book II, we mention the bi-
zarre customs of some of the Empire’s cit-
izens. But we didn’t get into detail on
those customs, because they are some-
thing which you, as a DM, ought to
spring on unsuspecting player-characters.

Each race in the Empire—excepting
the basic Thyatians and Kerendans—has
one or two customs which prove startling
to representatives of other races—inside
or outside the Empire. Introduce these
into your campaign to provide comedy
touches or to distract your PCs from other
events.

Note that characters from the most cos-
mopolitan areas in Thyatis—particularly
the big cities—will have seen most of
these customs before. You want to spring
them on characters with rural or more for-
eign origins.

Alphatians of the Isle of Dawn: Alpha-
tians of the Isle of Dawn, as distinct from
those from mainland Alphatia and Bellis-
saria, tend to react to things they find un-
pleasant (such as bad manners) by “not
seeing them.” Such a character, asked a
rude question, will “not hear it” once or
twice before replying. When he does re-
ply, there is no sign that he deliberately
ignored the questioner; he will seem hon-
estly not to have heard the question. But
it will happen again and again . . .

Hattians: The Hattians are raised in a
grand old military tradition—very disci-
plined, vety correct, very loud. When
given orders in a militaty context (or in
the home of a militaty parent), Hattians
spring erect, click their heels together,
and bellow out their response: “‘Yes Sir!”’
“No Sir!” “At Once, Sir!”—and so
forth.

But in the field, when things get tense,
they sometimes forget they’re not sup-
posed to do this. So, whenever the heroes
are in a tense situation and the leader is-
sues orders to a Hattian, the Hattian may
automatically do that—even if the party
is supposed to be silent.

The first time such a situation comes up
in an adventure, give the Hattian player-
character an Intelligence or Wisdom check
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(whichever is highet) to remember not to
perform the heel-clicking routine. If he
fails, he springs up and bellows before re-
alizing what he’s done. If the Hattian is an
NPC, don’t even give him the luxury of an
ability check if the situation will mainly re-
sult in comedy and aggravation for the
characters. (If it’s likely to result in death,
give PC and NPC alike an ability check ata
+3 to the ability.)

This shouldn’t happen mote than once
or twice in an adventure—unless you're
confident that you can successfully DM it
asa “‘running gag” (i.e., a recurring joke
that stays funny within the adventure).

Ochaleans: Ochaleans, men and
women alike, tend to greet one another
and strangers by kissing—a mouth-on
kiss, regardless of the genders of the two
parties involved. This has no romantic or
sexual connotation in their culture—it’s
their handshake. But it proves very star-
tling to outsiders to whom kissing is a sign
of affection or desire.

Pearl Islanders: The Pearl Islanders
have two customs which startle non-
Islanders:

First, Islanders tend to carry around
small bags with colorful carved beads or
seals, pretty shells or stones, and the like.
When meeting someone for the first
time, they present him with the gift of
one of these—it’s called a ‘‘Meeting
Gift.” It’s customary for that person to re-
spond with a similar gift before the day is

done (it usually takes place at the same
meeting), and if it doesn’t happen the Is-
lander’s feelings are hurt. (Note that an
Islander who has been exposed to main-
land Thyatian culture will realize that it’s
not a Thyatian culture and not be
offended—but Istanders fresh off the
boat will not, and PCs can trip over this
custom when visiting the Pearl Islands.)

Second, the Islanders think nothing of
social nudity, particularly for outdoors la-
bor, sleeping while camping, and so on.
It often takes years in Thyatian culture
before they finally, reluctantly, become
accustomed to being clothed all the time
when among others.

Slaves iN Thyatis

Much of the wealth of the Thyatian Em-
pite is built on slave labor. But, while that
labor is impottant to the empire’s econ-
omy, it’s important for you, the DM, not
to glamorize slave presence in the cam-
paign. This isn’t a setting where slaves,
preposterously, enjoy their situation; in-
stead, almost all are overworked and un-
dernourished to premature death.

Every one who can, a small proportion
of the total slave population, saves money
until he can buy his freedom-—even those
kept comparatively comfortable by their
owners.

It’'s possible for a player to want his
character to start out at slave-class, partic-
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ularly those who want to rise out of the
gladiatorial pits. It’s not encouraged, but
you shouldn’t refuse to allow this; just let
them know that it’s not a fun life.
Gladiator-slaves will be able to save up
money fastet than others . . . but, once
or twice, you should have a gladiator-
slave PC cheated or robbed by his owner
or (more commonly) by another ambi-
tious slave. This should take place when it
acts as a major setback to the character’s
plans . . . just to remind him of the un-
pleasant side of the slaves’ existence.

The Thieves’ Guild iN
Thyatis

We didn’t discuss the Thyatian Thieves’
Guild(s) in the Players’ Guide to Thyatis
because it’s a subject which only Thief
player-characters should know anything
about. If you have any Thief PCs, as you
probably will, you should take the players
aside and discuss the Guild situation with
them . . . when the other players won’t
hear you.

The Shadbow-HaNO

The major Thieves’ Guild in Thyatis is
called the Shadow-Hand. It’s huge and
well-organized, ruled by the mysterious
Shadow King in Thyatis City.

The Shadow-Hand is only the latest in
a long succession of powerful Guilds in
the Empire. It is about two hundred years
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old, and was created as a pirate organiza-
tion operating out of the island of Teren-
tias. The pirates of the good ship
Shadow-Hand cooperated with the old
Thieves’ Guild of Thyatis City to get their
goods fenced, then began muscling in on
the Guild’s territories. The resulting
crime war went on for a dozen yearts . . .
and eventually the Shadow-Hand crew
was triumphant.

Its ruler, the old pirate captain Zentic
Acindelyrovius, settled in Thyatis City,
married, and founded a dynasty of
thieves to rule the Shadow-Hand organi-
zation. The Guild is still in the hands of
the Acindelyrovius family two hundred
years later.

Details ON the Guild

Interests: The Shadow-Hand exists as a
“Thieves’ Union.” It tries to make life a
little easier for thieves in the Empire.
However, it insists that all thieves belong
to the Guild, whether ot not they want or
need to. The Shadow-Hand also works to
crush rival Thieves’ Guilds. Many indi-
vidual thief gangs and crime families be-
long to the Shadow-Hand; they don’t
constitute separate Thieves’ Guilds.

Requirements: All members of the
Guild must be of the Thief class. Women
are welcome. The Guild does have ““Hon-
orary Members” who are of other charac-
ter classes; they must have general skills

which are of great utility to the Guild
(such as magic use, Acrobatics skill,
knowledge of potential theft sites and the
forces protecting them, influence with
the Senate, etc.). Regardless of class, all
members and honorary members pay the
annual fee. The Guild also hires a lot of
Fighters, mostly 1st-level, as bruisers and
thugs to assist in thefts.

Annual Fee: 30% of all thiefly reve-
nues.

Benefits: Thieves don’t usually pay
taxes on their thiefly revenues, so the
30% Guild fee is not in addition to the
Thyatian income tax. (However, Thy-
atian officials, if they can prove that a
thief has not paid income taxes on his rev-
enues, will convict him.) The Guild will
provide a player-character with addi-
tional thieves (of a level lower than his)
for jobs; the split required by the Guild
for such jobs is 1 share per level of the
thief, 3 shares per level of the thief plan-
ning the job. Example: A Sth-level thief
plans a job and gets three 3rd-level
thieves as assistants. The swag is split into
24 shares; the planning thief gets 15
(level 5 x 3), while each assistant thief gets
3 (level 3 x 1). Each thief then pays 30%
of his revenues to the Guild.

Problems: The Shadow-Hand takes ter-
rible vengeance on member Thieves who
betray the guild—withhold income,
snitch to the authorities, etc. The Guild
has enemies—smaller rival guilds. And a
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thief PC will have to conceal his income
from the authorities: If he buys a 100,000-
gp house, he’ll have to indicate where he
got the money and prove that he paid
taxes on it. Most successful thieves record
and pay taxes only on their “adventuring
income” (i.e., non-thief income) and
then use their thiefly income for other
things: Maintaining a high life-style, se-
cretly investing in distant businesses, set-
ting themselves up with alternate
identities, etc. Finally, of course, the Thy-
atian authorities are the implacable ene-
mies of the Shadow-Hand, and so a thief
character must be vety careful or fall into
the grasp of the Law.

Rival Thieves’ Guilds

Naturally, the Shadow-Hand is not the
only Thieves’ Guild in the Empite. There
are many smaller ones, all of which have
requirements and benefits similar to the
Shadow-Hand. If a PC wants to belong to
a rival organization, he may . . . but it’s
not a good idea to have thieves from rival
gangs in the same band of PCs.

These rival bands tend to conduct occa-
sional gang-wars, trying to wipe one an-
other out. These are deadly, brutal, secret
fights which can sometimes drag player-
characters into their events.
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Alphatia

Before you continue reading this section, .

you need to read Book III: Players’ Guide
to Alphatia. This will give you a good
overview of the Alphatians—at least,
what they think of themselves.

When you return here, you'll learn the
truth—not just what the Alphatians
think, but what the actual facts are be-
hind their beliefs . . . and what player-
characters can do for adventure and their
livelihoods in this empire.

History of Alpbhatia

Unlike the Thyatian history, the ‘“History
of Alphatia” as it appeared in Book III,,
is substantially the truth. Although it’s

told from the Alphatians’ viewpoint, in-
cluding their distaste for the “‘barbarian”
Thyatians, the events it describes are ac-
curate.

This is because the Alphatians started
out a lot more civilized and longer-lived
than the Thyatians, and with a much
higher proportion of scholars than the
Thyatians; they were literate millennia
ago and have memoties from much ear-
lier times morte or less accurately pre-
served in their records.

Though scholars can wage spiteful wars
in their press, and blur facts as easily as
anyone else, the volume of historical ma-
terial published in Alphatia since before
Landfall is sufficiently great that later and
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more impartial scholars can reconstruct
the actual events with considerable accu-
racy. It is for that reason that the Alpha-
tians’ history, as it is taught to their
children, is not wrapped up in myth and
deception like the Thyatians’.

DM'’s Historical SyNopsis —

Instead of repeating all the information
from the DM’s Historical Synopsis in the
“History of Thyatis” section of this book,
we’re simply putting all the historical
facts, Thyatian and Alphatian, in one
timeline; see the end of the ‘‘History of
Thyatis” section in this book for the com-
bined synopsis.
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In this description of mainland Alphatia,
we’ll give you abbreviated descriptions of
many of the more intriguing kindoms of
the mainland. First familiarize yourself
with the “Overview of Alphatia” chapter
from Book III, then return here to get the
additional, DMs’-eyes-only details.

Aswith the Atlas of Thyatis, you’re en-
couraged to flesh out these places and
also those places shown on the map but
not described in this text. On the fold-up
sheet is the map of mainland Alphatia;
refer to it when reading this section.

As you'll see, Alphatia is very densely
populated. It can afford to be—as de-
scribed in the “History of Alphatia” in
Book 111, the Alphatians can grow much
more food per-capita than other nations
because of their magic. So do not be sur-
prised by population figures that look
higher than other regions of the world—
they really are.

“RiNGOOM” Of Alphaks’
VolcaNo

Population: 5,000 (including town of Re-
venge).

Description: About 300 miles off the
northwest coast of mainland Alphatia lies
a volcanic island perpetually wreathed in
fog—the island of Alphaks’ Volcano, as
described in Book III, Players’ Guide to
Alphatia, in the “Overview of Alphatia”
chapter. Under the fog is what looks like
dark and sinister but uninhabited vol-
canic island. The volcano’s smoking cra-
ter, however, is actually a portal to the
Sphere of Entropy, and the fumes which
emerge from it are deadly; the Immortal
Alphaks cannot direct them (they follow
the winds, usually to Norwold) but can
choose when they are released. In great,
ugly caverns hollowed beneath the
volcano—caverns decorated with ever-
burning flames and tortured heroes—is
the evil city of Revenge, where some
5,000 followers of Alphaks live. They
serve his will and travel the world, accom-

plishing destruction and inflicting pain
wherever they go. Some are well-known
wizards and “heroes,” keeping their asso-
ciation with Alphaks a dark secret. Others
are men and women who have aban-
doned their normal identities to serve Al-
phaks full-time.

Regulations: Death or torture to non-
worshippers of Alphaks who reach the is-
land, to citizens of Revenge who abandon
their allegiance to Alphaks, to anyone
who angers Alphaks, or to anyone who
angers the Black King (below).

Customs: Agents of Alphaks are re-
cruited from the outside world and
brought here for an initiation ceremony.
In the ceremony, the agent promises
faithfully to setve Alphaks to the end of
his days. Just to make sure, the Black
King uses a variant geas (actually a wish)
on the subject, whereby if the agent ever
breaks his oath he must immediately, se-
cretly return to Alphaks’ Island and de-
clare his defiance to the Black King.
Naturally, at that point the Black King
and his court kill the wretch.



Sites: Revenge, the hellish under-
ground city, as described above.

Personalities: Rulers of this land are
The Black King and The Black Queen.
Both were chaotic adventurers who de-
voted themselves to Alphaks’ service. For
their faithfulness, Alphaks ‘‘recon-
structed” them—though still mostly hu-
man, they both appear as night-black
silhouettes without facial features visible
to the eye. Both are AC 0, HP 65, MV
120 (40").

The Black King (MU 36, C) is in charge
of planning acts of hatred and vengeance
against the Alphatians. He is 6’6", 250
lbs.; wears pure-white kilt, boots, vam-
braces.

The Black Queen (C 36, C, of Alphaks)
is in charge of communicating regularly
with Alphaks and getting his permission
and recommendations on vatious deeds.
She is 6’2", 175 lbs.; wears pure-white
knee-length gown, boots, has pure-white
hair to mid-back.

RiNGOOM Of AMbUR

Population: 200,000 (including towns
and cities).

Description: As described in Book III,
Players’ Guide to Alphatia, in the “Ovet-
view of Alphatia” chapter. Ambur itself
is an ordinary Alphatian kingdom, with
the exception of the peculiar occupations
of the residents of the city of Starpoint.

Sites: The city of Starpoint is the king-
dom’s leading attraction.

Personalities: Queen Elshethara (MU
24, N) was a popular stage actress until
ten years ago, when her parents decided
to step down from the throne and she as-
sumed it. Appearance: 5'7", 120 lbs.
(willow-thin); common Alphatian color-
ation; dark brown hair and gold-brown
eyes; fashionably neurotic mannerisms;
wears striking, flowing garments all in
black (she acted mostly in tragedies); age
40. She is currently conducting an affair
of the heart with Lodun (see below).

StarpoOiNt

Population: 40,000 (plus up to 10,000
visiting for the theatre).

Description: As desctibed in Book III,
Players’ Guide to Alphatia, in the ““‘Over-

view of Alphatia” chapter. Starpoint is
dotted thickly with theatres and with as-
tronomical obsetvatories.

Customs: Starpoint is theatre-crazy,
and everyone, including commoners who
can afford it, goes to see a stage produc-
tion as often as possible. Because stage
stars are the national heroes, it is fashion-
able in Starpoint to affect artificial, neu-
rotic mannerisms at social gatherings and
when visiting the theatre.

Sites: The Elshethara Theatre, built by
the Queen in her own honor five years
ago, is a site to behold. There is no floor
seating—the theatre consists of the stage,
empty floor before it, and the opposite
wall where 1,000 boxes (containing 4,000
boxed seats) are arrayed. The theatre,
with its glorious decorations and its enot-
mous staff of servants (one for every four
boxes) cost a million gold pieces to build
and tickets run in the 500 gp range for an
evening'’s performance.

Personalities: Lodun the Doomed (MU
12, C) is the current favorite in the theat-
rical circuit. He is a handsome, self-
absorbed, tragic personality who takes
the term “neurotic”’ to new heights. He’s
conducting affairs of the heart with half-
a-dozen great ladies, including the
Queen (expect his obituary soon). He’s
also a great actor in historical tragedies
(Acting skill on a 19). Appearance: 6',
170 lbs; “pure” Alphatian coloration
(pale skin, dark hair); black hair (clean-
shaven) and eyes; wears robes in solemn,
sad pastel violet hues; age 35.

KRiNGODOM Of AQuUas

Population: 70,000 (60,000 in Seashield,
10,000 divided among outlying stations).

Description: The kingdom actually
consists of little more than the domed city
of Seashield and several smaller, outlying
domes—colonies and scientific posts,
mostly. A comparatively new kingdom, it
began construction only 50 years ago with
the blessing of Emperor Tylion IV, and
the kingdom's founder is still king here.

Seashield consists of a gigantic crystal
dome (built with hundreds of applica-
tions of the stonewall spell from the
“Character Creation” chapter in Book

41

Atlas of Alphatia

IIT) which was built on the surface and
then slowly and carefully sunk, trapping
atmosphere within it. The dome was then
sealed to a carefully-prepared section of
ocean floor with mote stonewall spells
and enchanted with create air spells so as
to provide fresh air continuously.

The site chosen for the city is a stable
shelf of bedrock where earthquakes are
unknown. With judicious use of disinte-
grate and other spells, Seashield’s wizards
dug lower city levels straight out of the
bedrock; all accesses to the lower city can
be sealed with mighty watertight doors in
case something happens to the dome.

A small, beautiful city was built under
the dome, mostly consisting of high, high
tower dwellings; the king has always en-
couraged colotful tower construction with
much use of crystalline building materials.

Regulations: Injudicious use of fire
balls or any other magic which might
damage the city’s protective dome and
seals is grounds for (at least) exile; actual
damage to the dome or seals results in
stiff fines, perhaps confiscation penalties,
and exile.

Customs: Seashield was intended to
be, and is, a center for the development
of new sea-monsters and study of existing
ones; a place where mermen and other
sea-sentients could mingle with the wiz-
ards of Alphatia; and as a center for the
study of commercial applications of sea-
life. So these subjects take up most of the
attention of most of the kingdom’s citi-
zens. Regular tours of the surrounding
ocean floor, in undersea boats (from the
Companion Set) and other conveyances
are conducted from Seashield.

Sites: The King’s Tower, in the very
center of the domed city, stretches from
floor straight up to the dome. The roof of
the Tower is the Observatory, and all citi-
zens can gain access to it (without enter-
ing the tower) by riding up a levitation
plate which serves as an elevator. In the
Observatoty, visitors can see dolphins,
schools of fish and other sea-life as they
pass by.

Personalities: King Zyndryl (MU 36,
N) is the founder and king of Aquas. An
adventurer and creative wizard, he per-
suaded old Empetor Tylion IV to let him
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have a stretch of underwater sea-shelf as
his dominion—and, starting 50 years
ago, turned it into the fascinating domed
city it is today. On a visit to Sundsvall
soon after Tylion’s abdication, he caught
the eye of the Empress—and she caught
his. Their romance lasted a few years,
ending amicably because their interests
pulled them in different directions, and
produced the children Eldrethila and
Zandor. Zyndryl dotes on Eldrethila,
can’t stand Zandor. Zyndryl is hand-
some, unusually strong for an Alphatian
wizard (Strength 16), keeps himself in ex-
cellent shape, and is somewhat vain
about it—wearing tight-cut adventurers’
style clothing (the tunics in spider-silk) to
show off his physique. Appearance: 6,
180 lbs.; common Alphatian coloration;
gold-blonde hair and green eyes; prefers
dark clothing (blues and purples); appat-
ent age 30 (real age 80). He is not now ro-
mantically attached.

RiNGOOM Of AROGANSA

Population: 150,000 (native, up to
50,000 visitors at peak of tourist season);
includes city of Bluenose (population
50,000, up to 75,000 in toutist season).

Description: As described in Book I,
Players’ Guide to Alphatia, in the “Over-
view of Alphatia” chapter. It is a nation
which thrives on tourism and caters to es-
pecially snobbish aristocrat visitors.

Regulations: Slaves and commoners
may not even address aristocrats unless
first recognized by them, under a penalty
of twenty lashes; in Arogansa, non-spell-
casters are supposed to be seen but not
heard. (It’s not a nice place for PCs who
aren’t spell-casters to visit—it requires a
lot more discretion than a high-level
tighter is usually able to maintain.)

Customs: Laziness is the national pas-
time among the tourists, so it is fashion-
able to pretend boredom and disinterest
in any topic of conversation—no matter
how interesting one might find it. It can
be very frustrating for adventurers to try
to talk to tourists in Arogansa, because
they take so long to reply and seem to
take so little interest in the characters’ im-
portant doings.

Sites: Bluenose Beach is the fairest,
cleanest beach in all Alphatia—and
should be, considering all the work lav-
ished on it. At dusk, when the tourists go
home, hordes of worker-slaves are re-
leased to clean the place up, all night
long, until the first glimmerings of
dawn—with every new day, it’s spotless.

Personalities: Matterdy, The Arbiter of
Taste (MU 12, L) is a popular personality
here. He’s a self-appointed critic and wit
who sets style, comes up with the most
scandalous gossip, and essentially lives
off the parties and soirees thrown by the
adoring tourists. He’s quite a snob, but is
careful not to insult other magic-users—
just commoners. Appearance: 5'9”, 140
lbs; common Alphatian coloring; black
hair and beard, brown eyes; sharp fea-
tures usually twisted into an expression of
mocking disdain; dresses in exotic and
preposterously clashing robes of his own
design; age 35.

KRiNGDOM Of Blackheart —

Population: 50,000 (including Shraek)
(1% wizards, 40% townsmen, 59%
slaves, servants, and victims of mad ex-
periments).

Description: As described in Book I,
this is an ominous, twisted, and unnatu-
ral forest kingdom founded by anti-
social wizards—and for other such
wizards—who just want to conduct their
experiments, especially the more grisly
and socially unacceptable ones, in
peace. This kingdom is dotted with cas-
tles, towers, and underground lairs of
wizards with their laboratories. The for-
ests are filled with monsters who have es-
caped or been released from the labs.
Since there are few laws here, it is a pop-
ular place for especially chaotic non-
spell-casters to live—the local wizards
can always find a use for a capable ad-
venturer in this kingdom.

Regulations: The only crimes on the
books include assault on the King or his
family (death penalty), damage to the
King’s property (requires immediate re-
compensation, can result in death pen-
alty if the King is angry enough).
Nothing else is illegal in Blackheart—
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you have as many civil rights as you can
keep for yourself by magic or might of
arms.

Customs: In spite of the kingdom’s
black reputation, carefully-cultivated po-
liteness is the custom here—even be-
tween wizards who hate one another.
When the veil of politeness drops, it’s
time for a fight—and, unlike other king-
doms in Alphatia, duels don’t have to be
fought under the protective aegis of a
duel-shield spell in this country.

Shraek

Population: 20,000.

Description: This is a dark, gloomy city
surrounded by a single curtain wall of
blackest obsidian. By order of the King,
the city’s streets were laid out in twisting,
winding patterns, constantly crossing and
re-crossing, and buildings whenever pos-
sible are built with disturbing fashions of
architecture. The population of Shraek
consists mostly of the operators of its
businesses, and of Chaotic mercenaries
and adventurers employed by—or hop-
ing to be employed by—the kingdom'’s
wizards. The town is full of dark libraries
(which charge substantial fees for visits),
taverns and inns, meeting-halls, alche-
mists’ and poisoners’ shops, zzonga-dens
by the dozens, a very busy crematorium
for disposal of the bodies of the recently
deceased, sages’ consultation offices, and
other services useful to the kingdom’s
wizards.

Personalities: King Hugorth the Mis-
anthrope (MU 36, C) is ruler here; he has
a small villa in the city and a castle out in
the wilderness somewhere (it’s best not to
ask where, as the city guards take a dim
view of people inquiring after the King’s
doings). His nickname is quite accurate;
he doesn’t like humans. He hopes some-
day to create a sentient race which he does
like (no magical super-power, he ‘“cre-
ates’ races by magically combining exist-
ing sentient races; he usually ends up
with freaks and monstrosities and de-
stroys the examples of his mistakes). Ap-
pearance: 5’5", 190 lbs (a tad hefty);
common Alphatian coloration; brown
hair and eyes; dtesses in featureless, rum-



pled robes of any colot, usually spotted
with dribbles from the last few days’
worth of meals; age 50.

KiNgODOM Of FloatiNGgG AR —

Population: 150,000 (including Sky-
reach).

Description: From border to border,
Floating Ar is filled with floating
islands—from as little as a hundred yards
across to as much as several miles.
Though the floating islands never crash,
no human communities are ever built be-
neath them. Most communities are built
atop the floating islands, and so the non-
spell-casting human serfs are that much
more dependent on their spell-casting
rulers. The Kingdom was founded not
long after Landfall by a mighty wizard
named Aft, who spent his long life doing
nothing more than enchanting these is-
lands to float (each consists of hundreds
or thousands of stonewall spells, from
Book 111, enchanted with levitate spells).
The magical technique that went into
their construction isn’t that amazing—
what astounds the other wizards of Al-
phatia is the amount of continuous work
that Ar and his apprentices must have
gone to to create this kingdom. (It is to be
noted that patt of Ar’s motivation was
one of the requirements for the path to
Immortality of the Paragon—it’s obvious
that Ar did transform his entire land, giv-
ing it a unique appearance!)

Regulations: Pushing or shoving some-
one counts as Assault in these lands—
because the Crown wants to discourage
any shoving taking place at the edges of
the great floating chunks of land.

Customs: Air-Ship regattas (boating
competitions) are a popular pastime in
Floating Ar.

SKkyreach

Population: 25,000.

Description: Built atop a two-mile-
diameter floating island (one of the larg-
est in the land), Skyreach is a city for any
air-related study.” A branch of the Fol-
lowers of the Air studies and teaches
magic here. Shipyards for the creation of

Air-Ships and other flying vessels operate
here. One or two former Thyatian
Knights of the Air, lured by too much
money, instruct the Alphatian military on
the finer points of Thyatian air-cavalry
tactics here. The city is surrounded by
grasslands where pegasi graze, and pega-
taurs (see the ‘“Monsters of Alphatia” sec-
tion) often visit here.

KRINGOOM Of GREENSPUR ——

Population: 600,000 (including Eagret,
population 100,000).

Description: As described in Book III,
Players’ Guide to Alphatia, in the *Over-
view of Alphatia” chapter. The largest
military naval base in Alphatia is here,
and dominates the city of Eagret and the
rest of the nation.

Regulations: Greenspur is very
paperwork-happy. Every sentient creature
belonging to or visiting the nation is sup-
posed to catry papers of identification in-
dicating his name, origin, current
employment, and (if an outsider) how
long his visit may last. Kingdom and city
guards may demand to see anyone’s pa-
pefts at any time to acertain their business
. . . but, typically, only do so when there
is cause to believe something unusual is
happening.

Customs: Greenspur does not accord
more rights to non-spell-casters than
other nations in Alphatia, but is more
scrupulous about making sure that laws
are enforced and trials of commoners are
conducted fairly.

Personalities: King Sildreth II (C 24, L,
of Alphatia) is the ruler here. He’s an of-
ficious, no-nonsense, short-tempered
petfectionist who has no time for mis-
takes, visitors with nothing to say, or en-
tertainment (waste of time!)—but who
does have a strong streak of justice and
fair play in his psychological makeup.
Appearance: 6', 150 lbs; olive skin tone
(mother was of Thyatian descent from the
Isle of Dawn); brown hair and blue eyes;
dresses in blue and gold garments cut in
military-uniform fashion; age 40.
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KRiNGgOOM Oof HAVEN

Population: 1,200,000 (including Aasla).

Description: As desctibed in Book III,
Players’ Guide to Alphatia, in the “Over-
view of Alphatia” chapter.

Regulations: Willful destruction of art
constitutes Assault on an Aristocrat in
art-conscious Haven.

Customs: Mylertendal’s philosophy of
beautification began here and has never
quite ended, so art of every sort is abun-
dant in Haven. There ate no large, flat
surfaces (such as building or city walls) to-
tally bare of some sort of art; the whole
kingdom, especially the capital city of
Aasla, reeks with color.

Sites: The Queen’s Castle is some 50
miles north of Aasla itself; the queen has
no interest in living in the teeming mass
of humanity that is Aasla.

Personalities: Queen Kryndylya (C 36,
N, of Kagyar) is ruler here. She is an arti-
san and collector of statuary, and has long
been a friend of Mylertendal (see ‘“‘Per-
sonalities” under “Aasla,” below). Ap-
pearance: 5’5", 130 lbs; Pearl Island
coloration, black skin, hair, and eyes
(artificial —she uses a disguise spell to
change her hue and retain her ordinary
features, which would normally bear
common Alphatian coloration); prefers
golden robes decorated with much white
lace; apparent age 35 (real age 65).

The Immottal Alphatia lived her hu-
man life under the name of Aasla—
founder of this nation and city—and so
she has special interest in the doings of
Aasla and Haven.

Aasia

Population: 400,000.

Description: Aasla is the capital city of
Haven, and is the greatest sea-port in all
Alphatia. The city has a Foreign Quarter
where traders from all sea-faring nations
in the world can be found. And, toevena
greater extent than the rest of Haven,
Aasla is decked out in painting, sculp-
ture, phantasmal force decorations, and
other forms of art—so much so that you
can hardly throw a rock without hitting a
piece of art (or an artist).
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Customs: Among the aristocracy, as
you might have guessed, art and the phi-
losophies of Mylertendal are the national
craze. Among the commoners, it’s trade
and travel.

Sites: The Tower of Mylertendal is the
city’s most famous site. It stands 60’ in di-
ameter and ten stories tall—not amazing
by Alphatian standards, but still
respectable—and its entire surface con-
sists of small (10" tall, 5" wide, 5" deep)
niches into which statuettes are placed.
There are some 36,000 niches on the tow-
er’s exterior. When Mylertendal makes or
receives a statuette worthy of display, she
puts it in a niche, sealing it in place with a
variant wizard lock spell she developed
herself. Currently, about 15,000 niches
are filled. She has constructed flying disks
four feet in diameter that have stable
floors and rails, and won’t leave her estate
grounds, but otherwise act as flying car-
pets; visitors are permitted to walk right
onto her grounds and fly around looking
at her thousands of beautiful statuettes,
free of charge. Many of the statuettes here
were crafted by Mylertendal, and many
by the Queen; every sort of situation or
character is represented, and Mylertendal
may insist that interesting-looking PCs
pose for her.

Personalities: Mylertendal (MU 36, L)
is, as you've guessed, the most famous
resident in Aasla. An artisan by nature,
devoted to nothing but the beautifica-
tion of her world, she was responsible for
a philosophy of beautification which
shook Alphatian culture some three hun-
dred years ago and has never quite died
out. A hundred years ago, she secretly be-
gan on the Path of the Paragon, with her
artistic effotts constituting the Path’s re-
quirement for changing the lands around
one’s home; she is in no hurry, and will
probably succeed in her quest. Appeat-
ance: 5’2", 110 lbs; common Alphatian
coloring; hair white, eyes brown; wears
brilliantly-embroidered gowns depicting
all sorts of scenes and landscapes; appat-
ent age 60 (real age 315).

RiNGDOM Of LIiMN

Population: 250,000 (including Trollhat-
tan, population 40,000).

Description: Limn is a pocket of hab-
itable land surrounded by high, jagged
mountains in northwestern Alphatia.
Limn is only about 150 miles from Al-
phaks’ Volcano, and Alphaks’ minions
make Trollhattan their first stop when
traveling into Alphatia—they blend in
here better than anywhere else in the
Empire. As described in Book III, Limn
is a land where sentient non-humans of
practically every variety walk among the
nation’s humans and demi-humans.
One’s neighbor may be a troll-baker or a
dryad-wicca as commonly as anything
else. The dwellings range from sophisti-
cated Alphatian architecture to crude
hole-dwellings dug out of the sides of
hills.

Regulations: In Limn, any sentient
species can be a citizen—though only
spell-casters may be Aristocrats. Attack-
ing a monster just because it’s a “mon-
ster”’ may result in a conviction for assault
(or murder) for the attacker.

Customs: The Show of Force is the
most notable custom here. Citizens do
not go out in the streets unprepared to
defend themselves. People who look
defenseless—even mighty magic-users—
find it adviseable to have bodyguards
along, as it keeps others from thinking
they are defenseless and provoking a
fight. And because everybody is prepared
for a fight, and no one looks like he’s easy
meat in a fight, combats are actually
pretty rare.

Sites: The Living Bestiary is a vast zoo
(covering some 200 actes) full of magical
monsters living in large cages which sim-
ulate their natural environments. The
most powerful are caged in areas with
thick steel walls and anti-magic character-
istics. There are some 800 different mon-
ster species represented here, and, for all
the zookeepers’ preparations, accidents
and escapes are not uncommon—it’s
dreadfully hard to keep the cleverest and
most powerful monsters caged, and the
zookeepers are constantly hiring adven-
turerers to go and acquire replacement
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beasts, and to find and capture samples
of newly-discovered monsters.

Personalities: King Drushiye (E10, At-
tack Class K, 3 attacks/round, N) and
Queen Mellora (Dryad-Druid 10, N).
Drushiye, about a hundred years ago,
managed to convince the Emperor that
tulership of his kindom should be di-
vided among two rulers—one for humans
and demi-humans, the races accepted by
the rest of Alphatia, and one for the other
sentient races who are citizens only in
Limn. When the Emperor accepted, he
took as his mate and co-ruler Mellora, a
powerful dryad druidess of the nation.

Appearance (Drushiye): 5’7", 135 lbs;
black hair and eyes, slight golden tint to
skin; prefers spider-silk garments in black
and green; age 330 (appatent age: adult
elf male).

Appearance (Mellora): 4'11", 90 lbs;
green hair and eyes, pale white skin; pre-
fers short-skirted spider-silk robes in
green and white; age 200 (apparent age:
adult dryad).

KRiNGOOM Of StoNnewall ——

Population: 1,600,000 (including Draco,
population 550,000).

Description: As described in Book III,
Players’ Guide to Alphatia, in the ““Over-
view of Alphatia” chapter.

Regulations: Though officially non-
spell-casters are still Commoners and
spell-casters are still Aristocrats, criminal
law is identical for both classes of society
here; all ctimes are tried as if committed
by Aristocrats on Aristocrats. Insolence is
not a crime in this kingdom.

Customs: The atmosphere of Stone-
wall is comparatively friendly to non-
spell-casters of every sort. Discrimination
due to lack of magical ability exists here
primarily among foreignets.

KRiINGOOM Of Stoutgellow —

Population: 60,000 (50% dwartf, 25%
halfling, 25% gnome) (including
Denwarf-Hurgon).

Description: As described in Book I1I,
Players’ Guide to Alphatia, in the “‘Over-
view of Alphatia” chapter. This is a



rough, mountainous land settled by
dwarves, halflings and gnomes, mostly
families with one or more craftsmen in
them.

Regulations: Laws and the government
system are similar to those of Rockhome
(see GAZ 6, The Dwarves of Rockhome).
In particular: There are no written codes
for crimes, though the sorts of activities re-
garded as crimes by the humans are re-
garded as crimes here. No distinction is
made between spell-casters and non-spell-
casters; the same laws apply to everyone
equally. Punishments include such dwar-
ven concerns as enforced idleness, exile,
disinheritance, or convict labor.

Customs: Dwarves being the dominant
species here, dwarven customs are the
most common. Dwarves tend to be suspi-
cious and close-mouthed around stran-
gets they don’t know—and they tend to
take years and years go get to know you
(but make exceptions for heroes with a
reputation for being dwarf-friends).

DeNwarf-HURGON

Population: 30,000 (90% dwarf, 5%
halfling, 5% gnome).

Description: The dwarvish-language
name of this place means Rockborn
(Dwarf) Caverns, and it’s in the great ca-
verns under these mountains that most of
the city (25,000) lives. Above the caverns
is the open-air city where the rest of the
citizens live. So, in the upper city, we
have about 1,500 halflings, 750 gnomes,
and 2,750 dwarves. In the lower, cavern,
city we have about 750 gnomes and
24,250 dwatves.

RiNGOOM Of
TheraNdEROI

Population: 200,000 (including Errolyn,
population 30,000).

Description: This is a small, pretty
kingdom featuring light forests and nu-
merous lakes; it is the ancestral kingdom
of the family of Emperor Tylion IV and
Empress Eriadna. It is currently ruled by
Eriadna’s eldest child, Eldrethila.

Personalities: Queen Eldrethila (MU
30, L) is the daughter of Eriadna and

King Zyndryl of Aquas, and full sister of
Prince Zandor. She grew up sweet but
strong-willed—candy over a core of iron.
She also grew up Lawful and organized,
disliking chaos and court politics. When
she was adult, she told Eriadna and Zan-
dor that she would officially remove her-
self from contention from the throne of
Alphatia (giving Zandor the best shot at
it) if she could rule Theranderol, their
family’s ancestral kingdom. It was obvi-
ous to Eriadna that Eldrethila had no in-
terest in the rule of so widespread and
chaotic a land as Alphatia, and Zandor
was all in favor of it, so Eldrethila became
queen of her quiet nation. Appearance:
5'9" , 135 lbs; common Alphatian colora-
tion; red hair, green eyes; plain features
but a striking and memorable manner;
prefets modest garments in brown and
gold; apparent age 27 (real age 37).

RiNGDOM Of Vertiloch

Population: 2,000,000 (including Sunds-
vall).

Description: As described in Book I1I,
Players’ Guide to Alphatia, in the “Over-
view of Alphatia” chapter. Vertiloch is a
green and southern land with many small
lakes upon it, colorful capital nation of
the Empire.

Customs: Vertiloch is not handed
down in a single family like rulership of
most kingdoms. The kingdom is auto-
matically ruled by the current Emperor or
Empress of Alphatia. (This is because of
an ages-old ruling that the Emperor must
be a King or Queen; in a time when the
best candidate had no dominion, the
Grand Council of Wizards established
that Vertiloch would be the kingdom of
the current imperial ruler, so that that re-
quitement would be met.)

Sites: Greatest site in Vertiloch is the
city of Sundsvall, the imperial capital,
described below.

SuNOsvall

Population: 500,000.

Description: The City Built by Magic is
a vast, sprawling metropolis radiating
outward from Eriadna’s Imperial Palace.
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The city is made up of about 2,000 indi-
vidual estates, each owned by an aristo-
crat or a wealthy commoner. Average
population for each estate is about 250
residents; many have very few residents
(50 to 100) while some are tenements
densely packed (up to 1,000 residents). A
map key and further desctiption of Sun-
dsvall follows below.

Regulations: Property in Sundsvall
must be bought in complete blocks. Sale
ot purchase of a piece of property smaller
than a city block is not permitted. A
block may be built up as a collection or
rental properties, of course—many mer-
chants help make themselves rich by
building tenements for commoners and
gouging prices. Such people tend to be
hated, but wealthy. Many blocks are un-
walled and leased in pieces to various
merchants for the operation of small
businesses. Many blocks are themselves
large businesses.

Personalities: Personalities of Sunds-
vall appear in the “Characters of Sunds-
vall” chapter.

Map Key of SuNdsvall

The map on page 49 shows the city of
Sundsvall. As you can see, it resembles a
giant spiderweb radiating out from the
Imperial Palace Complex.

The city is lit by continual light globes
which line evety major street—the
globes, sitting atop tall poles, are
shielded during the daytime and opened
at night by commoner street workers.

In wealthier areas, the streets are kept
meticulously clean by slave workers. In
the lower-income areas, the city takes on
a decidedly more shabby appearance.

The interesting sites of Sundsvall in-
clude:

(1) The Imperial Palace Complex: This
is a huge walled enclosure, the size of
nine normal city blocks. It includes the
main Palace building, in the center; nu-
merous outlying residential structures for
the hundreds and thousands of Palace
residents, servants, and slaves; a large
landing field for Air-Ships, and stables
for the horses and other beasts owned by
nobles of the palace; government office
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buildings, where the business of ruling
takes place; and the 60'-high curtain
walls surrounding the whole thing.

(2) The Aerodrome: This is the large
aerial port of Sundsvall, also a huge
multi-block complex. It is sutrounded by
hangars for the Air-Ships, construction
facilities for new Air-Ships, central land-
ing fields, and debarkation areas for pas-
sengers.

(3) The University of Sundsvall: This
entite block consists of one mammoth 20-
story building which houses the entire
University, where magic is taught to the
budding magic-users. Housing is not on-
campus (i.e., in the building).

(4) University City: These blocks, sur-
rounding the University, are businesses
including housing areas, taverns, outdoor
cafes, and other services of interest to uni-
versity students.

(5) Artisans’ Square: This block,
bought by a philanthropist and kept
empty by him, is a place for artists of
every variety to set up booths and tables
and display and sell their goods. Com-
moners and Aristocrats alike set up shop
to show their talent. Every table and dis-
play area must be taken down at full
dark, and the owner’s slaves clean the
block up at night.

(6) Chime Tower: In this tall, narrow
tower, home of an eccentric wizard de-

voted to the sphere of time, is the world’s
largest chime of time (Dungeon Master’s
Companion, page 53). It is 100 times the
size of the ordinary 3’ variety, being 25’
long, and being audible in a diameter of
6,000’ (over a mile). It is always kept on
the first command, so that it chimes the
hour, on the hour.

(7) Fire-Slayers: This is a government-
paid enclave of clerics and magic-users
whose job is to put out fires which spring
up in the city. They use teleports and fast-
moving aerial transport to the site, then
use spells such as create water, ice storm/
wall, and so forth to put put the fires out.

(8) The Jangles: These many blocks
house commoners’ businesses: Offices,
taverns, shops, small matkets, businesses
for any sort of commoners’ concern. At
night, it becomes a place for pub-crawling
and other entertainments, and a place
where aristocrats often go “slumming.”’

(9) Fire City: This is the nickname for
several score blocks of the most densely-
occupied tenement ateas in the city. Be-
cause they are built up so high (10 to 20
stories) and in such an uncaring fashion,
because they are so thickly occupied, fires
are common and very dangerous—in
spite of the magical efforts of the city’s
fire-fighters.

(10) The Pits: This is the worst area in
Sundsvall—blocks whete the owners, by
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collaboration and cooperation, maintain
the most seedy of businesses—including
the zzonga-pits which gave the area its
name. It is a place where aristocrats will
only go when they are looking for some-
one . .. or when they themselves are
zzonga addicts.

(11) Hard-Ball Arena: This large arena
seats 50,000, and features hard-ball prac-
tice sessions and tryouts through most of
the week and two real matches every Fla-
jhur (Nytdain) night.

It would be impossible to desctibe all
the other sites of the city. Most of the
northern half of the city consists of estates
of the wealthy (generally wizards, clerics,
and some elves, but occasionally wealthy
Gentry as well). Each such estate has its
own walls, several buildings within, and a
population which can be as low as 50 or as
high as 1,000—though the latter is very
uncommon, 250 being the average.

Much of the southern half of the city
consists of dwellings and businesses of the
middle class and poor—that includes
middle-class and poor Aristocrats, too.
Most of the city’s business takes place in
the city’s southern half, and wealthy aris-
tocrats are often seen in southern streets,
shopping for rare ingredients, arranging
loans with the banks of the Gentry, and so
forth.
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Following are the some of the best-known
personalities of Sundsvall—the Imperial
Family of Empress Etriadna—and others
from the imperial palace whom the PCs
might someday encounter. As with the
“Charactets of Thyatis City”’ section, no
spells are listed for the mage characters—
see the Appendix section at the back of
this book to determine the spells that
these characters are likely to be carrying at
any given time.

ERriadNa the Wise
Empress of Alphatia

History: Born about 80 yeats ago in
Sundsvall, Eriadna is the only child of Ty-
lion IV, the previous emperor. Unlike her
father, she was reared from birth in the
duties and rights of a ruler-to-be. She was
not precisely spoiled as a child: By Ty-
lion’s decree, anything she wanted was
hers . . . but the consequences of any of
her requests were always impressed on
her. When a commoner accidentally in-
sulted her by omitting her title when ad-
dressing her, she complained, and the
man was punished ... but she was
forced to watch the trial and punishment.
When she wanted a grand birthday cele-
bration for herself to be a holiday
through all Sundsvall, Tylion complied

. . then taught her how to calculate the
cost of the event to the imperial treasury,
and showed her what those funds might
otherwise have gone to. In this way, she
learned of the far-reaching consequences
any of her actions might have, and
learned to think through all her decisions
and desires before pronouncing them.

This is why her alignment is given as
Neutral. In spirit, she’s as Chaotic as most
Alphatian magic-users. Her personality,
her veering style of conversation (which
skips from interest to intetest, event to
event), and her mercurial moods are all
very typically Chaotic. But her strict up-
bringing in her responsibilities has made
her very duty-conscious—a Lawful trait.
Chaotic by nature, Lawful by design, she
“reads” as Neutral.

Through her youth and early adult-
hood, she saw her father grow increas-
ingly frustrated with the throne—and

especially with the Empire of Thyatis.
When Tylion IV launched an attack on
that Empire, the end was near for Ty-
lion’s reign—the Grand Council didn’t
want an Emperor so unpredictable and
dangerous. So she offered to help her fa-
ther by taking the reins of the rulership of
the kingdoms of Vertiloch (the Emperor’s
dominion) and Theranderol (the family’s
dominion). He agreed. She was very
showy and public when ruling Vertiloch
and Theranderol, and soon became fixed
in the population’s mind as the ruler of
those countries.

When Tylion’s attack on Thyatis
failed, and later when Thyatis was able to
reclaim all its lost Isle of Dawn territories,
the Grand Council turned to Eriadna and
avowed their support of her for the impe-
rial throne if she could persuade Tylion to
step down. If he didn’t—well, there were
some Council wizards ready to duel him
just to get tid of him.

She persuaded her father to abdicate.
The man was tired and broken; it wasn’t
difficult. And so Eriadna, called the
Wise, became empress of the greatest
empire in the world. In the neatly forty
years since, she has ruled well. She has
learned to spot people with the ability to
organize—and with a loyal spirit—and so
her government is a relatively smoothly-
functioning machine.

She has had relationships with many
great and charismatic men of Alphatia,
and borne five children: Eldrethila (age
37) and Zandor (35) to King Zyndryl of
Aquas, and Ericall (30), Mariella (20) and
Tredorian (17) to General Torenal. By
agreement between Eriadna, Eldrethila
and Zandor, Eldrethila is now Queen of
the family’s ancestral dominion of
Theranderol, while Zandor has aban-
doned all claim to that kingdom and is
being groomed as Eriadna’s successor;
should he fail to meet up to her criteria,
he would have no claim either on Theran-
derol or the imperial throne.

Ericall is king of Norwold; Matiella re-
mains at home under the stern eye of
Eriadna, for she is a foolish and head-
strong young woman; and Tredotian lives
in the Imperial Palace of Thyatis, a diplo-
matic hostage, while his counterpart,
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Princess Asteriela of Thyatis, lives in the
imperial palace at Sundsvall.

Personality: Eriadna would prefer to be
able to spend all her time in magical, per-
sonal, and romantic putsuits. Unfortu-
nately, the demands of ruling the Empire
tend to get in the way of that. So she exe-
cutes her duties in the shortest and most
efficient ways possible and then goes back
to pleasing herself. Eriadna likes theatre
and music, air-ship races and demonstra-
tions of newly-created monster species.
And she has a well-known weakness for ca-
pable, attractive men, even commoners.
It’s one of the great disappointments of
her life that General Torenal is without any
strain of magical ability, and all of the chil-
dren he fathers are likewise crippled. She
is capable of great cunning in diplomatic
dealings, but would prefer not to be put to
that sort of effort: Anyone who forces her
to exert herself like that is sure to incur her
dislike, and eventual retaliation.

Appearance: Eriadna is a beautiful
woman of common Alphatian ancestry:
5', 105 lbs; mahogany-brown hair and
green eyes; delicate, expressive features;
dresses in costly spider-silk gowns, chiefly
gold and trimmed with ruffles; apparent
age 30 (real age 80).

DMing Notes: Eriadna is ruler of all
Alphatia and Emperor Thincol’s opposite
number in practically every respect. She is
witty, gay, and would prefer to keep dip-
lomatic treachery at a distance whenever
possible. She is not ordinarily accessible
to PCs at lower levels, but Name-level
mage, cleric, and elf adventurers might
easily become regulars at her court.

Combat Notes: 36th-level Mage; AC 5
(ring of protection +4); hp 50; MV 120’
(40"); #AT 1; D 2-12 (2d6) (staff of wiz-
ardry); Save F36 +4 (from ring of protec-
tion +4); ML 6; AL N; S9 118 W15 D12
Co09 Ch16. Languages: Alphatian, Align-
ment (Neutral), Thyatian, Elvish (Shiye),
Thothian. General Skills: Alternate Mag-
ics (I), Planar Geography (I}, Knowledge
of Alphatian Government (I), Codes of
Law and Justice (W), Detect Deception
+3 (W + 3), Riding (Horse) (D), Piloting
(Air-Ship) (D), Acting (Ch), Bargaining
(Ch), Deceive (Ch), Leadership (Ch),
Persuasion (Ch).



Magical Items in Possession: ring of
protection +4, ring of spell turning, staff
of wizardry.
ZANDOOR
Prince of Alphatia

History: Zandor is son of Empress
Eriadna and King Zyndtryl of Aquas. He
grew up burning with the knowledge that
someday he would rule all Alphatia, and
nothing would stand before him. He has
dedicated himself to becoming a great
wizard and politician—and, to his moth-
er’s dismay, he has studied the tactics and
writings of Thincol of Thyatis with great
interest, finding much there to emulate.

Personality: Zandor is chaos in motion.
He’s constantly moving and hates to
sleep—consequently, he always looks a lit-
tle thin and tired, and was never a powet-
ful physical specimen to begin with. He’s
contemptuous of non-spell-casters, except
those who (like Thincol) are great thinkers
in spite of their handicap. He has an active
distaste of his half-brothers Ericall and Tre-
dorian, and looks on his half-sister Ma-

riella as nothing but trade goods. He’s a
Follower of Air and is fascinated by all
sorts of aerial magics; he owns an estate in
Floating Ar, has a griffin to ride and a
huge, mighty air-ship for long-distance
transportation. He even borrowed enough
funds from his mother’s personal
treasury—with  her slightly-belated
permission—to construct for himself a
great flying castle, and stocked it with all
sorts of monstrous minjons (see M2,
Vengeance of Alphaks, for details on this).
He’s so sute that he will one day rule Al-
phatia that it is as a holy crusade to him—
and woe to anyone who expresses a
different opinion. Zandor has duelled sev-
eral wizards to death (no Grand Masters,
so far) for failing to show him the respect
he deserves—in his mind, all that takes is
expressing an opinion that someone else
might be a better emperor than he.
Appearance: 6', 140 lbs; common Al-
phatian ancestry; brown hair and eyes;
thin, sharp features, always in motion,
nervous mannerisms; wearts knee-length
Alphatian robe, trousers in sky-blue, belt,
gloves, boots and cloak in white; age 35.
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DMing Notes: Zandor is a genuine
crazy, but it will be some time before the
Alphatian Grand Council of Wizards re-
alizes this (all it will take is Zandor killing
one of their number in a duel). He wants
to rule the Empire more than anything,
and he wants to fly all the time just less
than that. He will be fascinated by any
spell-casting player-character who has
some new flying toy or technique for aet-
ial movement, or knowledge of the Ele-
mental Plane of Air, or anything of the
sort, and will try to ingratiate himself to
that PC—to learn his techniques, and to
gain himself another supporter for his
eventual rise to the throne.

Combat Notes: 30th-level mage; AC 4
(Dexterity bonus and ring of protection
+3); hp 35; MV 120’ (40"); #AT 1, D 2-
12 (staff of power); Save M30 +3 (from
ring of protection +3); ML 3; AL C
(very); $10 117 W6 D17 Co8 Ch12. Lan-
guages: Alphatian, Alignment (Cha-
otic), Elvish (Shiye), Thyatian. General
Skills: Alchemy (I), Alternate Magics (I),
Engineer (I), Knowledge of the Plane of
Air (I), Magical Engineering (I), Planar
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Geography (I), Piloting (Air-Ship) (D),
Piloting (Flying Castle) (D), Riding
(Horse) (D), Riding (Griffon) (D), Per-
suasion +2 (Ch+2).

Magical Items in Possession: ring of
protection + 3, boots of levitation, staff
of power, stone of air elementals.

Mariella

Princess of Alphatia
(alias Hyldeborg)

History: Mariella was born 20 years
ago, second child of Eriadna and Torenal.
Like her brothers Ericall and Tredorian,
she has no magical ability at all and grew
up treated much as a child handicapped
from birth. She came to expect continual
special treatment, and grew up haughty,
spoiled, and childish.

Personality: Mariella gets what she
wants, and she wants a lot. She wants at-
tention, clothes, attention, jewelty, at-
tention, servants, and her own way. She is
also distinctly jealous of her mother’s
beauty and political and magical power
and rebels at her mother’s orders and
guidance at every opportunity.

When “Baron” (King) Norlan of
Qeodhar visited the imperial court at
Sundsvall to woo her, she was so de-
lighted with Eriadna’s dislike of the man
that she immediately “fell in love with
him.” Since his reluctant return to
Qcodhar she has conceived of a plan to
run away from home and be with him,
and is in the process of creating an alter-
nate identity—that of a Northern
Reaches woman named Hyldeborg—in
whose guise she can travel secretly to
Qeodhar.

If there is anything Mariella cannot
stand, it is being treated as an inferior—
atanything. Even if she is learning to play
a game for the first time and is beaten,
the other player cheated.

Appearance: Unfortunately for the
world at large, Mariella is very attractive
and compelling. A lot of her attraction is
learned behavior—it helps her get what-
ever she wants, after all. From Torenal’s
blood, she has the “pure” Alphatian col-
oration of pale skin and dark hait. She is
5'4" and 125 lbs.; black hair and violet

eyes; sultry looks; dresses in violets and
reds; age 20. As Hyldeborg: Hair long,
blonde, and plaited (wig). She carries a
medallion which bears her true name and
ancestry, and has some other interesting
functions (see below).

DMing Notes: Mariella is pure trouble
in a very attractive package. She’s likely to
run away from home one fine day,
straight into the arms of the player-
characters, and give them a lot of gold to
conduct her secretly to Qeodhar—more
gold than such a trip is worth. Alter-
nately, she might try to run away and be
captured by agents of some foreign power
(not Thyatian—they’ve done that once
already, never again), prompting the Em-
press to send special agents (including the
PCs) after her. As yet another nasty op-
tion, she could run away to begin her trip
to Qeodhar, bump into the PCs, and im-
mediately fall in love with one of them—
with a mage if you only want to make one
character’s life a living hell, or with a non-
MU if you want Empress Eriadna angry at
everyone.

Combat Notes: Normal Woman; AC
5; hp 3; MV 120 (40'); #AT 1; D 1-4
(dagger); Save F1-1 +4 (from her medal-
lion); ML 3; AL C; S10 19 W6 D12 Co8
Ch18. Languages: Alphatian, Chaotic
(Alignment). General Skills: Acting
(Ch), Deceive +1 (Ch+1), Persuasion
(Ch).

Magical Items in Possession: Mariella’s
Medallion has the powers of: a ring of
spell turning, a ting of protection +4, a
ring of life protection, and a scarab of
protection. Empress Eriadna had her fa-
ther craft this and give it to Matiella (who
wouldn’t have taken it from her mother)
in order to protect her from herself—the
medallion may just save Mariella from
some wizard’s certain anger long enough
for the girl to identify herself. It is en-
graved with Mariella’s name (and “If
found, return to the Imperial Palace of
Alphatia, Sundsvall, Vertiloch”), and the
engraving cannot be marred by someone
who steals the medallion for his own use.
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TylioN IV
Former Emperor of Alphatia

History: Born 120 years ago to Tylati
III, the last Empress, Tylion seemed to
have all the right personality traits to be a
good Emperor—he was intelligent, as
properly chaotic as any good mage, and as
appropriately dutiful as a ruler needed to
be. He took the throne in AY 1919 (AC
919), when Tylari disappeared on her
quest for Immortality, and ruled well for
many, many years.

But, like many a leader before him,
Tylion was worn down by his responsibili-
ties. The never-ending strain of rule
made his temper short and decision-
making abilities uncertain. He became
more and more reactionaty in his political
dealings. He made a lot of bad decisions
and a lot of enemies.

When, in AY 1959 (AC 959), the Thy-
atian emperor Gabrionus V broke a long-
standing trade agreement, it was the last
straw for Tylion. He ordered an all-out at-
tack on Thyatis. Unfortunately for him,
all the people he’d offended over the last
few years failed to respond to his order.
The attack on Thyatis was, after early suc-
cess, beaten back, and the Alphatians lost
every bit of territory they’d gained . . .
all for nothing.

The Grand Council of Wizards backed
Tylion’s daughter Eriadna when she rec-
ommended that he step down from the
throne. This he bitterly did.

But his forced retirement was a bless-
ing in disguise. He eventually became
philosophical about the whole thing. He
had time for his hobbies, including the
creation of small familiar-creatures and
the adopting of new identities.

Over the years, using impersonate
spells, Tylion has built up quite a num-
ber of alternate identities—over sixty at
last count. In his alternate personae, he
travels, makes new friends, and sees new
sites, all without the relationship bag-
gage he picked up while he was Emperor
Tylion IV. Several people know some of
his identities; only he knows all of them.

One of his personae is that of Master
Terari, a teacher of magic in the Impetial



Palace at Sundsvall. Terari has been
around so long-—thirty-odd years now—
that no one remembers that his origin is a
mystery. Terati teaches the basics of magic
to special visitors to the Palace, work
which Tylion finds particularly reward-
ing. Not even Eriadna knows her father is
also Terari.

Within the last few years, Tylion was
invited into the Grand Council of
Wizards—he’d been eligible for 80 years,
but current emperors may not sit on the
council, and after his abdication he was so
disliked that the invitation was long in
coming. He accepted, and is now a mem-
ber of the government body which regu-
lates the powers of his own daughter.

Personality: These days, Tylion is a
vety settled and relaxed individual, a
statk contrast to the raw-edged and
violent-tempered Emperor he was forty
years ago. He enjoys teaching, making
friends of people who do not know that
he is Tylion, and traveling to interesting
places—though he does not adventure.
He likes creating small monster-types and
showing them off. He has grown
thoughtful and introspective enough that
he perceives flaws in the Alphatian way of
life, and is no longer disparaging of non-
magic-users. He loves his daughter, but
doesn’t care for most of her children—
excepting Tredorian, whom he thinks has
some potential as a human being. He
does like the Empress’ new ward Princess
Astericla, and the Princess’ lady-in-

waiting Galatia. He has recently decided
to undertake the Path of the Epic Hero—
one path to Immortality which would not
separate him from his mortal family for
too long during its accomplishment.

Appearance:

As Tylion—5'8" , 140 Ibs; common Al-
phatian coloration; brown hair and ex-
pansive beard, golden-brown eyes;
solemn, intelligent features; wears
spider-silk robes in royal purple and gold;
apparent age 40 (real age about 120).

As Terari—6'2" , 160 lbs; common Al-
phatian coloration; solid grey hair and
beard, dark brown eyes; sharp, inquisi-
tive features; wears plain brown cotton
robes; apparent age 60 (real age about
120).

DMing Notes: Tylion, in one of his nu-
merous alternate IDs, could become a pa-
tron and even friend of the player-characters
... although he would not accompany
them on adventures. It would not be possi-
ble for them to learn his true identity until
they reached high level—at least 18th. As
Master Terari, he could be the mentor of one
of the PC magic-users.

Combat Notes: 36th-level Mage; AC
6; hp 60; MV 120’ (40'); #AT 1; D 1-6
+6 (from Strength bonus and staff +5);
Save F36; ML 7; ALN; S13 118 W11 D10
Col4 Chi1s. Languages: Alphatian,
Alignment (Neutral), Elvish (Shiye),
Nixie, Pixie. General Skills: Knowledge
of Bestiary +2 (1+2), Animal/Monster
Biology (1), Veterinarian (I), Alchemy (I),
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Alternate Magics (I), Artisan (Small Hu-
manoid Sculpture/Design) +2 (I+2),
Teaching (Magic Instruction) (I), Animal
Trainer (W), Riding (Hotses) (D), Acting
(Ch), Persuasion (Ch).

Magical Items in Possession: ring of
spell storing with six impersonate spells
(made by Tylion), ring of protection +3,
flying carpet, staff +5.

Torenal
General of Eriadna’s Guard

History: Torenal was the son of an Im-
perial Palace slave; he was born in AY
1945 (AC 945). He was himself a slave,
but was freed in AY 1963 by Tylion, who
saw that the youth had great potential
and didn’t need to be kept him chains for
the rest of his life.

Torenal immediately entered the Im-
perial Guard and made quite a career of
it. He learned everything the old guards-
men had to teach him, which wasn't
enough, and then hired hard-bitten for-
eign mercenaries, street acrobats and
tumblers, even thieves and assassins to
teach him as many forms of combat as he
could learn. He became a remarkable
combatant and rose rapidly through the
guard’s ranks.

And he attracted the eye of the Em-
press. He was, after all, strong, graceful,
handsome, and devoted to her continued
well-being. If only he had some ounce of
magical potential . . . but he didn’t, and
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that failed to keep the passionate Em-
press from having a relationship with the
man which has continued, erratically, for
over 30 years.

Torenal has become general of Eriad-
na’s Guard. Eriadna has borne three chil-
dren by him (Ericall, Mariella,
Tredorian), all hopelessly non-magical,
and he has sired children on other women
(one such child is the grotesque Lernal,
governor of Landfall in Norwold).

Personality: Protecting Eriadna’s per-
son, avenging slights to her, and keeping
her affections (as much as he may) are his
greatest motivations. He has heard many
things about the brilliant fighting ability
of Emperor Thincol of Thyatis, and, be-
lieving that someday the Alphatian/
Thyatian quarrel must come down to a
confrontation between Thincol and
Eriadna, he has trained himself to be able
to beat Thincol. Whether he can or not is
anyone’s guess . . . but he has as good a
chance as any great fighter.

Appearance: ‘‘Pure” Alphatian ap-
pearance (pale skin, dark hair); 6’4", 220
Ibs.; black hair (clean-shaven) worn to
mid-back, and black eyes; broad, hand-
some, theatrical features; wears the colot-
ful red, yellow, and black uniform of the
Imperial Guard; appatent age 35 (real
age 55).

DMing Notes: In a campaign, Torenal
is the menacing figure always to the side
of the Empress, ready to lay down his life
for her—and even more ready to lay
down someone else’s life for her. While
characters are well-liked by the Empress,
they’re Torenal’s best buddies. But char-
acters who oppose the Empress ate
Torenal’s enemies, and they’d best never
attack or insult her in person—for he’ll
be there.

Combat Notes: 36th-level Fighter; AC
—4 (from Dexterity Bonus, plate mail
+2, and shield +2); hp 120; MV 90’
(30"); #AT 4; D 2d6+8 (Grand Master
with the normal sword), with an addi-
tional +6 (for Strength Bonus and nor-
mal sword + 3; Save F36; ML 12; AL N;
S18 113 W10 D17 Col6 Chl18; Lan-
guages: Alphatian, Alignment (Neu-
tral), Thyatian. General Skills:
Intimidate (S), Muscle (S), Wrestling (S),

Military Tactics (I), Acrobatics +3
(D +3), Alertness (D), Hard-Ball (D), Pi-
loting (Air-Ship) (D), Riding (Horse)
(D), Leadership (Ch).

Magical Items in Possession: plate mail
+2, shield +2, normal sword +3, ring
of spell turning (the last a present from
Eriadna).

Astericla TORION
Princess of Thyatis

History: Asteriela was born 21 years
ago, third and last child of Emperor
Thincol and Empress Gabriela of Thyatis.
She, like her sister Stefania, was groomed
to be a handy parcel to be matried off for
a good imperial alliance . . . and she,
too, made noises of rebellion when it
came to be time for her to be betrothed.
The older and slightly wiser Thincol, af-
ter his experiences with his oldest daugh-
ter, held off on the betrothal, waiting
until Asteriela came around to accepting
his more informed decisions of her own
free will.

In the meantime, some foolish agents
of Thincol’s were able to kidnap Eriadna’s
youngest son, Tredorian, from the city of
Alpha in Norwold. Thincol didn’t want
this, but couldn’t just send the boy home
when Eriadna demanded it—that would
be a considerable loss of prestige for him.
So, instead, he sent his own daughter As-
teriela to Alphatia, to be a counter-
hostage; Asteriela liked the idea, and it
certainly helped save face for Thincol.

So she came to Sundsvall, and was
warmly welcomed by the Empress . . .
and the Empress’ father Tylion soon dis-
covered that the girl had the potential for
magic. Given the opportunity of learning
to wield magic, and thereby having
power in her own right when it came time
to return to Thyatis, or not, and once
again being her fathet’s chattel upon re-
turn, she chose to learn.

She has now been in Sundsvall a year,
and she has quickly grown to love the col-
orful city and the undemanding and less-
than-sinister Empress. Though she loves
her father, she fears him, and her rela-
tionship with the Empress is much more
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comfortable and supportive . . . so her
loyalties are shifting toward Eriadna.

Personality: Astetiela is bright and en-
ergetic, a sponge for Alphatian culture.
Because she is beautiful, uncritical of the
Alphatians, and charming, she is becom-
ing quite popular at Eriadna’s court—a
revelation for the courtiers who’d always
thought of Thyatians as coarse barbari-
ans, and so a beneficial side-effect for
Thincol.

Appearance: 5’5", 125 lbs; gold-
blonde hair, dark brown eyes; fair com-
plexion (from her father’s side of the
family); prefers Thyatian clothing styles,
and is introducing many to the Alphatian
court; age 21.

Combat Notes: 4th-level Mage; AC 9;
hp 12; MV 120’ (40'); #AT 1; D 1-4+1
(dagger +1); Save F4; ML 8; ALL; S8117
W15 D12 Co10 Ch15. Languages: Thy-
atian, Alignment (Lawful), Alphatian,
two others not yet learned. General
Skills: Detect Deception (W), Riding
(Horse) (D), four others not yet chosen.

Magical Items in Possession: dagger
+1.

Galatia AllatrianN
Lady-in-Waiting

History: Galatia is from the Isle of
Dawn and is of Alphatian descent. Her
cousin, Countess Julia Kendasius, the
ruler of Kendach on the Isle of Dawn,
brought her to Thyatis City during a not-
mal state visit and presented her (intro-
duced her) to Emperor Thincol. Though
she was very young, Thincol could see
that Lady Galatia would probably blos-
som into a very lovely woman, so he con-
trived to have Galatia made a
lady-in-waiting to his daughter Asteriela.

Asteriela initially wasn’t vety happy
about this arrangement. She well knew
her father’s mind on the subject of beau-
tiful young women and was tired of hav-
ing the Emperor’s pet projects being
shoved into her service. But Galatia
turned out to be fun, no brainless beauty
just waiting to be called into service by
Thincol. She made her own clothes and
designed striking exotic gowns for Aste-
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riela, just at a time when Empress Ga-
briela had been trying to subdue Aste-
riela’s outgoing nature and love of
spectacle. Galatia had been all over the
Isle of Dawn and had many interesting
stories to tell about that fascinating is-
land, where two great islands rub up
against one another; she encouraged As-
teriela on all sorts of escapades, such as
dressing up as peasants and traipsing
through Thyatis City unguarded. In
short, she got the two of them in a lot of
trouble, which infuriated Thincol and
delighted Asteriela.

When Asteriela was bartered off to be a
hostage in Sundsvall, Galatia was only
too happy to go with her. She wasn’t
quite as Alphatian as she thought, how-
ever, and had some trouble adjusting to
the ways of the Alphatian Empire . . .
but Eriadna asked old Master Terari to
find out if she had magical potential,
and, if she had, to develop it. She did,
and Galatia was saved from the pathetic
life of a magic-less servant in the great
palace in Sundsvall.

Personality: Galatia is a clever and en-
ergetic gitl who-is so used to being clever
that she’s not aware that she’s inexperi-
enced and gullible. She’s used to making

basic assumptions about the way the
world wotks, assumptions which are be-
ing challenged and broken the longer she
lives in Sundsvall. The idea that someone
would lie to her for any reason is just alien
to her, so she is prey to tricks and confi-
dence schemes. On the other hand, she is
vety talented, and never makes the same
mistake twice—and is never fooled by the
same trick twice—so she promises to be-
come a knowledgeable mage and capable
stateswoman some day. She is fond of hi-
jinks and mad escapades and is always
getting into some trouble or another in
the eyes of Empress Eriadna, but brings
welcome brightness into the imperial
court and is seldom punished.

Appearance: 5’3", 100 lbs; red hair

and brown eyes; coppety common Al-
phatian coloration; designs and wears
vety stylish, elegant robes and gowns; age
21.
Design) (I + 1), Artisan (Color Sketch Art-
ist) (I), Knowledge of the Isle of Dawn (1),
Mapping (1), Knowledge of Sundsvall (I),
Knowledge of Thyatis City (I).

Magical Items in Possession: None.
N; S9 118 W11 D12 Col0 Chis. Lan-
guages: Thyatian, Alphatian, Thothian,
Elvish (Shiye-Lawr dialect), Alignment
(Neutral). General Skills: Artisan (Clothes
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DMing Notes: Galatia is a contact be-
tween low-level player-characters and the
wotld of the imperial court at Sundsvall.
She’s always going out into the city in dis-
guise, sometimes with Princess Asteriela.
Should Asteriela need something from
the “outer world” (i.e., the world out-
side the palace complex), she’d send Ga-
latia for it. For example, the princess
might need a spy hireling (such as a
player-character Thief or Rake). She
might want a specific magic item ot book
which Master Terari doesn’t want her to
have (meaning that PCs would be hired
to acquire such a thing). More danger-
ously, the princess might fall in love with
someone not in favor with the imperial
court, meaning that she hires the PCs to
smuggle that exile into the palace com-
plex for their trysts. In all these cases, Ga-
latia would be the trusted go-between
hiring the services of the PCs. A romance
between a player-character and Galatia
would bring the PCs into constant con-
tact with the world of the court, perthaps
bring them under the eye of Eriadna,
who is always in need of capable but dis-
creet adventurets of all character classes.

Combat Notes: 2nd-level Mage; AC 9;
hp 7; MV 120’ (40"); #AT 1; D 1-4 (dag-
ger) or by spell type; Save MU2; ML 6; AL
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In a land as rife with magic-users as the
Alphatian Empire is, it would be point-
less to try do describe which monsters
from the D&D® rulebooks are present
and which are not.

Because there are so many magical
zookeepers and creature-creators about,
as a rule of thumb, consider that every
Prime Material Plane creature shown in
the D&D rulebooks is represented some-
where in the empire—and some from the
other planes, as well.

This doesn’t mean they’re around in
abundance. There’s probably not a place
in the world, for instance, where you’ll
find beholders in abundance. But if a
creature exist, it probably has been gated
in, summoned in and then replicated by
Alphatian magic, ot even created in the
first place by some mad wizard.

As a second rule of thumb, figure that
the stranger and more horrible creatures
appeat only in very small numbers and in
very few places. You'll find them in the
estates and dungeons of powerful MUs,
and often in the deep forests of Black-
heart. In common areas inhabited by

many humans, you won’t find many
monsters—when you do, they’re the ex-
ception, not the rule.

Here, then, we’ll talk about monsters
common to Alphatia but very rare else-
where.

Pegataur
(From M2, Vengeance of Alphaks)

Armor Class: 5 (or better)

Hit Dice: 5*-15%**

Move: 180’ (60')

Flying: 360' (120")

Attacks: 2 hooves, 1 weapon or 1 spell

Damage: 1-6/1-6/by weapon or spell

No. Appearing: 2-20

Save As: Elf of level = to HD (maxi-
mum 10), or Monster at HD,
whichever is better

Morale: 8

Treasure Type: E

Alignment: Neutral

XP Value (by HD): 5* - 300; 6* - 500; 7*
- 850; 8* - 1,200; 9** - 2,300;
10** - 2,500; 11** - 2,700;

12%*% - 3.000; 13*** - 4,200;
14%** - 4,500.

Pegataurs were created by some mad
wizard in the city of Shraek. The identity
of the race’s creator is not known—he’s
not admitting to his deed. Pegataurs were
created from the unholy bonding of peg-
asi and Shiye elves; the result looks like a
centaur with pegasus wings and elven fea-
tures. Once created, the pegataurs were
released to form their own communities;
perhaps their creator is keeping an eye on
them to see what happens to them.

Pegataurs are rare, mostly confined to
the forests of Blackheart and Shiye-Lawr
and some inaccessible floating lands in
Floating Ar. They have an affinity for peg-
asi and are able to converse with them.
Any group of fewer than five pegataurs
may be accompanied by at least twice that
number of pegasi 40% of the time.

Pegataurs speak these languages: El-
vish (Shiye dialect), Alignment (Neu-
tral), Alphatian, Pegasus, Horse, and
Griffon.
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Although pegataurs are generally
aloof, especially toward non-flyers, their
neutral alignment makes them approach-
able. If treated with respect and paid
well, they can be hired by anyone as
troops for gartisons or armies, of to per-
form special services. Individual pega-
taurs do not join adventuring parties.

Most pegataurs should be treated as
first-level elves. Thirty percent of the
race, however, are of a higher level, up to
the elvish maximum of 10th level. (Thus,
a 5 HD pegataur has the spell-casting
abilities of a 1st-level elf, while a 14 HD
pegataur has the spell-casting abilities of
a 10th-level elf: Elf level plus 4 equals the
pegataur’s HD.) When attacking in me-
lee or making saving throws, a pegataur is
treated as either a monster of its total Hit
Dice or as its level as an elf, whichever is
better for the situation.

Twenty percent of 10th level pegataurs
have earned enough experience to gain
Attack Ranks and some or all of the spe-
cial elf attacks and defenses (page 30 of
the Players Companion rulebook).

All adult pegataurs have basic weapon
mastery in longbow, lance, two-handed
sword, and mace. There is a2 20% chance

that a randomly encountered first-level
pegataur will have one additional 20%
chance of gaining another level of mas-
tery at evety other level attained. For in-
stance, a third level pegataur rolls twice
and may have up to two extra levels of
mastery. A ninth level pegataur rolls five
times.

If a pegataur is 10th level, treat each in-
crease in attack rank as a level. For exam-
ple, a pegataur with 1.1 million
expetience points may have as many as
seven additional levels of mastery. All pe-
gataurs wotk on mastery in only one
weapon at a time, until the pegataur be-
comes a Grand Master. Additional levels
are applied to a different weapon.

An unarmored pegataur has an armor
class of 5. The table shows armor classes of
armored pegataurs:

Armor Chance” AC
Joust 0% -1
Field 0% 0
Plate 10% 1
Banded 10% 2
Chain 50% 3
Scale 15% 4
Leather 15% 5
Unarmored 0% 7
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* Refers to the frequency of randomly-
encountered pegataurs wearing this type
of armor. Non-randomly encountered
pegataurs can have better armor. Their
base AC is shown here.

A shield gives a — 1 adjustment to at-
mor class to the creature’s humanoid
forepart. No randomly encountered pe-
gataurs carty shields.

SilkR-SpidER

Armor Class: 7

Hit Dice: 2**

Move: 30’ (10")

Attacks: 1 area effect
Damage: Special (see below)
No. Appearing: 1 swarm
Save As: Normal Man
Morale: 11

Treasure Type: Raw Spider-Silk
Alignment: Neutral

XP Value: 30

An individual silk spider is a small, un-
threatening creature about 1” in diame-
ter (including legs). The creature’s
chitinous covering is a glossy brown and
hairless; unlike Known World spiders,
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they have ten legs.

The statistics given above are silk spi-
ders as they appear when they swarm—
they’re just a variety of the insect swarm.
However, they have two special abilities
instead of just one.

First, they can swarm over parties of ad-
venturers, biting and stinging for 2
points of damage per character per
round—no saving throw.

Second, they can spin a gigantic web
over intruders—and this acts just exactly
like the web spell. Swarming silk-spiders
will sting 60 % of the time (1-60) and web
40% of the time (61-00).

Silk-spiders nest in dry caves and pits.
They are not native to this world, and will
die outside the special environments cre-
ated for them by Alphatian wizards, so
there is little chance of encountering
them in the wild outside Alphatian-
controlled territory . . . On the other
hand, there’s no telling where an Alpha-
tian wizard will set up shop.

Silk-spiders are prized because the
webs they weave can be collected and
processed into very light, very tough
material—lighter and tougher than silk.
This is the prized clothing material in Al-
phatia, and commoners may not weat it.

Each 10’ by 10’ by 10’ area webbed by
silk-spiders can be turned into a piece of
cloth suitable for one ordinary large gown,
or several short tunics or lesser garments. To
collect the web material, a spider-keeper
must use his hold monster spell, which af-
fects a whole swarm of silk-spiders as
though they were a single 2 HD monster.

ZZONGa-Bush

Armor Class: 9

Hit Dice: 1

Move: 0’

Attacks: 1

Damage: Special (see below)
No. Appearing: 1-10

Save As: F4

Morale: n/a

Treasure Type: none
Alignment: neutral

XP Value: 0 (it doesn’t fight back!)

The zzonga-bush is a plant which
grows to be about 4’ in diameter. It has
short, spiky green leaves and a large fruit
which looks like a pale pink strawberry.
The fruits give off a strong, sweet, dis-
tinctive odor.

It’s impossible to disguise the odor of
the zzonga-fruit: One can’t introduce it
into someone’s food without that per-
son’s knowledge, for instance.

The fruits can be eaten raw, made into
pteserves and jellies, or fermented and
distilled into wines and liquors. In any
form, they are delicious.

They also have a potent and detrimen-
tal effect. One dose of zzonga-fruit (a
dose constitutes the equivalent of one
fruit or the equivalent amount in jellies
or preserves; one glass of wine; or one
shot of whisky) will drug the consumer if
he does not make a saving throw vs. poi-
sons at — 6. The effects will last 1-4 days.

During that time, the drugged party is
pleasant and happy, but uttetly and com-
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pletely unambitious: He has no interest
in furthering his career, earning a living,
or protecting the Empire. He can rouse
himself to protect his family or friends
with a Wisdom check.

While under the effects of zzonga, a
spell-caster casts magic with difficulty. To
cast any spell successfully, he must make
an Intelligence check at a —6. (Clerics
must make a Wisdom check at —4.)

A second dose in the same day auto-
matically ensures that the zzonga effect
will last a full 4 days, instead of the unre-
liable 1d4 days. More doses in the same
day have no further effect—except that
the drugged party likes them a lot.

One dose on each subsequent day will
extend the duration of the drugged con-
dition by one day. Subsequent doses on
days when the zzonga has already been
consumed have no effect—except, again,
to please the partaker.

In the Alphatian Empite, thete are
many zzonga-addicts. They waste all
their money acquiring the stuff; under its
effects, they cannot work. Even mighty
magic-users among them cannot reliably
defend themselves with their magic.

Fortunately for the rest of the world,
the stuff can only grow in special environ-
ments (mostly underground greenhouses
with phosphorescent domes) set up in
mainland Alphatia; it is not native to this
world and cannot sutvive here without
special care.
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Alphatia is a setting for powerful magic
events to take place, bizarre new creatures
to run amok, and great kingdoms to crash
against one another because of the petty
differences of their ruling kings and
queens. It’s a land of chaos and great
opportunity—for spell-casters (magic-
users, clerics, and elves). Non-spell-
casters can make good lives here, too, but
usually must be friends with aristocrats
who will protect them.

Here, we’ll talk about the ‘“‘career
path” of Alphatian characters: How they
begin their cateers, progress through
higher experience levels and greater im-
portance in the Empire, and what they do
as they reach Masters’ levels.

Basic ADVENLTURES

In Basic adventures, the low-level charac-
ters begin the process of making their for-
tunes in the world. Assume that
beginning magic-users and elves have
higher-level teachers in their home cities.
You can, if you wish, work these charac-
ters up as full NPCs; perhaps they’ll be
able to point the heroes toward good mis-
sions or treasures with rumors they un-
cover. When the characters are in their
home cities and between adventures,
they’te studying magic.

Likewise, beginning clerics belong to
one clerical order or another. Between ad-
ventures, they’re learning everything a
cleric needs to know from their superiors.

Magic-users, elves, and clerics above
1st level ate Aristocrats in Alphatian soci-
ety. This doesn’t mean that people are
showering gold upon them, or that their
path to success is greased—just that they
bear a noble title, have the opportunity
to achieve the greater social classes, and
have more legal rights (and often more le-
nient judges) in the society.

Fighters, thieves, dwarves and half-
lings are Commoners in Alphatian soci-
ety, and that can be a difficult thing to
handle. In general, they are not being
continually and ctuelly discriminated
against—they just can’t achieve most
higher social classes, and have to be care-
ful of their manners around NPC aristo-
crats they don’t know well.

In their early adventures, player-
character parties should have the oppor-
tunity to find dangerous but rewarding
missions that will allow them to build
their fortunes and meet a few important
people . . . people who will remember
them in the future, when the characters’
careets are further along.

ExXpert ADVENTIURES

In their Expert-level adventures, the
characters should be undertaking more
hazardous missions, meeting (and help-
ing or hindering) more important NPCs,
pethaps even coming to the attention of
the Imperial Court and Grand Council of
Wizards.

It’s at this time that characters will be-
gin to want to establish their own domin-
ions. Not every PC will necessarily wish to
rule a dominion; some will be content to
stay with their friends who do rule, while
others will feel the need to rule.

You now have to make an important
choice: Do you separate these characters
geographically as they begin establishing
dominions, or do you wish to try to keep
them together? If the former situation is
the case, then you have a wider variety of
areas in which to allow them to establish
their dominions. Non-spell-casters will
be able to establish dominions in the
fringes of the Empire—Norwold, Es-
terhold, parts of the Isle of Dawn, even in
the Yannivey Chain if they dare. Spell-
casters, on the other hand, can rule in the
lands closer to home: They can inherit
dominions in mainland Alphatia, Bellis-
saria, and the Isle of Dawn. But if you
separate these charactets in this fashion,
it will be more work for you in each ex-
tended story to get them together. (On
the other hand, in the Alphatian Empire,
with its Air-Ships and powerful magi-
cians, this is less of a concern than it
would be elsewhere.)

If you'd prefer to keep them together,
you'll have to have some NPC ruler offer
them dominions near one another. The
best place in the Empire for this is
Norwold, which is largely unsettled, and
where non-spell-casters can be equal in
rank to spell-casters.
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It would be good at this time (if you
didn’t do it in the Basic adventutes) to in-
troduce one ot mote petsonal enemies for
some of the PCs—without getting these
enemies killed off. Establish a bitter ri-
valry or hatred between these enemies
and your PCs, either personal hatreds or
group hatreds . . . but make sure some of
these enemies escape to tecover and gain
in strength and experience.

CoMpAaNION ADVENTURES —

Having settled their dominions and es-
tablished themselves, the PCs should
now:

Begin using their resources to defend
their Empire;

Begin receiving the attentions of for-
eign powets who might wish them to
switch allegiance; and

Begin turning their eyes to the work-
ings of the Universe and the other planes
of existence.

In other words, you can put them in
adventures centering around their own
lofty positions as rulets. They can’t ignore
threats to a specific empire if that empire
is theirs; they must respond. Their ruler,
be it King Ericall, Empress Eriadna, or
some other, will often demand services of
them (especially in wars)—and in these
adventures you can put the PCs in all sorts
of wonderful moral quandaries, as their
rulers demand actions of them which
they cannot justify or accept. And foreign
powers, especially Emperor Thincol of
Thyatis, will begin making sly probes to
see if their loyalty is secure . . . and if he
perceives that the character has a weak-
ness (gold, women, embarrassment,
whatever) he will gradually and inevita-
bly use those perceived weaknesses
against the character to turn his alle-
giance to Thyatis.

Also, the characters are becoming suf-
ficiently powerful that they will be able to
explore other planes of existence with
some regularity. First, they must find
NPC regents (subordinate rulers) who
can be trusted to rule faithfully in their
places, and hold their thrones for them
while they are gone. If they fail to do so,
they could return home from an ex-
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tended trip to find their dominions in the
hands of others—and that’s yet another
adventure, when they try to recover their
dominions.

Second, once they have found regents
they trust, they can embark on the wild-
est cross-dimensional adventures you
wish to dream up—and this can continue
well into their Masters adventures.

During these adventures, you’ll also
want to establish what happened to the
player-characters’ enemies. Most should
be achieving fame and fortune at the
same rates as the player-characters. Per-
haps one or two PCs will have final con-
frontations with their enemies—bitter
duels to the death. Other enemies, of
course, should survive.

Masters ADVENtURES ——

At some point in the characters’ careers—
probably now—you may decide that you
want to settle some issues of the relation-
ships between Alphatia, Thyatis, and
their colonies.

Perhaps you think it would be a neat
series if you had Norwold declare inde-
pendence from Alphatia. If the charac-
ters are Norwold rulers, then they'll have
to figure out how to defend their land

from the Alphatian reprisals. If the char-
acters rule elsewhere, they’ll be called in
to help with the assault on Norwold. If
the characters are split half-and-half, you
have a most interesting gaming situation
on your hands . . .

Perhaps you think it’s time for Alpha-
tia and Thyatis to settle their differences
once and for all. This could take the form
of an all-out, pitched war which leaves
the two empires exhausted, drained, and
open to conquest from more distant
lands. It could take the form of a meeting
of and sudden infatuation of Empress
Eriadna with Emperor Thincol, with
peace and happiness scattered like but-
terflies. It’s more likely that the final an-
swer lies somewhere between these two
extremes, with your player-characters
playing a bit part in that resolution.

Alternatively, you might wish that one
empire or the other win utterly. Perhaps
Eriadna has finally put together an enor-
mous enough force of high-level magic-
users who are interested, not distracted,
and zzonga-free, and created her own
elite air force to combat the Retebius Air
Fleet and Knights of the Air. Thyatis
might not then stand a chance . . . and
this gives you years of adventuring oppor-
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tunities as the characters help in the con-
quest of Thyatis, the further conquest of
Thyatis’ subject lands, and the mainte-
nance of the new additions to the Alpha-
tian Empire.

In the Masters adventures, you’ll want
to resolve the fates of the surviving ene-
mies of the player-characters. They
should all now be achieving great fame
and fortune, too—it’s time for ultimate
conflicts with the PCs. These can be re-
solved in bitter and epic quests where the
heroes and the enemies struggle to the
bitter end—and not all the PCs will nec-
essarily come out victorious, naturally.
Perhaps one enemy and his PC foe will
come to an understanding and be allies
thereafter. Perhaps one enemy and the
PCs will have to come to a temporary
truce to battle a mutual enemy.

Finally, as the PCs careers’ near their
end, they will wish to embark on the
roads toward Immortality. Not all should
succeed, naturally. Some will. Some will
fail, and be doomed to ordinary mortal-
ity. Some will die in their efforts. And,
perhaps, the greatest of the PCs’ enemies
will also achieve his road to Immortality
and be waiting for them when they em-
bark on their next level of adventures.



Other Territorics

In this chapter, we’ll present additional
information on many of the subject terri-
tories of Thyatis and Alphatia. You al-
ready have a working knowledge of these
areas from Book II and Book III—
particularly the “Overview,” *‘Society
and Politics,” and *‘Character Creation”
chapters.

The Alatians

The Alatians appear on the map on page
62.

History

These islands were settled by non-
magical Alphatians who wanted to make
their lives away from the tyranny of Al-
phatian nobles—and they did. The land
was not especially rich, the farms never
particularly prosperous, and the Empire
and its wizards paid no attention to these
islands. But in the 1730’s by Alphatian
reckoning (AC 730’s by the Thyatian cal-
endar), the wizardess Mylertendal’s phi-
losophies of beautification became very
popular and the current Emperor decided
that it would be his project to “‘beautify”
large areas. He chose the poor, defense-
less Alatians, moved the entire popula-
tion elsewhere, and began re-arranging
things.

Two of his projects were failures. He
turned the island of Aegos into a large
zoo for magically-created, fantastic
beasts; but this project was sabotaged by
wizards from Trollhattan, and all the
beasts killed one another or died mysteri-
ously. Artesia Island was resettled as an
artisan’s paradise, but was too out-of-the-
way for most Alphatians to care about
and perished economically. Aegos re-
verted to agriculture; Artesia was re-
settled by thieves and scoundrels and was
renamed Ne’er-do-well.

The two other islands, however, were
successes. Aeria became one of two cen-
ters for the study of air magics, rival to
Floating Ar in the far north. And Gaity
became a grand amusement park, a vaca-
tion spot for wealthy wizards and their
families.

Culture

The culture of Aegos, Aeria, and Gaity is
primarily Alphatian, with no sutprises.
Aegos is rural and agricultural, so there is
very little in the way of sophisticated en-
tertainment for noble Alphatian visitors.
Aeria is very scholastic, a fine place to
learn; but its long-term inhabitants affect
scholarly mannerisms and can be quite
insufferable. Gaity, as its name indicates,
is a delight to visit, a center for entertain-
ments from the most innocently childlike
to the most sophisticated; everyone goes
to Gaity to have a good time and soitisa
vety cheery island.

Ne’er-do-well is very cosmopolitan and
shady. Under local laws, magic-users have
no more protection than non-magic-
users—that is, none. It’s a very danger-
ous, profitable, catch-as-catch-can sort of
island, a good place to visit to get things
done, employ talented hirelings, or ac-
quire rare and illegal things—but not a
safe place to visit.

GeoGraphy

These four large islands, as shown on the
map on page 62, lie more or less at the
four cardinal points of the compass—
Aegos west, Aeria north, Gaity east, and
Ne’er-do-well south.

All are hilly islands with poor soil and
tough, durable tracts of pine forest. They
are pretty, but not agriculturally produc-
tive, and have to import the majority of
their food (except Aegos, which farms
enough to support itself). The islands
tend to have pretty beaches and pictur-
esque sea-views.

Populations:

Aegos: 5,000.

Aeria: 15,000. (This includes 5,000
permanent residents not associated with
the university or its surrounding commu-
nity; 5,000 city-dwellers, university staff-
ers, and permanent students; and 5,000
normal students. In the winter, when the
university is not in session, the island
population drops to about 11,000.)

Gaity: 5,000. (This includes about
1,000 Rainbow Park operators and 4,000
in families belonging to those operators.)

61

Tourism adds 5,000 on an average sum-
mer day, 2,000 on an average spring and
autumn day, and 1,000 on an average
winter day.

Ne’er-do-well: 20,000.

Characters

On Aegos: King Heldeberan No-Man'’s-
Fool (MU36, N). Heldeberan, as his nick-
name might indicate, has 18s in both
Intelligence and Wisdom; though he has
been invited repeatedly to join the Grand
Council, he always politely declines, pre-
ferring to keep his nose in his laboratory.
He hates interruptions of any sort, dele-
gating his royal authority to subordi-
nates. He is also, by his own admission,
an utter coward, and hires brave adven-
turers to handle any fighting-problems
that emerge on his island. He is charm-
ing, slightly daffy, always ready with a
teleport spell, even-handed, and (unu-
sual for an Alphatian wizard) utterly
without prejudice as far as race or charac-
ter class goes; adventurers and merce-
naries like to be employed by him.
Appearance: 6'3’, skinny; common Al-
phatian coloration; red-headed and -
bearded; likes preposterously decorated
spider-silk robes in yellow; apparent age
35 (real age 75).

On Aeria: Master Aiklin (the Addled)
(MU36, L). The character PCs are most
likely to meet on this island is not its
king, but the master of the University of
Aeria. Aiklin theoretically runs the
school, but actually delegates the work to
subordinates. He is called the Addled be-
cause of his stream-of-consciousness con-
versational babbling, but there’s no
better lecturer or developer of aerial
magics—and for all his babbling, he has
eyes like a hawk and a shrewd intelli-
gence. He is originally from Aasla. Ap-
pearance: 5'7', ponderously overweight;
black-haired (clean-shaven), blue eyes;
“pure” Alphatian (pale skin); prefers
white robes and wearts no jewels; age 60
(real and apparent).

On Gaity: Tkistilia the Elfin (MU12,
C). The most popular tour-guide of Rain-
bow Park, she is a descendent of the
park’s founder and stands to inherit the
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throne of Gaity on her grandfather’s
death. She is still vety young by wizardly
standards, and appears even younger due
to a potion of longevity. She has an Intel-
ligence and Chatisma of 17, and numer-
ous social general skills (Acting,
Convessation, Persuasion, Speechmak-
ing, etc.). Appearance: 5’6", slender;
common Alphatian coloration; hip-
length blonde hair; prefers red robes dec-
orated in white, golden earrings;
apparent age 18 (real age 28).

On Ne’er-do-well: King Koryn the
Harpist (aka the Big Dipper) (T36, N).
Koryn, son of the mercantile wizard who
renamed and restructured the island,
started out as what the locals call a
“dipper” —a pickpocket. He was, and is,
a good one, and is head of the local
Thieves’ Guild (also known as the Island
Government). He's also a harpist of great
ability (Intelligence of 16, Dexterity of
18, Harpist musical skill on a 20). Koryn
looks on theft as an intellectual exercise
and actually lives quite modestly, spend-
ing all his personal cash reserves on civic
improvements and other programs to

' &

make Ne’er-do-well a thief’s paradise.
He’ll rob a man blind, but there’s noth-
ing personal about it, and he gives money
lavishly to people who’ve lost all their
wealth on the island. He’s honorable as
thieves go and won't betray a promise or a
minion. Appearance: 6, ttimly built;
Alphatian/Thothian cross (coppery skin,
black hair and eyes); prefers tunic, trou-
sers, belt and boots all in black with
golden piping; has extremely long fin-
gers; age 40 (real and apparent).

CampaigN Use

These areas are best used as interesting
sites for PCs to visit from time to time.

On Aegos, bizarre monsters left over
from its brief bestiary period occasionally
still emerge from the woods—and King
Heldeberan needs adventurers to hunt
down and capture or slay the beasts.

On Aecria, the characters can track
down long-lost facts of history, myth, or
magic. You can establish that one or more
PCs are alumni of the University of Aeria,
and relate these charactets to the NPCs of

Other Territories

the school. Aerian wizards are always ex-
perimenting with air-otiented magic and
are accident-prone—so they can acciden-
tally create air-monsters or portals to the
Plane of Air which need to be corrected.

On Gaity, the characters can be part of
the entertainment crew, manning the at-
tractions and rides or acting as guards on
the notorious ““Airship of Love” —a gar-
gantuan flying boat which makes cruises
of the Empire, beginning and ending on
Gaity, and encouraging romance and free
spending. Later in their careers, they may
visit for their own recreation—either in
an uneventful, fun trip, or on an occasion
when an attraction goes awry and needs
adventurers to put it right.

On Ne’'er-do-well, the characters can
track down famous criminals (to turn
them over to the law or to use them for
their own purposes); can find rumors to
lead them to the long-lost places they
need to find; can be hired to help with
heists, pirate forays, smuggling, and
other criminal activities; or can even try to
set up their own rival Thieves’ Guild and
take over the island, gangland-style.

.
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Bellissaria

Bellissaria appears on the map on page

History

Alphatian wizards began settling Bellis-
saria soon after Landfall in Alphatia it-
self. The huge island had rich soil,
low-lying but pretty mountains, and vast
plains—ideal territory to forge new king-
doms at a distance from the capital at
Sundsvall.

The island’s history s quite
uneventful—which is the way the island’s
vatious kings like it. They learn their
magic, pay their taxes, keep the com-
moners growing crops, provide support
to the Empire in times of war and keep to
themselves otherwise. The island’s his-
tory follows that of mainland Alphatia,
except that periods of decay and deca-
dence are never so bad here—and periods
of prosperity are never so good.

Culture

The denizens of Bellissaria—aristoctat
and commoner alike—tend to be very
close-mouthed. They don’t like stran-
gers, don’t like adventurers, don’t like
noise, don’t like trouble. Inns are few:
where they are present, their operators
don’t like noise or problem guests. Tav-
erns are common . . . but when stran-
gers wander in the door, everyone clams
up.
Laws in Bellissaria are very strictly ori-
ented to pacify or get rid of trouble-
makers. Exile is a common punishment
for crimes of both low and high justice.
And exile is almost always a permanent
sentence; local rulers and judges hardly
ever reconsider. A good origin for one or
more of your PCs is to have them born in
a Bellissarian nation, and for them to
have caused some trouble during their
misspent youths—so as to have been ex-
iled from their native lands.

An exception to this rule is the king-
dom of Surshield, mentioned in the
“Qverview of Alphatia” chapter in Book
II1. Surshield is an anarchy—outside the

military outposts in the east part of the
nation, there is no law in Surshield.

GeoGraphy

About 90% of Bellissaria is flatland:
plains and patchy forests. Central Bellis-
satia, which is not well-watered, is pretty
arid, but doesn’t quite constitute
desert—it’s just scrub country. The rest of
the island is well-irrigated.

The whole southern coast of Bellissaria
is dominated by the Surkarian Mountain
range, whose foothills descend to within
a few miles of the sea along most of the
coast. The easternmost point of the south
coast, the peninsula where the city/
fortress of Spearpoint lies, is free of
mountains.

Population: By mutual covenant—a
desire to keep things peaceful and
quiet—few communities in Bellissaria are
allowed to grow to populations over 500.
When they do, the rulers force some of
the population to settle new villages in
the same dominion. Exceptions: Alche-
mos, a center for study, has a population
of 10,000, and Spearpoint, a major mili-
tary community, has a population of
30,000.

CampaigN Use¢

Bellissaria is a land of close-minded no-
bles and superstitious peasants. The
streets are clear at dusk, and families
make their own entertainments. By the
standards of adventurers and mainlander
Alphatians, as the old joke has it, Bellis-
saria is a great place to be thrown out of.

However, just because its peoples are so
taciturn and superstitious, Bellissaria is a
grand place to run monster adventures.
In such adventures, one PC hero might
have returned to wvisit his old
homestead—with his adventurer friends
in tow, of course—when some hellish
monster is ravaging the countryside. The
natives don’t talk about it with outsiders
(and even the homegrown hero is an out-
sider now—after all, he moved away),
and the local authorities cover up the
problem. But when the hero’s family and
friends are menaced, it’s time for him
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and his party to track the beast down and
destroyit. . . and then, because of all the
ruckus they’ve raised, they’ll probably be
shown the shortest path to the nearest
border.

Also, an enterprising PC might get the
idea that he should make Bellissaria a
more interesting place to live—Dby forg-
ing his dominion there, or taking over an
existing nation, and making it as sophis-
ticated and loud as places on mainland
Alphatia. This will be a struggle for him,
of course, as the rulers of surrounding na-
tions berate him—and work against
him—for upsetting things, corrupting
their children, and so forth. A PC might
especially be inclined toward this course
of action if you suggest it to him. . . .



Esterhold

Esterhold appears on the map on page

This region is substantially as it is de-
scribed in the “Overview of Alphatia”
chapter of Book III.

History

This region was once thinly populated by
tribes of Jennites. Jennites are very primi-
tive peoples who lived at New Stone Age
technology before the coming of the Al-
phatians; all their spearpoints and atrow-
points were stone, and the only metals
they worked wete copper and silver for
decoration.

Alphatians began settling in the region
in the eighth century after Landfall (AY
800, or BC 200); they used their magic and
more sophisticated military forces to drive
the ruling Jennites back several hundred
miles . . . and enslaved the rest. Since that
time, the eastern Jennites have made spo-
radic war on the Alphatian invaders.

Culture

Esterhold is a very backward place by Al-
phatian mainland standards. Well-armed
overseers crack the whip over the Jennite
slave forces which farm the land and mine
the hills. The communities are dirty and
pootly-maintained, and are not im-
proved by the occasional raids and mili-
tary sorties performed by free Jennite
war-tribes in the east.

Aristocrats and commanding military
rulers keep mostly to themselves; unbe-
lievable atrocities are committed upon
the Jennite population, and the penalties
inflicted on escaping Jennite slaves are
particularly horrible.

In short, the so-called ‘““culture” in Es-
terhold could appeal only to the most
greedy and cruel of PCs or NPCs. Most
Alphatians who visit this blighted land
don’t return.

GeoGgraphy

Esterhold, a broad western-pointing pe-
ninsula on the great eastern continent, is
a rolling land filled with sparse forest,

scrub brush, and tough grasses. It’s bare
and unproductive land, requiring a lot of
work to produce adequate crops. Grass-
fires are not uncommon and can be terti-
ble in this land.

Skyfyr: Population 10,000 (50-50 free/
slave).

Faraway: Population 25,000 (20-80
free/slave).

CamMpaiGN Use

This area is best used as a test of con-
science for characters—especially Alpha-
tian characters. More so than any other
place in the empires of Thyatis and Al-
phatia, slaves here are ground down to
nothing and then discarded; they live ter-
rible, miserable lives. Any visitor to Es-
tethold will have this fact shoved in his
face from the first day of his arrival, and
it'’s your job, as DM, to do the shoving.

Player-characters will be confronted
with malnourished, deferential slaves who
cringe at the slightest sudden motion on
the PCs’ part—they’re used to blows. The
few slaves who rebel, escape, or even ex-
press uncomplimentary opinions to their
owners or other freemen are put to death.
And their owners affect civilized manners
and cultured attitudes when entertaining
their Alphatian guests, wining and dining
them, getting the latest society news from
the mainland.

If you want to run an adventure or
mini-campaign of Jennite rebellion, it’s
quite easy to bring about. For whatever
campaign-related reason you care to use,
get the PCs to Esterhold—either the city
of Skyfyr or the post of Faraway—as em-
ployees or guests of one of the ruling
households.

Then, get them involved with a Jennite
NPC ot group of NPCs. Perhaps a player-
character—probably a fighter or thief—
will fall in love with a Jennite servant.
Perhaps a young and still-energetic Jen-
nite lad will save one of the player-
characters from accidental injury or
death. The important thing is that the PC
get involved with the NPC; the NPC will
inevitably invite the PC to visit his or her
family, and the PC can see close-hand the
wretched lives the Jennites lead.

65

Other Territories

Then, the Estethold military scores a
coup and captures one of the most impor-
tant princes of the free Jennite tribes. The
prince is led to the city in chains and pub-
licly executed. The Alphatians of the city
have a day of celebration of the event.

The Jennite slave population grows an-
grier and angrier. Some perform petty
acts of rebellion. They are executed. More
tebel. They are executed. Sporadic fight-
ing breaks out between the Alphatian
overlords and their numerous but easily-
slaughtered rebellious slaves. The city is a
powderkeg of violence.

Then, the player-characters’ Jennite
friend is arrested on some charge or
another—perhaps  true,  perhaps
trumped-up—and sentenced to execu-
tion for later that day or dawn of the next.
Do the player-character heroes rescue
him or her (which is sure, they know, to
set off a violent revolt against the Alpha-
tians) or let the NPC die (which may itself
set off the revolt!)? The local Alphatians
won't accept a bribe to let the NPC go—
he or she has to be made a lesson of. And
it’s no good threatening Alphatian wiz-
ards with force, as the player-characters
should know.

This whole storyline could end up with
the player-characters leading a massive
Jennite invasion of Esterhold and throw-
ing the Alphatians out entirely, and forg-
ing their own dominion here—or
reluctantly siding with their own kind
against the native population. Either way,
it’s a crucial moral dilemma for them to
solve.
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The HiNterRIANDS ——

The Hinterlands appear on the map on
page 69.

History

In ancient times, this region was occupied
by the three great Thyatian tribes before
their migration to the land now known as
Thyatis. Other races had lived here and
migrated to the northern continent, fol-
lowing the icecap as it retreated north-
ward, settling the new northern lands.

Not all those of Thyatian descent mi-
grated north in those ancient times.
Some tribes remained, and were ab-
sorbed by the next wave of migrants, who
loosely refer to themselves as the Men of
the Four Kingdoms in their own tongue.

The Four Kingdoms are actually four
populous but wide-scattered tribes, each
named after its tribal totem: Wolf Tribe
(farthest west), Horse Tribe (middle
west), Raven Tribe (middle east), and
Lion Tribe (farthest east). Each kingdom/
tribe is broken down into hundreds of
small, independent villages.

Starting about a dozen years ago,
Thincol began otdering Thyatian troops
into the Four Kingdoms territory. Thyatis
had been trading occasionally with these
peoples, but now the empire was moving
in to conquer. In this last decade or so,
the Thyatians have moved progressively
deeper into Horse Tribe and Raven Tribe
territories, conquering village after vil-
lage, and easily weathering the disorgan-
ized counter-assaults by the watriors of
the Four Kingdoms.

In this time, the region has come to be
called the Hinterlands by the Thyatians
conquetors. The natives refer to the vari-
ous areas as Horse-Land, Raven-Land,
etc.

Culture

The Hinterlanders are a warrior culture,
doing honor only to fighters of merit.
Their men and women both fight; dis-
crimination in their culture is aimed at
physical weaklings. Even then, as is the
case with many magic-users, a physical

weakling with great powers is accorded
honor.

Hinterlander culture stresses individu-
ality and freedom; most Hinterlanders
tend toward Chaotic alignment. They
don’t fight in formation and, while they
are individually great watriors, they tend
to be baffled by the mighty formation
armies of the Thyatians.

Hinterlanders honor Immortals de-
voted to warfare and individuality, such
as their patroness Diulanna.

GeoGraphy

The Hintetlands are rolling, hilly coastal
areas characterized by very green vegeta-
tion and deep, somber forests. They do
not cut down their forests—just patches
large enough to build villages within.

Across the Hinterlands are hundreds or
thousands of small villages, each named
for the clan which inhabits it. A village in
Raven-Land occupied by the Falchion
clan would be called Raven-Falchion.

There are five latger communities in
the Hinterlands—the four kingdom
“capitals” and the military post of the
Thyatian conquerors. Capital cities aren’t
actually occupied by kings ruling these
broad “kingdoms” —they’re huge camps
where representatives of all the clans
meet annually for a week-long gathering
of games and decision-making councils.
In the last few years, the topics of these
councils have always centered around get-
ting rid of the Thyatian Threat.

Wolf-Meet is the gathering place for
the Wolf Clans. It ordinarily has a popu-
lation of 5,000; this swells to 25,000 dut-
ing the clan gathering.

Horse-Meet is the gathering place for
the Horse Clans. It ordinarily has a popu-
lation of 3,000; this swells to 15,000 dur-
ing the clan gathering.

Raven-Meet is the gathering place for
the Raven Clans. It ordinarily has a popu-
lation of 10,000. The population wasn’t
alwaysso high . . . butthen, thisisn’t the
original Raven-Meet. As the Raven Clans
were pushed deeper into their territory,
they were forced to move Raven-Meet to a
more distant site . . . and many displaced
Raven Clan refugees live here perma-
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nently. The community population swells
to 20,000 during the clan gathering.

Lion-Meet is the gathering place for
the Lion Clans. It ordinarily has a popula-
tion of 4,000; this swells to 12,000 during
the clan gathering.

Raven Scarp is the staging community
for the Thyatian invaders. Site of the
original Raven-Meet community, it now
contains the Thyatian militaty fortress
called Fire-Height, the Thyatian naval
port, and a large community of
civilians—Thyatinized Hinterlanders for
the most part; the rest are Thyatian minor
officials, adventurers, and mercenaries.
Population 20,000 (including 4,000 mili-
tary forces, 14,000 Thyatinized Hin-
terlanders, and 2,000 others).

Characters

Characters whom player-characters are
likely to meet include:

Penn son of Bran (F6, L). Penn, son of
the former chieftain of the old Raven-
Meet, was captured twelve years ago in
the same battle that Raven-Meet and his
father the chief both fell to the Thy-
atians. To save his people from complete
slaughter, he surrendered in the name of
the chief. Since then, Raven clan peoples
outside Thyatian-controlled territory—
and many within—have regarded him as
a traitor to the Raven-Land. In the inter-
vening years, Penn has solemnly kept to
his word and cooperated with the Thy-
atians, helping keep peace and quelling
revolution in Raven Scatp, though he has
no official status in the city. His younger
brother Brian now rules the remnants of
his clan and fiercely hates him; Penn’s
son Dylan has lost all respect for his father
and left the Hinterlands. In the years
since the fall of Raven-Meet, Penn has
lost a lot of his fighting edge and self-
respect . . . but he still bears a chieftain’s
concern for the fate of his people and
throws around what political weight he
has in keeping safe the citizens of Raven
Scarp. Appearance: 6’2", 280 lbs.
(should be around 200); red hair and
beard, blue eyes; slow and ponderous
mannerisms; dresses in featureless brown
tunic, trousers, belt and boots; age 40.
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General Leilah (C30, L, of the Immot-
tal Tarastia). Leilah, military governor of
Raven Scarp, is the daughter of a wealthy
family of Tel Akbit. Forbidden to take up
an adventuring profession, she ran away
from home and joined the Order of Taras-
tia and, later, the Army of Thyatis. She
was a lowly squadron sergeant during the
Alphatian Spike assault of forty years
ago, but distinguished herself in sight of
Thincol the Brave and rapidly rose to a
position of importance after those events.
She has been twice married, and survived
both adventurer-husbands. She is a capa-
ble, though not particulatly inventive,
garrison commander, and does not per-

mit any wartime atrocities on the part of
her command to go unavenged; and she
has a good eye for bright new officets and
tacticians, who give her more military
success than she might otherwise be able
to command. Appearance: 5’4", 120 lbs;
Alasiyan coloration (dark-skinned, black
hair and eyes); striking features and ar-
resting eyes (Charisma 16); wears stand-
ard Thyatian military uniform in Raven
Scarp gatrison gray with the symbol for
Tarastia on her left shoulder; apparent
age 30 (real age 60).

68

CampaiGN Use

The Hinterlands are a distant setting for
player-character wilderness adventures.
The Hinterland tribes are clustered
around the coast, and areas deeper into
the continent are unexplored—known to
be inhabited by barbarian tribes, but lit-
tle else is known. The ongoing struggle
between the defending Hinterlanders
and the conquering Thyatians is a good
backdrop for wartime adventures; the
player-characters could side with one
force or the other, or could make good
money smuggling weapons and magic to
the Hinterlanders.
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Other Territories

The Isle of DawN ——

The Isle of Dawn appeats on the map on
page 71. The island is situated in a critical
area, directly between the mainland seats
of the empites of Thyatis and Alphatia,
and has been a battleground of those na-
tions for just over a millennium.

History

As you saw in the “History of Thyatis”
section in this book—in the timeline—
there was once a mighty nation called the
Nithian Empire in what is now Ylaruam.
The Nithian Empire grew beside the
mighty River Nithia, and it was a land of
surrounding deserts, fertile riverside
farmlands, pharaohs and pyramids. Un-
fortunately, its leaders allied themselves
with the Entropic Immortal named
Thanatos, and many other Immortals col-
laborated to destroy the empire—to de-
stroy it, and to make all the world forget
that it had ever existed.

But the Nithians’ easternmost colony,
that of Thothia, had been established on
the Isle of Dawn and had never wor-
shipped Thanatos. The Immortals spared
it when they destroyed Nithia proper—
around AY 500 (BC 500 in the Thyatian
calendar).

The Thothians lost not only their con-
tact and trade benefits with their mother
nation, but also all memoty of it—which
beggared the nation and confused and
dismayed its inhabitants. The Alphatians
moved in and conquered . . . easily as
much out of a sense of pity for the pan-
icking Thothians as from greed, for the
Thothians had very little to offer them.

The Alphatians continued to rule the
Isle of Dawn and settle its northern,
southern, and western reaches. Then they
had their first great war with the Thy-
atians, in AY 998 (BC 2), and the upstart
Thyatians conquered the whole western
half of the great island. They moved in to
rule existing Alphatian communities,
and built up their own.

Over the next thousand years, the
Thyatian/Alphatian borders crawled all
over the island, but in general the two
empires have controlled fairly equal tetri-

tories. Some of the island’s communities
have learned to cooperate and trade with
one another while the mighty empires
which rule them squabble fitfully with
one another.

Culture

Inhabitants on the Isle of Dawn tend to
belong to one of three cultures: Thyatian,
Alphatian, and Thothian.

Thyatians on the Isle of Dawn are
much like Thyatians elsewhere. They’re
just as pushy, devious, and treacherous as
on the mainland.

Alphatians on the Isle of Dawn tend to
be much like mainland Alphatians.
However, while they believe magic-users
to be supetior to non-magic-users, they
come to this belief from the simple obset-
vation that spell-casters are more power-
ful. They don’t have the mainland
Alphatian’s attitude that non-spell-
casters are commoners and unworthy—
just that they’re limited. Also,
Alphatians of the Isle of Dawn, unlike
their mainland counterparts, tend to use
family names as Thyatians do; Isle of
Dawn Alphatians identify themselves by
both personal and family name.

Thothians belong to a very austere, an-
cient, civilized culture. They believe that
the Alphatians are the only other civi-
lized nation in the world, and are glad
that the Alphatians deign to deal with all
the barbarians for them. Most of the
Thothians are mystics, having developed
for themselves a complex series of beliefs
about man’s relationship with forces of
nature and other planes of existence; few
worship Immortals. They have other pe-
culiar beliefs as well: That their pharaohs
are automatically Immortal, achieving
that elevated state when they appear to
die; and that the Thyatians come from
the same faraway place as the Alphatians.

GeoGraphy

You already have a working knowledge of
the cities and dominions of the Isle of
Dawn, from the “Ovetview” chapters of
Book II and Book III.

In general, the Isle of Dawn is hilly, with
many bogs in the northeast, far north, and
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west-central areas; deep forest west of De-
irdren and all along the southwestern
Shadow Coast; and one great escarpment
(hilly and forested) and three smaller es-
carpments in the southern island region.
The great escarpment is claimed by both
Alphatia and Thyatis, and occupied by
neither; two of the smaller ones are simi-
larly unoccupied, while the last, due south
of the Forttess of Kendach, is settled and
claimed by Thyatis.

Populations and other information on
the various cities are as follows:

Dunadale:  18,000.  Alphatian-
controlled. Dunadale is the capital of the
Confederation of Dunadale, the boggiest
land on the island. The Confederation
controls lands north nearly as far as
Helskir to 150 miles south of Deirdren,
and west as far as the hill cliffs that mark
the unofficial border to Thyatian-
controlled territory. Alphatian is the
Common Tongue here, though Thyatian
is widely spoken.

Deirdren: 3,000. Alphatian-
controlled. Alphatian is the common
tongue here; the town is small and has
very few Thyatian-speaking residents.

East Portage: 1,000. Alphatian-
controlled. East Portage has a good port
for such a small town. Trade goods and
even whole ships are carefully dragged
from here to West Portage or back by
merchants and seamen wishing to avoid
the long sail around the Isle of Dawn. Al-
phatian is the Common Tongue here.

City-State of Ekto: 15,000. Alphatian-
controlled. There is a notable College of
the Metals here, where scholars may study
the science of metallurgy. Alphatian is
the Common Tongue here, though some
Thyatian and Thothian are spoken as
well.

City-State of Trikelios: 20,000.
Alphatian-controlled. Good port with
many shipyards. Alphatian is the Com-
mon Tongue here, though some Thyatian
and Thothian are spoken as well.

Edairo: 30,000. Alphatian-controlled.
Surrounding land has a population of
10,000 more. This is a vety dry and arid
region notable for its many uninhabited
ruins from a bygone era. Thothian is the
Common Tongue here, though most no-
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bles speak petfect Alphatian. Thyatian is
not spoken here.

Caerdwicca: 1,000. Thyatian domin-
ion. About 750 live in Caerdwick Village,
and the remaining 250 live in McRho-
maag Castle—a crude fortification con-
sisting of a hill with a ditch and a wooden
palisade all around. The McRhomaag
Clan sponsors a lot of piracy out of
Caerdwick Village; Caetdwiccan explor-
ers also venture into the Great Escarp-
ment from time to time. Thyatian is the
Common Tongue here.

Furmenglaive: 750. Thyatian domin-
ion. About 600 live in the small Village
Furmenglaive clustered around the cas-
tle, while the castle population is around
150. Thyatian is the Common Tongue
here. The original Castle Furmenglaive
was built 500 years ago, a gloomy, black,
cliff-top citadel overlooking the sea. The
hilly area is a haven for dark, sinister
monsters like vampires and lycanthropes.

Kendach: 5,000. Thyatian dominion.
The Fortress, with its 200 residents, sits
astride a large hill in the center of town,
with Kendach Town sprawled at its feet.
Thyatian is the Common Tongue here,
but Alphatian is also widely spoken.
Southeast of the town is the large Ken-
dach Escarpment, which Countess Julia
Kendasius claims for her city; she is
building a secondary fortress and obser-
vation tower at its summit.

West Portage: 2,000. Thyatian-
controlled (not a dominion). This is a city
of thieves: If you need a thief on the Isle
of Dawn, this is whete you’ll find him.
The city is spotless—the city’s ruler,
Guildmaster Kubek, likes it that way (it
keeps the thieving high-class and con-
ceals the fact that the city rulers also con-
stitute its Thieves’ Guild). Like East
Portage, described above, this is the ter-
minus for a 100-mile portage trail where
goods and even some ships are carted
across the island at its narrowest point.
The Common Tongue here is Thyatian,
but most of the city population, and all of
its government, speaks Alphatian as well.

Redstone: 20,000. This is a large mili-
tary town run by the Thyatian Army—it’s
not a dominion. The town boasts 8,000
foot-soldiers, 2,000 cavalry, and 10,000

civilians. Thyatian is the Common
Tongue, and Alphatian is not spoken
here as a matter of soldierly discipline.
The base of Redstone Castle was built by
order of Emperor Zendrolion I in the
years AC 2-AC 5, and has stood—with
occasional rebuilding—for the near-
1,000 years since then.

Newkirk: 25,000. Thyatian dominion
(part of the Grand Duchy of West-
rourke). This is the capital city of West-
rourke, a dominion founded over 500
years ago and granted Grand Duchy sta-
tus 30 years ago, at the same time as Ste-
fan Karameikos forged his own nation
west of Thyatis. Archduke Donegal Fires-
torm is the ruler here. This is a heavily-
fortified and well-defended city;
Firestorm maintains a series of signalling
stations stretching from Newkirk to the
mountain of Finnegan’s Watch in the
north, to warn of oncoming armies or
fleets. Castle Firestorm in Newkirk holds
a population of 1,000. The Grand Duchy
of Westrourke is broken up into numer-
ous smaller dominions (mostly baronies)
held by adventurers; when your Thyatian
player-characters begin thinking about
settling dominions, this is a good place to
recommend to them. Thyatian is the
Common Tongue hete, though Alpha-
tian is also widespread.

Helskir: 13,000. Busy mercantile port
with 2 lot of fishing trade. City unforti-
fied; ruler’s mansion, chief guild halls,
and one tall stone lighthouse are built on
a steep hill and protected by a wooden
palisade. Alphatian is the Common
Tongue, but Thyatian is also widely spo-
ken. Helskir has for centuries been a con-
tested city usually owned by Alphatia.
When Empress Etiadna established the
colony of Norwold, she ceded Helskir to
Ericall of Norwold. This angered the
city’s ruler, Lord Eruul Zaar, a powerful
fighter and brilliant organizer who built
Helskir up from a fishing village to a
strong, stable town; Zaar felt he had been
denied official dominion recognition be-
cause he was not a magic-user, and he was
right. During the last few years, Helskir
has been occupied at various times by Al-
phatian and Thyatian troops, and Zaar
decided that enough was enough—he
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declared Helskir an independent city, be-
holden to neither empire. While he gears
up the city’s armed forces for the inevita-
ble retaliation, citizens of the city wait for
the axe to fall.

Characters

Confederacy of Dunadale (Dunadale,
Deirdren): The titular ruler of this Con-
federacy is Tastagarth Lunn (MU 18, N),
an Isle of Dawn-reared common Alpha-
tian. He is treated as a King by the impe-
rial bureaucracy . . . but in Dunadale,
his is an elected position, and the govern-
ment is conducted by populatly-elected
representatives, mostly fighters and
thieves. Lunn doesn’t mind—he just
signs papers and goes about his magical
studies, while others do the work. Ap-
pearance: 5'11”, 145 lbs.; common Al-
phatian coloration; brown hair and eyes;
nervous disposition and birdlike head
movements; wears subtle, tasteful blue
robes; apparent age 40 (real age 60).

Hillvale (East Portage): The ruler of
this dominion is “Baron” (i.e., King)
Lornce N’Jozee (MU 18, C). Lornce fan-
cies himself quite a scoundrel and ladies’
man—he will attempt to ingratiate him-
self with any attractive female PC or NPC
who visits his residence. Appearance: ¢,
160 Ibs.; common Alphatian coloration,
but black close-trimmed hair, mustache,
and beard; black eyes; wears dark blue tu-
nic, pants, belt, boots, cloaks, and affects
ornate daggers in belt-sheathes; age 35
(real and apparent).

City-State of Ekto: Hastalan the Fair
(MU36, N) is king of this city-state. The
city is administered by a cadre of oily,
smarmy, corrupt officials who will accept
money for any dirty task and sometimes
deliver—just as often, they’ll betray the
other party, if they think they can profit
more thereby. They are in cahoots with
the bureaucracy in Trikelios. Hastalan is
unaware of the depth of corruption in his
city; he only spends one day in a month
there.

Player-characters are more likely to
meet Townsmaster Trumbull (T10, C),
who actually runs the city processes. Ap-
pearance: 5’9" and 150 lbs.; common Al-



phatian coloration; brown hair and eyes;
quick mannerisms but a smooth, oily de-
meanot; dresses in distinctive full-length
long-sleeved robes and lets visitors be-
lieve he is 2 mighty wizard (though he
never claims to be); age 45 (real and ap-
parent).

City-State of Trikelios: Queen Stillian
(MU24, L) is the official ruler of this city-
state. She has recently come to the throne
here and is spending all her time trying
(mostly unsuccessfully) to unravel the
web of corruption that has ruled this city
for so long. She welcomes adventurers—
especially experienced thieves—who can
help her with this process, and is willing
to trust outsiders (even Thyatians!) be-
cause they’'re not likely to be part of her
city’s corrupt bureaucracy. Appearance:
5’5" and 130 lbs.; “‘pure” Alphatian col-
oration (near-white skin, black hair and
eyes); very beautiful and proud of her
looks, wearing her hair near floor-length
when unbound, and preferring dark
gowns which accentuate her pale skin;
apparent age 30 (real age 50).

Thothia (Edairo:) Ramenhotep XXIII
(C15, C, of the Night Spider) and Queen
Aketheti (Monster, C—special, see be-
low) rule here. Ramenhotep is a cleric of
the Night Spider, an Immortal demonic
creature known only to him, Aketheti,
and a few privileged others. Akethetiisa
daughter of the Night Spider, and pos-
sesses all the powers of a vampire, a pla-
nar spider, and a 15th-level magic-user;
she constitutes a 16-HD creature; her nat-
ural form is that of a giant spider but she
can change between it and her beautiful
human form at will. Appearance of Ra-
menhotep: 510", 150 lbs.; native
Thothian stock (dark-skinned, black hair
and eyes); atistocratic features; often has
dreamy expression, when meditating;
wears kilt, linen tunic, golden crown of
Thothia; age 50. Apperance of Aketheti:
5'2", 110 lbs; apparently native
Thothian stock; beautiful and compel-
ling features; speaks for her husband;
wears Thothian-style robes, golden crown
of Thothia; apparent age 20 (actually sev-
eral hundred years old).

Caerdwicca: This dominion is ruled by
Thane (Baron) Uthgaard McRhomaag

(F20, C). Uthgaard is a free-willed fighter
and pirate; he enjoys nothing so much as
sailing the seas, sacking some ships and
demanding tolls of others (depending on
his mood, which is quite variable). Ap-
pearance: 5’8", 180 lbs (stocky); red hair
and great shaggy beard; blue eyes; mas-
sively freckled; wears great tartan kilts;
age 40 (real and apparent).

Furmenglaive (Castle Furmenglaive):
This night-haunted spot is ruled by
Count Phileus Furmenglaive (F36, L) and
Countess Lyra Furmenglaive (C36, L, of
Protius). They've ruled here for over 40
yeats and don’t mix much with the com-
moners. There’s a reason for this: They’re
both noble ex-adventurters who were af-
flicted with the bite of the werewolf. Sad
and weary of their curse, which forces
them to chain themselves up on the
nights of the full moon, and yet unwill-
ing to sacrifice themselves to break the
curse, they keep a minimal staff in their
castle and go abroad only when their du-
ties require it of them. It would be easy to
work up an adventure around the quest
to free them from their curse. Appear-
ance of Phileus: 6’2", 170 lbs.; black hair
and blue eyes; elaborate mustache; wears
military-style clothing in gray and black,
with armor enamelled in black; apparent
age 30 (real age 60). Appearance of Lyra:
5'9" , 140 lbs; brown hair and eyes; wears
robes bearing the symbol of the Immortal
Protius, with ordinary plate armor; ap-
parent age 30 (real age 60). Unlike most
of the characters listed in these pages,
they don’t maintain youthfulness
through use of potions of longevity, they
are kept young by their lycanthropic
curse.

Kendach (Forttess Kendach): Countess
Julia Kendasius (C24, N, of Halav) rules
this dominion. She’s an ambitious
woman who wants Kendach to become
the most powerful region in the Isle of
Dawn; she has, since she took control of
Kendach ten years ago, instituted a plan
of military growth and fortress-building
which alarms her neighbors. Appearance:
5'10", 140 lbs; blond hair, brown eyes;
wears white uniforms with blue surcoats
bearing the symbol of the Immortal Ha-
lav; age 40 (real and apparent).
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West Portage: The ruler here is Guild-
master Lareth Kubek (T20, N). He’s not a
dominion-ruler, just chief townsman of the
town. He’s also Guildmaster of the Minro-
thad silk trade through West Portage. He’s
also a 20th-level thief, and effectively uses
his Guild cover to plan and execute robber-
ies of goods-caravans passing through;
many thieves and bandits operating along
the portage trail between East and West
Portage answer to him as well. Appearance:
6', 170 lbs; common Alphatian, copper
skin; golden-brown hair, green eyes; ex-
traordinarily handsome; wears subtle
brown garments with his guild badge and
badge of office on the shoulders; has a
quiet, unassuming, friendly manner; age
30 (real and appatent).

Redstone (Redstone Castle): The garri-
son commander here is General (Lotd)
Harantius Lycrandonion (F36, L), hand-
picked by Emperor Thincol for this post.
He is a strong-willed, gruff, fast-thinking
commander who knows how to train men
and hold a besieged position—which he’s
had to do a couple of times in the ten
years he'’s commanded this fort. Appear-
ance: 6’3", 230 lbs; Nuari ancestry, skin
black; hair and eyes black; he wears the
standard Thyatian military uniform in
the bright red hue of the Redstone garri-
son; apparent age 40 (real age 60).

Grand Duchy of Westrourke
(Newkirk): Archduke Donegal Firestorm
(F30, N) is the nephew of Thincol, and
like the Emperor was born and reared in
Oceansend. No follower, he sets his own
rules for Westrourke and plans for it to be
an independent nation like Karameikos.
He rules from his powerful castle in
Newkirk. Appearance: 5'10", 190 lbs;
red-blonde hair and blue eyes; affects
clothes like the black-with-gold-trim uni-
form of the Hattian foot-soldiers; appar-
ent age 30 (real age 50).

Helskir: Eruul Zaar (F27, C) is the ruler
here. He is more than a little impetuous,
prone to speak his mind, and rebelliously
resists Empress Eriadna’s efforts to keep
him “in his place”—i.e., as a powetless
warrior serving the Alphatian magic-
using elite. He might give his loyalty to
Alphatia if he were granted full kingly ti-
tle . . . but even then it's doubtful. Ap-
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pearance: 6'4", 220 lbs; common Alpha-
tian stock, dark brown hair and amber
eyes; wears long tunic, trousers, belt,
boots, cloak in bright blues and golds, at-
mor enamelled in the same colors; age 45
(real and apparent).

CamMpaiGN Use

The Isle of Dawn is very useful as a place
for you to showcase the ongoing squab-
bles between Thyatis and Alphatia. Short
border wars often break out between
Westrourke and Dunadale, or East and
West Portage; on the few occasions of all-
out war on the island, every Thyatian city
will fight every Alphatian city. Player-
characters can find employment here as
fighters, spies, merchants, and diplomats
between the two empires. The mysteties
of the great southern escarpment require
exploration that your PCs can provide—
and a good place for them to establish do-
minions, dominions which might change
imperial hands with the blink of an eye.

For an elaborate adventure involving
the Isle of Dawn and your player-
characters, pick up M5, Talons of Night,
which goes into much greater detail on
Thothia, her inhabitants, and the oppot-
tunities for cataclysmic political adven-
tures on the island.

NoOrRwoOId
See page 75 for a map of Norwold.

History

Norwold has long been an area of conten-
tion between the two empires . . . but it
has generally been a minor one, and Al-
phatia has usually won the contests con-
cerning this land. Not long after the first
Thyatian/ Alphatian War, Thyatis built a
trading post (probably more a disguised
military post) in this region. Alphatia im-
mediately hired mercenaries to attack it
and burn it down, and that was that.

In the intervening centuries, a scatter-
ing of settlets—especially halflings, and
humans from the nearby Heldann
Freecholds—established villages in this re-
gion.

A century ago, Thyatis built a good-
sized city (Oceansend) here, and Alpha-
tian interference didn’t burn this one
down. Oceansend remained a Thyatian
colony until the Alphatian attack on Thy-
atis of some 40 years ago—at that time,
Oceansend declared her independence,
an independence which she precariously
maintains even today.

In the years since then, pirates and
thieves established the thriving criminal
city of Landfall. More recently, Ericall, sec-
ond son of Empress Eriadna, reached adult-
hood and began feeling the call of his royal
blood . . . and agitating for a dominion of
his own. He’d always been an embarrass-
ment to Eriadna; Ericall, like all the sons of
General Torenal, had absolutely no magical
potential at all, and had dedicated himself
to becoming the best fighter he could—
small consolation.

Eventually, his mother, anxious for
him to cease annoying her, granted him
the city of Alpha in the region of
Norwold, plus the kingship of all
Norwold (if he could control the coun-
try), control of Helskir on the Isle of
Dawn, and a great degree of autonomy (if
he kept Norwold out of Thyatian hands,
paid his tributes, and didn’t cause her
trouble).

He has now ruled Norwold for eight
years—with mixed results. He has ap-
pointed Lernal the Swill, his half-brother
(another son of Torenal, not of Eriadna),
as governor of Landfall . . . but the real
power in Landfall still belongs to its pow-
erful Thieves’ Guild. Ericall has failed to
bring King Yarrvik of nearby Oceansend
under his sway. When his younger half-
brother Farian was visiting Norwold, a
Thyatian raiding expedition captured
and carried off the young man—and Far-
ian remains in Thyatis still, much to Eri-
call’s embarrassment. Ericall believes this
string of events to be the result of bad
luck, and doesn't realize that he’s just not
a very good king.

Culture

Norwold is an odd mix of cultures, more a
melting-pot of races than any othet site in
the Alphatian Empire. The basic stock of
the people is that of the Heldann
Freehold—fair-haired farmets and fight-
ers, lovers of good land, good drink, and
good stories. Add to it the Thyatians,
who founded Oceansend and have spread
out from that city—Thyatians with their
cosmopolitan ways and sly manners.
Then mix in the now-dominant Alpha-
tians with their chaotic and free ways, and
you have the primary ingredients of
Norwold culture. All in all, it’s a good
mix; the population has respect both for
magic and fighting ability, a love of the
sea and the land, and a marked tolerance
for the halfling and elf communities
found in this land.

Heldann is still the Common Tongue
among the common people, but Alpha-
tian is the principal language spoken
among the nobility—except in Ocean-
send, where Thyatian is the Common
Tongue.

GeoGRraphy

Norwold is a northern land with a
temperate-to-chilly climate. The land in-
cludes hundreds and hundreds of miles
of virgin wilderness characterized by
evergreen-covered hills and mountains,
still clear lakes, and occasional bogs. The
land turns to tundra in the far north.

Various cities and other sites of
Norwold include:

Alpha: Population 30,000 (city of Al-
pha) plus 60,000 (sutrounding country-
side). This is a prosperous city sutrounded
by very rich farmlands and possessing a
very good port. Alpha features an enor-
mous royal fortification that can temporar-
ily house 10,000 refugees. Alpha, of
course, is the royal capital of Norwold, the
seat of King Ericall’s power, and the largest
city of the kingdom—in spite of the fact
that settlement only began here 15 years
ago, building of the royal fort started only
ten years ago, and Ericall took the throne
only eight years ago.
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Landfall: Population 10,000. This is a
squalid, large town run by its local
Thieves’ Guild. It is a town of poverty
and dirt, chock-full of robbers and petty
criminals of all types. Its governor’s resi-
dence is a run-down wooden mansion,
and the city itself is unfortified, relying
on its poverty to deter raiders. Neverthe-
less, it’s the last port on the northward
sail to Alpha and so sees a lot of sea-trade.
Landfall’s official governor is Lernal the
Swill, Ericall’s half-brother, but Lernal is
merely a drunken and cortupt pawn of
the Thieves’ Guild.

Oceansend: Population 20,000 (city of
Oceansend) plus 20,000 (surrounding
countryside). Founded a century ago by
Thyatians, independent for the last 40
years, it is a heavily-fortified and prosper-
ous city. Many demi-humans live here,
including 2,000 halflings, 3,000 dwarves,
and 500 elves; more demi-human com-
munities lie nearby. Oceansend is ruled
by King Yarrvik the Just, a canny and ex-
perienced old ruler.

Clanholds: Norwold features many
halfling clanholds, each populated by
700 to 1,200 halflings. They have clan
meetings at the great stronghold of
Leeha, which can accommodate 2,000
visitors at a time and features numetous
fine inns.

Foresthomes: These are elven com-
munities of 200-1,200 elves each.

Arch of Fire: A great belt of fire travels
in a broad arch from the northern volcano
to the second—the former is an inflowing
portal from the Plane of Fire, and the lat-
ter is the outgoing portal to the same
plane. The 75-mile Arch of Fire is one of
the most spectacular sights found in all
Norwold. In this region, there are many
caves with wormholes leading to the
Plane of Fire and elsewhere-—and Fire El-
ementals guarding them.

Whirlpool: A great whitlpool some 20
miles in diameter lies off the Norwold
shore; it is a vortex opening to the Plane
of Water. Many water elementals lie in
the whitlpool and try to drag seagoers
into its depths.

Characters

Important NPCs and likely encounters in
Norwold include:

Alpha: Ericall, King of Norwold (F28,
L). The second son of Eriadna the Wise,
Empress of Alphatia, Ericall is eager,
honorable, good-natured, and likeable.
His ambition is to be a great king. But
he’s naive, even after neatly a decade of
kingly rule; he doesn’t like paperwork
and managerial duties and so relegates
them to subordinates of varying levels of
ability; he doesn’t listen to criticism or
advice, or admit to mistakes; and he still
smarts because he feels he was his moth-
er’s least favorite child (he may be right)
and was the object of ridicule by Eriad-
na’s magic-using children. He tries to be
too perfect, and is doubly harsh on him-
self whenever he fails. Appearance: 6,
175 lbs; pure Alphatian strain, pale of
complexion, black hair and eyes; striking
features; prefets rich clothes in royal pur-
ple, trimmed in gold, but wears properly
battered armor into combat; age 30.

Landfall: Lernal the Swill (F6, N) is a
younger son of General Torenal of Alpha-
tia, but not of Eriadna the Wise. Lernal
shares his father’s and brother’s utter lack
of magical potential. Ericall foolishly
gave in to Lernal’s pleas for a dominion
because he knew what it felt like to be a
non-magical noble’s son in Alphatia . . .
and has regretted the decision ever since.
Lernal has grown up a drunken wastrel,
devoid of scruples, a compulsive liar, a
criminally weak and incompetent gover-
not. He is a tool of the Thieves’ Guild of
Landfall, which keeps him well-supplied
with booze and the trappings of his of-
fice. Appearance: 5’8", 200 lbs; brown
hair and eyes; common Alphatian colora-
tion; florid of complexion, broken veins
in nose from heavy drinking; wears slov-
enly and wine-stained clothes of good
fabric and tailoring; apparent age 35 (real
age 24).

Oceansend: This city is ruled by King
Yarrvik the Just (F9, L). Yarrvik’s father
was the Thyatian govetnor of Oceansend;
his mother, the governot’s northern wife.
When Alphatia attacked Thyatis some 40
years ago, Yartvik, then 25, got his father’s
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support and assumed the title of King of
Oceansend, declating the city indepen-
dent of Thyatis. Thyatis has never moved
to reconquer the city, but has had increas-
ing numbers of spies, diplomatics, and
blackmailers in Oceansend in the last sev-
eral years. Gruff, painfully honest, and
stubbornly independent, Yarrvik is a good
king for Oceansend. He likes Ericall and
may ally with him, but only if Yarrvik can
retain the title of King. Appearance: ¢/,
180 lbs, in good shape despite age; brown
hair and blue eyes, broad mustache; fair
Northern Reaches coloration; prefers
good-quality but comfortable and non-
showy garments in subtle colors; age 65.

CamMpaiGN Use

Norwold is a Land of Opportunity for
player-characters, especially Alphatian
PCs. It's a land where they can establish
cominions under King Ericall’s overall
rule; he’s desperate for good, honest, re-
liable heroes to rule dominions in
Norwold.

It’s also a bone of contention between
Alphatia and Thyatis, both of whom
claim the nation. Alphatia has it cur-
rently; Thyatis will doubtless scheme to
gain possession of it. PCs could be do-
minion rulers defending the land from
the Thyatians, or Thyatians promised do-
minions if they will help in the country’s
conquest.

Norwold, being mostly unexplored, is
also a Land of Opportunity in that sense.
There’s no telling what ancient cities,
long-lost races, bizarre regional monsters,
and other surprises could be found in
those deep, cold woods.

Several adventutes have been printed
about Norwold and its relations with the
two great empires; they include M1, Into
the Maelstrom; M2, Vengeance of Al-
phaks; and CM1, Test of the Warlords.
All elaborate on the NPCs and situations
presented here.




Ochalea
Ochalea appears on the map on page 78.

History

Settled in the centuries after Alphatian
Landfall by common Alphatians with no
magical potential, Ochalea grew to be an
independent-minded dominion of hard-
wortking people. Clerical concerns occu-
pied the population in lieu of magical
interests, and the Ochaleans became very
reserved, very scholarly people devoted to
honoring the Immortals.

Ochalea provided a lot of grain and
livestock to the Alphatian Empire in the
five centuries before the first Thyatian/
Alphatian War. During that war, though,
the Ochalean king saw the opportunity to
establish complete independence for his
nation and threw his lot in with King Lu-
cinius. It was a good decision, and Ocha-
lean clerical magic helped Lucinius
achieve Thyatian independence. But that
king was murdered by General Zendro-
lion when Lucinius was—and practically
before the Ochaleans realized that they’d
won their war, they were occupied by
Thyatian imperial troops and ruled by a
Thyatian-appointed king.

In the centuries since, Ochalea has re-
mained a Thyatian region; it is counted as
a Grand Duchy in the Empire.

Culture

Ochaleans are quiet, reserved people who
place great importance on manners and
proper behavior. They do not approve of
women adventuring—but cannot legally
interfere when an adult Ochalean woman
wants to take up a military or adventuring
life.

Magic-users are tolerated, but not
liked or trusted, in Ochalea. Known
thieves are similatly distrusted, as are
demi-humans. Only human fighters and
clerics receive the trust of Ochaleans.

GeoGraphy

As you can see on the map, Ochalea is a
long, curved island separated from the
Isle of Dawn by a strait barely 50 miles
wide. It’s a very rocky, hilly island, not
pretty but agriculturally productive.

It has many hundreds of villages and
small towns, but only one true city:

Beitung: Population 50,000 (City of
Beitung) plus 75,000 (surrounding terri-
tory). This was the old capital city of the
Ochalean king, and is now capital of the
Ochalean Archduke. It features elegant
sloped-roof architecture and intricately-
designed buildings and Immortals’ tem-
ples. Also here is a Thyatian naval
fortress.

Other Territories

Characters

Archduke Teng Lin-Dieu (C36, L, of
the Immortal Koryis) is the titular ruler of
Ochalea. He is a reserved but friendly
scholar who rules his island duchy well,
and considers himself as much Thyatian
as Ochalean. His life’s quest involves un-
derstanding the true desires of Koryis and
teaching the Ochaleans to direct them-
selves to those goals. Appearance: 5'10",
160 Ibs; Ochalean ancestry (coppery skin,
almond-shaped eyes, like common Al-
phatians), brown hair and eyes; very
creased features and a nearsighted
squint; wears the standard featureless
Ochalean outfit but in royal jade-green;
age 40.

CamMpaiGgN Use

Ochalea is an exotic land for player-
characters to visit—a land with an orien-
tal feel and concerns. It’s a place where
you, the DM, can put them off-balance
by having their ordinary actions and
mannerisms be thought rude by the
politeness-minded Ochaleans, and where
their best efforts to correct matters only
get them in more trouble.

It’s also 2 land where they can befriend
people who are constrained by rigid
Ochalean customs—for example, young
women who wish to become adventurers
but are hesitant to defy tradition to do so.
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Peanrl IslaNds

The Pearl Islands appear on the map on
page 78.

History

Long ago, perhaps as long ago as Alpha-
tian Landfall (BC 1000), black explorers
from far, far to the east discovered and
settled these islands. The origin of these
explorers isn’t known; it might be far-
away Tangor (see the map in the Master
DM’s Book) or even farther east, off the
map of the Known World.

These people named the largest island
of the chain Nuar (from an ancient word
in their language, Nu-ar, meaning
“Western Home”’') and eventually called
themselves the Nuari.

Eventually, the Alphatians discovered
these admirable people and, as is their
fashion, decided to add the Nuati to their
Empire. Though they were great war-
riors, the Nuari couldn’t withstand the
Alphatians’ magic and so succumbed.

However, when the Thyatian revolu-
tion of BC 2 offered them hope for free-
dom, the Nuari cast their lot with the
Thyatians. But like the Ochaleans, the
Nuari were betrayed by General Zendro-
lion when he killed King Lucinius and
the Nuari and Ochalean kings . . . and
sent occupation forces to Nuat.
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About twenty years later, when Zen-
drolion I died, it seemed as though the
Nuari would be able to achieve indepen-
dence again. But Empress Valentia the
Justiciar, a canny politician, had learned
much about the psychology of the Nuari
and so played a hunch. She made her Cit-
izens’ proclamation and then, in secret
council with the son of the former Nuari
king, formally invited the Nuari into the
Empire—of their own free will, and as
full Citizens, no coercion.

Had the Nuari nobleman refused, it’s
likely that she simply would have re-
occupied Nuar—that sort of deceit is the
Thyatian way, after all. But he didn’t; af-
ter due deliberation, he accepted, and
ever since the Nuari have been Citizens of
Thyatis.

Culture

The description of the Nuari culture in
the “Overview of Thyatis” in Book II is
substantially correct. These people are
devoted to building themselves up into
the greatest men and women they can be.
They are a race of over-achievers, schol-
arly warriors, and widely-read peasants,
and they have a national contempt of la-
ziness and lies.

There are some indications in Nuatri re-
cotds and folklore that the Nuari used to
be a matriarchal society, but adopted the
Alphatians’ principles of sexual equality
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when they were in Alphatian hands.

GeoGraphy

You can see on the map that the Pearl Is-
lands consist of five fairly large islands
(Nuar, the largest, is also the farthest
east). There are many more tiny islands in
the chain—these are too small to be
shown on the average map, and you're
encouraged to add as many as you wish
for your own campaign.

The Pearl Islands are a volcanic chain,
but most of the volcanoes are dead—with
the exception of Mount Motimoru at the
center of the great island of Nuar, which
throws up some lava, ash and poison
gases every fifty years or so. Almost every
island in the chain consists of a semitrop-
ical jungle surrounding a lonely, craggy
volcanic peak.

The Islanders live in small villages
spread evenly across the island chain.
There is one large community:

Seagirt: Population 5,000. This is the
Thyatian Navy’s port, from which naval
vessels ply the seas to keep them safe from
pirates, to keep shipping-lanes open, and
to keep an eye on Alphatian sea-traffic
coming down from the Alatians. This is
also the major trading post for the pearl-
trade of the Pearl Islands; traders from
Thyatis, Alphatia, and the Minrothad
Guilds all dock here to dicker for the lus-
trous peatls.
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Characters

The ruler of the Peatl Islands is:

Archduke Nurokidu Nuar (T36
(Rake), L). Nurokidu (he allows no one to
refer to him by his title) is the latest ruler
in a long line of Nuari leaders. He’s one
of the “non-thief thieves” (rakes) de-
scribed in the “Character Creation” sec-
tion of Book II. He enjoys adventuring,
sailing, exploring all the little islands of
the chain, and teaching children to
achieve greatness. His wife is long dead,
and he was never able to father children;
these are the sole dark spots on his other-
wise happy life. Appearance: 6', 155 lbs;
native islander stock (skin black); hair
and eyes black; weats unadorned white
Pearl Islander kilt and numerous strings
of colorful shells; age 50.

CampaiGgN Use

In a campaign, the Peatl Islands are a
staging area for characters to have adven-
tures in the far east. Perhaps they’ll be
hired to explore far-distant lands to find
out where the Nuarti people originally
came from. The Peatl Islands would also
be a logical first target for conquest from
invading navies of far-eastern island terri-
toties (presumeably such as Oceania and
Cestia; see the map on the inside covers of
the Master DM’s Book).

If you wish, you can use the live vol-
cano on Nuar as a portal to the Plane of
Fire.

Qeodhar
Qeodhar appears on the map on page 69.

History

Qeodhar is a far-north island kingdom
settled ages ago by the same Yannivey hu-
man race that had once inhabited all of
Alphatia. Cold and mountainous, it was
ignored like the Yannivey island chain by
the Alphatians through the centuries of
Alphatian imperial expansion. Five hun-
dred years ago, the Qeodhar king swore
allegiance to the Empire in the hopes that
it would improve his trade with the Em-
pire (which it did) and would encourage

powerful Alphatian magic-users to immi-
grate and make the island more habitable
(which it didn’t).

Since then, Qeodhar has had a singu-
larly undistinguished history as an Alpha-
tian-controlled dominion. It conducts
brisk trade in seal-skins with the Alpha-
tians; its whalers are the equal of any in
these waters. It has sent naval forces to aid
in Alphatia’s wats. It has weathered the at-
tacks of some reckless sea-voyaging frost
giants from Frosthaven. And that’s all.

The new king, ‘“Baron”’ Notlan, grew
up in this disinteresting atmosphere and,
when he took the throne, vowed to make
Qeodhar a power to be reckoned with in
the Empire. He planned to wed a daugh-
ter of Empress Eriadna, impress the
courts of Alphatia with his dashing man-
ner and noble bearing, and help Qeodhar
achieve the reputation for brilliant sea-
manship that it deserved.

Unfortunately for his plan, the Alpha-
tians have no respect for non-spellcasters,
Eriadna didn’t want him to have any-
thing to do with her daughter, his efforts
to develop a ‘‘dashing manner” have
been regarded as insolence and arro-
gance, and the chilly waters around
Qeodhar just don’t swarm with sea-
monsters or pirates—leaving him with
very little for his navy to do domestically.

Culture

Culture, if it can be called that in
Qeodhar, is of the “‘fisherman surviva-
list”” variety. Most of the people on
Qeodhar are fishermen, whalers, and
seal-trappers; they work, live in their vil-
lages, and go about their business in a
singularly disinteresting manner. Few in
Qeodhar are literate; many are excellent
craftsmen of seal-skin and whale-bone
items.

GeoGraphy

The island is dominated by high, cold
central mountains. Those mountains
keep the town of Farend from suffering
the full brunt of the north winds, but also
limit the amount of arable land on the 1s-
land.
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Qeodhar has many small coastal vil-
lages on the southern coast. The great seal
grounds ate all on the northwestern coast,
and there you find many trappers’ vil-
lages as well.

And the island has one community of
decent size:

Farend: Population 3,000. This is
Qeodhar’s principal port and trade sta-
tion. In addition to fishermen and whal-
ers, you find many merchants and
traders, professional sailors and soldiers
here. Norlan’s mansion is in this fortified
town, which is otherwise characterized by
stout stone dwellings, a broad bay, and
chilly blasts of wind from the north prac-
tically year-round.

The sea west of Qeodhar is called the
Norzee by the natives, and the king of
Qeodhar traditionally beats the watlike
title of Scourge (kjavik, in their tongue)
of Norzee.

Characters

The ruler of Qeodhar is Baron Norlan
(F18, C). Like many Alphatian dominion
rulers who like to appear swashbuckling
and roguish, he uses the title of “Baron”
although he is counted as a king by the
Alphatians. He’s an ambitious, humot-
less man who is quick to avenge an insult
or betray someone whom he no longer
needs. He is in love with—or at least has
matrimonial ambitions upon—Empress
Eriadna’s daughter Mariella, and is in-
sulted by Eriadna’s continued refusal to
let him wed her. He still has a limited
grasp of the Alphatians’ dislike of the
state of marriage, and has a firm grasp on
the idea that, because he’s no magic-user,
Eriadna doesn’t want him associating
with her daughter. He has been sending
secret negotiations to Thincol in Thyatis,
hoping to switch allegiance to that
empire—for greater personal importance
in that Empire.



CampaiGgN Use

Qeodhar is a spawning-ground for trou-
ble in the Alphatian Empire. No one in
the empire believes that Norlan could or
would cause any real trouble—but the
man has won the affections of Princess
Mariella of Alphatia, who is at least infat-
uated with him, and who supports him
and his aims. She could run off to join
him—prompting the Empress to send
close-mouthed player-character adven-
turers after her, to retrieve her with no
fuss, no noise.

Mariella, blindly devoted to Norlan,
might even be persuaded by him to de-
liver Eriadna into his hands—of course,
his promise that she would come to no
harm could be uttetly false. Qeodhar
might sell Eriadna to Thincol of Thyatis,
or ransom her for greater power within
the Alphatian Empire—prompting her
family to send PC heroes to rescue her
quietly, before the Empire became aware
that anything was awry.

The YanNNivey ChaiN —

The Yannivey Chain appears on the map
on page 69.

History

Before the Alphatians made Landfall on
the Known World, the island now called
Alphatia was the home of humans called
Yanifey. These were light-skinned, pale-

haired, primitive tribesmen who fash-
ioned their war-implements out of stone
and watred on one another all the time.

When the Alphatians came, most
Yanifey tribes were subjugated, their war-
tiors turned into slaves of the Empire.
Some escaped in their outrigger canoes to
the cold, batren islands to the north—
islands which eventually became known
as the Yannivey Chain.

The most western of the Yanniveys,
Qeodhar, was also the richest, making a
brisk trade with the Alphatians. But the
other islands were mere rocks where the
surviving Yanifey tribesmen could eke
out meaget existences by fishing.

Eventually, the Yanniveys became
known as a refuge for outlaws. Fugitives
from the Empire ran to safety in these
cold, uncharted islands and waters.
Gradually, the population became a
breed mixed from the fair-skinned and -
haired Yanniveys and the copper-skinned
and brown-haired Alphatians; today, the
Yanniveys have an olive skin-tone and
sandy hair which grays eatly in life.

Today, the Yanniveys are still best-
known as a haven for fugitives. Alphatian
criminals flee there, hide out for a few
months or years, eat enough fish to drive
them mad, change their names and their
appearances, and return to the civilized
world.

Culture

Life is harsh in the Yanniveys. The human
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communities, consisting almost exclu-
sively of fighters and thieves, are small
and always dominated by some hard-
bitten, amoral criminal. Newcomers to
these islands had better demonstrate
some real talent with fishing or a criminal
activity or they will be killed, stripped of
goods, and dumped into the cold sea.

Each village has a ruling class of men
and women who live by the sword, and
who often have some medium-sized ship
for piratical endeavors. Each village is
mostly supported by hard-working fisher-
men who pay too-great percentages of
their catches to the rulers for “protec-
tion.”

No one stays in the Yanniveys longer
than he has to—other than descendents
of the original Yanifey tribesmen—and so
a village may go through from two to six
new rulers and ruling councils in a single
year.

GeoGraphy

These islands are cold, barren rocks sepa-
rated by deep channels of treacherous wa-
ters. There ate no communities of any
size in all the Yannivey Chain.

Characters

A typical Yannivey NPC encounter is:
Toriath the Black (F12, C). Toriath, an

Alphatian brigand, was sentenced to

slavery for crimes against the merchants
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of Aasla but escaped from the galley
where he was serving his sentence. He es-
caped to the Yanniveys and took over a
village of 75 souls from the criminal who
ruled it at the time. He renamed the vil-
lage Toriath, as the previous ruler had
given it his own name. Toriath is always
on the lookout for experienced pirates
and thieves to add to his diminutive
gang; if he develops a sizeable enough
force, he'll be able to turn once again to
full-time piracy and leave his island be-
hind. He's prone to terrific rages and tan-
trums, suffers no order to be disobeyed,

and aspires to start himself a harem—
beginning with the first attractive female
player-character to encounter him. Ap-
pearance: 5'9”, 170 lbs.; “pure” Alpha-
tian coloration (white skin); black hair
(severely balding), mustache, beard,
black eyes; dresses in a threadbare naval
uniform taken from the last man he
killed; age 45.

82

CaMpaiGgN Use

The Yannivey Chain is a place to send the
PCs to perform some unpleasant duty—
out of necessity, or for which they’ll be
well paid. Such duties include: Fleeing
the authorities because of criminal
charges (either false or real); finding the
child of an important Alphatian, the
child and his/her boat having disap-
peared in Yannivey waters; capturing a
notorious criminal who has escaped to the
Yannivey Chain; finding a famous hermit
who settled here years ago expressly to get
away from adventurets; and so on.



In this chapter, we’ll be discussing some
rules and guidelines which should make
it easier to DM campaigns in the empires
of Thyatis and Alphatia.

Aerial MOVEMENT aND
Combat

The Thyatians have the Retebius Air
Fleet and the Knights of the Air. The Al-
phatians have gigantic flying ships and
apparatus. It’s no wonder that there have
been numerous aerial clashes between
the two empires . . . or that your player-
charactets of either empire will end up
doing some sort of aetial combat, if only
with a flying mage blasting ground-
borne troops.

If you wish for your players to be well-
versed in the rules of aerial movement
and combat, you can let them read this
section. Otherwise, they can rely on the
information given to them in the
“Knights of Thyatis” section, while only
you know the whole truth.

Aerial MoveMeNt aND
Scale

When conducting aerial combats, we use
otdinary 21mm or 25mm blank hex-sheets
to represent the aerial battlefield and the
ground beneath it. Each hex represents 10’
of distance. For larger-scale combats, use
Smm hexes and simply draw the combat-
ants’ flight-paths on the paper; miniatures
are too bulky in that scale.

Aerial battles are conducted in the not-
mal combat sequence and time scale.

Use the miniature representing the pi-
loting character to represent both charac-
ter and mount. If the flying object is a
larger construction, such as a vessel ot fly-
ing building, cut out a piece of construc-
tion paper or cardboard in the cotrect
scale—the size of one hex equalling 10’
(center-to-center).

TURNING

For these rules, we rate every flying mon-
ster or vessel according to how fast it flies
(this is just the “Move” score from the
monstet writeup, here called Air-Speed)

and how nimble it is in the air (called the
Maneuvering Factor). These two charac-
teristics determine the flying abilities of
the mount or vessel.

The MaN€UVeERING FACIOR

The Maneuvering Factor is the number of
times in a round the monster or vessel can
maneuver. A maneuver constitutes
changing direction by 30 or 60 degtees, or
initiating a climb or a dive.

Example: The gargoyle is a notorious
flying monstet. On the chart further on in
this chapter, it has an Air-Speed of 50’/
round and a Maneuvering Factor of 3.
Therefore, in a normal combat round,
the gargoyle can move 50’ and, during
that 50’ move, can perform three maneu-
vers. The gargoyle might fly 10’ straight
ahead, maneuver to turn 60 degrees to
the left, maneuver to begin a climb, fly
20’ more, and maneuver to level off to
horizontal flight, and fly 20’ more in that
fashion. Total: 50’ flown, three maneu-
vers petformed.

All flying monsters and vessels must
move in multiples of 10’ between maneu-
vers. All distance spent climbing must be
calculated in multiples of 20'. It’s too
much trouble to keep track of distances
otherwise.

Continuing an old maneuver doesn’t
constitute starting a new maneuver. Let’s
say a flying monster begins to climb. That
counts as a maneuver. But on its next
round, it continues to climb. That’s not a
new maneuver—it’s a continuation of the
old one. However, if the beast levels off to
horizontal flight, that’s a new maneuver.

Skill Use

The first maneuver petformed in any
round of combat is ordinarily “free” —if
the rider or pilot is conscious and the
monster or vessel is responsive, the ma-
neuvet is automatically successful.

But if:

(a) this is the second or subsequent ma-
neuver by that monster or vessel in the
same round; ot

(b) the rider or pilot took one tenth of
his hit point total in damage in the last
round; or
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(c) the rider or pilot has taken one half
(round up) of his total hit points in total
damage; or

(d) the rider and beast are taking off or
landing in any really difficult situation
(fierce cross-winds, for example); or

(e) there is any other circumstance
present which the DM thinks would
make maneuvering difficult (heavy rains,
riding-beast spooked, etc.); then:

The rider or pilot must make a skill
check against the appropriate skill—the
pertinent Riding skill when riding a mon-
ster, or Piloting when controlling a flying
vessel.

Example: Sir Tristosius is riding his
pegasus. The pegasus has an air-speed of
160’/round and a Maneuvering Factor of
3. Tristosius wants it to move this way
during this round: Fly 30’ straight ahead,
begin a normal climb for 40’ more, then
make two sudden 60-degree rightward
turns and continue on for the remaining
90’. Tristosius and his mount are both un-
hurt and unfrightened.

The DM lets the pegasus fly the 30’
straightaway with no problem—this
doesn’t constitute a maneuver. He lets
the pegasus perform the climb with no
problem; that’s his first maneuver. Then,
for each of the 60-degree turns, he has
Tristosius check his Pegasus Riding skill.

Failure of the Riding check can mean
any number of things; a chart of sample
fates is given a little later in this section.

Example: Tristosius has to make two
Riding checks. He succeeds with no prob-
lem on the fitst one—but rolls a natural
20 on the second, a catastrophic failure!
The DM looks on the Loss of Control
chart, printed further in this section, and
discovers that Tristosius has been thrown
free. Tristosius has to rely on magical
gadgets—if he has any—to get him down
to the ground safely.

ClimbiNG Rates

When a pilot/rider decides that his
mount ot vessel will climb, he’s actually
decided to trade in some of the flying ob-
ject’s forward air-speed for altitude.
That’s why climbing objects climb in in-
crements of 20, as described above.
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Climbs come in three varieties: The
One-Maneuver Climb, the Two-
Maneuver Climb, and the Three-
Maneuver Climb.

ONe-MaNeuveRr CliMmb

The One-Maneuver Climb is a smooth,
gradual climb, During this maneuver,
half of an object’s 20’ movement incre-
ment goes to forward movement, and
half goes to climbing—and half of that
amount is the actual distance climbed. So
when you allot 20’ to a One-Maneuver
Climb, you move 10’ ahead and gain 5’
altitude.

If you put an odd amount of air-speed
into a One-Maneuver Climb, the extra
distance is lost. For instance, if you allot
50’ movement to a One-Maneuver
Climb, which is rated in 20’ increments,
you're actually allotting two 20’ incre-
ments and losing that last 10’ distance. If
you change maneuvers to one where you
can utilize that 10"’ movement, you don’t
lose it.

Two-MaNeuveRr CliMb

The Two-Maneuver Climb is a steeper,
45-degtee angle climb. As the name im-
plies, it requires two Climb maneuvers to
commence. With this climb, you allot
yout flying movement in 30’ increments.
Each 30’ increment allows the flier to fly
forward 10’ and gain 10’ altitude.

As with the One-Maneuver Climb, if
you put a non-standard movement rate
into your Two-Maneuver Climb, you lose
the extra movement. For example, allot-
ting 70’ causes you to lose the last 10’ of
movement, because a Two-Maneuver
Climb is rated in 30’ inctements.

Three-MaNeuveRr Climb

The Three-Maneuver Climb is a vety
steep, difficult climbing maneuver. As
the name implies, it requires three Climb
maneuvers to commence. With this
climb, you allot your flying movement in
50" increments. Each 50’ increment al-
lows the flier to fly forward 10’ and gain
20’ altitude.
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As with the One-Maneuver Climb, if
you put a non-standard movement rate
into your Three-Maneuver Climb, you
lose the extra movement. For instance, if
you allot 120’ movement to a Three-
Maneuver Climb, which is rated in 50’ in-
crements, you lose that last 20’ of
movement.

The DM is within his right to disallow
specific monster types from attempting a
Three-Maneuver Climb; for any winged
monster, it’s a terrific strain.

Example of CliMbiNG

Tristosius is back on his pegasus—his feet
are a bir flatter but he’s richer in experi-
ence. His pegasus still flies at 160’ and has
a Maneuvering Factor of 3.

Tristosius decides to spend one whole
turn in a One-Maneuver Climb. He or-
ders his pegasus to perform that maneu-
ver. Each 20’ of movement becomes 10’
moved forward and 5’ gained in altitude;
since the pegasus has 160’ to “spend,”
this results in 80’ forward movement and
40’ altitude gained.



He decides to make the climb steeper on
his next round—he adds one Climb ma-
neuver to his One-Maneuver Climb, mak-
ing it a Two-Maneuver Climb. Since this is
his first Climb maneuver in this new round,
it doesn’t require a Riding check. With this
type of climb, he trades 30’ to move ahead
10’ and gain 10’ in altitude. He spends all
of the pegasus’ 160’ air-speed this way; and
so this round the pegasus moves 50’ for-
ward and gains 50’ in altitude. The extra
10’ movement is lost, since it is short of the
standard 30’ increment.

Tristosius decides to make the climb
even steeper on his next round, and adds
one more Climb maneuver—the pegasus
is now petforming a Three-Maneuver
Climb. Since this is the first Climb ma-
neuver in this new round, it doesn’t re-
quire a Riding check. With this type of
climb, he trades 50’ to move ahead 10’
and gain 20’ in altitude. He spends all of
the pegasus’ airspeed on this climb. The
pegasus moves 30’ forward and gains 60’
in altitude. This is a very steep climb, and
the DM may be deciding that the pegasus
is having to struggle madly to accomplish
it. Again, 10’ of the pegasus’ normal 160’
air-speed is wasted this round.

On his next round, Tristosius decides
to level off. He is currently performing a
Three-Climb Maneuver, and so it takes
three maneuvers to regain level flight. He
has to make a Riding check for the second
and third maneuvers this round, and suc-
ceeds in both.

On his next round, Tristosius decides,
crazily, to resume that Three-Maneuver
Climb—in one round. He performs three
Climb maneuvers at the start of the
round and puts all of the pegasus’ air-
speed toward that steep climb. He has to
make a Riding check for the second and
third maneuvers this round—and he fails
his first roll. The DM checks the Loss of
Control chart and determines that, due
to the circumstances of this flight, the
pegasus has “stalled” and begun drop-
ping like a rock—perhaps it’s not built
for such steep climbing.

We'll talk about losing and regaining
control in 2 moment—after we talk about
Diving.

DiviNgGg Rates

As with Climbing, there are three types
of diving rates.

ONe-MAaNeuveR Dive

In the One-Maneuver Dive, the beast
moves 10’ forward for each 10’ allotted—
but also loses 10’ of altitude. This 10’/
round figure is called the Dive Rate, and
the player must keep track of it (the DM
must keep track of it for NPCs).

Two-MaNeuveRr Dive

In the Two-Maneuver Dive, the beast
moves 10’ forward for each 10’ allotted—
but also loses 20’ of altitude. This 20’/
round figure is this maneuver’s Dive
Rate.

Three-MaN€uveRr Dive

In the Three-Maneuver Dive (also called
the Crash-Dive), the beast plummets
straight down—losing 2' of altitude for
every 1’ of its allotted Air-Speed, and los-
ing 1,140’ for evety full round this dive is
maintained.

In other words, the beast is falling—a
controlled plummet. If the plummet is
uncontrolled (for example, if the beast is
unconscious or dead), you allot none of
its Air-Speed to the dive, and merely fall
1,140’ per full round.

OptioNs fOR Dive Rates

If a flying beast has already used some of
its air-speed this round, and then decides
to begin a dive, it can naturally only use
the Air-Speed it has remaining to it for
the dive. Thus, if a pegasus has already
used 80’ of its 160’ air-speed for the
round, and suddenly decides to crash-
dive, it will dive only 160’ (2x the remain-
ing 80")—plus the 1,140’ of a full round
of diving.

If the DM wishes, he can also divide
that 1,140’ figure by the amount of time
remaining in the round. Let’s say a pega-
sus moves 80’ forward and then decides to
Crash-Dive. That 80’ is half its normal
round’s movement, so the DM decides
that half the round has already gone by.
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The pegasus spends its 80’ move on a
crash dive, and so dives 160’ (80'x2).
Since a diving creatute loses an additional
1,140’ per round when crash-diving, the
pegasus loses an additional 570’ (1,140’ x
1/2) for the half-round remaining. At the
end of the round, it has dived 730’.

Since that last option is a bit compli-
cated, it’s recommended only to DMs
who like fiddling around with math.

LOsiNG aND RcGaiNiNG
CoNtrol

We've already established that it’s possi-
ble to lose control when you fail a Riding
or Piloting skill check. What happens
then?

First, find out by how much the pilot
or rider missed his skill check. For in-
stance, if he has a skill roll of 14 but rolled
a 16, he’s missed by 2. Compare that
number to the chart below:

Loss of Control Chart

Missed Mount/ Vehicle/
Roll by Monster Construction
1-2  Ignores last Ignotes last
maneuver maneuver
(control error)
3-4  Accidental Accidental
maneuver maneuver
(DM choice) (DM choice)

5-6 Uncontrollable Stalls into a
for 1-3 rounds Two-Maneuver
until control

regained
7-8 Stalls into Stalls into
Crash-Dive Crash-Dive
then until control

uncontrollable regained
for 2-12 rounds

9+* Rider hurled
free**

Pilot hurled
free**

* Or a natural 20

** If he cannot be hutled free, he has
been knocked unconscious for 1-6
turns

If the character is not tied down to his
saddle or strapped into some sort of con-
trol chair, add 3 to the number by which
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the roll was missed to determine what
happened. The fact that the character was
“loose” has contributed to the aerial di-
saster.

Here’s what those brief crashing nota-
tions mean:

Missed Roll by 1-2: If the character is
riding a mount, the beast just misses the
last order—either balks and ignores it, or
didn’t understand it. If the character is
piloting a vessel, he experienced a brief
problem with the controls and the vessel
didn’t respond. In both cases, the mount
or vessel just keeps on with the last ma-
neuver given to it. Next round, it has the
normal chance of responding to new or-
ders.

Missed Roll by 3-4: If the character is
riding a mount, it failed to perform the
maneuver correctly and instead performs
some other maneuver-—chosen by the
DM. It could be an unwanted turn, climb
or dive of any sort up to the amount of
movement the beast has remaining this
round. If the character is piloting a vessel,
" the same thing takes place—but the pilot
has to make a skill check to regain con-

trol. Otherwise the controls are stuck or
some other calamity is keeping the vessel
going in the same direction.

Missed Roll by 5-6: If the character is
riding a mount, the mount has gotten
very balky and absolutely will not re-
spond to orders for 1-3 (1d3) rounds. If
the character is piloting a vessel, his at-
tempted maneuver appears to be
successful—but the vessel immediately
stalls into a Two-Maneuver Dive until the
pilot regains control.

Missed Roll by 7-8: Things are getting
serious. If the character is riding a mount,
his maneuver badly confused or upset the
beast. The beast stalls into a Crash-Dive.
It gets one attempt to pull out at the end
of this round, and (in each subsequent
round) a number of tries equal to its Ma-
neuvering Factor. The rider cannot help it
with this—unless he has enough magic to
carry the beast aloft himself! Also, once
the beast does regain control, it is abso-
lutely unmanageable for 2-12 (2d6)
rounds—it does exactly as it wishes (DM’s
control) during that time. If the rider is
particularly brutal with it during this

time, it may try to buck him free! If the
character is piloting a vessel, the vessel
stalls into a Crash-Dive and temains in
that dive until control is regained.
Missed Roll by 9 or More (or Rolled a
Natural 20): The pilot or rider is hurled
free, if it is remotely possible. Even if he
is tied to his saddle or piloting from
within a cockpit, his restraints could
break in the violent maneuvering and
hutl him free. If the DM determines that
he can’t be hurled free, then the rider or
pilot cracks his head on some protrusion
and is knocked out for 1-6 (1d6) full

turns.

How to RegaiN CONtrol

Once a monster has lost control of its
flight, it must regain control itself—the
rider is just extra baggage until the beast
is flying under its own power again. Fly-
ing creatures tend to fly very well. Each
has the equivalent of a Flying skill roll of
15—plus its Maneuvering Factor (MFs of
less than 1 are treated as 0). Thus, a beast
with a Maneuvering Factor of less than 1




has a skill roll of 15; one with an MF of 1
has a skill roll of 16; one with an MF of 3
has a roll of 18; and so on.

At the end of the round during which
it lost control, the beast rolls its Flying
skill once. If it makes the check, it regains
control. If it misses, it continues drop-
ping. On subsequent rounds, it may try
again a number of times per round equal
to its Maneuvering Factor—or once per
round if its MF is less than 1. It will either
regain control—or crash into the ground,
with the damage shown below.

Once a pilot has lost control of a vessel,
he must make a Piloting check to regain
control. He makes one check at the very
end of the round when he lost control;
thereafter, he may make a number of
checks pet round equal to the vessel’s Ma-
neuvering Factor (ot once per round if its
MF is less than 1). But the catch is this:
He must make his Piloting check at a mi-
nus equal to the number by which he
missed it in the first place. In other
words, if he had a skill roll of 15 but
rolled a 19, he missed by 4—and he can’t
regain control until he makes that skill
check by 4! Again, if he doesn’t regain
control in time, he may crash into the
ground.

Regaining control “in time” is detet-
mined by how high he was and how long
it takes him to regain control. And that’s
what we’ll talk about next.

FalliNG aNd CrashiNg
Damage

The standard rule of thumb is that one
takes 1-6 (1d6) points of damage for each
10’ fallen. That’s all right at shorter dis-
tances, but for greater distances fallen,
use the following chart.
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Falling Damage Chart Falling Distance Chart
Distance Distance
Time Taken Time Fallen Total
' Fallen This Second Distance

~ Less than 1 secon

50'  Less than 2 seconds  4d6
;60’ Less than 2 seconds  5d6

This chart shows the damage from an
all-out, unchecked plummet—or a
Crash-Dive straight into the ground. It’s
easy enough to use. If you fall from an al-
titude of 80’, it takes you less than two
seconds to hit the ground, and when you
do you take 6d6 damage—easily enough
to kill low-level characters and hurt mid-
level heroes.

Above 680', falling characters and
monsters reach what is called terminal
velocity—meaning that air pressure has
stopped their groundward acceleration;
they can’t fall any faster. Therefore, it’s
impossible to take mote than 20d6 from
falling damage, regardless of how high
you are. (Atmospheric reentry is another
matter—but if your players’ characters
start to fall to a planet’s surface from air-
less space, you had best have some scien-
tific texts on hand to help you explain to
them what’s about to happen.)

As noted, the damage for the chart
above is for unchecked plummets (like
Crash-Dives).

One-Manceuver Dives reaching the
ground do no damage; Two-Maneuver
Dives reaching the ground do 3d6 dam-
age to the mount or vessel and 2d6 dam-
age to every rider or passenger within.

If you'’re curious about how far you fall
and how fast, here’s another handy chart:
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128’
160’

10 séc 192

Per Additional Second: + 192’
Per Additional Round: +1,440’

This chart is also straightforward. If
you want to know, for instance, how far
you fall on the D&D® Known World in 9
seconds, you discover that it’s 1,248’ to-
tal. You’ve reached the Known World’s
terminal velocity of 192'/second by that
time.

Flying vessels and cross-country aerial
travelers tend to fly at an altitude of
1,500' or higher. For every 1,440’ of alti-
tude you have, you have a full round of
preparation time in case something goes
wrong.

Important Note: Above 20,000 feet al-
titude, or just shy of 14 rounds’ falling
time, it becomes very difficult to
breathe—the air is too thin. At that alti-
tude, it becomes necessary to use magic
items based on the create air spell intro-
duced in the “Character Creation” chap-
ter of Book III.

ReepiNg TrRACK Of Acrial
MoveMeNnt

When you’re planning to run an aerial
encounter of some sort, you'll find that
you need to keep track of the positions—
in three dimensions—of numerous beasts
and vessels. This can be trying, but it’s
not impossible. Run your aerial combats
on hex-paper. It will allow you to keep
track of the relative two-dimensional po-
sitions of all the participants in the battle.
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Then, you and each player should have
a scratch sheet of paper with three
columns on it, columns labelled *‘Start-
ing Altitude,” “Movement Spent,” and
“Dive/Climb Rate”” The players need
such a listing for their own airborne char-
acters; you need one for each NPC you
want to keep track of.

Example of Use: Tristosius, whose mount
pulled our of that wicked dive, is now at
3,000, flying toward an airborne Alpha-
tian ship beset by gatgoyles. It’s only about
80’ higher than he, some 300" away:.

This round, he makes a 30-degree
course correction (one maneuver) to turn
toward the stricken airship, then puts his
whole movement in a One-Maneuver
Climb. He has to make a skill check for
that second maneuver, and succeeds. On
the next round, he continues the One-
Maneuver Climb. He does not need to
make a skill check—this was not a new
maneuver, and there were no extraneous
factors to make him have to roll.

On the third round, he spends half his
movement on the same One-Maneuver
Climb, then levels off (one maneuver) for
the rest of his movement—he wants to be
a little above the keel of the ship and not
quite to the vessel. He also wants some
maneuvering distance for when the gar-
goyles come sailing out at him—which
they will.

Meanwhile, his player is keeping track
of his movements on the scratch sheet, as
mentioned. At the end of three rounds,
his scratch-sheet looks like this:

Starting MovementDive/

Altitude Spent Climb Rate
3,000’ 160’  1-Maneuver Climb
3,040’ 160’  1-Maneuver Climb
3,080’ 80’ 1-Maneuver Climb
3,100’ 80" - Level -

He doesn’t have to keep track of his lat-
eral movement and horizontal maneuvers
on this scratch-sheet—he and the DM do
that on the hex-sheet. But at the end of
round 3, when the DM asks what his situ-
ation is, he can say “I’m at 3,100 feet, at
level flight. I should be about 20’ higher
than the keel of the airship, and about

20" away from it.” All the information he
needs should be either on the hex-sheet
or on his scratch-sheet; and the DM has
the same advantages with his NPC fliers
and vessels.

Damage to FIyiNG
MoONSsteRrs

Of course, fliers don’t just fly around—
especially in combat situations. They and
their riders and pilots also damage one
another. You alteady should have seen
what happens to vessels and flying con-
structions when they take damage—that
was given in Book IIl'in the ‘‘magic-users
of Alphatia” section. Here, we’ll show
you what happens to flying monsters as
they take damage.

The simplest way to handle damage to
flying monsters is to have them lose flying
ability as they take damage. When a fly-
ing monster has lost 25% of its hit points
(it has 75 % remaining, round up), it can-
not perform any Two-Maneuver or Three-
Maneuver Climbs. When a flying
monster has lost 50% of its hit points (it
has 50% remaining, round up), it cannot
perform any Climb maneuver. Excep-
tion: If it starts out on the ground, it may
use a climb to get up to a maximum alti-
tude of 10'—but can climb no higher.

When a flying monster has lost 75% of
its hit points (it has 25% remaining,
round up), it cannot even keep to level
flight. It must lose altitude in at least a
One-Maneuver Dive—of course, it can
dive faster. If it lands, it cannot take off
again—it must rely on its ground speed.

When a flying monster has lost 90% of
its hit points (it has 10% remaining,
round up), it cannot even make a safe
landing. It must lose altitude in at least a
Two-Maneuver Dive, and will take 3d6
damage when it hits—with its riders tak-
ing 2d6 damage themselves.

When a flying monster has lost 100%
of its hit points, it drops like a rock (not
like a roc). It must lose altitude in a
Three-Maneuver Dive—a plummet. Its
riders take damage according to the dis-
tance they fall.

These conditions last until the beast is
healed to a higher “bracket” of health.
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These rules don’t apply to air elemen-
tals, djinn, or persons or monsters utiliz-
ing fly spells. They are meant to apply to
winged beasts, and the DM can disqual-
ify any monster from these effects if he
wishes to.

MOoONSsters fROM the DED®
BoOOKks

On the next page is a list of most flying
monsters presented in the Basic through
Masters’ sets of rules. It doesn’t give all
the characteristics you saw for monsters in
the “Knights of Thyatis” chapter of Book
I1, but it does include the critical stats for
mote monsters.

Maneuvering Factor scores of /2 and
!/5 mean that the beast can maneuver less
than once per round. If the MF is 1/2, it
can make one maneuver every two
rounds—the player announces the ma-
neuver one round, and the beast can per-
form it the next round. If the MF is 1/, it
can make one maneuver every three
rounds—the player announces the ma-
neuver one round, and the beast can per-
form it two rounds later.

If a low-maneuverability beast loses
control and begins to plummet, it still
gets a skill check to regain control at the
end of that round and another every
round thereafter—but once it has re-
gained control, it can only fly in a one-
maneuver dive until two rounds later (for
an MF of 1/2), three rounds later (for an
MF of /), etc.

For flying vessels and other construc-
tions, use the following chart to deter-
mine Maneuvering Factor. Take the
vessel’s longest measurement and com-
pare it to the chart below. If the vessel is
roughly aerodynamic in design, use the
middle column to get the Maneuvering
Factor. If it isn’t, use the right-hand
column. It’s a DM decision as to whether
something is aerodynamic or not. Vessels
built in the shape of sailing ships, air-
craft, flying monsters, etc. are considered
aerodynamic; those built in the shape of
mountains, castles, houses, and large
statues are not. Flying carpets are not
aerodynamic; human beings and flying
brooms ate.
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FLYING MONSTER CHART
Creature Air-Speed Maneuvering Hit Dice Carry Creature Air-Speed Maneuvering Hit Dice Carry
(Feet per Factor (MF) (Cn W) (Feet per Factor (MF) (Cn W)
Round) & Takeoff Round) & Takeoff
i o Ghost 30 3 (a) 14 14,000
Griffon 120 1 (b) 7 7,000

Harpy 3 (b) 3,000

Bee, Giant
Beholder

Insect Swarm 20 1 (é)
Manticore 60 1 (b) 6+1 6,100
Nightwalker 10 1(a) *

Cockatrice

Djinn
" Lesser Phoeni &
" Greater " Lesser 120 3(b) - 9 9,000
agor " Greatet 150 1(b) 18 18,000
‘to Poltergeist 20 1(a) 12
6tol "Prer: 0

" Large 100 1(b) 9to16+3

RobberFly 60 3(b) 2 2,000
Roc
" Small 160

Sphinx 120 1(b) 12 12,000
Vampire 60 3 (b) 7t09 *
yargoyle - Werebat 60 3 (c) 343 3,300
" Gargantua
* To calculate the carrying capacity of a specific example of (a) Monster magically floats straight into flight, no difficulty in
this monster, multiply its Hit Dice by 1,000 cn-weight. Each takeoff; can hover without difficulty.
plus to a hit die is worth an additional 100 cn-weight. (b) Monster flaps wings to take off; can be hampered by tight
Therefore, a creature with 3 +3 HD can carry 3,300 coins in quarters, stopped if wings bound or injured; can hover
weight. with difficulty (skill check at -3), prefers to circle.
** The Insect Swarm can’t pick up great weights. If the DM (c) Monster must drop off sheer surface to begin flight; cannot
wishes it to do so, however, he can have it lift (HDx1,000 hover, must circle.
cn), just as with other monsters. (d) As pegasi are better formed to carry weight, they can carry

their HD x 1,500 cn.
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Maneuvering Factors for Vessels
Object

Maneuvering Factor If:

Size  Aerodynamic Non-
Aerodynamic
To 2’ 5 3
To 10’ 3 1
To 50’ 1 1/,
To 250’ 1/3 /3
To 1250’ 1/3 /s
1251’ + 1/s /10

You'll also want to know how to deter-
mine the Maneuvering Factors of monsters
not listed on the monster chart above.

This, too, is simple. Take the length of
the beast and compate it to the “Maneu-
vering Factors for Vessels” chatt. A mon-
ster described as being man-sized, for
instance, would be calculated on the To
10’ line.

Most monsters are considered aerody-
namic. Those that aren’t—for instance,
beholders—would be calculated in the
Non-Aerodynamic column.

Another good clue that a monster be-
longs in the non-aerodynamic column is
if it is described as “floating” instead of
“flying,” or if it has a2 maximum combat
flying speed of 30’/round or less.

If a monster is related strongly to the
elemental plane of Air, treat it as belong-
ing one line up on the chart. For instance,
the Air Elemental is large enough to be-
long on the To 10’ line or larger, but we
treat it as belonging to the To 2’ line—
because it’s from the plane of Air, it’s very
maneuverable.

Likewise, monsters with a reputation
for nimbleness in the air should be
treated as belonging to a line higher than
their sizes indicate. Dragons are a good
example—though huge, they’re good
flyets and so have a better Maneuvering
Factor than their sizes indicate.

Cross-COUNtRry FIyiNG

A final note on flight speed—these
combat-otiented rules deal only with the
monsters’ combat flight speed. When
beasts or vessels are flying cross-countty,
they still use the figure before the one in
parentheses to calculate long-distance

movement. Thus, an efreet still flies at
240'/turn when not in combat; a cross-
country pegasus flies at 480’; and so on.
Only when the monster enters combat do
you need to use the Maneuvering Factor
score or the flying speed in the parentheses.

Naval Combat

A lot of sea-trade goes on between and
around the empires . . . and so a lot of
naval combat goes on as well. If you de-
cide you want to conduct naval combats
in your campaign, there are three differ-
ent sources for naval combat rules in the
D&D® game available to you:

The Expert Rulebook, pages 42-44,
gives you good basic information on Wa-
terborne Adventures—characteristics of
several types of ships, modifications for
ships, effects of weather, and rules for
combat and encounters at sea.

GAZ 4, The Kingdom of lerendi,
pages 29-30 and 35-36, gives a sound set
of rules for quick-resolution ship-to-ship
combats.

In several adventures the Sea Machine
modifications to the War Machine rules
have appeared. These rules are handy for
resolving combats between larger fleets.
It’s possible that you don’t have the ad-
ventures in which the Sea Machine rules
appeated, so we’re reproducing them im-
mediately below.

The Sca MachiNe

If you conduct large-scale naval battles,
you can run them according to the War
Machine rules from the Companion set—
with the following modifications.

A fleet is composed of ships, sailors,
rowers, and marine troops. The role of
the ships, aside from troop-transports, is
to carry artillery or devices able to sink
other ships. Sailors do not normally fight,
except to defend their vessel against
boarding; rowers almost never fight. Ma-
rines board and seize enemy ships, or dis-
embark to attack land objectives.

Different battle ratings should be devel-
oped to evaluate the full power of ships and
their troops. The following steps are sug-
gested to get an acceptable result.
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Step 1: Determine the marines’ Battle
Rating (BR) in each force.

Step 2: Determine the sailors’ Basic
Force Rating (BFR), ignoring Equipment
and Special Troop Factors. Ignore rowers,
unless they are not needed to control the
ship and are able to fight. Detetmine the
total Hull Points (HP) of each type of ship
in the fleets.

Step 3: Determine the ships’ BR, start-
ing from the sailors’ BER (see Step 2). Use
the modifiers below. Each time a condi-
tion applies, add one tenth of the original
BFR as a bonus.

Galleys:
a. if 20% of fleet’s total Hull Points are
galleys
b. if 50% of fleet’s total HP are galleys
c. If80% of fleet’s total HP are galleys
Atrtillery:
d. If 20% of vessels have artillery
e. If 50% of vessels have artillery
Ramming Device:
f. if 20% of vessels have a ramming or
crushing device
g. if 50% of vessels have a ramming or
crushing device
Magical:
h. if 1% of fleet’s total Hull Points are
magically enchanted
i. if 20% of fleet’s total HP are magi-
cally enchanted
j. if 100% of fleet’s total HP are magi-
cally enchanted
Flying:
k. if 1% of fleet’s total HP can maneu-
ver in a 3-dimensional space*
1. i£20% of fleet’s total HP can maneu-
ver in a 3-dimensional space*
m. if 100% of fleet’s total HP can ma-
neuver in a 3-dimensional space*
(*) Applies to fleets able to fly, move
underwater, or maneuver in another
plane.
Speed:
n. if the fleet has an average speed of
150 ft/round
o. if the fleet has an average speed of
300 ft/round
p. rowers are seamen (not slaves, or con-
demned prisoners



Penalty (Reduce BFR instead if):
q. towets* are less than !/2 their original
numbers
r. sailors* are less than /2 their original
numbers
(*) Cannot use rowers if reduced to less
than /4 their original numbers. A ship
cannot use its sails if sailors are reduced to
less than 1/4 of their numbers.

Step 4: Make an average of both BRs
(by adding both and dividing by two).
The total indicates the final Fleet BR.
Then determine separate combat modi-
fiets for the fighting troops and the fleet.

For troops: Base the ratio on the ma-
rines’ total HD or levels rather than the
number of creatures.

For the ships/sailors, determine the ra-
tio from the total number of HP involved
in each force (the sailors/rowers are then
considered as part of the ship).

Make an average of both combat modi-
fiers (as above) and add it to the fleet/
troop BR. Resolve the combat with
notmal War Machine rules, using instead
the table below.

Naval Combat Result Table

Ship Extra
Difference Damage Casualties Fatigue
W:L W:L W:L
1-8 0:5% — N:N
9-15 1:10% — N:N
16-24 5%:15% 0:10% N:M

25-30 5%:20% 0:20% N:M
31-38  5%:25% 1/2x:20%  M:S
39-50 10%:30%!/2x:30% M:S
51-63 10%:35% x:40% N:NF
64-80 15%:40% 0:30% N:NF
81-90 15%:50% x:50% N:MF
91-100 20%:60% x:60% M:MF
101-120 20%:70%1!/2x:50% M:SF
121-150 25%:80% 0:30% N:SF
151+ 25%:90%1/2x:70% N:SU

W: Winner, L: Loser

% = The percent casualties, in HP for
ships, in HD or levels for creatures.

x, /2x = The winner suffers the same
amount or !/2 the loser’s casualties
(in HD or levels)

N = The force is not fatigued
M = The force is moderately fatigued

S = The force is seriously fatigued

F = The force flees to its original port

U = Remaining ships surrender to win-
ner

How to Use the Chart

Step 5: Determine the damage the
ships receive (Ship Damage). Force A
chooses what types of ships are affected in
fleet B, up to the total of damaged HP.
Ship Damage may be equally divided
among different types of ships. Fleet B
chooses which specific ships within the
given types are affected in its own force.
Repeat procedure if fleet A has Ship
Damage as well. Unallocated Hull Points
of damage are ignored. For purposes of
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combat, damaged ships are considered
lost with their passengers.

Step 6: The winner captutes up to one
quarter of the opponent’s lost ships; their
passengers take 50% casualties and sur-
render. To keep a seized ship, the winner
must dispatch a minimum of 12 sailors
and/or marines to maintain order on
board. Otherwise, the winner must either
free or destroy the captured ship.

Step 7: Determine Extra Casualties for
the troops (marines, sailors, rowers) on
undamaged ships. Extra Casualties are
evenly applied to each type of troop,
round down.

Step 8: Determine Fatigue effects on
marines, sailors, and rowers. Two consec-
utive “M” results are equivalent toa *“‘Se-
tiously Fatigued” status. An “S” result
for a fleet halves the galleys’ oar speed.

The losing force always withdraws. No
winner should ever suffer more than
twice the loser’s destroyed HP. Seized
ships are not considered damaged. Ignore
excess HP of damage.

Likewise, the loser should never suffer
more than 10 times the winner’s HP of
damage. This is to limit the effects of a
suicidal attack from a small Elite force.

Recovering Losses

The winning force (ot one remaining
in the area after battle) may recover up to
one-third its damaged HP ot troop casu-
alties (wounded, unconscious, ot disor-
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ganized troops, men at sea). Recovery of
ships is determined in HP rather than in
number of ships.

Recovered ships are treated as 10 Hull-
Point wrecks (out-of-combat) until re-
paired in port. Those ships must be the
type of vessels sunk during battle. If the
amount of recoverable HP is insufficient
to allow one ship to be salvaged (at full
HP strength), then the ship cannot be re-
covered.

The characters have a chance to hire
some ptisoners into their own fleet. For
each group of 50 prisoners of Chaotic or
Neutral alignment (other than elite
troops or monster types), roll 1d20, and
apply the proposing character’s Charisma
bonus/penalty. With a modified scote of
18 or higher, the group of prisoners joins
the party’s ranks. Otherwise, the party
may freely use them as slave rowers in
their galleys.

Ex-prisoners have a 60% chance of des-
erting in any port. However, after three
months aboard, treat the ex-prisoners as
regular sailors/ troops. It is normally not
advised to have ships manned solely by
recent ex-prisoners.

Any sail ship can contain twice as many
prisoners as a normal shipload of ma-
rines. If desired, any ship may contain 5-

10 extra prisoners in their bilge. Allow
the player characters to hire mercenary
troops and sailots in friendly ports to
make up for theit troop casualties.

A New Look at Death —

Here’s something to think about: If you
want your Thyatis campaign to behave
more like the fantasy stories you read or
see in the movies, you might think about
getting rid of spells and magical items
which bring people back to life. This in-
cludes spells such as raise dead, raise dead
fully, reincarnation, and clone, not to
mention artifacts with those powers.

Yes, this makes things a lot scarier in
the campaign. When a character is dead,
he’s dead. You and allies would have to
be a bit choosier about the fights you
pick, and shouldn’t fight every fight to
the death—you may have to run away
from the occasional fight.

On the other hand, this option makes
death more than a nuisance. It becomes a
sad and momentous event when a charac-
ter dies—not just a delay in the proceed-
ings. It sharpens the characters’
perceptions of danger. In short, it’s more
dangerous for the characters, but better
for role-playing. So give it some thought.
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However, if you decide to get rid of the
resusrection spells, you can also adopt an
optional rule or two to make it a little
harder for characters to die.

For instance, when a character is re-
duced to 0 hp or below in combat (or
from death-spells), he’s not dead. He's
unconscious and mortally wounded; if
left untended, he will die. He must make
a Saving Throw vs. Death Ray every 10-
minute turn. He makes the first roll on
the round he drops to 0 hp; he makes an-
other every round he takes additional
damage, and every 10 minutes (one turn)
in addition. If he ever fails a roll, he’s
dead.

But if he keeps making his rolls in the
time it takes a healing Cleric, someone
with Doctor skill, or someone with a heal-
ing potion to get to him, he can be saved.
If the healers can heal him up to 1 hp or
motre, or the Doctor can make his Doctor
skill roll at a penalty of —5 (regardless of
whether it heals him up to positive hp or
not), then the character is alive. He’s crit-
ically wounded—but he’ll survive.



In this section, you’ll find one full-length
adventure and a series of short adventure
ideas. Though each adventure is listed for
one specific range of character experience
levels, each can be adapted to higher- or
lower-level play simply by tinkering with
the numbers and abilities of the enemy
characters and monsters.

ThyatiaN ADVENTURES —

These are adventures for a party of charac-
ters of predominantly Thyatian birth or
attitudes. Naturally, all the characters in
the party don’t have to be Thyatians.

The ThyatiaN MilleENNiuM —
For Character Levels 1-3

Basic Plot

A thousand years ago, Emperor Zendro-
lion I was crowned. Today, in AC (After
Crowning) 1000, it’s time for his remote
successor, Thincol I, to celebrate that
event.

There will be parades and fairs, music
and dancing in the streets, magical fire-
works, aerial displays by the Retebius Air
Fleet, and other attractions all day and
night. The day’s Games at the Coliseum
promise to be the most wondrous in
years, and the Emperor will be in attend-
ance there.

All this would be very nice—except for
the unwanted presence of some Alpha-
tian agents in the city. These indepen-
dent agents have decided that, since the
Thyatians spoiled the Alphatian millen-
nium celebration of a thousand years ago,
the Thyatians must now have their own
event spoiled.

These agents have toiled for years to
create a one-of-a-kind variant of the po-
tion of monster control. Included in the
potion’s ingredients is a minute quantity
of sweat from one of Thincol’s discarded
garments, acquited at great expense and
effort by these Alphatians. The potion,
when drunk by monsters, and then acti-
vated by a spoken command word, will
enrage them—and sensitize them to the
scent of Thincol. If they smell him, they
will go after him.

The agents plan to introduce the po-
tion into the water and food given to the
monsters in the pits beneath the Coli-
seum. When the greatest number of
monsters is on the sands, the chief agent
will speak the command word—sending
the monsters into a killing rage directed
at the Emperor. Such a spectacular
slaughter of the Thyatian ruler would
surely embarrass and discourage the
Thyatians—which is why they’re follow-
ing this more complex plan instead of a
simpler assassination in sectet.

The Alphatian agents want to have a
loud distraction, one which will attract the
attention of most everyone at the Coli-
seum and help their men get the potion to
the monsters. They've hired a band of
Thyatian mercenaries to make an assassi-
nation attempt on the Emperor—from
someplace in the Coliseum seating, with a
high-powered arbalest (heavy crossbow)
and its poisoned quarrel. The Alphatians
don’t believe the mercenaries can pull this
off; it’s probable that the Emperor’s native
survival abilities and the presence of his
magist Demetrion would prevent such a
thing. If it actually succeeds, all the better!
But it is only intended as a distraction.

Having hired these mercenaries and set
them into motion, the Alphatian agents,
posing as concerned Thyatian citizens,
also hire the PCs to patrol the Coliseum
and keep on the lookout for these ru-
mored assassins. The Alphatians are
banking on the probability that the at-
tempted assassination, the thwarting of
same by the PCs, and the subsequent
ruckus and rumor will provide them all
the distraction they need to get the po-
tion to the monstets. They’re also bank-
ing on Thincol’s renowned stubbornness
and overconfidence to keep him in the
Coliseum after one assassination attempt
. . . that fits his usual attitude.

How ChaRracters Get INvolved

The day before the Millennium celebra-
tion begins, the characters are contacted
by a messenger and asked to meet with
one Tathenodosius of West Portage at a
certain address in The Estates (in Thyatis
City). The messenget says that Tatheno-
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dosius wants to employ the PCs, but
won't say more—the messenger doesn’t
know any details. But the messenger does
leave them a bonus—a bag of money, 30
gp for every PC in the party—just for lis-
tening to the messenger’s proposal. Who
knows how much more they might get
from listening to the man himself?

StORy PROGRESS

The appointed time is two hours after
dark. When the characters reach Tatheno-
dosius’ home (a nice, though not lavish,
walled manor house set behind high
walls), they are shown quickly into the
man’s presence. He's of Alphatian de-
scent from West Portage on the Isle of
Dawn, but his home's decorations and at-
titudes are decidedly military—and his
speech has a dinstinctive Kerendan
twang. It’s obvious to the PCs that he’s
ex-cavalry (which is true).

Tathenodosius will set forward his story
with military precision and forthrightness.

He says he’s a former cavalry officer
who has retired and gone into business
operating a messenger and courier service
(all true—this is a great cover for his Al-
phatian spy network). Through some
rather shady contacts he has, which he
can’t afford to discuss, he’s learned that a
band of assassins plans to kill the Em-
peror tomorrow at the Coliseum. They
plan to shoot a poisoned crossbow quarrel
at him from somewhere in the seating.
He’s notified the Imperial Guard cap-
tain, but the man doesn’t seem to take
the threat seriously—either he’s an idiot
or he’s being paid off by the Alphatians.

At any rate, Tathenodosius wants to
hire the PCs to wander through the Coli-
seum and see if they can spot the assas-
sins. They’re to wander around together,
instead of spreading apart, because there
could be numerous assassins in the mur-
der party. If they spot the assassins,
they’re to attack them, naturally.

The PCs are to get 100 gp apiece just
for wandering in the Coliseum tomotrow
(half will be delivered now, half tomor-
row night), plus 100 gp apiece if they ac-
tually do confront the assassins (all this
would be paid tomotrow night)..
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He gives them the only clues he’s
“learned” about the assassins: They’re all
Hattian radicals and members of the
Storm Soldiers, so they’ll probably be
wearing the twin lightning-bolt decora-
tions of the Storm Soldiers.

Assuming they accept (sweeten the
deal if the money offered isn’t in accord
with good payments in your own cam-
paign), Tathenodosius will thank them
profusely, commend their loyalty to the
Emperor, give them their advance pay-
ment of 50 gp each, and personally show
them to the door.

As they’re leaving the area of his ma-
not, they’ll see a shadowy figure slither to
Tathenodosius’ front door. It’'saman in a
concealing hooded cloak, and as a gust of
wind catches his cloak they’ll notice that
he has lost his left arm at the elbow.

Investigations?

If the PCs decide to investigate any of
Tathenodosius’ claims in the hours be-
tween now and the commencement of
the Games tomotrow, they may.

Investigating Tathenodosius, they’ll
discover that he is what he says he is: Ex-
cavalry captain and now owner of a thriv-
ing courier business. He’s a member of
the Knights of the Air, a Pegasus-Knight,
and is said to have a keen interest in all as-
pects of animal and monster behavior.
(This information could come from other
Kerendan cavalty officers, Knights of the
Air, or courier business competitots. )

If they check into his claim that he’s
spoken to the captain of the Imperial
Guard about the assassination attempe,
you’ll want to role-play out this line of in-
vestigation. How do they get to Guard-
Captain Acrision? If they claim to have
information regarding a possible assassi-
nation of the Emperor, they’ll certainly
get to see an officer of the Guard, but not
its captain.

The truth is, of coutse, that Tathenodo-
sius never saw the man, and the captain is
neither stupid nor taking bribes from Al-
phatians. If the PCs are clever and forceful
enough to get in to see him, it alters the re-
mainder of the adventure—this isn’t a bad
thing, but is a trifle inconvenient.

If this is the case, Captain Acrision,
with a certain amount of amusement, de-
nies that Tathenodosius was ever in his
presence and suggests that a unit of the
Imperial Guard, accompanied by the
PCs, visits the man’s home.

Once there, Actision and the Guard will
barge their way in past the servants and
search the house. They’ll find that Tatheno-
dosius is no longer there—he might have
been alerted to the presence of the Guard
or might have left eatlier for some other
reason. Either way, he’ll figure out soon
enough that the Guard is on to him.

Another thing the Guard and the PCs
discover is that the basement is a large
and well-equipped alchemical laboratory.
Indications are that Tathenodosius was
working with some sort of magic-user.
Acrision will summon a magician from
the Palace to analyze this, and then will
“recommend” that the PCs petform the
duties for which Tathenodosius hired
them—patrolling the Coliseum tomor-
tow to try to find out what the man was
up to. Of course, they’re to teport to
Acrision instead.




This will put much of the rest of the
adventure back on track, though you’ll
have to do some more fiddling with it fur-
ther on.

At the Coliseum

The next day, as the hetoes go traipsing
off to the Coliseum, remind them of the
festive nature of the day. They have to
squeeze their way through impromptu
parades; they have wines and ales forced
upon them (and poured upon them) by
happy celebrants; they must get free of
the enthusiastic embraces of drunks.
Eventually they’'ll make their way to the
Coliseum.

(It’s no use for them to try to cover all the
entrances into the Colissum—there are
more entrances than PCs, and Tathenodo-
sius told them to stick together anyway.)

Once they re inside, as the gladiatorial
games are getting underway (minot
fights between lesser gladiators, for the
moment), it’s time for the heroes to go
searching around—traveling all over the
Coliseum, looking for the assassins.

They’ll spot several clusters of Storm
Soldiers, but not one group they see
could possibly be concealing a crossbow
of any sort.

As their search progresses, Emperor
Thincol I arrives to tumultuous applause,
waving to the crowd and settling in his
viewing box, his magist Demetrion
standing beside him. Action on the sands
progresses through a huge free-for-all of
gladiators, a bloody scrap between a
white ape and a black bear, a band of
young gladiators vs. a pack of lizard men,
etc. Time is passing and the PCs don’t
seem to be getting anywhere.

Then, one of the day’s featured
matches comes up—a rematch between
two of the Empire’s best gladiators,
Anaxibius and Alexandrius. They step
out onto the sands and the resulting ap-
plause shakes the Coliseum. It’'ll be a
long, sophisticated, nasty, spectacular
fight between these two.

Now it’s time for the PCs to spot their
quarty. Perhaps they’re still searching for
their prey during the fight; perhaps they
spot their quarry out of the corners of their
eyes as they watch this fight. Regardless, to-

ward the end of the Anaxibius/Alex-
andrius fight, Anaxibius is once again get-
ting the better of his rival—and one of the
PCs sees something strange.

There’s a party of cloaked Storm Sol-
diers sitting near the PCs. One of the
Storm Soldiers, a big man, is sitting very
stiffly, while another, seated directly be-
hind him, has pulled the big man’s cloak
up so that it covers him, too. The effect is
similar to that of an old-style photogra-
pher sighting from beneath the black
drape-cloth that early cameras used—
except that, instead of a camera, we have
a big soldier.

On the other hand, once the PC begins
to look at it more closely, he’ll see that the
“big man” is no such thing—it’s a
dummy. The limbs hang all wrong and
the legs don’t bend like human legs. It’sa
mannequin of some sort.

As soon as he figures that out, he’ll real-
ize that the dummy is being moved subtly
by the man in back of it. And the dummy
is not facing the Anaxibius/Alexandrius
fight—it’s faced directly toward the Emper-
ot’s box. The Emperor is about at the maxi-
mum range of an arbalest . . .

The characters should then be able to
figure out that the dummy is just an inge-
nious framework for a sniper’s crossbow.
(If the characters don’t figure this out,
have the assassin get his shot off.)

The Assassins

The assassin and his dummy are sur-
rounded by several Storm Soldiers, one
for every member in the PCs’ party. The
assassins are:

Storm Soldier Assassins:

1st-level fighters; AC 6 (leather armor
and Dexterity bonus); HP 8; MV 120’
(40'); #AT 1; D 1-6 (short sword) (snip-
er’s quarrel does 1-6 plus Poison: Sav-
ing Throw at -6 or die; but he has only
the one shot, at Thincol); Save F1; ML
8; AL C.

If the PCs get such a good ambush on
the Storm Soldiers that the villains won’t
be able to put up a good fight, have some
of the normally-dressed onlookers around
also be Storm Soldiers—just enough that
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the PCs get a good fight out of the situa-
tion.

If the sniper is able to make his shot at
the Emperor, his quarrel sails out, straight
and sure, at the Emperor—and stops dead
mere inches from him, dropping harm-
lessly to the ground. Thincol is protected by
a protection from normal missiles spell
(among other spells) cast on him every
twelve turns by his magist, Demetrion. The
assassination attempt was futile.

But, meanwhile, the heroes must defeat
the assassins—it’ll be several rounds be-
fore the onrushing Imperial Guards can
get to them. And they’ll notice, possibly
with some sutprise, that one of the assas-
sins is a man whose left arm ends at the
elbow—the same man they saw at
Tathenodosius’ house late last night.

The oncoming Imperial Guard (who
are, the PCs should know, too tough to
mess with while the PCs are at Basic levels)
arrive and take everyone into custody—
though they keep the PCs and the assassins
in separate groups. Everyone, the living as
well as dead, will be taken into the pits be-
neath the Coliseum for interrogation (as
will many of the surrounding witnesses).
Role-play the initial interrogations as
much as you wish—the Guard is smoothly
professional and vety good at getting to
the real facts in this situation.

Eventually, the PCs’ story will be cor-
robotated. By order of the Emperor, who
hasn’t come down to survey this situation,
all PCs will be healed and any dead PCs
will be fully raised by imperial clerics.

(If any of the PCs is curious, Anaxibius
did win his match. The audience and Em-
peror turned thumbs-down on the arro-
gant Alexandrius, who was beheaded.)

Investigation I

If the PCs didn 't contact Captain Acri-
sion the night before, he’ll question
them now. As before, it turns out that
Tathenodosius never did warn him about
these events. This, plus the fact that one
of the assassins is a man the PCs saw at
Tathenodosius’ house last night, should
alert them that Tathenodosius has played
them for chumps. But why? For what rea-
son? The PCs should be confused; Acri-
sion certainly is. '
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Actision will dispatch a body of Guards
to go to Tathenodosius’ home and drag
the villain forth. Meanwhile, he turns to
interrogating the sutviving assassins (if
none survived, two will be raised—the
sniper and the one-armed man). He in-
vites the PCs to stay for the interrogation,
in case they think of anything helpful to
ask, based on what they’ve already seen.
(His invitation is not one to be refused.)

The sniper is Wulf; the one-armed
man is Alois. They’ll talk so freely that
they tend to babble.

Tathenodosius hired them to kill the
Emperor. He promised that his magic-
user friend, whom they never saw, would
spirit them out of the Coliseum just as
soon as the arrow flew.

Tathenodosius provided them with the
dummy; the arbalest is built into its torso
in such a manner that the bow stretches
from shoulder to shoulder and the stock,
normally rotated down, takes the posi-
tion of the dummy’s “spine.” To use the
snipet-dummy, the user sits down behind
it, drapes its cloak over him, swings the
stock up and locks it into its horizontal
position, readies the quarrel, and takes as
long as he needs to sight in on his target.
They smuggled the dummy in by pre-
tending it was a drunken friend; nobody
noticed.

Guardsmen returning from Tatheno-
dosius’ house say that it has been aban-
doned; they found the alchemical
laboratory. So Acrision asks the obvious
question—what is Tathenodosius up to
that he would hire assassins to slay the
Emperor and then hire adventurers to
stop them?

If the players don’t realize that this is
some sort of diversion, let any PC with
“Military Tactics” skill make a skill check
to figure it out. If no PC does, Acrision
will finally do so. Naturally suspicious, he
orders his men to search all over the Coli-
seum for anything out of the ordinary. He
also drafts a quick letter and gives it to the
PCs; it allows them admittance to any
area of the Coliseum today. He only has
time to draft one;, so he tells them to stay
together. If they don’t want to continue
this investigation, Acrision promises to
pay them the rest of the money that

Tathenodosius -had offered. Since there
are more Guards above-ground than be-
low ground, he recommends that the PCs
first scour the Pits and then go back up to
the coliseum to look around there.

Investigation I

If the PCs did contact Captain Actision
the night before, then naturally they
won’t be taken into custody after the
fight with the assassins—but they’ll still
be brought before Acrision.

The assassins’ story is the same as de-
scribed above, and Acrision’s reaction is
the same.

Conclusion

At this point, regardless of the earlier
divergent story paths, the characters
should now be working with Acrision,
should be aware that Tathenodosius
tricked them, and should be prowling
around the underside of the Coliseum.

In the coutse of their subterranean in-
vestigations, they’ll see the large com-
mon cells for the low-level gladiator
slaves; the holding cells, which open onto
the tunnels leading onto the sands, where
gladiators wait to be taken up to the day’s
fight; the large below-ground training
arena, where some edgy gladiators are
getting in a bit of last-minute training;
and the battery of individual monster
cells, where beasts of all types are held
until it’s time for them to be taken up for
their fights. (This last area has a lot of
trainers, naturally).

As the heroes look and ask around, nu-
merous monsters, one by one, are being
taken upstairs for one of the day’s fea-
tured attractions: Duel of the Beasts,
whete about a dozen different monsters
will fight one another to the death. Per-
haps this will make the PCs suspicious;
pethaps not.

In any case, the only unusual thing
that the trainers and gladiators down here
have noticed is that one of the chief
animal-trainers has wandered off and not
yet returned. This was sometime during
that ruckus that took place up in the
stands. No, he wasn’t one of the ones
who ran up to see what was happening;
he stayed behind to take care of the ani-
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mals. When the others got back from see-
ing what was going on—did you know
that someone took an arrow-shot at the
Emperor?—that trainer, Elosius, was
gone.

Those trainers and guards have walked
around calling for Elosius, but they ha-
ven't really looked for him. In the course
of the PCs’ investigations in this area of
the Pits, they’ll find Elosius’ body, con-
cealed in a big burlap bag which previ-
ously held feed for a minotaur. Elosius
was stabbed to death and his blood will
finally have soaked through the bag and
allowed the PCs to find him. When
found, Elosius is clutching an empty bot-
tle from which unusual, spicy odors
emerge.

So now the heroes have a body in a
feed-bag. Now what? The PCs have two
avenues for investigation: Elosius and the
bottle he holds even in death. They can
either take Elosius to one of the imperial
clerics, or take the bottle to an alchemist
orwizard, or both. If they can’t figure out
to do either, Captain Acrision can have
heard of their discovery, come to them,
and order both courses of action.

As these investigations are taking
place, the last of the monsters for the
Duel of the Beasts is being taken up to
the sands.

The bottle turns out to have contained
something very like a potion of monster
control, but the wizard who sniffs at it
says that it’s a little unusual—some var-
ied ingredients. He’ll subject it to further
analysis.

If Elosius is raised, his story is a brief
and alarming one. During that commo-
tion up in the stands, when wotd came
down that someone had tried to kill the
Emperor, almost everyone ran up to look.
He continued looking after the monsters.

Wandering his rounds, he saw some-
one at the feeding-trough of the young
green dragon which is slated to fight in
the Duel of the Beasts. Two men—one
matches Tathenodosius’ description, the
other was a grey-bearded gentleman,
slight of build—were there. The grey-
beard said “That’s the last of them,”’ then
turned to the dragon and mockingly said,
“Eat well.”
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Climax II: The Heroes Don’t Spoil the
Plan

If the heroes don’t alert the trainers, or
if they didn’t even figure out that they
should come up topside in order to fore-
stall Tathenodosius’ plan, then all the
monsters are freed, and Tathenodosius
calls out the command word at that
point.

The monsters attack and are attacked
in this fashion: Tathenodosius’ wizard
still imprisons the magist Demetrion;
Anaxibius confronts the green dragon;
the sabretooth tiger and two owl bears at-
tack the imperial guardsmen; the three
ogtes climb all the way to Thincol and at-
tack him; and the PCs are attacked by the
cave bear and two minotaurs, who can’t
climb up into the stands and so decide to
kill whatever’s on the sands.

This is a much uglier fight than the one
described above. Tathenodosius’ wizard
takes the round of two available to him to
blast Thincol with a lightning bolt, weak-
. ening him greatly; then Demetrion disin-
tegrates his way out of the force field, and
the two begin a wizard’s duel. Anaxibius

will eventually dispatch his dragon and
turn on the minotaurs, but several of the
PCs may have been killed by this point.
Thincol is seriously injured by the ogres
but is able to kill the last of them. The sa-
bretooth and owl beats are critically in-
jured but kill their guardsmen, including
Captain Acrision; fresh guardsmen do ar-
rive and keep them from the Emperor.
Demetrion defeats his opponent but is
terribly injured. Eventually all the mon-
sters ate put down, but casualties are
high: Thincol, Demetrion and Anaxibius
seriously wounded, Captain Acrision
killed, several of the PCs killed and
wounded.

CONS€EQUENCES

If the heroes were able to alert the trainers
in time, resulting in only three monsters
being freed and the “Climax I”” events
taking place, everyone is happy with the
PCs. The injured will be healed, the dead
raised. The PCs have the respect of Cap-
tain Acrision and will receive personal
commendation—and some extra gold, in
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appropriate amounts decided by the
DM—from Thincol himself. Anaxibius
will now know of the PCs and have admi-
ration for their fighting spirits, even
though they’re just beginning fighters
compared to him (this means they have
an important contact with the gladiators
of Thyatis). Tathenodosius was caught on
his way out of the Coliseum, and his wiz-
ard, of course, was stabbed to death by
the Emperor. All’s well with the world.

If the heroes weren’t able to alert the
trainers in time, having failed to figure
out any of the clues or having waited
while all the monsters were being freed,
resulting in the “Climax II” events tak-
ing place, everyone is indifferent to the
PCs. The sutviving PCs can leave. They
get no free healing or resurrection. They
don’t get any gold that Acrision might
have promised them—Acrision is not
alive to tell anyone about that. Tatheno-
dosius’ wizard died but Tathenodosius
himself got away to plot more mischief.
No one has any respect for the PCs’
brains.



Basic ADVENTURE
Escap€ FROM BORyDOS

For Character Levels 1-3

Basic Plot: The characters must try to
escape from Botydos, the Devil’s Island
of Thyatis.

How Characters Get Involved: In the
coutse of any ordinary adventure (or a
between-adventures expedition of ca-
rousing), the characters somehow annoy a
great but chaotic Thyatian wizard. Per-
haps, in an inn, they spill a drink on him,
or bump into him and knock him down;
furious, he informs them that they must
learn to be polite to their betters, and he
begins to depart. From across the room,
though, he formulates a wish—and the
PCs abruptly find themselves standing on
an unfamiliar island hilltop.

Story Progress: The characters
shouldn’t initially know that they’re on
the prison-island Borydos. When they
start running into convict farmers armed
only with stone knives, they will be able
to figure it out pretty quickly; it will be
equally obvious when they head down to
the shore and find that giant maneating
crabs lurk off-shore (which occurs only on
Botydos in all the Thyatian Empire).

The PCs know that it will do no good
to present themselves to the authorities;
the military personnel on the island will
just take their weapons, armor and
equipment from them, presuming that
they're convicts who have somehow ac-
quired these goods.

The PCs have to figure out how to es-
cape back to civilization on their own.
They have an advantage over the convicts
in that they still have all their equipment;
being well-armed and not weakened by
years of malnutrition, they should be
able to use their brains, brawn and magic
to plot their way through the garrison’s
defenses and to a boat. Let them do the
plotting themselves; the actual escape
can be complicated by convicts who man-
age to steal gear crucial to their plan, or
who promise to alert the garrison if the
PCs don’t take them along.

Consequences: Once the PCs have es-
caped, there are no further consequences

if the PCs don’t want to pursue any. The
magic-user who sent them to Borydos
won't follow up and exact further re-
venge . . . unless the PCs decide they
want to go after him. It’s to be remem-
bered, though, that he’s at least a 331d-
level wizard . . . no easy prey for a bunch
of Basic-level heroes.

ExXpert ADVENTURE
KereNdaN Days of the Hoof

For Character Levels 4-8

Basic Plot: It’s time for the annual
Kerendan Days of the Hoof competi-
tions—see the listings for Kerendas in the
“Atlas of Thyatis” in this book and the
“Ovetview of Thyatis” in Book II. Fight-
ers, clerics, and other horsemen among
the player-characters are welcome to at-
tend. But, also in attendance is a family
of clever dopplegangers who intend to
profit greatly from the events of the com-
petition . . .

How Characters Get Involved: The
Days of the Hoof are open to any en-
trants. It’s simplest to tell the characters,
at the end of one episode or start of the
next, that the event will be taking place
soon, and do they plan to attend? If not,
go on to some other adventure.

Story Progress: For the jousting se-
quences in this adventure, use the Tour-
nament rules from the Dungeon Masters
Companion, page 6-7. If you wish, you
can use the ‘“Non-Lethal Combat” op-
tional rules from ‘“The Knights of Thy-
atis’’ chapter in Book II of this
supplement—these rules would only be
used in practice rounds and some chal-
lenges, while actual jousts and most chal-
lenges would use normal damage rules.

At the Kerendan Days of the Hoof,
there are field lists, archery tournaments,
and wrestling competitions, but the big
events are Jousts and Challenges.

The big Jousting competition is a huge
tournament with about 250 entrants.
This provides for a single-elimination
tournament of eight rounds—and, be-
cause there are so many bouts in the early
rounds, the Joust tends to continue across
two days of competition.
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Losers in the Joust are helped off the
field and to nearby tents where healer
cletics await them . . . and it’s there that
the adventure’s trouble starts.

In the early rounds of the joust, a band
of dopplegangers lurks in the vicinity of
the clerics’ tents. When they see a
wounded warrior being cartied within,
one doppleganger is dispatched to bash
the cleric over the head, then take the ap-
pearance of and kill the wounded fighter.

The player-characters, of course, won't
be aware of this initially. They’ll just see
fellow jousters get beaten, taken into the
clerics’ tents, and emerge as they should.
But these jousters will be behaving a bit
strangely, not necessatily recognizing
those who wave to them ot speak to them.

The PCs will get involved in these
events sooner ot later. The tourney offi-
cials are noting with some surprise that
various of their healing clerics have gone
missing (the dopplegangers aren’t imitat-
ing them, as they can’t imitate clerical
magic). They’ll tap other clerics to help
with the healing—including PC clerics.

So, on one occasion when a PC fighter
is beaten in the list, or when a PC cleric is
asked to help with the healing, or both, a
doppleganger will make his usual attack,
sneaking into the healing tent, trying to
bang the cleric atop his head, take the
fighter's identity, and kill the fighter.

These being player-characters, the
doppleganger will probably have a hard
time of it. It's most likely that the dop-
pleganger will be killed or chased off.

Anything can happen at this point.
The PCs can raise a big, loud alarm and
alert the whole camp that something is
wrong. O, they can take their suspicions
privately to the tourney organizers.

In the first case, chaos will ensue as
competitofs go running all over the place,
vengefully looking for the dopple-
gangers. The dopplegangers, realizing
the jig is up, will try to make their
escape—but it could alert the heroes to
their identities if the dopplegangers’
horses were suddenly afraid and wary of
them (just because the dopplegangers
look like their usual riders doesn’t mean
they smell like them!).



. Ketendan duke with their wits . .
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In the second case, the organizers will
alert the Kerendan duke, who will want
to keep the situation quiet—while find-
ing out if any other dopplegangers are
loose in the camp. He’ll ask the PCs to
help by hiding and watching activity
around the doppleganger tents, stopping
any further doppleganger attacks, and
finding out which clerics have already
. gone missing and which fighters they
were attending at the time—those fight-
ets ate probably dopplegangers now.

This is all a fine opportunity for des-
perate death-duels between the heroes
and the dopplegangers, who are dressed
as, armored as, and using the weapons of
well-known Imperial fighters and
knights.

Consequences: Assuming the PCs sur-
vive, this adventure has no dramatic con-
sequences for them. If they kept their
heads and didn’t go shouting to the
whole camp that dopplegangers were
among them, they will impress the
. which
could lead to him supporting them when
they petition the Emperor for dominions
later on.

AGaiNst the Storm SoOIDiERs

For Character Levels 4-14

Basic Plot: The PCs are hired or re-
quested to infiltrate and betray the Storm
Soldiers, the hate society of Hattias.

How Characters Get Involved: One or
more of the PCs should either be of Hat-
tian descent or have some sort of useful
but unusual General Skill. The PCs will
be contacted by Prince Eusebius, who
claims to be (and is) acting on behalf of
his father the Emperor. The Storm Sol-
diers are getting a bit out of hand with
their racist activities—particularly their
terrorizing and beating important Citi-
zens not of Thyatian descent. But be-
cause the individual Storm Soldiers
involved claim to have decided to per-
form these actions on their own—and
since ESP seems to corroborate these
claims—it’s very difficult to take action
against the overall organization. The
PCs’ mission, should they decide to take
it, is to infiltrate the Storm Soldiers, rise

in their ranks, and find out if and how
the Storm Soldiers’ leaders are com-
manding their subordinates to undertake
these actions . . . without the subordi-
nates’ realizing that the idea comes from
those officets.

Story Progress: This would be a several-
part story of treachery and intrigue. In
the first episode, Prince Eusebius contacts
the PCs with the information shown
above . . . and the PCs must then go to
the Thyatis City Storm Soldiers Enclave
and try to gain admittance. That’s where
Hattian ancestry or unusual skills on the
part of at least one PC becomes
important—the Storm Soldiets wouldn’t
admit them otherwise. The PCs, once ac-
cepted, would undetgo the program of
arms training and indoctrination in their
philosophy of race hatred.

Early on, the Storm Soldiers will test
the PCs’ loyalty in a variety of ways. First,
the PCs, along with the rest of the city
Enclave, will be required to dress up in
full uniform and march in parade during
some minor Thyatian holiday. Then, an
NPC member of the Storm Soldiers—not
an officer or leader—will try to persuade
them to go out with him on a “raid,” an
assault on and beating of a well-respected
merchant of Alasiyan descent. The true
Storm Soldier will try to kill the mer-
chant, though the mission was only to
beat him. (This situation puts them in a
really nasty moral quandary. If they stop
him, they’ll be under suspicion. If they
don’t, they’ve contributed to the death
of an innocent man. If they blow the
whistle now, they’ve only caught an orga-
nization nobody. But if they wait to learn
more, they may be forced to participate
in more activities like this one.)

If the PCs tough it out and try to learn
more and more about the Storm Sol-
diers, they’ll be put through more trials
. . . butif they do enough investigating,
sneaking around the Storm Soldiers en-
clave at night, they’ll discover that a
Storm Soldiers officer, a wizard who is
second-in-command to young Hansel
Oesterhaus, is responsible for the
throne’s inability to prosecute the orga-
nization. This wizard is using charm
spells on Storm Soldiers as they sleep
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. . . Hansel speaks to the enchanted sol-
diers as they sleep, programming them
subliminally to perform the more serious
crimes.

Having discovered this about the
Storm Soldiers’ leaders, the PCs must get
out of the Enclave and to the Palace with-
out the Storm Soldiers catching on. But
that’s never as easy as it sounds—
something always goes wrong, leading to
a mad chase as vengeful Storm Soldiers
pursue the heroes all over town, ttying to
keep them from getting that information
to the right parties . . .

Consequences: If the PCs do their job
well, they’ll please Prince Eusebius, earn-
ing his commendation and a decent gold
payment. They’ll also become eternal en-
emies of the Storm Soldiers . . .

COMpaNiON ADVENtURES —
KNiGbis of the Air

For Character Levels 15-25

Basic Plot: The Emperor has decided
that Thyatis’ eventual conquest of far-
northern Norwold will be easier if he
knows as much or more about the nation
than its Alphatian nobles. He already has
spies in the settled areas of the nation,
but he needs a detailed map of the deep
interior regions of Norwold. It’s his opin-
ion that the Knights of the Air or Rete-
bius Air Fleet would be the best people
for this mission.

How Characters Get Involved: The
only thing the PCs need do is have some
members in either the Knights of the Air
or Retebius Air Fleet. If they have a repu-
tation as good and trusty adventurers, the
Emperor will summon them for an audi-
ence, ask them if they are willing to un-
dertake a mission for their Emperor,
and—if they agree beforehand—will ex-
plain the plan described above.

Story Progress: The heroes and their
mounts will receive transportation to Fin-
negan’s Watch on the Isle of Dawn; that’s
their beginning staging area. From then
on, they’re aitborne. The PCs who don’t
have flying mounts will have to be carried
on the backs of the others’ beasts if
they’re to go along.
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Their mission is to overfly the western
reaches of Norwold and make an accurate
map, noting tetrain types, hitherto-
unknown communities, monster group-
ings, climate, etc. If possible, it would be
nice if the PCs could peaceably contact
the frost giants of Frosthaven to see if the
giants can be lured into alliance with
Thyatis against the Alphatians at Alpha.

In the course of several days of flying
about and mapping, the PCs should have
numerous unusual encounters: With
wild dragons, a damaged Alphatian Air-
Ship which has drifted off-course, and
perhaps exotic monsters (imagine a hid-
den valley of yeti who have human-level
intelligence and travel by means of en-
chanted white hang-gliders!).

Eventually, they may make their way to
Frosthaven, and will naturally find that
the frost giants have no interest in an alli-
ance but are keenly interested in killing
and perhaps eating the PCs.

Consequences: Every favor the PCs do
for the Emperor, of coutse, makes it easier
for them when they deal with the impe-
rial government on matters of domin-
ions, taxes, etc. Their mission over
Norwold will eventually have been no-
ticed by some Norwold citizen, angering
King Ericall and the Alphatians; this
could strain inter-imperial cooperation
for several game-months after these
events.

Mists of Mositius

For Character Levels 15-25

Basic Plot: The charactets are on the is-
land of Mositius when the “volcano” be-
gins emitting some of its famous mists.
However, these are some of the “bad
mists,” and things go badly awry.

How Charactets Get Involved: Eventu-
ally, your group of PCs will have to visit
Mositius. They could be visiting for a rest-
ful vacation, or going at the invitation of
one of the island’s inhabitants. It would
be best if some NPC follower or family
member of at least one PC accompanied
the party there.

Story Progress: Late at night, the censer
of the mists begins emitting a sweet-

'smelling, reddish mist. Duchess Triella is

in Thyatis City tonight, but her appren-
tice goes through the ordinary checks and
tests to make sure that the mist is safe—it
seems only to make its victims dreamy-
eyed and cheery, so the apprentice lets it
pour out over the island.

The mist creeps out over the island,
and everyone it strikes—those who don’t
make their saving throws—become silly
and dreamy. The PCs should have a good
time observing the happy antics of those
on the island; pethaps some of the PCs
will fail saving throws and succumb to the
mists’ effects.

But an hour later, all those who were
affected by the mist (i.e., missed their
saving throws) go through a mood swing.
Starting now and for the next five hours,
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the mist enhances everyone’s psychologi-
cal problems and attitudes, meanwhile
removing restraints on their behavior. In
short, anyone who has any sort of psycho-
logical problem, from the very minor to
the very great, has it magnified ten-fold
and additionally feels no moral or ethical
qualms about doing whatever he wants.

For the PCs who missed their rolls, the
DM will have to decide what their “per-
sonality problems” are if they haven’t
been made clear in the campaign already.
One might be insufferably arrogant. One
might be pining for a lost love (and thus
be depressed). One might be ambitious
and frustrated at his lack of gain. One
might have buried an old grudge against
one of his friends—only to have it re-
emerge because of the mists.

Make sure the affected PCs role-play
out all this extreme behavior—and that
the unaffected PCs know that it’s the re-
sult of the mists, that the affected charac-
tets are not responsible for their actions.
Good role-players will probably be en-
thusiastic about chewing up the scenery
with their altered characters. Poor role-
players should earn little or no experience
for this adventure if they refuse to play
out these temporary psychological
changes.

Regardless, many of the PCs will prob-
ably be unaffected (because they’re of
advanced levels), while some will be af-
fected. They’re all on an island popu-
lated by maniacs who mostly are affected
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and are running amok doing whatever
they wish—some happy, some destruc-
tive, some happy and destructive. And
the NPC follower of the heroes is missing,
having been affected by the mists and
having wandered off into the gloom; con-
sidering the mental state of the island’s
population, it’s in the best interest of the
PCs to find their follower before some-
thing goes drastically wrong.

Consequences: This adventure has few or
no long-term consequences unless PCs die
or end up killing an NPC who is the child
of some wealthy and powetful noble. In ei-
ther case, Triella keeps clerics to raise victims
of the extreme instances of mist effects . . .
when the bodies can be found, that is. If
someone dies permanently, the imperial
throne does not hold Triella at fault; all who
come to the island know that there’s a faint
possibility of something going wrong. But
if some character in his right mind kills a
crazed NPC without first exploring every
possible option to capture him, the charac-
ter will probably have himself new
enemies—the family and friends of the
dead NPC.

AlpbhatiaN
ADVENtURES

These are adventures for a party of charac-
ters of predominantly Alphatian birth or
attitudes. Naturally, all the characters in
the party don’t have to be Alphatians.

Basic ADVENtURres
The ThyatiaN MilleNNiuM

For Character Levels 1-3

Basic Plot: This is the “reversed” ver-
sion of the adventure listed under Thy-
atian Adventures. Here, the Alphatian
spies are the heroes and the poor Thy-
atian saps hunting for them are the vil-
lains.

How Characters Get Involved: Adven-
turesome Alphatian PCs will be hired in
Alphatian tetritory by agents of Tatheno-
dosius, who is described in the eatlier ad-
venture,

Story Progress: The heroes are smug-
gled into Thyatis City; their cover is that
they are from Thyatian-occupied areas of
the Isle of Dawn. You can, if you wish,
make the entry into Thyatis City a ner-
vous and dangerous one, as they debark
in the port area and have their papers
carefully scrutinized by fearsome-looking
guards and officials who appear as
though they can memorize every detail of
every face they see.

Once through that nervous phase of
the mission, they’re installed in Tatheno-
dosius’ manot, where he’ll explain the
mission to them. He explains how he’s
hired Thyatian morons to ‘“‘assassinate”
the Emperor and more Thyatian morons
to catch the assassins in the act.

While this is going on, the PCs ate sup-
posed to break into the Pits areas beneath
the Coliseum and introduce several spe-

cial potions into the food of the beasts
caged there. Then, they'te to sneak back
into the Coliseum seating and remain
handy as backup to Tathenodosius in case
anything goes wrong.

The next day, run them through the
process of sneaking into the Pits. They’ll
have to overpower a guard at some lesser
door into the below-ground regions, then
sneak down into the Pits’ lowest levels,
avoiding groups of guards and gladiators,
and hiding for a while. When news of the
fight in the stands and attempted assassi-
nation of the Emperor leaks down,
they’re to introduce the potions into
monsters’ food; for those monsters who
aren’t being fed, they’re to pour the po-
tions out in their cells so that the mon-
sters will still drink the potions. Then, of
course, they must escape back up into the
stands.

Here, as in the previous adventure, you
can complicate their lives with a monster-
handler who remained behind; or you
can use guards who are too observant,
monsters who get very loud when the PCs
are near, escape routes blocked by groups
of gladiators readying themselves, and by
a band of Thyatian adventurers who are
hunting for something awry in the Pits.

Assuming that they get back up to the
seating area, the PCs then have to wait
around the hour or two until the Duel of
the Beasts is to take place. You can play
out the attack on the Emperor through ei-
ther of the story-paths shown with the




previous adventure: Either three or all of
the monsters are free to attack the Em-
peror; either the mission does the Em-
petot no harm or it hurts him seriously.

Either way, the PCs’ mission, once
Tathenodosius calls out the command
word, is to help him get out of the Coli-
seum. This entails battling their way up a
long flight of steps between seating, all
the way up to the exit from the Coliseum,
and then run with Tathenodosius until
they get to a safe house in the city. From
there, they have to smuggle themselves
and Tathenodosius back out of the city
and to the Isle of Dawn, where at long
last they will be able to breathe easier.

Consequences: If the PCs are captured,
consequences ate dire: They’ll be tried
and executed (unless Tathenodosius’ wiz-
ard is able to help them escape). Those
who manage to get away and back to Al-
phatian territory will gain themselves a
certain reputation as crazy, daring adven-
turers, and the story of this will eventu-
ally reach the Empress herself . . . which
is useful, when she herself is looking for
crazy, daring adventurers.

The Air-Ship of Love

For Character Levels 1-3

Basic Plot: This is 2 maddening com-
edy adventure—low on danger of the
physical/ monster sort, high on danger of
the social mistake/relationship sort.

How Characters Get Involved: Pick a
time which is particularly lean for PC em-
ployment, and when your characters are
in need of quick money, then allow them
to see a Rainbow Park advertisement for
“employees of all professions: good
wages, travel, festive atmosphere. No air-
sick persons need apply.”’

Story Progress: As you will recall, the
Air-Ship of Love is an air-ship which
makes Alatian cruises from Rainbow Park
on the island of Gaity. Passengers board
expecting not only to see the sights, but
to meet the mates of their dreams, rekin-
dle sputtering romances, etc. The player-
characters are hired as messengers,
barkeeps, activities directors, entertain-
ers, etc. (Have each PC hired to the posi-
tion for which he’s least suited for a

particulatly chaotic adventure.) But every
crewman is expected to promote the
ship’s aura of amor, PCs included.

On the PCs’ fitst cruise, the NPCs
aboard include:

Pofinior the Great (MU20, C) and his
lady Aderianne the Gold (MU20, N).
They’ve come aboard to put some spark
back into their relationship. Pofinior is
madly jealous and not quite sane. Ade-
rianne will spend about fifteen seconds
aboard before falling in love with one of
the PCs. The PC’s goal: Keep Pofinior
from learning about her new infatuation
long enough to learn about and solve the
problems that Pofinior and Aderianne
are having.

Egthelbreth of the Wyrm (mostly just
called the Worm) (MU 10, N), a Cha-
risma 3 specimen who's looking for love.
(He actually has a Charisma score of 10,
but is so socially maladjusted that it is ef-
fectively a 3). If they’re to keep him from
offending every woman on board with his
advances, the PCs must teach him how to
bathe, to dress, to talk to women, and not
to keep falling down stairs or spilling
drinks on ladies he’s trying to impress.

Dulcita (MU3, N) and Peligrita (MU3,
C), identical twin sisters who've come
aboard for very different reasons. Both
are beautiful, intelligent, and adventure-
some. But Dulcita has come aboard look-
ing for romance (a PC is a good choice for
her object of desire), while Peligrita, hav-
ing recently gone through a disastrous af-
fair, wishes to hire some doughty PC to
kill her (as she hasn’t the nerve to kill her-
self) . . . and wants to prevent Dulcita
from making the same mistakes she made
earlier. Naturally, both young women
dress as one another, pretend to be one
another in order to throw one another’s
plans into disarray, which makes things
horribly confused for the player-
charactets. If the situation is handled
right, Dulcita will end up with the PC she
prefers while Peligrita can fall for the
new, improved Egthelbreth of the Wyrm.

Consequences: None special. If the
PCs do well—survive, and solve at least
one of the problems with which they’re
confronted—they’ll always have employ-
ment opportunities here in the future.
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ExXpent ADVENTIURE
Shraek iN the NiGght

For Character Levels 4-8

Basic Plot: The PCs have to go on a
truly dangerous mission into the nation
of Blackheart—and into its fearsome cap-
ital city, Shraek.

How Characters Get Involved: Agents
of the imperial throne hire the player-
characters for this mission (after all, they
don’t want for any of their valuable
agents to die). The mission, should they
decide to accept it, or even not, is to
travel to the city of Shraek in Blackheart,
find a rogue wizard named Malebrute,
capture him alive (tying and gagging him
so that he cannot utter spells and totally
destroy the party), and carry him back to
civilization. For this reason, a party heavy
on fighters and thieves is recommended,
though at least one MU and one cleric
should be along.

Story Progress: The PCs will be floated
into Blackheart, to within ten miles of
Shraek, on a small, fast air-ship combat
vessel (often called a tornado boat). The
captain has been instructed to bring it no
closer to Shraek, in case wizards’ familiars
such as birds should spot it . . . and wiz-
ards should wish to investigate. The cap-
tain will not be accompanying the heroes
into Shraek.

The heroes must make the ten-mile
hike into Shraek. Give them one or two
monster encounters with really bizarre,
incomprehensible monsters—for exam-
ple, a beholder-like creature with no eye-
beam powers, but whose eyes are
themselves floating ball-creatures who
separate themselves from the main body
and attack with biting teeth once the
main body has sustained 50% damage.

Once the heroes are in Shraek, impress
on them the ugliness and danger of the
city. Before the criminal class that occu-
pies Shraek, the heroes will have to act
surly and tough, and back it up on one or
two occasions (give them a street encoun-
ter with robbers, or a bar-brawl, or both)
as they investigate Malebrute’s location.

The locals know where Malebrute will
be after nightfall. He only comes into
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Shraek after sunset, in the presence of his
lady, Ultrisa the Dark. Not much is
known of her. The heroes can find out
where Malebrute’s dwelling is within the
town with relative ease.

How they plan to capture Malebrute is
up to them, naturally. It’s most likely that
they will wish to ambush him within or
before his home.

His home will come as a surprise to
them. There are no servants there. (Re-
ally thorough questioning of the locals
could already have told them that Male-
brute dismissed all his servants at about
the time he became involved with Ul-
trisa.) All the tower’s ground-level doors
and windows are boarded over or nailed
shut, but the interior is obviously inhab-
ited. Really sharp-eyed heroes might
note that there are no mirrors within the
tower (give each hero an Intelligence
check at a —8 to discover this; if some-
one says he’s looking for precisely that,
he’ll notice with no roll necessary). On
the second floor of the tower, the heroes
will discover Malebrute’s sleeping cham-
ber and a sumptuously-appointed lady’s
boudoir—and in that second room is a
plush coffin with a plaque on it reading
“Ultrisa.”

After nightfall, Malebrute (MU 15, C)
will come home. Outside the tower, he
will call a fond farewell to Ultrisa and add
that he expects her in an hour or two.
Then he will fly up to a second-story en-
trance into his tower.

It will not be difficult for the PCs to
capture and tie him before he can get any
spells off. He's not anticipating trouble.
Have each hero describe what he intends
to do when the group jumps Malebrute,
and describe the action in harrowing
detail—will he get one fatal spell off be-
fore they gag him and tie his hands? But
the outcome is never in doubt, and you
don’t need to die-roll the combat.

Now, it’s time for the heroes to get out
of town. They must carry his body
through Shraek; this won’t alarm anyone
in the crime-infested, night-doomed
town even if they fail to disguise Male-
brute. If they’re clever, they’ll try to ac-
quire some anti-vampire paraphernalia;
their cleric will have a holy symbol, but
they need stakes and hammers, garlic,
whatever else they can find.

During their long walk back to their
tornado boat, Ultrisa will return home,
divine what has happened (if the heroes
bothered to clean up after themselves,
she can doubtless find a wizard with the
spells to inform her of their deed) and set
out after the PCs. She will acquire a few
bloodhounds in the city and take off in
putsuit.

The heroes will get about halfway back
to the tornado boat when they hear the
distant baying of hounds. Make their race
back to the boat a fast and desperate
one—though dark monster-infested for-
est in the dead of night. As they run and
occasionally trip or crash into trees,
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there’s always the possibility that Male-
brute’s gag will slip—after one such tum-
ble, the heroes may hear him starting to
speak a spell, and have to grope around in
the dark o replace his gag before the spell
is completely uttered.

Just a few hundred yards from the
boat, the dogs attack the heroes with
vampire-induced ferocity, and the heroes
must deal with them. The PCs also hear
distant hoofbeats, rapidly getting closer.

When the heroes finish the dogs and
make it to the boat, they find the captain
dead—killed by some lycanthrope. They
must fly the ship themselves, and so will
probably have to waste some time figur-
ing out how to take off . . . unless one of
the characters has Air-Ship Piloting as a
skill.

Eventually, Ultrisa will reach the site
and fly up to the ship in bat form, resum-
ing vampire form once on board. She will
attack the heroes, intending to kill them
all, and it’s time for a deadly battle. (Ul-
trisa is a normal 7HD Vampire from the
Expert rules.) The heroes must kill Ultrisa
ot drive her off (she’ll run if she takes 50%
of her hp in damage); if she beats them ot
is able to free Malebrute, they’re all going
to die. This should be a long and desper-
ate battle, but the heroes will probably ul-
timately prevail, sending Ultrisa off into
the darkness or to her just reward.

Consequences: If the heroes do get Ma-
lebrute back to Sundsvall alive, they’ll be
amply rewarded—restored to peak condi-



tion as much as magic may do so, and
given a generous gold reward. Malebrute
will be executed for unspecified crimes
against the throne.

If Malebrute dies in the adventure but
the heroes get his body back to Sundsvall,
they’ll receive half the promised reward
and no magical healing. The throne
won’t think badly of them, but the PCs
won’t be high on the list of choices for fu-
ture imperial-supported adventures.

If Ultrisa survives, she’s now a deadly
enemy of the heroes and should appear in
later adventures in that role.

CoMpaNIioN ADVENTURE —
JOURNEY 1O Alphaks’ VolcaNO

For Character Levels 15-25

Basic Plot: Empress Eriadna has de-
cided that enough is enough. Too much
evil is coming from Alphaks’ Volcano. It’s
time to launch a punitive assault.

How Characters Get Involved: The
Empress calls for a mobilization of the na-
tion’s greatest heroes and finest magical
minds—they’re to collect in the city of
Eagret. No other orders or descriptions of
the upcoming event are provided; most
people, including the PCs, should be-
lieve it is a new assault on Thyatis, so in-
terest runs very high. (Meanwhile, in
Thyatis, the spies are reporting that the
Alphatians are gathering for an attack, so
the Thyatian military is put on full alert

. . and nothing happens.)

Story Progress: While a collection of
Grand Council wizards begins a large,
complicated, and ultimately fake ritual
which is theoretically supposed to bind
and destroy Alphaks (but which is actu-
ally just supposed to divert his attention
for a few days), Prince Zandor leads the
high-power troops in a flotilla of troop-
carrying air-ships from Eagret to Al-
phaks’ Volcano. The heroes are briefed en
route as to what this expedition is all
about. Most of the traveling takes place
under cover of darkness.

This is nothing but a large search-and-
destroy mission, and is made up of the
most powerful Alphatian heroes that the
throne could assemble. The heroes are
supposed to invade the island, find out if

it does have any inhabitants, and destroy
them. The invading army is arranged into
small units of heroes, preferably units
which have fought together before—
effectively, it’s organized into adventur-
ing bands. Heroes are advised to keep
away from the volcano’s crater, for the
mists there are poisonous.

At dawn, while Alphaks’ attention is
theoretically most intensely devoted to the
fake rituals being performed a continent
away, the flotilla descends upon the island
of Alphaks and disgorges hundreds of kill-
happy high-level heroes. NPC wizards im-
mediately use wishes to keep the prayers of
any Alphaks clerics from reaching their
mastet. The invading horde spreads all over
the island, looking for signs of human
occupation—which the Alphatian military
leaders are certain are there.

The PCs, or NPCs near them, will be
the first to discover the hidden cave lead-
ing down into the caverns of the city of
Revenge.

From then on, it’s a military push
down the treacherous, trapped tunnels
and caves to Revenge, fighting hordes of
gtisly monsters and bands of powerful vil-
lains devoted to Alphaks. This adventure
is an opportunity for unfettered combat
against an evil foe, and should be played
as a high-speed, high-action series of
combats, traps and menaces from begin-
ning to end.

Eventually, the PCs will be able to
make their way to the throne chamber of
the Black King and Black King and their
personal guards, and duel with them. It’s
likely that the Black King and Black
Queen will be able to use their magic to
get away . . . but at least the PCs will
have seen them and their abilities, and
the throne will know of them.

Consequences: Alphaks, of course, will
have to install the Black King and Black
Queen in some other hideaway, and will
have to go to the trouble of setting up an
entirely new staging area for his nefarious
plans. As a retaliatory measure, he will
send a horde of sea-monsters out from the
water and into Aasla, to kill and maim as
many as possible; if the heroes are there
or can get there in time, this is another
adventure for them.
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Cross-IMperial
ADVENTURES

These are adventures which involve both
empires—with neither automatically be-
ing assumed to be the “hero” empire.
These adventures are best played when
some of the PCs are Alphatian and some
are Thyatian.

WwWar-Hawks Over
Helskir

For Character Levels 14 +

Basic Plot: Helskir has declared its in-
dependence. Thyatis wants it back. Al-
phatia wants it back. Both have owned it
in the past and wish to own it again, and
so both are assembling fleets to take it.
But neither empire wants war with the
other at this time . . .

How Characters Get Involved: Empress
Eriadna sends an ambassador, and a dip-
lomatic party including the Alphatian
PCs, to Thyatis. Her offer to Thincol: Let
the empires cooperate for once and send a
unified party to crush Helskir. When the
dust settles, Alphatia will occupy the
eastern half of the city, Thyatis the west-
ern half. To the PCs’ surprise, Thincol
agrees, and sends some of his top military
minds and greatest adventurers, includ-
ing the PCs, back to Sundsvall to coordi-
nate the attack with the Alphatian forces.

Story Progress: Helskir ordinarily
wouldn’t have a chance. But Alphaks is
still smarting from the insult offered him
when his volcano community was de-
stroyed. So he plans to bolster the Helskir
resistance forces and to get the two em-
pires fighting one another anyway. Al-
phaks, pretending to be a
hitherto-unknown immortal named
Helskir (kindly patron of the city), ap-
peats before Lotd Eruul Zaar and offers
his aid to the city, which Zaar eagerly and
foolishly accepts.

So when the combined Thyatian and
Alphatian forces arrive, the previously un-
fortified and mostly-human city of Helskir
has gone through some changes. Hun-
dreds and hundreds of the citizens have
been polymorphed into monsters of all
sorts—especially the sorts that drive fear
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into the hearts of common troops, mon-
sters such as dragons and gargoyles and
werewolves and giants, manticores and
manscorpions and trolls and wyverns, etc.
In addition, Alphaks has sent chimeras
and giant crabs and the teeming legions of
the undead to the city to occupy and “*pro-
tect” it from the invaders; when not fight-
ing, teams of zombies are erecting
earthwork defenses around the city (which
they do fast, as they can work 24 hours a
day without rest or break).

So the heroes’ fleet is confronted by
unexpectedly strong and hotrible resist-
ance. The initial fights with the hordes of
monsters should be long and tiring.

Meanwhile, Alphaks is confusing
things among the invading forces. He'll
take on the form of a specific general and
issue crazy and suicidal orders—or orders
which violate the terms of the cooperative
treaty between the two empires. Yet
when angry heroes confront the (real)
generals with these deeds, the officers
naturally deny them.

Eventually, the heroes will get the idea
that some greater power is interceding on
Helskir’s behalf. At that point, it’s con-
tingent on the heroes to set things
straight before the rapidly-growing an-
tagonism between the imperial armies
sets them against one another. If clerics
commune with their Immortal patrons
on these matters, immortals of other
spheres will promise to help—if the he-
roes can find and designate the intruder

in his disguised form, the immortals will
reveal his perfidy to all those present.

Then, it’s up to the heroes to figure out
how to trick the villain into appeating in
one of his disguised forms. One method
is to have one of their generals make a big
show of retiring, alone, for the night so
that it’s very convenient for Alphaks to
assume his form.

Once that’s done, and the “general”
reappears for some more duties, the he-
roes can make their prayers to the
Immortals—who will strip the disguise
away from the ‘“‘general,” trapping him
in his true form as Alphaks for a time. Al-
phaks appears as a Roaring Demon (an
Empyreal of Entropy—DM’s Guide to
Immortals, page 29) and will certainly do
some roaring when he realizes that his
disguise and plan are penetrated. He'll
suffer the attacks of the massed, outraged
invaders for a round or two and then dis-
appear to move on to his next plan.

Afterwards, it’s not hard for the invad-
ing forces to crush the Helskir defenders
and divide the city between them.

Consequences: If the heroes don’t real-
ize that an outside force is thwarting
them, the consequences for this adven-
ture will be very bad—for the two em-
pires will clash at Helskir and perhaps go
to war. However, if the adventure goes
much as described above, the two em-
pires will have cooperated gallantly in the
face of considerable occupation . . .
which could be a good sign for future co-

operative efforts. Either way, conse-
quences for the city of Helskir are severe;
it will be occupied ot destroyed, its Lord
stripped of title and power.

JOURNEY tO SpillWORID ——

For Character Levels 20 +

Basic Plot: Far across the galaxy, millen-
nia ago, a dimensional rift opened up fora
brief time. The rift led to a spot partway
between the elemental planes of Earth and
Air, and a vast cloud of air filled with tum-
bling planet-sized boulders was released
into this galaxy. Though the rift has
closed, this cloud is still there, and has at-
tracted many alien races, while still sup-
porting races from the two elemental
planes. Recently, asttonomers from the na-
tion of Ambur in Alphatia have spotted
this cloud; using their magics, they have
learned a little about it and forwarded
their findings to their Empress.

How Characters Get Involved: Empress
Eriadna has planned to send an expedi-
tion of air-ships to this new place. But
General Torenal has pointed out that the
temporary accord between Alphatia and
Thyatis, hard-won at Helskit, could con-
veniently be preserved here if the Thy-
atians are allowed to send units of their
elite aerial forces along with the expedi-
tion. So Eriadna and Thincol cotrespond,
with the result that a fleet from both the
empires—made up of one huge Alpha-
tian air-ship (a cartier), and small Alpha-



tian fighter-ships and units from the Re-
tebius Air Fleet and Knights of the Air
(fighter-pilots)—assembles in neutral
territory, in the broad strip of land be-
tween East Portage and West Portage on
the Isle of Dawn.

Story Progress: When the Expedition-
ary Force is assembled, cooperating Al-
phatian and Thyatian wizards will use a
combination of gate and wish spells to
create a vortex large enough to accommo-
date the carrier air-ship. The vortex leads
to a worm-hole which leads to this far-
away stellar cloud; the spell gate allows
access to it because it is still charged with
the energies of the planes of earth and air.

This adventure would be run as a series
of exploratory encounters. The great cat-
rier takes the explorers deep into the

swirling cloud, called SpillWotld by the
astronomer who discovered it. SpillWorld
contains many hundreds of worlds, all
impossibly close to one another, so that it
is convenient for the carrier to sail from
one to another. Some are occupied by
denizens of the plane of air (djinni, aerial
servants, air elementals, invisible stalk-
ets, air plasms, salamandets, etc.), some
by denizens of the plane of earth (basi-
lisks, cockatrices, earth elementals, gor-
gons, hordes, kryst, medusae, earth
plasms, etc.); many others are occupied
by truly alien races and creatures (left to
the DM to create) or even descendants of
long-lost human races.

In each adventure, the carrier and its
fighter-pilot heroes could map a new
quadrant of SpillWorld, discover a new
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race of two, suffer an enemy attack, etc.
Perhaps there is one great evil race which
is achieving domination over all the other
races of the area, and only the presence of
the heroes’ ship can unite the other races
against this evil.

Pay special attention to the desctip-
tions of interplanar adventures from the
Dungeon Master’s Companion before
playing out an adventure such as this.

Consequences: Once SpillWorld has
received its initial exploration, a greater
fleet of smaller ships and smaller flying
contingents can be sent in for better ex-
ploration of smaller areas. The ongoing
war with the evil race can occupy PC in-
terest, as can investigation of the innu-
merable sites and small worlds not
reached by the first expedition.
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Here you'll find some convenient refer-
ence materials which will help you DM
Thyatian and Alphatian campaigns.

Costs

This is a consolidated list and index of
many of the goods and setvices one can
buy in the two empires. Most of these
goods and services apply to both empires;
some are designated as applying only to
one or the other.

ANimals, FIyiNGg

If you’re using the Retebius Air Fleet or
the Knights of the Air and want to know
costs of animals not on the chart, calcu-
late those costs the following way:

Cost of a flying-beast egg or cub:
Equals the XP value of a fully adult exam-
ple of the same monster, including bo-
nuses for special abilities (if any), in gp.
Even though you pay for the value of spe-
cial abilities, such monsters when taken
young never develop magical powers
(such as dragons’ spell-casting ability).
They only learn such things among their
own kind. If the gold piece amount gen-
erated by this formula seems low (as it
will with low-XP monsters like pegasi),
adjust it up to suit yourself.

Monthly upkeep of a flying beast: 10x
its current HD in gold pieces. Round up
to the next-highest 10 gp.

Calculation for the Cost and Weight
Muluplier for Gear and Armor: If the
beast’s HD value is up to 3d6, the Multi-
plier is x2; if it’s above 3d6 to 6d6, x5; if
it’s above 6d6 to 12d6, x10; if it’s above
12d6, x20.

ARMOR

See:

Players Manual, pages 22, 29
Expert Rulebook, page 19
Players Companion, page 3
Master Players’ Book, page 15
Master DM’s Book, page 4

CONSIRUCHIONS AND
FortificatioNns

See:
Expert Rulebook, page 23
Master Players’ Book, page 28

DOMINION ExpeNses aNO INCOME

See:
Dungeon Master’s Companion, pages 5-6

EducatioN

The cost of educating your children is
much the same from Thyatis to Alphatia.
It varies from profession (or type of
knowledge) to profession. The ones of
most interest to PCs include:

Clerical Training: Free if the child is to
enter the order. A clerical education with-
out intent to join the order costs 50 gp/
month for a modest monastery to 500
gp/month for education in prestigious
clerical schools, and does not impart cleri-
cal abilities.

Magic-user Teaching: 100 gp/month,
which will enable the child to reach 1st
level as a magic-user; the student must
adventure in the world to achieve higher
experience levels. Cost of boarding, if the
child is not living with his parents, is an
additional 50 gp/month (for modest ac-
commodations) to 500 gp/month (for
high-prestige accommodations); it takes
about a year for a child to reach 1st level.

EMployees (Prices in gp/month)

Advocate 1000
Chaplain (Cleric) 100/ level
Magic-user (wartime tasks)  1000xlevel
Magic-user (peacetime tasks) 500xlevel
Magist 250xlevel
See also:

Expert Rulebook, pages 24 (Mercenaries)
and 26 (Specialists)
Players Companion, pages 8-9 (Staff)

HoOstiNG VisitoRrs (Prices in gp/day)

Member of Noble’s Retinue 5
High-Placed Government Official
(Thyatis or Alphatia) 50

Grand Council Wizard (Alphatia) 500
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See also:
Dungeon Master’s Companion, page 6

LaND TRaNsSpoORt

See:
Expert Rulebook, page 19

Magic Item CreatioN

See:

Expert Rulebook, page 25

GAZ 3, The Principalities of Glantri,
pages 64-67

GAZ 6, The Dwarves of Rockhome,
pages 33-36

The Book of Wondrous Inventions, pages
93-96

Dawn of the Emperors, Book III, pages
27-32

Magic Item Purchase

See:

Master DM’s Book, page 4

Dawn of the Emperors, Book III, page 28
(Costs for Buying Magic Items)

Normal EQuipMenNt

See:
Players Manual, pages 22, 29
Expert Rulebook, page 19

Services
Meal, One Person—
Modest 4 sp
Average 1gp
Superior 10 gp
Extravagant 50 gp
Day’s Lodging (Inn)—
Modest 1gp
Average 5 8p
Superior 50 gp
Extravagant 500 gp
Day’s Stabling (Inn)—
Modest 1gp
Average 2gp
Superior 10 gp
Extravagant 25 gp

Month’s Rent, Quarters or House—

Modest 50 gp
Average 100 gp
Superior 500 gp
Extravagant 5000 gp



Month’s Rent, Office—

Modest 100 gp
Average 200 gp
Superior 500 gp
Extravagant 5000 gp
slaves
0-level, unexceptional 1
0-level, one ability score above 12 2
0-level, two scores above 12 4
0-level, one score above 15 8
0-level, two scores above 15 16
Ist-level, unexceptional 4
Ist-level, one score above 12 8
1st-level, two scotes above 12 16
1st-level, one score above 15 32
1st-level, two scores above 15 64
2nd-level, unexceptional 32
2nd-level, 1+ scores above 12 64
2nd-level, 1+ scores above 15 128
Above 2nd level:
Unexceptional 50/level
1+ abilities above 12 100/level
1+ abilities above 15 200/level

If a slave has a combination of the
above attributes (say, one ability at 16
and two at 13), use just the higher of the
two prices.

If your DM is using the General Skills
rules, a slave with no exceptional ability
but with skills at rolls of 13 or better can
be counted as having an “ability above
12

Slaves above 1st-level are usually gladi-
ator fighters. Magic-users and clerics can-
not be kept as slaves—it’s illegal in
Alphatia and effectively impossible
everywhere due to their magical powers.

Siege EQuipMeNt
See:
Master Players’ Book, page 28

Citles § AppoOiNtMeNts (Thyatis
ONly)

Ambassador 100,000
Audience with the Emperor 100,000
General 250,000
Lord 250,000
Baron 500,000

See the description in the ““Campaigning
in Thyats” section (of the ‘“Thyatis”
chapter) for more on how this works.
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Trade Gooods (Bulk)

See:

GAZ 9, The Minrothad Guilds DM’s
Booklet, page 32

GAZ 11, The Republic of Darokin DM’s
Booklet, page 26

Water TrRaNsponrt

See:

Expert Rulebook, page 19

GAZ 4, The Kingdom of Ierendi, page
35

GAZ 9,The Minrothad Guilds, page 25

WeaponNs

See:

Players Manual, pages 22, 29

Expert Rulebook, page 19

Players Companion, pages 3, 20-21, 28
(Siege Weapons)

Master DM’s Book, page 4

Dawn of the Emperors, Book II, page 12

WeapoNs TRAINING (MasteRry)

See:
Master Players’ Book, page 16

Spe€lls Normally
Carricd

(Magic-users, Elves,
FORresters)

Here, for your convenience, are lists of
spells typically carried by NPC magic-
users in the Known World. This list is
provided so that when you suddenly need
to whip out a 24th-level wizard NPC, you
won’t have to go through a lot of work
deciding which spells he happens to be
carrying around. The NPC magic-usets in
the eatlier sections of this book can be
used with these listings.

Spells are provided for wizards of 1st-
10th, 12th, 15th, 18th, 24th, 30th, and
36th level in three types of situations:
Everyday settings, Adventure settings,
and Combat settings.

Everyday settings are those situations
when the magic-user does not anticipate
going into combat; he thinks he’ll just be

puttering around his tower, visiting
friends, and so forth. These spells deal
with a variety of everyday situations; the
few combat spells included are mostly
non-lethal ones. Higher-level magic-
users typically carry magic items which in-
crease their combat effectiveness, so their
personal spells are oriented toward gen-
tler concerns.

Adventure settings are those situations
when the magic-user is doing a lot of trav-
eling and a certain amount of combat.
These spells allow him quick travel, and
some combat and analytical ability.

Combat settings are those situations
when the magic-user anticipates that he’s
going to have to do a lot of fighting.

This listing only uses spells from the
four DUNGEONS & DRAGONS® game
sets; later spell-list additions are not rep-
resented here.

This listing isn’t intended as a guide-
line for player-character magic-users and
the spells they carry; obviously, they can
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and should choose their own spells-
carried list based on the precise situations
they think they’ll be facing and the spells
available to them.

Spells fOrR EVERyday
SituatioNs
M-U Spell Spells
Level Level Catried
1 1 Read Magic
2 1 Read Magic
Sleep
3 1 Read Magic
Sleep
2 Invisibility
4 1 Read Magic
Sleep
2 ESP
Invisibility
5 1 Read Magic
Sleep
2 ESpP
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M-U Spell Spelis
Level Level Carried

M-U Spell Spells
Level Level Carried

M-U Spell Spells
Level Level Carried

Invisibility
3 Dispel Magic

6 1 Read Magic
Sleep
2 ESP
Invisibility
3 Clairvoyance
Dispel Magic

8 1 Detect Magic
Read Magic
Sleep

2 Continual Light

ESP
Invisibility

3 Clairvoyance
Dispel Magic

4 Polymorph Self
Polymorph Self

10 1 Detect Magic
Read Magic
Sleep

2 . Continual Light

ESP
Invisibility

3 Claitvoyance
Dispel Magic
Fly

4 Polymorph Others
Polymorph Self
Polymorph Self

5 Pass-Wall
Teleport

12 1 Detect Magic

Read Languages

Read Magic
Sleep

2 Continual Light

ESP
Invisibility

Locate Object

3 Clairvoyance
Dispel Magic
Fly
Hold Person

4 Polymorph Others
Polymorph Self
Polymorph Self

5 Pass-Wall
Teleport

6 Anti-Magic Shell

15

1

Detect Magic
Hold Portal
Read Languages
Read Magic
Sleep

Continual Light
ESp

Invisibility
Locate Object
Clairvoyance
Dispel Magic
Fly

Hold Person
Polymorph Others
Polymorph Self
Remove Curse
Polymorph Self
Pass-Wall
Telekinesis
Teleport
Anti-Magic Shell
Reincarnation
Lore

18

Charm Person
Detect Magic
Hold Portal

Read Languages
Read Magic

Sleep

Continual Light
Detect Invisible
ESP

Invisibility

Locate Object
Clairvoyance
Dispel Magic

Fly

Hold Person
Protection/Normal Mis-
siles

Polymorph Others
Polymorph Self
Remove Curse
Polymorph Self
Contact Outer Plane
Pass-Wall
Telekinesis
Teleport
Anti-Magic Shell
Reincarnation
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Weather Control
Lore

Summon Object
Travel

24

Charm Person
Detect Magic
Hold Portal
Magic Missile
Read Languages
Read Magic
Sleep

Continual Light
Detect Evil
Detect Invisible
ESP

Invisibility
Locate Object
Phantasmal Force
Clairvoyance
Dispel Magic

Fly

Hold Person
Infravision
Protection/Normal Mis-
siles

Charm Monster
Dimension Door
Polymorph Others
Polymorph Self
Remove Curse
Polymorph Self
Contact Outer Plane
Hold Monster
Pass-Wall
Telekinesis
Teleport
Anti-Magic Shell
Projected Image
Reincarnation
Stone to Flesh
Weather Control
Create Normal Monsters
Lore

Power Word Stun
Summon Object
Clone
Permanence
Travel

Heal
Shapechange
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M-U Spell Spells M-U Spell Spells M-U Spell Spells
Level Level Carried Level Level Carried Level Level Carried
30 1 Charm Person Permanence Wall of Stone
Detect Magic Polymorph any Object 6 Anti-Magic Shell
Hold Portal Symbol Geas
Magic Missile Travel Invisible Stalker
Protection/Evil 10" radius 9 Gate Move Earth
Read Languages Heal Projected Image
Read Magic Immunity Reincarnation
Sleep Prismatic Wall Stone to Flesh
2 Continual Light Shapechange Wall of Iron
Detect Evil 36 1 Charm Person Weather Control
Detect Invisible Detect Magic 7 Create Normal Monsters
ESP Floating Disk Delayed Blast Fire Ball
Invisibility Hold Portal Lore
Locate Object Magic Missile Magic Door
Phantasmal Force Protection/Evil 10’ radius Power Word Stun
Wizard Lock Read Languages Reverse Gravity
3 Clairvoyance Read Magic Summon Object
Dispel Magic Sleep Sword
Fly 2 Continual Light Teleport any Object
Hold Person Detect Evil 8 Clone
Infravision Detect Invisible Force Field
Invisibility 10’ radius ESP Mass Charm
Protection/Evil 10' radius Invisibility Mind Barrier
Protection/Normal Missiles Knock Permanence
4 Charm Monster Locate Object Polymorph any Object
Confusion Phantasmal Force Power Word Blind
Dimension Door Wizard Lock Symbol
Polymorph Others 3 Clairvoyance Travel
Polymorph Self Dispel Magic 9 Create Any Monster
Remove Curse Fly Gate
Polymorph Self Hold Person Heal
5 Conjure Elemental Infravision Immunity
Contact Outer Plane Invisibility 10’ radius Maze
Hold Monster Lightning Bolt Power Word Kill
Pass-Wall Protection/Evil 10 radius Prismatic Wall
Eelekinesis Protection/Normal Missiles Shapechange
Teleport 4 Charm Monster Wish
Wall of Stone Confusion
6 Anti-Magic Shell Dimension Door Spells fOR ADVENTURING
Geas Ice Storm/Wall SituatioNs
Move Earth Polymorph Others
Projected Image Polymorph Self M-U Spell Spells
Reincarnation Remove Curse Level Level Carried
Stone to Flesh Wall of Fire
Weather Control Polymorph Self 1 1 Sleep
7 Create Normal Monsters 5 Conjure Elemental 2 1 Read Magic
fw‘”c D Contact Outer Plane Sleep
agic LDoor Feeblemind 3 1 Read Magic
Power Word Stun Hold Monster Sleep s
Summon Object Magic Jar 2 Locate Object
Teleport any Object Pass-Wall -
8 Clone Telekinesis 4 1 Read Magic
. Slee
Force Field Teleport P
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M-U Spell Spells M-U Spell Spells M-U Spell Spells
pe . . p .
Level Level Carried Level Level Carried Level Level Carried
2 Locate Object Protection/Normal Mis- 4 Charm Monster
Web siles Dimension Door
5 1 Read Magic Charm Monster Ice Storm/Wall
Sleep Ice Storm/Whall Polymorph Self
2 Locate Object Polymorph Self 5 Conjure Elemental
Web Conjure Elemental Pass-Wall
3 Fly Pass-Wall Teleport
6 ’ Read Magic Disintegrate Wall of Stone
6 Anti-Magic Shell
Sleep 15 Charm Person 1L
2 Locate Object Detect Magic . gzs.mtegrat‘c
Web Protection/Evil 10’ radius cipcarnation
3 Fly Read Magic 7 Create Normal Monsters
Lightning Bolt Sleep Magic Door
g ; ; 8 Force Field
3 1 P n/Evil 10 radi Continual Light
Rrot;cﬁon. v fadius Detect Evil 24 1 Charm Person
Slca agic Locate Object Detect Magic
5 DCCP Evil Web Magic Missile
L(fct:tcct Ogjcct Dispel Magic Protection/Evil 10’ radius
Fly Read Languages
I‘V)I%b Lightning Bolt Read Magic
3 L'y henine Bol Protection/Normal Mis- Sleep
4 C{1§a rt;“ﬁon‘s’tz ’ siles 2 Continual Light
Charm Moanster Detect Evil
Poly morp h SCI_[ - Dimension Door Invisibility
10 1 Protection/Evil 10" radius Ice Storm/Wall Knock
Read Magic Polymorph Self Locate Object
Sleep Conjure Elemental Web
2 Detect Evil Pass-Wall Wizard Lock
Locate Object Teleport 3 Clairvoyance
We b ] Anti-Magic Shell Dispel Magic
3 Dispel Magic Disintegrate Fire Ball
Hy Magic Door Fly -
Lightning Bolt 18 Charm Person Lightning Bolr )
4 Charm Monster Detect Magic Protection/Normal Mis-
f)ceISrorm 2 Yzf} Magic Missile siles
olymoiph >¢ Protection/Evil 10’ radius 4 Charm Monster
5 Conjure Elemental Read Magic Confusion
Pass-Wall Sleep Dimension Door
121 Detect Magie Continual Light Ice Storm/Wall
II;roSc;}on/EV11 10’ radius Detect Evil §o§ymorp2 SOtI}}CIS
ead Magic Invisibility olymorp1 >¢
élccp‘ | Lioh Locate Object > gonjt‘;(r/clflemenml
2 ontinual Light Web ass-Wall
Detect Evil Dispel Magic Telekinesis
IiYO/CZtC Object Fire Ball Iv‘;la%)o;ts
e Fly | of Stone
3 Dispel Magic Lightning Bolt 6 Anti-Magic Shell
Fly Protection/Normal Mis- Disintegrate
Lightning Bolt siles Invisible Stalker
Reincarnation
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M-U Spell Spells M-U Spell Spells M-U Spell Spells
Level Level Carried Level Level Carried Level Level Carried
Wall of Iron Reincarnation Wall of Fire
7 Create Normal Monsters Wall of Iron Polymorph Self
Delayed Blast Fire Ball 7 Create Normal Monstets 5 Cloudkill
Lore Delayed Blast Fire Ball Conjure Elemental
Magic Door Lore Dissolve
8 Create Magical Monsters Magic Door Feeblemind
Force Field Power Word Stun Hold Monster
Polymorph any Object Sword Pass-Wall
9 Immunity 8 Clone Telekinesis
Shapechange Create Magical Monsters Teleport
30 1 Charm Person Force Field Wall of Stone
Detect Magic Mass Charm 6 Anti-Magic Shell
Magic Missile Polymorph any Object Death Spell
Protection/Evil 10’ radius Power Word Blind Disintegrate
Read Languages 9 Heal Invisible Stalker
Read Magic Immunity Projected Image
Shield Meteor Swarm Reincarnation
Sleep Shgpcchange Stone to Flesh
2 Continual Light Wish Wall of Iron
Detect Evil 36 1 Charm Person Weather Control
ESP Detect Magic 7 Charm Plant
Invisibility Hold Portal Create Normal Monsters
Knock Magic Missile Delayed Blast Fire Ball
Locate Object Protection/Evil 10’ radius Lore
Web Read Languages Magic Door
Wizard Lock Read Magic Mass Invisibility
3 Clairvoyance Shield Power Word Stun
Dispel Magic Sleep Sword .
Fire Ball 2 Continual Light Eleport any Object
Fly Detect Evil 8 Clone ‘
Hold Person Detect Invisible Create .Mag1cal Monsters
Infravision ESpP Explosu@ Cloud
Lightning Bolt Invisibility Force Field
Protect/Missiles Knock Mgss Char{zz
4 Charm Monster Locate Object Mind Barrier '
Confusion Web Polymorph any Object
Dimension Door Wizard Lock Power Word Blind
Ice Storm/Wall 3 Clairvoyance Travel
Polymorph Others Dispel Magic 9 Create Any Monstert
Polymorph Self Fire Ball Heal
Polymorph Self Fly Heal
5 Conjure Elemental Hold Person Immunity
Dissolve Infravision Maze
Feeblemind Lightning Bolt Meteor Swarm '
Pass-Wall Protection/Evil 10' radius Power Word Kill
Telekinesis Protection/Normal Missiles Shgpechangc
Teleport 4 Charm Monster Wish
Wall of Stone Confusion
6 Anti-Magic Shell Dimension Door
Death Spell Hallucinatory Terrain
Disintegrate Ice Storm/Wall
Invisible Stalker Polymorph Others
Projected Image Polymorph Self
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Spells fOrR ComMbat MU Socll Soells MU Sl Seell
. - - pel pe - pe pells
SituatioNs Level Level Carried Level Level Carried
M-U Spell Spells Sleep Protection/Evil 10' radius
Level Level Carried 2 Detect Invisible Protection/Normal Missiles
1 1 Sleep Phantasmal Force Charm Monster
— Web Ice Storm/Wall
2 1 Magic Missile Wizard Lock Polymorph Others
Sleep 3 Fire Ball Wall of Fire
.3 1 Magic Missile Lightning Bolt Cloudkill
Sleep Protection/Evil 10’ radius Conjure Elemental
2 Web Protection/Normal Missiles Feeblemind
4 1 Magic Missile 4 Ice Storm/Wall Hold Monster
Sleep Polymorph Others Death Spell
2 Web Wall of Fire Disintegrate
Wizard Lock 5 Conjure Elemental Stone to Flesh
. Hold Monster Delayed Blast Fire Ball
g ! gﬁfm Missile 6 Death Spell Sword '
5 We bp 15 1 Charm Person Power Word Blind
Wizard Lock Hold Portal 24 Charm Person
3 Lightning Bolt Magic Missile Hold Porral
YV Shield Magic Missile
6 1 Magic Missile Sleep Magic Missile
Sleep 2 Detect Invisible Protection/Evil 10' radius
2 qu Phantasmal Force Shield
W;zard Lock Web Sleep
3 . Fire Ball Wizard Lock Detect Invisible
Lightning Bolr 3 Fire Ball ESP
8 1 Magic Missile Lightning Bolt Invisibility
Shield Protection/Evil 10" radius Mirror Image
Sleep Protect/Normal Missiles Phantasmal Force
2 Detect Invisible 4 Charm Monster Web
Web Ice Storm/Wall Wizard Lock
Wizard Lock Polymorph Others Dispel Magic
3 Fire Ball Wall of Fire Fire Ball
Lightning Bolt 5 Cloudkill Fly
4 Ice Storm/Wall Conjure Elemental Lightning Bolt
Wall of Fire Hold Monster Protection/Evil 10’ radius
10 1 Magic Missile 6 Death Spell Protection/Normal Missiles
Shield Disintegrate Charm Monster
Sleep 7 Delayed Blast Fire Ball Confusion
2 Detect Invisible 18 1 Charm Person Hallucinatory Terrain
Web Hold Portal Ice Storm/Wall
Wizard Lock Magic Missile PolYmOfP'h Others
3 Fire Ball Protection/Evil 10’ radius Wall of F 1re
Lightning Bolt Shield Clou_dkdl
Protection/Normal Missiles Sleep CQH} ure Elemental
4 Ice Storm/Wall 2 Detect Invisible Dissolve
Polymorph Others Invisibility Fecblemind
Wall of Fire Phantasmal Force Hold Monster
5 Conjure Elemental Web Anti-Magic Shell
Hold Monster Wizard Lock Dr;gtb Spell
12 1 Charm Person 3 Dispel Magic Disintcgrate
Magic Missile Fire Ball Projected Image
Shield Lightning Bolt Stone to Flesh
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M-U Spell Spells M-U Spell Spells M-U Spell Spells
Level Level Carried Level Level Carried Level Level Carried
7 Create Normal Monsters Wall of Iron Wall of Fire
Delayed Blast Fire Ball 7 Create Normal Monsters 5 Animate Dead
Power Word Stun Delayed Blast Fire Ball Cloudkill
Sword Power Word Stun Conjure Elemental
8 Create Magical Monsters Summon Object Dissolve
Explosive Cloud Sword Feeblemind
Power Word Blind Teleport any Object Feeblemind
9 Immunity 8 Create Magical Monsters Hold Monster
Meteor Swarm Explosive Cloud Telekinesis
30 1 Charm Person Force Field Wall of Stone
Hold Portal Mass Charm 6 Anti-Magic Shell
Magic Missile Power Word Blind Death Spell
Magic Missile Symbol Death Spell
Protection/Evil 10’ radius 9 Create Any Monster Disintegrate
Shield Immunity Disintegrate
Sleep Meteor Swarm Invisible Stalker
Sleep Power Word Kill Projected Image
2 Detect Invisible Wish Stone to Flesh
ESP 36 1 Charm Person Wall of Iron
Invisibility Hold Portal 7 Create Normal Monstcrs
Knock Magic Missile Delayed Blast FI.IC Ball
Mirror Image Magic Missile Dela ycd Blast Fire Ball
Phantasmal Force Protection/Evil 10’ radius Magic Door
Web Shield Power Word Stun
Wizard Lock Shield Reverse G[aw'ty
3 Dispel Magic Sleep Summon Object
Fire Ball Sleep Sword ]
Fly 2 Detect Evil Teleport any Object
Hold Person Detect Invisible 8 Create Magical Monsters
Lightning Bolt ESP Dance .
Lightning Bolt Invisibility Exp]osqc Cloud
Protection/Evil 10’ radius Knock Force Field
Protection/Notmal Missiles Mirror Image Mz}ss Chanp
4 Charm Monster Phantasmal Force Mind Barrier )
Confusion Web Polymorph any Object
Dimension Door Wizard Lock Power Word Blind
Hallucinarory Terrain 3 Dispel Magic Symbol
Ice Storm/Wall Dispel Magic 9 Create Any Monster
Polymorph Others Fire Ball Heal '
Wall of Fire Fly Immunity
5 Animate Dead Hold Person Maze
Cloudkill Lightning Bolt Meteor Swarm _
Conjure Elemental Lightning Bolt Power Word Kill
Dissolve Protection/Evil 10’ radius Prismatic Wall
Feeblemind Protection/Normal Missiles Shgpcchangc
Hold Monster 4 Charm Monster Wish
Wall of Stone Confusion
6 Anti-Magic Shell Dimension Door
Death Spell Hallucinatory Terrain
Disintegrate Ice Storm/Wall
Invisible Stalker Ice Storm/Wall
Projected Image Polymorph Others

Stone to Flesh

Remove Curse
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AdaptiNGg Gazetteers
to the ADGD®
2NO EditioN Game ———

Many of you may soon be switching to
the ADVANCED DUNGEONS &
DRAGONS® 2nd Edition Game. For your
convenience, we included this section to
help you use this Gazetteer in your AD&D®
game campaign. Changes in the AD&D
game have been taken into account here.

The differences between the D&D® and
the AD&D games are small enough that
the adaptation should not be much of a
problem. However, for those of you who
are not familiar at all with the D&D game,
there are a few details that need to be clari-
fied. For more simplicity, topics appear in
alphabetical order.

Keep in mind when adapting your D&D
game adventures, that AD&D game charac-
ters are slightly tougher at low level, but
D&D game characters can deliver much
more damage at mid to high level.

The D&D game is designed to handle
very high levels of play, up to a maximum of
level 36. It is suggested that you keep the
same levels of experience in the two games,
up to level 14. Beyond, assume that each
five D&D game levels equal one character
level in the AD&D 2nd Edition game,
rounded up. Using this, a level 36 fighter
becomes level 20 in the AD&D game.
Watch for discrepancies in spell-casting
abilities.

Gazetteer nations can be set up in other
game worlds, such as those described in the
FORGOTTEN REALMS™ Campaign Set,
or the WORLD OF GREYHAWK® Fantasy
Game Setting. This offers interesting alter-
native developments to regions not yet
charted, allowing you to continue your
campaign without having to switch to the
other game.

Some of the more powerful shamans of
Ethengar are capable of entering the ethe-
real plane and reaching other worlds. Most
often, shamans are attuned to places like
the Plain of Horses in Forgotten Realms re-
gion of Kara Tur, or the Tiger Nomads in
the WORLD OF GREYHAWK® Fantasy
Game Setting. Visitors accompanying or
sent by a shaman usually seem to phase out
of an animal when entering the other
world.

Alignments:: D&D game characters have
only three alignments—Lawful, Neutral, or
Chaotic. In the AD&D game, assign Good,
Evil, or Neutral alignments, depending on
the context.

Classes: In the D&D game, elves,
dwarves, and halflings actually are character
classes. D&D game elves correspond to
AD&D game elven fighter/magic-users.
D&D game dwatves and halflings are fight-
ers. At high levels, D&D game demi-
humans use Attack Ranks, which are abilities
to fight better. Ignore these in the AD&D
game. Human fighters, clerics, magic-users,
and thieves are unchanged.

Coins (cn): The cn abbreviation stands for
coin and is a measure of weight. 50 cn are
equal to 1 1b in the AD&D game.

Dominions: They are lands under a char-
acter’s rule, like AD&D game baronies.
Rulers receive taxes from inhabitants as well
as income from natural resources and setv-
ices. D&D game dominion populations grow
an average 15%-5d10 people per month. At
50 inhabitants per square mile, the growth
tops out at 1d5%-5d10 people. Use AD&D
game taxation.

Equipment: The terminology in the D&D
game is very similar to the AD&D game.
Equipment cost, encumbrance, damage in
combat, or AC protection are slightly differ-
ent, but not enough to be worth mention-
ing. Use the AD&D game statistics.

Encumbrance: See cn or Coins.

Experience: Total accumulated experience
for characters is also different between the
two games, but again, not enough to have a
substantial effect on play. Everybody under-
stands the difference between a level 1
magic-user and a level 15 wizard . . . hope-

fully!

Immortals: They are equivalent to the
AD&D game deities. Immortals often are
NPCs who reached level 36, and completed
a heroic quest of some sort. Immortals be-
long to various *‘spheres*, such as:

Matter: usually related to lawful beings,
fighter types, or the earth element. Op-
posed to the Sphere of Time.

Energy: usually related to chaos, magic-
users, or the element of fire. Opposed to
the Sphere of Thought.

Time: usually related to neutral beings,
cleric types, or the element of water. Op-
poses the Sphere of Matter.

Thought: usually related to any align-
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ments, thief types, or the element or air.
Opposes the Sphere of Energy.

Entropy: not related to anything except de-
struction, it opposes all othet spheres. It
corresponds to the AD&D game lower
planes. Lotds of Entropy are demons.

Morale: Whenever NPCs or monsters run
into difficulties, especially during combat,
there is a possibility they would surrender or
flee. Use the AD&D 2nd Edition game mo-
rale system instead.

Monsters: Some monsters mentioned in
this supplement do not exist in the AD&D
game. Simply replace them with another
appropriate creature. Keep an eye on play
balance; differences in HD and special abil-
ities may occur at times, calling for adjust-
ments.

Movement (MV): Movement rates in the
D&D game are given in feet/turn, and then
in parenthesis, in feet/round. In the D&D
game, 100’ /turn equals 10 factors for the
AD&D 2nd Edition game, or 10" /round
for the older version of the AD&D game.

Ranges: All distances are expressed in
feet, rather than inches. Assume 10 feet are
equivalent to 1” in the older AD&D game.
The AD&D 2nd Edition game uses feet
rather than inches.

Rounds: Rounds and turns are used the
same way in both games. A D&D game
round equals ten seconds; a D&D game
turn equals 60 rounds — for more simplic-
ity use the AD&D game equivalents, with-
out converting.

Spells: Some D&D game spells have
slightly different names than their AD&D
game counterpart. Simply use what comes
closest. Modify the number of memorized
spells listed for spell-casters, to match the
AD&D game rules.

War Machine: It is a mass combat system
developed in the D&D game, that has no
equivalent in the AD&D game. BR stands
for Battle Rating and is only used for the War
Machine. We suggest the BATTLESYSTEM™
Fantasy Combat Supplement which works
for both games.

Weapon Mastery: Ignote details for D&D
game weapon mastery and replace with the
AD&D game weapon specialization.

Wiccas: Spell-casting monsters. The
AD&D 2nd Edition game handles each
type of spell-casting monster separately in
the Monstrous Compendiums.



FlyiNG MONster Rules

To convert the Flying Monster rules from
this book’s ‘“Campaigning” section and
the “Fighters of Thyatis” section from
Book II, do the following things.

FIyiNG MONSsteR AIR-Speed

Instead of using the movement rates
given here, use the flying speed rates
given in the Monster Manual and other
sources of AD&D® game monsters.

For example, a griffon, instead of hav-
ing the Air-Speed given on the charts in
this supplement, will have a flight speed
of 30" per round.

FIYiNG MONSTER
MaNeuveRrability

In these rules, you were given Maneuver
Factors for various types of monsters.
Convert those to the AD&D game Aerial
Combat maneuverability rules (from the
Aerial Combat section of the Dungeon
Master’s Guide this way:

MF 5 = Class A
MF 3 = Class B
MF 1 = Class C

MF t/2 = Class D
MF /3 = Class E
Where these rules and the Dungeon
Master’s Guide disagree on the maneu-
verability of vatious monster types, use
the DM Guide figure instead.

FIyiNG MONster TaKke€ofF

Use the takeoff characteristics from the
charts in this supplement.

FlyiNG MONster Hit Dice

Use the hit dice figures given in the Mon-
ster Manual and other AD&D game
monster sources.

FIyiNG MONSter Cost FOR YOUNG

To determine how much a flying monster
cub or egg costs, use the formula given in
the Prices section of this Appendices
chapter. The cost of a cub or egg equals,
in gp, the experience value of a fully-
grown example of the same monster.
Thus, the cost of an egg from an AD&D
game roc would be 5,000 gp plus 25 gp
pet hit point of the adult roc—an average

of 63 hp, or 1,575 more gp, for a total of
6,575 gp.

You can only purchase eggs or cubs for
the monster types listed in the “Fighters
of Thyatis” chapter, except with special
DM permission—which should seldom
be granted.

FIyiNG MONSster UpKkeep

As given eatlier in the Prices section of this
Appendices chapter, the monthly cost for
keeping a flying beast is 10 gp x the num-
ber of hit dice the beast possesses.

FIyiNG MONster EQuipmeNt Cosits

Use the same Cost and Weight Multipli-
ers for Gear and Armor from the chart in
the “Fighters of Thyatis” chapter, but
use the costs for barding, tack and har-
ness, and other equipment from the
equipment lists of the AD&D game Play-
er’s Handbook.

FIyiNG MONSter Carry Capacity

To determine how much weight an AD&D
game monster can carry, take its hit dice
and multiply that number by 1,000 gp
weight. The result is the amount of weight
the monster can carry aloft.

For example, an AD&D game griffon
is a 7 HD monster. Therefore, it can carry
7,000 gp weight when flying. When
the AD&D game doesn’t give a gp
weight value for something, simply take
the D&D® game equivalent and convert
it, 1cn = 1 gp.

Other Factors

For other flying monster factors, such as
training times and growth rates, use the
rules from this supplement.

Where rules do appear in the AD&D
game, such as that game’s rules for aerial
combat and engagement, use the AD&D
game rules instead.

OptioNnal ARMOR Rules

To convert the optional armor rules from
the “‘Fighters of Thyatis” chapter for use
with the AD&D game, do the following:

ARMOR Value RatiNgs

All AD&D game armor keeps its listed
cost and encumbrance value.
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However, the armor is given an Armor
Value rating (as per the “Fighters of Thy-
atis”’ chapter) in the following manner:

Type of Armor Armor Value

None

Leather Armor
Padded Armor
Studded Leather
Ring Mail

Scale Mail
Chain Mail
Splint Mail
Banded Mail
Plate Mail

AN\ W R W N NO

~

As in the “Fighters of Thyatis” chap-
tet, armor no longer provides an AC bo-
nus to its wearer—unless it’s magical
armor, where the magical plus is the bo-
nus to the AC.

Shields

Use the shields given in the “Fighters of
Thyatis” chapter; in the AD&D game,
they get the AC value given for them in
that chapter. Convert the cn encum-
brance value to gp weight value.

Rules

For the combat effect of armor in these
optional rules, use the rules given in the
“Fightets of Thyatis” chapter.

BardiNG

For animal barding, use the “Fighters of
Thyatis” rules for Armor Value, gp cost,
and encumbrance value—substitute gp
weight for cn encumbrance value.

Other OptioNal Rules

You can use any and all of the rest of the
armor and damage rules from the “Fight-
ets of Thyatis” section, especially the
ones involving Crushing Blows, Magical
Armor and Shields, Fighting Armored
Monsters, and the effects of Magic Items
and Magic Spells on this optional combat
system.

Don’t use the rules following the “Op-
tional Fighting Rules” headline from the
“Fighters of Thyatis”” section. The
AD&D game has its own equivalents for
several of these.



DUNGEONS & DRAGONS® Character Record Sheet

Character’s Name: Class:
Player’s Name: Alignment:
Dungeon Master: Level:

ABILITIES: Adjustments: EXPERIENCE:

_ Strength ___ Hit & Damage, Opening Doors Prime Requisite: p—
_ Intelligence _ Language(s) Adjustment to EXP:
_ Wisdom _ Saving Throws vs. Magic

_ Dexterity _ Missile Fire Hit rolls, ____ AC
__ Constitution ____ Hit Points/Level

_ Charisma ___ Reactions

Experience Total:

SAVING THROWS: | COMBAT NOTES: EQUIPMENT CARRIED:

Item Enc. (cn)

_ Armor
Poison or Armor Value

Death Ray Class: (if used):

Magic
Wand Hit
Turn to Stone Points:

or Paralysis
Dragon Movement Rate:
Breath Damage Taken:
Spells or

Magic Staff

Total Encumbrance (cn): [

LANGUAGES: SPECIAL SKILLS: GENERAL SKILLS:

(Thief skills, Clerical turning,
Common: racial skills, etc.) Number of Skill Choices:_
Alignment: Skill Ability  Roll

HIT ROLLS:

Needed:




DUNGEONS & DRAGONS® Character Record Sheet

Character’'s Name: 72&N7I0N LY®STOLMON  Class: FORESTER.
Player’s Name: M) Alignment: _LdtwFl/l-

Dungeon Master: Level: TrH

ABILITIES: Adjustments: EXPERIENCE:

Strength +Z Hit & Damage, Opening Doors Prime Requisite: Qz
/6 Intelligence +Z Language(s) Adjustment to EXP: 0%
/2 Wisdom 40 _ Saving Throws vs. Magic
/4 Dexterity #/_ Missile Fire Hit rolls, ={ AC

Constitution 40 Hit Points/Level 400, 000 7
/Z Charisma 20 Reactions ,

Experience Total:

SAVING THROWS: | COMBAT NOTES: EQUIPMENT CARRIED:

Item Enc, (cn)

_ Armor
Poison or Armor alu

Death Ray Class: (if hgfd):

b LoNEBOW
Wand Hit

Turn to Stone Points: 32 n

or Paralysis ‘ " CHMNMAI)L +Z
Dragon Movement Ratc:m SHIELD 1/

Breath Damage Taken:
Spells or ‘

Magic Staff

Total Encumbrance (cn):

LANGUAGES: SPECIAL SKILLS: GENERAL SKILLS:
(Thief skills, Clerical turning,

Common:_THYAHAA] | racial skills, etc.) Nuinberof Skill Choices: &

Alignment: ELVISH TETECHOS BTy |  Skill Ability  Roll
ALEBTNESS D

miain T —
g0k A R N L S

SwrVIValLGoresT) I /b
zmmm))_p_zﬁ
BIDINC(atsls) D /¥
mzmmﬂ%

| 6|s|4]3]2]1
Hit Roll |¢, %) 73

Needed:




DUNGEONS & DRAGONS® Character Record Sheet

CHARACTER INFORMATION:
Full Name:

CHARACTERS KNOWN:

Character Relationship/Notes

Additional Names and Titles:

face: it Lns ST fSiRpes

Height: Weight:

Hair: Eyes:

ADDITIONAL EQUIPMENT:

[tem Enc. Where
(cn) Kept

TREASURE:
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DUNGEONS & DRAGONS® Magic Item Creation Sheet

Enchanter: Level: ____ Int:

Chance for Success (when appropriate):
(Int _____ + Lvl )X 2)~(3 X Spell Levels

)=

%

Miscellaneous Magic, Weapons, Armor

MISCELLANEOUS MAGIC ITEM
(OR ENCHANTMENTS ON WEAPONS, ARMOR)
Spell

Level Notes

COSTS AND PROCEDURES IN BRIEF

MISCELLANEOUS MAGIC ITEMS

Initial Enchantment Cost: Total Spell Level
X 1,000 gp

Cost of Charges: (10% of Initial
Enchantment Cost) X number of
charges

Cost of Permanency: 5 X Iniual
Enchantment Cost

Toral Cost: (Initial Enchantment Cost +
Cost of Charges) or (Initial
Enchantment Cost + Cost of
Permanency)

[tem with Charges is Non-Rechargeable:
Reduce Toral Cost by 20%

Initial Enchantment Cost:
Cost of Charges/Permanency:
Total Cost:

Description/Notes: __

WEAPON OR ARMOR

Initial Enchantment Cost:
Weapon/Armor + /-:
Total Cost:
Description/Notes:

Irems Usable Only a Certain Number of
Times in one Time Period (affects
Initial Enchantment Cost):

Usable # times per hour: -20%
Usable # times per day: -25%
Usable # times per week: —=30%
Usable # times per month: -35%
Calculate as per 30 charges + # of
charges usable per time period

Large Constructions

If Frame:
X 3,000 gp

Spells & #
Fittings

Total
Levels

Spell

Level

Cost
in gp

WEAPONS AND ARMOR

Armor Initial Enchantment Cost: [Item
Price (gp) X Encumbrance (cn)]/3

Weapon Initial Enchantment Cost: [Item
Price (gp) X Encumbrance (cn)] X 5

Total Cost: Initial Enchantment Cost +
Attack or Armor Bonus Cost (see
below)

Minimum Possible Initial Enchantment
Cost: 100 gp for weapons, 3,000 gp for
armor

Plusses Against Sbecial Foes: Each limited
+ 1 costs as + .5 toward Total Cost

o

X X X X X X X X X XX
|

LI |

ADDING OTHER MAGICAL EFFECTS

Calculate Cost as for creating new
miscellaneous magical items; follow
earlier rules for multiple spells

If weapon is vs. specific foe: -10% to spell
effect cost if vs. monster class;
additional ~10% to cost if vs. specific
species; additional ~10% to cost if vs.
specific named monster

Dagger counts as short sword for
calculating Initial Enchantment Cost

Total Cost:

CONSTRUCTIONS

Frame Enchantment: Total # of Spell
Levels X 3,000 gp

Extra Item Enchantment Cost: Same as
for creating Miscellaneous Magic items
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Spell Level Notes
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X 1,000 gp

Cost of Charges: (10% of Initial
Enchantment Cost) X number of
charges

Cost of Permanency: 5 X Initial
Enchantment Cost

Total Cost: (Initial Enchantment Cost +
Cost of Charges) or (Initial
Enchantment Cost + Cost of
Permanency)

Item with Charges is Non-Rechargeable:
Reduce Total Cost by 20%

Initial Enchamment Cost: 2,000 gp

Cost of Charge IQ,M_ gp
i Total Cost:

Description/Notes: &MLIN roe
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WEAPON OR ARMOR
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Weapon/Armor + /—:
Total Cost:
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Dcscnpuon / Nuttb AAND [TEM CASH A T0TAL OF

Large Constructions

If Frame:
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Total
Levels

Spells & #
Fittings

Spell
Level

Cost
in gp

Items Usable Only a Certain Number of
Times in one Time Period (affects
Initial Enchantment Cost):

Usable # times per hour: -20%
Usable # times per day: -25%
Usable # times per week: -30%
Usable # times per month: -35%
Calculate as per 30 charges + # of
charges usable per time period

WEAPONS AND ARMOR

Armor Initial Enchantment Cost: [ltem
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Attack or Atmor Bonus Cost (see
below)

Minimum Possible Initial Enchantment
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{1 [ |

ADDING OTHER MAGICAL EFFECTS

Calculate Cost as for creating new
miscellaneous magical items; follow
earlier rules for multiple spells

If weapon is vs. specific foe: ~10% to spell
effect cost if vs. monster class;
additional ~10% to cost if vs. specific
species; additional ~10% to cost if vs.
specific named monster
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Dagger counts as short sword for
calculating Initial Enchantment Cost

Total Cost:

CONSTRUCTIONS

Frame Enchantment: Total # of Spell
Levels X 3,000 gp

Extra Item Enchantment Cost: Same as
for creating Miscellaneous Magic items




FLYING MONSTER RECORD SHEET

Monster Name:

Monster Species:

Rider Name:

Riding Roll:

STANDARD MONSTER INFORMATION:

Armor Class:
Hit Dice:
Move:
Flying:
Arttacks:
Damage:
Morale:
Alignment:

FLYING MONSTER CHART INFORMATION:
f—2"

Air-Speed (ft/round):

Maneuvering Factor (MF):

Takeoff (a, b, c):

Cost (Young, in gp):

Cost (Upkeep/Month):

Cost/Encumbrance Multiplier
(Gear and Armor): - .

Carry (cn encumbrance):

COMBAT INFORMATION:

Monster Age:
Current HD:
Monster hp:
Monster AC —
unmodified:
w/Barding:

EFFECTS FROM DAMAGE:

Unhurt;

Lost 25% hp:
Lost 50% hp:
Lost 75% hp:
Lost 90% hp:
Lost All hp:

No effect

No 2-/3-maneuver climbs

No climbs

Must 1-maneuver dive at least
Must 2-maneuver dive at least
Dead — plummets

EQUIPMENT
Rider and Personal Equipment

ENCUMBRANCE
2,000 cn

cn
cn
cn
cn
cn
cn
cn
cn
cn
cn
cn

Starting Altitude

AERIAL MOVEMENT RECORD SHEET

Movement Spent

Dive/Climb Rate




FLYING MONSTER RECORD SHEET
Monster Name:__ A{CH-DI VER. Rider Name: 72EVIZON LYCOSTORLION

Monster Species: FEGASUS Riding Roll: /4

STANDARD MONSTER INFORMATION: FLYING MONSTER CHART INFORMATION:

Armor Class: il woti Air-Speed (ft/round): ([@Q')
Hit Dice: 212 Maneuvering Factor (MF): I
’ N/

Takeoff (a, b, c):
Flying: Cost (Young, in gp):

20 ' (J2))
f; (/b0')
Attacks: Cost (Upkeep/Month):
Damage: ~ Cost/Encumbrance Multiplier
LAWFUL

Move:

Morale: (Gear and Armor): X
Alignment: Carry (cn encumbrance): 3,300

COMBAT INFORMATION: EFFECTS FROM DAMAGE:

Monster Age: Unhurt: No effect

Current HD: 2+2 Lost 25% hp: No 2-/3-maneuver climbs

Monster hp: o > Lost 50% hp: No climbs

Monster AC — Lost 75% hp: Must 1-maneuver dive at least
unmodified: b Lost 90% hp: Must 2-maneuver dive at least
w/Barding: Y jdtial Lost All hp:  Dead — plummets

EQUIPMENT ENCUMBRANCE
Rider and Personal Equipment 2,000 cn

707AL

AERIAL MOVEMENT RECORD SHEET
Starting Altitude Movement Spent Dive/Climb Rate
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. Portholes (shutters iN the FRONT)

. CONtRroOI panel
. CoMmMaNdER aND pilot seats
. ObservatioN deck

. Exterior hatch (usable ONly

WhEN fully surfaced)
. Bottom wiNdOW aND haND RrRailiNG
. Map tablc aND scCrOIl casiNGs
. WoobdeN hatches
. Topside l1addeRrs (Usable wheN

(dQisiuod) MIAIA AAIS

panrtially surfaced)
. LaboRratory aNd liviNGg QuUaRrters
. Topside wiNndOwW
. Table aNd chairs
. WoRrkbenNch
. Collapsible buNKks

. StabiliziNg fiN

. CarGgo hold

. Rear ObBSERVER cupola

. Tail fiN

. Dorsal fiN

. Steps up aNd haNd railing

. Magic Missile port (optioNal)

Scale: ON€ sguaRre €Quals 2 fe€t

Statistics

ARrRmon Class: o

Hull PoiNts: 120

Battle Speed: 120' (360')*
Cruise Specd: 90 Miles per day
TURNING Rad.: 120

MiNiMuM Crew: 3

CarGo Holo: 40,000 CN WBIGR“NQ

Cost: 435,210 GP (UNARMED)

(* all DirectioNs uNderwater)
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BOOKRK ONE:

The DUNGEON Master’s SOURCEbOOk
by AARON AlISION

WithiN these 128 pages is the defiNitive iINfFORMALTION YOu, as
DUNGEON Master, N€€d 1O RUN A& caMpaiGN iN the great em-
pires of Thyatis aND Alphatia.

IN additioN to complete geograpbhical, social, historical,
aNd ecoNOMic backGROUND Material ON both 1aNnds, you will
also fiND sevenral fForms tailored for a ThyatiaN/AlphatiaN
camMpaiGN: & characler reconrd sheet (dbouble-sided!), a spell
booKk shee€t, a magic item creatioN sheet, aNd a fIYiNG MOUNT
RECORD sheet, These are MeanNt 1o be photocopied fFOrR yOur
OWN USE,

Plus, you will fFiND coMpl€te RUIES ON USING fIVYING MON-
SIERS A8 MOUNIS—RUIES FOR €VERYINING FROM GOID DRAGONS
to pegasi 1o fIviNGg carpets, Yes, fIYIiNG carpets. Why? Read
the rules.

AND, there are also complete rules for building Magical
structures: flyiNng castlies, air ships, submenrsibles,

This booK, iN combinatioN with the two Player’s Guides,
Give you as the DM all the backGROUND YOU N€€D 1O Create a
liviNg caMpaiGgN IN the oldest civilizatioNns IiN the KNOWN
Wonrlo.

TSR, Inc.
PRODUCTS OF YOUR IMAGINATION™

DUNGEONS & DRAGONS, D&D, ADVANCED DUNGEONS & DRAGONS, AD&D, PRODUCTS OF YOUR
IMAGINATION, and the TSR logo are trademarks owned by TSR Inc, © 1989 TSR, Inc. All Rights Reserved.
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INtRODUCTION

The young man with the unruly mop-top of
red hair stood at the ship’s rail. Land had been
sighted, a few minutes ago, the hilly southern
tip of mainland Thyatis; but the deepening
twilight was making the promontory increas-
ingly difficult to see. Landfall tomorrow, they
promised. Thyatis City within two days. The
redhead grimaced.

Another man stepped to the rail—a black
man, a Pearl Islander. He wore Thyatian dress,
his thigh-length tunic and trousers sky-blue
embroidered in white, his belt and boots shin-
ing black, his cloak black without and royal
blue within. His hair was greying, and age had
a firm hold on him, but he carried himself
well; he walked gracefully, spoke clearly. “I
see you're a Hinterlander,” the islander said,
conversationally.

The redhead grunted. With his screaming
red hair, his broad and elaborately-
maintained mustachios, tunic and trousers
mismatched in color, and buskin footwear, he
could hardly be anything else. “Name’s Dy-
lan,” he said disinterestedly, still watching dis-
tant Thyatis fade into the datkness.

“Tanarobi Nuat, at your service,” the is-
lander replied. “I am with the Pearl Island
consulate in Thyatis City”” He followed Dy-
lan’s gaze ahead, tried to read what lay in the
younger man’s face. “Is this your first time in
Thyatis, citizen?”’

Dylan nodded. “First time anywhere, but
the Hinterlands.”

“Would you care for me to tell you of Thy-
atis? I know the land well. I've traveled to all
the reaches of the Empire, and beyond to for-
eign capitals as well.”

Dylan gave the islander a close look. Had
the man guessed at Dylan’s state of nervous-
ness, at the trepidation he felt at leaving his
homeland to seek fame and fortune in the
heart of the Empire? Tanarobi’s face didn’t re-
veal any such prescience . . .

“Yes, citizen, I would appreciate that,” Dy-
lan said heavily. “What will I find here? Are
the Thyatians here so different from those
who rule my land? Where is there money and
honor to be earned?”

What EVERYONE KNOWS
About Thyatis

ObservatioNs of a Pearl IslaNO€ER

“Slow your pace, young Dylan. I'll answer
what I can . , . at a more comfortable rate.

“I do not know how the Thyatian military
men governing your land act. Since the Hin-
terlands were conquered only recently, and

the Thyatian soldiets there must be spending
much of their time putting down rebellions—
don’t bridle so—I can guess that they’re harsh
and demanding in your own land.

“You’ll find them a bit different on the
mainland. You’ll be a novelty, and they’ll
press you for songs and stories of your native
land. You might earn a good living as a bard—
you don’t sing, do you? No? Pity. You may
find that your style of dress sets new fashions
here, as unfortunate as that might be . . . the
Thyatians love new styles of clothing and jew-
elry. I can only imagine that your vast mus-
tache will be eagerly imitated very soon.

“‘Oh, but make no mistake; the Thyatians
are warlike here, on their native shores, as any-
where. They love to fight, and to watch fights.
Have you thought about trying the gladiato-
rial life? You’ll make a lot of money, but only
for a short time . . . unless you're a very, very
good fighter. But, come to think of it, that's a
reputation you Hinterlanders have, isn’t it?

“They have three great cities. Thyatis City
is the most magnificent of them, the very axis
of the Empire, into which the riches of foriegn
lands flow in a steady stream. Westward is
Kerendas, where the greatest horsemen are
trained, and eastward is Tel Akbir, a city which
still has the colors and flavors of the Alasiyans
who built it centuries ago. Lesser cities it has
too, such as once-proud Hattias, Port Lucinius
whete the navy has its heart, Julinius on the
river, Foteston where the elves visit, and shel-
tered Biazzan.

“What? Yes, I said elves. There are many
elves in Thyatis. I told you the Thyatians liked
exotic peoples. You'll find elves there, native-
born and foreign, and dwarven mercenaries
and craftsmen, and halfling sailors from the far
west, and more besides. Don’t be surprised.

“And don’t be offended, either, by peo-
ples’ actions and customs which you find re-
pellent or grotesque. First, you must gauge
what the person intends with his actions . . .
and if his intent is friendly, or at least neutral,
try to take no offense. You may find yourself
petforming one of your own peoples’ customs
and realize that you've come within a hair’s
breadth of offending some important
petson—and only this fashion of accepting
foreign customs until their intent is learned
will have saved you from death, or worse than
death.

“What? Employment? I take it you're a
warrior? You might tty the military; if you're
smart and efficient—they love efficiency—
you could go far. There’s the arena, as I men-
tioned before; a certain few gladiators become
great and rich and retite young. And there are

always mad ventures to find: Treasure-
hunting, monster-seeking, exploring new
lands . . . I’'m no watrior, and I've seen plenty
of scrapes just doing ordinary diplomatic serv-
ice with the damned Alphatians.

“It’s full dark, now, and time for this old man
to retire for the night. And don’t fret about the
Thyatians. Ever since your land fell to them . . .
you have been a Thyatian. I'll tell you more on
the morrow. Good night, citizen.”

ObservatioNs of a DawN ISIaANO€ER

Scarce had Tanarobi left before another
stepped to Dylan’s side, a dark-skinned,
coppet-haired woman in a gown of forest
green. With her fan, she gestured after the de-
parting Pearl Islander. “Forgive my boldness,
Hinterlander, but I am offended by that
man’s cheerful acceptance of the conquest of
your land . . . and his, and mine.

“I am Lyarette from Helskir, on the Isle of
Dawn. It’s the most northerly city on the is-
land, and has been hotly contested for by both
Thyatis and Alphatia for a thousand years. We
of Helskir have seen the Thyatians and Alpha-
tians at their best and worst . . . and I can tell
you, I prefer Alphatians at their worst to Thy-
atians at their best.

“Why? Read between the lines of what that
Pearl Islander told you! The Thyatians are—"’
her voice lowered so that it would not carry to
the ship’s Thyatian crew—"all liars and cheats
who delight in murder and humiliation.

‘“The Islander said that the Thyatians have
great cities. It’s true, if you count greatness by
the press of numbers. They keep most of their
population in vast tenements, filthy in the ex-
treme. If you don’t have enough money to
purchase a great villa, you live in the tene-
ments with sewage in the streets and a great
wall of noise pressing upon you all the day
long.

“The Islander said nothing to you about
the treachery of the Thyatians. These are the’
most treacherous peoples in all the world! Let
me give you a rule to live by: A Thyatian’s
honor depends on advantage. As long as it’s
still to his advantage to keep his word, he will
do so. As soon as it is no longer to his benefit,
his word, his contract, his oath become mean-
ingless. What you must do is keep your eyes
open and, when you see that circumstances
have changed and it’s no longer to the Thy-
atians’ best interest to keep their word, pre-
pate yourself for betrayal.”

She fanned herself and gave Dylan a mock-
ing smile. “Welcome to Thyatis,” said she,
and moved on.




The following day, as the ship cruised north
along the west coast of the Island of Hattias,
Tanarobi again told Dylan of the Thyatians.

“The strange customs of these peoples are
not so odd when you know how they came to
be. Iwill tell you of their past, as their scholars
teach it to their young. It is a tale long in the
telling . . .

“In their eatliest days, the Thyatians lived
far to the south . . .”

IN the TiMme BefoORre
History

Long before the Thyatians learned to write,
they lived on the southern continent. They
weren't called Thyatians then; each tribe had
its own name. They were so fierce and warlike
that it is said that they did not laugh at Death,
they laughed with him.

In those times, the three greatest tribes
were led by three brother-kings named Thy-
atis, Kerendas, and Hattias. Sailors of their
day had discovered that a beautiful land lay to
the notth and notth-east, and so the kings de-
cided to forge themselves new kingdoms
there. They built ships and sailed across the
unfriendly body of water which separated the
two lands. The crossing was long and danget-
ous, and great storms killed many tribesmen,
so the waters were named the “‘Sea of Dread”
by those who survived.

The three tribes settled these lands and
buile cities named after their kings: Thyatis,
Kerendas, and Hattias.

The Days of
ReaviNg

The tribes sailed everywhere, sacking cities
and terrorizing men of all nations, except one.
These unafraid men were the Alphatians,
cunning folk who lived beyond the Isle of
Dawn, in cities built by magic. They saw how
powerful the Thyatians were and declared that
they must add these fighters to their empire,
so that they could subjugate the world.

The CoMING of the
AlpbhatiaNns

In the year of BC 192, the Alphatians came to
conquet. They sent pitiful navies and armies,
but these were slaughtered to a man. They
sent hordes of monsters; these were slaugh-
tered to the last cub. Then they sent a legion
of magicians, wielding powers the Thyatians
couldn’t withstand, and the Thyatians were at
last humbled.

The conquerors tried to turn the Thyatians
into Alphatians. They taught the tribesmen
letters, atts, music, and even magic. The Thy-
atians learned all this, then discarded it and
invented their own. The Thyatians learned
everything the Alphatians had to teach, and
improved on it, seething within their re-
straints.

The StruGGI€ fOR
FrecOOM

A little more than a thousand years ago, in BC
2, the Thyatians decided that the time was
ripe for rebellion.
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One Thyatian had become a mighty wizard
in the Alphatian fashion; he was Lucinius Tren-
zantenbium. His strongest ally was Thyatian
general Zendrolion Tatriokanitas. Between
them, they made a plan for Thyatian freedom.
Lucinius attacked and defeated each Alphatian
wizard Thyatis, killing all, and proclaimed
himself King Lucinius I of Thyatis. In the war
that followed, Lucinius and General Zendro-
lion beat every wave of Alphatian attackers,
and stirred the other nations ruled by the Al-
phatians into revolt. Eventually, the Alpha-
tians, drained of resources, could no longer
fight on all fronts and gave up the attack. The
Alphatian emperor, Alphas VI, sued for peace,
and on the Isle of Dawn, a treaty was signed be-
tween Lucinius, Alphas, and the kings of the
Pearl Islands and Ochalea.

But Zendrolion discovered that Lucinius
had been driven mad by the magics he had
learned. Lucinius now planned to rule Thyatis
as cruelly as the Alphatians had, helped by the
kings of the Pearl Islands and Ochalea. Back
in Thyatis City, Zendrolion challenged his
friend to a duel and killed Lucinius and those
allied kings. Zendrolion took the heavy crown
of King of Thyatis and Emperor of the Em-
pire, ruling also the Pearl Islands and Ocha-
lea. He raised monuments to his friend
Lucinius and named cities for the first king.

The StrRuGgle—
The Other StorRy ————

That is the tale as it is taught in Thyatis.
Scholars, and historians of the Peatl Islanders,
Ochaleans, and others tell it a bit differently.
According to their records, Lucinius and Zen-
drolion assassinated all the Alphatian wizards
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in Thyatis, and Lucinius duelled only one
fairly, in a public display of Thyatian superior-
ity.
Thyatis did war with Alphatia, and the
other nations did rebel and fought the Alpha-
tians on all sides. The war continued until all
nations were exhausted, and peace was ar-
ranged. Thyatis and Alphatia did sign a treaty,
and then the kings of the Pearl Islands and
Ochalea returned to Thyatis for more treaty-
writing. But ambitious Zendrolion murdered
all three and made up the story of Lucinius’
madness.

The EMpire’s Early
Days

Regardless, in what is now Year 0 of the Thy-
atian calendar, Zendrolion was crowned Zen-
drolion I Tatriokanitas, Emperor of Thyatis.
He quickly moved his military in to conquer
the Pearl Islands and Ochalea; those nations,
exhausted by the war with Alphatia, surren-
dered.

But the Thyatians discovered that, in the
eyes of their new subjects, they had merely re-
placed the Alphatians in the role of hated op-
pressors. Thyatian conquests everywhere
began fierce struggles for independence. Zen-
drolion’s empire looked as if it would soon be
gone; and upon his death (by natural causes)
in AC 20, it seemed that the Empire of Thy-
atis would soon be no more.

But Zendrolion’s widow Valentia was more
forceful and clever than anyone had thought.
She seized control and undertook emergency
measures. She brought the children of the no-
ble houses of all the subject lands to Thyatis,
ostensibly to teach them Thyatian ways, but
also as a hostage-taking tactic which stalled
her enemies.

Then, asking the advice of her wisest coun-
selors and noble hostages, she wrote the Citi-
zens’ Proclamation, the cornerstone of
Thyatian law, which set out the three classes of
Thyatian society (Noble, Citizen, Slave), and
established that all free Thyatians, even those
of conquered lands, were Thyatian Citizens
equal in rank and rights to Citizens of Thyatis
City herself.

She established a representative body of
government, the Senate, with speakers from
all over the Empire. The Senate started with
lictle power, but conveyed the illusion that
each part of the Empire had a voice in its own
rule.

She restructured the Empire’s judicial sys-
tem, mandating a sentence of death for any-

one who bribed a judge or senator, and for any
judge or senator who took a bribe, leaving the
citizens with the impression that what was fair
for one was fair for all in the Empire.

These tactics slowed the movements of re-
bellion and allowed the Emptress to hold the
Empire together. When at the end of a long
and fruitful life she died, she was much re-
spected, and is now remembered as Valentia
the Justiciar.

The Bright AGE ——

In the centuries after Valentia, the Empire ex-
panded and worked to make reality of Valen-
tia’s promises. The Senate, through pressure
and sometimes blackmail and murder, gained
the right to be the sole body which wrote laws
for the Empire. Thyatian forces entered Yla-
ruam and took several Alasiyan cities, securing
Thyatis’ borders to the north. Arts and learn-
ing flourished; cultures mixed in Thyatis City;
the Empire remained secure.

Far-sighted Emperors made pacts of peace
with the Vyalia elves of the western Dymrak
Forest; the elves began teaching their forest
spells to selected men and women called For-
esters, who learned both to fight and wield
magic in the fashion of the elves.

It was obvious that Thyatis would never be
able to match the Alphatians in numbers of
magic-users . . . but, unlike the Alphatians,
the Thyatian emperors supported clerical or-
ders, that Thyatis might be strong in clerical
magic.

Hattians, the most grim of the Thyatian
peoples, did not like the direction the Empire
was taking. To their way of thinking, con-
quered peoples were for enslaving, and races
wete not for mixing. The Empire was doomed
unless it was made to follow Hattian ideals;
the Hattians decided to strike.

In AC 313, the Hattians rebelled, launch-
ing an army toward Thyatis. But Emperor
Alexian II withstood their siege, then scat-
tered them with his late-arriving Kerendan
cavalrymen. Hattias was occupied and its walls
torn down as a sign that it might never again
pretend independence of Thyatis.

As Thyatis continued its move into Ylati
lands, the northward-moving Thyatians on
the Alasiyan coastline ran into the southward-
moving colonies of Alphatians; this began
centuries of colonial warfare in the Alasiyan
lands.

Yeanrs of ReVeERrses

With northern expansion stalled by the Al-
phatians, in the sixth century AC the Thy-
atians began moving west. They bypassed the
Minrothad islands and gloomy Traladara to
take the pretty lerendi islands. Initially, they
established only prison colonies on these is-
lands, which were already inhabited by half-
lings. But later, as the Alasiyan conflicts with
Alphatia heated up, they seized all these is-
lands and the halflings’ lucrative shipbuilding
industry there.

This didn’t last. In AC 600, the ptison colo-
nies rebelled and drove out the Thyatians.
Over the next 40 years, the Thyatians tried oc-
casionally to recapture the islands, but resist-
ance was stiff . . . and the Alphatians were the
more pressing matter.

In the eighth century, the Alasiyan war be-
came fiercer. Whole colonies were depopu-
lated by the war; resources were strained. The
Thyatians made one last attempt at grabbing
the Ierendi chain, but the reconnoitering fleet
was ambushed and massacred by the wily
Ierendians, so that plan was abandoned.

The Alphatians in Ylaruam began pushing
the Thyatians out. Whole colonies were de-
sttoyed. Some Thyatians struck out for the
Flaemish territories to the far northwest; oth-
ers came, disheartened, to mainland Thyatis.

In the early ninth century, an Alasiyan
chieftain, Suleiman Al-Kalim, united the
tribes against both empires and drove them
out with religious fervor. Thyatis held onto Tel
Akbir and its small peninsula . . . but Yla-
ruam was lost to Thyatis. Ironically, by throw-
ing the Thyatians back south and the
Alphatians back east, the forces of Al-Kalim
also ended that 300-year-long war with Al-
phatia.

The TenNth CeNTURry

Around the Year 900, Emperor Gabrionus IV
began a new and glorious period of Thyatian
expansion. He sent troops to Traladara, con-
quered that dark land, and built a new capi-
tal, Specularum, on the site of its chief trading
village. He expanded Thyatian territories on
the Isle of Dawn, then built Oceansend in
Norwold. .

His son, Gabrionus V, who took the throne
in AC 913, was a more scholatly sort who pro-
moted the arts and goodwill between men but
let the military slip into decline. The cunning
Alphatians, of course, took much notice of
this.
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In 959, when the Thyatian navy was seri-
ously understrength and Gabrionus V was an
old man, the Alphatians, under Emperor Ty-
lion 1V, attacked. They overran Newkirk and
West Portage on the Isle of Dawn and pre-
pared to assault the Thyattan mainland.
That assault came the next spring, and the
Thyatians were not able to stop it.

The siege of Thyatis City was short and
cruel. The Alphatians, with their magics,
battered down the great city gates and drove
like a spike to the palace, where they slew
Gabrionus V and proclaimed their victory.

At the time, the most beloved man in Thy-
atis City was a gladiator, an Oceansend-born
Citizen called Thincol the Brave. As the Al-
phatians began their looting and destruction
of Thyatis City, Thincol organized the city’s
surviving gladiators, mercenaries, knightly
orders and army into a massive counterat-
tack. It was a wild, chaotic assault, so unlike
the Thyatians’ usual orderly plans that the
Alphatian forces couldn’t deal with it. The
Alphatian forces were smashed and pushed
back out of the city.

Thincol, ambitious and clever, had res-
cued Gabrionus’ daughter Gabriela during
the palace assault. He convinced her that the
Empire now needed a strong, harsh man

(such as himself) to build Thyatis back to
glory. Convinced by the combination of his
popularity, looks, ambition, ability, and res-
cue of her, she consented to marry him, se-
curing his claim on the throne. He became
Thincol I Torion, Emperor of Thyatis.

While this was occurring, Oceansend de-
clared itself independent of Thyatis; already
the Alphatian assault on Thyatis was causing
more harm to the Empire. It took two years
for Thincol to reclaim the lost Isle of Dawn
cities. Eight years later, Stefan Karameikos
I1I of Machetos offered the Emperor his rich
duchy in exchange for clear title to Traladara
to the west; Thincol agreed, and used those
ducal lands and funds to finish the rebuild-
ing of his military.

Ten years ago, AC 990, Thincol turned his
eyes on the Hinterlands, on the southern
continent. Hinterlanders, burly brures with
flaming red and yellow hair, occupied those
lands in numberless tribes. Thincol admired
these peoples and their lands, and decided to
take them. For the ten years, his legions have
taken territory after tetritory, tribe after
tribe, and the process will not stop until all
the Hinterland barbarians are Thyatian citi-
zens . . . or manage to throw the Thyatians
out.

In these years, too, the Thyatians have had
squabbles with the Alphatians in Norwold,
on the Isle of Dawn, and in the eastern sea-
routes. But there has been no major war with
Alphatia for nearly forty years . . . and many
believe that it’s about time for a new one.

“That is,” Tanarobi continued, ‘“‘the tale
of the Thyatian Empire, in its brief form.
Scholars can tell you muchmoreof it . . . but
I think you know enough to see why the Thy-
atians are as they are. Now, let’s turn to the
land itself, and its peoples . . .”
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“Tomorrow we dock at Thyatis City,” Tanarobi
mused. ““There you will learn quickly of the
Empire and her peoples. Perhaps you would
like to know more of the Empire herself, her
great cities and diverse inhabitants?”’

MaiNIaNd Thyatis ——

On the fold-up sheet is a map of mainland
Thyatis. Refer to it as you read the description
of this area.

The nation of Thyatis is made up of the
southeast corner of the western continent and
several nearby islands. North are the Altan Te-
pes mountains, which protect Thyatis from
desert winds and raids by the Ylari warriors.
West is the thick Dymrak Forest, haven of
elves and goblins. South and east is the sea—a
shield from foreign ground-troops but a road
for Thyatian vessels.

Thyatis is bordered to the north by the
Emirates of Ylaruam, which conducts trade
with Thyatis, and permits Thyatian trade cara-
vans to pass through to the Northern Reaches,
Darokin, Rockhome, and the Ethengar Khan-
ates. Ylaruam and Thyatis exist in an uneasy
peace.

West of Thyatis is the Grand Duchy of
Karameikos, an independent nation. The rul-
ing class there is largely Thyatian, and its
Grand Duke, Stefan Karameikos, is an old
friend of Thincol I, so relations between the
two nations are cordial. Stefan Karameikos
knows that the more wealthy he makes his
lands, the more the Thyatians will covet it, so
much of Karameikos’ increasing wealth goes
into his military.

West of the Island of Hattias, the sea be-
longs to the Minrothad Guilds.

Mainland Thyatis is very temperate; tem-
peratures in Thyatis City range from 40 to 50
(Fahrenheit) in winter, 45 to 55 in spring, 60
to 70 in summer, and 50 to 60 in autumn.

KereNDAN PlaiNs

The western region of mainland Thyatis is
called the Ketendan Plains. This is the flat-
test, richest land in Thyatis. Here are the best
farmlands and pasturage, well-watered by
runoff from the Altan Tepes mountains. Many
caravans pass through, bound for Thyatis City
and beyond.

This is the best horse breeding country in
Thyatis. Kerendan horses are prized all over
the continent, and Thyatian and Ylari horse-
breeders keep up a fierce competition as they
try to breed the world’s most wondrous
steeds. These plains are also the seat of Thy-

atis’ cavalry. The city of Kerendas is home to
the great Thyatian cavalry officers’ training
school.

This area has three communities of note:

Kerendas is the area’s largest city, a thriving
seaport and trade city with a long and distin-
guished military tradition. It is thought to be
less decadent than the imperial capital, and
Kerendans pride themselves on being
stronger, faster, and less dissipated than citi-
zens of Thyatis City.

Foreston is a medium-sized town built at
the verge of the Dymrak Forest. This town, a
human community with a large number of
elves and halflings, is the seat of the Forestets,
the order of magic-using human fighters.

Greenheight, built within the Dymrak For-
est, is a town of Vyalia Elves and the sister
town of Foreston. It is one of two predomi-
nantly demihuman towns to be found in
mainland Thyatis.

CenNtral Thyatis

Central Thyatis is also a rich farmland. It is not
quite as rich as the Kerendas area, nor as flat,
but it is mote admirably situated to rule this
empire. This area is also notable for its chief
waterways, the Mesonion River and the salt-
water Vanya’'s Girdle. This region has many
towns and villages, and one great metropolis.

Thyatis City is the center of the Empire, its
greatest city, most powetful port and trade
center, seat of its navy and trading fleet. The
city has been constructed with soaring stone
walls, broad streets of concrete, huge public
works and buildings, lavish villas and man-
sions. There are also huge tenement areas,
with city block after block of three-and four-
story tenement dwellings. Thyatians don’t use
the name “Thyatis City” —the city, to them,
is Thyatis, and the nation is Thyatis because it
is an extension of the city.

Port Lucinius is east of Thyatis City, at a
broad point of Vanya's Girdle. It is a military
port where the navy is trained. It is also
charged with the defense of Thyatis City from
naval invaders from the east; the seafarers here
take that vety seriously, and call themselves
the “Shield of the East.” There is a civilian
town by the base; it features many entertain-
ments for off-duty naval men and women.

Julinius is west of Thyatis City, on the west-
ern terminus of Vanya’s Girdle. It is much like
Port Lucinius, with a protective naval station
and surrounding community, but is smaller
than the other defensive port.

IslaN® of Hattias

The Island of Hattias is separated from the
mainland by Vanya’s Girdle. The north end of
the Island is green and hilly, good grazing
land for sheep and goats. There are many
vineyards on the Island; the Island supplies
much of the mainland’s wines. Farther south,
the Island graduates to rocky hills with
patches of deep forest. The hillsmen are
chiefly sheepherders.

The Istand has many villages, chiefly on the
sea-coast, and one city.

Hattias, once equal with Thyatis and
Kerendas, rebelled against Thyatis centuries
ago and the city was crushed; ever since, the
Hattians have resented other Thyatians.

Hattians speak a distinct dialect of the lan-
guage and have different attitudes on many
subjects. They are reluctant to mix with other
races, and seem cold and atrogant to those
outside their communities. They make the
best footmen in the Thyatian armies.

PeNiNsula of Tel ARbiR ——

This region was originally settled by Alasiyans
of Ylaruam. The region has adequate farming
lands, good grazing for sheep, and excellent
fishing waters. In the early days of the Empire,
the Thyatians captured Tel Akbir and began
colonizing up the coast. Centuries later,
though driven out of Ylaruam, they held onto
the peninsula of Tel Akbir, and it remains
Thyatian today.

The peninsula has one large city.

Tel Akbir, built by Alasiyans and expanded
by Thyatians, is a blending of the two cul-
tures. The architecture is 2 mix of delicate Ala-
siyan onion-shaped tower-tops beside the
columned temples of the Thyatians. The Ala-
siyans here mostly do not follow the teachings
of philosopher Suleiman Al-Kalim; most
study the cosmopolitan faiths of the Thy-,
atians, while maintaining their Alasiyan cus-
toms in language and dress.

NorthlaNDs

This part of the nation consists of steep hills
graduating into the Altan Tepes mountains.
There are rich metal deposits in those moun-
tains, and there are many mines (worked by
humans and dwarves) and many towns sup-
porting them.

This region has three important towns.

Goldleaf is a mostly-human community; it
is a trade center where miners trade gold for
supplies, and a craft center for metalsmiths.
Innovative techniques are developed here.




Makrast (Broken Mountain) is a dwarven
mining and crafting community settled in the
dawning days of the Empire by the Rockhome
dwarves who built the palace of Zendrolion I.
These dwarves make regular trade trips to
nearby Biazzan or to Kerendas, but don't al-
low humans (other than representatives of the
Empire) within their city.

Biazzan was built by Alasiyan settlers, then
conquered by Thyatis. Built in a green valley
sheltered by hills and mountains, it has a tra-
dition of education and trade. Here, a univer-
sity has grown, with great minds from
Ylaruam and Thyatis and the Vyalia elves; it is
a haven for scholarship, collection and distri-
bution of world history and knowledge. Since
a major trade route runs through Biazzan, the
city sees much regular business.

SURROUNDING IslaNDs

There are many small islands within Thyatian
waters, and four large ones.

Terentias is 50 miles southwest of Kerendas.
It’s a continuation of the Minrothad chain,
and the Minrothad Guilds and Thyatis have
had squabbles over ownership of the island.
The island is Thyatis’ staging area to the west.
Much trade, the national pastime, is con-
ducted here. Pirates make a lucrative living
disguised as traders.

Mositius is a long istand east of the Island of
Hattias. It is great vine-growing territory, and
its wines are famous. Toward the center of the
island is a volcano; though it is thought to be
dead, strange mists sometimes emerge from
its crater and float across the town, with un-
predictable results on the townfolk.

Carytion, due south of Tel Akbir, is a haven
for the wealthy. Great villas ate built here, on
the slopes of the prettiest hills of all Thyatis,
ovetlooking the most gorgeous seascapes in
the Empire. The only villages here are wholly
owned by wealthy families. Here also is a na-
val base, which helps keep pirates from the is-
land’s shores.

Borydos, south of Carytion, is a rocky, hilly
island serving as a prison colony. Once it was
occupied by herdsmen and fishermen, but af-
ter the Thyatians were driven out of Ierendi,
the Empetor of that time relocated all the
population, then deforested the island to
make it harder for prisoners to hide. Sea-
monsters have been reared in the waters
around the island, which discourages swim-
ming escapes. Prisoners are left on the island
to survive as best they can through the dura-
tions of their sentences.

CONQUERED
TERRItORIES

Take a look at the map of the Thyatian Empire
on page 8. It shows, in reduced derail, the
mainland and the other imperial tetritories.

The southetn and western shores of the Isle
of Dawn have belonged to Thyatis since its
first Great War with Alphatia. The Pearl Is-
lands and Ochalea have been Thyatian con-
quests since the early days of the Empire. The
newest conquests, the Hinterlands, have been
taken only in the last decade, and the process
of conquest continues there now.

The Empire has owned many other lands in
the course of its history—southern Ylaruam,
the Grand Duchy of Karameikos, Ierendi,
parts of Norwold, and elsewhere—but these
tegions now rule themselves.

HiNnterlaNDds

The most recent Thyatian conquests, still go-
ing on, are taking place on the north coast of
the southern continent. Blonde-and red-
headed barbarians, strong in war, live there.
They take well to literacy, to the Thyatian
schools of watfare, and to Thyatian customs
. . . however, they stubbotnly resist conquest,
and conquest of one clan means nothing to
the clan living a mere mile away. So Thyatian
progress in this land, while steady, is slow.

Isle of DawN

The Isle of Dawn was settled by Alphatians
before Thyatian history began. When Thyatis
rebelled against Alphatia, it took its war as far
as the Isle of Dawn and seized about a third of
the island, on the south and western shores.
Now the island is split with Alphatians on one
side, Thyatians on the other, and a large unoc-
cupied plateau in the center of the island’s
south end.

Thyatian-controlled areas include: Helskir,
the Grand Duchy of Westrourke and
Newkirk, Redstone Castle, Fortress of Ken-
dach, West Portage, the dark and nightmarish
Shadow Coast, and Castle Furmenglaive and
Caerdwicca. In most of these areas, you find a
mix of Thyatian and Alphatian races.

Ochalea

Ochalea is the large island southwest of the
Isle of Dawn. An unfriendly, volcanic land, it
was settled by Alphatians too poor in magic to
make good lives for themselves in Alphatia.
Consequently, the Ochaleans have never been
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fond of the Alphatians. The Ochaleans, to
make up for their lack of pure magic poten-
tial, have largely turned to clerical studies.

When the Thyatians of a millennium ago
rebelled against Alphatia, Ochalea soon fol-
lowed suit, and arranged formal alliance with
King Lucinius. Ochalea was nearly crushed in
the wat, so when Zendrolion I killed theirking
and occupied the island, they had no strength
for rebellion. However, the Ochalean hostages
taken by Valentia contributed much to her re-
forms.

Since then, the Ochaleans have built their
economy on fishing. They have come to think
of themselves as Thyatian citizens, and as the
advance guatd in the study of clerical matters.

Pcanl IslaNDs

These islands, south and southeast of Ocha-
lea, were settled by black seafarers of far-
eastern Tangor in the centuries after the
Thyatians settled in the north. Calling them-
selves Nuari, after the great island of Nuar,
these people are fighters and philosophers.
The Nuari philosophy calls for individual ex-
cellence in all things, so the Nuari make of
themselves all they can, studying warfare and
the arts, music and magic, theology and
games. But their spirit of individuality and
their scattered-village lifestyle meant they had
no military formations or walled cities with
which to withstand sieges.

The Alphatians conquered them to control
the trade of the peatls that Nuari divers
brought up from the sea floor; the Alphatians
called this region the Pearl Islands. Mere dec-
ades later, the Thyatian rebellion of BC 2
helped the Nuati throw off their Alphatian
overlords. But soon after, Zendrolion I con-
quered them again; fortunately, his widow Va-
lentia’s reforms, especially the idea of
imperial citizenship, appealed to the Nuari
philosophies. Since those days, the Nuari have
been prosperous Citizens of the Empire.

There are no large Nuari towns, only vil-
lages. The Thyatian naval base and trading
port of Seagitt is the largest community on
these islands.

That, in short form, is the Empire. To find
out more about these lands, ask your DM for
further details.
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As if shocked by a bolt of lightning, Dylan
stood dumbstruck in one of the dozens of
huge market plazas he’d seen since debarking
in Thyatis City.

All around was confusion and riotous cele-
bration. Wildly-dressed crowds moved
through the streets, drinking wine, singing
songs, dancing in the manner of a dozen dif-
ferent peoples, shouting wishes for the Em-
peror’s health on the occasion of his birthday.

Dylan, bewildered, stood flat against a
shop wall and just watched the crowds flow by.
His peoples, the Hinterlanders, treated birth-
days with the solemnity they deserved—the
day of birth was a milestone to one’s death
and was not a day of celebration. But these
Thyatians danced in the streets.

That’s not all they did. Mere minutes after
he’d said his goodbyes to Tanarobi and de-
barked, he’d run into his first crowd of
drunken celebrants; there, a tall, merry
copper-skinned man had tried to kiss him—
and no Thyatian peck on the cheek, either!
Dylan’s first, startled reaction was to smash
the fellow, but he remembered Tanarobi’s ad-
vice abour gauging the motives of the other
fellow, and stayed his hand. So the crowd of
merty, drunken, dancing, kissing strangers
paraded on unmolested.

Traveling toward the center of the city, he’d
seen what he thought were men dressed as
women, and women dressed as men, and
units of precision Thyatian soldiers perform-
ing spectacular weapons drills in an open
plaza; there were parades, fairs, and demon-
strations.

Yer the on-duty city guards were cooly un-
moved by the entertainment. When tempers
flared in the crowds, no fists flew—duels were
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arranged. For all their semblance of wild en-
joyment this celebration day, the Thyatians

were creatures of discipline and habit . . . Dy-
lan wondered if he would ever understand
their contradictions.

NatioNnal Character —

You know where the Thyatians came from and
how they came to be as they are. Now, it’s
time to see what sort of people they are—how
they act and react, what they love and hate.

FightiNGg Ability

More than anything else, Citizens of the Em-
pire admire fighting ability. This doesn’t
mean that they’re constantly fighting among
themselves, knifing one another over the fam-
ily meal, starting riots at the drop of a helmet.
But it does mean that their heroes are all fight-
ers of one kind or another—even magicians
and holy men must be powerful in war to be
admired.

Warfare dominates their arts and
entertainments—the best-loved sculpture,
stage plays, and poems deal with martial
themes.

However, though there is usually some con-
flict taking place somewhere in the Empire,
there is not always a true war. Such wars drain
wealth and vitality from the Empire. So, while
a border war with Ylaruam or a far-distant
tribal kingdom keeps the homeland in good
spirits and fills the streets with news, an all-
out war will eventually result in poverty, ex-
haustion, and gloom settling over Thyatis.
The Thyatians know this . . . and so pick their
fights carefully.
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DiscipliNe
Thyatians pride themselves on their disci-
pline. Their soldiers, schools, industries, gov-
ernment, clerical ordets, even artisans’ guilds
and criminal gangs are organized and profes-
sional. However, such a widespread dedica-
tion to order has its problems. An
assembly-line is efficient but does not lend it-
self to creativity.

Because of this, the Thyatians’ greatest he-
toes are those who defy discipline and achieve
greatness alone, unbeftiended. The general
who leads the army in conquest of a new terri-
tory gets cheers in the streets . . . but the un-
conquered gladiator who fights treacherously
and then kicks the corpse of his fallen foe, who
makes vulgar gestures at the senators or the
Emperor himself while taking the accolade of
the crowds, is the one who captures the heart
of the Thyatians.

Thyatians adore the individualists who pre-
serve the Thyatian state but also do not give in
to that state when choosing how to live their
own lives.

EfficieNncy

It has been said that the Thyatians worship an
Immortal called Efficiency—and that they
birthed him. And it’s true that the Empire
loves to do things in the most efficient manner
possible. Wars of revenge are discouraged;
wars of conquest and raids for booty are en-
couraged. Trade is encouraged, for the
middle-man always gets a slice of the profits;
speculation in new industry and colonization
in unsettled lands are not, because the
chances of failure and loss are so high. Mar-
riages of convenience and of alliance, at least
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among the upper classes, far outnumber mar-
riages of love.

When playing a Thyatian, keep in mind
that he’ll analyze any situation in terms of ef-
ficiency. If what’s going on is not efficient,
he’ll probably offer a cold, heartless, efficient
alternative. Naturally, he won’t press the
point if it will alienate his friends.

Races

One Thyatian trait may come as a surprise.
The Thyatians, among all the civilizations of
this part of the world, are the fastest to em-
brace new cultures and races, mingling them
with their own with delight and interest. The
Thyatians love exotic cultures, races, fashions
and customs. When contact with a new cul-
ture results in the sudden appearance of new
cults and sects, clerics and scholars eagerly
rush to learn about them, to contrast and pet-
haps combine with their own.

When conquering or meeting new peoples,
Thyatians are quick to write down the history,
legends and folklore of these peoples, to inter-
marty with them, to absorb their arts and cul-
ture. Sometimes the Thyatian conquerors end
up, after a generation or two, being indistin-
guishable from the natives.

So the Thyatians cannot now be said to be a
“race.”” The races which blend in the Empire
include the hardy olive-skinned members of
the original Thyatis, Kerendas and Hattias
tribes, dusky Alasiyans, fair reavers from the
Northern Reaches, dark-skinned Nuati from
the Peartl Islands, red-haired barbarians from
the Hinterlands of the southern continent,
copper-skinned common Alphatians from the
Isle of Dawn, and even elves of Thyatis’ west-
ern forests. Each of them enriches the Em-
pire’s culture, arts, entertainments, and
history. Dwarves and halflings are welcome in
the Empire as well, and add to its culture and
learning, but cannot intermarry with humans
or elves.

The Role of Magic-Users —

One might think, because the Thyatians dis-
like the Alphatians, that they would also dis-
like magic. It’s not so. Magic is colorful and
exotic. Magic can be used in warfare. And,
most of all, magic is efficient.

So the Thyatians learn and promote the
teachings of magic. They have one magical
university, the College of Lucinius, in Thyatis
City; the human community of Foreston is the
home of the Foresters, magic-using fighting-

men who originated in Thyatis, taught by the
elves of Greenheight; and there are many wiz-
ards throughout the Empire who teach small
schools or individual apprentices.

This is not to say that the magical teaching
in Thyatis rivals that of Alphatia or Glantri—
far from it. But the opportunity to learn is
there.

However, clerics are spell-users too . . . and
there ate many powerful clerical orders in the
Empire. Clerics are well-respected in Thyatis.
Clerical magic has helped Thyatis cope with
the overwhelming magical might of the Al-
phatian Empire. And clerics fight—they’re
some of the best fighters in the Empire.

The Role of WOMEN

In ancient times, before the tribes came to this
continent, Thyatian women fought beside
their men. According to legend, the Immortal
Vanya was a woman of the Thyatians who
achieved immortality. But after the resettling
of the tribes on this continent, the tradition of
the she-warrior went into decline. It had never
been practiced among the Hattians in any
case. By the time of the Alphatian conquest,
female warriors were a rarity among the Thy-
atians.

But they never disappeared. Today, though
it’s difficult for a young woman to get formal
instruction in combat, it's not impossible;
such women must either find another woman
warrior to train them, or convince male war-
riors that they have the potential to be good
fightets. There are a few female fighting or-
ders, and a few more which admit both males
and females. Additionally, many clerical or-
ders and the Foresters freely accept women.

Once a woman has trained to a recognize-
able level of fighting ability—4th experience
level—this cultural discrimination takes a
quick about-face. Suddenly, the she-warrior
is admired and respected, for attaining profi-
ciency in warfare and defying long odds to do
s0.

Opinions on female fighters vary among
the Thyatian Empire. The Ochaleans don’t
like for women to fight; the Ochalean women
who wish to become fighters must learn to
fight elsewhere in the Empire. They'te not ac-
cepted as Ochaleans when they return to their
homeland . . . but, as full Citizens of the Em-
pire, they can’t just be sent away.

Women of Alasiyan descent, especially in
Tel Akbir, suffer the same problems as the
Ochaleans, but (being on the mainland) find
it easier to leave home and pursue their own
destinies.
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Women of the Pearl Islands are encouraged
to become great fighters and sailors, and are
much prized in the Thyatian Navy.

Women of Alphatian descent, from the Isle
of Dawn, accept no limits to their learning.
They prefer to become Foresters, but many
take on other professions. Some with no magi-
cal porential become dedicated warriors; they
enjoy the fact that they can earn status they
would lack in communities with strong Al-
phatian origins.

Women of the Hintetlands have fought be-
side their men from as far back as their earliest
legends reach.

EMpire iN Decline

To an ever-increasing degree, decadence and
irresponsibility are infecting the nobility and
the wealthy of the Empire. The rich are spend-
ing ever-greater amounts on feasts and festi-
vals, shows and tournaments. Ministers and
Senators supplement their incomes with
bribes. The proportion of slaves to Citizens is
rising in Thyatis. Greater amounts of wines,
liquors and foreign stimulants are being con-
sumed.

The Emperor, of foreign birth, is steadfast
against these excesses and still sets an example
for the common man. But, increasingly, the
court and the wealthy indulge in excess and
debauchery . . . and eventually this will bring
great harm to the Empire.

AgGe

Children begin their education (or are ap-
prenticed or begin work, depending on social
status and wealth) at age 7. At age 14, many
noble youths become squires, good appren-
tices become journeymen, some lads become
cabin-boys, and young women are betrothed
(among nobility). Seventeen is considered the
ideal year for young women to be married, 21
for young men. At age 18, Thyatians are rec-
ognized as Citizens of the Empire, but are still
bound to their families’ wishes. Noblemen
are supposed to be betrothed at this age;
many men also enter the military.

Age 21 is called Freedom Year. Citizens
turning 21 are recognized as free from their
families. This doesn’t mean that they are
kicked out of their families; it means that they
are no longer obliged to follow their parents’
decisions.
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RUNNING Away fROM
Home

An old and honorable custom among Thy-
atians is Running Away from Home. Many
Thyatian youths run away from home to
thwart their families’ plans for them. A lad
who doesn’t want to become a tanner (he
longs to be a great warrior), a lass who doesn’t
want to wed stupid Dorcius from down the
lane, or any youth who thinks himself op-
pressed might decide to run away from home.

So the Empire crawls with runaways be-
tween about the ages of 14 to 21. (At 21, the
Year of Freedom, these youths are no longer
runaways; their families have no legal power
over them at that point).

Runaways depart home secretly, with their
few belongings, take a new name, and flee
somewhere they think their parents will not
find them—such as the military services, mer-
chant sailors, etc. Traditionally, they claim to
be orphans so that they won’t have to answert
questions about their families. This has be-
come such a tradition that, today, a runaway
might take his or her possessions, go to a fa-
vorite uncle or the father of a friend, give his
new name, and say, “I am an orphan in need
of employment; do you have a place for me on
your vessel?” And this adult, with an amused
and knowing smile, will employ the runaway.
Until the runaway reaches his Freedom Year,
he will be called by his false name, and there
will be no formal recognition of his true iden-
tity until then.

The law prescribes no punishment for run-
aways who are brought back to their families;
the family heads decide how to punish run-
aways. Some choose not to punish them; some
force the runaways back into the grinds or sit-
uations which inspired them to flec in the first
place, and accompany this decision with the
beatings and disciplines which are thought to
make obedient children out of ungrateful
brats. Naturally, these children often run away
again.

Of the adventuring sort of Thyatian citizen,
easily 35% spent time as a runaway, living un-
der an assumed name.

Marriage iN Thyatis —

Marriage is a custom among Thyatians. It is
performed in churches or temples by clerics of
3rd level or higher. Citizens under age 21 re-
quire their parents’ consent to marry; slaves
requite their owners’ consent to marry.

Cross-Class MaRrriaGges

It’s not common for Thyatians to marty out-
side their classes . . . but it does happen, es-
pecially among adventurers, who often wed
for love. A Citizen marrying a Noble becomes
Noble; a Slave martying a Citizen becomes a
Citizen; a Slave martying a Noble becomes
Noble. Should these two ever divorce, or
should the spouse who was born to the upper
class die, the other spouse retains his or her el-
evated status.

Divonrce

Divorce is simple in Thyatis. The two parties
draw up a contract of divorce, which they sign
in the presence of a cleric (31d level or higher)
and witnesses. When that is done, the divorce
is final. But if one refuses the request, there
can be no divorce. By Thyatian law, divorce
must be agreed upon by both parties. So, if
the two parties dispute over separation of
goods and cannot come to terms, or if one
refuses to divorce the other, there is no di-
vorce.

Slaves may divorce only with the permission
of their owners. An under-age bride or groom
may not sign a contract of divorce; he or she
must have the signatute of a parent.

The Empire looks with tolerance on two di-
votces, but assigns a penalty equal to half the
offender’s taxes for the last year for subse-
quent ones; if only one party is on his third or
later divorce, only he pays the fee. The Empire
prefers its families stable.

Dress

The basic Thyatian outfit for men consists of a
thigh-length short-sleeved tunic, belted at the
walst; trousers, hose, or bate legs; soft shoes or
boots; and a cloak suited to the weather (none
in summer, hip-length in autumn and spring,
long and hooded in winter). The basic Thy-
atian outfit for women is an ankle-length
sleeveless gown with pins or brooches at the
shoulders, belted or roped at the waist; san-
dals, soft shoes, or soft boots; and a cloak
suited to the weather.

However, the Thyatians vary these basic ar-
rangements depending on their mood,
wealth, and situation. A man’s tunic may be
long-sleeved, and may reach down as high as
his upper thighs or as low as his knees. Often
it is square-cut at his neck but it may be V-
necked with laces. Hard knee-high boots are
often worn with trousers. Women’s gowns
may be long-sleeved, in which case they are
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sewn rather than pinned at the shoulders and
are laced up the back. Sleeves may be tight or
flaring. Gowns may be knee-length, espe-
cially for girls and adventuring women, and
are sometimes worn with hose ot trousers, low
or high boots. Women adventurers often opt
for men’s pullover tunics for convenience and
comfort.

The Thyatians love bright colors on their
garments—embroidered scenes and designs,
bright dyes, fringes, shiny buckles and but-
tons and brooches, and so on. Wealthy Thy-
atians are extravagant (but prefer for their
colors to be coordinated pleasingly); middle-
class Thyatians are less ostentatious.

The poor, and slaves whose owners don’t
spend money on their garb, tend to have one
or two garments in dirty white or tan; rope
serves for belts, sandals or bare feet for better
footwear.

Thyatian men cut their hair short. Some
wear short beards and mustaches, but more go
clean-shaven. Thyatian women wear their hair
as long as situations permit (obviously, rich
women can afford longer hair than poor);
when they work, it is usually worn in a pony-
tail or single braid. Special events call for or-
nate hairstyles, often involving braiding or
dressing the hair with chains of beads or pre-
cious gems.

The Thyatians don’t like headgear, and
don’t wear it except when weather demands;
then, they don hoods or hooded cloaks. Mili-
tary folk wear hats.

The Thyatians like jewelry. They wear
finger-rings, earrings, decorative pins and
brooches, buckles, bracelets, necklaces, chains
and buttons; women wear fine hair-nets or
chains to braid into their hair; nobles may
wear tiaras and coronets up to half an inch
wide.

ThyatiaN Military
UNifORM

Thyatian military men wear a thigh-length
long-sleeved tunic, women a knee-length
long-sleeved tunic; both wear trousers, belt,
sword-baldric (a sword-belt hung over the .
shoulder), and knee-high boots. Accessories
include gloves, a billed cap, and a long
hooded cloak. Rank insignia is worn as a patch
on the left breast; the lower patt of the patch
indicates battle-honors.

Officers’ tunics, male and female, have a
double set of buttons on the breast, and ad-
ditional rank insignia on the shoulders. Offi-
cers wear broad-brimmed hats instead of
caps.
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Different military units have different-
colored uniforms. The navy in Thyatis City
wears royal blue; the Kerendan cavalry wears
tan; the Hattian footmen wear black with
gold piping; Forester and elf units wear green;
dwarf units wear red tunics with their other
garments the color of rust.

Dress uniforms for all services are white;
colors for accoutrements (belts, boots, insig-
nia) vary from unit to unit.

Metal-armored troops wear a garment over
their armor. It may be a surcoat, a huge long-
sleeved tunic which fits over the armor and
hangs to the knees; or it may be a tabard, a
broad strip of cloth with a hole in the center
through which the watriot’s head fits, so that
the cloth drapes down the warrior’s chest and
back, tied by strings at the sides. This garment
is in the colors of the warrior’s normal uni-
form, and bears his unit designation and
rank. Thyatians never wear metal armor bare;
this garment is required by law.

Clothes of Tel ARKbiR ———

Men wear trousers and a short tunic under a
long open-front robe which reaches the feet.
A broad sash acts as a belt; the Alasiyan may
be barefoot, wear sandals or soft boots. A
wrap called the keffiah is worn on the head.

Women wear soft floor-length long-sleeved
gowns, belted with a sash; light shawls worn as
hoods, often held to the head by a coronet or
headband; often veils across the lower faces;
and sandals or slippers. While ancient Ala-
siyan tradition mandates that women not bare
their faces in public or before strangers, the
women of Tel Akbir do not follow this custom;
their veils, if worn, are sheer and non-
concealing.

A type of indoots outfit worn by women,
particularly dancers, includes a short vest,
loose pantaloons tied tight at the waist and
ankles, and much jewelry, particularly finger-
rings, cymbals, chains of bells, and necklaces.

Clothes of the Isle of
DawN

Men and women of Alphatian descent prefer
the Alphatian robe. In its basic form, it is a
floor-length robe with long, wide sleeves, col-
orfully dyed or embroidered, and belted at
the waist. But it has many variations. Men and
women both often wear it at knee-length,
with trousers and boots; the belt may be a
broad leathér belt, sash, or rope wound
around three times; the sleeves may be pulled
up and tied off above the elbow; the robe may

or may not have an attached hood. Color and
fabric quality vary with the wealth of the
wearetf.

Those of Alphatian descent tend to wear
very simple jewelry—one or two finger-rings,
a modest necklace, a pair of elegant earrings.
Alphatian men wear earrings as their women
do.

Alphatians, men and women, tend to wear
their hair long—either loose or in a single
braid or tail; however, many of Alphatian de-
scent wear their hair in the current Thyatian
fashion,

Clothes of the Pearl
IslaNDds

The warm Pearl Islands call for light dress, so
the national costume of its inhabitants is a
simple kilt of any bright color, pethaps em-
broidered with shell or sea-life patterns. Men
and women alike wear the kilt.

The Thyatians like the Pearl Island kilt,
weating it in warm summer months and in
their own homes. Thyatian women, unlike
the women of the Pearl Islands, typically wear
matching breast-bands or vests with the kilt.
In Thyatis, the Pearl Island kilt is regarded as
informal wear, for labor or nightwear; it is not
appropriate for official functions of any sort.

Pearl Islanders wear necklaces, bracelets,
and anklets of strung shells, precious or semi-
precious stones, or links of precious metals.

Pearl Islanders wear their hair short; in
colder Thyatian climes, often they let it grow
to the current fashion.

Clothes of Ochalea

The Ochaleans’ principal garment is a
straight, collared, long-sleeved, thigh-length
tunic which is buttoned in front; it is not
belted. When the wearer stands with arms
down, the tunic’s torso and sleeves form fea-
tureless cylinders. This is worn with trousers;
footwear is optional. Men and women alike
wear this fashion; individuality is discout-
aged.

Men and women wear their hair long and
straight, often in a single long braid; curly
hair is not considered uniform or attractive in
Ochalea.

Weapons are carried on baldrics.

Clothes of the HiNterlaNDs -

The Hinterlander man wears a short-sleeved
tunic which hangs to mid-thigh, usually deco-
rated in the geometric patterns of his clan;
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trousers, usually of a color which clashes with
his tunic; buskins (soft, loose, knee-high
leather boots which are bound to the leg with
leather laces wrapped all around); and thick
belts, often with too-large buckles. Hinter-
land men often stride around bare-chested.

The Hinterland woman wears a short-or
long-sleeved tunic which hangs to the knees,
decorated with clan markings; trousers, which
may clash with the tunic but typically do not;
calf-height buskins; and narrow belts.

Hinterlanders decorate the hems of cloth-
ing with a sort of interwoven pattern called
knotwork.

Men typically wear their hair long and
loose, sometimes with beards, almost always
with enormous, spiky mustaches. Women
wear their hair in two braids.

ADVENTURING DRress

So, what does the adventurer wear? The an-
swer, of course, is anything he or she wants to.
Adventurers borrow fashions from whatever
nation or race they choose, wearing what suits
their taste or their missions at hand.

It is common for each member of an adven-
turing party to dress distinctly from his
friends. This may consist merely of dressing in
one distinct color, or one foreign style, or
wearing a specific insignia on all garments.

WeapoNs aNO ARMOR —

Weapons and armor used by the military dif-
fer between services. The Navy wears light
leather armor, carry large shields, and use not-
mal swords and daggers. Elite units also carry
longbows.

The warriors of the Ketendan Cavalry wear
chain or scale mail, carry shields, and use
lances, sabres (normal swords), and daggers.
Many carry longbows or crossbows as well.

Thyatian foot-soldiers, especially the Foot-
men of Hattias, wear chainmail, carry shields,”
and use speats and normal swords.

ThyatiaNs aNd the
IMMORtals

Most Thyatians (excepting clerics) do not fol-
low the teachings of any one Immortal; they
learn about many of them. Most communities
have temples dedicated to many different Im-
mortals.

Some of the Immortals studied and wor-
shipped in the Empire include:

Alphaks. This Patron of Pure Evil causes
death, destruction, and misery; his sect is ille-




gal within the Empire. But it is still populous;
it appeals to chaotics who hate Alphatia, be-
cause it is part of the dogma of Alphaks that
Alphatia Must Be Destroyed. Sphere of
Death; Chaotic.

Asterius. He is the Patron of Trade and
Commerce, and metchants pray to him. He is
also the patron of thievery, and so many of the
devotions left in his temples are contributed
by thieves. Sphere of Thought; Neutral.

Diulanna. Patroness of Will. This Hinter-
lands Immortal, whom the Thyatians are now
eagerly studying, represents the belief that
with enough willpower and determination,
one can achieve anything. It is she who grants
victory (or at least honor) to the hero who
throws himself against impossible odds.
Sphere of Thought; Neutral.

Halav. Patron of Warfare and Weapon-
Making. He was a hero to the native Kara-
meikans of the ancient past; their king, he
taught his people to forge bronze, then led
them against invading beast-men. To the Thy-
atians, he exemplifies the teacher who is also a
warrior. Sphere of Thought; Lawful.

Ilsundal. Patron of Elvenkind. His ways
are followed by the elves in Thyatis, and by
their friends the Foresters, and by a few hu-
mans who have an affinity for the ways of the
forest and nature. Sphere of Energy; Neu-
tral. He is guarded and aided by Mealiden, a
later elf-king who is said to have achieved
Immortality.

Kagyar. Patron of Artisans, Patron of Dwar-
venkind. His ways ate followed by the dwarves
in Thyatis, and by many races who have artis-
tic leanings and abilities. Sphere of Matter;
Lawful.

Korotiku the Spider. This Immortal of the
Pearl Islands represents the clever Fighter and
Rake; he is often called the Trickster. Sphere of
Thought; Chaotic.

Koryis. The Patron of Peace and Prosperity,
introduced into the Empire by citizens of Al-
phatian descent. Popular here primarily with
merchants; real warriors sneer at him. Most
Ochalean clerics are followers of Koryis.
Sphere of Thought; Lawful.

Odin. This Northern Realms Immortal is
followed by many Thyatians of Oceansend de-
scent and by others who admire the wedding
of warfare with wisdom. Sphere of Marter;
Lawful.

Protius, the Old Man of the Sea. This Im-
mortal represents the sea in all its aspects—
treacherous, beaytiful, bountiful, terrifying.
Many ship-captains ate clerics of Protius. He is
well-liked in Ylaruam as the patron of Al-
Kalim. Sphere of Time; Neutral.

Tarastia. She is the Patroness of Justice and
Revenge. Sphere of Energy; Lawful.

Thanatos. This Death-loving Immortal
hates all life. His followets are underground
sects of clerics who would betray their race for
personal powet. Sphere of Death; Chaotic.

Thor. Like Odin, this is an Immortal wor-
shipped by Thyatians with Northern Realms
ancestry. Thor is less interested in wisdom and
more in the watriot’s code than Odin; hence,
he is more popular in Thyatis. Sphere of Mat-
ter; Neutral.

Valerias. Patroness of Love; Girder-On of
Weapons. She promotes love and romance—
especially firey, passionate romance. But she is
also known for bringing weapons to those in
need and is a capable fighter. Sphere of Mat-
ter; Chaotic.

Vanya. Most popular Immortal to the Thy-
atians, Vanya was supposed to have been a
Thyatian wattior-woman in the distant past.
She is now the Patroness of War and Conquer-
ors. Sphete of Time, Neutral.

Foob aNO DRINRK ————

Wealthy Thyatians import unique foods and
drinks from all over the wotld, the more ex-
otic, the better. But the middle-and lower-
class families rely on the basic foods the
Thyatians have known for millennia.

Typical Thyatian foods include: (Meat)
Fish, beef, mutton, pork, ham, fowl; (Fruits)
Apples, figs, grapes, melons; (Vegetables,
Grains) Peas, cabbage, asparagus, celery, bar-
ley, wheat; (Other Foods) Cheese, olives, bis-
cuits, eggs, butter, honey.

In all large cities of the Empire, bakeries
produce bread which is given free to the popu-
lation; this is paid for by taxes and keeps many
Citizens alive.

ENtertaiNMeENts

The Thyatians love entertainments. Among
their favorite sorts are these:

The Coliseum

When the Alphatians conquered Thyatis
1,200 years ago, they sought to turn the Thy-
atians’ minds away from the murder of Al-
phatians. One governor suggested that
criminals sentenced to execution be dropped
into animal-pits and given a sword and shield;
should the criminal slay the beast, he would
be freed. The fights were desperate and
bloody, and the Thyatians loved them.
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In time, special atenas were built for this
sort of combat. In time, men were pitted
against other men, singly or in groups, as well
as against monsters. And, in time, freemen
entered the arena, fighting for promised re-
wards.

Today, mote than a thousand years later, the
coliseum is still the center of Thyatian enter-
tainment. No fee is charged for entty; rich pa-
trons sponsor events, gladiatots, and teams of
gladiators. Executions no longer take place
here. Some gladiators are free men, earning
pay for victories; others are slave, and must
fight. Animals and monsters are still brought
in to fight.

Flashy gladiators can become very popular
figures in Thyatis, being invited to feasts and
events, earning huge sums to endorse weap-
ons, armor or other products of specific
makers.

Theater

The Thyatians like tragic melodramas (espe-
cially those with a martial theme); pointed
satires (which often feature an Alphatian vil-
lain who is not so clever as he thinks he is and
is eventually outwitted by some stolid, slow-
thinking Thyatian hero); and circus-like jug-
gling, acrobatics, etc.

Feasts

Wealthy Thyatians conduct feasts, to which
they invite great nobles, popular gladiators
and actors and soldiers; they have musicians
and acrobats and jugglers as entertainment,
and offer exotic foods and drinks. Some of
these events are simple feasts, some are de-
bauched events; all are arranged so that the
patron can show everyone else just how
wealthy and sophisticated he is. Such events
can be incredibly costly; only the richest no-
bles or merchants regulatly throw such feasts.

ChalleNges aND Ducels

When one Thyatian is offended by another,
he typically challenges the other to a duel.
The challenged party may dictate the terms of
the duel—how many parties, which weapons,
where and when, whether it’s to first blood or
the death—and then the challenger may reaf-
firm his challenge or withdraw it.

Naturally, duels between popular or well-
known people attract crowds, unless they are
fought in absolute secrecy. Duels are fought
between hated tivals, people who just want to
find out who is the better fighter, military of-
ficers who disagree on some matter, people
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who bump into one another on the street and
choose not to apologize, people with long-
standing grudges, etc. Most are to first blood;
quite a few are to the death, or result in death
even if they are not supposed to.

GaMmbliNg

Gambling—especially betting on the arena—
is a favorite pastime.

GOVERNMENTL

Thyatian government is arranged in five
bodies: The Throne, Senate, Judiciary, Minis-
try, and Military.

The ThrRONE

Thyatis is ruled by an Emperor; sometimes, if
the Emperor has died and the Empress is
strong enough, the Empress will rule in her
own name. The throne is heteditary; the Em-
peror names his successor before he dies. The
successor does not have to be a relative of the
Emperor, but revolution often occurs when it
is not. Should there be no heir named before
the Emperor’s death, it traditionally falls to
the oldest son; if there is no son, it falls to the
husband of the oldest daughter; if she is un-
wed, to the husband of a younger daughter. If
no daughter is wed, the Senate will choose the
next Emperor—unless the daughter is of suffi-
ciently strong character and has enough per-
sonal power that she can claim the throne as
her own. If there are no children, the Senate
chooses the next Emperor.

The Emperor chooses all chief judges, minis-
ters, and generals. He may order the military to
action within the Empire. Through his judges,
he influences interpretation of Thyatian law;
through his ministers, he budgets the Empire.
His power is great, but not limitless.

The Emperor also endows some titles and
distributes confiscated lands. Thus, he makes
new dominions and grants nobility to their
rulers. We'll discuss ranks of nobility a little
later.

The SenNate

Each city (pop. 15,000 or more) elects two
Senators; each duke or count ruling a domin-
ion chooses one Senator; each alliance of ten
or more towns (pop. 1,000 or more) not be-
longing to a dominion elects one Senator.
Typically, there are around two hundred Sena-
tofs at any given time; this number grows and
shrinks as the Empire does, as dominions
change, as cities change in population.

The Senate writes the laws of the Empire;
no other body can introduce laws. One or
more Senators will introduce a bill and then
argue on its behalf; arguments and rebuttals
can go on for up to a week, the legal limit on
debate time. Then the vote of the Senate is
taken; with a two-thirds majority (of all Sena-
tors, not just those attending), the bill will be
signed into law.

The Emperor may veto any law that the
Senate approves. However, the Emperor may
not introduce laws. The Senate needs the Em-
peror for approval of laws; the Emperor needs
the Senate for creation of laws.

The Senate also has to approve any acts of
aggression against foreign powers. The throne
may use the military in any fashion within the
boundaries of the Empire—but to attack an-
other nation requires consent of the Senate.

Since the Emperor endows titles, and many
noblemen choose the Senators who represent
them, the Emperor exerts much influence on
specific Senators.

The Judiciary

The Judiciary presides over all trials in the Em-
pire . . . and no Citizen may be punished
without trial. The Judiciary interprets laws,
and so exerts influence over Thyatian society.
In trials, the Judiciary may impose sentences
up to execution, seizure of lands, and strip-
ping of hereditaty or personal titles . . . but
this office is bound to obsetve precedent and
to assign sentences appropriate to the crime.

The MiNistries

The Emperor exerts the greatest amount of his
control through the Ministries. Each Ministry
is an office which carties out the Emperor’s
wishes in a specific field of government. The
Emperor chooses the chief Minister, who in
turn chooses his subordinates and carries out
his duties.

More important offices include:

The Foreign Office. This is the diplomatic
office of the Empire. The Foreign Office as-
signs ambassadors to all the foreign powers
who warrant it, conducts espionage outside
the Empire’s borders, deals with foreign am-
bassadors to Thyatis, and keeps records of all
foreign treaties.

The Home Office. This office deals with of-
ficial disputes and problems within the Em-
pire; it resolves border problems, spies on
Thyatian citizens, and cooperates with the
Foreign Office on cases of espionage reaching
to and from Thyatis.
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The Imperial Guard. This is an investiga-
tive and enforcement force which answers di-
rectly to the Emperor—in other words, it’s the
secret police. Ruthless and powerful, it pro-
tects the Emperor, eliminates traitors, con-
ducts inquiries of interest to the throne.

Ministry of Trade. This office sets tarriffs,
makes recommendations about the relation-
ship of the Empite to other lands, and moni-
tors trade through the Empire.

Ministry of War. This office researches war-
fare and recommends new developments and
spending in the military, intetprets the spy-
reports of the Foreign Office, researches and
develops new ships and engines of war, sup-
ports the study and creation of new war-spells,
experiments with battle formations, acquires
old and new documents on warfare for its li-
brary, and strives to keep the military competi-
tive with that of other lands.

Office of Title and Estate. This is the re-
cords office. Here you will find records for
every endowment of title or land in the Em-
pire. When a character receives a title and/or
land, he will receive one document of confir-
mation; this office gets other copies, storing
them in several different recording offices.

The Treasury. This office dispenses impetial
funds, and determines how much money is to
be spent on the military, on public works, on
salaries of imperial employees, etc. This office
also collects taxes and has its own police force,
the Treasury Guard.

There are many other ministries, of lesser
importance than these.

The Military

The Thyatian military has two major
branches, the army and the navy. Every Thy-
atian nobleman is expected to maintain a
force of footmen or cavaltymen commensu-
rate to his rank, to protect his dominions. In
times of war, the Emperor may call on these
forces. So Thyatis’ standing army is very
small, but can swell impressively in times of
war. It has two fairly large standing
contingents—the Kerendan Cavalry and the
Footmen of Hattias. ‘

Thyatis’ standing navy is quite large. Its
ships patrol Thyatian waters, carry naval ma-
rines to areas of engagement, assist in the re-
lief efforts after natural disasters, etc.

These military forces may be brought to
bear on places within the Empire at the whim
of the Emperor—and so are mostly used to de-
fend imperial lands and to crush rebellion.
The Emperor may not send them against
other lands without approval of the Senate.
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In Thyatis, there are also many fighting
guilds and orders not belonging to the army or
navy—which we discuss in “The Fighters of
Thyatis.”

Classes Of Socicty ———

By ancient decree, the laws imposed by the
near-legendary Valentia the Justiciar, every
person in Thyatis falls into one of three social
categories: Slave, Citizen, or Noble.

Slave

Thyatis has a huge slave-class. Its economy is
largely built on slave labor; in cities, 30% of
the population may be slave. In the Thyatian
Empire, all but the poorest families will own a
slave (prices run from 1 gp to 200 +, depend-
ing on personality and skills).

Slavery is endless work with barely enough
food and few rights. But slaves do have some
rights, including:

(1) Slaves may be punished, but not
maimed, permanently marred or killed by
their ownets, either for punishment or as a
mark of ownership. (This is because enough
slaves have earned their freedom and become
important enough to enact laws making such
branding illegal; if the owner wishes to mark
the slave’s status, the slave wears a sturdy steel
collar or shackle inscribed with his owner’s
name.) An owner may prosecute a slave for
some notable misdeed if he wishes extreme
punishments.

(2) Slaves must receive at least minimal
food and shelter. If a slave is found to be mal-
nourished, he is confiscated by the Crown and
tesold. Many a slave of a brutal owner has
statved himself until confiscated.

(3) Slaves may not be pressed into gladiato-
rial service without their consent. However,
since it's easy to bring pressure on a slave,
many serve as gladiators when they don’t wish
to.

(4) Slaves may own some property. If some-
one gives a slave a present, the slave may keep
it, and it may not be confiscated by his owner.
The slave may own no more than he can carry
all at once (when healthy—the determination
may not be made when he is injured or sick);
if his possessions exceed his carrying capacity,
he declares which items he is forfeiting, and
they become property of his owner.

(5) If a slave acquires enough money, he
may purchase his freedom. The owner deter-
mines the slave-price, but it may not be more
than three times his original buying price, ot
more than 100 gp in any case. Slaves who re-
ceive presents for whatever reason can quickly
save up enough to buy their freedom.

CitizeN
Most petsons in the Empire are Citizens. Any
freeman from any land owned by the Empire
is a Citizen, with rights equal to any other Cit-
izen. This equality of status throughout the
Empire is a factor which unites the Thyatians.
Citizens may own property, vote in elections
(usually when selecting a city’s Senators), bear
weapons, marry whom they choose (assuming
they have reached the age of 21), and, if 21 or
over, may not be punished until tried.

Noble

The Emperor may grant titles of nobility to
Citizens of the Empire—both hereditary and
non-hereditary titles. The Senate and certain
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nobles may grant some non-hereditary titles.
These titles include (from least important to
most important):

Lord. Non-hereditary title. Though a father
may be granted the title of Lotrd, his son will
not bear that title unless he earns it indepen-
dently. The title of Lord gives one recognition
and preferred treatment in many places, be-
cause it is obvious that someone powerful
holds this person in favor, but does not confer
any specific rights. The throne, the Senate,
and nobles of baronial rank or higher may
grant the title of Lord on those they choose.

Knight. This, too, is a non-hereditary title;
it is awarded to those who have shown martial
prowess, dedication and loyalty in service to
the Empire. The Knight has the right to bear
weapons and arms of any type, anywhere in
the Empire, in violation of local weapons
codes (this is called the Right of Arms),
though he still may have to surrender weapons
when entering the grounds of the Emperor.
Only the throne, the Senate, and Lord
Knights may grant this title. A Count, for in-
stance, who is not also a Lord Knight may not
grant knighthood. In Thyatis, Knighthood
may be granted to clerics, thieves, rakes,
dwarves, and elves as well as fighters.

Baron. This is a hereditary title, and it isen-
dowed with a dominion (a barony). The
throne or Senate may grant this title. A bar-
ony is a small dominion, and a worthy baron
will probably be advanced to the rank of
Count or Duke later. A baron has the Right of
Arms, and may bestow the title of Lord on
others. The spouse of a baron(ess) also receives
baronial rank.

Lord Knight. This is a hereditary title. It is
initially granted by the throne or the Senate to
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Knights who ate notable for promoting the
teaching of martial ability and knightly ideals.
Included with the title is a dominion (called a
barony). If a successor to the first Lord Knight
in a line does not live up to those ideals, the
throne or Senate may “demote” him to Baro-
nial status. Lord Knights have the Right of
Arms, and can bestow the titles of Lord and
Knight. The spouse of a Lord (or Lady) Knight
receives baronial rank.

Count. This is a hereditary title. It is
granted to Citizens, Barons or Lord Knights
who have proven themselves loyal to the
throne and that they are fit to rule. Only the
throne may grant this title. Included with the
title is a dominion (a county). Counties tend
to be larger and richer than baronies, and
sometimes contain large and powerful cities.
It is no disgrace for a family to have the status
of County for generations; Counts do not nec-
essarily ascend to the rank of Duke. Counts
have the Right of Arms, and can bestow the ti-
tle of Lord. The spouse of a Count(ess) re-
ceives the same rank.

Duke. This is a hereditary title. It is granted
to Citizens, Barons, Lord Knights or Counts
who have the especial favor of the throne.
Only the throne may grant this title. Included
with the title is a dominion (a duchy). Duch-
ies tend to be larger and richer than counties,
and are semi-autonomous of rule; a duke may
enact special laws within his duchy (so long as
they do not counter basic laws and rights of
the Empire), and may sub-divide his land and
create baronies within his duchy (and so can
grant Baronial status as well as basic Lord sta-
tus). Dukes have the Right of Arms. The
spouse of a Duke (or Duchess) receives the
same rank. A duchy which is formed in new
imperial tertitories is usually called a Grand
Duchy, and its ruler is usually left to rule as he
pleases—so long as he pays his taxes and does
not contradict the basic laws of the Empire.

FORe€iGN VisitOrs

Foreigners are treated as the rank closest to
that they bear in their own countries. An ordi-
nary man of Karameikos will be counted a Cit-
izen. A northern jarl will be treated as a
Count.

ChaNgGiNgG Social Class

There are four basic ways to change one’s so-
cial rank in the Thyatian Empire.

(1) Marrying Up. This was discussed eatlier.
If you marry someone of higher rank, you
achieve his social rank.

(2) The Courts. Judges in the empire can
free slaves on a whim—anyone’s slave except
the throne’s. A Citizen who is convicted of a
Greater Charge may be stripped of citizenship
and made a slave—either an ordinary slave,
who may some day purchase his freedom, or a
Convict-Slave, who temains the property of
the imperial throne for life. A judge may not
strip a nobleman of Citizenship, but if a no-
bleman is convicted of a Greater Charge, the
throne may issue a decree stripping him of ti-
tle and Citizenship.

(3) The Senate. This body can free a slave at
its discretion, and can grant ranks up to Lord
Knight. It typically does so only to people who
have done great service to the Empire and are
considered heroes by the populace.

(4) The Throne. The Emperor can free a
slave at his discretion, and can grant ranks up
to Duke. He typically does so only to people
who have done him or the Empire a great
service.

ECONOMY

The Empire’s economy is built on trade, slave
labor, and conquest. But the day-to-day fac-
tors of economy don’t affect PCs that much.
Here, let’s just talk about the parts of the
economy that do affect PCs.

ADVENTURING INCOME —

Characters are expected to keep track of the
income they receive when adventuring, and to
give the imperial treasuty one-fourth of every-
thing they so earn. This includes moneys
earned in the Empire and outside it—a char-
acter could conceivably be taxed twice for the
same money, once in the nation it was earned
and once back in the Empire.

But thete are some additional things to
keep in mind. First, expensive and magical
equipment constitutes earnings. Charactets
are supposed to have such earnings appraised
by agents of the treasury and pay taxes on
them. Some treasury agents are honest and
appraise faitly. Some appraise very high and
pocket the difference—but this is risky and
they are often caught. The clever ones
threaten to appraise high but will appraise
fairly if the character throws him a little
extra—say, 10% of the magical item’s worth.

Second, treasutry agents—both the honest
and the crooked ones—are very efficient and
have a large organization to draw on. Once an
adventurer starts to be well-known (around
fourth or fifth level) the treasury starts paying
him a lot of sectet attention. It’s hard for a

16

character to get away with not reporting in-
come for any length of time . . . and when the
character is caught, he’s tried on the Greater
Charge of tax evasion.

CoiNnage

All Thyatian coins bear a picture on the ob-
verse (front) over the written name of the coin
(“One Lucin,” “One Asterius,” etc.); on the
reverse (back), they bear another picture over
the words “Imperium Thyatium.”

The standard of exchange in the Empire is
the Lucin, the gold piece. The obverse of this
coin bears a portrait of King Lucinius; on the
reverse is the silhouette of an armored knight
on horseback.

The silver piece is the Asterius, named after
the Immortal patron of commerce. On the ob-
verse is a set of balancing scales; on the reverse
is the silhouette of a sailing ship.

The copper piece is the Denarius. On the
obverse, currently, is the face of Anaxibius
(the most popular gladiator now fighting in
Thyatis); on the reverse is the sithouette of the
royal palace. The Denarius is changed at the
Emperor’s whim, sometimes as often as two or
three times a year; it always bears the portrait
of some person who has done a notable thing,
such as a Senator who has introduced brilliant
legislation, a soldier who has accomplished a
great feat, a popular personality, etc. This is
the Emperor’s way of honoring the notable
persons of his Empire.

The treasury issues a platinum piece called
the Emperor, worth 5 gp, in limited quanti-
ties. It bears the face of the current ruler on
the obverse and crossed swords on the reverse.

Electrum is not minted in Thyatis.

Law aNDd PuNishMeENTt —

The legal system in Thyatis brings swift jus-
tice. It’s so swift, in fact, that it can be quite
unfair. From the time that the judiciary de-’
cides it can prosecute and the artest is made,
the trial can begin within the week. A very
good advocate can persuade the judge to delay
the trial up to two weeks more, if he can
present a good argument that persons and evi-
dence crucial to his case are not yet at hand
but ate coming.

Criminal charges in the Empire break down
into two categories: Lesser Charges and
Greater Charges.



PuNishMeNts

In trial, the judge tries to determine the intent
of the criminal. The nastier the intent, the
nastier the punishment will be. The standard
levels of intent include:

(1) Accident/Unknowing

(2) Good Intentions

(3) Error in Judgement

(4) Temporary Madness

(5) Self-Interest/Unsociability

(6) Chronic Self-Interest/Unsoc.

(7) Inhumanity

For instance, let us say that someone is
charged with Assault; he shoved someone else
off a bridge into the river below. In the ttial,
the judge first has to determine whether the
defendant is innocent or guilty, based on the
evidence and arguments presented to him.
Assuming that the verdict is Guilty, he must
also determine the defendant’s Intent. If evi-
dence was that the defendant saw someone
levelling a crossbow at the injured party and
wanted to save him, that was Good Inten-
tions. If evidence was that the defendant had
been mumbling about green and red spiders
crawling all over his body, then Temporary In-
sanity is probably the decision. If the defend-
ant has done this sort of thing before, from
time to time, then Chronic Self-Interest/
Unsociability is the ruling.

Lesser Charges

Lesser Charges include Assault (Fist or Cud-
gel); Disturbing the Public Peace; Flight from
Owner (a charge brought against fleeing
slaves); Flight to Avoid Artest; Lying to an Of-
ficial; Petty Theft (up to 100 gp value); Va-
grancy; Weapon-Carrying Violations; and
other lesser crimes.

Punishments for such crimes vary. Sample
punishments include:

Accident/Unknowing: No punishment; or
Fine of 1-6 gp.

Good Intentions: No punishment; or Fine
of 1-6 gp; or 5 lashes with a whip.

Error in Judgement: Fine of 2-12 gp; or 5-
10 (1d6 +4) lashes with a whip.

Temporary Madness: Probation of 1d6
months under supervision of a court cleric;
and either Fine of 3-18 gp, or 5-20 (5d4)
lashes with a whip.

Self-Interest/Unsociability: One week in
jail; and either Fine of 3-18 gp, or 5-20 (5d4)
lashes with a whip.

Chronic Self-Iriterest / Unsociability: One
month in hard labor, Fine of 3-18 gp, and 5-
20 (5d4) lashes with a whip.

Inhumanity: A year on Botydos Island.

Whippings are performed in public.

Wherte property was lost or damaged, the
defendant must also repay the loss.

When a defendant cannot pay a fine, he
must take either the corporal punishment or
incarceration sentences.

Greater Charges

Greater Chatges include Grand Theft (more
than 100 gp value); Mutder; Mutiny; Petjury;
Rape; Tax Evasion; Treason; and other greater
crimes.

Duelling to the death is not a crime, if the
duel is carried out in proper fashion. If it is
not, it is called Murder.

Accident/Unknowing: No punishment; or
Fine of 10-100 gp (10x1d10); or Jail for one
week.

Good Intentions: Fine of 10-100 gp
(10x1d10) or Jail for one week.

Error in Judgement: Fine of 50-500 gp
(50x1d10) and Hard Labor for one month. If
noble, title and dominion may be stripped at
judge’s (DM’s) discretion.

Temporary Madness: Fine of 50-500 gp
(50x1d10) and Incarceration until court clerics
are sure madness will not be recurrent.

Self-Interest/ Unsociability: Borydos Island
for five to ten years (1d6 +4), or death, de-
pending on crime’s severity.

Chronic Self-Interest / Unsociability: Life
sentence on Borydos Island; or stripped to
Slave status; or death; properties impounded
by the Empire in all cases.

Inhumanity: Stripped to Slave status, prop-
erties impounded by the empire, and Death.

The CaleNdaRr

On the calendar, the following dates are of
particular importance to the Thyatians:

1 Nuwmont: Day of the New Year, Start of the
Winter Festivals. This begins a week of festi-
vals, parades, theatrical productions, nonstop
games in the Coliseum, and so on in celebra-
tion of the New Year. This day also commemo-
rates the Crowning of Emperor Zendrolion I,
though the actual crowning of the first em-
peror took place much later in the year.

Late Vatermont (Varies): Though particularly
daring sailors will have continued sailing
through the winter, on one particular day in
late Vatermont the port authorities of Thyatis
City, in association with the Temple of Protius,
announce that the Shipping Season has Begun.
Merchants in great profusion set sail for distant
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portts. Traditionally, this is a day to celebrate by
making toasts of luck to the sailors.

1 Thaumont: Officially, the first day of
Spring. Around this date, earlier or later as
weather permits, spring planting begins.

22 Flaurmont: Birthday of Emperor Thincol I.
The Emperor sponsors a day of Coliseum
games, which are usually very flashy and
memorable; there are parades in the streets;
members of the Empetor’s family throw gold
pieces to the poorest of the peasants; very little
work gets done.

1 Klarmont: Officially, the first day of Sum-
mer.

15-21 Klarmont: Kerendan Days of the Hoof.
Now, toward the beginning of summer,
Kerendas hosts its great horseman’s event,
which includes races, obstacle courses, jousts,
demonstrations, breeders’ shows, etc.

15 Felmont: Day of Valerias. This is a day cele-
brating high romance and passion, dedicated
to the Immortal Valerias. On this day, more
marriages take place, more betrothals are an-
nounced, more unhappy lovers kill them-
selves, more duels are fought by rivals for a
lady’s affection, more lovers keep daring
trysts, than in any other week in the Empire.
This is, appropriately, a day of the full moon.
1 Ambyrmont: Officially, the first day of Au-
tumn.

8 Sviftmont: Vanya’s Day. This is a day of gift-
giving and celebration of the vyear’s
prosperity—or hope for the next year’s pros-
perity, if this one has been poor. This is a day
of good cheer and heavy feasting; it is also the
day upon which the most serious duels take
place. By ancient tradition, only duels to the
death are conducted on Vanya’s Day; other
duels must be delayed.

22 Eirmont: By now, nasty weather brings
about the end of the official shipping season
(though many seamen keep at their trade
longer into the cold months than this). This
date is a day for quiet obsetvances and feasts
through the empire, and is called Protius’ Day
for the Immortal of the Seas.

1 Kaldmont: Officially, the first day of Win-
ter. True winter weather doesn’t usually begin
for a few weeks.

15-21 Kaldmont: Footman’s Games. Foot-
men’s tournaments take place, in the com-
pany of fairs and bazaars and other
entertainments. Weaponmakers show off
their wares and many challenges and duels
take place. This event is set off six months
from the Kerendan Days of the Hoof and is
the footman’s equivalent of it, but these
Games are more widespread, taking place all
ovet the Empire.



Character CreatioN

Races aNO Character

Classes

The standard character options of cleric,
fightetr, magic-user, thief, dwarf, elf, and
halfling are all available to PCs in Thyatian
campaigns.

There are dwarves all through mainland
Thyatis, and quite a few on the Isle of Dawn.
There are not many in Ochalea, the Pearl Is-
lands, ot the Hinterlands. Most are from Mak-
rast.

Most elves in Thyatis come from the Vyalia
forests. Across the Empire, you will find a few
elves from the Isle of Dawn (descendants of
both Thyatian and Alphatian elves), from the
Pearl Islands (immigrants from Thyatis and
Minrothad watets), and from the Hinterlands
(from southern elf-clans).

Thete are not many halflings in Thyatis.
Most belong to families which trade between
the Five Shires and Thyatis City. The Ocha-
leans do not like demihumans and do not ac-
cept halfling settlers; there are no halfling
communities in the Hinterlands. But half-
lings ate welcome on the Pearl Islands and the
Isle of Dawn.

The Forester Class ——

There is one profession available only in Thy-
atis: The forester. As you saw in the “History
of Thyatis” section, emperors of Thyatis made
a pact with the Vyalia elves whereby those
elves would teach their magics to humans who
could learn-them.

Some humans just learned magic and be-
came magic-users. Some, however, who had

an affinity for the elvish way of life, were
adopted into Greenheight clans in a ceremony
invoking the elvish Immortal Ilsundal. When
a human is adopted this way, he can learn
both fighting and magic as the elves can.

So, for 500 years, there has been a class of
foresters in the Vyalia woods. Foresters are few
in number; there are only a few hundred of
them. But because they combine magic-use
and fighting in ways that no other humans can,
yet do not appear different from other humans,
they are effective as adventurers and spies.

Details of the FOrester
Class

Prime Requisite: Like elves, foresters have two
prime requisites: Strength and Intelligence. If
a forester has a score of 13 or more in both
Abilities, he gains a 5% bonus to Expetience
Points. If Intelligence is 16 or more and
Strength is 13 or more, the XP bonus is 10%.

Minimum Scores: Unlike the elf, a forester
must have both a Strength and Intelligence of
12 or better when first played.

Hit Dice: A six-sided die (1d6) is used to
determine a forester’s hit points (plus Con bo-
nuses, if any).

Armor: A forester may wear any kind of ar-
mot, and may use a shield.

Weapons: A forester may use any weapon.

Vision: Foresters do not have infravision.

Languages: Foresters speak Common (Thy-
atian), their Alignment tongue, and EIf
(Vyalia dialect). They may speak other lan-
guages as Intelligence bonuses dictate.

Detection: Foresters do have the elvish de-
tection ability.
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Immunity to Ghoul Paralysis: Foresters do
not have the elvish immunity to the paralyz-
ing attacks of ghouls.

Saving Throws: Foresters have the same sav-

ing throws as elves.
Experience Point Advancement: Foresters
earn experience exactly as elves do. There is no
difference. They ate limited to 10th level in
experience, just as elves are.

Foresters iN the
CampaiGgN

Though foresters are not very different from
elves in abilities, they ate very different in a
campaign. They can pretend to be mere fight-
ers or mete magic-users until crucial points in
the campaign. It's very useful and dramatic
for 2 forester to pretend to be an ordinary
fighter until the point in the adventure when
his magical abilities will help save the day for
his allies. Additionally, foresters provide a link
between human and elf characters.

Important Note: It is the influence of the
Immortal Ilsundal that allows foresters to
learn both magic and fighting. Only through
adoption into an elf-clan requiring a ritual
honoring Ilsundal, and becoming a member
of the forester class, can a PC learn magic-use
and fighting. Ordinary fighters can’t learn
magic; ordinary mages can’t wear armor and
use most weapons. Period.




The Rake
(The NON-Thicf Thief) —

Another character option for Thyatian charac-
ters is that of the rake—the non-thief thief.

The people of the Pearl Islands admire the
trickery, agility, and cleverness of the thief.
But they don’t like stealing—it offends their
philosophy of personal growth and individual
excellence. So in the Pearl Islands there devel-
oped a class of thieves, called rakes, who don’t
steal. They have thief-like abilities—except
that they have no Pick Pockets or Backstab-
bing skills. Across the centuries, the idea of
the rake has spread across the Empire, so you
can find rakes in any part of the Empire (and,
with DM permission, outside the Empire).

To have a rake character, you simply create a
thief, call him a rake instead, and take no Pick
Pockets or Backstabbing skill. The rake gets
nothing to replace the lost skills—except that
his comrades may trust him more than they do
normal thieves.

Rakes earn experience, gain levels, wear ar-
mor and catry arms, and so on exactly like
thieves. However, they do not belong to
Thieves’ Guilds (thieves do not consider them
to be in their profession). Many are Lawful.

A thief may not later become a rake, nor
may a rake become a thief. When that choice
is made, it’s for life.

The rake profession is a good choice for
players who want their heroes to be lightly-
armed swashbuckling types.

Female Characters

In the “Thyatian Society and Politics” sec-
tion, we mentioned that some of the Empire’s
societies don’t approve of women adventur-
ers. This is a reflection of certain cultural
attitudes—it’s not meant to discourage you
from playing women PCs. If you want to play
a female character, go right ahead! If you
choose a background from an area where
women are discouraged from adventuring, all
you have to do is decide why your character is
an adventurer anyway.

Female characters from areas where women
aren’t supposed to be adventurers may face
prejudice in their homelands. But this atti-
tude should come only from antagonistic
NPCs. Other PCs and friendly NPCs should
not be spouting such attitudes to the female
PC; they’re supposed to be her friends.

Races

You should decide what race your character is.
Human Citizens come from many different
places. A human of Thyatis may bear the col-
oration of one of the Empire’s taces, may have
been raised in a different part of the Empire
and may now be living in yet another part.
So, choose your human charactet’s back-
grounds and attitudes to be whatever you like.
The races to which Thyatians belong are de-
scribed below in general terms; choose those el-
ements which appeal to you for your character.

ThyatiaNs aND KERENDANS -

Racial Characteristics: Light olive skin tone;
hair ranging from light to dark brown; eyes
usually brown, blue not uncommon; tend to
average height and solid build; wide brow and
prominent fose are common.

Cultural Attitudes: We are not conquering
the world but civilizing it; fighting ability and
efficiency are the foundations of the empire,
and expediency props them up when they
wobble; we enrich ourselves by absorbing all
the traits of all the races of the Empire; the Al-
phatian Empire must fall.

HattiaNs

Racial Characteristics: Light olive skin tone;
hair ranging from light to dark brown, fre-
quently black; eyes usually blue or gtey,
brown not uncommon; tend to average height
and solid build; wide brow and heavy facial
bone structure are common.

Cultural Attitudes: We are the greatest race
ever to be; a promise made to one of a lesser
race is not truly a promise; Hattian blood
must stay pure if the race is to stay strong; the
Thyatian Empire will one day be the Hattian
Empire.

AlasiyanNs (Tel ARbIR) ——

Racial Characteristics: Dusky skin tone; hair
usually black, ranging to datk brown; eyes
usually datk brown, sometimes black or
lighter brown; range from average height to
slightly taller, more lean than Thyatians;
sharp features are common.

Cultural Actitudes: The Alasiyans of Tel
Akbir have the best of both worlds, Alasiyan
and Thyatian; women should not make war ot
adventure; mastery of the language of diplo-
macy is the greatest weapon one can possess,
but a good scimitar in your hand helps; the
Ylari and the Thyatians take themselves too
seriously.
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Alphatians (Isl€ of DawN) —

Racial Characteristics: Coppery skin tone; hair
ranging from golden brown to dark brown to
red; eyes brown, gold, green, hazel, or amber;
built tall and lean; delicate bones and facial
features are common,

Cultural Attitudes: Life is to be enjoyed;
hard work is what you must endure so that the
rest of your time may be spent in artistic and
petsonal pursuits; the greater you are the
more setvants you may employ to do your
work; the Alphatian Empire is foolish about
clerics and fighters, for clerical magic and
fighting allow all to achieve greatness; the law
is a fence to those who can’t go over it; com-
munity exists to serve the individual.

Ochaleans

Racial Characteristics: Coppery skin tone; hair
ranging from golden brown to dark brown,
seldom curly; eyes brown, amber, or gold; av-
erage height to tall, and built lean; fine facial
features are common.

Cultural Attitudes: One should take pride
only in the work he does for family and city;
only the fighter and cleric merit respect;
women should not fight or adventure; the law
ensures fairness for all; the individual exists to
serve the community.

Pcanrl IslaNOeRrs (Nuari) —

Racial Characteristics: Black or deep brown
skin tone; hair brown or black; eyes brown or
black; build tall and lean; high cheekbones
and fine bone structures are common.

Cultural Attitudes: The greatest honor
comes from developing abilities and knowl-
edge to the greatest possible heights; to steal is
to diminish yourself.

HiNterRIANDERS

Racial Characteristics: Fair skin tone; hair
light brown, blonde, or red; eyes blue, some-
times brown; average height to slightly under,
men often very stocky and muscular; square
features, strong cheekbones, strong bone
structures most common.

Cultural Attitudes: To fight alone is to be a
hero; to fight in formation is to be an ant; to
fight from behind a wall is to be a turtle; the
Immortals help those who help themselves;
helping one’s self to the goods of a fallen foe
(or the pouch of an unwitting one) is to cap-
ture 2 memento of your greatness ot clever-
ness; live no part of your life in moderation.
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Who Hates Whom

Here's a chart which will show you how vari-
ous sorts of people are regarded by other vari-
ous sorts of people.

If You Are A: These People Don’t
Like You

Magic-User Ochalean

Thief Pearl, Ochalean

Hattian Just About Everybody

Alasiyan Hattian

Alphatian (IoDawn) Hattian

Ochalean Hattian

Peatl Islander Hattian

Hinterlander Hattian

Woman Adventurer Alasiyan, Ochalean

Family

You should invent details about your charac-
ter’s family background and then give them to
your DM so that he can elaborate on them,
modify them, and insert them into the cam-
paign world. You can have your PC’s family be
of any social class, from any sort of back-
ground. This won’t give you any advantage in
the game—you get no extra gold for saying
that you're the son of a rich man (perhaps
you’re an unrecognized child, or an exile, or
your parents want you to make your own way
in the world). Starting gold is 3d6x10 gp.

Decide on a family background to give your
character color—not to give him some sort of
monetary or social edge when created. The
DM should take away any such edge to keep
things balanced.

Social StaNDiING

All PCs from the Empire are Citizens. They
may be from noble families, but they’ll have

to earn their own titles of nobility to be no-
bles.

NamMmes

For names in the Thyatian tashion, here are
some guidelines. Thyatians have two names—
a given name and a family name. Once you've
seen a lot of Thyatian names in this guide-
book, you should have a good ear for what
sounds Thyatian.

HattiaN Namcs

The Hattians, though related to the Thy-
atians, have a different fashion of naming.
Their names have a harsh but familiar ring—

Men's names like Adolf, Friedrich, Gunther,
Gustav, Heinrich; women’s names such as
Anna, Frieda, Helga, Hilda; family names
like Huegele, Schonberg, Schmidt, von Hen-
driks.

AlasiyaN NaMmes

The Citizens of Tel Akbir name their children
in the fashion of their forefathers. Their names
should suggest desert nomads and cities of
tents—male names such as Abdalla, Farid,
Hassan, Mustafa, Yasser; female names such as
Farah, Fatima, Jamila, Myriam, Yasmina.

AlphatiaN NamMmes

Alphatians have only one name, and identify
themselves further by citing rank, birthplace,
patents’ names, etc. Alphatians choose chil-
dren’s names for beauty and singularity. Few
name their children after others. An Alpha-
tian name will have two or more syllables, and
is chosen in the hopes that the child will grow
into it. Sttong, hearty names full of conso-
nants are given to children whom (it is hoped)
will grow into strong leaders; twining, sibilant
names are given to those who should grow up
cunning and thoughtful; beautiful, elegant
names are given to those who should be art-
ists, dreamers, or courtesans.

For Alphatian characters, choose a name
which sounds like the personality you have
imagined for him or her.

OchaleaN NaMes

The Ochaleans have family and personal
names, and give family name first, personal
name second. Family names tend to be tonal
and two-syllable, often hyphenated: Den-
Huang, Dao-Ling. Personal names tend to be
one syllable, usually beginning and ending
with a consonant, sounding like a note from a
chime: Chen, Tuong, Ping, etc.

Pearl IslaNd Names

Pearl Islanders, like Alphatians, have only one
name. It is composed of short sounds com-
posed of one consonant and one syllable—ka,
ti, lo, ru, etc. Each Pearl Island name is four
syllables long. Male names end with the suf-
fixes -ro, -bi, -du, and -ku; female names end
with -ko, -mi, -la, -su. Pearl Islanders give
their island name (or the name of the island
on which their family originated) as their fam-
ily name. Since more Pearl Islanders come
from Nuar than any other island of the chain,
many bear the family name Nuar.
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HiNterlaNODER NAMES ——

The Hinterlanders call themselves by a single
name plus that of a parent. Men mention fa-
thers; women, mothers. Thus, you hear ““Br-
ian son of Penn” and “Maeve daughter of
Branwen.” Their names are distinctive and
lyrical—male names like Amren, Bran, Brian,
Conn, Dylan, Fergus, Finn, Glew, Gweir,
Kyledyt, Owein, and Penn; and female names
like Ana, Branwen, Brigit, Creiddylad, El-
lylw, Eurolwyn, Goewin, Gwennlion, Maeve,
Medb, Olwen, Rhiannon, and Tangwen.

The Hinterlanders also like epithets—
descriptive phrases attached to their names,
such as *Brian of the fleet foot” or “‘Brigit Sil-
ver Bow.”

ADVENTURERS’ NaME€S ————

Many Thyatians end up with foreign and ex-
otic names. The Emperor himself bears an un-
usual name—Thincol, a slightly Thyatinized
version of his Northern Realms name of
Thrainkell. With this in mind, it’s perfectly
apptoptiate to give your Thyatian character
just about any name. If the name is not typi-
cally Thyatian, then the character’s parents
gave him a foreign name for its exotic sound.

LaNGguages

In the Empire of Thyatis, Thyatian is the
Common Tongue. Every Citizen is expected to
speak Thyatian. Most Citizens do so with the
dialect of Thyatis City; this is the dialect of
most of the conquered areas. Citizens born in
western Thyatis usually speak with a drawling
Kerendan dialect; those of the Island of Hat-
tias usually speak with the abrupt Hattian dia-
lect.

If a character doesn’t have extra languages
from high Intelligence, he may not be able to
know both Thyatian and his mother tongue.
In that case, you may wish to use the optional
Languages tule from the General Skills sec-
tion, which follows this one.

AliGNMeNt LaNGuage ———

The Alignment Languages in the Thyatian
Empire are not actually languages. They are a
combination of hand-signs, speech patterns,
and other recognition signs which one uses
with any language he speaks. When a person
lets a few Alignment Language signs or
phrases slip into his speech, other people of
the same alignment—regardless of whether or
not they speak his language—can recognize
him as one of ‘‘theirs.”” Persons of other align-



ments won't recognize that such signs and
phrases are being used.

If persons of the same alignment, speaking
the same language, utilize their Alignment
Language while speaking, they can communi-
cate basic statements to one another without
persons of other alignments realizing this is
taking place. Such statements are limited to
how they feel about other characters and other
topics of their apparently innocuous conversa-
tion: “This mission is doomed;” “Don’t hurt
Julia—she is one of us.”

If persons of the same alignment who do
not otherwise speak the same language try to
communicate, they can use their Alignment
Language to communicate basic thoughts the
same way . . . but it will be obvious that they
are communicating in that way, and they can-
not communicate sophisticated thoughts to
one another.

Other LaNGguages of the
EMPpIRre

Alasiyan: Language of the Alasiyans of Tel
Akbir. It is the same as that of Alasiyans of
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BEGINNING GENERAI SKills —

A 1st-level character knows four general skills.
Some may be chosen for him, based on his
race or nationality; some he may choose him-
self. He may know more than those four skills
if he has an Intelligence over 12. If he has an
Intelligence of 13-15, he gets +1 skill; if his
Intis 16-17, he gets +2 skills; if his INT is 18,
he gets + 3 skills.

How SKkills Are Used ———

Each general skill is based on one of the char-
acter’s Abilities (Strength, Intelligence, Wis-
dom, Dexterity, Constitution, and Charisma).
Whenever the DM feels the character’s skill is
appropriate, he asks the player to roll d20
against his curtent score in that Ability. If the
roll on the 1d20 is equal to or less than the
Ability, the skill use succeeds. A roll of 20 al-
ways fails, no matter how high the chance for
success.

Use of the skill provides the character with
success in the task he is attempting. If a chat-
acter is using his Riding skill to stay atop his
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like wedges, pulleys, and levers. With a suc-
cessful roll, the character receives a +2 bonus
on Strength rolls for tasks like Opening
Doors.

Wrestling: In wrestling combat, a successful
roll will give the character a +1 to his Wres-
tling Rating as per the D&D® Companion
Rules. Higher skill scores give higher bonuses,
so a character with Wrestling +1 would re-
ceive a +2 bonus, and so on.

INtelliGeNce SKills

Craftsman: One type of craft; examples in-
clude armoring, bow-making, engraving,
gemcrafting, goldsmithing, silversmithing,
smithing, weaponmaking, etc. Character can
make his living at this profession and, with a
successful roll, make expert opinions on sub-
jects pertaining to his skill.

Doctor: This is the ability to treat wounds
and diagnose illness. A successful skill roll al-
lows a character to restore 1d3 hit points to a
wounded character. (A related skill, Veterinar-
ian, would allow similar treatment of mon-
sters.)
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taken into account—the DM will apply modi-
fiers for difficult situations.

Mapping (Cartography): A character may
not be able to read but still can understand
and make maps. Comprehension of simple
maps is automatic; skill rolls should be made
when interpreting or drafting complicated
layouts, or when mapping an area by memory.

Military Tactics: This skill allows a character
to interpret the movement of enemy forces
and to move his own forces better. When us-
ing this skill, the player first decides what he
thinks is right—what the enemy is doing or
how he should set up his units. Then the DM,
not the player, rolls the character’s Military
Tactics skill. On a successful roll, the DM will
truthfully tell him whether ot not he has done
right; on a failure, the DM will lie and tell
him he has done right whether or not he has.

This is also a good skill to have when the
War Machine rules ate being used—unit com-
manders can use the skill on one another.

When rolling to determine the Combat Re-
sult, one commander per side rolls his Military
Tactics skill. If a commander makes it, take the
number by which he made it, multiply it by
10, and add it to his Combat Roll. If he fails
it, take the number by which he failed it, mul-
tiply it by 10, and subtract it from his Combat
Roll. If he makes it only exactly, he receives no
modifier to the Combat Roll from his skill.
This skill once per battle.

Mimicry: The ability to mimic animal
noises and accents.

Profession: One type of non-labor profes-
sion; examples include advocate, architect,
companion, cook, engineer, groom, scribe
(must be Literate), seaman, valet, etc. The
character can make his living with his skill,
and (with a successful roll) make expert com-
mentary on subjects pertaining to his skill.

Navigation: By taking directions from the
position of the sun and stars, the character can
always know roughly where he is. Successful
skill rolls, with positive or negative modifiers
for the character’s distance from his home ter-
ritory and familiarity with his surroundings,
will tell the character where he is.

Science: One branch of scientific study; Ex-
amples include astronomy, geology, metal-
lurgy, etc. Characters with this skill can make
their living with it, usually as freelance spe-
cialists in large cities.

Signalling: Successful use allows the charac-
ter to leave messages that can only be under-
stood by another Signalling specialist. For
instance, unobtrusive scratches on a tree-
trunk may be an elf-sign that there is danger
ahead. When a character takes Signalling, he

must specify the type of signals that it pertains
to, and must have had opportunity to learn
such signals; types of signalling found in the
Empire include Elf/Forester-Signals, Dwarf-
Signals, Thief-Signals, and Trumpeter-Signals
(used in the army).

Survival: This skill allows the character to
find food, shelter, and water in any one type
of terrain (of the player’s choice): Desert, for-
est, mountain, open sea, plains, etc. Desert
Survival doesn’t give the character the ability
to survive in the forest; he must also take For-
est Survival for that.

Tracking: The character can follow tracks.
The DM is free to increase ot penalize the
chances of success depending on the circum-
stances (age of the tracks, type of terrain,
number of tracks being followed, etc.).

WisOOM SKills

Animal Trainer: The character knows how to
raise, train, and care for one type of animal.
The animal can be taught some simple tricks
or simple orders. A character who wants to
train two ot mote different animal types must
choose this skill more than once—Horse
Trainer is one skill; Dog Trainer is another.
Characters must have this before joining the
Retebius Air Fleet ot Knights of the Air (next
chapter).

Caving: This is the ability of not getting lost
while exploring underground caves, cavern
complexes, rivers, etc. Many dwarves have it.

Codes of Law and Justice: This is the knowl-
edge of the laws and judicial system of Thy-
atis; characters who wish to be a judge or
Advocate must have it. Each empire or nation
has its own Codes, so characters who wish to
be conversant in different nations’ codes
should buy this skill multiple times.

Danger Sense: A successful skill roll means
that the character may detect an imminent
danger. The character will not know the na-
ture or source of the danger. The DM, not the
character, makes the skill roll, informing the
character of the result (if any).

Detect Deception: This is the ability to rec-
ognize deceptive behavior in an NPC. This
does not reveal the truth or falsehood of spe-
cific statements, nor the motivations of the
speaket, nor the exact nature of the deception.
Unlike the detect lies spell, the skill only
warns the character to distrust the deceptive
NPC. The DM makes the skill roll for the
character, informing him of the result.

Gambling: The ability to win money in
gambling games of skill (competitive card
games, for instance). This involves honest

games (Cheating is covered elsewhere), and
is treated like any other profession skill for
the amounts of money earned in the long
fun.

Guidance/Counsel: This is the advisory
skill of the kindly old cleric and other people
whose advice is sought by those in trouble.
The player interptets the situation, formulates
his recommendation, and then makes his roll;
if it is successful, the DM will tell him how ac-
curate or helpful his idea is.

Honor (Specific Immortal): This skill hon-
ots an Immortal to gain his favor and aid. This
includes knowing the code of behavior and
the rituals pleasing to the Immortal. This skill
enables clerics to obtain the use of their spells.
Use of this skill for this purpose is automati-
cally successful in routine situations. But if the
cleric has performed actions displeasing to his
Immortal, he may be required to make his
skill roll. Failure may mean that the cleric does
not receive one or mote of his spells, or that he
suffers some other penalty, such as a warning
curse.

Dexterity Skills

Acrobatics: The character with this skill may
perform impressive acrobatic feats, may bal-
ance on taut ropes and wires, etc. A successful
skill roll is required to perform any acrobatic
feat; failure may result in the character fall-
ing. A successful roll allows a character to re-
duce the effective height of a fall by 10 feet. A
DM may give an Acrobatic charactera +2 to
save vs. mechanical traps where agility would
help—such as tilting floors and pit traps.
Many entertainers, thieves and rakes have this
skill.

Alertness: Successful use of this skill allows
the character to draw a weapon without losing
any time, to avoid the effects of Surprise, or to
wake up at the slightest noise.

Cheating/Gambling: This is the skill of
winning at gambling games by cheating—by
dealing cards from the bottom of the deck,
etc.

Mountaineering: This does not replace the
thief's Climb Walls; it is the skill of mountain-
climbing with the use of ropes, pitons, and
other climbing gear.

Riding: This includes the basic care and
feeding of a riding animal, and the ability to
control it under difficult circumstances. Rid-
ing rolls are also required if a character is try-
ing to use a weapon from the back of a riding
animal; failure means that the mount is mov-
ing too much for the character to use the
weapon.




Each Riding skill allows the character to ride
one type of animal; if a character wishes to
know how to ride two different types of
beasts, he must buy two different Riding
skills.

When a character uses his Riding skill on
the wrong animal, say when a horse rider tries
to ride a camel, he suffers a —4 to his Riding
rolls.

Charisma Skills

Acting: This is the ability to make one’s living
as a stage actot, but it also imparts the ability
to pretend to be someone else or to show false
emotions. Successful use of this skill allows a
character to tell convincing lies over a period
of time.

Bargaining: A successful skill roll allows a
character to get the best deal available for
goods, setvices, or information. It’s not usu-
ally possible to bargain someone into giving
you a great deal for nothing.

Deceive (Fast-Talk): This is the ability to
persuade a listener of the truth and sincerity of
what is said, despite the fact that the skill user
is lying through his teeth. Successful use of
this skill causes an NPC to believe an untrue
statement, or to accept a misleading state-
ment as honest and sincete. Failure indicates
that the character sounds unconvincing.

Leadership: Successful use of this skill adds
+ 1 to the morale of any NPCs under the char-
acter’s control. It may also be used to convince
other NPCs to follow the character’s com-
mands.

Music: This skill allows a character to play
one group of related instruments in a skilled
manner; the player chooses the group of in-
struments which his player knows. Groups in-
clude stringed instruments, brass, percussion,
woodwinds, etc. This skill is often taken in
conjunction with Singing skill.

Persuasion: This is the ability to persuade
NPCs of your honesty and sincerity. The
speaker must believe the truth of what he says.
Successful use of the skill means the listener
believes what the speaker tells him; it does not
mean that the listener will agree to actions
proposed by the speaker. The DM may assign
modifiers of from —1 to —8 to the skill use if
the audience is hostile.

Singing: This is the ability to sing in a
skilled manner; a character can make his liv-
ing with this skill and (if he is good enough)
can become a famous entertainer or bard.

OptioNal Rul€ FOR LANGUAGES

With DM permission, characters can take addi-
tional languages as Int skills. Characters still get
all the free languages they're entitled to from
their Intelligence and racial abilities. Charac-
ters have trouble speaking these additional
“skill” languages. A character speaking a
“skill” language will automatically understand
someone speaking slowly and simply. If the
character is listening to someone who is excited
or using technical speech, he must make his
skill roll to understand the language. Failure
means he didn’t understand what was said.

The character speaking a “skill” language
communicates in the same way; when he’s
struggling to explain something quickly, or
something complicated or technical, or when
he’s flustered or excited, he must make a skill
roll to get the idea across.

IMPROVING SKills

To increase a character’s skill to a higher score
than the Ability on which it is based, you
“trade in”’ one or more other skill choices in
order to improve this skill roll, and geta +1
to the roll per skill choice traded.

Example: Theodosius has only a Dexterity
of 11, yet wishes be a good Rider. Instead of
putting one skill choice on Riding, he puts
three on that skill. The first choice gives him
his Dexterity score, 11, for his Riding roll. His
+ 2 choices give him a + 2 to the roll. His Rid-
ing roll will be a 13 instead of an 11.

What Disserent Rolls
MeanN

For a standard of comparison, here's what dif-
ferent levels of skill rolls mean to a character.

If Skill
Check Is: Effect on Character:

3-5  Very basic skill ability
Can do undemanding tasks
(ones not requiring Checks)
Often fails difficult tasks
(those requiring Checks)
6-8  Fair grounding in skill
Can do competent work
Often fails difficult tasks
9-12  Solid grounding in skill
Does good work
Can train apprentices
Often succeeds in hard tasks
Excellent command of skill
Can train journeymen
(especially skilled apprentices)

13-15
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Almost always finds work
Usually succeeds at hard tasks
Marvelous command of skill
Can train masters
Almost always finds work
Can act as efficiency expert
Usually succeeds at hard tasks
18+  Genius command of skill
Can train masters
Always finds work
Can act as efficiency expert
Uses skill with amazing results
(masterpieces and classics in his

field)

16-17

LearNING More SKkills

As time goes by, your character may choose to
purchase more skills or improve existing ones.
All characters get a new skill choice every four
expetience levels. Thus, humans get four
choices (plus bonuses for high Intelligence) at
level 1, then an extra at level 5, another at
level 9, another at level 13, and so on.

Above 12th level, the ceiling for dwarf
characters, dwarves get another skill choice at
1,200,000 experience points, and another
choice for every 800,000 experience points
earned after that.

Above 10th level, the ceiling for elf charac-
ters, elves get another choice at 1,350,000 ex-
perience points, and an another for every
1,000,000 experience points earned after that.

Above 8th level, the ceiling for halfling
characters, halflings get another choice at
300,000 experience points, and another for
every 1,200,000 experience points earned af-
ter that.

Each new skill choice may be used to buy a
new skill or to improve one old skill in the
manner described above.

Appropriate Skill Choice —

Players are mostly free to choose their charac-
ters’ skills, but the DM is within his rights to
insist that some of the charactet’s beginning
skills be appropriate to his origin. Some chat-
acters are required to take certain skills when
first created.

Cleric characters must take the skill Honor
(Specific Immortal). The player must specify
the Immortal whom the Cleric serves. Recom-
mended but not required: Codes/Law and
Justice, Detect Deception, Guidance/
Counsel, Riding.

Fighter characters are not required to take
any skills. Recommended: Military Tactics,
Riding.
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Magic-User characters are not required to
take any skills. Recommended: Knowledges
(history, magic, planar geography, etc.), Rid-
ing, Sciences, Scribe.

Thief and Rake characters are not required
to take any skills. Recommended: Acrobatics,
Alertness, Danger Sense, Signalling (Thief).

Dwarf characters must take Mining (Profes-
sion) and Engineering (Profession). Recom-
mended but not required: Caving,
Mountaineering, Riding, Signalling (Dwarf).
(If you are using GAZ 6, The Dwarves of
Rockhome, and have Dwarf-Cleric characters,
they must take the skills required of both
Dwarves and Clerics.)

Elf characters must take Alertness and Sur-
vival (Forest). Recommended but not re-
quired: Danger Sense, Signalling (Elf/
Forester), Riding, and Tracking. (Alfheim
elves have different Required Skills: Tracking,
and Treewalking, a Dexterity-based skill.)

Halfling characters are not required to take
any skills. Recommended: Alertness, Riding.

Forester characters must take these skills:
Alertness and Tracking. Recommended but
not required: Danger Sense, Riding, Signal-
ling (Elf/Forester), and Survival (Forest).

Skills aNDd the Character
Sheet

On the character sheet in Book I, you'll find a
box labelled General Skills. Ask your DM for
photocopies of this character sheet. In the
blank beside the line “Number of Skill
Choices:” place the number of skill choices
the character has (four, plus Intelligence bo-
nuses). He will get more as he gains in experi-
ence, as described eatlier.

On the lines below that, record the skills
you choose. For each one, record its name, the
Ability on which it is based (and any perma-
nent modifiers purchased by using extra skill
choices), and its current skill roll.

Skills aNd the DM

It’s the responsibility of the DM to see to it that
the players don’t abuse these skills, achieving
results totally inappropriate to their use in the
campaign. It's also the responsibility of the DM
to reward characters who use their skills cleverly
and in the context of the adventure. The DM
decides when a character may try his skill roll,
and the DM also decides what sort of effect the
skill can have in this situation.

Example: A character confronts the Master
of the city’s Merchants’ Guild and tries to use
his Bargaining skill to persuade the man to sell

the party adventuring gear at one one-
hundredth of actual worth. This is a blatantly
ridiculous usage. The DM can have the
merchant-lord chase the character and his
friends out of town, or (at best) utterly ignore
this idiotic request.

The DM shouldn’t make the characters roll
over and over again for the same task—only at
critical points in play.

Example: After a night’s sleep, the adven-
turers saddle up and mount their horses to
ride onward toward glory. Don't make them
roll their Riding now. Nor is thete any reason
to have the charactets make their Riding rolls
as they head up the road, mile after mile. But
when bandits with trumpets and firecrackers
come leaping out of the trees, then it’s time to
roll—these activities are likely to spook the
horses.

Positive aNO Negative Modifiers

When the chatacter is using a skill, the DM
may wish to assign him positive or negative
modifiers to make his roll easier or harder.
These modifiers are based on current circum-
stances.

Circumstances which make a job slightly
more difficult warrant a2 —1 or —2 modifier.
Those which make the job substantially more
difficult warrant 2 — 3 or —4 modifier. Those
which make the job very hard—such as blind-
ing rainfalls, earthquakes, meteor showers,
lack of materials, mass ignorance, or
whatever—can warrant modifiers of =5 on to
=10 or —15.

Conversely, circumstances which make the
job easier—such as having all the materials
needed, having lots of time or help, mass ig-
norance, or whatevet—want positive modi-
fiers at the same approximate scale.

The character always has a chance of suc-
cess, however bad the odds, as long as the DM
says it’s remotely possible to succeed. A natu-
ral roll of 1 on 1d20 is an automatic success.

Time Use

When it’s important to know, the DM decides
how much time each use of a skill represents.
The time it takes to look over a plot of ground
and make a tracking roll might be about 30
seconds; the time it takes to make a superior
crossbow will be several days to a few weeks;
the time it takes to use a Geology science to
recognize a type of stone may only be a second
of two.

UsiNG SKills TOGEhER

Often, when the character making his skill roll
has failed, all the other characters with the
same skill will chime in, “How about me? Let
me make my skill roll!”’

This isn’t usually a good thing to do. If the
DM lets everyone make a skill roll for the same
task, someone will eventually succeed. The
DM has to decide when several people can try
a task or not, and then stick by his decision.
However, sometimes it's reasonable for two or
more characters to use their skills together to
solve a task. For example, when two scholars
are trying to translate an inscriptions, two
heads may be better than one. The characters
choose which of them is the chief problem-
solver for this situation (usually the character
with the highest skill roll), and that character
and others with the same skill make their skill
rolls. The DM uses the roll of the chief
problem-solver and then gives him a +1
modifier for every one of his friends who made
the roll, and a — 1 modifier for every one who
failed it.

UsiNG SKills AgaiNnst Each Other

Sometimes situations will come up where two
skills are in conflict. A character with Deceive
may try to fast-talk a character with Detect
Deception, or two Bargaining characters may
haggle. When the DM sees this situation oc-
cur, he will have both parties roli their appro-
priate skills. The character who makes his roll
by the most wins the contest. When a tie-roll
occurs, the DM has to analyze the situation;
he may have them re-roll for a clear decision,
or decide that the tie-roll means the situation
is unchanged.

Other Uses FOR SKills

The DM must also allow or deny other uses for
skills as he sees fit. For instance, a character
with Bowyer skill should not be allowed to
make free bows for everyone. The DM should
rule that he can make them for as little as half
the price they’d pay elsewhere, but the DM
must insist that the character miss some ad-
ventures that his friends are performing (oth-
erwise the weapons would never be made!).

The DM can also use these skills as *“hooks”
to get characters involoved in adventures, es-
pecially if a character has a peculiar or out-
standing skill. Nobles often hire master
craftsmen to evaluate or festore their trea-
sures, or to build grand new cities or citadels,
all of which can lead the heroes into new and
exciting adventures.
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Thyatians love fighters—not just fighter-class
characters, but anyone who’s skilled in com-
bat. They have many orders which fighters
may join in order to further their careers, re-
ceive training, and hear about adventure op-
portunities. In this section, we’ll talk about
these fighting orders and optional fighting
rules for Thyatian characters.

The FightiNnGg ORDERS —

Brotherhood of the
GRrey Lady

Interests: The Brotherhood is the largest fight-
ing order in the Empire. The Grey Lady is the
Immortal Vanya, and the Brotherhood is de-
voted to increasing fighting ability and honor
in Thyatis. It provides cheap lodging to mem-
bers, trains watriors, and provides informa-
tion about job opportunities.

Requirements: Characters joining the
Brotherhood must be clerics, fighters, thieves,
foresters, rakes, elves, dwarves, or halflings.
Pure magic-users need not apply. Characters
can be of any level. Women are accepted.

Annual Fee: 50 gp.

Benefits: Cheap Lodging in towns where
there is a Hall of the Brotherhood (any town of
2,000+ in mainland Thyatis, any town of
5,000+ elsewhere in the Empire); rates are 2
sp/meal (it’s a good, hearty meal), 3 sp/
night’s lodging for one person, 5 sp/night’s
stabling and oats for one horse. Credit for
meals and lodging is extended to dependable
members of the Order. Lodging is in a com-
mon barracks hall, male and female alike.
Fighter Training: Every Gromdain and Nyt-
dain evening, memberts gather at the local hall

for Fighter Training, an evening of instruction
and socializing. At Fighter Training, new ad-
venturers and new Order members can meet
experienced ones, hear stories of old exploits
and rumors of possible adventures and trea-
sures, and so on.

Problems: The Brotherhood'’s benefits are
very useful to low-level heroes, but are less so
to wealthy and experienced ones.

StorM SOIdIERS

Interests: The Storm Soldiers are Hattian war-
riors and knights who fight for Hattian su-
premacy, racial purity, and suppression of
women. They are a hate-society, especially
powerful on the Island of Hattias.

Requirements: Members must be fighters
(any alignment) or Neutral or Chaotic clerics
of Vanya. Members ate male humans. All
members (except those in covert or spy roles)
must wear black uniforms with the gold Storm
Soldiers lightning-bolt insignias all the time.

Annual Fee: 100 gp.

Benefits: On the Island of Hattias, all
membets receive free lodging (just barge in on
a peasant family and demand it) for them-
selves and their friends. In Thyatis City, mem-
bers receive inexpensive lodging at the Storm
Soldiers enclave (same costs as for Brother-
hood of the Grey Lady). Actoss the Empire,
members receive free legal aid (free advocates)
for any crimes they may be charged with. All
members receive a +4 to reactions from
Hattians—they’re lauded as heroes.

Problems: The Temple of Vanya doesn’t allow
its clerics to be Storm Soldiers, so clerics of Vanya
who join this order do so secretly. Known Storm
Soldiers receive a —2 reaction from Citizens of
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the Empire who are not of Thyatian, Kerendan,
or Hattian descent. Storm Soldiers who adven-
ture sometimes receive orders to betray, steal
from, or spy on their allies.

The FORresters

Interests: This order teaches trainees to wield
both weapons and magic. Members of the or-
der are all humans; women ate accepted. To
become a Forester is to join the order for life;
if ever you resign, you also resign from your
adopting elf-clan and your magical powers
desert you (this leaves you a Fighter of the
same experience level you possessed as a For-
ester). The Foresters are elf-friends and pro-
tectors of nature; they protect elf communities
from harm and keep other species from de-
stroying forests.

Requirements: All members of the Order
must meet the basic requirements for becom-
ing a Forester. Members must spend a mini-
mum of three years (before their gaming
careers start) training in Foreston and
Greenheight. Members may be of any align-
ment, but a history of evil deeds will result in
expulsion from the otder (and loss of magical
powers).

Annual Fee: None. Many Forestets volun-
tarily tithe 10% of their incomes to the city of
Foreston.

Benefits: All members of the order have
been adopted by one of the elf-clans of the
Vyalia elves. The elves shelter their own from
human authorities. Membership in the elf-
clan allows the Fotester to live among and as
the elves; it often gives him access to elvish re-
cotds and legends which most humans never
get to see.
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Problems: Not all dwarves dislike or distrust
elves, but those who do also react badly to
known Foresters— —2 to reactions. Foresters
are often pressured by outsiders to reveal se-
crets of the elves (magics, traditions, etc.);
most reveal very little.

SisteRho0D Of the
SWORD

Interests: The Sisterthood of the Sword is a
small order (with halls only in Thyatis City,
Kerendas, Port Lucinius, Tel Akbir, the island
of Mositius, Newkirk on the Isle of Dawn, and
Seagirt on the Peatl Islands) dedicated to
teaching the arts of war to women, especially
those who have a tough time finding training.

Requirements: Members must be female
fighters, thieves, or rakes, either human or
halfling.

Annual Fee: 100 gp for normal member-
ship; 500 gp for boarding membership.

Benefits: Membership gives the member
free access to the daily fighter-training that
goes on at order halls, which includes access to
good instructots, and one daily meal. (Train-
ing won't allow a character to gain levels with-
out adventuring; however, it’s rational for a
character reaching 1st level.) The order pro-
vides inexpensive lodging (2 gp/day for hu-
mans, including meals, 1 gp/day for stabling
per horse) for members. Boarding Member-
ship means that the member may board in any
of the order’s halls, moving from hall to hall as
she chooses, at no cost, year-round or for any
part of the year; this doesn’t include the cost
of stabling a horse.

Problems: Women of the order are not liked
by Hattians ot Ochaleans, who react to them
at —3 and may harrass them. The Storm Sol-
diers of Hattias have been known to promote
secret attacks on Sisterhood parties.

Other ORDERS

There are many more orders in the Empire. If
you can think of a2 new one suited to your char-
acter, wotk it up and submit it to your DM.
You can determine the order’s interests, re-
quirements, and benefits; the DM is within
his rights to modify these factors to suit the
campaign, choose the order’s problems, and
determine the annual fees.

The FlyiNG ORDERS

There are also two very specialized fighting or-
ders in Thyatis, both based out of the Duchy
of Retebius. They are the Retebius Air Fleet,
an elite branch of the imperial army, and the
Knights of the Air, an unaffiliated fighting or-
det. These ordets are notable because every
member of each order trains and flies at least
one airbotne creature—pegasi, griffons, and
so forth.

Retebius AiRr Fleet

The Duchy of Retebius is named for an Al-
phatian cleric who helped Thyatis in its strug-
gle for independence a thousand years ago.
He inflicted terrible damage on the Alpha-
tians by flying on the back of a white dragon,
using its breath weapons and his own magics
against the fiendish flying boats the Alpha-
tians used (and still use today). After the war
was won, Retebius, with imperial funding
(and the ducal title given to him by the em-
peror) founded the Retebius Aerial Corps, an
elite squadron of fliers; the Aerial Corps even-
tually grew to several hundred warriors and
changed its name to the Retebius Air Fleet.

Interests: The Air Fleet is dedicated to the
airborne protection of Thyatis, augmentation
of the Empire's military, and advancement of
the study of aerial scientific knowledge. It
provides a counter-threat to the Alphatians’
flying boats, and is used for military recon-
naissance.

Requirements: Members must be Thyatian
Citizens of Sth experience level or greater.
Members must join the Thyatian army (mini-
mum six-year hitch) and go through a six-
month officers’ training course and flight
training course. (Your DM may wish to com-
press this time in the campaign so that it takes
very little game-time, or may wish to game
out the grueling course and flight training.)
Members must have or take two skills: Riding
and Animal Trainer (for the beast which they
are assigned). (If the character does not have
the skills, then he will learn them during the
six months’ training . . . but this does use up
his next two skill choices.)

Annual Fee: None. Once officers’ training
is through, characters will be lieutenants in
the Thyatian army and will be paid by them,
100 gp/month.

Benefits: As officers of the army, characters
receive room and board (for themselves, im-
mediate family, and flying mounts) in addi-
tion to pay. Characters may buy their mounts
when they leave the army, at the price of an
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adult flying beast (given below). If a charac-
ter's mount is killed, the Air Fleet assigns him
a new one.

Problems: Characters belong to the army
for at least six years and are bound to follow
army otrders and regulations. Treasure seized
by Air Fleet characters belongs to the army.
Characters get no choice in the kind of beast
they are assigned; if a hero wants a roc and is
instead given a pegasus, it’s the pegasus he
learns to ride. The Air Fleet deals harshly with
officers suspected of abusing their mounts.

KNiGghts of the Air

Eventually, former members of the Air Fleet,
adventurers who already had flying mounts,
and nobles just interested in the “sport” of
training and flying monsters formed their own
society, the Knights of the Air. There are some
people working to opening the Knights up to
the flyers of inanimate objects—brooms, fly-
ing catpets, etc., so information on those ob-
jects is presented in the chart below.

Interests: The Knights of the Air is a hobby-
ist society whose members enjoy the company
of flying beasts and the sport of airborne
travel, combat training, etc. It is also a mili-
tant order which rises to the defense of Thyatis
in times of war.

Requirements: To be a member of the
Knights of the Air, a hero must: (1) Own a fly-
ing beast; (2) Have the Riding and Animal
Training skills appropriate to that type of beast;
(3) Be of Lotd status, or be at 9th experience
level; and (4) Have sufficient funds to pay the
annual fee and care for the flying beast.

Annual Fee: 500 gp.

Benefits: The primary benefits include
membership in a high-prestige society, expo-
sure to many nobles with similar interests,
many adventure opportunities (people often
come to the Knights of the Air to hire merce-
nary members for specific missions); some of
the annual fees go to prizes to be awarded in
flying competition (Most Agile, Fastest, non-
lethal combat tournaments, etc.).

Problems: The expense of stabling, feeding
and caring for these unusual monsters is the
primary drawback of belonging to the
Knights—or to owning a flying monster in
any case.

Flyers: Costs aND
Characteristics
On the chart on the next page, you’ll see the

flying and upkeep characteristics of numerous
flying beasts and items of magic.
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FLYING MOUNTS CHART
Creature ot Air-Speed Maneuveting Hit Dice Cost: Cost: Cost and Weight Carry
Magic Item (Feet per Factor and Young (gp) (month) Upkeep Multiplier for (Cn Wt)
Round) Takeoff Gear and Armor

Dragon, blue 6,600

" Baby 60 MF 5 (b) 6 60 x5 6,000

" Small 80 MF 3 (b) 9 90 x10 9,000

" Large 100 MF 1 (b) 13+3 130 x10 13,300

" Huge 120 MF 1 (b) 18 180 x20 18,000
Dragon, gold 11,750

" Baby 60 MF 5 (b) 8 80 x10 8,000

" Small 80 MF 3 (b) 11 110 x10 11,000

" Large 100 MF 1 (b) 16+3 160 x20 16,300

" Huge 120 MF 1 (b) 22 220 x20 22,000
Dragon, white 4,300

" Baby 60 MF 5 (b) 3 30 x2 3,000

" Small 80 MF 3 (b) 6 60 x5 6,000

" Latge 100 MF 1 (b) 9 90 x10 9,000

" Huge 120 MF 1 (b) 12 120 x20 12,000
Drolem 80 MF 1/2 (b) 20 *x 0 X20%%* 20,000
Flying

" Broom 80 MF 3 (a) n/a *x 0 x2%** 4,000

" Carpet 100* MF 1 (a) n/a *k 0 X5HHH 6,000

" Spell 120 MF 3 (a) n/a ** 0 n/a 2,000
Griffon 120 MF 1 (b) 7 450 70 X5 7,000
Hippogriff 120 MF 1 (b) 341 250 30 X2 3,100
Pegasus 160 MF 3 (b) 242 125 20 x1 3,300
Roc 6,250

" Small 160 MF 1 (b) 6 60 x5 6,000

" Large 160 MF /2 (b) 12 120 x10 12,000

" Giant 160 MF /3 (b) 3466 360 x20 36,000
Sphinx 120 MF 1 (b) 12 5,625 120 x10 12,000

* These rates are figured for one human-sized flyer and gear (approximately 2,000 cn weight). For rates at higher weights, consult the Treasures section of your Ex-

pert Rulebook.

** These items have no “‘young form;” you must acquite them through adventuring or through the normal means in yout campaign. You must make drolems as

described in the Dungeon Masters Companion.

*¥*  These items cannot wear armot, but can have saddle-blankets, saddlebags, bridles, etc.

(a) Mount magically floats straight into flight, no difficulty in takeoff; can hover without difficulty.
(b) Mount flaps wings to take off; can be hampered by tight quarters, stopped if wings bound or injured; can hover with difficulty (skill check at ~3), prefers to circle.

Column Heading Notes

The Air-Speed line shows the mount’s normal
air-speed in feet per round. To get the mount’s
speed per turn, multiply by 3.

Maneuvering Factor determines how maneuver-
able the mount is while in the air. The higher the
number, the more maneuverable the mount is. The
GM has the aerial movement rules and will tell you
all about the MF when you begin flying.

Takeoff determines how easy it is for the mount to
launch into the air, as the footnotes at the bottom of
the chart indicate.

Hit Dice is the meunt’s normal HD score. It is in-
cluded here so that all the dragons’ hit dice figures,
which are normally scattered through several books,
will be in one place.

Cost: Young (GP) tells how much money it costs
to buy one of these mounts when it is in its infant

state—a griffon cub, a dragon egg. To train one of
these beasts to ride, you must own it from its youth
and train it yourself. Such beasts, trained by man,
cannot learn spells; a gold dragon or a sphinx
trained to be a riding-monster will never have the
notmal spells of its kind.

Cost: Upkeep (Month) is how much money it
costs to keep the mount alive and healthy; the cost is
paid monthly, and goes to feed and shelter the
beast.

Cost and Weight Multiplier for Gear and Armor
determines how much gear such as barding, saddle-
blankets, saddle-bags, etc. cost. Buy barding from
the Master Players’ Book page 15, and normal
equipment from the Expert Rulebook page 19, but
subject their costs and encumbrance values to the
multiplier given here.

Example: You wish to buy leather barding for
your Large Roc. You see in the Master Players’ Book
thar leather barding normally costs 40 gp and
weighs 250 cn. The Large Roc has a multiplier of
x10. Therefore, leather barding for a Large Roc costs
400 gp and weighs 2,500 cn. It weighs more because
there’s more bird to cover than horse; and costs
more because it’s custom-designed to protect as
much of the bitd as possible (head, breast, etc.)
without interfering with its flight.

Carty (Cn Wt) shows how much weight the beast
can carry on its back. A human being, plus equip-
ment, is figured as 2,000 cn. Don’t bother saying
“My elf only weighs 100 pounds and carries very lit-
tle gear”” We’re taking an average figure. If a beast
can carry 2,000 cn weight, it can carry one character
and a reasonable amount of personal equipment
into the air.
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JOiNiING the Retebius
AiRr Flecet

If characters wish to join the Retebius Air
Fleet, they need only meet the specifications
given earlier and sign on. Each new member
rolls d100 against the following chart to see
what sort of beast he will be assigned:

d100 Roll Assigned Beast

01-50 Pegasus

51-75 Hippogriff

76-85 Griffon

86-95 Sphinx

96-97 White Dragon
98 Blue Dragon
99 Roc
00 Gold Dragon

In the Air Fleet, pegasi and hippogriffs ate
the standard cavalry. Griffons and sphinxes act
as elite cavalty—the rangers of the air. The
dragons are bringets of terrot, long-distance fli-
ers, and terrible fighters both in the air and on
the ground. The rocs are the bomber
command—loaded up with stones or kegs of
flammable liquids which may be dropped on
targets.

JOiNiNG the RNiGhts of the
AiIr
Joining the Knights of the Air is much easier;

it merely involves meeting the membership
requirements and paying the annual fees.

RaisiNgG FIYiNG Beasts

To be able to fly such a beast as your own
mount, you must raise it from youth. You
must have an Animal Trainer skill. No one
may train the animal for you, and the DM
should not let a single character raise more
than four animals at the same time.

A young animal starts out with one-third
the hit dice of 2 mature one—minimum of 1
HD. Animals grow at the rate of 2 HD per
year. (Thus, a beast that is normally 3 HD will
be effectively full-grown after a year.) The roc
is an exception; as a chick, it starts with one-
sixth the HD of an adult roc.

During the animal’s first year of growth, it
may not be ridden—the trainer will be teach-
ing it to fly (on a tether-rope) but the beast is
too young to be mounted. When it is a full
year old, it may begin cartying rider and pas-
sengets.

(To determine how much weight a flying
beast can carry, multiply its hit dice by 1,000
cn—don’t count any HD plusses.)

In the Retebius Air Fleet, the character
doesn’t have to pay for the beast’s upkeep. In
the Knights of the Air, the character owns his
own beast and must pay for it, paying the
monthly cost from the “Cost: Upkeep” line of
the chart. If he fails to pay the amount, the
animal is starving or unsheltered and could
die or revert to the wild and fly away forever.

The animal is considered full-trained for
flying duties at the age of two years, and it isat
that point that campaigns which deal just
with flying-corps adventures usually start.

The Record Sheet

Ask your DM for photocopies of the Flying
Monster Record Sheet. When your character
has had a flying beast assigned to him, you can
write down all the beast’s pertinent statistics
and abilities on the sheet. Some of that infor-
mation comes from the chart above; some
comes from the normal “Monsters” sections
of the D&D® rulebooks.

Also on the sheet is a maneuvering chart
used when the beasts are being flown in com-
bat. The rules for using that chart appear in
the DM’s book of this supplement.

The Rules of FIyiNG ———

The full rules for riding flying animals in war
and peace appear in Book I. For your informa-
tion, we're presenting a short reprise of them
here; ask your DM for further details. He may
wish you to read the full rules from Book 1.

(1) Flying beasts’ movement rates per
round were given in the chart under the label
Air-Speed. A flying beast may fly each round
at a speed up to (or less than) its full Air-
Speed.

(2) Flying beasts may maneuver a number
of times per round equal to their Maneuvering
Factor (MF) score. A baby dragon can maneu-
ver five times per round; a giant roc can ma-
neuver one-third time per round (i.e., once
per three rounds).

(3) Each maneuver may be a 30-degree ot
60-degree sideways turn (bank), ot a climb or
a dive.

(4) Each beast must fly at least 10’ between
maneuvers.

(5) The first maneuver each round is
“free”’—safe. Subsequent mancuvers in the
same round, or any dangerous maneuvets ot
circumstances, require the rider to make a
Riding skill roll. Failure can lead to the beast
making flying mistakes, or the pilot falling
off, or many other possible results.
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Those are the basic rules; the DM has the
full set of rules, including those for falling
from great heights and for beasts sustaining
damage in aerial combat.

Special EQuipMeENTt:
The Bumber-Chute

Members of the Knights of the Air and Rete-
bius Air Fleet need some specialized equip-
ment for their own safety. First and foremost,
it’s a good idea for a flier to have some way to
reach the ground safely if his flying beast is
killed or if the flier is thrown from its back.
Both the Air Fleet and the Knights of the Air
manufacture one such magic item.

The Bumbet-Chute. Cost: 500 gp. The
Bumber-Chute looks like a large parasol and is
worn on the flier’s back, like a back-slung
sword. If the flier is ever thrown out into the
air, he need only pull the Bumber-Chute forth
and press the button on its handle. The um-
brella portion will open up and magically
lower its wielder to the ground; the flier need
only hold onto the handle for dear life.

When nearing the ground, the player-
character rolls 1d20; on a 1, he takes 2d6 dam-
age from a bad landing, but otherwise lands
just fine. (If you're using the Falling Rates
charts from Book I, the Bumber-Chute lowers
people at a rate of 1,000 ft/minute or 166/
round, with a final bit of extra deceleration at
the end; when the 1 is rolled, that last bit of
deceleration fails to take effect.)

Bumber-Chutes are sold in a variety of col-
ors and designs. They are not customarily sold
to people outside the two orders.

MoRre Special EQuipMeNt:
BreathiNGg Gear

Not many beasts can fly so high that hu-
mans can’t breathe, but rocs and dragons can,
and their pilots need to have special Breathing
Gear if they’re to survive.

The Gear fits in the front opening of an
open-faced helmet or can be worn without a
helmet. It looks like an oversized pair of gog-
gles (which protects the pilot’s eyes from cold
high-altitude winds) attached to an elephant-
like trunk which fits over the lower face. This
leather object has been enchanted with a cre-
ate air spell (see Book III) so that its wearer
may breathe at any altitude where some air re-
mains.

The Gear costs 3,000 gp.



Still More Special EQUIpPMENT:
FIyiNG Beast ARMOR

We spoke earlier about armor for flying
beasts. Here’s how it is bought:

Beast Effect Basic  Basic
Armor on AC Cost End.
Leather * none 40 250
Scale * -1to AC 75 400
Chain -2to AC 150 600
Banded * -3to AC 400 1,500
Plate * -4 to AC 500 3,000
Field * -5to AC 600 4,000
Joust * -7 to0 AC 700 5,000

*: From the Master Players” Book

To purchase armor for your flying beast, se-
lect one of these armor types. Apply its “Ef-
fect on AC” to your beast’s AC. (Example: A
griffon, normally AC 5, wearing Chain bard-
ing would be AC 3.)

To figure the armor’s cost and encum-
brance, take the Basic Cost and Basic Enc fig-
ures given above and then multiply them by
the ““Cost and Weight Multiplier” figure from
the Flying Monsters Chart presented earlier.
(Example: Chainmail bought for a griffon
starts at 150 gp and 600 Enc. The griffon’s
multiplier from the other chart is x5. The grif-
fon's chainmail will cost 750 gp and weigh
3,000 Enc.)

OptioNal ARMOR aND
DamMage Rules

Here, we're going to give you some optional
rules which you may use in your campaign if
your DM approves. These are optional rules,
and they will change the way combat is han-
dled in your campaign. It’s best for you to learn
these guidelines, play some combats with chat-
acters not actually appearing in the campaign,
and then decide whether or not you and the
DM want to use them. With this set of rules,
the following general guidelines apply:

(1) You still roll 1d20 to determine whether
or not you hit a target’s Armor Class.

(2) Armor Class now is only determined by
the character’s shield, Dexterity bonus, and
certain magic items; his body armor does not
figure into the equation.

(3) Body Armor, instead of increasing a
character’s Armor Class, simply subtracts a
certain amount of damage from the amount
inflicted.

RefiGURING ARMOR Class —

To figure your character’s Armor Class under
these rules, do this:

(1) Start with AC 9. If a magical item con-
fers a different starting AC, start with that
number instead.

(2) Apply the bonus (or penalty) for his
Dexterity.

(3) Apply the bonus for the shield he car-
ties, from the following chart.

(4) Apply the bonus for any magical items
or spells he is using.

The result is his AC. It’s going to be lower
than what it would be under the normal rules.
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Shiclos

Here are several types of shields, of varying
sizes, weights, and costs.

Optional Combat Rules:

New AC Values of Shields
SHIELD AC COST ENC
Small Shield -1 5 50
Medium Shield -2 10 100
Large Shield -3 15 200
Tower Shield -4 25 300

Examples of small shields include the buck-
lers used in the European Renaissance, espe-
cially at the height of fencing. Medium
shields include normal round shields (such as
the Vikings’ shields) and the medieval foot-

men’s shield. Large shields include the kite

shield of the medieval knight. The tower
shield is a huge shield which protects from
nose to ankle, and is best known from the II-
iad and Odyssey.

The shield doesn’t give its user any AC ben-
efit against attacks from behind.

ARMOR Value

With these optional rules, armor doesn’t in-
crease your AC . . . it decteases the amount of
damage that its wearer takes. The amount by
which armor decreases the damage to its
wearer is called its Armor Value (AV). When a
character wearing armor is hit by an attack,
one point of damage always gets through—
from the impact or from penetration of the ar-
mor. Then, you deduct the AV from the
damage from the rest of the attack. The AV is
deducted from each separate attack.
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AV doesn’t lessen falling damage, or some
sorts of magic, detailed under ‘“Magic Spells,”
below.

ARMOR
Armor Armor

Value  Cost Enc
Leather 2 20 200
Scale Mail * 3 30 300
Chain Mail 4 40 400
Banded Mail * 5 50 450
Plate Mail 6 60 500
Suit Armor ** 7 250 750

*: From Players Companion
**: From Master Players’ Book

Example: Theodosius swings a sword at Lu-
cian, who wears plate mail; he has an AC of 9
and an AV of 6. Theodostus hits, and does 8
points of damage with his sword. The first
point of damage gets through. Lucian’s AV of
6 takes off 6 points of damage. This leaves one
more to get through. Theodosius has done Lu-
cian 2 points of damage—after Armor.

BardiNg

Horse armor follows the same pattern. Hotses
naturally have an AC of 7, so all horses you
encounter will have an AC of 7 even with
barding on. But, the barding will have an Ar-
mor Value.

Armor Armor
Value  Cost Enc

Leather* 1 40 250
Scale* 2 75 400
Chain 3 150 600
Banded* 4 400 1,500
Plate* 5 500 3,000
Field* 6 600 4,000
Joust* 7 700 5,000

*. From the Master Players’ Book

CrushiNGg Blows

Any roll to hit which (with the natural roll
plus modifiers) reaches a result of 20 is an au-
tomatic hit—if it’s possible to hit the target at
all. Also, if a natural (unmodified) roll to hit
isan 18, and it hits the opponent, the weapon
does its maximum possible damage—there’s
no need to roll. For instance, using a 1d8
broad sword, it automatically does 8 points of
damage plus the character’s Strength bonus.
If a natural (unmodified) roll to hit is a 19
and hits the opponent, the weapon does its

maximum possible damage—and bypasses ar-
mor entirely (caves it in, finds a gap, etc.).
The AV does not apply against this attack.

If a natural (unmodified) roll to hit is a 20
and hits the opponent, it bypasses armor just
like a roll of 19—and does twice the maxi-
mum amount of damage indicated for it. If
you're using a normal 1d8 broad sword, it
does 16 points of damage and two times your
bonus from Strength.

Magical ARMOR aNd
Shiclos

The bonus from magical armor does not add
to the Armor Value—it still adds to Armor
Class. Chainmail + 2 would provide an AC of
3 and an AV of 4.

Magical shields still add their bonus to the
Armor Class. Also, their magical bonus is
used as a plus to hit when rolling to Block (ex-
plained later in this section).

Bows aND CrOossbows

Bows and crossbows have some special benefit
against armor in these new rules—armor gets
only half its damage-reducing value (round
down) against bows and crossbows. Arrows
and quarrels are very good at punching
through armor.

So, if you’re wearing banded mail (AV 5)
and someone shoots and arrow at you, your ar-
mor acts as only AV 2 vs. that arrow.

FightiNG ARMORED
MONSIERS

If you use these variant rules, the DM may
wish to re-interpret monsters and their ACs.
Those which have high AC values because
they’re supposed to have thick armored hides,
and those which can’t be hit by non-
enchanted weapons, should have their ACs
changed.

Give a monster which is supposed to have a
thick hide the Armor Value which corresponds
to the AC it now has. If a monster has an AC
of 5, corresponding to chainmail in the nor-
mal game, give it an AC of 9 (like normal hu-
mans) and a natural Armor Value of 4 (like
chainmail in this system).

If a monster can’t be damaged by non-
enchanted weapons, that won’t change; im-
munity is immunity.

If a monstei appears to receive its high AC
because of quickness and agility, then it keeps
its old AC and receives little or no AV.

Magic Items

Magic items which, in the normal game,
give the wearer improved ACs (like the ring of
protection), still do exactly that in this system.
They do not improve Armor Value.

Magic Spells

Some damaging combat spells are affected by
Armor Value; some aren’t. Damage from
these spells is reduced by Armor Value:
(Cleric) (3d) striking, (6th) barrier; (Magic-
User) (1st)Bl)magic missile, 3rd) fire ball,
(4th) ice storm/wall, wall of fire, (7th) de-
layed blast fire ball, sword, (9th) meteor
swarm, prismatic wall.

Armor, as with normal attacks, lets the first
point of damage through from any magical at-
tack, even if it stops the rest of the attack.

Damage from these spells is not reduced by

Armor Value:
(Cleric) (1st) cure/cause light wounds, (3d)
cureall, (4th) cure/cause serious wounds,
(5th) finger of death, cure/cause critical
wounds, (7th) holy word, raise dead fully/
obliterate, restore/life drain; (Magic-User)
(3d) lightning bolt, (5th) cloudkill, (6th)
death spell, disintegrate, (7th) power word
stun, (8th) explosive cloud, power word
blind, rune, (9th) power word kill, heal, wish;
(Druid) (2d) heat metal, (3d) call lightning,
(7th) creeping doom.

The spells of shamans and wiccas cotres-
pond to those of other magic-users and clerics,
so use the guideline for the specific spell when
a wicca or shaman is attacking.

The attacks of summoned monsters ate usu-
ally affected by Armor Value, except when
their attacks correspond to spells which bypass
Armor Value.

Spells which improve a character’s Armor
Class, such as shield, still do exactly that; they
don’t grant an Armor Value. ,

What This Doe€s to Your
CamMpaiGgN

If you use these rules:

(1) People will hit and be hit more often in
combat. Armor Classes are lower, so hitting
will be more common. This is good for lower-
level characters; they’ll be more useful in
combat.

(2) Fights will take longer.

(3) Fighters, especially heavily armored
ones, will be a little more competitive against
monsters.




variaNt ARMOR aNd the
Onrcs of Thar

If you're using GAZ10, The Orcs of Thar, and
ate using the special armor rules from that
supplement, you can use them with these op-
tional armor rules. There are two ways to do
this, the Simple Way (so appropriate to hu-
manoid characters) and the Complicated Way
(which isn’t that complicated).

The Simple Way

For your humanoid character with mis-
matched pieces of armor, calculate his Armor
Class exactly as described in the GAZ10 Play-
ers’ Guide, page 44.

Then, substitute the Armor Value equiva-
lent for that Armor Class in this fashion:

AC7 = AV2
ACG6 = AV3
ACS = AV4
AC4 = AV
AC3 = AVG
That’s the Simple Way.

The Complicated Way

The complicated way is to wear the mis-
matched pieces of armor and receive the At-
mor Value of the types of armor the pieces
ate—but only on the parts of the body they
protect.

When playing out combat, roll 1d20 and
look up the result on the table below to find
where the blow landed.

d20 Area Hit
1-2 Shield
3 Head
4 Torso
5-6 Shoulder *
7-8 Upper Arm *
9 Elbow *
10-11 Lower Arm *
12 Hand *
13-14 Waist & Back End
15-16 Upper Leg *
17 Knee *
18-19 Lower Leg *
20 Foot *

* Roll 1d6. 1-3 = left, 4-6 = right.

Each piece of mismatched armor would
have the Armor Value of the kind of armor it
came from. Here’s an example of how this
works.

Example: Urgham the Orc, from the exam-
ple in GAZ 10, has a chain mail head gear,

one shoulder plate, and two leather arm
pleces. That means he has Chain (AV 4) on lo-
cation 3, Plate (AV 6) on location 5-6 (let’s
presume it’s his right shoulder), and Leather
(AV 2) on two arm locations—Ilet’s say his 10-
11 on both arms.

Urgham plows his way up to Sir Glisteno-
dosian and pounds on the knight’s steely sur-
face for about half an hour. Finally, the knight
replies. He swings his sword, and hits. He rolls
a location on d20, and rolls 2 5—shoulder. He
rolls 1d6 to see which shoulder and comes up a
4—right shoulder. Utgham is heavily armored
on his right shoulder, and so gets to use his AV
of 6 against the damage from Glistenodosian’s
sword. Sir G. rolls 12 points of damage. The
first one gets through automatically; the next
6 are stopped by Urgham’s sturdy shoulder
piece; the remaining 5 get through. Urgham
has taken 6 points of damage instead of 12.
He celebrates; he cheers. But since he had
only 5 hp to begin with, he dies.

OptionNal Fighting
Rules

ComMmbat MaN€UVERS

The Players Companion book introduced
some Fighter Combat Options (page 18)
but limited them to fighters of paladin,
knight, or avenger status—i.e., Name level
of experience. Well, you and your DM
might allow options similar to those to any-
one trained in combat—all the way down to
1st level. It makes combat more exciting
and versatile.

The MAaN€EUVERS

With these rules, charactets in unarmed or
melee combat can use one of four different
maneuvers per attack. These maneuvers are
called Strike, Parry, Dodge, and Disarm.

Strike: This is the combat maneuver you’ve
known for years. With your hand or whatever
weapon is in it, you whack your opponent.

Parry: With this maneuver, you block the
incoming attack (though you can’t parry a
missile attack). To Parry, you roll to hit nor-
mally. But if your roll indicates a hit, you have
Parried: You have intercepted his attack with
your weapon or shield; no damage is done.
(An unarmed man may block another un-
armed man’s attack normally; an unarmed
man may also block an armed man’s attack, by
getting his hand in the way of the weapon
hand but not the weapon, but the parrying
character is at —4 to hit.)
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Dodge: When a fighter takes this combat
option, he does not attack at all—he just tries
to dodge the attack coming his way. His AC
goes up by 5 against the one attack he names
that he is trying to elude. His AC goes up by 3
against any other attack which comes in that
he isaware of . His AC goes up by 1 against any
other attack which comes in that he is not
aware of. This AC bonus lasts until the end of
the round; at the beginning of the next
round, it is no longer in effect.

Disarm: This maneuver may only be used
against an opponent using a one-handed
weapon. Natural claws may not be disarmed.
Two-handed weapons may be disarmed, but
they don’t go flying—one hand still holds
onto the weapon, and the wielder must
merely ready the weapon again.

To Disarm, the attacker makes a normal to-
hit roll. If he hits, the victim must make a
1d20 roll. He subtracts his own Dexterity bo-
nuses and adds the attacker’s Dexterity bo-
nuses to the roll. If the result is greater than
the victim’s Dexterity score, the victim has
been Disarmed.

Example: Anaxibius, Dexterity 18, tries to
Disarm Alexandros, who is Dexterity 12.
Anaxibius rolls to hit, and hits. Alexandros
must now roll 1d20. He rolls a 10. He sub-
tracts his own Dexterity bonus (0) from the
roll; he adds Anaxibius’ Dexterity bonus (3)
to the roll. The result, 13, exceeds his Dexter-
ity. He drops his sword.

When retrieving a Disarmed weapon, a
character must Retreat (as defined in the
D&D® Basic Set) to do so. Should the weapon
have fallen into a pit or been picked up by
someone else, it cannot be retrieved so easily.

ChaNges to the Combat SeQUeENce

If you use these maneuvers, you have to
make a minor change to the Combat Se-
quence.

In the “Choose Targets” phase of the Com-
bat Sequence, the side or character with initia-
tive chooses his target—and, at that time,
names his maneuver. Also at that time, his
target, if he is aware of the attack, and if he
has not yet gone that round, may decide to
take the Dodge or Block maneuver. If the tar-
get has already gone that round, he may not
choose to Dodge or Block.

The attacker makes his attack (‘“Make Hit
Rolls; Roll Damage For Hits”). If the de-
fender chose the Dodge maneuver, his AC is
altered against that attack; if he chose the
Block maneuver, he may try to Block that at-
tack.
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MuHltiple Attacks

If you’re using Companion rules, your char-
acters will have Multiple Attacks at higher ex-
perience levels.

If you want to use Multiple Attacks with the
optional maneuver rules in this chapter, make
the following modifications to the Multiple
Attacks rules.

When you’re using the Multiple Attacks
rule with these optional maneuver rules, the
character gets his Multiple Attacks every
round—regardless of whether he can hit his
opponent on a roll of 2 or not. A character
with four attacks in a round could, theoreti-
cally, choose four Strike maneuvers (concen-
trating them on one opponent or dividing
them among several), or do two Strikes and
two Disarms, or do one Strike, one Disarm,
one Dodge and one Block—there are many
combinations open to him.

Other CoMpaNioON
MANCUVERS

The Smash maneuver, from the same section
in the Players Companion, really should be
left to Name-level fighters. The Parry can be
used by anyone.

Gladiatorial Combat

Gladiatorial Combat is a style of duelling, of-
ten involving exotic weapons, designed for
showmanship. That doesn’t make it any less
deadly than normal fighting. Gladiators in
Thyatis typically use one of the following
weapons or weapons combinations at a time:

Broad sword and shield

Short sword and shield

Net and trident

Net and short sword

Broad sword and whip

Two cesti

Two short swords

Two broad swords

Spear

Halberd

Pole axe

Horned shields, knife shields, sword
shields, and tusked shields may be substituted
for normal shields in any of the weapon com-
binations using shields.

Other weapons are occasionally used. A
convicted ctiminal may be given a knife when
released to fight a lion. A dwatrf-gladiator may
prefer an axe.

The two opponents don’t have to have the
same sets of weapons. Duels often have op-
ponents armed with different weapon sets—

or facing off against wild animals and
monsters.

Short swords, speats, broad swords (aka
normal swords), and shields appear in the Ba-
sic Set Players Manual. The net, whip, and tri-
dent ate added in the Players Companion.
Halberd and pole axe are added in the Master
Players’ Book, and that book adds informa-
tion on all the other weapons as well. We'll
discuss cesti and two-handed technique in this
section.

The Cestus

The cestus (plural: cesti) is a sort of thong or
glove wrapped around the hand; it has rough,
cutting edges on the back, so that a punching
attack will inflict more damage on an oppo-
nent. In D&D® game terms, the cestus is a
1d3 (1-3) weapon, with strength bonuses add-
ing damage normally to the weapon.

Using the additional information from the
Master Players’ Book, the cestus looks like
this:

CESTUS BS 1-3 —No minus/
offhand

(P=H) SK 1d4+1

{ AL EX 2-8

CST: 5 gp MS 2d4+1

ENC: 10cn  GM 3d4

Two-HaNbded TechNigue

Gladjiators often use a two-handed weapon
or use a weapon in either hand. A fighter with
a weapon in each hand must tell the DM
which weapon is where—one will be in his
good hand and one in his off-hand. If you're
right-handed, then your right hand is your
good hand. You can’t just choose to be ambi-
dextrous and not have an off-hand . ..
though you could, with DM permission,
spend two Skill Choices (from the General
Skills section) to be ambidextrous.

The shield, net, and cestus may be used
normally in the off-hand, but all other weap-
ons used in the off-hand suffer a —4 penalty
to hit. Two-weapon style is still good; if you're
Disarmed, you still have a weapon. Also, you
may Block or Parry with an off-hand weapon
at no penalty.

When you reach a high-enough level to
have two attacks per round, your off-hand mi-
nus disappeats. You cannot then trade back
the Skill Choices you used to become ambi-
dextrous.

Carrying two weapons, one in either hand,
doesn’t mean that you can make two attacks
in a round—only a high enough experience
level will let you do that.
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NoN-Lethal Combat

If characters want to fight to see who's the best
swordsman, but don’t really want to injure
one another seriously, or if they’re trying to
knock out an enemy without killing it, you
can have them use Non-Lethal Combat rules.
Under these rules, characters roll to hit and for
damage normally. But take one-fourth the
damage done (round down): That’s the nor-
mal damage done by the attack. The remain-
der is also applied to the enemy’s hit points,
but should be recorded in a separate column;
it’s referred to as Non-Lethal Damage.

When the Normal Damage plus the Non-
Lethal Damage equals the enemy’s hit points,
the enemy is unconscious. In 2d6x10 minutes,
he’ll recover half the lost Non-Lethal Dam-
age, and wake up. An equal amount of time
later, he'll recover the rest of his Non-Lethal
Damage.

To use Non-Lethal Combat, an attacker
may use:

(1) Unarmed Combat.

(2) A weapon designed to do Non-Lethal
Damage—such as a wooden practice sword.
You can automatically count shields (except
spike-bearing shields), clubs and the like as
weapons designed to do Non-Lethal Damage.
A weapon designed to do Non-Lethal Dam-
age does exactly the same amount of damage
as the weapon it represents—but it can’t be
used to do normal damage.

(3) Any non-missile weapon. (You can de-
sign special missile ammunition to do Non-
Lethal Damage.)

If you're using Unarmed Combat or a
weapon specially designed for Non-Lethal
Damage, you fight with no penalty. If you’re
trying to use a normal weapon to do Non-
Lethal Damage, you suffer a —3 to hit every
time you try to do so.

Non-Lethal Damage makes it easier to con-
duct duels, capture enemies, and stop people.
without killing them.

That brings us to the end of the Players’
Guide to Thyatis. You know enough to build a
character from any of Thyatis’ many reaches

. . and the DM, once he is through reading
Book I, should know enough to be able to run
a campaign set in those same lands.
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WelcoMe, aDVENTURER, 1O the Empire of Thyatis.

If you aRre a fighter, you will b€ welcomed with OpeEN arms.
You will be giveN opportuNities for self-iMprovemMent that
others will NEVER S€€.

If you are anNythiNg €lse—well, try to stay out of the way.

IN this booklet, players fiND all the iNfFORMAtION their
characters Need to survive iN the EMpire of Thyatis. They
aRre iNtroduced to iMportaNnt perRSONAGES Of the realm; they
rReceive a detailed overview of the political, geographical,
social, aNd €ecoNOomic state Oof the laNds COMPRISING the
Ggreat military eMpiRre.

ONe¢ enNtire chapter is dbevoted to the Fighters of Thyatis,
so that players (with their DM'’s aid) caN create likely canNdi-
dates fOR success iN the gladiatorial areNas.

OpeN this booKk, theN, aND I€arN of the mighty EMpire of
Thyatis!
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INTROOUCLION




which we could lower ourselves back to the
ground and bring the rope after us, and on
a beach not two days’ walk from our
starting-point we found ourselves on the
ground again. The necromancer slept
through the whole thing.

“These people have hold of some
ghastly magic . . . but because everything
here depends on it, they underestimate |
pute intelligence, skill, and muscle. Some-
thing to keep in mind.

“We turned over the book, got paid for
it, sold the crystal ball on the black market,
got paid for that too, and—instead of
booking passage out of this hellish land
we bought our own ship, with an eye to-
ward doing some pirating on the way
home...”

Alphatia First-HaN®D

The young woman gave an itritated tos
head and shoved away the letters and jourr
she’d been reading. She glared at the el
man across the table, and he glared |
They’d been doing that a lot lately.

The woman belligerently flipped
tumbling mass of red-brown hair and
jaw. “I don’t see why I have to lear
extra foolishness. I don’t care abou
eigners’ perceptions of Alphatia.” 1
to learn to cast magic. Princess As
could. But as if magical instru
enough, you want to give me
work. I am a Lady of the Cour
accustomed—"’

At that, the man broke out if
frame and his gray-spotted bear
amusement. The woman ceased “her
and glowered as he laughed.

Finally, wiping at the tears of laughter in 1 his
eyes, the man straightened himself up. Grin-
ning with malicious amusement, he turned
his attention back to the young woman. ““Let
us understand one another,” he said with
forced pleasantness. “Back in Thyatis, where
you were a high-born lady-in-waiting to Prin-
cess Asteriela, you might have been a Lady of
the Court. That’s true enough.

“But here, in Alphatian lands, do you
know what you are?” His expression turned
setious, unfriendly. “You are the spittle on the
sidewalk. You do not rule any person or any
land. You do not know the ways of magic. You
serve another. This makes you a servant by
rank—you rate barely ahead of a slave, for all
the Princess lets you dress nicely.

‘Eriadne, m Norwold Eriadn

“Now, Astetiela has said you may learn
magic. If you are an apt pupil, you may gradu-
ate from your degraded position to that of
Aristocrat. If you are not an apt pupil—and
that is my determination to make—you may
remain a drudge until the end of your days.”

The woman, shocked, struggled to reply,
but he waved her silent. ‘“No, I shall con-
tinue. Two years ago, the forces of A’Il"hmcoi of

youngest and least so

d asa Thyamn and you hkc them,

utc hc puﬂcd the velvet asxde; uncovcrmg the
in ick, ﬂawless

I.lght strcamcd mto thc toom thh the
panorama that was the great city of Alphas.

For as far as the eye could see, towers and
keeps, castles and palaces, villas and manors—
dwellings that seemed better-suited to loca-
tions far out in the wilderness, surrounded by
farmlands or forests or mountain slopes—
clustered thickly, separated by wavy, meander-
ing streets. Each great dwelling was brilliantly
colored, so the city-scape held a startling pro-
fusion of hues.

As Galatia watched, the prow of a flying
vessel hove into view, floating majestically
past this tenth-floor picture window, slowly
and elegantly descending from its aerial path
to the waiting berth in the imperial grounds
below. Its sails flapped with a magical breeze
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never felt by an oceangoing vessel, and pas-
sengers clustered at the rails, pointing and
marvelling at the many sights of Sundsvall as
seen from the air.

A figure rose from the ground to meet the
craft—Prince Zandor, likely heir to the throne
of all Alphatia, on the saddled back of his fa-
vorite griffon-steed, circled the descending
ship and waved to those on its deck. With a
wave of his hand and a spoken word of power,
e ringed the ship with a translucent belt of
lors, and the passengers cheered at

teacher drew the drap-
tated snap of his wrist.
an turned and spoke
almost gentle. “This is
. “This is not any land
s ways and you may have
more powcr than you have ever conceived.

Fail—or annoy those who would help you—
and the best you can hope for, the most merci-
ful fate, is to serve those who have power, to
serve and drudge until the miserable end of
your miserable life.”

The young woman did not respond. The

‘graybeard could see that she was cowed, but

she did not burst into tears and wail at his
manner, nor did she reject his words with un-
thinking denials. She just held her tongue.

. He nodded, satisfied, and continued in a

low tone. “We will begin today with his-
1y, the most ancient history preserved in




History of Alphatia

“The True History of our beloved empire,’
the graybeard began, “is not always a
happy one. Accompanying our great
achievements is a chronicle of disaster,
treachery, and struggles for power.

“Much of this history is well-
documented. Just as much, though, is
merest legend, or genuine history warped
by generations of change and incompre-
hension. What I tell you today is the true
history of the Empire—as true as we can
determine.”

DawN of the
AlphatiaNns

Millennia ago, on a far-distant world called
Alphatia, the original Alphatians (a human
race) achieved an unparalleled level of civiliza-
tion and magical comprehension. The power
they wielded as a race rivalled that of some Im-
mortals. Manipulation of magic fed them,
clothed them, and sheltered them.

These Alphatians looked different from the
everyday Alphatians of today. You see their
likeness in what we call “pure” Alphatians:
Pale of skin, black of hair, light of eye.

Almost evety representative of the race
wielded magic. The rest, those few children
born without the gift of magic, were trained
to use their physical gifts at the utmost level of
achievement.

The Alphatians built an empire on their
wotld, subjugating other races. The greatest
of these subject races was that of the Cypris,
men with copper skin and brown or red hair.
The Alphatians may have conquered the

Cypris—but eventually absorbed their culture
and the race became more Cypric than Alpha-
tian. The Alphatians who exhibit traits of the
original pale-skinned race are now few and
far-between.

The combined Cypri-Alphatians con-
quered their world and then extended their
empire to other worlds near them. Conquest
was invigorating; it affirmed their superiority
over every other race; it was their right, ot so
they believed.

Not needing to work, except for occasional
applications of magic, they grew soft and dec-
adent. Great proportions of the population
became addicted to the zzonga-fruit, which
could reduce a mighty mage to tranquilized
contentment for days at a time. As more of the
populace became addicted to zzonga, the re-
maining mages had to work harder to hold the
empire together and grew resentful of theit
zzonga-drugged colleagues. Distant colonies
broke away from mother rule as the Alpha-
tians’ hold slackened.

And the Alphatians argued, squabbled,
fought and warred among themselves. In a
race where mote than half of the population
could, by modern standards, be counted as
scholars, the scholatly feuds were centuries-
long and centuries-bitter. Different philoso-
phies were developed, accepted by many and
opposed by just as many. Between the great
families and churches of the Alphatians,
bloody feuds and even all-out wars were
sometimes fought on the most ridiculous of
pretexts.

The Time of AiRr
aNd Fire

Just over 2,000 years ago, Year —200 (Thy-
atians would say BC 1200) two schools of
magic began a quarrel which was to end the
first Alphatian empire.

The Most Righteous College of Aerial
Splendor (today called the Followers of Air)
was a sect devoted to the studies of the Plane
of Air and aerial magic. The Air Wizards ac-
complished miraculous feats with their air
magic—such as summoning a great bubble of
breathable air to surround the Alphatians’ so-
lar system.

The Universal Truth of Fiery Dominion, a
rival sect (today called the Followers of
Flame), held that the Plane of Fire was the
source of all power and wisdom, and that the
Air followers were merely, ahem, full of hot
air. But the Followers of Flame were hot-
tempered and tended to destroy what got in
their way. '

The two sects had numerous fights and du-
els. These duels became popular public spec-
tacles; the Alphatians, long bored by the
administrative work needed to hold an empire
together, and dulled into laziness and com-
placency by zzonga addiction, grew very inter-
ested in these clashes. New students and
combatants were drawn by the thousands to
these two enemy sects.

A neutral scholar, trying to route some of
this hostility into more constructive ends,
put forth a simple academic question:
“Which is more powerful in our
dimension—Air or Fire? If Air, why can
Fire’s smoke poison it? And if Fire, why
does lack of Air smother it?”’ He invited




scholats of both sects to put forward essays
arguing both sides of this query.

The leading debators of both sects eagerly
embraced this argument and spent an incredi-
ble amount of time and energy writing theit
debates. The neutral judge took the best of
their essays, assembled them, and published
them. And if a great amount of work and ge-
nius had been lavished on a pointless argu-
ment, at least people were not perishing
because of these sects’ disagreements.

Alphaks’ Folly

With this stage set, however, one man de-
stroyed Alphatian civilization with just t
stroke of a pen. Alphaks I was the emperor
the Alphatians. Highly intelligent, im-
mensely powerful, prone to brilliant insights
and childish tantrums, he had sat the thro:
of Alphatia during all the time this conf}
had been going on, lending support
ther side, for he was wise enough to kn
this could lead to ruinous war. Cons
that he, himself, was a follower of F
acted in a remarkably intelligent and d
plined fashion . . . for a while.

But now, w1th the conflict limited
fields of academia (and therefore safe
thought he’d put in his own opinion. He
the book of essays with as much int
amusement as any other Alphatian, a
with the powers given to the Alphati
perot, signed into law a proclamation t
Universal Truth of Fiery Dominion,
superior arguments, had won the deba
and for all time.

The result on the part of the Axr
outrage. Radical elements of that's
a rampage through the Fire sect’s
grounds and summoned mighty winds
blow buildings away. Alphaks, irritated, then
signed another proclamation—outlawing the
Air sect. Meanwhile, followers of the Fire sect
made bloody reprisals on the Air magicians;
the bloodiest of these Fire murderers made
public their deeds, to the cheers of the fol-
lowers, and Alphaks did not punish them.

,’ ph: .
that ev t is called Landfall —the Alphatlan

The Year of the
SCOURING

More reprisals followed, from both sects, and
suddenly Alphatia was caught up in civil war.
The Fire followers, led by Alphaks, fought the
Air followers in a war so terrible that it has
gone down in legend

calendar is dated from Landfall, which is Year
0. The Alphatians slowly began to make this
world fit for living.

Though it was not known at the time, many
of the Fire Wizards sutvived, too. Though
they had once presumed themselves neatly
equal with the Immortals, some of them re-
turned to their faiths before their wotld died.
The Immortals intervened on their behalf and
told them that their race would not perish . . .
but that these Followers of Fire must wander
the outer planes until all those who were alive
in the time of the War of Air and Fire had per-
ished or left their own kind.
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Since so many of these survivors were long-
lived wizards, this took a long, long time. It
was 1,400 years before the survivors from Al-
phaks’ time had died or departed, and their
descendants, who called themselves the
Flaems, were pure of Alphaks’ taint.

The Immortals then directed the Flaems to
a new world to rebuild their society. They
came to the same world as their opponents,

settling in the region that would one day be

d Glantri, forming houses such as the

Air were scttlmg on this world, on a continent
which most reminded them of their former
wotld. The Alphatians concluded that this
planet had shifted the axis of its rotation no
more than two thousand years before, and
within the last two or three hundred years the
ice had receded from this fair island—and no

new human settlements of any consequence

had been established here in the meantime.
(Oh, there were some human settlements—
quickly conquered, their populations ab-
tbed into the new Empite as slaves.)

But the Alphatians were not as mighty on
s world as they had been on their own. So
ny of their great artifacts had been used
and so many of their great wizards had
ed during the war that magical knowl-
ras not what it once had been; also, the
re of magic was different, and mages
that they had to relearn their concepts
ic and its use.

That’s not to say that it wasn’t sufficient to
make them mastets of their world. They ef-
fortlessly dominated their island, which they
named Alphatia, and began building cities
and subjugating other human realms.

But their lack of magical power (compared
to their strength on their own world) forced
them to make certain concessions. Magic
could no longer feed a nation, so agriculture
became important; now, farmers raised crops
and were aided by, instead of supplanted by,
the wizards. Magic was no longer sufficient to
raise every brick of every city; humans built
the city walls and most of the buildings, and
magic raised only the palaces and towers of the
wizards themselves. Magic alone couldn’t
bring the Alphatians all the riches they
wanted . . . so they conquered other peoples
and forced them to send tribute.
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The First 500 Years —

The GraNd Council of
Alphatia

Soon after the Alphatians’ arrival on this
world, the leader of the Followers of Air, by
name Kerothar, and the remaining few score
master wizards convened. Most agreed that
Kerothar should be the first emperor of the
new Alphatia; most also agreed that he should
not have the authority that Alphaks and his
predecessors had. From this meeting, and

those which followed, emerged the fashion of

government found in Alphatia today.

The Empire is led by a single person, an
Emperor or Empress. The title is hereditary,
passing from parent to the child he or she
names, so long as the Grand Council agrees.

The Grand Council is the other ruling bod
Every user of magic who achieves ultim
mastery (36th level) can be on the Counc
though not evety one is, because the n
of Counselors is limited to 1,000.

FragMmeNtatioN of Belies

Inevitably, as magic-users began to stud
fields of spellcasting, some left the fait
Followers of Air. Some wizards, who h:
beliefs of the Followers of Flam
handed down to them, began studyi
once more. Contact with the Immortals nativi
to this world convinced many wizard:
and obsetve the philosophies of thos
beings. Within a generation o
no longer any single philosopl
the Alphatians could rally. ;

On the other hand, the destruc
First Empire was still fresh in the
many. Thus wars between faiths and sects
very uncommon. Alphatian society develop
strict rules for the settlement of arguments—
in court, and in rigidly controlled duels and
private wars. Those who broke the rules to set-
tle arguments were terribly punished by the
Emperor and Council.

The end result has been that this specializa-
tion of study and interest has broadened the
knowledge of the Alphatians. Scholastic de-
bate is now a helpful, rather than destructive,
force, and the educational system of the Al-
phatians now encourages tolerance toward
dissenting beliefs and religions.

The First DecliNg ——

After several centuries, Alphatians had con-
quered all the lands around their beloved new

homeland, were receiving enormous annual
tributes, and were complacently sitting on the
top of the world. But rot was beginning to set in.

The ranks of the military were increasingly
made up of barbarians, conquered by the Al-
phatians and made part of their empire, but
owing principal loyalties to their original
tribes and homelands.
The i

imperial treasury. Now, the zzonga “trade
thrived again . . . and by the ninth century of
the Second Empire, the fruit was again taking
its voll on civilization.

The ThyatiaN Barbarians -

About now, the Alphatians decided to con-
quer the barbarians of the western continent.
For three or four centuries, the Thyatians had
proved that they were a menace to sea-trade.
They had two other traits which were to bring
grief to the Alphatians. They were smart, and
they were stubborn. So stubborn were they
that the phrase ‘““He/she has a neck like a Thy-
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atian” is still in use by the Alphatians—
meaning that the person so described is more
stubbotn than any other sort of man or beast
alive.

It was thought that these barbarians had
nothing that the Alphatians wanted—until
the Alphatians discovered that the Thyatians’
mountains were rich with gold. The Thyatians
themselves mined only a little of it; they pre-
red to steal their treasures from Alphatian
s and trade missions.
lphatlans decided to kill two dragons
nquering the Thyatians,
pirate raids, and could

necked barbatians. But the Alphanans usual
response to a problem—pour magic upon it
until it’s solved—eventually worked, and the
Thyatians became the latest addition to the
Alphatian empire.

The Alphatians took gold mined from the
ountains of Thyatis, herd-beasts and crops

‘raised by the Thyatians, and the stout ships

and seafaring knowledge developed by the
barbarians. In return, they taught their mag-
and arts to their new subjects, traded items
the Thyatians, and educated them.

ut, as evety schoolchild knows, the stiff-
éfted Thyatians  rejected  Alphatian
ng—or rather learned it and corrupted
eir own way of thinking. They sat and
for two centuries, convincing them-
at they were being enslaved by an evil
And eventually they rebelled.

First

AlﬁnatiaNl'ChyatiaN

Wanr

A Thyatian-born but Alphatian-trained man,
Lucinius the Governor of Kerendas, had
achieved mastery in spell-casting in his short
life. He evidently believed that this entitled
him to kingship. With the aid of a wartior (a
wretch unacquainted with magic) by the
name of Zendrolion, he assassinated the Al-
phatian wizards present in Thyatis and de-
clared that benighted land an independent
kingdom.

The Thyatians’ lack of civilization worked
in their favor. Alphatian troops artiving to re-
claim these territories were met with
resistance—including clerical magic—so dis-
ordered that they could not immediately over-



come it. The Alphatians would certainly have
prevailed eventually . . . if the Empire had
not been sunk so far in decline.

Wizards preferred to spend their time in
zzonga-drugged hazes instead of doing the
wotk of the Empire. Alphatia found itself tak-
ing a defensive position in this war—the Thy-
atians took parts of the Isle of Dawn, an
Alphatian protectorate for almost as long as the
Empite had existed on this world, and threat-
ened to assault the Alphatian mainland. Mean-
while, Emperor Ketothar IV was bleeding the
land’s treasuries dry —not in defense of Alpha-
tia, but in continued spending for the Empire’s
upcoming millennial celebration.

Swift action had to be taken. The Gr
Council deposed Kerothar IV. A youthful,

ergetic wizard took the throne and the time- .

honored name of Alphas, the sixth to we
that name.

Alphas made stern reprisals against wiz
who would not fight for the Empire, an
ished beggaring the imperial treasuries
ing crack, non-magical troops fro
nations. The Thyatian advance was stoppe
the Isle of Dawn, and eventually peac
signed between Alphas VI and King Luc

Had Alphatia not been in such sad s
Thyatis would have been returned to

. but not all the good intention
world can make up for the centuries
that Kerothar's clan had visited on

Yeanrs of Rebuilbi N

In the decades after the war,
the Grand Council set the empir
ule of rebuilding. They impose
ties for wizards who performed
rulership, judgement, or govern
while under the influence of zzonga
they turned the attention of their magics t
building agriculture and trade; they purged
their military of the incompetent and the ad-
dicted. Even so, the new Empire of Thyatis,
under Emperor Zendrolion and later under
Empress Valentia, recovered much more
quickly from the war and prospered much
sooner.

In this time, Alphatia turned much of its
attention on building and holding its domin-
ions in the far east. It hired northern reavers to
smash one Thyatian trading post built in Al-
phatian lands (in what is now Norwold), and
kept up a fierce military presence in the dis-
puted Isle of Dawn, but mostly kept its atten-
tion on eastern tetritories.

It took until Year 1250 (AC 250 in the Thy-
atian calendar) for Alphatia to consider herself

sufficiently recovered to begin expansion
again in the west. First, colonies were planted
on the northern coasts of Ylaruam, and those
rich colonies turned great profits for the Em-
pire for 250 years. During that time, too, the
Alphatian/Thyatian border lines on the Isle of
Dawn moved back and forth numerous times;
though Alphatian magical power was greater

s’ desire for conqu land- grabbmg
and that the race must instead return to the
older values of living by pure maglc She spent
yeass beautifying her own tower in Aasla and
preaching her political philosophies—that the
Empire was as large as it ever should be, that
the Grand Council should use its power to
limit national growth and population, that
magical energy should be expended in mak-
ing the Empire the most glorious place to live
in any world.

She was successful in converting thousands
to her belief, and cvery city and kingdom in
the Empire shows signs of this great Alphatian
preoccupation with making toys and monu-
ments and buildings of brilliant design and
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beauty—and in the continued Alphatian in-
difference to military matters and questions of
imperial expansion.

Mylertendal still lives, and is an instructor
at the University of Aasla.

While this domestic revolution was taking
place, the Alphatian colonies in Ylaruam were
crushing their pitiful Thyatian rivals. But at
the moment of Alphatian triumph, the bar-
rian Ylati banded together under the ban-
- of a religious fanatic named Suleiman
i 'hey attacked the Alphatian colo-

»ng numbers, attacking

years or so, a Grand
Halzunthram pro-
conquer a distant nation for

the Empire’s glory— it was a plan which re-

quired little in the way of resources, and
would strike a blow at the ancient Alphatian
enemies of the Followers of Flame.

In far-away Flaem lands, the Alphatian de-

scendants of the city of Braejr were suppress-
ng other colonists in the same
d—particularly Thyatian settlers and elves.
With a few hand-picked wizards and little in
the way of supplies, Halzunthram would
ravel there, offer his aid to the oppressed hu-
nans and elves, become their leader, and
w them how to conquer the Flaems.
t was a good plan, and it worked. Within
y yeats, the humans and elves under
inthram had defeated the Flaems of
But when he announced that the land
an Alphatian protectorate, his citi-
acherously rose up against him—and
rated with the Flaems in doing so! It
forty years of profitless warfare, and then
he human/Flaem/elf coalition, led (natu-
rally enough) by a barbarian Thyatian lord-
ling, captured Halzunthram and drove him
out of Braejr.

The Alphatian emperor Tylion IV, looking
for a way to recoup some of the Empire’s
losses, began a colonizing effort in the long-
forgotten lands of Norwold—and even so, not
long after, Thyatians began their own settle-
ments there, too.

‘Che Last
Hal¢-CeNtury

In Year 1959 (AC 959 to the Thyatians), the
Thyatians broke a treaty concerning trade con-
ducted between the Thyatian and Alphatian
empires. This so angered Emperor Tylion IV—
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it was far from the first treaty broken by the
barbarians while he sat the throne— that he
decided to destroy the Thyatian Empire once
and for all, and ordered a massive attack on
mainland Thyatis. By year’s end, he had taken
most of the Isle of Dawn and was preparing for
the next spring’s assault on Thyatis itself.

The next year, Alphatian forces reached
Thyatis City itself, slew its emperor, and—
briefly—reasserted Alphatian domination of
this barbarian land. But a sudden counter-
attack by massed citizens—and led by the
crude fighter who was to be the Thyatians’
next Emperor—broke the tip off the assault’s
speathead and drove the Alphatians out of the
city. The barbarians’ stubbornness and pride
sufficed to throw the Alphatian army back to
the Isle of Dawn, and recaptured most Thy-
atian holdings on that island.

For Emperor Tylion IV, this was the last
blow. During his reign, the Empire had lost

all its Ylati colonies, had failed to take Braejr,
had failed to keep Norwold clean of Thyatian
settlers, and now had failed the most promis-
ing military enterprise in decades.

The Grand Council determined that he was
no longer the man to head the Empire. What-
ever the reasons for his failures, he had failed.
The Council could not force him to step down
(though individual sorcerers could have duel-
led him, he was still a potent magic-user); but
it could oppose all his rulings, could hamper
him in every way.

Tylion’s daughter, herself a master magi-
cian and the named heir to the throne, rec-
ommended that he step down. In the face of
the Grand Council’s opposition, he did so,
and his daughter, Eriadna the Wise, became
Empress. In the years since, she has ex-
panded colonization of Norwold, stabilized
the borders of the Isle of Dawn, kept Thy-
atian expansion in check, and maintained
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stern opposition to zzonga-trade. Though
she has been Empress for less than 40 years, it
seems she will be counted among the better
tulers of the Empire.

“So that” the old man concluded, “isa
rough outline of our history. You may
make of it what you will—so long as you
learn ir. Study it in your free time. I will
occasionally test the depth of your knowl-
edge; do not disappoint me.

“The hour grows late, and you must at-
tend on your princess. But return here at
the same hour tomorrow . . . and I will in-
troduce you to the very lands of Alphatia

and her subject nations.”
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Overview of Alphatia

“Today,” Terari announced, “we will look
at the Empire as a whole—at the continent
of Alphatia and all the lands she controls.”
Before him, on the table, was spread out a
large map, its corners weighed down with
drinking goblets. The map showed lands
from the eastern coasts of the western con-
tinent, though the Isle of Dawn and Al-
phatia herself, eastward to the foreign
shores of the easternmost continent.

“We will start with Alphatia herself.
See, here . . . "

The CoNtINENT Of
Alpbhatia

On the fold-up sheet is the map of the conti-
nent of Alphatia, provided for reference for -

the description of this area.

To understand Alphatia, one must under- :
stand that the Empire is made up of scores of

semi-independent kingdoms. Each obeys Im-

perial laws but may otherwise decide on laws

of its own. Each is ruled by a great wizard and
probably has a dozen or more wizards of the
Grand Council residing therein.

Factors which would limit or bcncﬂt
tions in less magical lands do not play
here. If a kingdom is landlocked, it'd
matter: Its great magicians may have o
supplies and entertainments flown
ical means. A great magician may,
but safe underground road dug
a friendly nation. Ordinary
not apply in Alphatia.

In the following description
tion or city will be addressed—
or interesting ones. Most nations ha
city as capital, and contain many small
lages and communities. Some nations have no
great city; some have several.

SouthwesterN Alphatia

This is sunny, temperate country, well-
shielded from north winter winds by the
mountains to the north. It is good land for
growing, and so its cities tend to be sur-
rounded by farmlands and pasturage. It’s very
settled and civilized country; monsters are
few.

Nation: Haven. City: Aasla. Two thousand
years ago, when the Alphatians made Landfall
at what was later to become Sundsvall, they
were led by Kerothar I. It was known that he
preferred white-skinned “pure” Alphatians
to coppet-skinned “common” Alphatians. A

~the Empire’s sea-trade. It is he o

"phauas larg ' , . Fa casot
'thcrc are morc nonm g uscrs here t

far-sighted wizardess named Aasla, a common
Alphatian decided to begin her own commu-
nity, one where her own kind would not be
held back by the prejudiced followers of Kero-
thar. She found a wonderful site overlooking a
pretty gulf, built her tower and city here,

naming the city after herself. Today, Aasla is
the greatest port of Alphatia and the center of

eat thbmldmgq,nes int

semi-sentient monstets such as trolls settled
here in great numbers. Fifteen hundred years
ago, Alphatian magic-users interested in the
ways of the non-humans conquered this
land—but did not subjugate the monster
population. Instead, they gave them the same
opportunity they gave humans in their do-
minions: Obey the laws and demonstrate
magical ability, and you, too, will be aristo-
crats. So today Trollhattan is a city of magic-
users of all kinds—humans, elves, and
shamans and wiccas of many faces (particu-
larly centaurs, dryads, giants, goblins, orcs,
and trolls) live and study here. It’s a raw and
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brutal city, with spell-casters living in dwell-
ings ranging from the magnificent to the
crude and disgusting. All non-magic-users
must belong to the household of a magic-user
or cleric (and travelers without magic must
travel in the company of 2 magic-user or cleric)
or be prey for magical expetiments (or food for
captured beasts). One of the great tourist at-
tractions of this city is its enormous zoo, called

the Living Bestiary, where one can view repre-

ntatives of hundreds of different monster
ces capturcd by the city’s magicians.
‘4 center for the study of beasts,

~Alphatia friendly to
ieves. Fighters are tolerated and
more or less fairly treated in Greenspur, and
thieves can be found aplenty in some outlying
areas—but only Draco likes these sorts of peo-
ple. There are also more clerical temples here
than anywhere else in Alphatia. The city's
founder, an adventurer several hundred years
ago, was fast friends with his “lessers”—
fighters and thieves—and so founded a city
here persons like them could find opportu-
nity. Non-magic-users are still limited to Gen-
try status, but aren’t oppressed here.
Population-wise, Draco is the largest city in
Iphatia, but its population is mostly non-
glcal only magicians who agree with the
ty’s philosophy live here, and they are few.
ation: None. Place: Alphaks’ Volcano.
western coast of Alphatia is an island
ally wreathed with fog. It was discov-
than thirty years ago; it may have ap-
some time earlier and remained
ered due to its mantle of mist. Ordi-

‘naty sailing vessels cannot reach it; they are

des oyed by sea-monsters and mystery whirl-
pools. Experienced magic-users who use their
powers to get to the island discover that it
reeks of the magics of the Immortal Alphaks,
and swiftly leave (most, anyway; some are
never seen again). It is said that there is here a
small community of magic-users and clerics
devoted to Alphaks, but it has never been
seen. The volcano rumbles from time to time,
but has not erupted since the island appeared.

Nation: Stoutfellow. City: Denwarf-
Hurgon (Rockborn Caverns). The Alphatians
like to have master craftsmen working for
them; it's easier than learning crafts-mastery
yourself. So, a mere ﬁfty years ago, the impe-
rial court issued an invitation to demihuman
craftsmen to come settle in one region of Al-
phatia; the court promnsed that the city would
have autonomy in the setting up of its govern-

A
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ment structure, so long as it paid its taxes and
designed beautiful things for the Alphatians.
Dwarves came from Rockhome, and gnomes
from all over the western continent, and half-
lings from both Norwold and the far-away
Five Shires and settled this mountainous area
with its great caverns. Most of the dwarves live
in the Rockborn Cavetns, and their halfling
friends in the open-air city above; the gnomes
are more or less evenly split between the two
halves of the community.

NortheasterN Alphatia

Like northwestern Alphatia, this region is
cooler, with nastier winters, than the southe
region. But it is unspoiled, beautiful and v
popular with those who revere nature and her
works. There are few farms here, and man
lonely wizards’ castles are tucked away, almo.
hidden, in the wilderness. Animals and m )
sters wander unchecked, and non-mag
using humans can live here ungove
living as hunters, trappers, furners a
herds.

Nation: Ambut. City: Starpoint. This ci
notable for its many astronomers, wh
vance the science of star-watching, and i
atre system—there are more actots hct
theatres and ampxtheattcs and m
productions here than in any other
Empire. It’s not enough just to be
user in Ambur: You must also be a ac
wright or stage director to be a celeb:

Nation: Floating Ar. City: Skyrs
after Landfall, a mighty wiz
came here to continue his ane
making big things float in the ai
ries, he learned to make ma
fields, and eventually mountains fl
in the air. The terrain of the countty nat
for him features great chunks of ter
floating above the ground, sometimes only
ten feet above, sometimes miles above; and
many wizards build palaces and cities on these
floating islands. The islands drift around a lit-
tle, as much as a mile or two in a radius around
their point of origin, but never stray further
than that. For these reasons, Floating Ar at-
tracts many wizards interested in air magics,
and Skyreach is a center of aeronautics re-
search.

SoutheasterN Alpbatia

This is the flattest and most agriculturally
bountiful region in Alphatia; it has richer soil
and more farmlands than any other place on
the continent. It is here that one finds the

many greenhouses, public or hidden, where
plants such as the intoxicating zzonga-fruit
are grown. It is here that most of Alphatia’s
grapes are grown, and here that the wine in-
dustry has its base. It is a warm and lazy coun-
try (lazy for the rulers; of course, the
non-magical working class must work as hard
here as anywhere clsc) full of small, pretty cit-
ies and

undred years ago it is
very old, very decply-hxddcn and very myste-
rious except to friends of elvenkind. The Shiye
(Alphatian elves) are distant cousins of the
clves of Alfheim and the western continent,
and have the reputation of being malicious
and threatening. This is said to be because
they terrify those who wander unwanted into
theirrealm . . . but they are still staunch allies
of the Empu'e and many elves leave the deep
forests of Shiye-Lawr for decades or centuries
to adventure in the outer world.

Nation: Blackheart. City: Shraek. Not
many persons, other than Alphatlan magi-
cians, have heard of Blackheart and its capital
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city, Shraek. It was founded by, and for, wiz-
ards who wanted to be away from the rest of
humanity. It is occupied by antisocial wizards
and their terrified servants, and is a place to
visit only very briefly and when you have a
specific person to seek. It is said that wizards
build hidden towers and laboratories here
when they want to conduct experiments that

_would horrify other Alphatian wizards and

humans, and there is very little first-hand in-
ation available about these experiments.
’s forests are filled with horrid mon-
unique tetrors which are

spoken of in polite

ject Territories
Look at the map of the Alphatian Empire on
page 12. It shows the continent of Alphana,

and also the rest of the empire’s tertitories.
Refer to it while reading the following.

These large islands, at the southern end of Al-
phatia, were once lightly peopled by farmers.
But a few hundred years ago, when Mylerten-
s philosophy of beautification was reach-
its height, the Emperor ordered that the
s be depopulated (its farmers moved to
issaria and elsewhere) and turned over to
al artisans who would make whole na-
at were works of art or centers of study.
iment was a partial success: Two of
ds failed as artistic centers and were
d: to farming and trade communities,
 two remained . . . unusual.
Istand/Nation: Aegos. City: Aegopoli. The

westernmost of the islands, Aegos reverted to

agriculture. Though ruled by a magic-user
and possessing its share of magical citizens, it
is mostly a farming region.

Island/Nation: Aeria. City: Featherfall.
The northernmost of the islands, Aeria is now
the seat of scholastic learning of the Followers
of the Air. The town of Featherfall boasts a
large university and libraty, and there is more
information concentrated here on the Plane of
Air than in any other place on the known
world.

Island/Nation: Gaity. City: Rainbow Park.
The easternmost island is given over to amuse-
ments, recreation and pleasure. It is a resort
for entertainments. All over the island, but
especially concentrated in the city of Rainbow
Park, are to be found strange amusements:



Dragon-rides upon captured beasts, simu-
lated earthquakes, non-lethal training
grounds for dungeon explorers, theatre com-
munities where magicians with impersonate
spells help visitors act out their most personal
fantasies, and so on. All entertainments are
free, but staying on the island costs a tremen-
dous amount of money—a minimum of 5,000
gp per day—which is divided among all the is-

land’s operators in proportions determined by

the King of Gaity.

Island/Nation: Ne’er-do-well. City: Cross-
roads. After many yeats of failing to survive as
an artisan’s island, this site was taken over by a
king who wanted to experiment with govern
ment. He renamed the island for the type
resident he wanted to attract. Any cr

which does no physical damage to others is le-;;

gal in Ne’er-do-well—theft, smuggling, ¢
isall legal, and the wearing of masks is enco
aged by the King. Taxes are high, and av
ance of taxes is a crime bringing grues
punishments . . . but the bounty in t
warded to the imperial treasury kecps
do-well from being ‘‘corrected
imperial government. It is an islan
thieves, traffickers, heretics, anarchists
rogues, a way-station for illegal trade, a
where stolen goods from anywhere in
pire may be fenced, where the be
wizards of Alphatia may draw mas
faces and find batgains in rare subst
items, where identities are sold,
most esoteric, profitable and d
mors are found.

Bellissaria

Bellissaria is called Alphatia’s
cause so much food is grown here |
pire. It is the large island, nearly
Alphatia herself, that lies directly southe
Alphatia. Like Alphatia, it is broken into
many individual kingdoms and ruled by wiz-
ards, but it is considered more rural than Al-
phatia.

Nation: Meriander. City: Alchemos. This is
a city dominated by sages and alchemists.
Some part of the city is constantly being
blown up in alchemical experiments. Many
interesting scientific innovations are devel-
oped here, and the city has a good reputation
even in Alphatia proper.

Nation: Surshield. City: Spearpoint. The
king of Surshield rules from Spearpoint, a
great military city which protects Alphatia
from the far-eastern nation of Minaea. How-
ever, the rest of Surshield, the fertile strip run-
ning between the southern mountains and the

sea, is a land of anarchy, by the king’s will. His
law is that there is no law there—no justice
other than personal might, no regulation, no
order. That region is sparsely occupied by a
few wizards (and their servant-communities)
who wish to avoid impcrial interference with
their studies ot activities; there are also many
fugitives from imperial justice living off the

was settled by humans before the Alphauans

ever made Landfall. Its peoples, the
Thothians, were civilized and rich in wisdom;
they traded peaceably with the Alphatians for
hundreds of years. About the time the Alpha-
tians were first encountering the barbarian
Thyatians, the Thothians had some sort of re-
volt, revolution or othcr ctisis (even today, Al-

phatian scholats can’t figure out what
happened); Alphatian forces moved in to
qucll the disturbance, and the emperof of the
time decided that Thothia would remain as an
Alphatian province. It was so for another five
hundred years or so, with Alphatians gradu-
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~the “crawling Thyatian border”
Kingship is hereditaty, and the throne is in

Overview of Alphatia

ally founding their own colonies among the
Thothian settlements, until the first
Alphatian/Thyatian war. Then, many parts of
the island fell to the invading Thyatians. Over
the last millennium, the Thyatian and Alpha-
tian areas of control have changed many,
many times; in the long run, the inhabited
parts of the island remain pretty evenly di-

~ vided between the two empires.

Nation: Confederacy of Dunadale

rmerly Bogland). Towns: Dunadale,
: These towns, under other names,
othian settlements, aban-

npire. Alphatians—
al farmcrs—occupied

then called Bo land, was walked back and
forth upon by thc Alphatian/Thyatian bor-
der many times. Eventually it petitioned the
empire for full kingdom status (as the Con-
federacy of Dunadale; it may even split into
more petty kingdoms in the future), raised
its own armies, and more or less put a stop to
problem.

Dunadale—but other cities elect their city
leaders!

Nation: Hillvale. Town: East Portage. This
wn, of 1,000 residents, is the counterpart of
hyatian-controlled West Portage. Great
antities of shipping goods and even small
ts and ships are ported from one coast to
ther. It is here that most legal trade be-
n-the empires of Alphatia and Thyatis
ce. The petty king here, Lornce N’Jo-
teputed to have friends among the Thy-
merchant class and so the Grand Council
s a stern eye on him.

The City-State of Ekto is 2 former Thothian
colony; it is noted for its metallurgists, the
most well-studied scholats of metals in all the
world (though many dwarves would dispute
that pronouncement).

The City-State of Trikelios is another former
Thothian colony; it is noted for its great ship-
building facilities and innovated ship engi-
neering.

Nation: Thothia. Town: Edairo. This is a
very old human culture, unlike any other in
the known world; and, though Alphatian
sages believe it originated elsewhere, they
have not had much luck in determining
whence the civilization came. The Thothian
king is called a pharaoh; the people study
mysticism and do not honor the Immortals;
the Thothians build great pyramids to house
the bodies of their dead kings.






“Individuality and freedom are the bright
promises of magic use,” Master Terari an-
nounced. He leaned back in his chair, clasped
his hands together over his belly, and looked
contemplatively at Galatia. “At a certain
point in your development in the study of
magic, you find that you no longer need
other people—for anything other than com-
panionship, of course, and alliance against
common enemies—and that you may in-
creasingly turn your time to your own inter-
ests. Other demands on your time become
pure annoyance, to be avoided whenever
possible—and you have enough power to
avoid all but the most important calls for your
attention. Does any of this make sense so
far?”

“I suppose so,’ the young woman replied.
“But it’s one thing to say all that, and an-
other to relate it to real people—and to see
how it affects this empire of yours.”

Terari nodded agreeably. “Then let’s make
the example a little more personal. Let us say
that you, Galatia, are a promising student of
magic. You learn fast and well. You can slay
the greatest wartior with a wave of your hand.
You can project yourself to whole other planes
of existence. You have found the love of the
greatest and handsomest wizard in all Alpha-
tia. And you have found another talent, say
in the design of clothes, for which admirers
from all over the Empire visit you and lavish
praise upon you.

* And then all your male relatives perish in a
war with the Chicken-People of Ploo. You
must return home to rule your ancestral lands.
And you find out that the demands of ruler-
ship on your time dictate that you give up your
plane-wandering, your clothes-designing, and
your lover. What will you do?”

Galatia didn’t think about that for very
long. “Why, I'd appoint others to do all the
work of administering the dominion while I
kept to my own pursuits.”’

“What if these others are untrustworthy?”’

“They’d better not be! If I am so powerful,
I can read their minds and charm their spirits
and wipe them away if they betray me.”

“Good. Now, you are at a crucial stage in
your hobbies. Your lover is demanding more
of your time, and you are arranging a fashion
show in Sundsvall which is a week away. And
suddenly, the Empress makes a general pro-
nouncement that the military needs magic-
users such as you to volunteer for a brief war
with the Empire of Thyatis. What now?”

“Well . . . Iwouldn’t go. Alphatia has lots
of other wizards more suited to that sort of
enterprise. And I have more pressing con-
cerns.”

Terati grinned. ‘“Now, conceive of an em-
pire ruled by petsons exactly like you. Is it any
wonder the Alphatians, as you said yesterday,
don’t live up to their potential?”

NatioNnal CharacteR ——

Alphatians, as a people—their ruling classes,
anyway—are chaotic, free, and individual. They
believe in freedom of thought and choice . . .
but only for those privileged enough to wield
magic. Those who cannot utilize any sort of
magic are destined to serve in one fashion or an-
other.

The Alphatian attitude leads to the great
beauty of their cities and arts, and to the great
power possessed by individual magic-users. But
it also means that the Alphatians have little
strength in unity—they prefer to be off making
their own studies. They cannot field as many wiz-
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3

ards in war at any one time as they should be
able; those they do field usually wish they were
somewhere else and so do not fight as effectively
as they might. This, obviously, limits the em-
pire’s effectiveness in war and in expansion.

Obviously, not all Alphatians share this atti-
tude. Many, especially those who have spent
years adventuring out in the world (and have
been exposed to many other cultures), may think
and act differently—they may respect non-spell-
users, may execute their responsibilities quickly
and without reservation. But they are in the dis-
tinct minority.

Races

Alphatians, unlike Thyatians, are not quick to
blend their race with others; they tend to con-
quer other races and make them into servants
rather than regard them as allies and citizens.
The Thothians of the Isle of Dawn are an excep-
tion; they were civilized and had their own
magic-users long before the Alphatians ever
came to this world, so they are looked upon as
equals in the Empire.

But others—the long-vanished humans which
originally settled the Alphatian continent, the
Thyatians, the Jennites and Minaeans—are fit
only for indifference or conquest. Should a wiz-
ard or cleric from one of these lands visit Alpha-
tia, he would be treated with the respect
accorded any spell-caster; he would be an aristo-
crat and protected by Alphatian law. But non-
spell-casters of those races are automatically
thought of as servants.

Once upon a time, 99 in 100 Alphatians were
magical. Today, that proportion is far, far smaller.
After the Alphatians made Landfall on the
known world, the children they bore were only
about 50% magical-—only about half could learn
magic. The races they conquered were even less
lucky. )
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Today, the proportion is even worse. Magic-
users live longer and have fewer children than
those who have no magic. So the estate of a
mighty wizard may have numerous family mem-
bers with magical ability . . . and scores of non-
magical servants and slaves. It is estimated today
that only one Alphatian in five is born with the
trait of magic use.

In noble families, those unlucky ones born

without che magical trait turn to clerical magic. .

Some do, anyway; the Alphatian indifference to
Immortals is such that few of them do actually
become clerics, even though to be a cleric is to be
equal in status to a magic-user. Some others pur-

sue fighting and thiefly professions in parts of

the Empire (and outside the Empire) whete the
will be appreciated.

The Sexes

In Alphatia, the sexes are considered cqual
Across thousands of years, it has been impossi
to determine whether one gender or the oth
has any advantage in magic-use; common w

dom is that neither is superior, and there are very

few who argue for the dominance of one sex
the other.

The mainland Thyatians’ attitude of male s
periority grates on the Alphatians, especially fe-

male magic-users, and this is one cause of fﬂction”

between the two cultures.

_belted at the waist. That’s the basic form
" theteare many variants as well, Advcmurers us

Age

Age is a tricky thing in Alphatia, part atly
among the ruling magic-usets. Through use |

potions of longevity and wish spells, sor
them live as long as five or six hi
maintaining a youthful appearance and sp
to the end of their days. So it is impossib!
mate how expetienced an Alphatian
is by looking at him. If a wizard looks aged
because he allows himself to. :

Dress
Spibder Silk

The clothing of aristoctats is almost always made
of spider-silk. The silk spidet, an eight-legged in-
vertebrate brought back from the Alphatians’
home dimension, is raised in in huge textile fac-
toties; the creature spins strong, thick (by spider
standards) silken thread, which is collected,
washed to get rid of the spidery glue, mechani-
cally separated by a device like a cotton gin,
dyed, and fabricated into clothing.

Spidet-silk is one of Alphatia’s great exports—
especially to lands such as Thyatis and Glantri,
where fashion is a pressing concern; Ylaruam,
where light, strong fabric is very much desired by
the wealthy classes; and Altheim, whose elves ap-
preciate the aesthetic qualities of the cloth.

Many subtle dyes are used on the cloth, and if
you can conceive of a color, there is a silk-dye of
that hue somewhere in Alphatia.

Noble Dress

The common garment among men and women
of the nobility is the kihara, ot robe. It is a floor-
length robe with long, flowing, wide sl

ally wear it knee-length, with trousers or hose un
tneath. In warmer chmes, thefc may

Mhe bele worn with thc robe is usually a smgie
oroad leather band from which pouches and

ato nd and ucd o& in from. or a colorful sash

wear a more of less fcamtclcss short-sleeved tumc
which comes to mid-thigh ot the knees and is
belted or roped at the waist. Those who prefer to,
or need to because of their work, also wear trou-
sets and boots

The military uniform is a variation of the
above costume. Each kingdom in Alphatia
dresses its military in a different uniform, but the
uniform of the Empire (including the imperial
navy) consists of the thigh-length tunic and trou-
sers in gold, and boots and sword-belt in a dark
golden brown. Cloaks (worn in cold weather and
by officers) are datk brown, never hooded, and
may have sleeves; tunics in cold-weather stations
are long-sleeved and have lined hoods.
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trand of lcathct ot coni wrappcd thtc:: times -

Hairstyles

The fashion among noble Alphatians is to wear
the hair long—the longer, the better (it's a sym-
bol of status). It may be straight, wavy, or arrayed
in loose curls. It is sometimes worn in a single
braid or ponytail; sometimes it is braided with
decorative ribbons, chains, strings of beads or
bells, etc. This fashion is for both men and
women.
Advcnturmg Alphatians find that very long
is a bother—it rcqmres too much tending
' rabbcd by enemies in hand-to-hand
ically keep it no longer
hief, and cletic men
er-length or shorter;
men tend to leave it at
wear it up.
their hair as is dic-
ost it is cut short. It is a sign
of favor to let a servant or slave grow his or her
hair out longer.

Makeup
Alphatians who can afford it like makeup—

. particularly face-painting. They paint clan mark-

ngs, creatures, and other designs on their faces

“in brilliant colors. This is customarily done for

parties and engagements, not for day-to-day

. wear.

One fashion that is catching on among women
‘mask” makeup, where a mask-like design is
ted around the eyes in a single color. The de-
may be like a broad robber’s mask or in the

tom of tattooing and brought it home.
phatians recoil from permanent tattoos,
e developed a tattoo spell which they use
ersonal decoration and for art.

Alphatians tend to simplicity when it comes to
jewelry. They will wear one or two finger-rings,
simple earrings, necklaces, bracelets—but sel- |
dom all at once. These jewels tend to be very sim-
ple but elegant; they don’t like a profusion of
stones ot gems.

Men wear the same sorts of jewelty as the
women, including earrings.

WeapoNs aNd ARMOR

Each kingdom arms its military in a ditierent
fashion. One nation’s forces may be famous pi-
kemen; anothet’s will be axemen; others will be
sword-and-shield fighters; and so on. Because
the noble classes are disinterested in the doings
of the military, the non-magic-usets in charge of
the military forces tend to be very practical in the
choice of weapons; you don't see forces ordered



into battle holding nothing but bagpipes and
daggers, for instance.

Fighters of the Imperial Navy and other impe-
rial forces carry one of the following weapons
combinations: Broad sword, shield, and dagger;
longbow, quiver, rapier, and dagger; crossbow,
quiver, short sword, and dagger; pike (long
spear), short sword. and dagger.

AlphatiaNs aNd the

IMMORtals -

You’ve doubtless gathered that the Alphatians
are disinterested in most matters of the Immor-
tals. That's true. There are few clerics in Alpha-
tia; not a latge proportion of the lower classes
attends temple services. However, because clefics
wield magic, they are still equal in social status
with magic-users.

Higher-level wizards pay increasing amount
of attention to the Immortals . . . in order th
they might learn more of the workings of
universe and, perhaps, become Immortals ¢
selves. But they do not look upon the I
with the sort of revetence that men of
tions do; rather, it’s the sort of respect one pa;
those of a higher social class, a class whi
wants to attain himself some day.

Specific IMMORtals

Among the few Immortals studied i
are:
Alphaks. Though he is considered
Destroyet of the First Empire and ha
out Alphatia, Alphaks is followed }
otic clerics and magic-users of evi
His presence has only been felt.in
of centuries; before that, it is
was following his path to Immortg
perhaps, having a difficult time:
scendants of the original Alphatian:
lowers intend to help destroy the Alp
Empire; for this reason, this sect is outlawed,
ruthlessly purged by the Empire wherever en-
countered. Sphere of Death; Chaotic.

Alphatia. Within a couple of hundred years of
Landfall, an Immortal female by the name of Al-
phatia was making het presence known in the
Empire. Her goal is the preservation of the Em-
pite, but she does not seem to favor Alphatian
conquest of other territories. Sphere of Energy;
Lawful.

Eiryndul. This elvish Immortal led the Shiye
clan to Alphatia around Year 200 (BC 800 on the
Thyatian calendar), and is the patron of elfkind
in Alphatia. (The Shiye also know of Ilsundal,
the first Immortal elvish patron, but do not wor-
ship him.) Sphere of Time; Neutral.

Koryis. The Patron of Peace and Prosperity is
followed by a certain percentage of Alphatia’s
mercantile Gentry. Alphatian wizards privately

consider him to be useless—they perceive that
they make their own peace and prosperity
through propet studies of magic. Fighters, too,
ignore him, disliking his aspect as a patron of
peaceability. Sphere of Thought; Lawful.-
Rathanos. This Immortal is worshipped by
some Thothians; he is the patron of Thothia and
of Fire Wizards, and so is studied by rogue de-
scendants of the Followers of Flame Sphcrc of

ngncrgy Chaotic, :
'I’hxs Immoml is concerns hxmsclf_é
' monst ts of all kinds; he pro-

ob , |

’Cneaﬁae

Alphatia has an active and skilled theatre system,
supported by the nobility—who comprise most
of the actors. The center of theatre arts is the city
of Starpoint in the kingdom of Ambur, but every
great city has a performers’ community, and
every city has some sort of theatre.

Unlike the theatre troops of other nations, Al-
phatian theatre companies do not tour. They are
associated with one theatre and perform only
there. Alphatian theatre sometimes includes
baliet-like dance and operatic singing. Dramas
tend to be low-key and undetplayed; comedies
tend to be biting satire and witty comedies of
manners.
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Display ARrts

“Display Arts” is a catch-all title for entertain-
ments that magic-users come up with and show
off to others, usually through use of magical
powers, alchemical knowledge, and so on. Some
samples of Display Arts include:

Fireworks. Put on by alchemists, or by wizards
with lots of fire-related spells.

Living Dioramas. Diorama ‘‘sculptors” ar-

‘range scenes, using golems, constructs, and other

eated beings instead of statues; the dioramas
move subtly, so that the scene is slightly dif-
iewed, or dramatically, for
ling effect.
mal force spell cast on
canvas, a mirror, inside
th a permanence spell
: g art . . . in the hands
st. Moving, posing, apparently
breathing porttaits ate sometimes made in this
way; a favorite sort of present is a moving three-
dimensional image of one's self cast into a bottle
and then given to a lover. Some Phantasm artists
set up whole galleries of their displays.

There are as many different Display Arts as
one can imagine different uses for spells. How-
ever, not all Display Atts are good, artistic, or in-

‘teresting, though their creators always believe

they are. Some Display Artists really are ge-
niuses, or at least cteative technicians; many,
however, are deluded, egotistical, talentless elit-

ists who believe they are beautifying the world

hen instead they are wasting magical energy on

_prurient trash.

as defined in Alphatia, are strictly-

:conducted battles between magic-users (or cler-

»

Duels are always to the death. They may be
ertaken for revenge or to settle an issue. Few
-users like to duel; many have to at least
once.

Duels are public events; attendance costs from
10 to as much as 1,000 gp, depending on the
fame of the duellists. Duels are not fought in an
atmosphere of happy cheets or rude shouts from
the watchers; the audience watches in horrified
fascination as two ot more magicians try to mur-
der one another.

But, in spite of the fact that it’s a disturbing
business, duels are heavily attended. In big cities
like Aasla and Sundsvall, there is at least one
duel a day. Usually it involves lowet-level magic-
users, but the occasional big event—once or
twice a year—may involve wizards who have
reached ultimate mastety in their craft; in that
case, the duel may be spectacular and horrible
and go on for some time.
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The “BarN-RaisiNGg”

Occasionally, a magic-user of medium levels—
usually between 11th and 15th level—will de-
cide that it is time for him to have a home. He
putchases some land and notifies his friends. All
study up on spells which pertain to making per-
manent dwellings. The wizard, if he is not him-
self an engineer and architect, hires one.

Then, starting one fine day and going on for a
day to a week, these wizards and architects magi-
cally construct his dwelling in an event called a
“batn-raising” (after the Alphatian farmers’
barn-construction event). This is usually great
fun, with everyone contributing unusual sur-
prises to the building’s design (practical jokes
hidden rooms, unexpected magical effect
every wizard participates in a few batn-raisings
his lifetime.

Lowenr-Class ENtertaiNMeNts

The lower classes in Alphatia have four fav
sorts of entertainment (four we can talk gl
here, anyway).

Gambling. Gambling of all sorts (especi
dicing, card-playing, and betting on hard
competmons) is a widespread pastime in the
pire. :

Music. Alphanan musicians of the: l'
classes organize into bands and orchestras,
posing brilliant, evocative, powerful -
ballads and fast-moving dances especial
music played for the nobles and their
fairs is usually milder and more traditio
the fast, harsh, often sad music th
themselves. Many taverns in Alph
halls with bands of great renown
users who study music are abls
bands, but they are very rare.

Pub-Crawling. Lots of folks en
traveling from pub to tavern, seein
and spending a good deal of money
other beverages. Gamblmg and listening to
sic, among other recreations, are often pa
pub-crawling.

Hard-Ball. This is the national sport of lower-
class Alphatians. It’s an athletic competition in-
volving a hard rubber ball a few inches in
diameter. The playing field is gridded off into
squares 30’ to a side; there is a goal-box with a
net at the back, 10’ wide and high, at the center
of each end of the 300’ by 150 field. In the
game, each team of a dozen players tries to get
the ball into the net of the other team’s goal. The
ball may be run with inside the 30’ squares, but
may only be thrown across the borders of those
squates, so the ball must change hands numer-
ous times in its progress up the field. Tackling,
blocking, and wrestling- -away of the ball are all
legal; so is throwing the ball in the manner of a
weapon. Magic use is not. Hard-ball is wildly
popular among the gentry and lower classes.

f

It’s to be noted that the upper-classes aren’t
entirely immune to the lure of lower-class enter-
tainments. They’te not supposed to be inter-
ested in these things, but many are. Lots of
aristocrats dress down and conceal their elevated
rank, then descend into the lower cities and tene-
ment neighborhoods of their communities in or-
der to enjoy these “lesser”” entertainments. Many
wizards use crystal balls directe ’

Obviously,
slaves.
Servant. The Servant is technically free, but
has few rights. By definition, the Servant is
someone who does not possess magical ability
and does not operate a business. A Servant may
not own land, and must belong to the household
of someone of Freeman status or higher. How-
ever, Servants can own personal properties, and
can move from the household of one master
(even if it displeases that master) to that of an-
other (with the other’s permission, of course).
Servants work for another, sometimes for noth-
ing more than room and board, sometimes with
a salary in addition. Farmers working a lord’s
lands are Setvants; so are household staff
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(though some may be well-educated and quite
well-off); so are soldiers of less than commis-
sioned officer rank; so are shop workers, wander-
ing adventurers who do not own a registered
business.

Freeman. Freemen are much like Servants, but
they have saved up enough money to buy and
register some sort of farm, shop, or business in
Alphatia. A Servant can become a Freeman just
y having enough money to do that. Many ad-
turers open small offices where they sell their
as explorers and mercenary officers some
g on personal adventures the
void being classed as Ser-
ve to belong to the
lass person. Freemen
and slaves; they may
accept o refuse busi-
ey must make enough

“money to maintain their places of business and

register their businesses with the imperium each
year, or they will see those businesses stripped
away and find themselves at Setvant status again.
Freemen may be military commissioned officers,
but still must use some of their salary to maintain
an office or shop somewhere in Alphatia—it is
usually their official recruiting office in their fa-

_vorite city.

Gentry. Being of the Gentry is just like being a
Freeman, except: Members of the Gentry must
eep at least 10,000 gp in one of Alphatia’s
anks; they may own branch businesses, or firms
rith branches in more than one city; they are
ted much as lower-wealth aristocrats are, and
often permitted to mingle with atistocrats in
affairs. First-level clerics—who do not yet
how to cast a spell, but who belong to a
der—are treated as Gentry.
ocrat. Aristocrats are people who can use
regardless of their personal wealth or
nd. The daughter of a slave, if she has
ility to use magic and can be taught a spell,
is automatically elevated to the rank of Aristo-
crat. She may not now own anything more than
one dirty robe, but she soon will. Aristocrats, re-
gardless of their wealth, may wear spider-silk gar-
ments, may attend imperial univetsities, and are
treated as equals—as ‘“‘one of us” —by the other
atistocrats of Alphatia. They must be addressed
as “Milord (name)” or “Milady (name)” by

those of the lower classes, though no such title is . .-~

required from other Aristocrats. Atistocrats may
aspire to the rule of a dominion within Alphatia,
where others may not ever do so. A cleric, as soon
as he has learned his first spell, belongs to the Ar-
istocracy.

Lotd/Lady. Aristocrats who, like the Gentry,
maintain at least 10,000 gold pieces in a bank,
and who either own a business, provide a service,
or occupy an imperial office of some sort (minis-
ter, ambassador, advisor, military officer, etc.),
may style themselves as Lords or Ladies. Com-
moners must address them by their titles when




speaking to them: “Lord Hydenthal,” *Lady
Kara,” etc. Nobles do not have to use those titles
when addressing another Noble.

Prince/Princess. A Prince or Princess is the son
ot daughter of a King, Queen, Emperor, or Em-
press. Those whom it seems ate destined to rule
are usually addressed as Prince (name) or Princess
(name) by commoner and noble alike. Those
who are not likely ever to rule still must be ad-
dressed by title by commoners, but nobles usu~
ally omit the title. Being a prince or princess
grants no advantage other than the lifestyle that
befits the child of a ruler.

King/Queen. One who rules a dominion in
the Alphatian Empire is a king or queen. To ob-

tain a dominion, the person must inherit it from:

a relative (usually a parent), or be willing to colo-
nize, settle and rule some distant point in the

Empire (such as faraway Norwold)—and must.

meet the other customaty requirements for rul-

ing 2 dominion in the D&D® game. It won't do -

just to raise an army, conquer an existing king-
dom, and declare yourself king; that’s again

the rules of the empire. Representatives-of the:
Grand Council move in and take the kingébm- :

back, killing you in the process.

In Alphatia and Bellissaria, all Kings andf”, it
Queens must be magic-users, clerics, or elves; In |~ ards1
the Isle of Dawn, Notwold, and other, more dis--
tant, territories, the empire allows rulers to- bc_ ,

non-spell-casters.

It’s a growing fad in the Empire for kings' a.nd P
queens to style themselves Barons and Baron-
esses. The term Baron, which normally apphcs to:

awestern form of petty dominion ruler; i
ered dramatic, roguish, and romanti

robber-barons). The kings of allied Q
the Isle of Dawn’s little East Porta;
selves Barons . . . but make no m
phatian baron is a king.

A king or queen may rule only
He mlght conquer the neighbori
and add it to his own, making one kingdom
(this isn’t against imperial law—a king can con-
quer another kingdom where a lesser noble
can’t), but it’s still one kingdom; he cannot rule
two separate kingdoms. A king could conceiv-
ably split his kingdom in two, giving half of it to
another noble; the Empress would have to recog-
nize it as a new kingdom for that person to be
rated a king or queen, however.

Commoners must address this noble by his ti-
tle: King (name) or Queen (name). “Your Maj-
esty’” is also appropriate. Nobles of Lord or
Aristocrat also use these titles; those of Prince
rank ot higher don’t.

Emperot/Empress. The Emperor (or Empress)
rules the Alphatian Empire—sets policy, grants
titles and dominions, orders wars and military
strikes, etc. He is automatically the King of Verti-
loch. If he was already the king of another na-
tion, he remains king of that nation, and of

Vertiloch, if he chooses. However, most emperors
tetain the kingship of their original lands and
grant the kingship of Vertiloch to those they
name as their imperial heirs. Commoners must
address this ruler as “Emperot” (name) or “Em-
press”’ (name), ot ‘“Your Imperial Majesty;” no-
bles of up to Prince rank customarily do; Kings,
Queens, and mcmbcrs of the Grand Councll do

c, noble chx!dten ate szed by
they bear the trait th - will all

rank may be called Count or Baron but back in
Alphatia it ranks with Lord—this demi-ruler is
considered a noble administrator for his King.
The imperial throne does not rate this sort of do-
minion as a true dominion, for Ericall technically
has the right to take it away from the ruler for
breaches of the law.

Character Class aNOd Social
Class

Let’s relate all that social class information to
character professions.

Normal Men and Women, that is to say 0-level
characters, are treated as commoners . . . unless
they appear to be able to learn magic (in which
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case treated as aristocrats) or clerical magic (in
which case treated as gentry). Normal men and
women who never adopt a character profession
may be slaves, servants, freemen, or gentry.

Magic-Users are automatically aristocrats.
When they’te able to keep 10,000 gp in Alpha-
tian banks, they’re lords. If and when they’re
recognized as the children (or title-heirs) of
kings, they’re princes. When they inherit or
arve out their own dominions, they’re kings.
Fighters, like normal men and women, are
moners. If someone is a first-level fighter, he
Once he earns and spends at
nnual shop registration,
shop o office rental), he
. When he can keep
of the gentry. At that
ess he can achieve Name
suade the Empress to let

! ave a dominion outside Alphatia and

Bellissaria—say, bordering Norwold, or in the
Isle of Dawn, or Esterhold, or the Yannivey Is-
land chain. If he can do so, he can become a king
of a nation of the Empire . . . but will still more
or less be counted a commoner when on conti-
nental Alphatia.

Thieves have the same opportunities and re-

strictions as fighters.

Clerics are counted as gentry when they join
their clerical order and during their first experi-
ence level. Thereafter, they are aristocrats equal
in status with magic-users; they no longer bear
y social stigma. They may rise to lord/lady by
- usual means of keeping 10,000 gp in the
k and operating a business or occupying a
rnment office. To achieve higher rank, they
reach Name level and petition the Empress
minion. They may be kings and queens
atia and Bellissaria, though this is unu-
very respectable for them to colonize

€.
es, being wielders of magic, are automati-
cally aristocrats within the empire. They may rise
to lordship by the usual means, be princes if they
are heirs to a throne, and may become king or
queen of a nation.

Dwarves are mostly treated as fighters. A
dwarf-cleric (see GAZ 6, The Dwarves of Rock-
home) who is publicly known to be such (and
this is increasingly common in the nations of
Stoutfellow and Limn) is treated as a cleric.

Halflings are mostly non-magical and thus rise
no higher than gentry level. But because half-
lings can become masters and learn magic (see
GAZ 8, The Five Shires), and could could con-
ceivably take a late jump from commoner to aris-
tocrat, Alphatians tend to take them a little mote
seriously. A non-magical halfling is never going
to be granted a dominion in Alphatia or Bellissa-
tia, but might be in Norwold and distant subject
territories. A Master halfling can progress to
lord/lady, prince/princess, and king/queen
ranks by the usual means.



Only human wizards can ever achieve the rank
of Emperor ot Empress.

Shamans and wiccas, when tolerated (such as
in Trollhattan), bear the rank of aristocrat.

EducatioN

Parents and patrons must bear the cost of educat-
ing commoner children; those who can afford to
hire tutots, buy lessons, or send their children to
schools. These schools are not subsidized by the
empire; the parents pay tuition and sometimes
boarding costs. Those who cannot afford to buy
any sort of eduction will teach their children
themselves, whatever they can.

Clerical orders double as schools for their cler-
ics. A cleric will receive a good education
throughout his career. Additionally, some cleri-
cal orders provide low-cost or free tutoring for
promising pupils, even those who seem to have
no clerical leanings.

Alphatia boasts many fine schools and univer-
sities for magic-users. At the upper income level,
there are schools costing thousands of gp in tui-
tion a year. At the lower level, there are special
types of boarding schools where students learn
magic, assist their mastets, and use their magics
to earn income to offset their tuition and board-
ing costs—this wotks out to being *“'free”’ (no cost
to the parents) education, but doesn’t get the
student past about third experience level.

The Law —

You’ve alteady seen that the Alphatian Empire is
made up of many kingdoms ruled by their own
kings, who arte ruled by the Empress, who is in
turn kept in check by the Grand Council. Impe-
rial Law concerns itself with the maintenance of
the status quo. It protects the rights of wizards to
life, liberty, and the pursuit of knowledge; it sets
the scale of social status used in most of the Em-
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pire; it decrees how succession of lesser thrones is
handled within the empite; it establishes impe-
rial taxes (which are in addition to local-kingdom
taxes) and enforces their collection; and so on.
However, beyond that point, individual kings
have broad discretion as to other laws in their
kingdoms. Theft may bring a fine in one nation,
the death penalty in another. There may be no
slaves in one nation; in another, persons not of
aristocrat rank or above are automatically slaves.

High aNbd Low Justice

Throughout the Empire, laws of ctime and pun-
ishment are divided into two categories: Low Jus-
tice and .High Justice. Low Justice is for
commoners, High Justice for nobles. Each has its
own set of judges in each nation.

In Alphatian law, the court tries to determine
guilt or innocence. The coutts lean to the side of
innocence; the guilty verdict means that the de-
fendant should not have done what he did or had
evil motivations for his act and is unrepentant.
Since ESPis always used in criminal proceedings,
justice is swift and almost 100% accurate in Al-
phatia.

An innocent verdict may still be accompanied
by court orders to compensate the victim . . . but
the defendant is not otherwise censured by the
court.

Here are some examples of Low and High Jus-
tice which are pretty common throughout the
Empire.

Low Justice: Crimes by Commoners

Crime Sentence
Assault
on Commoner Fine (1)
on Noble Fine (1)x10
Fraud
Same as Theft
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Insolence

to Aristocrat 10 lashes

to Lord 20 lashes

to Prince Confiscation (2)

to King Confiscation (2)

to Emperor Confiscation (2)
Murder

of Commoner Confiscation (3)

of Noble Confiscation (3)
Rape

of Commoner Fine (1)

of Noble Confiscation (2)
Theft

to 10 gp 10 Lashes, Repayment

to 100 gp 20 Lashes, Repayment

to 1,000 gp Confiscation (1)

above 1,000 Confiscation (2)
Treason Confiscation (3)

Insolence includes deliberate insult, and not call-
ing a nobleman by his title. ESP will confirm
whether the insolence was deliberate or not.

Murder is defined as the deliberate and unjustifi-
able taking of a life (human, demihuman,
and in a few cases nonhuman). If the killing
was justifiable (remember ESP confirmation
of testimony), the killing was not a crime.
The sentences are the same whether or not
the victim was brought back to life after-
wards.

Fine (1) pays coutt fees and covers the cost of
magically or medically restoring the victim to
as close as his or her prior state as possible.

Confiscation (1) means the person has all his
goods and wealth confiscated; revenues gen-
erated repay the victim for any losses (as Fine
(1)) and the remainder goes to the kingdom
treasury; this strips the offender to Servant
status.

Confiscation (2) means the person has all his
goods and wealth confiscated (as Confisca-
tion (1)), but offender is stripped to Slave sta-
tus and given to the petson he offended.



Confiscation (3) means the offender has all his
goods and wealth confiscated (as Confisca-
tion (1)), and offender is put to death.

High Justice: Crimes by Nobles

Crime Sentence
Assault
on Commoner Fine (1)
on Noble Fine (1)
Fraud
Same as Theft
Murder
of Commonet Fine (1)x100 to heirs
of Noble Confiscation (3)
Rape
of Commoner Fine (1)x10
of Noble Confiscation (5)
Theft -
to 1,000 gp 20 lashes, chayment
above 1,000 Confiscation (4) <
Treason Confiscation (5)

Confiscation (4) is only for spell-casters. Itxs the

same as Confiscation (1), but the offender re-

mains an Aristocrat. However, his spell-books

Trade guilds typically work to make sure that
they get the best possible pay for their workers’
efforts, to get high tariffs imposed on imported
goods competing with their own, etc. Every ma-
jor craft ot industry will have its own guild; dif-
ferent kingdoms will have different guilds for the
same craft.

Clenc,y

There are several clerical orders in ‘Alphatia
least one per each of the Immortals describe
liet. They're illiattended and nm politically
5 porta,nt, but thcy re thcre '

ate confiscated. For the petiod of one month,

it is forbidden to give him any spell-books. or"};

scrolls, and he may be killed as if he were a - f:_

slave during that month .
accomplished at the hands of ven,

usually survive this period. L
Confiscation (5) is also only for spell- cast :
considered the most hotrible fate
castet. The offender’s titles and pr
impounded, as in Confiscations
panel from the Grand Counc
feeblemind on the offender,
nence on the first spell. The
duced to Slave status and given to the
(If the offender is a cleric, and feel

will not work on him, substitute Conﬁscmon e

()

As noted, though, crimes and punishments
vary from kingdom to kingdom. In some nations,
hunting without a license is no crime; in others, a
form of Insolence; in others, a death-penalty
ctime. And so on. The DM is encouraged to be
creative when working up these legal variations;
characters had better be on their toes and learn the
local regulations when they cross borders.

OrGanNizations

Guilds

The empire has many trade guilds. On Alphatia
and Bellissaria, they don’t have much pull at all
unless they are governed by magic-users. In more
distant realms, they wield more power.

5 vcntt;res Permd However,
: ,hmng one’s self out is: sub;
; dcscnb@d abovc

Coinaqe

All Alphatian coins bear the words ““Alphatia
Above All” on their backs (reverses), written in
an old dialect of the language; this has been the
custom for over 2,000 years.

Beyond that, though, nothing is necessarily
the same. Each kingdom may mint its own coins.
In weight, they must exactly match the equiva-
lent imperial coins, but may have anything on
the face; may have holes in the middle or be
shaped like dice; etc.

The imperial coins, standards for the Empire,
which are minted in Sundsvall, look like this.

The Crown is the gold piece. It is an eight-
sided disk with a stylized portrait of Sundsvall, as
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seen from the air, on the obverse (front).

The Mirror is the silver piece. It is a six-sided
disk polished smooth on the obverse.

The Judge is the copper piece. It is a flat four-
sided (square) coin which shows a stern-faced
judge on the obverse. It has its name because it
is, traditionally, the coin used to ““judge” a ran-
dom event (by flipping a coin).

But there are all sorts of different coins found
in all the different kingdoms of Alphatia. In
e places, platinum pieces and electrum
ces are minted; in othets, you will find a gold
es the size of a routine gold piece, or
latinum piece worth 50 gp.

i kthey made Landfall,
hians kept a properly-

‘calculated calendar. It'utilized twelve months of

28 days, each month broken down into four
weeks of seven days each. The Alphatians, not
needing to improve on its accuracy, more ot less
adopted it . . . but gave the months and days
new names derived from their original calendar.
The Alphatians made landfall in around what
we now would call the first part of Alphamir
Thaumont) of Year 0 (BC 1000 by the Thyatian
calendar). Since then, they have counted their
New Year's celebration as Alphamir 1, two
months off from the new year’s day of western
eoples. For convenience, we’re showing the cal-
ndar arranged as the Thyatian calendar is, with
yxmir (Nuwmont) first.
alendar dates which are of some importance
Alphatians follow.

ir 1: Start of the New Year. Art demon-
, parades, celebrations.

nir 7: Landfall Day. This is the actual, his-
day when the Alphatian sutvivors made
Landfall in Alphatia; it is solemn, celebrated
with feasts, and ending the week of New Year’s
celebration.

Alphamir 15: Opening Day. The schools and
univetsities which follow the nine-months-a-yeat
educational plan of the empire now open their
doors to students.

Sulamir 13: Empress Eriadna’s birthday. It is cus-
tomary for everyone of gentry level or higher to
send a present to the Empress, or at least to do-
nate a coin to a beggar or less-privileged soul in
her name.

Sudmir 15: Howling Day. This is a day of the full
moon, and it is a celebration of no restraint—
Alphatians everywhere (except slaves, but in-
cluding setvants) are expected to neglect their
work and their studies, run amok, have fun, and
howl at the moon (in both a literal and figurative
sense). It is a day of high romance in the Empite.
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Islamir 15: Doggerel Days. In the heat of high
summer, theatrical companies and scholarly
guilds stage a week of competitions of music and
the verbal arts. This includes plays, all kinds of
music, the telling of jokes and puns, the writing
and reading of cheap verse, etc. Alphatians save
up their worst jokes, doggerel, and anecdotes all
year to dredge it forth in these competitions.

Hastmir 8-15: Wine Festivals. This week-long
celebration consists of drinking festivals all over
Alphatia; it is more 2 commonets’ festival than a
nobles’ event, but plenty of nobles participate.

Amphimir 15: Closing Day. The schools and uni-
versities following the annual nine-month plan
close. Boarding students who have nowhere to go
may stay these next thtree months and study at
their own pace; there’s not much else to do. All
other boarding students are sent home to be bur-
dens to their families during the winter months.
This is also a minot feast-holiday in the empire,
an acknowledgement of the artival of winter.

Amphimir 28: The Extra Day. Though the calen-
dar shows Amphimir 28 as part of the regular
year, Alphatians actually calculate the year as
ending with Amphimir 27. The next day is re-
garded as being “between the years” It is the
Day When Magic Fails. No magic works in the
Empire. Magical bartiers fall, gates open, impris-
oned beings rush free. Magicians prefer to stay
indoors, powetless, protected by loyal common-
ers when possible, while horrible things may be
out there roaming the streets.

@ New Moon
QO  Quarter Moon Waning

MAIN CALENDAR KEY

Quarter Moon Waxing
Half Moon
Three Quarter Moon Waning

C®0
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O  Three Quarter Moon Waxing
O  Full Moon



Character CreatioN

Races aNd Character
Classes

You probably have a good idea of which char-
acter classes/races are represented (and how)
in Alphatia, but let’s briefly review those
facts:

Cleric: There are not many clerics in Alpha-
tia, but there are some. You are free to make
your character a cleric. Most clerics in Alphatia
live in the larger cities; there are more from
the city of Draco (nation of Stonewall) than
elsewhere, so you might think about your
character being from Draco. Clerics are better-
regarded in the colonies than in Alphatia her-
self, so the Isle of Dawn, Norwold, and so
forth are good places of origin for clerics.

Clerics are automatically Gentry-at first
level, Aristocrats at higher levels, in the Al-
phatian culture. While Alphatians mostly
aren’t interested in clerical teachings, they ac-
cord magic-using clerics the respect that all
spell-casters are accorded in Alphatia.

Don’t forget to choose an Immortal for
your cleric to honor; you may choose one of
the ones mentioned in ‘“Alphatian Society
and Politics,” or any other mentioned in this
or other Gazetteers. When you have chosen,
your cleric belongs to an order of clerics all
honoring the same Immortal; the order may
be of decent size ot very small, depending on
how popular and well-known the Immortal is
in Alphatia.

Fighter: There are many fighters in Alpha-
tia (though not so many as in Thyatis), and
you ate free to make your character a fighter.
Note that fighters are second-class citizens in
the Empire, especially on Alphatia proper.
The nations of Greenspur and Stonewall are

good places for fighters to come from, as are
outlying colonies, but a fighter can be from
anywhere in the Empire.

Your Fighter character automatically starts
out with the social rank of Servant, and you
and the DM must figure out who is his em-
ployer; he will probably be able to graduate to
Freeman very quickly.

Magic-User: You've already gathered that
the magic-user is top dog in Alphatia. Magic-
users are automatically Aristocrats.

Thief: The life of the thief is precarious in
mainland Alphatia, because magic-based de-
tective work is so successful. You might think
about being one of the rake characters men-
tioned in Book II, in that book’s *“Character
Creation” section. The nation of Stonewall is
fairly friendly to thieves; the island of Ne’er-
do-well certainly is. In the outlying colonies,
thieves live their lives much as they do in for-
eign nations, and the city of Landfall in
Norwold is a notorious haven for thieves.

Thieves, like fighters, automatically begin
with the social rank of Servant, but should
(with adventuring treasures) be able to gradu-
ate to Freeman fairly fast. Remember that
there is no Thieves’ Guild in Alphatia or Bel-
lissaria, but there are Guilds elsewhere in the
Empire.

Dwarf: Thete is only one dwarf-community
in mainland Alphatia— Denwarf-Hurgon, in
the nation of Stoutfellow. All native Alpha-
tian dwarves are from there.

Because the dwarves arrange for all their
sons and daughters to have it so, all dwarves
begin play with the social rank of Freeman,
and have official business addresses (if very
small) back in Denwarf-Hutgon. If you're us-
ing GAZ 6, The Dwatves of Rockhome, and
are playing a dwarf-cleric, you can be counted
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an Aristocrat if you let it be known you are a
dwarf-cleric; if you keep your clerical abilities
a secret, then you stay a Freeman.

Elf: There are many elf-communities in
mainland Alphatia; Alfleigh, in the nation of
Shiye-Lawr, is the greatest of them.

All elves are Aristocrats in Alphatian cul-
ture.

Halfling: Most halflings in mainland Al-
phatia live in the nation of Stoutfellow. And,
because magic-users are so revered here, most
aspire to be Masters (if you’re using GAZ 8,
The Five Shires, that is).

Halflings begin play as Servants; once they
learn their first spell as a Master, they are auto-
matically promoted (from Servant or Freeman
to Atistocrat; from Gentry to Lord/Lady).
Norwold has many halfling communities as
well.

Forester: The Thyatian class of Foresters is
not represented in Alphatia.

First-Level Magic-User
Spells

Bleach

Range: Touch

Duration: Permanent

Effect: Fades pigments, dispels color

This spell was created by hedge-wizards
(low-level magic-users whose spells are mostly
concerned with household affairs). Each ap-
plication of the bleach spell will bleach a cet-
tain amount of material down to its original
color—one basket of laundry, one painting,
one application of color spell, one tattoo, etc.

Ordinary stains are automatically bleached.
When cast on a color spell, it-will only work if
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the caster is the same level or a higher-level
than the caster of the color. When cast on nor-
mal art, such as a painting or a tattoo, the DM
gives the artwork a saving throw. The greater
and more skilled the art, the more likely it is to
survive unhurt. A child’s scrawlings may get no
saving throw, while the great wotk of a grand
master may save as a 24th-level magic-user.
The spell will not discolor the surfaces be-

neath the pigments or paints. Cast on a tat-

too, for instance, it will entirely eliminate the
tattoo, but the skin beneath will be normally
colored.

SecoOND-Level
Magic-User Spells

Color

Range: Touch

Duration: Permanent, until bleached; castin
duration up to twelve turns (two hours)

Effect: Changes color of affected area

This spell allows the caster to lay
color down on a surface. The surface may be
small as the nose on a tiny china miniatur
as large as a 20°x20’ area of wall. The ca
time may be as short as a round for one s
color (for instance, tinting a room W
blue) or may go on for a couple of hou
ing that time, the caster may vary ¢
the whole area, or may color differen
the area in different ways.

The effect of this is that the ma;
“paint” for up to two hours at 2
that are permanent and nearly
by age and weather. A dispel will
color; only bleach or a wish can

Different spellcastets use this f
purposes. Artists use it to make paigtings
will not fade, or to decorate themselves
others with brilliant body-colors and fa
painting. Buildets use it to retint stone and
wood to be more beautiful.

If one casts a color on top of another color,
the second spell has no effect . . . unless the
second caster is of equal or higher level than
the first, in which case the second spell covers
up the first. But the first spell is not gone; to
get rid of it, one would have to bleach away
both color spells. Magic-users may leave mes-
sages for one another this way; they choose an
agreed-upon message drop, and one wizard
uses one application of color to write a mes-
sage, and another to cover it up to look like it
did before. The next magic-user will use a
bleach to uncover the message, and then ei-
ther cover it over again or use another bleach
to erase it.

Just because a character can lay down color
with this spell doesn’t make him good at it. To
be truly artistic with the use of this spell, a
character must have some sort of Artisan skill,
as described later in this section. Someone
without Artisan will be able to lay down color
just like anyone with no artistic ability.

ell 1 to provide breathable air,
especially in areas where otherwise there is
none to be had. Like climate, above, it is cast
on a volume of 8,000 cubic feet (like a
20'x20'x20’ room) and, while it is in effect,
everyone in that area has clean air to breathe.

Customatrily, it’s used when dungeon ex-
plorets are trapped in an area where air is run-
ning out.

However, it may be cast upon or enchanted
upon different types of vehicle or magical
transportation— such as a vehicle that travels
underwater ot one that sails so high that peo-
ple cannot breathe. When it is so cast, the ve-
hicle’s cabin becomes pressurized with fresh
air and its crew may breathe normally.
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The spell may be cast upon one petson,
whereupon he can breathe normally. It’s not
the same as water breathing, though—if he
dives underwater, he can still breathe, but
great quantities of air are always bubbling up
from him.

The spell may be cast upon a specific piece
of equipment like a helmet, and whichever
one petson weats it may breathe normally.

- The spell does not protect people from the
cts of poison gasses.

Effect: Creates up to 30'x30’ cloth

This spell creates quantities of cloth up to
30'x30'. The cloth created by a single spell
must appear in one piece. Unlike many
creation-type spells, this one creates cloth that

. is non-magical and non-dispellable.

If the caster has an appropriate craftsman
ill, he may shape the cloth as he creates it.
He may thus create a tent, a sail, a single gar-
ment, a drape, 60’ of common rope, etc.

The cloth so created is much like undyed

linen—tough and setviceable. A caster can

te his cloth with an unfinished end, and
he or another caster can use another
hwall to create cloth joined to the fitst on
ge—and there will be no seam or weak-
the joining. This makes it a good spell
ating rugged, dependable sails.
’hen created, the cloth extrudes from the
r’s hands and out along the ground. If
¢ are obstacles, it piles up against them
but does not shove them back. The spell may
not be cast to create 2 huge sheet which falls
over a unit of enemies, for instance. The
cloth, when created, may not be attached t¢
anything (other than as described in the para-
graph above), so you cannot create a cloth bar-
riet over a door.

The cloth cannot be cast in a space occupied
by another object.

In adventures, this spell is often used to
make quick sheltets, to cover hastily-dug fox-
holes to ambush enemies, and to create rope.



Fifth-Level Magic-User
Spells

Fabricate

Range: 10’

Duration: Permanent (casting time up to 1
turn)

Effect: Creates goods, foods

i

This is a catch-all spell which creates materi-
als useful to adventuters and others. Food,
drink, and clothing, and other soft goods may

be so created. The spell may create food and

drink, or cloth and leather, or softwoods and
porcelain; hardwoods, stones, metals, et
may not be created. ,

As a rule of thumb, each casting of the spell
will create one person’s worth of the material
in question. When it is used to make food ad
drink, it cteates one day’s rations.

Therefore, one application of the
could create:

One day’s rations, including water
(iron rations), but not the contdirets
them; or

A good meal for up to three peopl
equals three meals for one person), inc
main course, side dishes, wines, etc.; gf

Table settings (wood and porcelaing
to three people; or

A complete outfit, including belt
(with leather ties or wooden buck
terskins and sheathes, for one pers

A saddle and bridle for one ho

One softwood staff (other typ
weapons cannot be created
breaks on a 1 in 6; and so on.

Like the clothwall spell, this;
materials that may not be dispell

It helps if this spell is used with seme s
general skill. If the caster does not know
to cook, for instance, he can still fabricate
food—but it is going to be plain. If he cannot
sew or tailor, the clothes he creates will be
shapeless and baggy. If he knows nothing of
the cobbler’s arts, the shoes he creates will
probably be uncomfortable. Since the caster
can stretch out the casting time to one full
turn (he can make it take as little as one
round), if he has an expert or craftsman on
hand, he can get that person’s advice and do a
good job with his fabrication.

This spell is not so powerful as the clerical
create water or create food, but it is more ver-
satile.

Woodwall

Range: Touch

Duration: Permanent

Effect: Creates 1,000 cubic feet of wood

This spell creates a mass of wood equal to
1,000 cubic feet; it may be arranged in any
fashion the caster desires (1 'x10’
25'x20'x2’ wall

&

to pick very expensive, exotic, or magical
woods.

The wood so created is not dispellable; it
lasts until broken through, burned, or de-
stroyed by spells like disintegrate.

The AC and hp of building materials are
given in the Master Players’ Book on page 28.
Based on those guidelines, a wall of wood has
an AC of —4(6) and 60 hp per 1’ thickness.
Most building exterior walls would be about
8" thick and have 40 hp.
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Sixth-Level Magic-User
Spells
Disguise

Range: Self Only

Duration: 144 Tarns (1 Day)
Effect: Changes caster’s form

This spell allows the caster to take on a dis-
aise. He can change his height, weight,
I, gender, appearance, and species (to
i n or non-giant humanoid
eights and weights ap-
s). His Hit Dice and
re; special abilities and
e new form are not

] W the caster to take on the
face of another specific person. In fact, he can-
not even accidentally take on the face of some
specific person; if he conceives of a face that
matches some other person’s, the spell will ap-
proximate what he is visualizing but not be
able to duplicate it.

Spells may be cast while the caster is dis-

guised.

This spell is dispellable. The caster may
drop his disguise at any time; otherwise, it
lasts one full day, even when the caster is

asleep or unconscious. If he dies, though, he

erts to his original form.

Creates 1,000 cubic feet of stone

spell creates a mass of stone equal to
D cubic feet; it may be atranged in any

ashion the caster desires (10'x10'x10’ block,
25'x20'x2’ wall, etc.).

Casting time varies depending on the com-
plexity of the design. A simple wall and other
simple shapes take 1 round. A simple staircase
may take 10 rounds (1 turn). A complicated
design which is supposed to adhere to very
tight specifications—such as an ornate foun-
tain or statue—could take the maximum time
allowable, 12 turns (2 hours) just to work up
in rough form. When the caster wants to try a
complicated or unusual design, the DM de-
cides how long the casting will take.

The object must be created as a single piece,
with no moving parts. The original caster of
the spell may later cast stonewall on an object
he has already created, in order to modify it
for up to two hours. This is how magic-user
artists often make fine statues, for instance.
When he is satisfied with his work, he casts
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stonewall on it a third time to “lock it in
place,” and it may no longer be modified by
magic—just destroyed.

The mass of stone must be created so as to
rest on the ground or similar support, and
cannot be cast in a space occupied by another
object.

A caster can create his stone with one or
more rough sides, and later he or another

caster can use another stonewall to create™

stone joined to the first on that side—and
there will be no seam or weakness at the join-
ing. This makes it a good spell for creating
strong walls and gigantic buildings—
coliseums, palaces, etc.

The caster may decide what sort of stone i
created, within reason. Valuable jade, for
stance, is an inappropriate choice; the DM
may refuse to allow the caster to pick very ex
pensive, exotic, or magical stones. Howeve
caster can choose such stones as clear lead ¢
tal, and so make thick, strong, perfect
dows with this spell.

The stone so created is not dispellable
lasts until broken through or destroyed
spells like disintegrate).

The AC and hp of building mater
given in the Master Players’ Book on pag
In general, from those guidelines, ston:
have an AC of —4(6) and 100 HP per_
ness; doing 500 HP damage to a 5'w
definitely knock a hole in it. Buildin,
walls tend to be about 7" thick an
hp.

Seventh-Level
Magic-User Spells

Ironwall

Range: Touch
Duration: Permanent
Effect: Creates 500 squatre feet of iron

¥

This spell creates a wall of iron 2" thick
(or less) with an area equal to 500 square
feet; it may be arranged in any fashion the
caster desires (10'x50" wall, or 25'x20' wall,
etc.).

Casting time varies depending on the com-
plexity of the design. A simple wall and other
simple shapes take 1 round. A simple staircase
may take 10 rounds (1 turn). A complicated
design which is supposed to adhere to very
tight specifications—such as a giant
portcullis—could take the maximum time al-
lowable, 12 turns (2 hours) just to create in
rough form. When the caster wants to try a
complicated or unusual design, the DM de-
cides how long the casting will take.

The object must be created as a single piece,
with no moving parts. The original caster of
the spell may later cast ironwall on an object
he has already created, in order to modify it
for up to two houss. This is how magic-user
artists often make fine bronze statues, for in-
stance. When he is satisfied with his work, he
casts zronwall onita thud time to “lock it in

both with the duekshield spcll to cast one
duel shield.

When it is cast, the spell creates a force-
field bubble 60’ in diameter. It can only be
cast around petsons consenting to be trapped
within it, and those persons must be intend-
ing to duel one another to the death.

The force-field bubble created by this spell
is impenetrable to most magics which mortals
can cast. The magic spells cast within the field
cannot penetrate the field at all, or affect it—
not even a wish can affect the shield when cast
from within it.

Most magic spells cast from outside the
field cannot penetrate it; only a wish cast from
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outside can bring it down. However, an Im-
mortal can cast an effective disintegrate or dis-
pel magic.

It is impossible to teleport, gate, ot dimen-
sion door through the duel-shield; someone
on the outside could wish himself in, but
those within cannot wish themselves out.

The field lasts until one only one person (or

 party of allies) is left alive within it. When one

de has triumphed and its enemies are all
, the field evaporates. But if there are still
ies left msnde the bubble at the end of 12
orates . . . and every-

isintegrates, with no
ion magic possible.

phatian magic-users
ear for one another
ree to duel, and by Al-
users may only duel within
these fields. Usually, a duel consists of only
two persons, two wizards fighting to the
death. When a duel consists of two or more
enemy parties, the duellists must declare alle-
giances as the spell is being cast, so the spell
will know when all members of one side have
perished in the duel.

. If the judge of the duel chooses, he may
have the duel-shield brought down with a
wish . . . but this happens only very rarely.

uration: One Day (144 Turns)
ct: Change identity to that of other real
son

pell is similar to disguise, with two
t differences.

#ithe impersonate spell will allow the
ster to take on the form, voice, and smell of
a specific, real person. The caster must have

~ studied the person closely to make it believe-

able; if the caster has not made a study of the
victim of at least 40 hours’ length, the spell
will not work. And the spell does not give the
caster the ability to take on the victim’s man-
ner; that requires the Acting skill.

Second, the impersonate spell is not af-
fected by dispel magic. However, a wish will
bring it down, and an ESP will reveal that a
person’s thoughts do not match his face.

To pierce the caster’s impersonation, an-
other person must first have some reason to
doubt that the caster is who he says he is. It is
for the DM to decide if the person has any
such reason. If he does, he may roll 1d20
against his Intelligence, as per the General
Skills rules. The DM assigns him a modifier
based on his familiarity with the real person in
question; he’d get a bonus of up to +6 if the



person were his own spouse, or a penalty of up
to —10 if he’d only met the person casually
once before. If he makes his Intelligence roll,
he perceives that the person is not acting quite
tight . . . but must draw his own conclusions
from that.

If the impersonator has the Acting skill, he
may usc it to make his impersonation more be-
lieveable. When someone is rolling against In-
telligence to pierce his impersonation, he rolls
against his Acting skill. If he makes his roll, the
amount by which he makes it is also assigned as
a penalty to the perceiver’s Intelligence roll.
But if he fails it, the amount by which he fails it
is assigned as a bonus to the perceiver’s Intelli~
gence roll. It's a good idea to be an acco
plished actor when using this spell.

Steelwall

Range: Touch

Duration: Permanent

Effect: Creates up to 500 square feet of

This spell is effectively identical ta
level ironwall spell. However, the materia
ated is of weapon-quality; a person
Swordmaking skill and this spell could

10(2) and about 20 hp per 1" thic

NiNth-Level
Magic-User Spe

Sleep-Curse

Range: 5400’ radius
Duration: 100 years, or Speci
Effect: Puts victims into suspended

This is an appalling and nasty spell which
even evil magic-users hestitate to use; they
normally only do so when mortally offended.
Only magic-users of 36th level may use the
spell, and only a very few of them know it.

Persons under 5th level and creatures under
4 HD get no Saving Throw against this spell.

This spell is initially cast on a single victim.
If that person makes his saving throw, nothing
happens. But if he is of too low a level to have
a saving throw, or fails his saving throw:

(1) All persons and creatures within the ra-
dius of effect must make their own Saving
Throws (if they’re of high-enough level) or
fall victim to the spell.

(2) Everyone who falls victim to the spell
lies down whete he is and enters a state of sus-
pended animation.

(3) The entite area of the spell effect is
swiftly (within 6 turns) overgrown with mas-
sive creeping vines, thorn-bushes, and other
obstructive vegetation.

(4) The entire area of the spell effect be-
comes eerie and uncomfortable. Normal ani-
mals will not enter the area. Humans of under
4th level will not willing if

of the spell effect—outside the new curtain of
interwoven thorns and brambles. The caster
does not know where they are transported,
and neither he nor his minions will be able to
find them before they wake up—they cannot
be found and captured before they awaken.

This spell is only used by the most powetful
and angry of magic-users.

Races

Common Alphatians have a skin tone rang-
ing from golden to coppery brown; hair rang-
ing from gold to brown, with many redheads
also represented; eyes may be brown, gold,
green, hazel, or amber, and tend to be

25

Character CreatioN

almond-shaped or slightly slanted; they tend
to a tall, slender build. They are descended
from both the pale-skinned Alphatians and
their first imperial conquests, the copper-
skinned, cheerful Cypri people.

“Pure” Alphatians have a very pale (nearly
white) skin tone with bluish tints; black hair;
eyes may be black, blue, or even purple, and
are more round than the Common Alpha-
an's; they are also usually tall and slender.
y are dcsccndcd from Alphatian families
intermarry with the Cypri and so
Alphatian characteris-

d other places on the
t brown complexion;
es generally brown;
t many are powerfully

uilt.

Jennites from Esterhold are usually descen-
dants of tribes which have been conquered by
Alphatians in the nations of Blackrock and
Verdan. Typically, the only Jennites wander-
ing the Empire are shamans (clerics) and
druids. They have a deep red-brown complex-

_ion; brown or black hair and eyes; and tend to
‘be of average height with lithe, strong builds.

They paint themselves extravagantly, espe-
cially with blue paints, before entering battle.
Race Relations: Alphatia is very much dom-
ated by the two races which came from the
ther wotld, common and “pure” Alpha-
s. They consider themselves, and the weak
cultivated Thothians, as the only really
ized nations in the world. So NPC Alpha-
I tend to be condescending to repre-
of other races. They won’t be
ely insulting, but will tend to think
ersons from other nations are woodsy,
sy, and somewhat backward people.

Family

You should create details about your charac-
ter’s family background. Your character may
come from any sort of family, with DM ap-
proval; no matter what you choose, you won’t
get any mote or less the usual amount of start-
ing gold (3d6x10 gp).

No matter what sort of family background
you create, you start out as a Servant if you’re
a first-level fighter, thief, or halfling, one of
the Gentty if you're a first-level cleric or
dwarf-cleric (Aristocrat afterwards), and an
Aristocrat if you’re first-level magic-user or
elf.

And, no matter what sort of family back-
ground you create, you won't automatically
inherit any great titles or lands until you've
proven you earned them—which is about the
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same time other characters begin to win or in-
herit their own dominions as well.

So when creating details about your family
background, you should be thinking about what
sort of details make your character more
interesting—not which ones would give him
some sort of tactical advantage in the campaign.

Names

Alphatian names are created from syllable
sounds which suggest the characteristics that
the parents want the child to grow into. If the
patents hope the child will be powerful and

dramatic, they’ll give him a name that sounds

that way: Karburan or Trintillia, for instan
names which can be boomed across a battle-
field. If they hope the child will be artistic and
intellectual, they’ll give him a name which
suggests those qualities: Syn&ylys or Louri
for example. ;

When choosing your character’s nat
make it sound the way your character ig
posed to be—bold, meek, colorfu
amused, angry, whatever.

LaNGuages

In the Empire of Alphatia, Alphati
Common Tongue. Within Alphatia
lissaria, few commonets and no g
suffer to have other languages spoken
(except for some few adventurers
been broadened by foreign travel
onies, the Alphatian attitude is
mote forgiving.

Other languages represent
Empire:

Heldann: Many of the i
Norwold speak this tongue.

Thothian: Native tongue of the reside;
Thothia on the Isle of Dawn. The commo
tend to speak Thothian almost exclusively,
knowing only a few words of Alphatian; no-
bles tend to know both languages.

Thyatian: Most of the residents of Ocean-
send in Norwold speak Thyatian.

Jennite: Those of Jennite speak their own
tongue among themselves, but learn Alpha-
tian to get by in the Empire.

Elf: The Elvish spoken in Shiye-Lawr is sim-
ilar to that spoken by the elves of the western
continent, but not identical; it is a more sibi-
lant dialect.

Dwatf: This is identical to Rockhome
dwarvish. -

The halflings tend to speak Alphatian.
Many non-human tongues are to be learned in
the strange city of Trollhattan.

You should also tead the section on ““ Align-
ment Language” in the *Character Creation”
chapter from Book II.

GeENeRral SKkills

If you’re using the General Skills rules in your
Alphatian campaign, which we recommend

uailt normally. :
evaluate constructions the party is passing
through ot over—what sort of shape they're
in, when and by whom they were likely to
have been built, and so on.

Magical Engineering: This is the ability to rec-
ognize the basic principles of some unfamiliar
magical devices. It does not include practical
training in design ot fabrication of magical ar-
tifacts. It does include recognition of most
common magical items—on a successful skill
roll.

Planar Geography: This includes a general
knowledge of the Prime, Inner, Outer, Astral,
and Ethereal Planes as described in D&D®
Companion rules. It includes knowledge of
techniques of travel among the planes and
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common inhabitants of better-known planes.
It does not include knowledge of the Spirit
Plane.

Shipwright: This is the engineering skill of
shipbuilding. Again, without a trained ship-
wright, all the magic-users in Alphatia can’t
put together a large vessel that will stand up to
pounding waves and winds. Shipwright skill

will also let characters evaluate the ships

ey’re traveling in or encounter, determine
built them and when, etc.

d-Ball contests, of
dventurers in tough
1 Hard-Ball skill roll

will:
Give a charactera + 1 to hit with any missile
weapon, or a +3 with anything the approxi-
mate size, shape, and weight of the game’s
ball (4”-6" in diameter, spherical, less than
three pounds/30 cn);
Give a character a +2 to Saving Throws
thich are based on agility (dodging the fall-
ing concrete block, for instance); and
Give a character 2 +1 to Opening Doors
olls.
oting: This is the equivalent of the Riding
from Book II, but applies to the flying
Is of the Alphatians. You must take a dif-
nt category of Piloting for each different
of vehicle, but fortunately air-boats/ait-
nstitutes only one category and yet
st types of flying vessels the Alpha-
ate. (Some other, more unusual, cate-
include flying castles and specialized
ctaft shaped like dragons or rocs.)
Treewalking: This is a skill known (in Alpha-
tia) only to the Shiye elves. It enables the elves
to stay aloft in trees, transferring from one
closely-set tree to another, and working and
fighting from a tree branch. Elves with this
skill usually succeed with it in normal situa-
tions; the skill roll is only necessary when the
character is moving at over 15'/round, or
fighting, or performing some other complex
task while moving across the branches.

ReQuired Skills

Read “Appropriate Skill Choice” from the
Character Creation chapter of Book II. Most of
its requirements remain the same for Alpha-
tian characters, with one exception:

Elves: Required skills for Shiye elves are
Treewalking and Survival (Forest).
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As they walked through the palace corri-
dots, the servants—the luckless many who
had no magical abilities—bowed to them.
Galatia noted with some satisfaction that,
truly, they were bowing to both her and

you accomplish all these high-blown am-
bitions of yours . . . so you’ll be more
comfortable when the servants bow to
you. A pity your sort of ambition isn't
more widespread . . .’

ready has one, or a person o creature that al-
ready has two, or a2 weapon that alteady has
five, unless you are the original caster of those
spells or are of higher level than the caster of
those spells.

Master Terari now, not just to the gray-
beatd teacher. But her expected pleasure at
this new honor had given way to an unex-
pected sadness. As she walked, she
brooded.

Terari, now long familiar with his
charge’s moods, smiled to himself. ‘“What
now, fair Galatia?” he asked. “Disap-
pointed that they're not strewing rose

Basic Magic IteMm CreatioN -

These rules are derived from those presented
in GAZ 3, The Principalities of Glantri, and
GAZ 6, The Dwarves of Rockhome.

MakiNGg Magic Items

In a land as replete with magic as Alphatia is,
a lot of magical item creation takes place. The
Alphatians don’t just make magical weapons,
armor, and potions: They create whole pal-
aces, flying boats, floating castles, undersea

MiNimum Level

To cteate any sort of magical item, the chat-
acter must be at least 9th level. Some magical

petals before you?” cities—anything they can conceive of, they at : - : .
“Nothing like that,” she snapped. “It least try to make. Here, we’ll talk about the items will require that he be of higher-level.
just . . . bothers me. I intend to accom- rules for making magical items, from the very

plish things, to create garments that will Spell Effects

some day be looked upon as works of att,
to go places and do things . . . and though
I haven’t done that so far, these servants
kowtow to me as though I were a returning
hero. They do the same to old Master Phy-
leret, for all that he slutps zzonga-juice
and whiles the whole day away in a
drunken stupor.”

Terati laughed. ‘“You complain because
you feel you are receiving accolades for
deeds you have yet to perform?”

‘“Something like that,” she admitted.

The grizzled teacher shook his head.
“If it’s not too little with you, it’s too
much. This is something I can’t help you
with, chickling. It’s now up to you to do
what you wish to do and create what you
wish to create. Garments, wasn’t it? I
think it’s high time you ran off and began
tesearching the magics which will help

small to the impossibly huge.
The magic-user must know a spell relating
to the magical effect with which he is trying to
enchant an object. For example, if he is trying
to make a flying catpet, he must know the fly
spell. If he doesn’t know the spell, he can't
enchant an item with a similar effect.

PerMANENCce Spell

Before we start with the actual rules, we need
to make a necessaty clarification to the perma-
nence spell.

As the spell is described in the Players’ Com-
panion, the spell “lasts until dispelled by a dis-
pel magic from the caster or from some higher
level spell caster . . ” But it also says that if ““a
permanence spell is cast on an item or area
which already has one . . . both permanence
spells are immediately negated, along with the
spells previously made permanent.”

What that means is that, even if you're not
of high enough level to dispel someone else’s
permanence, you can get rid of it automati-
cally by casting your own permanence on it.
That’s not the intent of the rule.

So let’s revise the rule. Now, you cannot
cast a permanence on an item or area that al-

Spell COMpONENTs

For every spell with which he’s trying to en-
chant an object, the magic-user must adven-
ture and find some sort of rare element or
component. The DM determines exactly what
that component is and tells the player. For ex-
ample, a wizard trying to make a flying carpet
might have to find a rare silkworm (in a
monster-haunted land) or acquite a rare dye
(which is processed from the bodies of giant
crustacean sea-monsters).

On such an adventure, a magic-user might
acquire enough quantities of the rare compo-
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nent to create several such magical items. Miscellaneous Magical Items During this time, the magic-user must be
That’s all right, within reason. But if he comes To create a miscellaneous magic item, the working fairly steadily at his workshop—eight
back with a ton of giant murex dye and wants ~ magic-user: hours per day. (More hours per day really
to use it to create flying carpets from now until Detetmines which spells will be cast on the ~ won’t speed the process up; magic materials
eternity, what inevitably happens is that the magical item; need time to “soak up” the magical spells.
dye spoils or is destroyed or stolen by some ri- Calculates the number of spell levels this Fewer hours per day will slow things down,
val . . . meaning that the character will just  adds up to; and however.)

have to go out adventuring again. Multiplies that number b The magic-user cannot be running about

adventuring during this time, though he
gould naturally get involved in adventures
in a short traveling distance of his work-

A magic-user might acquite a lot of a rare
material and then try to spread the excess”
around, trading it to fellow magicians for
their excess rare materials. This isn’t so good.
The DM can simply say that doesn’t wotk—
the materials have to be acquired and proc-
essed by the magic-user himself, or he isn’t .
familiar enough with them to be able to rel
on them. Alternatively, the DM can say thisis
all right—but the magic-user’s project will al
ways require one morte rare component which
he has to travel forth and acquire himself. -

mine his cost in gp for r

akes a day or two break
process, it won’t do
the creation down a

over.

ChaNce€ of Success RecharGiNg IteMs

The cost of recharging items is equal to the
original cost of charges—10% of the Initial
_Enchantment Cost x number of charges.
Potions or scrolls are items with charges,
one charge per dose of potion or spell on a
scroll. Note that different spells on one scroll
are considered separate magical items.
Items with charges can’t be recharged be-
d the original number of charges they had

The first time a character tries to create
specific type of magical item, he isn’t nec
sarily going to succeed—he could fail. F
chance for success is rolled on d100, and is:
culated this way: :

((Int +Lvl)x2)-(3 per spell level)

For example, a 10th level wizard with

RIW
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one 3rd-level equals 5 levels). The wizard
must roll success for both spells.

He rolls for the clairvoyance first, as it’s the
main component of a crystal ball. His chance
is: (18 +20)x2)-(3x3) or 67 %.

He rolls for the ESP next. His chance is:
((18 +20)x2)-(3x2) or 72%.

If he makes both rolls, he has a crystal ball
with ESP. If he makes the firtst roll but fails the
second, he has a plain ctystal ball. If he fails
the first roll, he has a sphetical lump of crystal
which cannot ever be enchanted again.
Whether he succeeds fully, partially, or not at
all, though, he has to pay the rest of the cost
for the crystal ball: 5x the Initial Enchantmen
Cost equals 25,000 gp more. His total
succeed or fail, is 30,000 gp.

Uses per Day

Some permanent items may only be usabl
certain number of times within a given tir
length, When creating a magical item with
sort of limitation on it, you reduce the I
chantment Cost 20% for items whieh ¢
used once an hour, 25% for once a day, 309
once a week, 35% for once a month, etc. T
add the cost of 30 charges, plus one per
ing the chosen time frame.

Example: A wand of fire balls usa
per day is structured this way:

Initial Enchantment Cost: 2,250°g]
8P -25%).

Cost for Charges: 7,200 gp (2,25
32 charges).

Total Cost: 9,450 gp.

Spells of Variable Pow

Some spells differ in power ;
the caster—spells such as fire b
cially dramatic examplcs When crea
magical items, magic-users must conformy
the ordinary limits of the examples of such
items already found in the D&D® game.
Wands may not be made to do more than 6
dice of damage; staves may not be made to do
mote than 8 dice of damage; rings and many
types of miscellaneous magical items cannot
cannot be enchanted with damage-type
spells. When in doubt, find an example in the
D&D books that most closely resembles the
treasure you're trying to enchant and then see
what the DM has to say; he may or may not let
you cteate that magic item.

Also, when you begin creating magic items,
familiatize yourself with the “Dispel Magic”
section from the Master DM’s Book. It de-
scribes what happens to permanent items
when struck with dispel magic spells.

LimMits ON Magic Item CreatioN

It’s nice to have magical items on hand—
but it’s not nice to unbalance the campaign
with them. The DM is within his rights to for-
bid you to create any item that he thinks will
unbalance the ca.mpaign

One type of magical i item whnch can ctiti-
cally unbalan

Enchantment Cost, multiply the item’s nor-
mal price (in gold pieces) by its encumbrance
(in coins). For armor, divide this result by 3;
for weapons, multiply it by 5. Always round
the result up to the next 10. This final result is
the Initial Enchantment Cost.

Armor Initial Enchantment Cost:
(Item Price (gp) x Enc. (cn))/3

Weapon Initial Enchantment Cost:
(Item Price (gp) x Enc. (cn))x5

Example: A two-handed sword normally

costs 15 gp and weighs 100 cn. Its Initial En-
chantment Cost is 15 x 100 x 5 or 7,500 gp.
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Example: A chainmail haubetk normally
costs 40 gp and weighs 400 cn. Its Initial En-
chantment Cost is (40 x 400) / 3, or 5,333 gp.

The initial enchantment makesa “ +1” bo-
nus or “‘ —1” penalty, according to the wiz-
ard’s choice. For each subsequent “+” or
‘=" of either armor or weapons, multiply the
Initial Enchantment Cost by the total “ + " or
“ =" figure.

f this is the magic-user’s first enchanted
pon or armor of this exact type, you must
success chance A +1 weapon or armor
el spell; a +3 weapon or
and so on.

r the sake of game bal-
ial Enchantment Cost
0 gp for weapons, or
aggers are considered
y for purposes of calculating

the Initial Enchantment Cost.

Important Note II: All weapon and armor
enchantments are limited to +/—35, maxi-
mum. You just can’t make 2 +/ —6 weapon
or piece of armor, period.

LimMited BONUs€Es aNO Special
ENEMiES

If you wish to give a weapon a bonus (or

- penalty) against a special opponent, simply

dd the extra “plusses” to the original en-
nantment costs, at half price.

‘For example, a sword +1, +3 vs. undead
nts as a sword +2.5 for purposes of calcu-
ng the enchantment cost. Initial Enchant-
ost for a normal sword is 3,000 gp; to
rd +1, +3 vs. undead, would cost

Enchantment time for weapons and armor
is the same as for other magic items: One
week, +1 day for each 1,000 gp spent on the
weapon of armor.

AODDING Magical POWERsS

Extra magical effects can be added to weap-
ons or armot. Proceed as if enchanting a sepa-
rate item as described for Miscellaneous
Magical Items. The extra cost is added to the
total weapon or armor cost (not to the original
weapon or armor’s Initial Enchantment Cost).
The enchantment takes +1 day per +1,000
gp added to the total cost of the weapon.

Each additional spell effect added to the
weapon or armor must be rolled for success.
Failure will result in loss of the spell effect be-
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ing worked on, and no further ones can be
added, but will not affect the enchantment al-
ready on the weapon or armor.

Sword “Talents” are considered spells; find
the spell which corresponds most closely to the
Sword Talent and enchant the sword with
that.

Magical powers targeted toward special foes
cost less. The cost of these limited extra magi-
cal effects is reduced 10% per restriction. One
restriction would be a class of monsters; a sec-
ond would be a species of monsters; a third
would be a specific, named monster.

Example: A sword +2 with a charm dryads
pewer would be bought this way:

Initial Enchantment Cost for Sword: 3,000
gp. *+2 bonus means Initial Cost is x2. Total’

Cost for basic Sword +2: 6,000 gp.

Adding Spell Enchantment: Initial E
chantment Cost is 4,000 gp (charm monst
4th-level spell). Permanency is + 20,000 gp
Basic Enchantment Cost is 24,000 gp, —20
(humanoid class, species dryad) is 19,200
for enchantment. )

Total Weapon Cost: 25,200 gp. thatto
Time: 32 days (one week + 25.2 days).

INtelligeNt SWORDS

Only Immortals create Intelligent s
Howevet, there is the possibility that :
mortal will make Intelligent any swor
created. Whenever you are creating a
sword, remind your DM of this. He
mine, in secret, if an Immortal has
sword Intelligent. He won'’t tell yc
ot not this has happened. It wil
within the campaign at his discretior

DMs: See the Dungeon Maste:
ion, page 46, Table 12c.

IN Review

Weapons and Armor

Armor Initial Enchantment Cost:
(Item Price (gp) x Enc. (cn))/3
Weapon Initial Enchantment Cost:
(Item Price (gp) x Enc. (cn))x5
Total Cost: Initial Enchantment Cost x Final
W op =
Minimum Possible Initial Enchantment Cost:
100 gp for weapons, 3,000 gp for armor

Plusses Against Special Foes: Each limited +1
counts as +.5 toward Total Cost

Adding Other Magical Effects

Calculate Cost as for creating new miscellane-
ous magical item; follow eatlier rules for
multiple spells

If effect is vs. specific foe: —10% to spell ef-
fect cost if vs. monster class; additional
—10% to cost if vs. specific species; addi-
tional —10% to cost if vs. specific named
monster

NOTES

Dagger counts as short sword for calculatmg
Initial Enchantmcnt Cost

the makcrs of lesser maglcal items.

Magic-users building such things must
know, or employ somebody who does know,
the general skill pertaining to that type of
structure—Engineering or Shipwright, gener-
ally. The overseeing Engineer or Shipwright
will have to make his skill roll three times per
day of construction.

Three failures in the same day means that
he has failed to notice an engineering flaw
which will ultimately doom the craft. How-
ever, the flaw may not be revealed until well
into the craft’s maiden voyage or even after

. so the DM should make these rolls for the
character, not letting him know when he has

failed.
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For this reason, it’s often a good idea for a
builder to have two or three such experts on
hand, so they can spot one another’s mistakes.

The FrRaMe

The entire frame of the construction will
have to be enchanted. On a ship, the frame
consists of the hull, topdeck, and masts. Ona

. building, the frame consists of all exterior

valls, building exterior walls, and an area of

oormg at least as large as the building or
x. The walls may be of wood, stone, or

st be of stone or metal.

the ‘“Character Cre-
odwall , stoncwall ,

g cnough to stand up to regu-

‘Iar movmg Interior partitions, such as the

floors of a building or intetior decks of a ship,
may be constructed in the normal, human
fashion.

 Process of BuilbiNg

The player-character designs the floorplans

* of the building or ship he plans to build. He

and the DM must then determine how many

. applications of clothwall, woodwall, stone-
- wall, ironwall, and steelwall spells must go
into making the craft’s frame.

“When the builders decide to construct the

! raft, they must enchant each one of the indi-
‘vidual clothwall,
_fronwall, and steelwall spells which goes into

woodwall, stonewall,

the frame with every spell which is to apply to

o ,tbc entire craft.

For instance, let us say you're creating a

: :mctal boat which will carry its passengers be-
- neath the waves without drowning them. The
o craftis 60" long and some 12’ in diameter. It is

to be built of steel, with four large, thick lead-
crystal windows in strategic locations (bow
bow deck, stern, amidships top).

The player and DM determine that it will
take 2,262 square feet of steel to make the
hull. (That’s 12’ diameter x pi x 60’ length.)
Since each steelwall spell creates 500 square
feet of steel, it seems that the hull will take 5
steelwall spells to construct. Since it’s to have
four large crystal windows, it will additionally
take 4 stonewall spells.

Now, each steelwall and stonewall spell
must have the following enchantments made
on it: create air, fly, and climate. (Here, the
DM is interpreting fly as an underwater spell
instead—it will not lift the vessel above the
waves, only to the surface, but will allow it to
move at 360’/ tutn underwater.)



With these spells, the vessel can cruise
around on top of ot beneath the water, and
fresh air will be supplied to its passengers. (If
only create air were enchanted, without cli-
mate, the air would soon be stuffy in the
closed-in vessel. It would still be breatheable
. . . but uncomfortable.)

Naturally, holes will be left in the frame as
it’s being magically constructed, and airtight
doots built magically or by normal means will
be fitted there afterwards. The doors do not
have to be enchanted with these spells.

Now, the spells cast on one section of stone-
wall, ironwall, etc. count as multiple spells for
that section only. If a character botches a success
roll when casting the enchantment, that sec-
tion is spoiled—but since it is still under con-
struction, it may be magically removed and a
new one started. It just costs more that way . . .

Speed of CONSIRUCTION

Speed of magical construction depends on
how many magic-users will work on it.

Calculate how many different spells of
which type need to go into the making of the
frame. Determine how many spells of the
proper types the participating magic-users can
cast. Compare the two sets of figures and you
should be able to figure out how fast the pro-
ject will come together.

Walls aNO FIOORs

As mentioned before, the interior walls and
floors may be created by magical or normal
means. If the builder-organizer is using nor-
mal means, he pays the workmen as per the
rates given on (or extrapolated from) the
charts on page 23 of the Expert Rulebook.
Costs and time are given for these procedures
on the same page.

If the builder-otganizer is using magic to
finish the walls and floors, he and his crew use
the spells already described to do the job. The
time required is the same as for enchantment
of the frame; it depends on the number of
magic-users and the size of the job.

Individual walls and other partitions may
have enchantments cast upon them. For in-
stance, a specific set of rooms might have a cli-
mate cast on them to give them a different
atmosphere from the rest of the building.

FiNishiNG Details

Rules for creating other magical items asso-
ciated with the craft are the same as for creat-
ing Miscellaneous Magic Items. In the
example of that submersible vessel, for in-
stance, a battery of wands of magic missiles
might be set up in the bow to act as torpedos.

ENchaNtMeNt Cost

Oh, yes, there is still an enchantment cost
for creating such a structure.

Frame Enchantment Cost: Total # of Spell
Levels x 3,000 gp

Extra Items Enchantment Cost: Same as for
creating miscellaneous magic

In a barnraising (from the Alphatian Soci-
ety and Politics section), you generally don’t
have to create an enchanted frame; all you're
doing is casting stonewall, woodwall, and sim-
ilar spells—which cost no gold piece value.
However, if the home-builder wishes for there
to be enchantments on various parts of his
home, he is expected to assume all gold piece
costs for the project.

A builder of a home or vessel might instead
hire magic-users to do the job for him. If he
does, he pays not only the amount dictated by
the project, but also the salaties of the magic-
user hirelings. A hired magic-user costs 500
gp/level/week (thus a 10th-level magic-user
will cost 5,000 gp per week). Magic-users may
be hired on a long-term basis (guaranteed em-
ployment of six months or more) for 250 gp/
level/week.

ExperieNce FRoM ENchaNted IteMs

You do get experience points for creating
enchanted items and magical vessels—they
represent a great investment in time, money,

and effort, after all.
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When you create a magical item or piece of
armor, you get an XP award equal to the num-
ber of gp you spent on the item—if the en-
chantment was successful. If the enchantment
failed, you get 1/10 the gp value as experi-
ence.

When you create an enchanted vessel, you
getan XP award equal to one-third the gp you
spent on the item—if the enchantments were
successful. You only get /30 the gp value as ex-
perience for unsuccessful enchantments.

These XP awards are divided evenly among
all magic-users working on the enchanted
item; this is especially important to remember
for enchanted vessels, which generate a lot of
XP but are usually worked upon by numerous
magic-users.

You do not get expetience for spells which
don’t cost gp (such as stonewall) or from the
non-magical fittings added to such vehicles.

The Shark

Our sample vehicle, above, is the Shatk. In
addition to the construction details men-
tioned above, the builders cast two normal
woodwall spells to create interior partitions,
had three iron doors put in for extetior
hatches, had four sets of window shutters put
in for the crystal windows, and had four ordi-
nary wood doors put into the interior parti-
tions. The final vessel looks like this:

The Shark (Magical Submersible)

VS teelwall
Stonewall

Climate
Woodwall
oot

Shutters

120,000
72,000

81,000
x0 0

Mult: x3,000 for Frame enchantments, normal costs for enchanted items, other figures for costs

of normal fittings.

It could be further

T

s ot .

The Air-Ship of Love

The Air-Ship of Love is a large flying liner
based out of Rainbow Patk on Gaity Island; it
flies cruises all over the Empite while its crew
strives to serve up an atmosphere of romance
for its passengers. It looks something like this:
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Length 500', width 200" at deck, height
300’ (not including masts)—frame is 1’ thick
and has surface area of about 400,000 square
feet (about 400 applications of woodwall
spell). Accommodations for 200 crew and ser-
vants, 400 passengers. Lavish appointments.
Unarmed—recreational ship only.
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of Love

Spells & Fittin

Woodwall

Climate
Woodwall
I;op D

3,600,000
600,000

Appointments

Mult: x3,000 for Frame enchantments, normal costs for enchanted items, other figures for costs

of normal fittings.

The generic “appointments” line includes all the lavish items built into the ship—elegant
furniture, gold leaf everywhere, statues, carpets, paintings, etc. The DM has here just assigned

an arbitraty number to that element; it could actually be much higher if the builder wished.

The BOOKk of WONDROUS INVENLIONS

Supplement AC 11, The Book of Wondrous
Inventions, includes many items which you can
build according to these rules; such items as
Oddwaddle’s Centipede and Volospin’s Drag-
onfly of Doom ate especially appropriate.

If you decide to build such things according
to these rules, you’ll find that the costs given
there are different from those here. This is be-
cause the builders of those things, in their
own lands, are specialists in their construction
and can do some things more cheaply, or
through the use of machinety rather than
magic; the costs presented here are a uniform
set of costs whereby you can make such items
anywhere in the Alphatian Empire.

Unless your DM says otherwise, use the
costs from this book when creating such magic
vessels and vehicles.

Dispel Attacks

It may be that a vessel built with these rules
will be hit with a dispel magic spell while trav-
eling. What then?

Well, first, the vessel’s entire frame must fit
within the 20'x20'x20’ area affected by the
spell. If it does not, the dispel has no effect on
the vessel.

But, assuming it’s a small vessel—or that
several magic-users have banded together and
aim precisely enough to blanket the vessel
with the spell—we then have to find out if the
dispel succeeded, by calculating the normal
odds. The dispel’s chance of failure must be
checked against every different type of spell
trepresented in the vessel.

Assuming it does succeed, all affected spells
“go down.” Those which are not permanent

enchantments are completely dispelled; those
which are permanent only go down for 1d10
(1-10) rounds.

A flying vessel would begin to drop and
would continue to do so until the fly spell re-
turned. In the submersible, the vessel would
stop moving and the zir would slowly begin to
go stale until the create air and climate spells
returned (unless it was topside, in which case
the operators could open a hatch for fresh air).

With flying vessels, this situation could re-
sult in a crash. See the rules for falling damage
in the “Fighters of Thyatis” chapter of Book II
to calculate damage sustained. In a fall, a vessel
takes full damage—not the lesser damage done
by siege machines—and every individual sec-
tion of the frame and every passenger, crew-
man, or piece of cargo will take that damage.

If, however, “power” retutns before the
vessel has crashed, or if the passengers can save
themselves with a wish, the vessel and its pre-
cious cargo will not hit the ground.

Partial DestructioN

What happens when an enchanted vessel
undergoes partial destruction? This is actually
a role-playing decision for your DM to
make—it’s better to make an interesting, dan-
gerous gaming situation out of such an occut-
rence rather than to apply a given set of rules
to it. But here are some general guidelines
anyway.

For a vessel’s movement spell (usually the
fly spell), the spell continues working until
one-quarter of the vehicle’s frame sections
have been destroyed or penetrated. At that
time, the vehicle’s speed drops down to half
its listed rate and the vehicle may no longer
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climb—in fact, it begins a gradual drop (if it’s
flying, it slowly drops to the surface; if it’s
swimming, it slowly sinks to the ocean floor).

When half the vehicle’s frame sections have
been destroyed, the movement spell is not
strong enough to hold the vehicle up—the ve-
hicle drops. Additionally, the frame is now so
damaged that the vehicle begins breaking up.

The effects on other frame spells are as the
DM sees fit, within these general guidelines:
When one-quarter of the frame sections are
damaged, the spell begins operating at half-
value, or unreliably; when half the frame sec-
tions are damaged, the spell ceases working
altogether.

The DM must decide what final effect these
results have. For instance, if the vehicle is a
submersible, taking damage to one-quarter of
the frame sections means that the submersible
only moves at half-speed and its air-
conditioning spells are not working well—but
it also should mean, since the frame is dam-
aged, that water is pouring in through cracks
and holes and the vehicle is sinking regardless
of the fact that it still has some propulsion.
The DM should make such decisions based on
how interesting and dramatic a scene he can
make of the situation.

Costs fOR BuyiNG Magic
Items

Just because you can make a magic item for
the costs described above doesn’t mean you
can buy one for the same cost. When you buy
a magical item ready-made, its price is typi-
cally twice the cost of enchanting and con-
structing it. The extra money goes to things
such as advertising the product, keeping it up
while it languishes in a shop or a storeroom,
sentimental value, and a fair profit for the
maker.

The Magic Item CreatioN
Sheet
Enclosed at the end of Book I is a Magic Item
Creation Sheet for use with these rules. It pro-

vides convenient blanks for all the various crea-
tion-cost figures you just leamned how to use.

AND Now, Ladies aNO GENtIEMEN . ..

Hopefully, all these campaign options will
give you more things to do with your Alpha-
tian or other magic-using character than when
you opened this book. Now, it’s time to begin
putting your characters together and begin
discussing campaign play of these rules with
your Dungeon Master.
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Player’s Guide to Alphatia
by AARON AlIstON

The Empire of Alphatia welcomes you! (Provided, of
counse, that you're a Magic-usen...)

IN this book are all the rRules Ne€deDd fFOR playens to create
their owN AlphatiaN magic-usenrs, aloNGg with MaNy New
spells of various levels, WanNt to Make a fIyiNng castle? Here
are the rules! A submersible boat? LooKk iNside!

IN adOItioN 1o all the woNDROUS MagGical iINFOrRMatioN, play-
€Rrs also IearN about the history, GeoGgraphy, eCONOMICS, AND
socio-political backGROUND Of this other Empire.

ONwaRrd and upwanrd, then! Alphatia awaits you!
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TYPICAL THYATIAN DROMON WAR GALLEY

Dolphin The Dromon uses the War Galley statistics listed in the
| Expert Rulebook pages 42-44. In addition, the dromon has
two ballistae, four dolphins, and a special ram.
FoRrecastic Ballista A standard ballista is in the forecastle (damage 310 + 6;
' [fires every other round). Owo crewmen cock the stern ballista
using a turnstile. This increases the Fire Rate to once every
round. This ballista is more powerful and does 10 + 8
damage. The scorpion fail-shaped stern revolves 360 degrees.
This movement is also powered by the turnstile.
g/l A4 The Deolphins are fish-shaped metal weights. Using a
?\‘.‘-‘ pivoting boom the dolphins are dropped on the decks of grappled
ships. A dromon carries four dolphins which do 310 + 10 hull
point damage each. It takes five rounds to load the boom and
drop a dolphin.
The Ram is a special mechanism that rips a
larger-than-normal hole tn ship hulls. After a successful Ram
Hit, winches open the ram in a reverse sassor-like action, The
toothed cutting edges increase the hull damage. This ram always
inflicts the maximum 110 Hull points of damage.
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The harbor Jeffms extend across the harbor mouth.
They allow only a one-hundred-foot-wide entrance to the
harbor proper. Water-powered rams were installed at
intervals along the outer walls.

Water wave action provides the power to the rams.
Wives push the piston head toward the wall. Through a
lever action, the ram moves out as the piston is pushed in.
Although this ramming power is not very powerful, it is

as continuous as the wave action. The damage to a
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DawN Of the
EMPDERORS

‘CThyatis aNDd Alpbhatia

by AArRON AlISTION
SCANNED BY: JACK D, KNIGHT
Thyatis. AN emMpire RUN wilh Military precisioN. AN eMpire
WHEREIN fiGhHliNG prowess is the Mmost highly prized talent of all,
aNbD gladiatorial skill caN lead to GoverRNMeENTal status.

Alphatia. AN empire NOt SO Much RUN as allowed to exist by its
aristocracy. AN €eMpire whereiN Magic-use is the oNly talent
that counts fOrR aNylhiNG, aND lack Of it caN lead to a life of slav-
ERY.

IN this box, you will fiND:

® A j28-page DM’'s Guibe, COVERING both eMpires iN
their entirety.

® Two 32-page Player’s Guibes, ON€E fOR €ach EMpire,

® New rules for aerial combat!

® Necw spells for builbiNng flYiNG creations: castles,
ships, islanDs...
Two full-size Map sheets, coNtaiNIiNG coMmplete Maps
Of both eMpires.
Complete abventunres for both ThyatiaNn aNb Alpha-
tiaN setlings, aND suGGestioNs fORrR MiNi-abVENTURES
also set iN both empires,
Ways anb mMeans to convert this material to
ADVANCED DUNGEONS § DRAGONS® 2nbD EditioN
games!
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