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“For two days the clashing fleets bad littered the sea
with the burning bulks of wrecked ships. As the second
day of battle drew to a close, rising smoke muted the
brilliance of golden sun. At sunset, the Anuirean line of
battle broke: In bis magnificent flagsbip, the Sehare el-
Resheir, el-Arrasi led bis fleet to grapple with Admiral
Caercuillen’s vanguard.

“As far as one could see, ships closed menacingly,
and warriors swarmed across enemy decks, Smoke tint-
ed red by the dying sun shrouded the misty sea. The
attacking seamen raised an unholy clamor, and the
stench of flaming pitch stung the eye.

“Through it all, el-Arrasi stood proudly at the belm.
When the Sehare el-Resheir drew alongside Caercuillen’s
vessel, he was first to leap to the enemy decks, sword
drawn. In the fight that followed, none could stand
against bis relentless onslaught. And as the sun slipped
beneath the waves, el-Arasi placed his scimitar at the
admiral’s throat and forced his yield. El-Arrasi had at last
defeated the Anuirean Empire's great armada, bmakiug
the Iron Thone's powey over the Basarji people.”
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mat for war at
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Also included are 107 new War Cards reflecting
the unique armies and navies of Khinasi, new rules
for navies and trade by sea routes, and an expan-
sion to the War Card system to let PCs fight sea
battles. Finally, the six loose card sheets offer
details on Khinasi troops and armaments, the
ships of Cerilia, Anuirean fleets, and helpful maps
and rules summaries.

To use this campaign expansion, you, the DM,
need the DUNGEON MASTER® Guide and Player's
Handbook, the MONSTROUS MANUAL™ accessory,
and the BIRTHRIGHT boxed set. You might find the

introductio;

Blood Enmm sourcebook helpful for more details
on awnsheghlien and their domains.

In_many ways, m: is a land g distinct
from Anuire. For ce, wh:l,a Anui(@ns call
their domains kingdonu’?ﬁﬂu

- commonly known as
ce in this

nasi realms are more
Cities have increased

trbanites and prown-

tn review the Atlas of CenﬁM' 31

r on general l{hmasl
“for guidelines on
TR N

ote; If no game sta \
level, unblooded character,

Just like Ruins of Empire, Cities of the Sun presents
detasled mformanon on the reahns of tﬁe

Khmass in
cl pter. a map of the regu:m shows detads on each
state: its provinces, ratings, holdings, and terrain.
Following the map you'll find a description of each
domain. Generally, realms have one-page sketches,
but the most important states feature expanded two-
page descriptions. Domains with these longer write-
ups are recommended for player use (or belong to
major NPCs) and include the following sections:
Alignment: What is the domain's general align-
ment? A lawful evil realm is an oppressive police

state, while a chaotic good domain places the rights
of its citizens first.
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acter regents or not available for PCs?

Domain Chart: Each state's chart lists its

provinces along with their ratings and holdings.

Provinces/Holdings: Details regarding the state’s
provinces and their corresponding law, temple, guild,
and source holdmgs are: smhmamd in this scctmn

Regency Generated! ccumulated: How mimy- L)
is domain generate .ip @ ® ¥

Regency Points ‘does.
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Description: What does the landscape look like?
Are the locals insular, or do they welcome strangers?
What towns should visitors seek out?

KR

» Qapital: What's the name of the domain's capital?
Is it fortified?
* W?M What are the state’s major imports,
-exports, and trade routes? (Establish your own sea
- trade routes for Goastal states, according to the
: War and Trade by Sea.)

domain tutn? What does the regent have available? = * and'u
(PC regents don't begin with any accumulated
regency.)’ Note: Regents receive their Domain - & - Enemi

Power sc%wthcu* bloodline score—whichever is
lower—in RP each domain turn.

ﬂmfabove but referring to Gold Bars
(GB); & d by taxation and trade.

3 What constitutes the regent’s military
es as well as land troops)?

(naval

Regent: Who rules the state? The regent's
description udes a line of character statistics.
For example, describing Gerad ibn Farid el-Arrasi,
lord of the state of Ariya and of the Ariyan Temple
of Avani, ywou'll find; .
“(MKb; P7;Ba, major, 36; LG)
us that the regent is a male, Khinasi,
lin with a major bloodlme o‘!' Basal‘a

Class Race
B: Bard A: Anuirean
F: Fighter “Aw: Awnshegh
D: Druid “+.Br: Brecht
na | M: Magician  Di Dwarf
a.sel.a 4 P Paladin E: EIf

M: Monster

?: Unknown : : .V: Vos

® Lieutenants: Who are the ruler's trusted hench-
men? These people likely can solve a state’s prob-
lems for the ruler handily.

Important NPCs: Which locals are truly influ-
ential? This section describes notable residents
of the domain.
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T hi)lands of the Khlp.am which span n"}early
1,000 miles east to west, range from sun-
drenched coastal hills to foul swamp to

deep forests undisturbed by the hand of man. Arid

savannahs, broad river valleys, and sheer, jungled
mountains all lie within the borders of the Khinasi
. The climate is generally warmer am:l@rie
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the battle at Mount Deismaar.) These folk
ners of the modern Khinasi, did not seen
surprised™at the Masetians' arrival, as they'
encountered “members of that tribe years befor
when the Masetians visited Djapar and other east
ern islands. History shows that the battle a
Deismaar in 515 MA decimated the Masetian pop
ulation. (Page 48 contains.more on this vanishet
race.) However, the cataclysnr.heralded the rise o
“the Basarji culture.

Angireans might think the fall of their Empire
extinguished the light of. civilization in. Cerilia for
ever; aftet all, five centuries of wirelenting warfare
and strife have followed Michael Roele's death. Bu
in: the absence of Anuire’s impesial ambitions
neighboring Brechtiir, Rjurik, and Khinasi have
flourished, now civilized powers themselves.

In the centuries following the War of Shadaw, the

| . i B! -y . i term “Khinasi” still didn't exist, though. Cerilians

— TN l o k)| knew the southeastern portion of theit confinent
: AT Ky L \ g | first as Masetia and later as Basasji, or By the
Anuirean name—the Saere Siendere, or Su?guast,
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Huadreds of years ago, as the Basarji began to build
cities, they chose shelterad harbors for gheir home
ports and constructed defensiblewall #lhe practice
of concentrating effoft on asingle population cénteg
withelittle regard for the surtounding colinte
remained evident as the settlers spread; even t d
Khinasi realms have few concerns about th
argund their cities. The city of Ariya, for exarh i

the only sclt%ement. of any size in thaf en
hundreds of miles of sparsely-settlg
savannahs surround the great port. f
Since much land in Khinasi goes ufi#
don’t worry about maintaining exac
cares which realmeclaims a few mile
nah? There’s mfore than enough tolgo- .
traveler 20'miles outside a Khinasi city rem
& Riveri

| ST T ke

" Khinasi seapower and trade. Aware
their sea routes, these folk tolérate no interference
with their fleets and merchantmen.

s i D]

ThC(]UJ n sheghllen

Another characteristic of Khinasi is its number of
powerful awnsheghlien. While the works of creatures
such as the Gorgon or the Chimaera remain only far-
off tales to the typical Anuirean, not one Khinasi state
lies outside the reach of an awnshegh. The Hydra, the
Sphinx; the Magian, and the Serpent all prove aggres-
8 sive and dangerous regents, while the Harpy, the
r)a Basilisk, and the Lamia seem more insular.
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“With the local awnsheghlien so well entrenched,
the Khinasi use diplomacy, bribery, and subterfuge
to deal with them, rather than military strength.
Regents don't think too much about the unsavory
nature of their neighbors but regard them as normal
rulers—albeit powerful and unpredictable ones.

geographic divisions

Anuireans used to divide the Khinasi lands into two
distinct subregions: the Saere Siendere and the
Docandragh. The Saere Siendere included the areas
under Anuirean control, and the Docandragh
encompassed all the rest. But this artificial parti-
tion, applied and enforced by a foreign power, did
not adequately reflect the land then—or as it stands
today.

These days, the Khinasi thcmsel divide their
land into four regions: the Plains® States, the
Zhainge Valley, the Docandragh, 8d the Island
States. Climate, terrain, and culh:ra all tend to
break alongthese lines W Y

b

“hldia nds known as  thes

&Jﬁl to feel suspl;:

ervent religious bel

e i st 4 culture subjugated by
han anyjnthc} Khinasi, Today,

ins, and in the center of tha. .

"“'flstmntcd
us | thave a hear! cren
- tures n{:d‘pu powi' g

only true Khinasi state surviving in the Zhainge Valley
is the small state of Mesire. However, a fair number
of Khinasi forts, homesteads, and trade settlements
lie along the river’s course.

Only the ise of great wealth motivates many
Khinasi to taf:: their chances in this area. The people
here have a hard, mercenary edge to
respect money and power, and little else. Despite this
fierce attitude, they're very insular and believe in stick-
ing together; they've fought side by side for too long to
lose their bond of comradeship forged in hard times.

the docandmgh

The far southeastern portion of Cerilia is a wild,
broken land of high mountains and dense forests. A
broad band of ancient rain forest stretches from the
old elven forest called the Rhuannadaraight all the
way to the shores of the Sea of Dragons. These are
untamed lands rich in timber, furs, and ore. The old
cities of the Docandragh sparkle like white gems in
a bed of verdant green forest.
One finds only three
Docandragh: Djafra. Khoura
Like the other regions, the
ened by powerful awnshegl
Magian, the Lamia, and [
the trackless wilderg
protects the Khis

glow with ancwnt streng
mag::. thc 2C

ressuonofsfueralpomr o § [

The Zhainge River is one of Cerilia's greatest, flow-
ing from the high peaks of the Silent Watch and the
forests of High Vosgaard for hundreds of miles,
through the broad gap between the mountains of
Brechtiir and those of Khinasi. Many ships venture
along this road to Cerilia's interior, and verdant hills
and forests line the river’s banks.

Once, several strong states thrived in this area of
central Khinasi. Lands now held by the Black Spear
Tribes, the Vos of Kozlovnyy, and the raiders of the
Tarvan Waste were once Khinasi realms. Now, the

wli

sout'h Df Cerilia, -..reatmg amaze of rocky islets and
serpentme uland-nnunns Tl'us area, cailed t’he

northern peninsula of Merasaf is frequently
included among these states, because

its landward borders have been

isolated by the fierce
orogs of




the Iron Hand Tribes. Sheer moun-
i tains, plentiful rainfall, and a warm
8 climate make the Island States a

regum ofsummngnaturalbeamy
_ More than an K

this region have ventured to
mysterious lands far across the
southern Bair el-Mehare and the
eastern Sea of Dragons. They are
the most op sswe of the

ient Masetian folk still linger here as slaves
'Wbmhpers of the Serpent.

the people

n honorable, generous race, the Khinasi

cherish learning and knowledge above all,

Unlike Anuireans, who value martial
virtues as the best measure of one's worth, the
Khinasi judge people by their graciousness, con-
duct, and wisdom. They consider wealth and
power only tools one uses to display honor through
hospitality, cloqueuce. and studiousness.

The study of magic in particular ranks among the
noblest callings, and the Khinasi place great trust in
the hands of their mages. Many Khinasi states are
ruled by wizards or by nobles with magical training
or advisers. While true mages remain uncommon,

they’re far more accepted here than in other parts of

MEerilia. In fact, msomelfﬁm!icnty-utat;s&:hﬁ;aﬁ
"uﬂwleldmg&nemaﬁcmakes one a great

td of the realm.

_ Magic isn't the Khinasi's only love. The
L ¥ hearts of these seafarers soar at

; the sound of the surf{ and the

touch of cool, salty ocean
air. Sea merchant,
rer, fisherman—

_ these are favored
vocations among
Sun Coast

folk.

: Even-dlstapt Suiriene fell

story of a race

In the aftermath of Mount Deismaar, the Basarji

n was on the rise, taking the place of the
Maseﬁan race. However, to the west lay

‘Anmre. a growing Empire approaching the peak of

its power. Under the Emperor, Roele, Anuirean
armies traversed the Iron Peaks and sailed across
the Gulf of Coeranys to establish a strong imperial
presence in the Saere Siendere. All the Basarji
realms west of Ber Falaia (in the state of Khourane)
came under Anuirean rule—except the fortified port
town of Ariya, too strong for Roele to take easily.

to,tgegnvaderx

But in 1277 MA the aggres-
ae aseended to the Iron Throne.
new E‘hmpemr vowgd Yo extind Antire’s Bore™
ders to the shores of the Sea of Dragons and
embarked on a campaign of expansion to bring the
eastern states of Khourane and Mairada under his
control.

The ruler of the state of Ariya at this time was
Rashid doune Arrasi, a wizard and warrior later
called simply el-Arrasi, Realizing that Alindalae’s
campaign would result in the subjugation of all the
Basarji, he worked to unite the states against the
Anuirean expansionism, It was a long and difficult
task, since the cities already under Anuirean control
did not want to anger their overlords, and those still
independent didn't want to provoke Aldndalae’s
anger. a

After two years of diplomacy, dealing, and intim-
idation, el-Arrasi finally felt ready to move. His new
Federation's series of lightning uprisings, naval
actions, and land battles caught the Anuireans
unawares, allowing him to quickly isolate their gar-
risons and armies. The Basarji Revolution would
drag on for 20 years, as the rebels reduced the
Anuirean strongholds one by one. All the while, the
Federation’s armies and navies held off the relief
columns and fleets Alindalae had dispatched to
regain control of the Sun Coast.

In 1299 MA, Alindalae mustered his final and
greatest effort to destroy Ariva and break the back
of the Basarji resistance. While the Emperor per-
sonally guided a mighty army overland, his nephew
and heir Caercuillen commanded the Anuirean
fleet and engaged el-Arrasi in the Bair el-Mehare.
After defeating and capturing Caercuillen in the
Battle of Kfeira, el-Arrasi quickly landed and
struck at the Anuirean army. In the end. he and his
guard surrounded Alindalae’s standard. The great
mage-king personally slew the Emperor, cloﬂng
the Battle of Kings. ;

El-Arrasi could have slain Caercuillen thenapi
claimed the power of the Roele bloodline, but wise-
ly he chose to stay his hand. He knew Mm;




" a military gaant.
continued. So he offered peace to C:

let him go. The young noble was so impressed by el-

Arrasi’s courage and wisdom that he agreed to with-
draw Anuire’s troops from the Saere Siendere,
keeping only Suiriene as a colony. The rulers
remained friends for years, healing many of the
wounds that had divided the two peoples.

El-Arrasi led the united Basarji for only 12 years
before falling to an assassin of the Serpent. He left
only weak heirs and, within a decade, the Basarji
Federation had fallen to pieces again. But
Caercuillen honored his agreement—he and his
descendants troubled el-Arrasi’s people no more.

In reverence for their fallen leader, the Basarji
began calling their home khir-aften el-Arrasi, or “the
lands under the protection of el-Arrasi.” With time,
the name became simply Khinasi and came to refer

_to the inhabitants as well as the land itself.

" Anuirean influence in Khinasi ended in'the year =

1488 MA, when the Gorgon slew the last Roele,
plunging the Empire into civil war. The Anuirean
soldiers and viceroys still in Suiriene were called
back to restore order at home.

roday in kKhinasi

Almost 800 years alfter the Basarji Revolution
ended, the Khinasi city-states stand as powerful
centers of civilization, trade, and learning from
Binsada in the west to far Merasaf and Suiriene.
Only the largest cities in Anuire and Brechtiir can
rival these population centers for size, strength,
skill, and craft. In fact, the Khinasi enjoy a high-
er level of sophistication and standard of living
than their counterparts just about anywhere else
in Cerilia.

The Khinasi, in their modern prosperity, have
not completely forgotten their roots, Today, some
guilds still voyage across the Sea of Dragons to
Djapar, though the Basarji there have discouraged
this contact ever since the aftermath of Deismaar.
Djapar's religious leaders, not willing to entertain
the notion of Basaia's death in the War of Shadow,
took offense at the colonists’ worship of Avani,
Basaia's champion and successor. Now these
wealthy traders want nothing to do with foreigners
who don't venerate Basaia and who even dare to
claim her divine bloodline!

than acold

would win Ethu m_: wﬂ: Emﬁi I
and  ing have become common political methods.

And the Khinasi today face issues more pressing

~noble Basarji values—now intrigue and double-deal-

Khinasi grace and skill mean little in the face of bar-
baric invaders like the orogs or the Vos, and several
realms have been dragged down in fire and ruin
within the last few generations. Today, several
Khinasi states have virtually fallen under siege by
marauding humanoids and powerful awnsheghlien.

The Sun Coast, as it exists today, faces three
great threats. The first is the Se , whose patient
scheming has brought many city-states to war
against each other. His sinister p’;iests spy and plot
throughout Khinasi on their ter's behalf, The ¥
second threat is the growing ngth of local sav-

ages: raiders from %pm: Waste in central 1
Khinasi, the gnolls of Spear Tribes in the ="
Zha’inge Valley, and th orogs of the Iron Hand |

is the Sphinx, whose q -‘; dations may close the =
‘overland trade routes that Western Khinasi depends’ 5
upon for survival. 7 . Aj?

As if these external $hreats were not sufficient, S
the states always seem, embroiled in a dozen unde- 4

clared wars. Aftane Ariya remain locked in
struggle, while DjafragKhourane, and Min Dhousai
battle for control of the rich Docandragh. forest.
Unless these clans cease squabbling, they may find
themselves overwh ed by their common enemies,

khinas g'soaery

From the beging
all people free A

virtue of birth, gcndcr.

Generally, laws and customs treat the highes
and the lowest peasants equally, and there’s#o limit to
how high @"person of skill and ambition might rise
with hard gwork and a little luck.

3]

of cmsc. as in any society, ﬁmasi includes its
share of “haves” and “have-giots.” While it’s true
thlt noble accused of murder must stand trial,
s dlso true that his family and friends, can exer-

: much more mﬂuence on his behalfhan the
: dmith accused of & same ‘

ge prefcr Rt to ]




keep the company of beggars, so they i

Inhabitants of Khinasi city-states consider this
stratification normal.

At the bottom of the social ladder are the com-
moners, ranging from peasants, fishermen, and
laborers to soldiers, shopkeepers, and servants, One
can make few distinctions among those of this level;
some have mor&money than others and spend more
to be gracious Epsts but they all fall in the same
lower class.

A cut above the commioner is the artisan, mer-

£ chant, or skilled céaftsmanl Weaponsmiths, naviga-

i\ tors, artists, traders, anc{ 303 Laptams find social

g favor for their skills dnd'wealth. Yet the dividing line

“Between commoner ‘dnd ‘artisan remains vague; a

> L particularly ill-manne smith or captain may find

ﬁimself treated as rﬁ’out by anyone he meets,

% _ %mﬂaﬂy. a humble sh p or farmer who carries

imself well and stands man of thé community

BN " might receive a great de deference and respect.

On the next step of the social ladder sits the

'\__ ‘minor nobility: the a;azu& or named families. In

Khinasi, the right to carry} family name can be

bestowed only by the mlerﬁf a city. The family of

\N gine so honored can claim thi§ name forever. About

- bne in four Khinasi belong to this elite level. Most

4""\ pzada actually sustain themselves as artisans or
A}

aierchants; simply owning a e doesn't guaran-
a life of ease! The uppermost #jazada, families of
jealth and power, own enough land and business

themselves from the commoners around them A

fare 'a‘nﬂ-mﬂituy ofﬁ'cm wege born

“mto these ranks A few of the most honorable and

powerful families possess minor bloodlines,

The highest level of Khinasi society is the high
nobility, or tamounzada. These are families who
share the ruling family's name. Though distant rel-
atives, tamounzada still serve as governors, gener-
als, admirals, high priests, and major courtiers,
Often, tamounzada share a bloodline with the
regent of the state, though these scions rule no
domains of their own.

Khinasi city-states vary in their traditions of
rulership, but it's fairly common for a single family
to govern a state for centuries. Naturally, these
regents possess ancient bloodlines infused with
power from the events at Mount Deismaar. Rulers
use many different titles, especially emir, satrap,
sultan, and khan, The Khinasi fascmatmn with
magic has led to an unusially high occurrence of
skilled true wizards among the tamounzada. In fact,
many Khinasi rulers are capable mages.

customs

Khinasi of any station in life love art, beauty,
grace, and good manners. They are a talkative and
open people, and even common field laborers like-
ly will pass a noon break from work with sponta-
neous song, dance, and storytelling. As most




Khinasi consider politeness and eloquence marks
of high breeding and wisdom, their disputes and
arguments are marvels of suggestion; their oblique
remarks clarify points without giving offense or

showing anger. In fact, the surest sign ojmm:\.‘,_'g th
Khinasi is silence. SSRg s
The religious inhabitants of the Sun Coast feela

deep connection to their deities. They sprinkle even
their everyday speech with brief prayers for success
in routine ventures, blessings on passing strangers,
and invocations of divine favor for great enterpris-
es. All Khinasi consider swearing in a deity’s name
to be a horribly crude and barbaric act.

Khinasi also have a strong sense of kinship and
zmlb' andoneofthﬂr incipal pastimes c

“““describe various relationshij ips.

live together in bands called geirbou, numbering
anywhere from a dozen to several hundred people.
A large geirhou often takes over an entire neighbor-
hood or district. The geirhou usually raises children
to the same craft or occupation of the parents. For
instance, in the city of Ariya all shipwrights live and
work together in one great geirhou. Even nobles
treat the geizada, or elder, with deference.

Dueling or open feuding between rival geirhou
seems fairly common, but such battles usually are
wars of words, gestures, and stances. The more seri-
ous the slight that begins a feud, the farther the
offended party may go by way of retribution. If the
son of one family dies at the hand of another, the
victim’s kin consider the matter redressed only
when the killer is slain. Any crime less serious than
murder or rape the Khinasi generally settle with an
exchange of gifts or public apology.

The people of the Sun Coast consider polygamy a
sign of wealth and standing,. If a man can afford sever-
al wives, he will marry to the limit of his wealth,
However, taking a second wife when one can not sup-
port the first in a suitable lifestyle is a great insult to the
families of both women. Women may have more than
one husband also.

sayim

The overall measure of a Khinasi’s standing and
wealth is sayim, loosely i as “face.” The
term stands for hospitality, honor, msdom compas-
sion, grace, and eloquence. All Khinasi strive to
earn images as men or women of great sayim, even
~ if born common. Acts such as breaking oaths, being
- a rude or stingy host, or showmg anger or a curt
“tongue all injure a person’s sayim. When one loses
face, hemnst make it his responsibility to redress
'm pomtmg out that someone has lost face is

City life reflects this strong sense of family; clans

extremely impolite. For instance, a =
visitor should never comment if his -

host has a quarrel with his wife in

front of company, even though 4

be"-saysm or “l am mthout
face.” People reserve such a
public admission of great guilt
and shame for cmly the most

uufcrgwa le. s.of sayim. Once

0{ course, attitude toward sayim varies
region to region. Residents of the Plaln
interpret the code of sayim more as piety or de\rout-
ness instead of face or honor. On the other hand,
Islanders tend to interpret sayim as merely a code
for good living and casually dismiss even serious
matters of face with a laugh.

money

Most city-states mint their own coinage, resulting in
a muddle of exchange rates and denominations.
Ariya, a strong old realm, uses a silver shetel more
intrinsically valuable than the larger silver bbhar of
Mairada. But, the Mairadans value their bhar much
more highly than the dubious shetel of Ariya, a distant
city of uncertain strength. No merchant sets prices in
stone, as bartering and bargaining complicate even
the simplest deals.

'I‘o reﬂact this fac:s game terms, m listed in
Hdndboohm:tmdym m 60% to Mq{w -
mal. (Roll 1d1045 and m %umiﬂ,yn, er- <
centage points.) If you wish, role-play barga pv
andad;ustthcpncebaudonﬂ:ephmchamcteu i
eIOquence in presenting their cases. Of course, o
prices vary less when PCs use local curren- :
cy; in such cases prices rarely ﬂucmm
more than 10%.




equipment, arms,

and armor

._'Mﬁmitemsmth&aqum' in Chapter 6 of
the' Player’s Hdudbmkﬁa va 1 any Khinasi

v a.bit_mqre'ﬁeavﬁy', eat , sling, and
53 :l;,m; -swq.rd, or dhgger IS accepuble for

of all stations en;oy dressing as well as they
d; lmlnng one’s best at all times is a part of
Hﬂns ‘national costume consists of thin,
i ._bt'oechm of light-colored linen or silk, a
gn!ﬂwﬁul fabric, and a tight-fitti
l&lwgthhalf or three-quarter-leng
_ 1 wear decorative, embroidered
m over their shirts. Men working in the
- heat discard their tops with no loss of face, The
: lower class goes barefoot or wears sandals,
. but wealthy men consider lavishly
decorated shoes a must.
Women dress much the
same, but cover their
legs to the ankle and
" their arms to the
wnst for de

"j-" . Instea of
; m?rw

carry 100 to 200 tons of cargo

R

o I."‘;..?f

shirts and vests, Khinasi women wear snug blouses
of different cuts and shapes. The most dann
these expose the midriff and cover the an

only sheer silk sleeves. A married woma
wears a loose shawl or cape, too, {
garb looks revealing, ladies m p?uaxs :
actually remtmng clothes. Vi _an ‘u

between 30 and 80 crew. Th.esevessels.ﬁ'eqnq:ﬁy
pressed into wartime service, may be overmanned
by extra marines and archers at these times,
Dhouras cost anywhere from 8,000 to 20,000 gold
pieces (4 to 10 Gold Bars), depending on size.

Khinasi also build a similar, larger war vessel
called a zebec. Zebecs often feature a small mizzen-
mast to carry more sail and can handle fighting
crews of up to 250, Many of these warships have
several small catapults and light artillery. A zebec
costs between 35,000 to 50,000 gold pieces, or 17 to
25 GB. (Card 1: Ships of Cerilia has more ship
descriptions.)

khinasi chacacters

Scions native to Khinasi almost always belong to the
ajazada or tamounzada noble classes. Naturally,
unblooded characters may come from any level of
society. Folks of this land feel fairly open-minded
toward nonhumans and foreigners, so halflings,
dwarves, and humans from different lands all find
tolerance here.



ymon among the Khinasi, sm -&c i
sharacters study magic to enhance ""‘
e mages are not as easy to find, Therefore, ¢
ed tamounzada have some spellcast- acting ﬁ‘ : il
ents of many cities consider true these ventures b ?
respected calling—the greatest gift of  criminal actrmtlee‘fw g
i S \ ' e A few rogues form secret
haracter demonstrates that he can wield more than simple monetary &
¢, the law requirésthim to journey to the evil, anarchist ‘elements a

i in the Fingers of Ayan of ﬁ utheast- others seek do:mnatl
t. There he must s%rear these Five Oaths terror. ;

rd. Some of these
sinister cults, while
ugh poison, knife, and

g

'*he commands nfihe lawﬂl ulen of the baf d S

erve and protect all knowledge; i In the Sl;x Cmst, bards.don't have the role of her-
o rai t an ' ald and lore-keeper Anuiréan baﬁs'chm]n'ﬁc&.t by

) b{.e they're generally much poorer, leading a wanderi

i ﬁegem lawful war; ; - 4 M Most Khinasi view bards as vngrmts d
“® Never o use mww icate With #'a common proverb in the city-state

the dead: BT e Ve c‘ﬁﬁanv‘calls a thing of no value “as Wurthlcs.iu

¢ To destroy any wielder of of a bard.”
not abide by these oaths. i

™,

& a,ﬁ

the Oaths, etcept

The Masetians handed duwn
Five Oaths to their ]
dozen centuries ago. Unfortunately, many unscrupu-
lous mages have exploited the loopholes in the: mﬂﬁx%““
to do as they pleased, anda&lrnumberafﬂnms‘
true mages either hide their abilities or find other
means to avoid the pilgrimage to the .« v+ \
Temple of Rilni.
Those who arrive at the temple ahﬂ" M
the oaths are put to death. No mage speaks of the
mysterious power that binds wizards to thei oaths; i
some think an artifact is involved; wl'lil
believe that Rilni, god of magic/
wielder of true magic to bind'the m
with divine power. In any case; it's
no Kbinaﬁgqge-mn ﬂo!au lm o4 )
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andth(xzﬁcs a land of great spirit

ction. ﬁuutbcﬂai‘ul-mam

i @m Al
the land the way we do.
chlum the fac kabmnbc

’ =z lllfﬂﬂhﬂbl
c»- sed, you. am*: seen the w"

e e

N he W vﬂpm ste s tfmu.

’ ngest "‘Qf { lm’.ﬁwhum‘ir s

' ' h. Cerilia, rolling

r mss—cmud stretch as far as the eye can
see, broken only hyni few lonely hills. Unlike the
cleared and settled farmland ‘of the Anuirean
Heartlands, thaie ﬁhs exist just as they did in the
early days of Cerilia. No one claimed this land; the
Masetians, living along the southern coasts, had no
interest in territory far from the sea. In fact, the
~ Bair el-Tehara wasn't

@  settled until several
I centuries after the
battle at Deismaar,

when the Basarji states

: ofthesoutheasthgantu
o Shndded from thecddwatem of

@ the Krakennauricht in the north by

miles of forest and the
' 01[1 Mountains of the Silent
Watch, the Plains

States see little

i a cs of Cerilia, nowhere near

as arid as a true desert,
nonetheless has a climate marginal enough to force
civilization to concentrate along the coasts. Inland set-

tlements are a fairly recent development.

The gre
that predatelfo general scttlement in the aﬁa by

is, @ that stills words and sets a

rts of this coast are ancient havens

Cerilia. The tians founded it as a trading

o know  of Zika

~Kariya bint. Beyhuaholg of Ariya ome unus,

he Harrowmarsh, west of Bins

Asarwe River delta, seems

unclaimed swamp than an realm.
The Hydra inhabits this sodden forest. ﬁ&' =
beastly offspring and a smattering of fugitives with
nowhere else to go but the tiny local villages.
wealth of native insect and marsh life makes this an

unpleasant place for visitors, though tmdm du %*“

at Harrowmarsh ports to collect exotic |
lizards as pets for wealthy Binsadans. Al 3
many-headed awnshegh does not often Iuwa hu

home in Waterfjord Tower, his influence spreads
into Bmsada_ and Sendoure,

‘isle of
ﬂle hm‘pg

he Harpy inhabits a cluster of cight islands
just south of Binsada. The plains, cliffs,
and beaches of the three largest land mass-
‘es serve as home to about 1,000 warbird and harpy
servants of the awnshegh. However, these inhabi-
tants rarely raid nearby Binsada and Zikala (though
they more frequently attack certain passing ships).
On the contrary, this abomination seems inter-
ested in maintaining good relations with her neigh-
bors. She allows a Binsadan trader to harvest a rare
herb that grows in her realm, and Binsadan fisher-
men work the waters of the Bay of Aerocourt, giv-

~ ing the Harpy a portion of the take. From her home

aerie in Windbutte atop the tallest peak on the main

. ""x\;ll.lnd the Harpy surveys local sea traffic, sending

- her minions to inspect ships that pass within
% SOmﬂesofhetulands She trades the infor-
‘mation they report back to her with the
regents of Zikala and Binsada for
news, of the mainland.
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rumbles from
the sphinx

great threat to the states of Binsada,
A Sendoure, and Zikala waits in the heart of
the Bair cl-Tehara, where the Sphinx
makes his lair in the ruins of a once-great city. The

awnshegh's depredations have grown in savagery

- and frequency over the years, and many trade

routes across the steppes have been abandoned—
the creature's violent forays have made them
untenable.

Rumors say the Sphinx is gathering an army of
brigands and marauders for a dire purpose; some
say the creature means to raze the Binsadan city of
Ber Dairas, while others insist he will turn his
armies on Zikala. Others report that the Sphinx has
undertaken a massive excavation effort in the

~ Tarvanian Hills—but no one knows why.

the red kmgs
of afrane

bout 10 years ago, the sultan of the state of
Aftane was deposed by a circle of seven

powerful lords, who seized the Lion

Throne and t.odaymleﬂ'telandjoint’ly. They are
known as the Red , for they wear crimson veils
to hide their faces. These fords have fought bitterly
for almost a decade to consolidate their control over
Aftane and the other cities in the state, and they
recently crushed the last elements of resistance.
Now they are turning their attention to foreign
affairs, Most Khinasi regents expect Aftane to

launch an attack upon Ariya within the next year— gy

yet another war between the two ancient rivals.
The identities of the Red Kings remain

rjﬂ!&ﬂly
held secret. Some say the lords hide their faces for

fear of the deposed sultan’s vengeance.

whisper that the Red Kings lead a secret cult and

wear the veils as their badge of office.




Of‘iIlJO.

Alignment: Lawful good.
Status: Recommended.

- A 4

Province Law Temples Guilds  Sources
Ariya (7/0) GFA (4) ATA (5)* GFA (1) Rah (0)

TAn (2) GCC (3)
BK (2)

Assarif (1/4) Red (1) CK (1) BK (1) Rah (1)
Azédas (1/4) Red (1) TAn (1) GCC (1) Rah (1)
Dijef el-Kadir (1/4) Red (1) — BK (1) Rah (4)
Kfeira (3/4) GFA (2)" ATA (2) GCC (2) Rah (4)
Kouzir (2/3) GFA (1)* ATA (1)* GCC (1) Rah (3)
Tegher (2/3) GFA (1) ATA (1) BK(2) Rah (3)

* Indicates a holding fortified by a castle.

Abbreviations: GFA=Gerad ibn Farid el-Arrasi (Ariya); Rah=Rahil;_

TAn=Temple of the Ancients (Jasmina el-Mesir); GCC=Gold Coast
Coster (Omadi the Quick); BK=Brotherhood of Khet (Turive min

Saida); Red=Red Kings (Aftane); CK=Chosen of Khirdai (Taril

Herad): ATA=Ariyan Temple of Avani (Gerad ibn Farid el-Arrasi).

-‘—

Provinces/Holdings: The ancient port of Ariya, a
strong city-state on the Bair el-Mehare, is ruled by

Gerad el-Arrasi. This prince-paladin also loqd-l I‘I'J.g'j

Ariyan Temple of Avani.

 ® Law: The prince has aﬂﬁrmhold on 'the city of

Ariya and the provinces imm ly surround-
ing it. He ignores the outlying provinces, which
are plagued by lawlessness sponsored by Aftane.
¢ Temples: As Lord High Patriarch of the Ariyan
Temple of Avani, the prince controls a major
temple to the Lady of Reason in the province of
Ariya. Other smaller shrines scattered through-
out the realm include the Temple of the Ancients,
a sect of Nasri based in Mesire to the east.
# Guilds: Several rival merchants compete for con-
[ trol of Ariva's markets. The leader is the Gold
b ) Coast Coster, governed by the good-hearted
' Omadi the Quick (MKb; T6; An, minor, 8; NG).
_ Secret organization called the
rhood of Khet has grown in strength
M influence of late.
* Srmrces The Court Mage of

‘Rahil
i (MKb &7 Ma, minor, 19;
S ontrols most of
a?ouroa! w:thln

¢y . 1" magemxght not need fore:gn help )

i
¥

S

“

Regency Generated/Accumulated: 34/40 RP.
Treasury: The treasury holds 18 GB. On a typical
turn, Ariya generates 27 GB.

Army: Ariya's military forces aren’t numerous, but
they're well-trained and sufficient to defend the city.
The prince’s army, the Swords of Avani, consists of:
# 4 units of Khinasi medium cavalry

# 2 units of Khinasi infantry

Navy: 6 zebecs, 8 dhouras, 4 dhows

Regent: Gerad ibn Farid el-Arrasi (MKh; P7; Ba,
great, 36; LG), Prince of Ariva, rules the city of the
same name as well as the Ariyvan Temple of Avani.
Like all in his line, he claims descent from the Great
King el-Arrasi. In the last 100 years, Ariya has seen
its fortunes decline, as its towns in Djef el-Kadir
and Tegher have been ravaged in war with Aftane.
Many city folk pay little attention to affairs outside
the walls, but el-Arrasi feels gravely concerned
about the depopulation of the countqasldc He may
take mpsto reverse this trend any time.

The prince, a dignified warrior in his early for-
tlu. has a sharp mind and can truly see into a per-
son's heart. He believes Ariya should act as the
political and moral leader of all Khinasi and insists
on formality in all dealings.

# Lieutenants: The Prince. of Ariya places the
responsibility for diplomatic matters in the hands

of Patriarch Jairo min Azédas (MKb; Prd, Avani;
LG), a portly priest with marvelous skills of per-
suasion. Gerad el-Arrasi personally commands
Ariya's armies but relies on the ajazada Captain
Hadan el-Djefer (MKb; F5; NG) to lead his fleet.

Important NPCs: Sari bint Bédize (FKh; T7;
NE), the mistress of the Black Arrow, is one of the
most notorious pirates of the Saere Siendere. She
and her crew of cutthroats lair in secret harbors
along the coast, including a hidden base in the
province of Azédas. Sari's network of informants
and thugs is growing, and she'll soon become a
contender for guild control in Ariya's coastal
provinces. Locals say that the regent of Zikala

himself sponsors her activities. i

Khalil el-Arrasi (MKbh, W12; Ba, tamud 8; LE)

leads the powerful geirhou that holds the
provinces of Kfeira and Tegher for the regent, his
cousin, This ambitious scoundrel's clan has always
feuded with the prince’s family, dating back to
when the Great King turned his greedy brother
Eriat into a giant dragon turtle. Rumors claim
Khalil el-Arrasi conducts secret negotiations with
both Zikala and Aftane, looking for someone to
support him in an overthrow of his cousin. (If he
“had an ounce of leadership skill, the powerful




Description:

The beautifal
city-state of

Ariya boasts
whitewashed walls
and high, gleaming
spires. Built over the
ruins of Saria, the oldest

Masetian city in Cerilia,

Ariya maintains defenses and networks of streets that
closely follow the design of the earlier settlement.

As the nomadic Basarji began settling down,
they rebuilt the Masetian ruins into their own
thriving community. During its Golden Age in the
13th century MA, everyone considered Ariya the
center of the Basarji world—after all, it was the
home of the great el-Arrasi and the most impor-
tant member in the Federation that defeated the
Anuireans. In the 700 years since the legendary el-
Arrasi’s death, Ariya has lost its dominant posi-
tion, although it still retains its reputation as a
highly influential city-state.

The devoutly religious people of Ariya tend to act
somewhat formal. Holy days and hours of worship
are strictly observed.
¢ Capital: The capital of Ariya is, of course, the

city of Ariya itself, The prince rules from the

Tower of Morning, a strong citadel guarding the

harbor’s entrance. The fortress bars any attack

by sea, and Ariya's strong walls can withstand
years of siege.

¢ Trade goods: Leather, beef, and dairy products
are plentiful in Ariya's arid countryside, where
free ranchers tend herds of cattle. The city itself
imports raw materials such as ore, timber, and

raw silk from many sources and supports a

strong manufacturing industry. Ariya's craftsmen

and skilled artisans are the finest in the western
plains,

Allies: Ariya remains on good terms with Binsada,
the result of a 200-year-old treaty forged when
neighboring Zikala was militaristic and expansion-
ist, Mesire to the east is wooing Ariya as an ally,
since the emir there feels threatened by nearby
Aftane.

Enemies: Ariya and Aftane have always been rivals,
Five hundred years ago, Aftane inflicted a major
defeat on Ariya and claimed its northern provinces
and the city-state of Shoufal. Since then, the two
states have fought a dozen major wars, and Ariya

signaled a new chapter in the conflict.

briefly regained its territory on several occasions.
Recently, the rise of the aggressive Red Kings has "'_ !
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binsada

Alignment: Chaotic good.
Status: Recommended.

_— _.
Province Law Temples Guilds
Andujar (3/2) BR(1) ZTA(2) ETT(2) RW(2)
Ber Dairas (4/1) BR (2)* BTL(3)* Hyd (1) RW (1)
SC (3)*
Deishél (1/4) - BTL (1) SC (1) RW(2)
Ghouref (1/4) L. BTL(1) SC(1) RW(2)
Harpy's Watch (1/4) — - SC (1) RW(4)
High Asarwe (3/2) BR (1) BTL(2) Hwd(2) —
Khesselim (1/4) BTL (1) BTL (1) SC (1) RW (4)
Low Asarwe (3/2) BR(1) BTL(2) Hyd(3) RW (1)
Mermoune (2/3) BR (1) BTL (1) Hyd (1) RW(3)
Moura (3/2) BR(1) ZTA(1) ETT(2) RW(2)
el-Tasri (2/3) BR (1) BTL (2) SC (1) RW (3)
R — * Indicates a holding fortified by a castle.

5 Abbreviations: BR=Banira e¢l-Reshid (Binsada); ZTA=Zikalan
b5 Temple of Avani (Shandare); ETT=Extraordinary Traders of Turin
; (Yolanda Serif); RW=the Red Witch (Corazén bint Rilni);
BTL=Binsadan Temple of Leira (Haswan Mandil); Hyds=the
B ;i Hydra; SC=Saere Consortium (Delia of Coeranys).
| ..:'éiﬁ.:r‘. ~ ’
v "% ’l’nkincesﬂ-loldings: Binsada is the westernmost of

~«gi..the Khihasi realms, ruled by the popular queen
s ﬂfﬁﬁﬁra el-Reshid.

A T @ Law: The queen controls only minimal law hold-
-—‘wﬂ' ¥ 3.+ ings, as Binsadans have no use for gov-

(e ,

8 ?s}\# N '~ g¢eernment and rely on clan elders to provide disci-
WAL ’

et and guidance,
L _\é;—_' npless, The reach of the High Priestess
3 - She e of Zikala extends into eastern Binsada,

te religion. Leiras church is led by the

4% Sources:
- The powerful
. sorceress
:ﬂw Corazén bint
o Rilni (FKb;
W9: Vo, major,
s 27; N), alse
known as the Red
Witch, controls the
e Lok magic of the western
- plains.Sometimes she lingers at the queen’s
court, but mostly she wanders the land. She is
currently feuding with the agents of the Hydra.
Regency Generated/Accumulated: 22/55 RP.
Treasury: Banira el-Reshid’s treasury contains only
11 GB. She raises 23 GB per domain turn.

Army: Binsada's army consists of six units of medi-
um and six units of light cavalry. Another medium
cavalry umit, the Lions of Dusk, serves as the
queen'’s personal fighting force, and a unit of
infantry garrisons the capital, Ber Dairas.

Regent: Binsada's regent, Banira bint Hamilah el-
Reshid (FKb: F4; Ba, major, 22; CG), is the eighth
Reshid queen to rule in succession. This tall, athlet-
ic woman in her early thirties has striking good
looks. A vigorous, involved ruler, el-Reshid never
rests until she'’s resolved a matter to her satisfac-
tion, She can act short-tempered or mercurial, but
her heart is in the right place, and her people love
her greatly.

The queen doesn't spend much time in Ber
Dairas, but moves her court frequently, Most
Binsadans live in nomadic settlements, following
their herds, and el-Reshid believes the queen should
share her people’s lifestyle.
® Lieutenants: The regent doesn't often rely on

underlings to do her work for her, but she is

learning that the most effective rulers delegate
authority. She entrusts mercantile and diplomat-
ic missions to her younger sister, the lady

Medina el-Reshid (FKb; T3; Ba, minor, 15; NG).

Medina loves her sute:;%e than life itself;

- she'd never betray her. T ol e

. Leading Binsada's army is an old Anuirean

xpatriate named Gaered Vorduine (MA; F5; Re,
lamd. 8; CN), a fearsome mercenary captain of

 exceptional skill and intelligence. Vorduine, a

stormbringer, has drifted from state to state leav-

. ing war n his wake, No one knows what hold the
_qt_leem"?h' i ."% he appears fo serve her

_ i g o ' i
: -3tk L -




captain in western Binsada, an oily Brecht rogue
named Kort Bregeden (MBr; T8; CE), has gained
control of much of the trade on the Asarwe River
and now directs his efforts on Ber Dairas.

Another major character is the prince Dauod ibn
Mustaf el-Reshid (MKb; R6; Ba, minor, 19; CG), the
queen's cousin. Due to his efforts guarding the east-
ern border against the Sphinx's minions, Binsada
has had little trouble with this awnshegh in recent
years. However, the opinionated Dauod el-Reshid
vocally criticizes some of his cousin’s rulings.

Description: Binsada has plains more fertile than
the arid lands of Zikala and the Sphinx to the east.
This land proves excellent for raising cattle and
horses—in fact, the Binsadans are nomadic herders.
Other Khinasi consider them rustic barbarians
because they live in tents and camps instead of
towns. Each clan's famed range riders scout ahead
for fertile grazing areas for the herds. They also
hunt and spy for their geirhou and prove formidable
in a skirmish.

# Capital: The exception to this nomadic lifestyle is
Ber Dairas, the Fortress of the East Wind. Early
Binsadan rulers intended this mighty dwarf-built
structure to house the citizens in times of great
peril. Great courts within its walls stand empty,
ready to shelter thousands of people and their
herds.

# Trade goods: Binsada subsists on livestock of all
kinds. Locals trade leather, meat, cheese, horn,
and other such products as their principal source
of income. Great cattle markets attract visitors
to Ber Dairas, the small town of Andujar on the
Moura River, and to locations all along the banks
of the Asarwe. Binsada imports finished prod-
ucts, wood, textiles, and tools and weapons.

Allies: Sendoure has always been a staunch ally, and
Binsada and Ariva remain on good terms as well.
Surprisingly, the Harpy has been a decent neighbor
for the Binsadans; this awnshegh resides on a chain
of islands just to the south. Rumors tell of a secret
pact between the awnshegh and the house of
Reshid, but most Binsadans believe the Harpy has
forged a treaty with Zikala instead.

Enemies: The Hydra and Sphinx have created trouble
for Binsada in the past, and both have dire plans
for the realm, should the queen ever weaken.
Binsada also faces a growing rivalry with Zikala—
the eastern state has raised the tolls on traffic along
the Moura River.




the sphinx

Alignment: Chaotic evil.
Status: Not available for PCs.

_._ :

Province Law* Mrp&u Guﬂda" Sou:nul
Agradil (2/3) Bx(1) — Sx{1)  Sx(3)
Akhada (3£2) — — - .

Bair el-Tehara (1/4) Sx (1) — — Sx (4)
Birbeg (0/5) — - — Sx (5)
Facessin (0/5) — — — Sx (5)
Irbouda (2/3) 5x(2) — Sx (1) Sx (3)
Khousaba (2/3) — S — S5x (2)
Meid Ain (2/3) Sx (1) - Sx (2) Sx (1)
Meid Tarvai (1/4) Sx (1) — Sx (1) AR (4)
Meid Zhirgen (3/2) — — Sx (1) S5x(2)
Seif ¢l-Avarra (2/3)  Sx (1) — Sx (2)
Sérifel (3/2) SR(Iy ST Gho (1) sx (1)

* * The khourseti alif, or Hands of the Sphinx, control law and guild

holdings in the awnshegh's name.,

Abbreviations: Sx=the Sphinx; AR=Adara bint Reshoud;
GhueGhoudya Coster (Helmut Gruber).
f 48 ]
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e Sphinx,

Y a powerful
des \

m. Most of his domain

‘thrnughoutthe _
| the Sphinx’s lawle

ese um:ehable hunmno:ds

Jut
e stuff from which o

e not Y

1". hin 'amrltlge; ; Sident. "

" ® Guilds: The Hands of the Sphmk contmf most

domam traide Rau:ls and the efforts of a Iocal

warrior, has created a network of ley lines
across the face of the open steppes and wields
near-complete control of the region's

magic. The sorceress
Adara bint

Reshoud of

¥ . prefers to deal through
eppe, but gnollssand bandits inhabit \ Khinasi consider the

s, the strong “f rages.

;__!Hv!itl

Shuufal has challenged hl.s contml of !ha bo‘rp
derlands; the Sphinx hasn't responded to this
situation yet,

Regency Generated/Accumulated: 47/100 RP.
Treasury: About 25 GB. Many believe the Sphinx
has a hoard of treasure hidden in his ruined palace

“in Irbouda. Rather than taxing his subjects, the

awnshegh demands tribute, which eams him 12 GB

per domain turn.

Army: The Sphinx's followers are cutthroats and
outlaws. Any militia the beast raises should be treat-
ed as irregulars instead of a levy. Gnolls, goblins,
and human brigands make up the creature's military
units. (Four to 10 units remain active at any given
time.)
The Sphi

elite infantry &

also keeps a standing bodyguard of
Irbouda.

Regent: The Sphinx (MAw; W12; Az, great, 47; NE)
has ruled this region for hundreds 'years. Early
on, it lived as a marauding beast, preying on local

villagers ‘and pas ravans, Over ﬂﬁgst centu-
qf so, the S;%s chosen to é?and its
in and become a regent. '

" Few outsiders meet th atuﬁgfﬁ:e-tn face; it

arﬁtuhte. they al! h

y i predal R £Sy
i hons. and no feline can resis
mn:nd Associaﬁou with the

state. ey .f'laiv!‘-’b‘is!s e
ears, and assassins

Human or humanoid sek
don‘t live to sesve him longy,

cial spokeawoman Mout of hnr Hands are war-
riogs or thleves a few are pnesta 'H':e Sphmxs

‘ing whicl 4"1. m:ght turn out to belongto
that mysterious group. However, the khourseti
alif remains only a rumor outside this realm.

Important NPCs: The strongest of the tribes that
follow the Sphinx is the Yezdaga gnolls, a brutal
band that raids nearby lands from a stronghold in
the Meid Tarvai. They follow a powerful witch-chief-
tain called the Yezd (MM; F6; CE). This brilliant
warlord conceals his dreams of displacing the
Sphinx,
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the awnsfi'é"gh

A Vos warrior-druid named lur Ilvich (MV;
F7/D8; N) wanders the northern reaches of the

Sphinx’s realm, using spells to contest the monster’s

control over the great cats, His solitary guerilla war
has wreaked such havoc with the Sphinx's northern
lands, the awnshegh has placed a 5,000 gp bounty
on luri's head.

Description: Only patches of arid badlands break
the mohotony of the Sphink's.dry, dusty domain. It's
the ni8t inhospitable part of the Bair el-Tehara.
Oncgrthd: Basariji domain of Irbouda stood here, but
the Sphinxs.depredations forced residents to aban-
dén that city-state hundreds of years ago.
" Only criminals and the like choose to live in the
phmxs lands; the creature tolerates a few hill

he hen, but only felines and other true
nster feel really at home here. In
\carb. e Sphlm( has greatly increased the

strcngth of his armies by demanding fealty from hill
folk and nomads; the awnshegh can muster thou-

sands of desert warriors with just a word, although

even he has trouble keeping peace among the: rival
tribes.

_0 Capital: As noted*above, the Sphinx u$eés the

ruined kity of Irbouda as the seat of his power.
‘According to legend, he destroyed the city=state
himselfi as long-planned revenge for a forgotten
slight, '

¢ Trade goods: The leun.xs raiders produce Tittle—
many live well on booty from raids on neighbor-
ing provinces, The Ghoudaia Coster, a local guild
basediin Sendoure to the northwest, has beégun
makmg infoads into the Sphinx’s domain.

Aﬂ:es None

Ene
g -

hls time, though, until thc Queen of Bmsada reveals

‘a vulnerability he can exploit. Certain tribes in the

gstern Tarvan Waste have harbored great ill _
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No one knows the names of the seven Red

t they share responsibility for governing
They may have been a band of powerful
e, or perhaps a group of discontent-

afrane

Alignment: Lawful evil.
Status: Not available for PCs. g B

i v Amportant NPCs: Turiye min Saida (FKb; T12; Az,

Province s Cuilds  Sources major, 23; NE) is the secret leader of the
Adaba (4/1) ZMG ‘3] Bed (1) Brotherhood of Khet and one. of the faceless Red
Aftane (6/0) & # & P Kings, This beautiful woman- shum her face only to
'+ her most trusted assmﬁnts' even the other kings
Barsérat (1/5) * # doa't know her identity. The brothechoad obeys her
Ber Tarva (0/5) « every whim-with a word, she'can .the death
g":ﬂ: :3‘,’:; . ¢ of anyone from Zikala to Mesire. Sé:&a plans to
Fara Zhatage ( . . betray her co-rulers and seize power for herself, but
Jeifel (1/4) » ficst she wants an ally against her monarchs.
Kafrin (1/4) CK (1 A rising force in Aftane is the dwérmZﬁamge
D! (0) r* cR Merchant Guild of Mesire, ed “by Aswan bin
gﬁl:‘:f.f :';%] EKECI’; Serhouf. The guilder expanded his domain regently
: by gaining control of a corrupt old Aftanean guild.
* Indicates a holl o by acastle. ! After reforming its business practices, cated
Y " trade routes np. the Zhainge River l'ram sire to

> ions: ancd lemple of ﬂﬁ
:nh::v:t(;mh el- Mes:l:;nss Zﬁtguwmk m;ierch';lut G | lIfOZlUVﬂ)'V T]I;: Dppl‘eSSlOﬂ in __epugellf turned
{Aswan_bin Serhouf); Bed=Bedoureg; CK=Chosen of Kh:ﬂar ! m into a re sworn, to use his guild$” assets to

(Tacil Mgrad); BK=Brotherhood 0 “Khet.. (Turiye g:m Sau?a}q‘_ bring about the end of the Red nga;
Rh=Rahil the Falcon; AR=Adara bint Reshoud,

Il . j Dcunptlon With the exception of the cities
| Aftane, Adabaand Shoufal, the atate 't have
Prm::;ll—loldmgs, Aftane is 2 uniod of three  miich 10 offer. The arid saygnna en rof
city-states under the eontrol of a faceleaﬂ ,group ‘of itable ahchlng west of the 'pmﬁnce? sed,
_lords known as the Red Kings raiders &om the Taryan Waste make t icounlﬁs
# Law: In addmontothelungs. the Chosen Khirdai  even more dangerous, The-Red Kin ;ﬂ;fm i
and Brotherhood of Khet are very influential; of ing on controlling the cities, :gnu e
cﬁhne. Red Kings rule both temple and guild pmpmblems b
& Temples: The Temple of the Ancients it d.s fa or The fortress-city of Aftane is policed "'i
' mousbal. the Red Guards, who harass jfoffignes
ﬁrﬂly The utwstate of Adaba remains §
without its fortified harbor, the kings'
tselfatthl:mercyofﬂle Emir of Mesired
Aftane’s passage inte the Bair el-Meha
Shoufal, an @asis city, sits on the §
south of the ?Tmaman Hﬂls The R

ings very soon:
Guilds: The Zhainge Merchant Guild, ?
m-:r traders holds power in the

rulers, beheve Shoufal u.ould pmf’ t from Arwan rule
again. The wizardess Adara is an uutspolten propo-

Special: Aftane is composed of three warrior
domains, each based around one city-state. The
eress Adara regents of these cities—along with the wizard
| bint Reshoud Bedoureg, Turiye min Saida (of the Brotherhood of
. of Shoufal Khet), Hierarch Taril Herad (of the Chosen of
L (FKh; WS; Vo, Khirdai), and the Red Herald (the rulers’
najor, 22; LIN). spokesman, Arlando el-Adaba [MKb; B10; Re,
oyminor, 15; NE[)—are the seven Red Kings. Only
¥ moderately strong individuals, the kings prove

f- y leadly as a group.
P 4 _pmg -
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sendoure

Alignment: Neutral.
Status: Recommended.

L 4

Province Law Temples Guilds  Sources
Baiyuda (1/4) BFD (0) 5B (1) Gho (1)  BFD (2)
Fédasa (2/3) Gho (2) BTL (1) Gho (1) BFD (1)
Ghoudaia (5/0) BFD (3) BTL (2) Gho (4) BFD (0)
Gho (2)
Serir Rigal (2/5) BFD (1) BTL (1) Gho (2) BFD (3)
Shirshet (4/1) BFD (2) BTL(2) Gho(2) —
Gho (2)
Sulaia (1/4) Hyd (1) BTL (1) Hyd (1) BFD (2)
Tinsouf (2/3) Hyd (1) UTK (2) Hyd (2) BFD (3)

Abbreviations: BFD=Beysim ibn Faroud el-Duyatim (Sendoure);
SB=Sera’s Blessing (Everard von Schleiss); GhoeGhoudaia Coster
(Helmut Gruber); BTL=Binsadan Temple of Leigg{ Haswan Mandil);
Hyd=the Hydra; UTK=Unbrausen Temple of (llse Rheiter).

[ ¢

mencesf?oldmgs Trade
Brecht d remains the i
chant r

with Mﬁgean and
ood of mer-
corner of hasn

' 1MG;

mgit br

whule not a_powerful rufer shares this ‘ancestots
inflated sepse of sc[f-lmportancc. this “arrogant

i LS ﬂ.-—-q—-.w‘.'-

n| | prosperous merchant

the Hydras agents hav inlated
rfi-~provinces of T‘nsutf and, Buls

ﬂ&if ﬂle Hycfra s l:’n ¥

2 skﬂfed sorcerer, ponuols

Important NPCs: The Ghoudaia Coster is led by
a Brecht crime lord named Helmut Gruber (MBr;
T10; Az, minor, 14; NE), a double-dealing snake
who routinely has his enemies kidnaped and
killed. He maintains a thin veneer of legitimacy
through the use of business fronts, but everyone

‘knows the coster is involved with less than honor-

able pursuits. Gruber, one of the emir’s principal
backers, has embarked on a campaign of black-
mail to show the regent just how much he
depends on the thief lord.

Beysim el-Duatim considers himself secure in
his rule; he doesn't know his brother had an ille-
gitimate son, Yousef el-Duatim, who has returned
to Sendoure to overthrow his uncle. Yousefl
(MKbh; F6; By, minor, 15; LG) is gathering support
among the outlying ajazada before announcing
his claim. Gruber’s informants have notified him
of the situation.

Description: In the years following el-Arrasi'’s vic-
tory over the Anuireans, the Khinasi pushed out-
ward on every frontier. Binsadan and Irboudan
traders moving north into the Coulladara
founded Sendoure. For centuiries it has
rough-and-tumble frontier realm of ot
traders and sturdy homesteaders, s

Its position astnde only
from Khinasi to Anui

'- J.‘-'P", m d,m‘l: nrlla' SO

guarded by fogtresshke walls and prnrate armies o«f
bodyguards 3

tradltlonal trllcs and hnnonﬁcs—a !

The emir came to power four years ago, after
his father and older brother died in a hunting trip.
Though he was the heir apparent, several nobles
refused to recognize his legitimacy. El-Duatim's
allies in the Ghoudaia Coster—an avaricious
group of merchants bent on controlling the Asarwe
River trade—silenced his most outspoken oppo-
nents, however. The suspicious and distrustful
emir allows none of his subordinates freedom of
action or initiative.

SoAR s e s




& Alignment: Chaotic evil.
Status: Not available for PCs.

. S
—hll!l\-l

£ (0/7) AR(7)

SA (1)

Hm SA()  — Bed (6)
'_ ( ! RU (1) RHA (1) ZMG (1) Bar(3)
< The Stone Field (0/5) SA(0) SA (0) — Bar (2)
Tawir ((V5) - — - Bar (2)
; Timbédrif (1/4) RU (1) RHA (1) — -
o ignin (0/5) - - L Cis
Abbreviations: RUsRashid, min Ulgher (easten Tarvan Waste):

RHA=Raging Heart of Avani (Teira min Uighera); ZMG=Zhainge
Merchant Guild (Aswan bin Serhouf); Bar=Barouya; AR=Adara
.. bint Reshoud: SA=Stane Axes {Ghuydaka); Bed=Bedoureg.

_ —
Wﬂldﬁgx: Rule of the Tarvan Waste
ins contested among several chieftains and war
5 ers, lﬂnnul herdsmen and humanoid maraud-

©ers live here

b OIawAc!mche{mmedRashdmnghm
. - (MKb; R6; Ba, tainted, 11; CG). leader of the
v Uighet herdsmen, controls the eastern provinces

e Sources: Old Barouya controls rnuch
i of the land’s magic, but two
Aftaneans hold sources in the

- Tarvanian Hills.

 Sphinx already govern enough empty

the river provinces, but most oftheTaanmﬂi’ s
held by whoever happens to have the most warriors
there For example a powesful gnoll tribe called the
a large part of the Tarvanian

"ahaman called Ghuydaka (FM;
CE) and claim Ras Ghineb and
the Stone Field—plus parts of Raft, where they raid
ck and forth with the Uighers. It's believed that
Ghuydaka and his gnolls serve the Sphinx.

Several lesser herder clans and bandit groups
contest the northern provinces. However, so few
people live there that the area has never seen a bat-
tle larger than a skirmish. Once this region fell
under the rule of the Khame hut clan; a pmspemus

N] ' i, [ mfFKb F"?f <
‘Ba, ’?ﬁfmd' 9 LI:') is Ras hid's cousin and™
chief rival, This fiery priestess intends to lead the
Ulgher tribesmen into greatness. First, she will con-
quer the squabbling chieftains of Tawir, Mesel, and
Dirche. Once she holds these lands, she plans to
storm the Stone Axe strongholds and eradicate the
gnoll tribe.

Many of the clan’s younger warriors favor Teira's
militant views, and Rashid often finds himself manip-
ulated by the priestess. He doesn't realize the depth
of her ambition—she intends to remove him by what-
ever means necessary if he hinders her plans,

Anather important character is Barouya, the ancient
wizard of the Uighers (MKh; W9; Vo, tainted, 7; LG).
He avoids most of his tribal fellows, working to counter
the influence of foreign wizards wanting to extend their
domains into the Tarvan Waste, This quiet, mysterious
figure comes and goes without a word.

Descri : The Tarvan Waste contains some of
Cerilia’s least hospitable terrain. Its plains are a dry
Iderness of dust and stone, and water
,mmms mevuywhuu.mﬁn the exception of
Wm&em In the initial Basarji

- expansion, t}mmgonsobstades pinned settlers to the

“coastal plains, allowing only the hardiest to claim it
Most Tarvan tnhesmen spend at least part of
their time raiding. Bandits range into Kozlovnyy
and Aftane, as well as Brecht Rheulgard to thn'
northwest. Needless to say, rival bands commonly
feud with each other, also. The Tarvan Waste is a
savage and unforgiving place in the best of times. In
times of drought, it becomes a storm of raids and
counter-raids.
 Few bordering states have any imperial ambi- #
tions in the Tarvan Waste: The Red Kings nn&ﬂlg :
.[_ E" ._ 1 o,
* Vos of Kozlovnyy would like to expaadm -
Zhainge, but they know the Ulghen yﬂl i
stay mdependcnt
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Province Law Temples  Guilds Sources
Alhazir (2/3)  OTZ (1) ZTA(1) GCC(2) OTZ(3)
Azdda (1/4) OTZ(0) ZTA(1) GCC(1) JZ(3)
OTZ (0)
Deired (0/5)  — = e 1Z (1)
OTZ (1)
el-Farl (2/5) ZTA(2) ZIA(2) ETT(2) OTZ(3)
Ghada (1/4) ZTA (1) ZTA (1) ETT (1) OTZ (2)
Houran ((V5) e =] - 1Z (4)
Khoused (1/4) crlzg; ZIA (0) gcﬂ'ctﬂi ?z'x(z (3)
R T L (273) - QTZ(2).  ZIA(2) .. . JZ(2)
‘M‘m e T o S BTT0) ) J2(2)
it s e i OTZ'[”
Turin (5/0) ZTA (3)* ZTA (3) E'l'l' (2}‘
L ;Mw e m)-:‘. | Lo R ;al Emtol"‘ -y '.;
S .-

Alignment: Lawful nel.i't‘rnl.

Status: Recommended.

* Indicates a holding lortified by a castle.

Abbreviations: OTZ=Omar ibn Tuarim el-Zisef (Zikala);
LTA=7ikalan Temple of Avani (Shandare); GCC=Cold Coast
Coster (Omadi the Quick); ]Z=Jayim el-Zisef; ETT=Extraordinary
Traders of Turin (Yolanda Serif); TAn=Temple of the Ancients
(Jasmina el-Mesir).

L 4

Provinces/Holdings: Zikala is traditionally ruled

by mage-regents known as grand viziers,

® Law: The influential Zikalan Temple of Avani
challenges the grand vizier’s control.

#® Temples: The only temple of note in the land is
the Zikalan Temple of Avani.

® Guilds: The Gold Coast Coster is prevalent in
eastern Zikala, but the west falls under the sway
of the Extraordinary Traders of Turin, controlled
by Yolanda Serif (FK}J T2; Re, major, 20; N).

# Sources: The grand vizier’s nefarious uncle, Jayim
el-Zisef, is a more powerful wizard than the ruler
and holds many sources, too.

Regent: Today, Omar ibn Tuarim el-Zisef (MKh; W4;
An, major, 36; CG) rules as Grand Vizier of Zikala. In
the past, the realm's most powerful wizard always
took the throne, but once the Zisef family rose to

power, they never relinquished control. Omar, though
a barely competent wizard, 1sanmmlligent _
mmo&mhnummw 1

- wdare of the Zlka]zn Temple,

regent also seeks advice from General Khasan

el-Zisef. The two often give the grand vizier con-
flicting advice.

Important NPCs: The Exalted
Shandare (FKb; Pr9, Avani; Ba,
wields great power throughout Z
has a tighter grip on the city &
regcnt himself. Shandare a stol

jor, 39; LN)
la. In fact, she
Turin than the

ngerous, soh
(MKb; WII Vo, major, 26
;eak"MOmartn tr:ﬁum L
ory. h to a

e T Jos
ular rumor :
get his lnheritance earlys)
Zisef remains doggedls

ed his father's de
ut General Khasan csI-l-;E
devoted to the current
grand vizier, despite th@fact that the prince is a bet-
ter wizard and more gffarismatic leader. Jayim's lat.
est plot would remoyg both the general and. priesfs
ess from his path tojpower. )

Description: Zl 'and “Turin._ were Masetidg
cities long --’ but few ongmal structuré
remain—both wgke destroyed in ancient wars 2 '
later rebuilt. The cities look like typical Khinagy®
seaports, though it ‘doesn't take a visitor long
Fealize who cdl rols Turin: The pnestcsss soldi
templar are e¥erywhere. s
The northgrn steppes of Zikala seem &8
and generally uninhabited. Because theSphi
minions f ently hunt this area, mgst

‘ t the Sphinx

ate remains on deceng te
“and Aftane, but sees tgduble brewing with
sadn; the western state usgy the Moura River to
§vestock downriver frgin its'% of Andujar,
Hlirin taxes Binsadan véssels heavilfito drive up
s, Some say Zikala paintains a wyith the
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other domains
he states appearing on pblitical maps aren't
the only domains to regkon with in the
« Plains. This region is home to major reli-
5, unions of merchants, and miages controlling
power of the land. This sectién describes the
ins of one priest, thief, and wizard; use them

as archetypes to help you detail the ains of sim-
ilar NBCs mentioned here only brie

-

% 4!
Tem-ples ‘3;
>

The Zikalan ﬁ;nple of Avani is the stmnge-séghurch in
the Plains Statél; though Nasri's worship theough the

Temple of the Angients is farther reaching—for now,

- L
the zikalangemple of avani

Alignments Lawful neutral. s
Status:Recommended.

fary: This ancie it

Zikala/el-Zisel

Zikalafel-Zisef

el-Tehara (2/3) Zikala/el-Zisef

Turin (5/0) Zikala/el-Zisefl

Law o Turin (5/0) Zikala/el-Zisef
Temple Zikala (6/0) Zikalalel-Zisefl
Law 2 Zikala (6/0) Zikala/el-Ziscf

* Indicates a holding fortified by a castle.

‘.

Regency Generated/Accumulated: 21/44 RP,
Treasury: 12 GB. The temple normally collects
about 13 GB per domain turn.
Regent: Exalted High Priestess Shandare (FKb;
Pr9, Avani; Ba, major, 39; LN) heads the temple.
This charismatic, middle-aged woman’s matronly
appearance belies her commanding manner. Her
blooded tamounzada parents placed her highly in
the temple at a young age: - T
Shandare wishes to see the worship of Avani
under one unified temple—with herself at the head,
of course. She harbors great resentment toward
any other sect of Avani and will go to extreme
lengths to accomplish her goals; these days she's
plotting a secret alliance between Aftane and
Zikala to crush Ariya between them.
Description: The temple has two centers of
power: the Great Hall in the city-state of Zikala (the
traditional capital of the faith) and the Sunrise
Temple in Turin. The Sunrise Temple served as the
center of Shandare's power before she rose to her
current position, and she still maintains a palace
and court there. The temple’s formidable Legion of
the Blessed Warriors of the Sun consists of:
# 4 units of Khinasi spearmen
# 2 units of Khinasi medium cavalry

Other temples in the Plains (including their total
holdings in each domain);

‘_

# Ariyan Temple of Avani Ariya (9)
(Gerad ibn Farid el-Arrasi)

# Binsadan Temple of Leira Binsada (13)
(Haswan Mandil) Sendoure (7)

€ Chosen of Khirdai Aftane (13)
(Talif Herad) Ariya (1)

# Raging Heart of Avani Tarvan Waste (4)
(Teira min Uighera)

#* Sera's Blessi Sendoure (1)
(Everard vo:gcbleisa) ]

# Stone Axes Tarvan Waste (1)
(Gh ka) .'

#* Temple of the Ancients*

. _ & 5)
(Jasmina el-Mesir) b, = 3)




guilds

The trade picture in the Plains States is not always
a pretty one, Honorable guilds such as the Gold

Coast Coster and Zhainge Merchant Gmld often

find their business contained by the
Brotherhood of Khet and Ghoudaia Coster.

the gold coast coster

Alignment: Neutral good.
Status: Rec';)hmmeglc‘lied. Eis
Summary: The Gold Coast Coster manages south-
ern coast holdings from Ariya.

e bia : . w '.-‘:'-"-. P e

Guild 3 Ariya (7/0) _gs
Guild 1 .

~_Guild = BT '.'Kﬁin (3/4) -
Guild 1 Kouzir (2/3)
Guild 2 Alhazir (2/3) Zikala/el-Zisef
Guild 1 Azida (1/4) Zikala/el-Zisef
Guild 1 el-Tehara (2/3) Zikala/el-Zisel
Guild 2 Zikala (6/0) Zikala/el-Zisef

-

Regency Generated/Accumulated: 8/10 RP.
Treasury: 8 GB. The Gold Coast Coster typically
collects 9 GB per turn.

Regent: The coster is run by an Arivan merchant
named Omadi the Quick (MKb; T6; An, minor, 8;
NG), a self-made man who grew up as a guttersnipe
in the beggar's quarter. Having lived in great pover-
ty, he does what he can to aid those in need.
Description: The Gold Coast Coster buys local
valuables and livestock for sale to foreign mer-
chants, Omadi doesn’t own a single ship; his cus-
tomers come to him, knowing he can save them the
trouble of dealing with dozens of individuals.

Other guilds of the Plains States (including their .

total holdings in each domain):
° |
# Brotherhood of Khet Aftane (10)
(Turiye min Saida) Ariya (6)
* Extraordinary Traders of Turin Binsada (4)
(Yolanda Serif) Zikala (6)
® Ghoudaia Coster Sendoure (10)
(Helmut Gruber) The Sphinx (1)
® Regent of Ariva Ariya (1)
(Gerad ibn Farid el-Arrasi)
® Saere Consortium Binsada (8)
{Delia of Coeranys)
#* The Sphinx The Sphinx (6)
(The khourseti alif)
# Zhainge Merchant Guild* Aftane (6)
(Aswan bin Serhouf) Tarvan Waste (3)
£ Alpp in the Zhainge Valley.
13.;.-,"2.4

SOUrces

The Plains States’ nine active wiz- p
ards create a diverse wealth of £
magical activity in this regionof -

adara bint res

Alignment: Lawful neutral.
Status: Recommended,
Summary: Adar: bmt Reshoud
2y mid]O ; LN) is a pow-

gtfwchym " .

Source 0 Shoufal (5/0)
Source 4 Meid Tarvai (1/4)
Source 7 Ras Bedra (0/7)
L 4
Regency Generated/Accumulated: 19/30 RP.
Treasury: 2 GB. Adara must use her personal .

wealth to fund many domain actions.
Regent: Born 50 years ago, Adara bint Reshoud
grew up in a privileged ajazadnfmﬂy.'l'!mmtelh-
gent and persistent girl became fascinated by magic

and eagerly learned all she could. She adwntmd
throughout Cerilia before returning to Shoufal. .
Description: Adara learned elven lore in
Siellaghriod in Anuire. On returning to Shoufal, she
used her knowledge of standing stones and the
land's power to create a network of ley lines cen-
tered on her tower. Adapting the elven sorcery to
the barren Tarvan Waste took years of effort, but
she has discovered this arid terrain's unique power. ;

Emir of Sendoure




¢

“Then, amid the white snows and barren peaks, I spied
great gray ramparts and gleaming golden domes—the
city of Medeci, fortress of Medec and guardian of the
north. Her walls rose tall and strong, and ber towers
soared into the sky like white swans taking wing. At
, "!bmml’ﬁougbt 'Sufdy tbgurbemngmm:d
. most beautiful city raised | _ Il never fall ;

v &fnwastgpﬁ:sttofall.’rom apartbycml war, it
easy prey for an army of Vos raiders, who took
unawares after circling the elven wood called
‘The Vos put thousands to the sword and
pany back to Vosgaard as slaves. Thus, the
ed into history. Today, the nomads of
te camp in the old city’s ruins.
L @ ennium, the great northern city of
' stood as a bulwark against the Vos, keeping
~ the barbarians north of the Zhamge The realm
weathered invasion after invasion, but 330
vears ago the savages slew the last
sultan and took Medeci. The
rest of the state of Medec
fell quickly, and the con-
quering Vos occupied
the land. The
domain, now

{
o

called Kozlovnyy, takes as its capital the Vos city of
Aziev, which stands ant.he;;mofbﬁght Medeci. «
ira was conquered a Dja ausﬁ.&!ne
aﬂm?xjoemareﬂunacenmryago However, the
fought over who would control the subjugated
dom, decades of bitter war and
eventualtak:mrbytheﬁmehmdsoj@oﬂsaﬁ
Black Spear] roaming -

regmn.hoperm
peace and prosperity.

. innishiece

he strongest elven realm in Khinasi is the

forest kingdom of Innishiere, along the

Zhainge just north of the Tarvan Waste.
Innishiere’s elves have resisted all human encroach-
ment fiercely since the days of the Masetians. In
ancient times, they fought bitter wars against the
human warriors of Sefra and Medeci. Now, for
decades, none of the neighboring realms have had
any contact with the elves. Some people say that a
great evil has overtaken the forest, stilling the elven
harps forever, Others say the elves remain, watching
and waiting, Whatever the truth, it's well known
that those who enter the forest never return.
Traders avoid taking vessels down the Zhainge
where it passes through Innishiere.
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a ‘el-Mesir); ZMG=Zhainge

i Red=Red Kings (Aftane);
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Provinces/Holdings: The domain of Mesire

includes only two provinces, one of which contains

the city-state of Mesire."ﬁ&e emir, a skilled mage,

controls sources in his own state and in the wild

Direul'lood and Black Spear Tribe land to the north

as well.

¢ Law: The emir maintains a strong hold on Mesire
itself, but agents loyal to the Red King of Adaba
in Aftane across the Zhainge always work to
weaken his rule. The folk of Namal remain very
loyal to their emir, since royal soldiers frequent-

~ ly defend them from humanoid raids,

® Temples: As home to the Great Citadel of the
Temple of the Ancients, Mesire endorses the
widespread worship of the sea goddess Nasri
under the guidance of Matriarch Jasmina ‘el-
Mesir (FKb; Pr7, Nasri; Br, minor, 17; NG). The
Fiery Dawn of Avani, popular in Djafra to the
east, has a smaller following.

® Guilds: The powerful Zhainge Merchant Guild
centers its operations in the city-state of Mesire,

Under the leadersh.:p of Aswan bin Serhouf
(MKb; T5; Br, minor, 15; NG) it complctely dom— A
mates the"nreas trnde 4 .

(..}..“tchethke face and a piercing 1.

Regency Generated/Accumulated: 26/40 RP.
Treasury: Mesire's treasury has been depleted to a

mere 4GB“E=statesw Typgcall;e. the realm
e ahisodrwyo:per-
mnal.wfx{hhto mamtam te's armed fomgs :

heroes of Deismaar. The taﬂ'*

rarely smiles and has never been k
He lost his beloved wife Iselda to
nine years ago and has dedicated hi imsel
war against the Brotherhood of Khet ever
® Lieutenants: The emir leaves much routine g
ment business to his secreta:}' of pol :.‘
bint Deila (FKh; T4; LN). This %
woman projects a brisk and cfﬁc:ent
Mesir originally appointed her as a poli
to her ajazada family, but her keen intelliges
ability have made her md:spensabic :
The emir also places a great deal of teust i nm
nephew, Adan el-Mesir (MKb; F5; Br, tain 4
LG), the high captain of Mesire’s Aegn
spends a great deal of time in the fiel w;th his
troops, defending Mesire’s borders against. the'
evil humanoids who threaten the city.

Important »NPCS Recently, a huge, blond free-
booter named Olaf Sturviksson (MRj; F7; Re, minor,
. 11; €N) showed up in Mesire to find adventure.
I‘muhle mjo follow the northman everywhere

e arriving, he’s gotten himself involved
in five ﬁtdwis, two duels, a burglary, and a small riot.
- This simple fellow, in search of glory and fortune,
doesn't know that the amulet he carries as his
“lucky charm™ is a magical item the Serpent has
ordered his agents to recover at any cost.

Description: Mesire, a green and fair country,

boasts plentiful rainfall in winter and spring and
sunshine year-round. Locals plant the plains sur-
rounding the city with cane, rice, and orchards. It’s
a sad comment on the state of affairs in Cerilia that
these friendly and hospitable people are coming to
value a sword more than a song, and the emir’s
troops vigorously patrol the countryside even in
sight of Mesire’s walls.

- #® Capital: Overlooking the mouth of the Zhainge,

Mesire is a city of meandering canals and fra-
grant orchards. Its walls seem old and in need of
_ repair. The strongest fortress in the land is the
ﬁuda el-Bahire: the White Rock, which sits
- on an island in the Zhainge.



The Mesir family rules from the ancient
Palace of Brilliant Stars in a canal-circled islet in
the city's center. This opulent palace, considered
one of the most beautiful buildings in Khinasi,
attracts diplomats from all neighboring states to
its shining halls.

# Trade goods: Like the other states of the southern
Sun Coast, Mesire imports timber, ores, and o Tl ;
other unfinished materials, In this center of s SRR RS
Zhainge commerce, merchants along Mesire's 4 f}
docks trade northern timber and furs for silk, . o
spice, and steel. R

Allies: The Mesirs and the Arrasis of Ariya have g 2
been friends for centuries. Mesire tries to maintain P e
a cool neutrality toward the Red Kings of Aftane,
but the instability of that realm drives Mesire ever S e
closer to the lord of Ariya. T

Enemies: Mesire finds itself harassed constantlyby
Black Spear raiders. Hundreds of Mesirean soldiers ~ *
die on the northern marches every year, and there’s "
no sign of relief in sight. The ambitious ajazada of
Djafra to the east constitute another th ]

wish to see their standard flying along the banks of

the Zhainge. .

the direwood Bl

Northeast of Mesire lies the wild forest known as
the Direwood, a place of lurking evil and quick
death. The wood has had a bad name since the elves
ruled Cerilia, but in the last century its reputation
has grown much worse. '

Some speculate that a wizard of fallen Djira sum-
moned a fiend to fight off the Djafran armies invad-
ing his home some hundred years past, then lost
control of the creature. After slaying its master, it
stormed the wood and made its lair there, bending
the trolls and fell woodland creatures to its will. Ir ..3-{
any case, today all know that some malign entity
rules the Direwood.




the basilisk

Alignment: Neutral evil.
Status: Not available for PCs.

— e
Province Law Temples Guilds  Sources
el-Besr (1/0) -—_ — DB (1) —
Broken Hills (1/0) ZG (1) — ZG (1) —
Brokendale (0/0) — = — S

Abbreviations: DB=the Darkblades (Kalilah Sun-Eves); ZG=the
Zhainge Giants (Chaugh).

__...___, — e

Provinces/Holdings: Only the most desperate

humanoids and outlaws inhabit the Basilisk's poi-

soned land. The awnshegh dwells in Brokendale but

roams the other provinces, too.

#® Law: Few regents could ever bring much order to
this near lawless territory.

& Temples: None.

¢ Guilds: The outlaw band called the Darkblades
and the giants of the Zhainge Valley protect their
interests.

® Sources: The presence of the inherently noxious
Basilisk has corrupted the natural flow of magic;
this dead terrain can't power realm spells.

_  The bestial Basilisk (MAw; W16; Az, major,
48; NE) may not hold law in its blasted domain, but
it remains the uncontested ruler through fear alone.
Cerilians know little of this abomination. Varied
rumors attempt to explain its origin; most draw a
connection between the creature and Malik el-Badr,
the sorcerer who last ruled the area, when people
still considered it part of Djira. Whether the
Basilisk is his creation, a horror he called from the
nether regions, or even the prince himself, no one

T can say.
- Locals describe the Basilisk as a man-sized crea-
| ture with rusty iron scales. One can detect its caustic
% . reek miles away; its stench lingers for weeks, The
e can slay with a glance, and tales claim its
dﬁtroys anything it touches. The Basilisk has

Important NPCs: A band of outlaws
~known as the Darkblades has estab-

j 8 lq:: in el-Besr. Unlike
"‘“ﬁ other brigands and
e md!rs scattered through
i ~ the Basilisk’s domain,

< - a'{t i ﬂ!&nﬂkbhdu are

exiles from their native Aftane. Their leader, Kalilah
Sun-Eyes (FKh; M8; Br, minor, 15; CG), calls herself
the daughter of the deposed sultan of Aftane and
heir to the Lion Throne. This skilled magician pos-
sesses a hard, unforgiving manner and has guided
her band well since they arrived in their new hide-
out. So far, the Basilisk hasn't troubled them; many
Darkblades wonder whether their leader's enchant-
ments have charmed the monster.

Description: Once this area was part of the
Khinasi domain of Djira, a green and fair range of
hills overlooking the Zhainge, (See page 31 for
more on Djira.) The Basilisk's coming changed the
land forever. Whenthe awnshegh appeared four
centuries ago, it demolished the towns and palaces
of the Djirans, Hundreds of people died from its
poisonous gaze and, after several failed attempts
to kill the creature, nearly all residents abandoned
the region.

Now the Basilisk's domain remains a scarred
wasteland. The beast’s innate toxicity has fouled
great parcels of land ; the foliage looks
blackened and dead, all normal animals have fled,
and the springs flow with deadly poison. Visitors to
the realm should bring food and water, as even the
smallest taint of the Basilisk can kill in moments,

Ruined towns and crumbling castles lie scat-
tered throughout the countryside, long aban-
doned. Brazen looters from surrounding states
have picked many of these ruins clean, though
many never made it out of the awnshegh’s realm
with their riches. Locals whisper of treasure vaults
resting untouched beneath the ruins of the Golden
Horn, a great fortress overlooking the Zhainge.
However, beware—the Basilisk spends a great deal
of time there.

The Broken Hills are home to a strong clan of hill
giants living in a stockade under the leadership of
their chieftain, Chaugh (MM; F2; CE).
Occasionally they trade with adventurous river mer-
chants who call on them, exchanging their livestock
for various tools or trinkets. They've also been
known to raid southern Kozlov provinces.

For years, the Basilisk has repeatedly stolen and ~

devoured the giants' cattle and sheep, and several of

the tribe's youths have died trying to slay the beast.

Now, when they catch wind of the Basilisk, the

gi.:é:ts simply drive their herds into the stockade
wait.

2 r
gadd % b
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and options as a ruler. (Typically, he
' canﬁke only one action per domain turn.) He
also.m.s his hands tied by his own agents—the

_ ge, chaotic gnolls of the Black Spear. El-

il has spent more time forcing the gnolls

to;et along with each other than he has in using
them to launch any serious offensives.

Important NPCs: Garak zul Turbun (MM; F9; Az,

dj] rQ mtinor, 12; CE), Great Yhan and chieftain of the Black
Spear Tribes, actually believes himself the ruler of
ent: Chaotic evil. these provinces. Of course, he's merely a puppet for
Status: Not available for PCs. el-Sheighiil and always ends up doing as the sorcerer
* wishes. As a vassal of el-Sheighiil, Turbun holds the
southern provinces in the overlord’s name and
Province Law Temples Guilds  Sources donates all his regency to the ghoul lord.
Alarin (2/3) ghiid) . — Grd (0)  Sh (3)
gﬁ;ﬁ";s;m) ShczTu:o) =] E"’ ) ﬁﬁg; Description: The first of the Black Spear Tribes
Homellin (1/4) sh (1) ¥ o v came to this area more than,lﬂﬂ.years ago as
Meid Assada (1/6) GZT (0) — L YRM (3) marauders and scouts for the armies of Aftane.
el-Qadr (2/3) GZT (1) — Grd (1 Sh(2) With fire and sword, they laid waste to what was left RpTr——
Ras Assad (0/7) GZT (0) — —) YRM (5) of the state of Dijira after the Basilisk's rampages.
Ras Ghul (4/5) Sh (4)* - Grd (2) Sh(4) Other gnoll bands followed the rumors of loot to
Seliiar 8 e S T $h(3) join their kinsmen. During most of the last century,
* Indi ; T Ay Djira has been occupied by bands of looters, gar-
7S i risons of Aftanean and Djafran troops, and Djiran =
Abbreviations: Sh=el-Sheightil (Black Spear Tribes); Grd=Gradny ~ loyalists still hoping to free their land. S
Coster (Halimah el-Nasib); YRM=Yousef ibn Reghil el-Mesir About 20 years ago, the gnolls organized and h\f;uf
(Mesire); GZT=Garak zul Turbun. drove the garrisons out of “their” realm. In* . o ]
¢ effort, Khinasi saw the first influence of el-Sheighiil; ‘_,,1};

who used his sorcery to fuse the feuding bands into
Provinces/Holdings: The Black Spear Tribes, a a single army. Under his direction, the gnolls also -
nation of gnolls, roam the ruins of Djira. They fol- have attacked Mesire and Djafra. However, the
low the warlord el-Sheighiil, Lord of Ghouls. mage's need to return to the Shadow World p £5. >, -
# Law: From his dark citadel of Ras Ghul, el- him from exploiting these victories; the _ H
Sheighiil maintains an iron grip on the tribes  leaves Cerilia, the gnolls renew their sq@e‘  2ke
near his center of power. El-Sheighiil took as his fortress the sin
# Temples: The gnolls’ worship of their pantheon  tle Ras Ghul, built on a barren hilltop="8o:
remains too unorganized to support temple warriors serve the wizard there, but never #
holdings. As Ras Ghul's reputation as a place of evil g
# Guilds: The Gradny Coster of Kozlovnyy main-  does neighbors’ fear of the ghoul lord's pé
tains covert contact with el-Sheighiil, but no one ' e
else has had much mercantile success here. o - 2
# Sources: El-Sheighiil, a powerful sorcerer, quick-
ly corrupted the lands around his citadel, but
Yousef el-Mesir of Mesire still controls sources
of the southern hills.

Regent: El-Sheightl (MKb; W19; unknown blood-
line; LE) is believed to be an evil human sorcerer of
exceptional skill—at least, that's how most of his
neighbors treat him, -

Unfortunately, al”-sﬁa;m”

whostoodbyAmsndem&e entus
Deismaar, El~Shcrglml conceals hm true
Though el-Sheighiil claims the enti
Black Spear region as his domain (calling
Kbinad-ghiil, the land of the ghoul), his bond with %
the Shadow World hinders him. He can appear only _‘ :
briefly on this side of the shadows, which limits lns 'iq

-



innishiere
Alignment: Chaotic neutral.
Status: Recommended (elf domain).

£ T 2 ’_

Province Law Temples Guilds Sources
Adwyth Tallagh (5/4) Rhy (3)* — Rhy (2)* Niol4)
Cwmb Daghra (1/6) — —_ Rhy (0) Nio(5)
Cwmb Mawr (2/5) —_ — Rhy (1) Nio(3)
Ail (1)
Darkhollow (0/7) -— - — Nio(4)
Fin (2)
Maghabhie (1/6) = LC Rhy (0) Fin (4)
North Deeps (1/6) —_ — — Ail (3)
Fin (2)
Slieve Siona (2/5) — — Rhy (2) Ail (4)
South Deeps (1/6) - — Rhy (1)  Adl (4)
Nio (2)

* Indicates a holding fortified by a castle

t Abbreviations: Rhy=Rhynnwyd (Innishiere); Nio=Niobhe;
iy Ail=Ailein; Fin=Finn.

- *  Provinces/Holdings: A strong nation of elves holds
£ “"47 Y the forest of Innishiere on the Zhainge's west
1 % _cl: defending their homeland by stealth and
f h. They suffer no intruders to live once they
; ﬂ!t foot in the shadow of the woods.
_# Law: The ruler of Innishiere's elves is the faerie
=7 King ‘Rhynnwyd (rin-NOOD). As elven nature
'-ﬁ ~ dogs not embrace an apparatus of government,
< 4“_1111 nwyd controls a law holding only in his
» .7 (,'.‘G,F ourt, province. His people still follow his orders
eut-hesitation,
E Vone.
"‘-Rhynnwyds guild holdings represent

c.nre little for business.
cheral elf mages loyal to Rhynnwyd

] ars *s sources. The most powerful of
kmﬁqnter Princess Niobhe,

. the forest's heart hides a’
' gleaming stone and glass—one of the few remaining

This tall, powerful-
- ly built elf has eyes
“that flash like fire
 when he’s angry; he
* tends to behave much
more physically and
directly than many of his
kind. Some of his subjects,
whispering, call his behavior
"almost human’—a comment that would send
Rhynnwyd into a towering rage.
This knight inherited rule from his father
Rhuobhan, a Deismaar veteran who died 600 years
ago defending the wood from the Vos.

Important NPCs: The princess Niobhe (FE; W11;
Re, major, 21; CG) serves as the power behind
Rhynnwyd's throne. She often intervenes to calm
her brother when his temper gets the better of him,
and she counsels him with patience and compas-
sion, By Rhynnwyd's law, any human who sets foot
in the forest must be slain, but Niobhe has per-
suaded him to bend that rule from time to time,

The princess wields respected powers of sorcery:
Her spells often prove the elven realm’s first line of
defense against invasion. She has perfected a modi-
fied version of the warding realm spell, which con-
fuses intruders by creating trackless paths in the
forest’s borders without affecting any of the native
creatures, including elves, With the help of other elf
mages, including Finn (ME; W4; Vo, minor, 12; N)
and Ailein (FE; W5; Br, tainted, 5; N), she wards the
entire domain this way.

Description: The forest of Innishiere may be the
most breathtaking in all Cerilia. It is home to the
great tallaghbhan (tah-LAY-van) trees, with silver
birchlike trunks and leaves of green and gold. Little
underbrush grows in the forest, so from a mile or
two away, the wood becomes a white-pillared cathe-
dral of warm, green light.

Elves have lived in this wood for many thousands
of years—in fact, Innishiere numbers among the
oldest domains in Cerilia, Dﬁ the green hills of

g elven keep of

cities predating mankind's invasion of Cerilia.
This is the city of Adwyth Tallagh (a-dooth tab-LAY),

is  the capital of Innishiere. Three-quarters of the
. realm’s inhabitants call this fortress home, although
it’s not m!usual for about

of themtobewan
fh&fmstatany%aﬂ s
smm'tmchdmmethanmodf




kozlovnyy

Alignment: Chaotic good.
Status: Recommended.

L 4
Province Law Temples Guilds Sources
Aziev (4/3) VN (2) T™M (4) NTG (3)* Swa (2)
Dansk (1/6) — TM (1) NTG (1) Swa(2)
Dwarf’s Deeping (1/5) — FDA(1) Grd (1) —
Dzernin (2/5) VN (1) FDA (1) Grd (1) -
Forestmarch (2/3) VN(1) TM(2) Grd(2) Swall)
Gradny (4/3) VN(2) TM(2) Grd(3)* —
Highvale (2/5) VN (1) FDA (2) Grd (1) —
Movorsk (0/7) — — — —
Nowvgorik (2/3) VN (1) FDA(2) Grd (2) —
Ras Medecin (1/6) — FDA (1) NTG (1) —
Sovradaloy (2/5) VN (1) TM (2) NTG(2) Swa(2)
The Swanwood (0/7) —_ -~ — Swa (7)
Tarvonyy (1/4) —_ T™ (1) Gred (1) Swa (1)
Tsongya Vale (3/2) VN (1) TM (3) NTG(3) Swa(l)

* Indicates a holding fortified by a castle,

Abbreviations: VN=Vladimir Nikailov (Kozlovnyy); TM=Temple of
Might (Chernevik); NTG=Northern Traders Guild (Sacha Kaptrev);
Swa=the Swan Mage (Marya Nivernny); FDA=Fiery Dawn of Avani
(Jihal el-Arrat); Grd=Gradny Coster (Halimah el-Nasib),

_’

Provinces/Holdings: Once the Khinasi state of
Medec, this realm was overrun by Vos invaders
more than three centuries ago. However, many

Khinasi customs and laws survived the conquest

and have influenced the Vos who now rule.

¢ Law: The baron rules with an easy hand, despite
having only minimal law holdings; his boyars, or
lesser nobles, administer their own lands. Vos
society traditionally places great value on the
individual’s right to act if wronged, so feuds and
duels remain common despite the baron's efforts
to outlaw them.

¢ Temples: The bitter rivalry between the outlawed
Temple of Might (the faithful of Belinik and
Kriesha, traditional gods of the Vos) and the wor-
ship of Avani divides the Vos nobles and
freesteaders from the Khinasi townsfolk in
Kozlovnyy and could lead to bloodshed.

# Guilds: Nowhere in Kozlovnyy can one see the
Khinasi influence better than in economic mat-
ters. The Northern Traders Guild and the
Gradny Coster carefully maneuver to dominate
the kingdom's abundant resources.

# Sources: The baron has forbidden the practice of
wizardry, but the powerful Swan Mage (FV: W16;
Vo, major, 27; Lé)"o controls several sources sur-
rounding the enchanted Swanwood.

Regent: The brash young baron, Vladimir Nikailov
(MV; F3; An, major, 27; CG) leads Kozlovnyy with
strong opinions and a blunt manner—a combination
that often makes him act before thinking. Despite
this fault, the ruler genuinely cares about his sub-
jects and is quickly gaining their loyalty and love.
(He has ruled only a few years.) A towering, thick-
muscled giant, Nikailov enjoys the reputation of
being the strongest man in all of Kozlovnyy.

The baron is the descendant of Igor Nikailoy, the
Vos warlord who led the final battle against Medeci
328 years ago. Igor Nikailov always resented the
evil influence of the priests of Belinik and Kriesha
among his warriors, so he outlawed the worship of
the two evil gods in his new state. Continuing the
tradition, Vladimir Nikailov worships Avani and
maneuvers against the outlaw High Priest
Chernevik.

Important NPCs: Halimah el-Nasib (FKhb; T5; Vo,
minor, 12; N), perhaps the single most influential
merchant of the domain, runs the Gradny Coster.
This handsome woman in her early sixties has a
light step and boundless energy. Her family lost
almost everything they owned in the initial Vos
occupation of Medeci, but her grandfather and
father gradually rebuilt their business interests.
Now el-Nasib has brought the coster back to the
level of her family’s lost merchant domain. Her chief
opponent is the Vos Sacha Kaptrev (MV: T3; Br,
major, 25; CG) of the Northern 'Ihden%. . . -8

The most dangerous man of Kozlovnyy, the High
Priest Chernevik (MV: Pri11, Belinik; Az, major, 25;
CE), leads the underground Temple of Might. The
priest plots to one day make Kozlovnyy a “true” Vos
kingdom.

Description: This young land on the western slopes
of the Rhuannadaraight forest possesses a great
potential for growth and expansion. Kozlovnyy rep-
resents a remarkable example of how contact with a
more developed culture can enlighten and elevate a
barbaric people without removing the values and
vigor that define them. s

Unfortunau:iy. y M ) it: zll sur
by enemies. Even thei'ood; neighbori . M.

consider it a kingdom of weaklings; ba
mishes crop up often.

VRN
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other domains

nlike the more civilized areas of the Plains
states or the Docandragh, the Zhainge
Valley boasts only two human domains.

remples

The dearth of churches in the Zhainge Valley
reflects the region’s largely nonhuman population.

the temple of the ancients

Alignment: Neutral good.

Status: Recommended.

Summary: Dedicated to the worship of the sea god-
dess Nasri (Nesme to the Anuireans), the Temple of
the Ancients is a minor faith centered in Mesire.

L 2

Holding  Level Province/Ratings Domain/Ruler
Temple /4 aba (4/1)) Alftane/Red Kings
Temple P Kl\1 Fira Zhainge (2/3) Aftane/Red Kings

*Temple /., 2 " (5/0) Ariya/el-Arrasi

Temple ' o1 & u-n Ariya/el-Arrasi

Temple . 4 f " Mesire Mesire/el-Mesir

"~ Namal: M‘)l Mesire/el-Mesir

L Zikala/el-Zisef

al B w I ll n F b = &
Matriarch ]ma el-Mesir (FKb Pr7,

.........

Bescnptmn In addition to venerating Nasri, the

Temple of the Ancients preserves the memory of the

ken tongue and protect many Masetian artifacts
(some powerful magical items) in temple vaults.

TP g

mor, 17 NG)ithe Speaker of the Great uild
1? Ti:us

This faith proves very popular with seafarers and
traders all along the coastline. The bulk of its hold-

ings lie outside the Zhainge Valley, but Jasmina el-

Mesir holds court in Mesire in the Great Citadel,

the heart of the faith.

Other temples in the Zhainge Valley (including
their total holdings in each domain):

# Fiery Dawn of Avani* Kozlovnyy (7)
(Jihal el-Arrat) Mesire (1)

¢ Temple of Might Kozlovnyy (15)
(Chernevik)

* Also in the Docandragh.

The guilds of the Zhainge Valley re fairly insu-
lar. In fact, only the Gradny Coster anan the Zhainge
Merchaanmld operate outside Lhenrhome states.

Guild

Regency GeneratedlAccumulated 15/20 RP.
Treasnry' 12 GB. The gulld normaliy collects about
GB perdor - I
egent; - many years. a black—hearted racketeer
called el-Zareda controlled the Zhainge Merchant
Guild. However, el-Zareda was removed about a
year ago and replaced by one of his lieutenants,
Aswan bin Serhouf (MKb; T5; Br, minor, 15; NG).
This canny fast-talker and former smuggler has
dashing good looks and great personal charm.
Although he calls self-interest his only motivation,
this compassionate idealist actually possesses a
heart of gold.




¥ “Rbmtly thl Zh.i!nge @ﬁﬁd}mbﬁeﬁ'dﬂl
vicious trade war with the Brotherhood of Khet
Aftane. When Serhouf learned that the/Red
supported the sinister organization, he’began
olutionary movement against them; using
at his command to end their corrupt rule.

Description: The Zhainge Guild was founded more. .

than 100 years ago as an association of barge cap-
tains and boat op;l'ators. T!wy muscled out the

other cargo carriets on the river and monopolized © « ©

all transport up and down the Zhainge. Eventually

the guild expanded into buying and selling goods « © ° e 2 C
directly instead ‘of dealing with middleman mer- .~ * additional 30

chants in the cities.

Today, most merchants along the Zhainge be!ong o~
to the guild, which requires them to set their prices m

and paydhqmﬁcdordmgly Aswan bin Serhouf con-
stantbtﬁ;w ean up the extremely corrupt lead-

.-,

5 in the Zhainge Valley (including

their t: in each domain):
¢ The Dark : . The Basilisk (11)
(Kalilah Sun- Encs)
* Gradny Coster* Black Spear Tribes (4)
(Halimaly cl-Nasib) Kozlovayy (11)
3 Northeri Traders Guild’ Km.lum” (10)
B a ) A
e g of Tnnishi My I‘nms]yurq{ﬁ}.

The Basilisk (1)

1 the Zhainge Val 3 seem even more
0 thelf home states than area’s guilds,
e Emirof Mesire: mamtams holclmgs in more

Alignment: Lawful goad.

Summary: Although the baron has outlawed true
magic in Kozlovnyy, the powerful sorceress Marya
Nivernny—the Swan Mage—controls much of this
land's potent magic. Her domain centers around the
Swanwood in north central Kozlovnyy.

T v T —
o wu-:y«’---}}_m-"-r g’

'S

'y 2 Aziev (4/3) Kozlovnyy/Nikailov
- 2 Dansk (1/6) Kozlovnyy/Nikailoy
. 1 Forestmarch (2/3) Kozlovnyy/Nikailov
- Source " 2 Sovradaloy (2/5) Kozlovnyy/Nikailov
Sotirce 7 The Swanwood (0/7) Kozlovnyw/Nikailov

) } Kozlovnyy/Nikailov

Kozlovnyv/Nikailov

b.fStandmg aloof from. thq. ‘ﬁ:ﬂﬂ
.. Swan Mage

ks to protect the

ed: 16/30 RP.
Wi ds. she earns no

: "50 numbers

er domain from the hand of man. Sevcral years
, she had te use powerful sorcery to defend the

Swamvoqd from the baron’s hunting party. |
regcr;ls friends died as a result, and

Nikailov has never forgiven J'ler

Other %mds of the Zhainge
their totql oldings in each domain):

.

ne of

adimir
&

Valley (mtlgdmg

T ’




N *
% “The elves named this land ‘the Docandragh,” which in
their tongue means 'heart’s wonder." I have walked this land

east to Merasaf’s Yousera Peninsula, and from the Fi
of Ayan as far north as the elven woods of Cwmb
And, even after all this time, mybeartsuucm’cbuhmy
throat when I look upon these green mountains and rush-
ing torrents, these ancient forestsqand sacred valleys. For
tbeDacandmgbtsasacmdjfaw a living cathedral, a
placewberemngama !bemin&of ¢ gods.
Beauty such as this rtals

have compaﬁ it to the lush Erchmmcn or the syl-
van Sielwode, ‘but the Docandragh spans much
more territory than either of these Anuirean forests.

'The Masetians

leaving the inland areas
to the elven people. The Basarji
inherited the Masetian domains

T

after

handofman o 13 !
The Khinasi realms of the Docandraa: center
the powerful walled cities of the co&t
. e L P X

‘In fact, many
d hunters dis-
in the ocan-
agh every year,
“rumored elven
victims.

for more than thirty years, from the banks of the Zhain

’/\‘_\ settled the coastlines
POt 1L Sz
. ®  than 2,000 years ago;

- -epnstmechnactaroftheﬂocmdﬁghmes |
perful supplyofmgsctoanywmrdsﬁﬂed
h'to tap it, and most cities of this region are

conflict between reah;'ls with enchantments instead
of swords, as the rugged terrain makes it difficult
for armies to reach their enemies.

kheleb-izhal

greatest dwarf realm of the continent was

Kheleb-1zhil. Legend tells of deep dwarven
halls hung with a thousand banners and roofed with
beaten gold. However, around the year 890 MA,
the dwarves sealed the doors of their city. Not a sin-
gle resident of Kheleb-Izhil was ever seen again.
With time, people forgot even the location of the
city. No one knows what happened to the dwarves,
but many believe the city used to lie in the moun-
tains in eastern Rhuannach. Perhaps it oes.

&

; I n_the dawn of human history in Cerilia, the

the 1con hand
OFO(;S . ,;‘

wo centuries ago, orogs stonmd the wests

ern provinces of the state of Merasaf in an

immense assault. Thousan qf warrior
beasts swarmed from concealed tun g
most of the domain in a matter of days. At th
Merasaf numbered among the :
Khinasi realms, but today only the ge .
Peninsula remains under the Mera ﬂ er's
control. The orogs have made several Sttempts.:
expand their conquests, but the Defende:
cations continue to resist their attacks®
into Min Dhousai to the south and Yer
I:lCIl"th have met with only marginal success. .

0 “ﬁﬁﬁﬁ{&:
ﬂle oumalice

mpeaple :
A in hidden refuges in the Rain Serpent
Mountains in the southwestern Docandragh.
This race, said to be closely related to man, avoids
contact with humans.

Locals say the dhoumaire are a tall, slender folk
able to take other shapes and possessed of strange
mind powers. Those who search them out often turn
up after weeks of wandering unharmed but with no

<~ memory of an encounter with the dhoumaire. The peo-
¥ ple living near these mountains refer to the dhoumaire

thuugh no one knows the

as “the ones who wait,”
; origin of this curious epnthet
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Alignment: Chaotic neutral,
Status: Recommended.

[ .
SOS (1)

o elim(I/8)  MD(1) FDA(1) DC(1) Cae(7)
o rda (4/3) SN (2) NTS (4) SOS(4) Sir(3)
508 (2)

Nurida (5/2) SN (3)* NIS(3) SOS(4) Sir(2)
SOS (2) FDA(2) DML (1)
Qadal (2/5) MD(2) FDA(2) DC(2) Sir(3)
Ras Dhoumaire (3/6) DML (1) FDA«2). *DML (3) BD(3)
Sahatad (2/5) DML (2) FDA(2) DML (2) BD (5)

* Indicates a holding fortified by a castle.

Abbreviations: SN=Shalilah min Nurida (Bey of Nurida);

NTS=Nuridan Temple of Sarma (Rigel min Namal); SOS=Saciety of

the Serpent (Darius Asparta); BD=Beshid el-Djafara (Sultan of

 Djafra); DML=Djafran Merchant League (Ouisira bint Falih);

©  DCs=Docandragh Coster (Omar el-Rehil); FDA=Fiery Dawn of

- Avani (Jihal ebArrat); Cae=Caclcorwynn; MD=Malik el-Djafara

(Prince of Djafra); Sir=el-Sirad.
\ 4

Provinces/Holdings: The internal troubles of Djafra,

akened it to the point of near collapse. The realm's
‘ﬂn,. h: it g A it & sourc

.1 | 4

. SUE A on
bankrolled by guilds govern their own fiefs,
A regent wishing to restore order
here doubtless will face several

S o0 attempts on his life in the
T first week of his rule.

Yty 3
g i =
e o~ Sl N

rules the entire state, two vassals

[

% },‘f-"-.

¢ Law: As Djafra’s guilds control most of the law

(either outright or through their puppet rulers),

corruption is a way of life,

The faithful divide their attention

two major temples: the Fiery Dawn of

Tled by Jihal el-Arrat (MKb; Pr2, Avani;: Ba,

: . 19; CG), and the Nuridan Temple of

Sarma, governed by Rigel min Namal (MKh; Pr5,
Sarma; Az, major, 27; NE).

4 Guilds: The Society of the Serpent, based in
Nurida, seems the strongest of the three local
guilds. Though many citizens view it as a vile
threat to Djafra’s moral fiber, the guild easily
manipulates the Bey of Nurida—Shalilah min

'FKI "

e Malil 4 the sultan’s cousin.
: s: Beshid el-Djafara

possesses magical influence that extends farther
than his actual rule. The elf enchanter
Caelcorwynn of Rhuannach controls northern

sources, and el-Sirad—the Sorcerer of neighbor-
ing Mour el-Sirad—wields power in the south.

Regency Generated/Accumulated: 22/15 RP,
(Malik el-Djafara owes the sultan 4 RP each domain
turn, and Shalilah min Nurida offers 6.)

Treasury: The sultan has 10 GB in his coffers and
normally gains about 8 GB per domain turn,
depending on tithes from his vassals.

Army: The sultan maintains the following standing
military force:
@ 1 unit of Khinasi medium cavalry
# 2 units of Khinasi spearmen
@ 2 units of Khinasi archers
Navy: 4 zebecs, 6 dhouras
The Bey of Nurida has one unit of cavalry, three

- units of spearmen, two zebecs, and five dhouras.
~ Malik el-Djafara fields an army of one cavalry unit
ﬂ‘{d four spearman units.

. lieg’ent: Grand Sultan Beshid el-Djafara (MKh; W6;

Ma, minor, 22; CG), a flamboyant hedonist in his
middle years, abandoned his study of magic as a
young man and spent decades engaged in debauch-
ery. He took the throne late, since his father clung
to life until his ninetieth year. Some close to the
court find it an interesting coincidence that, due to
the senile old sultan’s remarkable longevity and his
son’s lack of leadership, the Djafran Merchant
League has held onto its power over the throne.

# Lieutenants: Anyone close to the sultan actually

- works for the Djafran Merchant League-—m'one

of its rivals.

vy BORpetoat sorcarebe



: '.lmporhntNPCt Maﬁkﬁ%{m"ﬂﬁq - and happy. However, the destructive greed

minor, 12; NG) remains one of the land

erful tamounzada. His family tradltionaﬂy has held Theld

Dijafra’s northlands for the sultan. From this base of
power, the prince works to end his cousin’s corrupt
rule and remove the mighty guilds from power. Of
course, to finance his quiet rebellion, Malik el-
Djafara has been forced to turn to yet another guild,
the Docandragh Coster. The coster wants a chance
to expand into the rest of Djafra, but Malik promis-
es only fair and equal treatment before the crown.

As leader of the Djafran Merchant League,
Lady Ouisira bint Falih (FKh; T12; Br, minor, 19;
CE) wields the principal power behind the throne.
Though she masquerades as an ajazada with wide-
spread business interests, she's really little more
than a wealthy thug whose dirty tactics keep her
on top.

Falih's chief agent is the mysterious magician

" Déminef el-Jamal (MKh; M13; NE), the sultan’s oily

vizier. Déminef holds the regent under the sway of
powerful charms and will-weakening poisons. The
vizier makes sure his mistress controls the decision-
making power in Djafra.

Description: This land of great natural beauty lies
in a vast valley between two densely forested moun-
tain ranges, the Rain Serpents and the Caeren
Alwydd. Small cascades and streams run every-
where, and the people seem generally presperous

of the guilds has led to over-hunting and -logging,
which permanently spoils more of the land’s beauty
every day.

Make no mistake: The guildmasters are not kind
rulers. They've spent the last 20 years wringing
every last copper from the Djafrans. The public
resentment shows, too: In most parts of the state, a
merchant dares not go abroad without bodyguards
to protect him from “accidents” However, the
guilds retain the upper hand by employing great
numbers of foreign mercénaries fo watch over their
interests and keep the Djafrans in line. 3
¢ Capital: Although Djafra isg/the sultan’s seat of |

power, his vassals in their provincial capi- |

tals: Malik el-Djafam in §él-Deyir and Shalilah™ f

min Nurida in her home Nurida. 3
¢ Trade goods: Guilds take' from area forests the ‘g

furs and timber so in demand in the Plains, The:
realm also boasts profifdble mines in the moun-
tains as well as apple’and pear orchards in the
cooler highlands. (& 2
&) o
Allies: The state ha8 no reliable allies now. ';‘
However, in better , the sultan was a fast fncn
of the regent of Gha oura to the south.

i 1

Enemies: Once ; great rival of Mesire a
Khourane, Djaira‘"r.lcarly seems its own greatel(
enemy today. i

¥




mour el-sirad

Alignment: Chaotic good.
Status: Recommended.

=

33—
Province 1 ¢ Temples  Guilds  Sources
' Adeic:itzrs) :1; .bgg;m) SOS (2) g;i;{;])
. Ayandir (1/8) 1 (1 —_
g Barein (2/5) y ULJ;# H(2) SOS(1) g?g)m
Ber Dijin (0/9) — AL % — ir
* "Ber Falaia (6/1) KFM8)* SOH (4) DC (4) KFM (1)
if SOS () :N'rs {2) SOS(2)
I-‘.RnsM]:intWQ} - \1.1';‘ Ei?' - GS (3}3}
N b & KFM
(277) - OH (2) .DC.(1) (57)
el-Sirte (1/8) NTS (1) % (1) SOS (1) Su'{
gouth!b?nume (27 gx::; H(2) DC(2) o {g:
uarime (3/2) 2) (3) DC(2) (
‘Zulaf (4/5) KFM (2) 'SOH (3) DC(3) KFM (3)
Law | Guilds Sources
Sir (2) s& (1) DML (1) Sir (4)
Sir (2) SOHI(2) DML (1) Sir (5)

: -Mashil (Khourane);
amal); SOS=Society

d (Mour el-Sirad);

throughout e s

h forest lies the vast fro
and of able folk who p

acter doesn't I&

bureaucracy.
a handful of la

FOP
(F ; FS; Ba,

1) trymde

-

£s.
¢ Temples: The Nuruhn Temple of Sarma
agity in cities and places of trade, v

hield of Halaia, Jed by T'lhara min "

tainted, 9, 3,

ST ARt 8 21

ing t makendxeem:rasmle But Omar el-
Rehdl (MKhk; T9; Ba, major, 28: NG) has the
trade advantage with his Docandragh Coster,
which he established to exploit the northern
frontier.

@ Sources: The Sorcerer, or el-Sirad, rules a domain
called Mour el-Sirad (two
provinces usurped from Khourane) just south-
west of the emira’s realm and commands much
magical power throughout the Docandragh.
However, the emira and the Gray Shadow—a
wandering Anuirean wizard named Taeric
Uluine—are potent mages, too

Regency Generated/Acciimulated: 39/50 RP.
Treasury: Khourane's treasury holds 25 GB. She
mﬂectaabothOGBeachdnmain}'u!n v M
R T e OIS M“ 4o et %
Army: Khourane maintains no units of cavalry,
which wouldn't prove very useful in the rugged
landscape. The emira's fleet anchors in Ber Falaia.
Her forces consist of; '

# 5 units of Khinasi spearmen

¢ 5 units of Khinasi archers

¢ 2 units of scouts

Navy: 4 zebecs, 9 dhouras, 2 dhows

Regent:. The emira Kalilah bint Farid el-Mashil

(FKb; W10; An, major, 39; CG) rules Khourane.

This tall, gaunt woman in her early fifties possesses

a fierce cast to her face and sharp, clipped speech.

Though often short-tempered and sarcastic, el-

Mashil is extremely intelligent, capable, and misses

nothmg around her, To defend Khourane, she would

give her life without a second thought.

The only child of the emir Farid el-Mashil, the
emira has never married or borne children.
Although still in excellent health, her courtiers have
begun to maneuver for her favor in hopes of being
designated heir to the realm.

# Lieutenants: The emira's most valuable lieutenant
is a quiet bureaucrat named Beshir min Barein,
who possesses an uncanny skill for guiding the
day-to-day administration of her government. By
handling routine tasks, Beshir frees Kalilah to

I' ~attend to more important matters, such as deal-
 ing with el-Sirad or the Minotaur, the awnshegh
B dwellmgmthe MazeofMulwr'

totbeeast




Khourane. Its provinces, Bicheda and Ghourin, tra-
ditionally belonged to Khourane, but 10 years ago
the Sorcerer claimed them by casting an impenetra-
ble warding that isolated them for years. Despite
the efforts of the emira’s magic and troops, el-Sirad
could not be dislodged. By the time he released his
warding and opened the lands, he had forged
Bicheda and Ghourin into his own domain.

Generally, the people of Mour el-Sirad seem con-
tent; their mysterious overlord asks little of them
and allows the various village and town councils to
administer the realm. Magical constructs called
meharmaine, or Golden Ones, enforce the Sorcerer's
few edicts and bring the people’s taxes to his tower
in the capital, Ghourin. Folks have long since
learned that interfering with the Golden Ones
brings swift and agonizing death and s Ve
accepted their status as the S s ot

No one knows much-of el-Si himself. He
keeps his goals shrouded in mystery, although he
hasn’t treated his people poorly or sent them to war.
Many of Khourane's counselors have advised a full-
scale invasion of el-Sirad's domain, but the emira
prefers to wait and negotiate rather than place her
people at the mercy of a powerful wizard of ques-
tionable motivations and stability.

Description: Like its neighbor Djafra, Khourane pos-

sesses great natural beauty, with towering peaks,

trackless forests, and swift-running rivers. The people

feel a deep reverence for the land and husband its

resources carefully,

¢ Capital: Ber Falaia, the City of Gardens and
capital of Khourane, features walls terraced with
green hanging gardens and streets lined with
groves of oak and cedar. The emira's palace sits
on a low, wooded hill near the city’s northern
gate.

#® Trade goods: The state, though fairly self-
sufficient, does maintain a minor trade of lumber
and pelts.

Allies: Taeric Uluine has not made public his
motives for helping the emira. However, the Gray
Shadow (MA; W11; Vo, minor, 19; LG) has loaned
Khourane his spellpower more than once to oppose
el-Sirad.

Enemies: The powerful state is surrounded by ene-
mies and uncertain allies. Due south, Mairada dances
to the Serpent's tune, changing alliances to please its
island neighbor; the realms of awnsheghlien—the
Minotaur and the Magian—lie close at hand; and the
chaos in Djafra occasionally spills over into western
Khourane. The emira spends all her time dealing with
foreign affairs and scarcely has a minute even to think
about internal matters.



iron hand 1ribes

Alignment: Chaotic evil.
Ml Status: Not available for PCs.

. \ 4
' Province Law  Temples Guilds Sources
0 BauthRnvad (33)  Bur (4)* TT (3) = =
- _--, ‘Blackmarch (2/5) . Bue (1) TT(2) - -
_’ﬂl: Bloodpeaks (1/6)  Bur (0) TT (0) = -
Hellforge (41) ~ Bur(2)  TT(2) - &
Tronguard (3/4) Bur(2) TI(2)  — -
nrock (2/5) Bur (0) TT(1) =% By 8
25) b Bur (1)* TT(1)* oo — W
- Bur(1) TT(0) = — Fy

: : Bur=Burzuk the Great {lmn Hand T
. f[gl'cr;@n of Innnn {Dzlntl.r]
winces/F Them]mgo of the Iron
~ "‘Mand call their  state Duzbumzabr:;g‘m their own
£ Qongn&' Since the tribes took these western
b Thad &fmmnces of Merasaf in a sudden assault 182 years
N _ tl:nﬂ:nqqd ‘:t!:ever faced'a aerums ‘threat to their
: ,} co Orog , forges, and armories
W nﬁhtﬁbmkyh:ﬂaoftbelandsbetweenCwmb
- Bheinn and Min Dhousai. :
1 _Law: Many rivals and rebelliots. subordinates
- seek the [ron Hand chieftain’s position, so he
. can’t uphold law equally across the domain.
= Ny Temples: Orog battle priests remain the true
power brokers of the race, carefully manipulating
. their fellows into alliances as they see fit. In fact,
. these priests themselves placed the current
chieftain on the throne, because they knew they
coulds:ontrol him,
suilds: The Iron Hands are warriors, not mer-
or thieves. From time to time, they trade
e Vos of Yeninskiy, but no guilds operate
here.
e Spwca Incapable of harnessing the power of
_ the land, the orogs have despoiled most of
" Duzhumazabik with reckless mining and industry.

Tribes):

Regent: Burzuk the Great (MM;
F8; Az, major, 22; NE) is the
titled Chieftain of the Iron
Hands and a competent

military leader with a
reputation for great
strength and
courage (as

well as a

" lenges from underlings.
- Description: Perhaps 50 to 80 thmsand

short temper). However, the subtleties of tribal pol-
itics are lost on him, Thus, the battle priests (his..
principal supporters) and clan leaders actually rule
the tribes, using Burzuk as a figurehead. gl

o
Important NPCs: The tribes' head battle priest, a 'gi
scarred old warrior named Dzintar (MM; PrS8,
Torazan; Az, 28, major; NE), has held his position
for many years, even in the face of constant -J,_"' 3

Hanmmmmm:
3 w CC ":..-

- away Yetilhlhyr, K.houran&“ ;

#i?f g # _'.' e

Duzhumazabik has few satt.lﬂneuﬁ X
ground; nearly all orogs dwell in subterm %
delved under the rocky hills. The area’s rich iron.
ore and other mineral deposits feed the omgx
forges, always busy readying the tribes for war. '
Only the most foolhardy humans venture into the wﬁ
lands of the Iron Hands, for the orogs dellght in
taking captives and putting them to death in new
and interesting ways.

Dhousai in a matter of weeks. L
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e

TR AR AT A A REE R AR A T MR R RN TN




Das (4)
Grd(2) —

Med (1) Grd (2)
Med (2)

the Lamia (the Lamia); Med=Medecian Way
arvadae); Bes=Besalam Guild (the Lamia);
Astronomer; Grd=Gradny Coster (Halimah el-

<

oldings: Once called Besaiam, the
annadaraight domain of the Lamia is a
ing forests and rugged mounta;ms east
. Settled almost 600 years ago by
neers from the city-state of Medeci,
d the misfortune to fall under the con-
egh, For some five cen-

i ] the land through
re and vile deception—an

© viciou . awnshégh

~ blood al:nlitrgmn her a charm ausa. i
¢ Law: The Lamia's charmed guards and soliers
control the constabulary ;

land. In fact, about a ql.tarter L
men have fallen to the aw
charm power at one point or
serve her unswervingly. Howew
cruel vanity has bred a resentful pop LY
# Temples: The Medecian wabﬁM still iiitﬁ
vives here, but the Lamia’s power to chamn

important churchmen has altered the temple*s kd] locals ofte

structure drastically in recemt centurie

Powerful women—such as High Priestess locas |

Narvadae (FA; Pr6, Avani; An, major, 30; €G)—
have replaced men in the ranks
worship of Avani with the aim of ﬂm&
abomination. .5
¢ Guilds: The Gradny Coster of Kozlovnyy main-
tains contacts within the Lamia's ‘realm.
However, the most meorlant
domain, caught by her “charm, -

awnshegh through the Besaiam Guﬂd.
¢ Sources: The Lamia has charmed a p

true wizard named Dashid the
who controls sources here and
™ & _': A

L N
i " \

mtht

= J

] hmclflmore with wealth and power than with her

,io{

minor, ), Wiodlaes
as she commndﬁ{ﬁ S

In addition to these charactes:
leaders and merchants also
The Lamia brings these ciy
charms them before ret g them to their affairs.
The only limitation te'this power is her inability to
charm women; in fact, the Lamia can't abide the
sight of another woman and views any pretty girl in
her domain as a potential rival.

indreds of town
Ty eir vain regent,
adcrs before her and

Description: Although the Lamia's domain seems a
realm of modest prosperitylife'isnt. always pleasant -
here. The awnshegh's slaves resort to extortion and
terrorism if they encounter even the slightest w
tance 't her irrational edicts. The Lamia concerns

ects and often demands crushing taxes to fund
onal vanities such as monuments to herself or
nswe trappings for her court. y
ecommon people generally feel resigned to thei
They know the Lamia only by rumors and secon:
F]d stories, and all their ajazada and civic leaders
ist nothing is wrong. As the Lamia herself doesn't

use ruin in the domain, com-
mﬁwhatmlkngtohve inder her rule,
one city-st e of Medect

.Vlk"r"




Dhousai. powerf; m;
_scarred by countless battles, has

Wiant general. Throughout his rei
and repeatedly routed the orogs o

@;ﬁm

2 ILM by tier, while keeping the ‘Magian’s fo

[i]ﬁm (6) Although as a warrior the king
leled skill and cunning, he has less tal
man. His repressive policies and strong

have worn thin, and agents of his enc
o ibn Rami el-Dhousai (Min 430, the people against him. El-Dhousai
d Khmhl (Faroud min Gheirut); ults

DrC=Dragonsea Coster (Hus )i RM=Royal Mages of ~ eact to these assa sweeping dee

Min Dhousai; FDA=Fiery Dawn of Avani (Jihal el-Arrat);  harsh crackdowns—a bloodbath in the

DC=Docandragh Coster (Omar el- Relulh SOH=Shield of Halaia King Kassim relies on three high u@h

(Tihara min Buseri). most senior military officers of the realm. )

* the Captain of the North, Dounato el-Jai

F5; An, minor, 12; LG), enjoys Kassim's

Provinces/Holdings: Min Dhousai is a kingdom dence. Dounato’s strategies and leades o f

‘under siege. Threatened by the Magian to the east kepttheomglatbay'ﬁmiﬁyears When problems
and the orogs of the Iron Hand Tribes to the north,  arise in Min Dhou.m the king usually hands them

+ the realm has survived only through the ugé of the to c.l erat. e W

- most draconian measures. . hemL

® Law: The army of Kassim, king of Min Dhounl. Is

- functions as the state's police force and con é’ -

all available law holdings. Their law seems ta

cially harsh—just speaking out against the % -~ Mag Ways

- a capital crime. Most Dhousaites accept el iz managed to elude taking the oath and

‘hardship as a necessary condition for their sur.  volunteerec to serve King Kassim on the orders of

vival, g 'hﬁ true master: the Magian, awnshegh regent of the
® Temples: The Shield of Halaia and the Fiery  domain directly to the east. Teraziz now awaits the

Dawn of Avani both enjoy gopullnty in Min  right moment to destroy his four fellow mages and

Dhousai, but the king and his cou.rt favnr the /  place the king under his magical control.

Whlteva&‘d of Khirdai, based nd led by

alim Teraziz (MKh; W7; Vo,
-is a dangerous traitor. The Royal
s been bound to obey the king,

' Description: Min Dhousai's great natural beauty
. matches that of nearby Khourane and Djafra, but
~its citizens don't share their neighbors' frontier
character. For centuries they've waged war after
war merely to survive, and the state feels more
~like an armed camp than a domain of free citi-
zens. Fortifications and walled estates are com-

. mon along the borders, and every farmhouse has
“g strong shutters, barred doors, and a bow or spear

by the hearth.

The young men of Min Dhousai must serve at
least tlmée years in the king's army, then drill
- regularly with a militia company for 10
= g%gnﬂ:erleaving service. These very
ell-trained mihtumen. when levied




Regent: High Lady Fiona bragh Garradhgynn (FE;
W13; Ma, major, 28; CG) has ruled Rhuannach
since her husband, High Lord Daegendal, fell in
battle against the Black Spear Tribes 30 years ago.

Sometimes called the Sad Queen, she mourns her
lost husband still. Those who meet her remember

rhucmnach

- Alignment: Chaotic good.
fiig, -Status: Recommended (elf domain),

;_-‘ ¢ L 2 her beautyh-and,sﬂmﬂea:;d—thn rest of their de*
BGE e oviate Law  Temples Guilds Sources The lady's compassion s made. 2
laight (1/8) = DIL(0) FG(0) Cae(?) i :
Bovyn N0} i oS T R 8 W

ch

: ed the elves. Nﬂwthey'rebndpmud

todafendthmbduvedfuuta from the advance of
'“‘fathaBlmkSpnrmﬂeuanﬂtheMcesoftheLamh
- whose domain lies justﬂtothenorth '

i’; . Rhuannach has become home to the survivors of i

~ old Djira; about 20% of the High Lady's subjects are  Innishiere, Rhua
humans. These Djirans have come to understand In ceumriﬂ st, its rulers pe d ;
elven ways and gladly acknowledge the High Lady's  through their portion of the a
power. In return for the right to live in the forest,  link Merasaf and Djira, Of late, Yetamd:
they act as the first line of defense against the and overgrown,

encroachment of the Black Spear Tribes.

The capital lies in the province of C
¢ Law: The High Lady of Rhuannach has lost con-

on the southern shores of the lake cam‘lh

trol of her northern borders due to humanoid
raids but retains the loyalty of the human-held
provinces of the south. She concentrates her rule
in the central portions of her forest.

Temples: Madina el-Wasir (FKbh; Pr7, Leira; Ba,
tainted, 6; LG) maintains the last holdings of the
Djiran Temple of Leira, in southern Rhuannach.
No elves belong to the temple, of course, but
Dijiran refugees do.

Guilds: As elves care little for material trade, no true
guild holdings exist in Rhuannach. Instead, these
holdings represent forest creatures and allies of the
elves, who will spy for the High Lady or aid her in
times of trouble. The Djirans occasionally trade with
the Kozlovs but refuse to deal with Djafrans.
Sources: The Court Wizard of Rhuannach,
Caelcorwynn (ME; W13; An, major, 22; CG), is a
mage of the highest caliber. However, the
Lamia’s wizard has seized some sources on
Rhuannach's border and now challenges him for
control of the elven state.

Garradhalach. The Sad Queen's court is M : :
more than an open glade beneath the stars, sur-
rounded by stands of magnificent trees of all
Elf artisans, songmakers, and warriors
night to pursue their various tra the
their homes and wor! w
lantern-lit halls beneath the hilll.




other domains

he three great trading blocs of the

Docandragh are the most active of this

region’s nonpolitical domains, but the area
also seems remarkable for its large number of
blooded wizards.

Temples

Four major faiths—the Fiery Dawn of Avani, the
Shield of Halaia, the Nuridan Temple of Sarma, and
the White Sword of Khirdai—quietly compete for
supremacy in the Docandragh.

nuridan temple of sarma

Alignment: Neutral evil,

Status: Recommended, -

Summary: Based in Djafra’s ancient port of Nurida,
the Temple of Sarma (Sarimie in Anuire) encourages
commerce throughout the southern Docandragh for
its own profit. PC regents choosing this domain can
make it more benevolent by having the regent oppose

the Serpent's insidious influence.
4 e
 Holding Q‘l..eul ‘Province/Ratings  Domain/Ruler

Temple Bagira (3/4) Djafra/el-Dijafara
Temple l Cape Hamah (1/8)  Djafra/el-Djafara
Temple 3 Djafra (7/0) Djafra/el-Djafara
Temple 4 Fhirda (4/3) Djafra/el-Djafara
Temple 3 Nurida (5/2) Dijafra/el-Djafara
Temple 2 Adeid (2/3) Khourane/el-Mashil
Temple 2 Ber Falaia (6/1) Khourane/el-Mashil
Temple 1 el-Sirte (1/8) Khourane/el-Mashil
Law 1 el-Sirte (1/8) Khourane/el-Mashil
Temple 3 Tuarime (3/2) Khourane/el-Mashil

*

"~ | Regency Generated/Accumulated: 22/35 RP.
B/ 'Ibcasury' 10 GB. The temple normally collects
4 2 wabo ‘GB per domain turn.

: egent: The Lord Priest Rigel min Namal
(MKb; Pr5, Sarma; Az, major, 27; NE)
claimed the temple leadership two

years ago, after the mysterious
¢ death of his predecessor.
. Some say the agents of

his allegiance. Of course, as the temple officially
opposes the Society of the Serpent, no one who
stands near the lord priest dares repeat such a rumor.

Rigel min Namal is a short, wiry man of middle
vears with a shaven pate and an abrupt—sometimes
rude—manner, In every conversation and situation,
he remains on the lookout for information he can
turn into personal gain—like a starving rat looking
for food, a number of critics have remarked.
Description: The Nuridan Temple of Sarma was
founded more than 600 years ago, when Nurida was
a powerful and independent city-state. At the time,
Nuridans enjoyed a reputation as the wealthiest and
canniest traders in all Basarji, so the founding of a
temple devoted to the lady of luck and commerce
surprised no one.

Nurida's fortunes have fallen in recent decades,
but the temple has grown into a major power along
Khinasi's southern coast. Anyone seeking Sarma’s
favor for a mercantile venture or transaction makes

“a small offering at one of her shrines. The priests

teach crafts and skills at many temples to increase
the commerce and fortune of the community.

Under Namal's leadership, the temple has sought
active control of its worshipers' enterprises, seizing
wealth wherever it can. Many Khouranean and
Djafran commoners now view high-ranking priests
of the temple with scorn md-msentmcnt.

_OtherteE: ofﬂ:eDomdngh{mdudmg_

in each domain):

’._

@ Dijiran Temple of Leira Rhuannach (3)
(Madina el-Wasir)

¢ Fiery Dawn of Avani* Djafra (16)
(Jihal el-Arrat) Min Dhousai (5)

® Medecian Way of Avani The Lamia (9)
(locas Narvadae)

¢ Shield of Halaiat Khourane (14)
(Tihara min Buseri) Min Dhousai (3)

Mour el-Sirad (3)

¢ Temple of Torazan Iron Hand Tribes (11)
(Dzintar) !

® White Sword of Khirdaif Min Dhousai (9)

(Faroud min Gheirut)

* Also in the Zhainge Valley,
T Also in the Island States.

guilds

A handful of small guilds try to compete with the

_’

Docandragh Coster, the Djafran League, and the

Soc:ety of the Serpent. However, the smaller opera-




# Society of the Serpent?

* Also in the Zhainge Valley.

the . uie T8
docundfﬂgh %
coster '

Alignment: Neutral. T
Status: Recommended. : :
Summary: Representing a union of hundreds of
loggers, miners, and farriers, the Docandragh
Coster seeks to control the rich trade of forest prod-
ucts in Djafra, Khourane, and Min Dhousai. The
leaders of the coster wisely control the exploitation
of natural resources to prevent the destruction of
their greatest source of income.

&
Holding Level i Domain/Ruler
Guild 4 el-Devir (4/3) Djalralel-Diafara
Law 4 el-Deyir (4/3) Diafra/el-Djafara
Guild 1 Djafra (7/0) Djafra/el-Dijafara
Guild 1 Dijin Belim (1/8) Dijafra/el-Dijafara
Guild 2 Qadal (2/5) Dijafra/el-Djafara
Guild 4 Ber Falaia (6/1) Khourane/el-Mashil
Guild 3 Maura (4/5) Khourane/el-Mashil
Guild 1 Sahadein (2/7) Khourane/el-Mashil
Guild 2 South Ihnoume (2/7)  Khourane/el-Mashil
Guild 2 Tuarime (3/2) Khourane/el-Mashil
Guild 2 Almein (2/7) Min Dhousai/el-Dhousai
Guild 1 Ras Dheiredin (1/8)  Min Dhousai/el-[?housai
Guild 3 Toure el-Fasil (5/4) Min Dhousai/el-Dhousai
Guild 1 West lbnoume (1/8)  Min Dhousai/el-Dhousai
¢

Regency Generated/Accumulated: 28/30 RP.
Treasury: 16 GB. The coster normally collects
about 21 GB per domain turn.

Regent: Omar el-Rehdl (MKh; T9; Ba, major, 28;
NG) leads the Docandragh Coster. This wealthy
merchant prince from a fine Khouranean family
took his inherited properties and investments and
turned them into a sweeping mercantile empire cov-
ering three realms. This gentleman in his late sixties
possesses a great sense of humor and impeccable
manners and taste. He also enjoys newly gained
political power in Djafra.

Other gullds of the Docandragh (including their

total holdings in each domain):
.-
# Besaiam Guild The Lamia (7)
(the Lamia) [
# Dijafran Merchant League Djafra (12)
(Ouisira bint Falih) Mour el-Sirad (2)
# Dragonsea Costert 0 - Min Dhousai (5)
(Huseti Trosane) A
& Gradny Coster* :
(Halimah el-Nasib)
+ High Lady of Rhuannach
(Fiona bragh Garradhgynn)

 (Darius Asparta) - o xS

+ Also in the Island States.

’_

o
B .

o G

s i :‘hﬁmdm

. -
sources

"'-}“z_ "
~ More than 10 mage regents control

. _sources in the Docand.ragh a statistic hard
" to match anywhere else in Cerilia.

the gray shadow

Alignment: Lawful good,

Status: Recommended.

Summary: The mountains of the Docandragh pos-
sess some of the purest and most powerful magical
potential in the entire continent. When Taeric
Uluine, the Gray Shadow, came here from Anuire to
meditate on the nature of magic, he became the
guardian of a small domain.

__‘. : 3
Holding Level Province/Ratings Domain/Ruler )
Source 8 Ayandir (1/8) Khourane/el-Mashil .
Source 3 Ras Mhin (0/9) Khourane/el-Mashil
Source 7 Sahadein (2/7) Khourane/el-Mashil
—&

Regency Generated/Accumulated: 18/35 RP. P
Treasury: 4 GB. Uluine has no income, but his ally, ‘? B

the Emira of Khourane, pmvudcs for him. . - A& A,
Regent: Uluine (MAn; W11; Vo, minor, 19; LC)seﬁad\ T:
in this region 20 years ago. This kind-hearted bu& f'S

solitary wanderer of about age 60 keeps to hir ey
and avoids contact with most people. A

Other wizards of the Docandragh (;aciud@ e s
their total holdings in each domain):

*

# Court Wizard of Rhuannach
(Caelcorwynn)
# Dashid the Astronomer

_.l ‘Wu"v j}

# Emira of Khourane ;
(Kalilah bint Farida el-Mashil)

# Grand Sultan of Djafra 4 i
{Beshid el-Djafara) Nt

+ Royal Mages of Min -




“Six days after the capture of the Stormrunner,

vaults, until finally we emerged in a great dark

chamber with strange carvings and omately .;ihd
out end, looped and
draped upon each other,
% ering. Glancing
| I Sl over my shoulder,
walked beneath
statcs the creature’s length to the
“Down on your knees!’
hissed one of the priests.
I collapsed. When I lifted my head again, I found myself
staring into a regal reptilian face. The tongue lightly
*  dry and hard to understand. I squared my shoulders and
2 looked the monster in the eye—and was lost, as the
"nlike the Plains, Zhainge Valley, or
| traits. Ghamoura, Suiriene, the Isle of the
?ud the far-flung Sahirde el-Mehare and

the Serpent's priests dragged us out of our cell in
chains. They led us through a maze of moxious
walls. There the Serpent awaited us.
“Its coils seemed with-
Qt IV:
iy : {
shifting with a soft slith-
I realized with
borror that we'd
spot in which we stood,
o e Something struck me across the backs of my calves, and
flicked, and the Serpent seemed to smiie. ‘Sssso . . . you
piratessss would sssteal my treasure . . ." it said, its voice
' "e“" Sev?mutare transfixed my very soul. .

" .t‘ & —from the journal of Abbadein el-Meture
Daocandragh, the Island States have no uni-
fying geographical feature and few shared

dsles are all true island kingdoms, but this
alsorincludes the realms of the Minotaur, the

, consists of great islands and thou-
oﬁlulﬂsandrockyshoalsextendmgmme&mn
miles from Ghamoura to the farthest peninsula of
rie e, ; warm“;kmﬂeand&equentramfallae-

. Suiriene—Besarif in Sahirde
~ less tiny islets and reefs.

those surrounding
‘the Minotaur and
~*“Magian. And, of
course, the Iron

Hand Tribes cut off all
land routes to Merasaf.

the masetians

ong ago, the Island States area made up the

heart of the Masetian Empire. Now only

ruins remain. Like the good-aligned Vos,
the Masetian race all but died at Deismaar.
Following this cataclysm, survivors—mostly the
aged, infirm, or very young—found themselves
forced to leave their mainland cities in the face of
looters and invaders, The scattered people
regrouped on the islands of the Ajari Deeps; after
several centuries had passed, they seemed on the
verge of saving their civilization,

Their foothold in the islands did not suit the
Serpent, who coveted all the region’s sources, About
500 years after Deismaar, the awnshegh bestowed a
curse on every remaining Masetian sorcerer, cor-
rupting their potent magical skills to create rifts to
the Shadow World. Unspeakable horrors entered
Cerilia through these rifts and devastated the
Masetians. Some believe that these horrors—which
the Basarji called the hasir irkouzi, or "bringers of
death"—still linger near island ruins. The only
Masetians the Serpent saved were those living on
his island, who now serve him as slaves.

other islands

ix days' sail south of Suiriene lies the Sahirde
el-Mehare: the Golden Archipelago. A shorter
voyage west brings one to the Dragon Isles,
or Western Archipelago. These volcanic islands
range in size from one land larger than even
ehare—to count-

The Masetians visited both island chains for a
thousand years and even settled them for brief peri-
ods. However, when Basarji seafarers came upon

. the islands more than 1,500 years ago, they set up

.ﬁ:cnlnnwmﬂtere Toda e lago houses a
handful of small 4 aeh}mtm -

“on the larger

_ clﬁﬁas thmed on Basarji trade for
, but when Djapar closed its ports, trade
odzy they supplement their sugar cane

: :ﬁ- lsleofthe Harpy

o=

= 3P = i

pirs aiongth&ﬂenlnncqnta&fm, y






isle of the
serpent

Alignment: Lawful evil,
Status: Not available for PCs.

Isle of the Serpent

Province Law Temples Guilds Sources
Calliana (1/8)  Son(1)  Son(l) SOS({1) Ser (8)
Masetium (6/3) Son (6)* Son (6) SOS (6)  Ser(3)

Abbreviations: Son=5Sons of the Serpent (Lakial); SOS=Society of
the Serpent (Darius Asparta); Ser=the Serpent.

Society of the Serpent

Holding Level Province/Ratings Domain/Ruler
Guild 1 Calliana (1/8) Isle of the Serpent
Guild 6 Masetium (6/3) Isle of the Serpent
Guild 2 el-Assire (3/4) Suiriene/Buired
Law 0 Baered (3/2) Suiriene/Buired
Guild 2 Green Mountains (3/4) Suiriene/Buired
Law 2 Masetigle (5/0) Suiriene/Buired
Gasi 9 Bagiraf3/4) Dijafra/el-Djafara
' /W Diafrag7/0) Djafra/el-Djafara
4 Fhirdd (4/3) Djafra/el-Djafara
. 2 | Fhirda (413) Djafra/el-Djafara
4 ' _Nurida (5/2) . Dijafra/el-Djafara
2 -Nurida (5/2) | i Djafra/el-Djafara
2 "Adeid (2/8) % Khouranc/el-Mashil
1 Barein (2/5) - Khourane/el-Mashil
13 Ber Falaia (6/1) - i

Ber Falaia 6/1) r

Provinces/Holdings: The last remn

BT =ty

an
and demands the utter devotion, obedience, and
worship of his subjects. Skilled in sorcery, intrigue,
and diplomacy, the Serpent hatches far-reaching
plots too numerous to count.

first-generation awnshegh of g
intelligence, has declared himself a

T g s s

Regent: The Serpent (MAw;

e b i TR R

A i = Yy

ant of Masetian
civilization clings to life on the Isle of the Serpent.

e

e i e T M IO T e 2

NN S f e ' " Y b I

@ Law: The omnipresent Sons of the Serpent police
the island and maintain the awnshegh's hold on
the law. Priest Lord Lakial (MKhb; Pr7, Serpent;
Vo, tainted, 10; NE) donates most of his regency
to his master.

® Temples: The Sons require all citizens to attend
their rituals. As these priests can cast up to 5th-
level spells, perhaps there’s something to the
Serpent’s claim of divinity.

#* Guilds: The Sons' twin organization, the Society
of the Serpent, is a brotherhood of thieves, spies,
and corrupt merchants. Working through seduc-
tion, intimidation, and the poisoned knife in the
dark, agents of the society operate secretly in
neighboring lands but openly in their home
domain.

The awnshegh collects regency for this network
of assassins and criminals through a vassal named
Darius As , also known as the Serpent’s Hand.

* Sources: e Serpent’s order, the northern
province ofhis island goes unsettled, so he can
use the land’s power for his sorcery;

Regegei/\ GenerltiﬂlAccumulated: "ufm_l.(lﬂ RP.
(This total includes tl P erdSo% of the
s$ . M by -;, hlm. as

1!}11!3 ‘ {

LE) remains one of the olde
all the awnsheghlien. At Deis
{ Azrai"s:gn::at- captains in

Reliable reports state the Serpent no longer even
resembles a human. His transformation has been
10 makes brief appearances to speak to his sub-
jects, the Serpent governs his domain through a
small cadre of elite lieutenants. No one has seen
him outside his palace in hundreds of years.

The Serpent rules with ruthless efficiency, inhuman
patience, and brutal cunning, He amuses himself by
creating plots within plots among his lieutenants, who
struggle to keep their positions and oppose each other
for the awnshegh's favor. The Serpent rarely resorts to
violence to resolve issues; he prefers to operate
through suggestion and insinuation, duping his vic-
tims into destroying themselves.

L NNK N ‘ agan,
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& Lie ts: Recently, the Serpent raised 2
woman, Ekila (FKh; Pr2. Serpent; N), to'a posi-
tion he calls his Voice. As the Serpent’s Voice,
Ekila speaks for him on any matter and has run
the domain, for all intents and purposes, for
some six months. The awnshegh's other lieu-
tenants felt mystified when their regent elevated
this nameless waif to such a high position, but
none of them dare harm her. Ekila has worked to
ease some of the awnshegh's harsher policies,
and so far her master has not countered her.

Important NPCs: The Society of the Serpent is
one of the strongest organizations of guilds and
assassins in all Khinasi. An ambitious killer, Darius
Asparta (MKb; T13; Br, major, 23; NE), won the
leadership of the group by arranging his predeces-
sor's death, The Serpent allows the society a great
deal of liberty in its actions but demands most of its
regency as his price.

As] s fine features reflect his mixed Khinasi
setian heritage. The tall man wears a goatee
and dregses in light leather armor. This master of
poison always carries several envenomed weapons.
Secretly, he plots to assassinate the Serpent and
take the awnshegh's place. But he suspects his mas-
ter knows his plan and awaits the inevitable attack.

The Sans of the Serpent, sonigtimes called the
%, Serpent Priésts, represent the domain’s only orga- T
izetl religion. Although they wield much less.influ- A
_.ence in other Jands than the Society of the Serpent, ¢ Capital: The isle’'s only sizable settlement is

awnshegh values. their loyalty and service highly. Masetium—the original seat of the Masetian

zh Son of the faith, a wizened old man named Empire—which rambles for miles within' its b,
(MKD; \Pr6, Serpent; Vo, divested, 0; LE), has labyrinthine walls. The Serpent's palace occuipies o S
inted the supreme privilege of attending the a low hill in the center of the city, guarded by | Qg‘
 price. The High Son was forced to thundreds of fanatical troops. Beneath it lies the 1
y of the Sons to his chief lieutenant, ‘awnshegh's lair, which stretehes ¢ of - -
survivor and manipulator. . - dark, dank tunne! Mhﬁ#ﬂ’i w

Like the other isles«of the Ajari Deeps, 0? Trade goods: None
enbys a warm, rainy climate. Its moun- )
terrain boasts both dense forest and impass-

SNty

. per them.
The awnshegh's subjects remain the last living _
Masetians, although their blood has mixed with that
i of the Basarji. Only about 5% of the island’s inhabi- armad
tants can consider themselves full-blooded invade Maira
Masetians; another 30% to 40% derives from mixed the north.
ancestry. Many features of Masetian culture—archi-
tecture, language, and institutions of justice—remain
on the isle. Unfortunately, the awnshegh's pervasive
influence has distorted this ancient culture to a mere
mockery of the original.

Most of the island’s people consider their
regent a divinity and follow his dictates with
zealous fervor. The priests' enforcement of
the Serpent’s laws can prove
extreme at times.

T —— A
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risingly, tbe Magian chooscs not to
terfere the operation of the temples of the
TFhe Vos populace reveres Belinik, the

the mag'i(m

Alignment: Lawful evil, Fa realm’s most widespread faith. A small temple
Status: Not available for PCs. 5 devoted to Nasri, the Church of the Eternal Seas
% out of Suiriene, controls a few small temples
Py - along the coast.
Province Law mples Guilds  Sources @ Guilds: The Dragonsea Coster and the Merchant
Aktarsk (3/3) Mg (3)* 4Bnk(3) ~ DiC (3) - Mg (3) Consortium of Suiriene both have small conces-
m m‘l‘“ i m" pY: ) ‘{13’) ‘_m , E.:; 'sions in some cities, but the Magian's troops watch
Kw?wvti(’aﬁ} M ) : m . g (5) them very carefully. Several times in the last few
Melekes (2/6) . * @ L MCS (1 Mg years, the Magian has enacted new Jaws of the
Pipryet (2/3) ‘Mg (2)* 'Btﬂti'.l} - land, enabling him to pillage the emporiums.

# Sources: The Magian wrested :ontmlof the land’s
sources away from the sorcerers who had served
Pipryet’s baron. However, the five Royal Mages
of Min Dhousai have blocked his attempts to
expand farther.

Ry'Peski (2/7) f&«ﬁw) ES (2)
* Indi hol castle.
Indicates a ﬁfuﬂﬁlﬂﬁxa bl

(Gubrend Soncfantf DiCeDraguoses CodbEMaE
EtS=Church &ph Bﬁml ‘Seas  (Ced

: Regency Generated/Accumulated: 44/25 Rﬁ
; : Treasury: The Magian has 10 GB at the mpment
i ' but earns 30 GB each domain turn. F
Provinces/Holdings: Once called ’.'Famenna. e ‘f

Khinasi domain on the Essenshaal Peninsula fell'to . Army: The awnshegh has a constructi " igade of
a powerful Vos army that fought its way through t‘he five units of light infantry. His e division
highlands of Min Dhousai more than 200years agod  includes: "

The stood as the crude Vos robher barony # 2 units of Khinasi medium cavalry = |

Pip until an awnshegh called the Ma landed 4 1 unit of Vosarchers 2

with his forces on its eastern shores six years ago. ¢ 3 units of Vos infantry = 50N
After quickly killing most local nobles, the Magian 4 ‘Lunit of scouts . #p Y.
conquered the domain entirely within a fdﬁ months ¥

“of his arrival.

Now everyone just calls the area the
a wartomn realm whose people found i
glventheoptlon of absolute obedience to

Regeﬂt The awnshegh known as Lhc.
. It’s {MAw W20;: Az, major, 44; LE) holds this
irgn, grip, The reclusive creature pl‘efd :
through his minions and rarely shows_hi

" ruthless police brigade. They )
_crime and immediately suppre:

or enc antment*hes bevuﬂd‘hlx power, He recru
often for his battle division, as well as for a new
tram.mg program for magacum Clearly, he mtends
the only questions are when and where.

# Lieutenants: Twelve powerful warriors and sor-
respect, cerers known as the Riders serve the Magian,
captaining his armies and executing his most
secret missions. Folks think them undead lords,
called back to life by the awnshegh's foul sorcery.
Nothing that occurs in this domain escapes the
notice of the Riders, and few who rouse their
wrath are ever seen or heard from again.




Important NPCs: The Great Battle Priest
Gabrend Sontrene (MV: Pr5, Belinik; Az, minor, 15;
CE) leads the Almighty Temple of Belinik. Many
Vos temples scorn the central organization struc-
ture of the faiths of other peoples; the priests of the
Almighty Temple spend their time among the clans
and warriors of the state instead of gathered togeth-
er in one main temple. After Pipryet's defeat, the
Magian quietly installed Sontrene as the new head
of Belinik's worshipers. So far, he has done exactly
as the wizard wishes. The priests of the Almighty
Temple are firm loyalists as well,

Description: The Magian has transformed Pipryet
from an unsophisticated backwater to a strong and
efficient war machine. Traveling in the area proves
dangerous, as the Magian’s soldiers police virtually
the entire state and maintain frequent watchtowers
and checkpoints. Even natives of Pipryet must
apply for permits to travel from town to town.

Most locals have embraced the Magian's call to
arms. The Vos warriors who used to control this
state make up the bulk of the battle division now:
(The creature rallied them with promises of loot and
conquest.) The Khinasi of thi§ land, all second-class.
citizens under Vos rule, now receive equal treat- }
ment and can bear arms. Naturally, they view:the )
Magian not as a tyrant, but as their libetator and =
defender, & '
¢ Capital: The Magian holds court in the
_ palace of the Baron of Pipryet, in the city

Riders g.ove ably in his absence.
~"9"Trade goods: The Magian trades lo
¢ 1 seafood harvests for are to forge weap

_ter equip the army. | i o

" Allies:' The Magian 'iorgbd alliances
~«Yeninskiy-and Rhuannach. Currently he courts
Defender of Merasaf as-a new cking to-
him against Min Dhousai. b A A

Enemies: All the awnshegh's neighbors view his grow-
ing strength with great alarm. Public opinion makes

first targets in his inevitable bid for expansion. .



Alignment; Chaotic good.
Status: Recommended.

4 sosm DTH{2] DiC (2)
- . e N MBu (0)
-_.F%uﬂhmpc (1) MBu (1) GTA (1) MCS (1) WM (7)

Taeg Plain (0/5) — —_ — WM (2)

* Indicates a holding fortified by a castle.

Abbreviationss MBu=Mieles Buired:(Suiriene) DTH=

Temple of Haelyn (Anea Kafalie); SOS=Society of the Serpent
(Darins Asparta); WM=the Wind Mage (Nashal ibn Remil);
GTA=Great Temple of Avani (Dizel Lafirz); MCS=Merchant
Consortium of Suirtiene (Sarand Fasir); EtS=Church of Eternal
Seas (Cedriane Alghasne); WSK=White Sword of Khirdai (Faroud
min Gheirut); DrC =Dragonsea Coster (Huseti Trosane).

——

~ Provinces/Holdings: A former colony, Suiriene has

“enjoyed independence for more than four centuries

but still retains many Anuirean laws and customs.

Descendants of both Basarji and Anuireans live here,
relying on the sea for trade and communication.

. # Law: The lord governor’s police have a firm grasp

) city lase
“# Jemples: The people of Suiriene have aﬁva)rs
“called on whichever god they thought would
ot ~ hear them, so the island houses a variety of
i temples Both the Dragonsea Temple
of Haelyn, led by Anea Kafalie (FA;
- Prl, Haelyn; An, major, 29; LG),
_and e Chnrch of the
i i, governed
by C edrlanc Alghasne
(EKb; Prd, Nasri;

o “here.

_ondte law holdings of Suiriene. However, agents

- shore. Her ongoing campaign of

&g;,m 15;

hermmr:_ltotjmh:ghseas—-mthafﬂw

* Guilds: The Merchant Consortium of Suiriene,
undcr Sarand Fasir (MKb; T5; Br, minor, 20; N),
ates trade in this area of the Islands, but
sai's Dragonsea Coster wants to
ts foothold. Agents of the Society of the
also work toward gaining control of
Suiriene’s trade.
# Sources: Following the Anuirean custom, the lord
governor received no schooling in magic.
Instead, he relies on his court wizard to watch
over magical events in and around Suiriene. The
loyal Wind Mage does his job well and spends
quite a bit of time at court,

: Falaia in Khourane generate an additional 11 GB

per turn. (For more on sea trade routes, see Part VI:
War and Trade by Sea.)

Army: Suiriene’s navy is its military strength:
# 4 units of Khinasi spearmen

# 2 units of Khinasi light cavalry

Navy: 12 dhouras, 7 zebecs, 3 dhows

Regent: Mieles Buired (MAn; F2; Br, major, 27;
LN) rules Suiriene as lord governor; nobles here still
use the old Anuirean titles. This cold, calculating
man of about 30 stands a little over 5 feet in height
and seems to have little or no sense of humor.

The current regent inherited lordship of the isle
about six years ago, when his father was murdered
by agents of the Serpent. The previous governor's
extreme popularity appears to be more than
Buired can match—the people feel dissatisfied
with his rule, despite his reputation for compe-
tence and fairness.

- ® Lieutenants: Buired's chief lieutenant and most

valuable adviser is the Wind Mage. Nashal ibn

~'Remil (MKh; W9; Vo, minor, 19; LG) is a skilled

- wizard who served his father for many years.
The Wind Mage is the principal weapon in the
lord governor’s campaign against the Serpent’s
influence.

Important NPCs: A fierce Vos pirate named [lya
Dzerinnik (FV: F7; An, tainted, 8;: CE) wants to
muster a new crew by recruiting in the lowly neigh-
borhoods of Masetiele. She lost her ship two
months ago to a Mairadan coaster and drifted with
the wreckage until she washed up on Suiriene’s

" der has partially restored her finances but also-
brought her to the attention of the smety '
Serpent. This sinister group has offered to bas

‘and mur-



llya gladly accepted and hopes to steal a w
from the Suirienean navy within wﬁi s il
In the tangled forests of Northcape province, a
powerful druid called el-Badein (“the Nameless
One") keeps a shrine dedicated to the god Aeric.
While the Khinasi do not generally venerate the for-
est lord by any name, the Anuireans brought his
worship to Suiriene hundreds of years ago. El-
Badein (MKb; Pr9, Aeric; Re, tainted, 5; NG) now
seeks acolytes to carry his god's message to the
shores of the Docandragh and halt the logging of
that mighty forest. The lone druid's influence has
not yet proven strong enough for even a holding (0).

Description: Like the other realms in the Ajari
Deeps, Suiriene remains first and foremost a sea
power. In fact, more than half of all Suirieneans
make their livings from the sea, either as sailors,
merchants, or fishermen. Locals number among the
most advanced seafarers in all Cerilia, and their
ship designs include the best features of both
Khinasi and Anuirean vessels. Shipbuilding has
become the most highly regarded craft of the island.
Suiriene seems a stable realm, but the people
have a strong streak of independence, and they
don’t always agree with the lord governor's edicts.
Worse yet, the island holds great interest for the
Serpent; the awnshegh pours resources into infil-
trating and corrupting the realm.
¢ Capital: Strong towers and a powerful navy guard
Suiriene's greatest port and capital: the city-state
of Masetiele. The lord governor's palace, a small
walled compound, overlooks the sea from a
clifftop. Masetiele has no landward defenses, but
regents have always protected it heavily with forti-
fications and various war machines.
® Trade goods: The local shipyards—the finest in
Khinasi—take orders from all over Cerilia. Much
of Suiriene has been deforested by the ship-
wrights’ demand for timber, and only the lord
governor’s personal protection has kept
Northcape from the same fate.

Allies: Though officially neutral, Suiriene has
always remained on particularly good terms with
Mairada, Khourane, and Merasaf,

Enemies: The priest lords of Ghamoura harbor an -

intense dislike of Suiriene’s open attitudes toward -

religion. Relations between the two Island States
currently are very cool.




ghamoura |

Alignment: Lawful neutral.
Status: Recommended,

——
Province W Temples  Guilds  Sources
Alcamar (5/1) %N (5) HIN(4) LPM(3) ~—

8 MCS (2)
Cape Alceis (3/6) HIN (3) HIN(2) LPM(2) —
el-Denebi (32) HIN(3) HIN(2) MCS@) —

3 \ | LPM (0)
el-Feyin (1/8) N (1) LPM (0) -
}1 Izédas (1/8) H'I'N%.ﬁ_ {(1) LPM (1) -

"L L Ras Beiber (2/7) 2) LPM(2) —
" Tomad (2/7) HTN (2) LPM (1) s

rAbbm'iltmm HTNnHo] ¥
- )i LPM=League of Pis

Giiole of Nasci (Markhab el-
-'MCS-Mer:hanl Consortium of Stiri

sland state of Ghamoura
ly Temple of Nasri. It
Im, enforcing lives of
mourans,

available law hold-
gacy and inquisitors
and constabulary,
ple of Nasri, some-
| times caIled the Ghamouran Temple, permits
. only Nasri’s faith on the islandy The inquisitors
‘consider all other priests heret 5-—a

Pmﬂuces!ﬂoldmgs The
under the rule of the F
ontrols every aspect of the
iety and morality on the Ghar
Law: The priests control ev
ing, and the temple's bu.rea
?

serve as the island’s gove

of other deities is punishable by death.
shamourans acknowledge that ' and god-
c88es besides Nasri do exist, but they don't tol-
eratépeople who worship them
* Guilds Ghamourans tolerate thi

mate merchants to operate;
they tithe 108 of their income to the te
Merchant Conp

¢yi but the temple endo
League of PiousiMerchants and its regent
bin Shantil (MKbAT2: Br. tainted, 6; LG) ey

® Sources: Thissstate differs from most others in th
Sun Caoast in that the locals consider sorce
inds crime against nature. No wizards.

s (Talin bin Shanul. r
v : " with the custom of all’ Gﬁﬂiﬁﬁuﬁﬂ‘%ﬁe”

~ But just because such realms trade with this domain
5 ~ doesn't mean

mmmMmmh
Serpent's efforts to insinuate his agents into
Ghamouran society.

Regent: The temple and the state follow
the High Priest Markhab el-Aldezar (MKb; Pr7,
Nasri; Ba, great, 37; LE), the sixth high priest of his
geirhou. In Ghamoura, noble titles and properties
lost their significance many years ago, so the ajaza-
da families began to place their children in impor-
tant temple positions rather than the sultan’s court.
Although the priests of Nasri's temple don't marry,
most families are large enough that a nephew or
cousin can take up the priesthood of a relative who
passes away.

Markhab el-Aldezar stands a towering 6 feet, 8
inches in height, with a bony but athletic build. The
priest, in his late thirties, shaves his head in keepi ing

This ambitious but patient man slowly gnthered
support during his 20 years of temple service before
forcing the previous high priest into early retire-
ment. He dreams of extending the true faith of
Nasri to the “hedonists and degenerates” of neigh-
boring lands—with the edge of a sword, if need be.

Important NPCs: Muerrezin Laila bint Cidro el-
Shaula (FKb; Pr12, Nasri; An, minor, 13; LN) leads
the temple’s inquisitors. This priestess has raised
the practice of witch hunting to an art; her hand-
picked guards of temple soldiers and priests roam
the island in search of magicians and wizards.

The idealistic young muerredal (paladin) Ketifa
min Tomad (FKb; P8, Nasri; LG) has begun a cru-
sade to end corruption within the temple. She has
sworn secretly to expose the high prefect’s under-
handed dealings and to install a true priest on the
throne.

Description: Like the other islands of the Ajari
Deeps, Ghamoura boasts mountainous terrain with
dense forests and a warm, rainy climate. Its people
seem quiet and orderly, carefully avoiding actions
that might call the attention of the temple’s inquisi-
tors. Although some may resent the temple's control
over their lives, most people enjoy the security and
order Nasri's church provides for them,

Ghamoura trades timber, fruit, iron, and copper
to the mainland, especially the arid Plains States,




,’-q:‘-?\--w. ~

~ oldest and wealthiest in all Mairada—allows herto
 control the geirhou's considerable merchant enter- ©
_.mim and properties, including the Mairadan Trade

Sword of Khirdai (Faro

mairada
Alignment: Neutral.
Status: Recommended.

4
Province Law Temples  Guilds
Cecidein (3/6) AM (1) GTA (2) SOS(3) TR(6)
Dalceir (2/7) S0OS (2) GTA (1) MTC (2) TR(7)
Mairada (6/3) AM (3) GTA (2) MTC (4) TR (3)
SOS(3) TR(2) S05(2)
WSK (2)

Abbreviations: AM=Alassin el-Mair {Mau‘ad.a) GTA=Great

Temple of Avani (Dizel L
(Darius Amﬁh}i' :

provinces, clings to the southernmost tip of Cerilia,

Isolated from its landward neighbors by the impass-

able Fingers of Ayan, Mairada has turned its atten-

tion to the sea while maintaining a reputation for
political neutrality.

# Law: The Sultana of Mairada enjoys respect
throughout the state, but she rarely tries to force
her will on the people. In fact, she maintains only
minimal law holdings—the Society of the
Serpent controls the rest.

@ Temples: The most popular church in Mairada is
the Great Temple of Avani, led by Dizel Lafirz
(MKb; Pr3, Avani; Ba, great, 31; LG). Still, a fair
number of people follow the teachings of the mys-
terious Temple of Rilni. Mages and others from all
over Khinasi come to the temple in Mairada
province to swear loyalty to the god of magic.

® Guilds: As locals value trade, their Mairadan
Trade Company dominates the local guilds.
However, the Society of the Serpent's influence
increases daily.

@ Sources: The mage-priests oftheTemptenfRilm
protect the countryside’'s magical potential. The

skill, several of whom may access the temple’s
sources.

Regent: Sultana Alassin el-Mair (FKb; T6/W3; Ba,
minor, 16; N), a handsome lady of about 50, has a
taste for the trappings of wealth. In her palace, luxuri-
ousmvehesandy.lasareﬁlemle. not the exception.

El-Mair believes in letting her subjects govern them-
selves, and the people reciprocate by demanding little
of her time or attention.

The sultana's position among the Mair clan—the

any. As a young woman, Alassin el-Mair
d the merchant arts well. But, when she

m“m“‘ﬁrﬁﬁﬁada. a ﬁnygﬁtc SF thiee ""“".,‘f'"‘.,

realm is home to mages of varying degrees of '

ascended to the throne, she took up BA e
the part-time study of magic for
entertainment,

-

ing him possnbl_v the most mﬂu-
ential person in the sultanate,

Since the sultana frequently
ignores matters state, the priest
often makes sions. for the entire

re

Description: Protected by impassable
on one side and the sparkling waters of the Aj
Deeps on the other, Mairada is a kingdom of
breathtaking sea cliffs and sun-drenched fishing
villages clinging to sheer mountainsides. Although'
the poor soil makes farming difficult, the sea pro-
vides all the bounty Mairadans need to fill their
tables,

Because of its location and reputation for neu-
trality, Mairada often functions as a meeting
ground for neighboring regents. Of course, its
indifference to the affairs of the lands around it
have made this state a center for diplomacy,
intrigue, and double-dealing. Mairada also enjoys
renown as a place where one can buy or sell any-
thing; its markets welcome ships of all origins.
Even the green-sailed Serpent galleys call here,
exchanging gems and tropical hardwoods for
more mundane supplies.

Nearly hal{bet.he populatmn lives in the

Dalu{r mil(:acfdum One can easily make ¢
Isle of the Serpent due south from the heights |
these islands.



maze - _ t:::mh:ba?s but Maalvar reacts violently to sucinm 2
# Sources: Awamorearlymhuhfe. Maabm_ gan

of maalvar e e

tions of cursed Azrai's blood, he
since abandoned hopc of reversing d

awnshegh remains a competen ‘M;orcarar

' ’ﬂﬂnghhlumh tave eldml‘l!msuhc is inherent
honor, but their wisdom holds no cure for the

tiuMm.theyanumed thesehalﬂmpwere Description: Some of the Maze feels desolate, mth
. (No one knows why they chose to  only a few scattered Itave camps, while other
r tdyibc Shadow World—apparently for  provinces have significant forest.
d—so long before the rest of their kind.) Now the The heart of the Maze, Beid, lies near the center
: of the continent has all but forgotten them. of the domain. In a hidden gorge stands the
rio Maalvaracts as their guardian, preventing  Labyrinth of Maalvar, a cyclopean construction of
 from interfering with their way oF featureless stone walls more than a mile across, No
moret.hana few hundred pcoplc live in one knows who built the Labyrinth or why, but it
‘Minotaur's provinces, so law hnidmgs predates the arrival of humans in Cerilia and is
: hﬁﬂﬂﬂm ~ clearly not of elven, dwarven, or goblin origin. The
GWIM Itave a local druid, worship-  Minotaur makes his home in a small keep in the
' ing spirits of earth, air, and water with simple  center of the Labyrinth.
~ ceremonies performed under the sky. For centuries now, the Minotaur has been build-
#® Guilds: Again, the Itave have settled ing on to the Labyrinth, improving its original
this realm so sparsely as to make  design to make the Maze next to insoluble, The
organized trade (or crime, for structure serves two purposes: First, it prevents
that matter) impossible. intruders from troubling him. Second, when the
Merchants of neighboring awnshegh flies into a rage, he loses the lucidity
realms have tried to required to find his way out, which keeps him from
L8 make contact with hurting others.
: _the Itave or log The rest of the Maze houses some of Cerilia's
the o more dangerous wildlife. Griffons, owlbears,
Wﬂds of stirges, and trolls among other creatures can be
R found throughout the realm, sometimes in great
numbers. The Itave carefully avoid such dangerous
zatures, and without their skill or guidance a trav-
will run afoul of something deadly here.



& Sources: The g

oihl‘oughnut all

SOH (23 DrC (3) WS (5)

EtS (1) Cantait ofithe ‘G
(1) ES(1) — WS (8) 4_.,# ors b ik
rtified by a castle, eamed 1.*‘ ﬁrs

ot to spar- o
ng vigilance
ted at the orog
. generations
t heart with grief
on, hoping that one

&Ze} mde
v ¢ m his «
i GZ=Goulan ¢l-Zesande (Meérasaf); SOH=Shicld alang the Wall his‘forebears ¢
ara i Buseri), DeC=Dragonsea Coster (Huseti  border. After seeing the flos

¥S=the White Sorceress (Turanda el-Shaifal); decimated in war, he feels
Sword of Khirdai (Faroud min Gheirut); EtS=Church e forebodmg Still, he

Seas (Cedriane H‘gh_nm]. \ dﬂ.y he-ru break “ saf’s st
nces/Holdings: Once a great paw:-.riof east- Important NPCs: Turanda el-Shaifal (FKh; W17;
asi, Merasaf suffered a dramatic reversal of Vo, major, 26: NG), the defender's court mage, has
! en the Tron. Hdnd Trikes of orogs  stood by the side of four defenders now, using her
' about two centuries powerﬁ.ll magu: to help Merasaf turn back invasion
ile . its northwest- after invasion. While el-Zesande has no time for
provinces broke aws t&fomtﬁe domain of  frivolous! occasions of statethe “White Sorceress. S ¢ 8
: chﬁnniuy Today, the land is besieged, its populace always finds a way to tend to the details of rumug : :
~ trapped within the mighty mmpa s guarding its = aci court. R
' borders. The people have no ¢ ons ' . Adventurers causing trouble in and ardnﬂ"; -
ability to reason with the orogs—aor the A ;v._h*r.uif should hope they come to Turanda. 9&
from Yeninskiy, for that matter. The Ms attention before they cross the defunﬁt,'
serving what's left of their realm 'y sande would imprison them for years as spies o
struggle for years to come. X5 or | eurs, but the old White Sorceress b.as a soft E
¢ Law: The domain's lord defender ols ' for heroes. : ,:v_ S
available law holdings. His troops pats '. % B
square inch of the state tp-wathh“ ?g 2 :,wi:scnpnon. In the days of old Merasnf its ﬂn&jj
parties—the beasts can reach even supposedly  mountains and barren highlands deterred all buta
safe areas by tunneling. * i ~tfew shepherds nd seafarers from living in the
¢ Temples: The people of Merasaf once d:evn!ci \ Yousc Pen But aftgr the western provinces
themselves to Avani, the patron of all Khinasi, ™ usa " homes here,
But over the years of their uolahon,d:m have id ithe hig
come to favor more warlike gods. rane’s . .
Shield of Halaia and the Whlte of « .
Khirdai (based in Min Dhousai) are the most gus
powerful temples of the land, altho of Be
Suiriene’s Church of the Eternal Seaf‘ has ﬂ\ i-a
small presence in the east. : 5 %
¢ Guilds: The Dragonsea Coster, fwa_ , '_
in Min Dhousai, seems the only guild of sy
stance in Merasaf, Like | many mﬂ:e m]m.
the coster lost a fort Ax
assets when western




» of the last century has brought
- ph ter of eastern Khm:l:‘ ct;l::;re.
Naturally, the tem) dﬂx%gd" ted to Khirdai, the god of
war, has flourished, Although based in the
Docandragh (Min Dhousai), the White Sword of
Khirdai’s holdings scattered across the Islands make
it one of this area’s more important religions,

3 -
Temple 2 Mairada (6/3) Mairada/el-Mair
Temple 2 Ber Mera (5/4) Merasaf/el-Zesande
Temple 3  Cape Rahel (3/4) Merasaf/el-Zesande
~ Temple 2 Marhab (3/4) Merasaf/el-Zesande
~ Temple 2 Adara (4/3) Min Dhousai/el-Dhousai
Temple 2 Cedeina (3/4) Min Dhousai/el-Dhousai
. Temple 2 Gheirut (3/4) Min Dhousai/el-Dhousai
 Temple 2 Toure el-Fasil (5/4) Min Dhousai/el-Dhousai
 Temple 3 Green Mountains (3/4) Suiriene/Buired
' 2

Regency Generated/Accumulated: 19/25 RP,

Treasury: 8 GB. The temple normally collects about
9 GB per domain turn, i

~ Regent: The High Bladelord Faroud min Gheirut /
- (MKb; Pr6, Kbirdai; An, minor, 19; GG
: _'_..l.u (B Y and S the t N ]

‘Sword :

¥ 'I;l: ;&f &n

)

eanda

Holy Temple of Nasri
(Markhab el-Aldezar)
Shield of Halaia*
(Tihara min Buseri)
#+ Sons of the Serpent
(Lakial)
# Temple of Rilni
{Jabil min Rilni)
# Unnamed local nature faith
(Vede)

* Also in the Docandragh.

.

quilds # |
orgguized Ghiein M ians St G

sea trade,

the merchant consortium

2ma nded more than 130 years ago by a

V. uirean and Khinasi traders, the
Merchant Consortium quickly became the foremost

S guild of the region by acquiring as many merchant

vessels as possible and controlling the sea routes
; ),.around Suiriene and Khinasi's eastern coast.

y E 2
Holding Level Domain/Ruler
Guild 2 Alcamar (5/1) Ghamoura/el-Aldezar
g:nil: 2 el-Denebi (3/2) Ghamoura/el-Aldezar
1 Boloshoy Kavkaz (2/5) the Magian/Magian
Guild 1 Melekes (2/6) the Magian/Magian
Guild -1 . Ry'Peski (2/7) the Magian/Magian
Guild 2 Baered (3/2) Suiriene/Buired
 Guild 2 Cape Arvuold (2/7) Suiriene/Buired
Guild 3 Masetiele (5/0) Suiriene/Buired
Guild I Northcape (1/8) Suiriene/Buired




Regency Generated/Accumulated: 18/25 RP.
‘Treasury: The Merchant Consortium’s treasury now
holds 12 GB. Typically, it collects about 15 GB per

. domain turn, This Suirienean guild maintains a sea

. trade route (3) from Masetiele to Izedas in Ghamoura

= Ducﬂpﬁon.ﬁecomdrhumbchiaﬁ
- small, high-value cargoes such as silks .

and a route (4) from Cape Arvuold to Alcamar in
‘Ghamoura. (See Part VI: Wnrandﬁadcby&afor
more on sea trade routes.)

a]thoughttsshxpsdsommbmm?am.h:m

't:metntlme Fasir prefers to run a legitimate busi-
* ness, unlike her chief rival, the Dragonsea Coster.
% ‘Ihetwouftencl.ashunthehxghms.whemﬂwres

no one around to protect the consortium’s ships
from attacks by “pirates.”

Other gmld.s in the Island States (including their
total holdings in each domain):

.‘
4 Dragonsea Coster* The Magian (7)
(Huseti Trosane) Merasaf (11}
Suiriene (2)
# League of Pious Merchants Ghamouta (9)
(Talin bin Shantil)
# Lord Governor of Suiriene Suiriene (0)
(Mieles Buired)
# Maraidan Trade Company Mairada (6)
{Alassin el-Mair)
# Society of the Serpent* Isle of the Serpent (31}
{Darius Asparta) Mairada (5)
Suiriene (4)

* Also in the Docandragh.

2 4
sources

In addition to the three human wizards of the Island
States, three of the region’s practitioners of magic
are awnsheghlien.

the wind mage

Alignment: Lawful good.
Status: Recommended.
Summary: For centuries, the premier wizards

island, but he does point out suitable areas open for

human expansion. Since
Wind Mage, Nashal has involved

governor’s court and has found himself gnﬂm&r
drawn into a fierce but silent war against the agen
of the Serpent.

their total holdings in each domain); BN

into power as the L
himself in the lord

Other wizards in the Island States (incl

L R

*

&
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~ Mairada (16) o

(Turanda el-Shaifal)




he Khinasi are a race of scholars and traders,
soldiers and statesmen, wizards and artisans.
This chapter introduces some of the more
important and unusual characters of various walks of
life, presenting them with full game statistics for use
in your campaign.
These characters hold positions that should bring
them into contact with adventurers fairly fre-
quently. Feel free to adjust their experience

levels, magical items, or other details as you an ®
see fit. You can also use these nonplayer P
] L ®

character descriptions as templates for
additional Khinasi NPCs. Each description
includes only the equipment the character
usually carries. If the character is a regent
of any type of domain, assume he can
access the temple’s (guild's, etc.) treasury
for other items.

cahil the falcon

Court Mage of Ariya, a 7th-level
Kbhinasi wizard

S: 14
D: 13
C: 11
I: 17
: 15
Ch: 13
AL: o B 24
AC: 3
hp: 21
MV: 12
THACO: 18
#AT: 1
Dmg: 1d6+2

Bloodline: Masela, minor, 19,
Blood abilities: Blood history, detect illusion.
Equipment: Cloak of protection +3, staff of thunder
and lightning, ring of mind shielding, potion of healing,
/ fine robes, pouch with components and reagents,
s Spells memorized: Amor and stoneskin spells in
_ \effect; 1st—cham person, color spray, protection
from evil, sleep; 2nd-=alter self, levitate, mirror
. image; 3rd—fly, suggestion; 4th—solid fog.

Description/History: Rahil is the court mage of
Ariya, a loyal ally and adviser to the prince of the
state. This tall, athletic man in his middle forties has
a stern face, long black hair streaked with white, and
a proud bearing, The Falcon dresses in a fine, high-
collared tunic of deep blue with silvered embroidery
and wears a gold amulet around his neck. His staff
never leaves his hand; it is
carved from mahogany and
inlaid with gold wire.

Rahil grew up in the countryside of Djafra, the
son of a minor lord. Like many ajazada, he was
introduced to the study of magic as a teenager.
However, magic quickly became a driving passion
that absorbed all his time and attention. Rahil's skill
soon surpassed that of his tutors, so he left to study
magic with mentors across Khinasi, including
Turanda el-Shaifal, White Sorceress of Merasaf.

After years of adventure and study, Rahil found
himself in Ariya. The prince’s court mage had just
passed away, and that wizard's apprentices were a
pair of scheming wretches trying to use their
spellpower to take control of the court. When Rahil
upset their plans and revealed them for the
scoundrels they were, the prince, Gerad ibn Farid
el-Arrasi, offered him the post of court mage. Rahil
accepted and soon claimed the previous wizard's
sources and ley lines.

People call Rahil the Falcon because his tunic’s
design usually features a silver raptor. Some think
the symbol a family crest, which he wears out of
honor. Others say his keen insight and regal bearing
remind one of a bird of prey.

Rahil's Domain: Although Rahil holds his own
domain of magical sources, he sees himself as a ser-
vant of Ariya, not as a regent in his own right.
Rahil’s domain consists of eight sources, totalling
24 RP, including a source (5) in Barsérat in Aftane.
His three ley lines permit him to cast realm spells in
any Ariyan province.



 takeover bid. The Herald actually is 2 A

o
The Red Herald, a

10th-level Khinasi bard

S: 13

D: 16

433 9

I: 14

w: 11

Ch: 17

AL: NE

AC: -1

hp: 36

MV: 12

THACO: 16 (14 with
scimitar)

#AT: 3/2and 1

Dmg: 1d8+2 and
1d4+1

Bloodline: Reynir, minor, 15. '

Blood abilities: Alertness, poison sense,
Equipment: Chain mail shirt +2, cloak of the bat, scimi-
tar of speed +2, dagger, noble garb with arms of Aftane.
Spells memorized: 1st—change self, charm person,
bypnotism; 2nd—blur, ESP, invisibility;
3rd—clairaudience, wraithform; 4th—fear.

Thief abilities: CW 90%, DN 50%, PP 70%, RL 25%.

Description/History: The Red Herald, spokesman
for the Red Kings of Aftane, seems the only one of
them to engage in normal diplomacy and negotia-
tions with other regents. El-Adaba won his position
when he aided the other Red Kings in overthrowing
the Sultan of Aftane. Now he visits the courts of
nearby states frequently and busies himself with
maintaining the balance of power among the Red
Kings. As his peers don't trust each other (or him),
el-Adaba’s deft manipulations are often all that
stand between Aftane and fierce civil war.

This short, wiry man possesses the easy grace of a
cat and an endless supply of good humor and lively
wit. Beneath his fool’s facade lie ambitions that run
deep. The Herald is one of those rare people who,
though rotten to the core, was gifted with a genuine-
ly likable personality. Count on him for en

and intelligent conversation with well-ﬂwught out

arguments and
points. In short,

the other monarchn of Aftan: are
adventurers who supported el-Ada

nephew of the former satrap of
when the Red Kings struck, he mur-
dered his uncle personally.

N 5th-level Khinasi fighter

The Red Herald's domain: Arlando el-
# Adaba does not actually rule any of
" Aftane's provinces himself, but he does
ey portions of the kings' law holdings
' in the city-states of Aftane and Adaba. He

© receives most of his power from vassalage
ayecments with the other six Red Kings, each of
whom give him 2 RP per domain turn. Since the Red
Herald practices his diplomacy in their collective

- interests (usually), the kings support him,

adan el-mesir

High Captain of Mesire, a

S: 17
D: 10
C: 15
I: 13
W: 13
C: 14 t5 Q
AL: LG -
AC! 2 3 ¥
hp: 33 3
#AT: 32o0r1
THACO: 16 (13 with sabre

and Strength)
Dmg: 1d6+5 (sabre)

or by weapon +1

Bloodline: Anduiras, tainted, 11.
Blood ability: Battlewise,
Equipment: Improved mail +1, shield,
cialized), medium lance, medium war
composite short bow (customized for Strenﬂh '
12 arrows, light cotton tunic, breeches, and ¢ap

Description/History: This mtelhgent.ga,.d T
young man, the nephew of the Emir of Mesire, is
leheirappamt.mcethemhas no ch :
_huawn.Asthe 3 ;

*this high captn

d:rs the re




with the Black Spear Tribes.

El-Mesir stands at about 6 feet, thlia,\»
muscular build and clean-shaven, honest -
features. Though soft-spoken, he has won'
loyalty of Mesire's soldiers—they follow Hﬁ
orders unquestioningly. This gifted strategist 4 :
and tactician has greatly improved Mesire's mihhry
position through his personal attention. Adan el-
Mesir has the Strategy proficiency, as well as the bat-~
tlewise blood ability; his leadership is superb,

The high captain spends most days moving from
camp to camp along Mesire’s northern border; he
stays in the court only about one week each month.
Since he often represents the crown in Mesire's hin-
terlands, he frequently makes decisions without
consulting his uncle. The emir trusts his nephew's
judgment and rarely counts his commands.

Owver the last year, Adan el-Mesir has come to the
attention of el-Sheighiil, warlord of the Black Spear
Tribes. Time and time again, he has smashed the
ghoul lord's raiding parties; el-Sheighiil has begun
plotting the captain’s assassination or death in battle.

(:hcmeuil{

Priest of the Temple of Might,
zm ‘Ath-level Vos priest of
Be!m:k ;

Ejlpmllme Azrai,
b major, 25.
7 hdll‘lﬂit:es Iron
o owill, resistance (major).
‘Equipment: Plate mail,
- battle axe +2 (weapon of
*" choice), varsk, heavy lance,
9 v javelins, dagger, boots of the
north, pot;on of vitality.
Spells available: 1st—cure light wounds (x3), command
(x3), curse, cause fear, protection from good; 2nd—charm
person or mammal, bold person (<2), chant, spiritual bam-
mer, resist fire; 3rd—bold animal, prayer, glyph of ward-
ing, dispel magic, remove paralysis; 4th—animal summon-
ing I, cloak of bravery, spell immunity; Sth—animal sum-
moning I1, flame strike; 6th—wall of thoms.
Special: Chernevik's granted powers as a priest of
Belinik are explained in Part III: The BIRTHRIGHT
Campaign in the Rulebook.

Description/History: The leader of the persecuted
priests of Belinik in Kozlovnyy is a towering man of
brutish appearance and surprisingly cunning mind.
Battle-scarred Chernevik, a warrior of about 40, has
arms like young oaks and hair tied in a long braid
down his back. Despite the danger involved, he
proudly wears the brand of Belinik on his chest.
Short-tempered Chernevik seeks out confronta-
tions—he has emerged victorious from a hundred
duels, brawls, and battles,

The high priest claimed his position five years ago
by defeating the Temple of Might's former leader in
personal combat, He spends his time working to
counter the insidious softening of the Vos warrior's
outlook, which he sees transpiring among the
Kozlovs. Recently, he has fanned the fires of racial
pride among the younger Vos bycreatmg secret war-
rior societies and indoctrinating youths in the tradi-
tional values and rites of Vosgaard.

Chernevik hopes to use his _young warriors to
bring down the “corrupt” regime of the baron,
Vladimir Nikailov, but the day for the great uprising
hasn’t come vet. The priest seems mtensely inter-
ested in the doings of adventurers in Kozlovnyy;

1deally he hopes to blame the baron’s murder on

‘heroes.
Chernevik gained his bloodline by defeating the

Temple of Might's former high priest and probably
 will lose it to whoever defeats him.




cidre bint corina
A 6th-level balf-elf ranger

S: 16

D: 17

s 15

I: 10

w: 14

Ch: 16

AL: CG

AC: 2

hp: 33

THACO: 15 (14
with sabre
or magical
arrows)

#AT: 1and 1

Dmg; 1d6+3 (sabre) and

1d6+2 (short sword)

Bloodline: Basaia, minor, 9.

Blood ability: Alertness.

Equipment: Studded leather armor +1, sabre +1,
shield, short sword of quality, long bow, 12 arrows,
8 arrows +1, woolen cloak, boots, archer’s gauntlets,
potion of bealing.

Ranger abilities: HS 37%, MS 47%.

Description/History: Beautiful and trained in the
arts of wilderness warfare, the half-elf Cidre bint
Corina serves elven High Lady Fiona of
Rhuannach. Her mother was one of the Djiran
expatriates sheltering in Rhuannach’s borderlands
and the last surviving member of an honorable
ajazada house; Corina’s father is an elven lord of the
lady's court. The ranger finds herself welcome in
both human and elven communities, and she fights
for both against the gnolls that threaten the woods.

Corina stands almost 6 feet in height, with a slim
but athletic build, Her complexion is a soft, dusky
mix of elven-fair and Khinasi-coffee hue, and her
hair hangs black and straight. This warm and well-
spoken woman seems at ease among any kind of
people and has human and elven friends, The
half-elf's best friend, her mighty wolfhound
Bawnwaghl (bon-WALL), follows her everywhere.

Thanks to Corina’s alertness blood ability, people
find it virtually impossible to surprise her, especial-
ly in the wilderness. As a lieutenant of the elf
regent, she often carries out missions of great
import. She keeps an eye on the outskirts of the for-
est and reports any strange occurrences or trouble
to the High Lady Fiona. When she can, she takes
steps to deal with small problems herself—while
they're still small.

kerifah min tomad

Muerredal of the Holy Temple
of Nasri, a 7th-level Khinasi
paladin

S: 18/15

D: 10

C: 13

I: 14

w: 16

Ch: 17

AL: LG

AC: 1

hp: 41

THACO: 14 (12 with
trident and
Strength)

#AT: 372

Dmg;: 1d6+5 (trident)

Equipment: Improved mail +2, shield, trident +1, light
cotton surcoat with Holy Temple arms, boots, dagger.
Special: Tomad can use water breathing or water
walking as well as solid fog once per day.

Description/History: Ketifah was born on the
island of Tomad—a province of the island of
Ghamoura=—to common boatwright parents. At an
early age, her uncanny wisdom and personality
marked her for service in the Holy Temple of Nasri.
After two years as a novice priest, she decided to
enter training as a muerredal, or paladin, devoted to
Nasri’s service and the defense of the temple.

Tomad stands about 5 and a half feet tall, with a
stocky and athletic build. Honing her muscles
through years of combat training has made her sur-
prisingly strong for her height.

She understands that many of Ghamoura's great
priests use their elevated status to amass personal
power and vast fortunes; the paladin has made it her :
mission to purge the temple of those who serve only B
themselves and not Nasri. Naturally, hers is a danger- | =~
ous and unpopular view in the theocracy of Ghamours AR g

Now, Ketifah min Tomad seeks allies. to he T
expose the secret crimes of the high priest. She
she's a word away from being declared a
which would result in her arrest and execution,
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war and &=

coastul waters

i s il e

tures a true maritime flavor. As the Sun
Coast depends on the sea for communication,
trade, and warfare, a regent who rules a coastal
domain will find the quality of his fleet far more

o Khinasi campaign would seem quite com-
plete without naval details to give adven-

important than that of his armies.
This chapter expands the
®  BIRTHRIGHT domain rules for a
Khinasi cam-
paign, includ-

ship descrip-

trade by

(You can adapt
these rules for

Sea your Anuirean campaign, using the list

on Card 6 that notes the fleets and sea
trade routes available to Anuirean kingdoms. Other
@rds pmv‘ﬂe al:lditlonal details on these naval rules.)
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. | quarter, it may toc
- racing vessel's sleek hull and sails
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rivers and lakes
Ships moving along major rivers or lakes travel from
one province directly to an ndjac:ent province on the
same rtiver. The mouth of a river is considered

coastal waters as well as river waters, so a ship sail-
ing down a river and out to the coastal waters has to

‘count the last province of the river only once.

S€Q areqas

All coastal waters lie adjacent to one or more sea
areas: stretches of open water, Ships at sea can
move to adjacent sea areas, landward to coastal
waters, or farther out into ocean areas.

ocean qkeus

Ocean areas, l:ﬁrdered by sea areas and other ocean

areas, can take a week or so to cross. Unlike coastal

?'aters or sea ;rm, which count as o:ﬁ,spa;:: tf;dl
or puq:bses () nt, ocean ardas ee

to ﬁfe spaces—om mf&

. Ships in an ocean aﬂ'ﬂnck t.heu- progress each

ca they crossed. For

cross an -ocean area

be too weakt or f

becahnedsh.lporone caugh

wmd retains 1ts du'ectlon for 1d4days at a ume before
a new check, but the strength varies fromdayto day.

T i

it ey

waters along its shoreline. Ships can move directly
from one coastal waters area to another by sliding
along the shoreline, or they can leave the

province’s coastline and head out

into an adjacent sea area.

n:u:lu &5 Coasttl

w1 nd stfcng‘rh

On the first day of the voyage, roll 2d6 and refer to
Table 1: Wind Strength. This assigns you a
strength category, such as moderate, strong, and so
on. After this first day's 2d6 check, refer to the
“Next Day” column in Table 1 to see what die roll
you should make for subsequent wind strength
checks. For example, an initial 2d6 roll of 8 indi-
cates moderate winds. According to the table, the
next day's check calls for a 3d4 roll instead of a 2d6

s - o - iy A, 0
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Table 1: Wind Strength

2d6 Wind Strength Next Day
3 Calm 1d4+1
3 Calm L d6s)
4 Light 2d4

5 Light ~ 2d4
6 Light 2d6
¢ Maoderate ' 2d6
8 Moderate 3d4
9 Strong 3d4
10 < Strong 1d6+6
11 Gale 1d6+6
12 Stonn 2d6*

* Dn.pocch;kduwmd strength the next day in the :mcf
storms but after the storm blows itself out (in 1d4 days).

£ ®
s reduce a ship'’s movement to 1d2-1
ss of its normal speed. Oared ves-
ips, knarrs, drakkars, and galleys) can
8, and.move at their rowing rate (on
each ship’s naval War Card) instead. There's a 50%
chance that fog accompanies a calm, which can
make a ship run aground. (See page 69.) _
% Gales are treated the same as stmng winds,

e xctpt that they also alter a shlps intended course
¥y rwvmg a yessel 1d3 areas in the direction the
is blowing, or 1d3=1 areas if the player of the
3 succeeds in a Seamanship proficiency
jer, carry out the gale movement after
onducted its normal movement—a
fle almost never ends up where it want-
may cause shipwrecks.

esemble gales—but worse. A ship can
ve¥ it's simply blown 2d4 areas per day
n the wind blows, Storms blow out
vs and may cause shlpm'ecks

In Cerilian waters, the wind generally blows out of

the west in sprmg and summcr and fmm the north in

actual]y. different parts of the contment expenence
varied wind patterns.

For convenience, assume the wind always blows
from one of the four cardinal points of the compass.
The wind maintains its direction for 1d4 days before
you check it again, using Table 2.

wik

el @

oS .lﬁneuvcrab Clgs
irection. ce you've found the - ship's
neuverability Class (MC) on the vessel's War

"pdate for wind strength and whether the ship is sail-

OO OND U

w

he movement of a

Card, refer to the table below. Using the roﬂppro—
ith, or across the wind, find the number

shlp can move on its first turn.

L= : —_—

ing into,
of areas
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Table 3: Ship Movement Allowance .
b shiy Manewverabiliy Class (MC) :

(e .

Winds -« A B
uge |

mowe four areas in one day
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If a ship's course carries it northeast, southwest, first move, it's going across the wind and gains the
or in'any other noncardinal direction, far simplici- proper movement allowance,
ty’s sake, “round off’. its heading to a clean north, A ship can't gain extra' movementyif it takes a &
south, €ast; or west—whichever is closest to correct. more advantageous €ourse after its initial move off

desired and in any direction, -as long as it may

navigation and se(llnanshlp only up to the movement allowance it received"
; its.first move this turn. : é
Successful proficiency checks can increase a ship’s There is one exception to this rule; =
speed. If the pilot or navigator succeeds 'uxra turn into the wind after a downwind (y
wvigation : de i or crosswind course end their move:
sa+l of sailing into the wind, no matter |H&
layer their movement allowances they mayth
can attempt both chec '

captain and navigator. j I 5 ¥
- — : g ) rIvers -,

the.day. However, it can change ¢ourse as often E 3

sl o o

ks if his P sees,--ns

o

- — . R TR— GR——————. : g i
shalighF e A o gAY ot RO . S e e
S

X

|
T Régardliss'of the b direetion, ships move GRS N
area per day when sailing upriver and'two areas per —
day when sailing downriver. The wind strength
doesn’t matter except in a storm, when ships sailing

ns a journey with

essel sails east ~ OQured vessels

a southerly

wind in its Longships, knarrs, drakkars, and galleys are oared
vessels, which can ignore the wind and use their row-
ing rate (listed on each ship’s naval War Card)
instead of their sailing rate. (Gales and storms still
have normal effects, of course.) In light or
moderate wind, oared vessels can row to
supplement their normal sailing
and move one extra area.
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shipwrecks

Bad weather at sea can prove dangerous: Light
craft, especially, can founder or run aground.
Foundering happens due to rough seas in gales or
storms—a ship takes on too much water and goes

under, Grounding occurs when a ship hits a rock,
shoal, or coastline and breaks apart.

seaworthiness checks

To prevent either type of shipwreck, a player must
make a successful seaworthiness check. All ships
have a seaworthiness rating ranging from 1 to 20—
the higher the rating, the better. (You can find a
ship's rating on the back of Card 1.) To make a sea-
worthmess chcck roll ld20 and con

or equal to Qhe ship's seaworthmes arating (or the
captain's Seamanship score) succeed.

However, the seaworthiness check receiyves a one-
point pew for every area the'ship was driven by the
winds in'a gale or storm, Soya ship blown three ‘areas
suffers a =3 penalty to its seaworthiness rating (or the
captain's proficiency s¢ore) for the check.
¥ Note: You can a use -seaworthiness chcd: to :
L Y reﬂegt a s abili 15 unusual stresses or = A dhoura (MC B) se
9 ;Mp such wih rammmgthcvesse.l. L of mode strmstbﬁfl-

i - 'bis;dmwmd.!ﬂ:r(]d?
Shrps that ﬁlﬂ will sink" aﬂ:er dbotra oan move onf area south, off the Isle ¢
ng the elements. If the vessel has’ ‘“mit’sa:tackcdbyplraﬂ'uduﬁs Ena
c&ﬁ%abandonshp;nd MEREUNES

T ﬁg.w

: ’h\ B bk ’! dd S Y
- "‘“Gromudiﬂrmtﬁf‘wﬁin"a shtp*entm‘rcoastd- Omalmf !i&"‘" .
waters in fog, a gale, or a storm. A check for
grounding su;.ceeds if a player rolls a d20 result
in a re

——l—rmmr mwwmn \ m""‘ ‘
pilot’s \Iawganon proficiency score—whichever 1s whole new dimension to t‘he &’om in

lower. If the ship fails, it runs aground. Should it Regents can now build trade routes by sea, move
ground on a marshy coast or sandy shoals, the crew armies by sea, lease their vessels to other

can refloat it after 1d6 days of work. Otherwise, the characters, or engage in naval

ship will never sail again. If the ship grounds on a warfare,

rocky coastline, the collision smashes it to splinters,
and it sinks immediately. Again, give PCs every
chance to save themselves.

ncluding shnps like merchantmen or cmvels
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If necessary, convert Gold Bars to gold pieces by
multiplying the GB figures above by 2,000. If a char-
acter fails to maintain a ship in a particular domain
turn, it can't move, fight, or perform any other tasks
that turn, and its seaworthiness rating drops 1 point
permanently. (DMs may allow PCs to refit their ships
bypaymgallthe:r:mssed maintenance fees to restore
: the vessels’ original seaworthiness rating.) If the ves-

é sel’s seaworthiness score reaches 0 through contin-
© ued neglect, the hopeless hulk will never sail again.

disbonding ships

}mtllkedmbandmgtmopaorholdmgsmtlmes of
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val actions

rpluented in
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: use in

play.
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Move Ships Success: Automatic
Type: Free Base Cost: None

A regent can order his ship to sail anywhere he
wants, Since a vessel's maintenance cost includes

_ordering it to move costs a character
Ships can mave to support trade by sea,
ferry troops, take characters on adventures, or per-
form other missions.

Note: Once a regent has committed ships to nor-
mal movement, they become ineligible for use dur-
ing War Moves that follow that action round.
However, if someone else uses the declare war
action to attack the regent’s ships or provinces, he
may choose to retum a sl'up to the position it held

Type: Free Base Cost: 1 GB

A regent who wants to move his troops via ship
doesn't have to risk a success roll for ship availabil-
ity and the other factors mentioned for the move
troops action in the Rulebook. He can use his ships
to transport companies of troops automatically, up
to the ship's normal capacity for troops and move-
ment. (Mounted forces such as knights or cavalry
count as two units each.) The troops must embark
at a port, paying 1 GB per five units; the cost doesn't
depend on how far the ships move, since the regent
already owns them. (A ship can carry its maximum
troop and cargo capacity at once.)

Once the troops are aboard, the regent uses a
move ships action (above). The troops can disem-
bark at any coastal province. However, landing
troops in enemy-held provinces requires a declare
war action and the execution of four War Moves,
just like a normal land invasion would. Each full
week at sea prevents the troops in question from
participating in one land-based War Move that

- action round.

Ships that move troops by sea face the same limi-

tations imposed by the move ships action: carrying

troops during an action round makes a ship ineligible
for movement during any War Moves later that round,

Rivers: Regents can move troops along rivers, as
long as one bank is friendly or they have permission
from the ruler of one bank.

Sea Trade Route Success: 10+
Type: Domain, Realm Base Cost: 1 RP, 1 GB

The Rulebook uses a simple abstraction to repre-
sent sea routes: any coastal province (4) or higher
can have a trade route to the nearest sea lane worth

Success: Automatic

. half the province's rating or to Mu{pm
ollowing

worth the average of the two ratings. The
material expands the create trade route action, .
Ports: Any coastal or river province (4) or high-

. 4- ~
"fum_.
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port and must:

¢ Have a different terrain type; or

# Be occupied by people of a different culture (for
example, Anuire vs. Khinasi).

For purposes of this action, assume a ship can trav-

el 30 maritime areas in one month of sailing.

A port can support as many sea trade routes as
land trade routes; so, a coastal province (7) can sup-
port three land and three sea trade routes. The
regent of a port with a designated sea trade route
can bar the trade route with a decree action at any
time. And, remember, a sea trade route can never
start from any coastal province rated (3) or lower.

 Value: A sea trade route is worth the average of

the two provinces involved, rounded up. For

umtance a sea trade route linking a province (4)
oviny KA&Q‘ earns the owner 5 GB per

mutetoaseafane("‘partsunknown ) is worth half
the port province’s rating.

Ships: Naturally, sea trade requires ships capable of
carrying cargo. Every ship has a cargo capacity,
described in terms of GB, (See Card 1.) To collect all
the money a sea trade route creates, the route’s owner
must have ships able to carry enough cargo. Additional
Gold Bars' worth of cargo, in excess of the ships' cargo
capacity, are lost until the regent gets more or bigger
ships. (A ship can carry its maximum number of
troops and cargo at the same time, if necessary.)

Example: A guilder regent in Ariya, a province (7),

creates a sea trade route to Alcamar, a province (5).

This route generates 6 GB per domain tumn.

However, the regent supports the route with only two

dhouras, each with a cargo capacity of 2 GB. These

ships allow the guilder to collect only 4 GB per
domain tumn from the sea trade route.

Availability: A regent should allocate ships to
sea trade routes during the “taxation and collection”
step of the domain turn. These vessels are consid-
ered occupied with move ships actions each action
round to carry out the turn's trade, If a ship leaves
its trade route for another purpose, the regent must
repay the money he collected this domain turn from
cargo his ships never actually carried to port.

B = “-\"

u mmw *Part II: Domains in
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~ process doesn't require a diplomacy action; the ship

- ¢an ask permission as it enters the provinces in

question.

However, a regent must make a declare war
action for his ship to attack another ship, enter
enemy coastal waters, or land troops in another
regent's province. Once a war at sea is declared,
ships of both sides may freely ck each other
until the war ends through one si desrmcﬁon. sur-

render or diplomacy.

Any ship that did not m

already in the current und can move dumg*

each War Move, (A rege s War Moves when he '

takes a declare war acti is the target of one, Y.

apply: whoever used the de

waters are driven to
ovince or into a port or ri

retreating from ¢
waters of an adjacen
if the province has these features. ]

Remember thi§ one important difference
between sea War Moves-and land War Moves: You
resolve the movefent of attacking and defending
naval forces one day at a time (using normal sailing
movement rulegly not a week at a time, as in 1a

battles. It take e en naval War Moves to equal o

week of game gime (one land War Move). 3
The chart below shows a combined land/sefﬁVar

Move sequemge, which allows you, the DM, 46 inte-

grate sea battles into a war.

- -

Table 5: @ne Land/Sea War Move &
' Sea War M

A, s troops move A, Aggressor’sShips move
nder's troops 1. Defe s ships
retreat may

der's troops move, _ B, Defe si'l.lpsml:un}ytl'mc

that di not retreat in Step A1)

L. Attacker's ships may retreat

[only ships that id not move
in Step A) .
‘Rspcal A and B seven ti
or a week of
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% landing forces and marines

T}"‘oops that land on hostile shb&s may not move

“they have to stay in the province re they landed.

owever, they can occupy, pillage,"or set a siege in
thatsprovince during that week (in %cr words, the
same War Move). Treat debarked trgeps as normal
land unjts in subsequent War Moves.

Ruuﬁgships. galleons, and zebecs are so large,
they all cagry small contingents of marines as part of
their crews, These marines can functiorfas one unit
of irregular$.if landed on enemy shorgs, making
them handy fer quick raids or other such'missions.
The marines miist remain in the same pravince as
their ship, unlesSeither is destroyed. If the marines
die, the ship’s bofieding value falls to 0 (se@ ‘Naval
Battles) until the regent replaces them by spending
1 GB and musteringtroops in any of his ports
ing the domajn-turn.

“again during the War Move in w%&ey debark—

naval battles

uring a sequence of War Moves, a battle
results when opposing ships or fleets end
up in the same river or lake, coastal
waters, or sea area. Enemy fleets can't battle in
ocean areas—the open ocean is so vast, the vessels
can't find each other! Gales and storms also prevent
battles, even between enemy fleets in the same area.
Regents fight sea battles using naval War Cards,
much like standard cards from the BIRTHRIGHT
boxed set, except they have blue backs and
describe ships, wind conditions, and naval magic.
Review regular War Card battles (in the Rulebook,
Part II: Domains) before reading these new rules.
Most ships described on Card 1 have their own
naval War Cards, offering an illustration as well as the
ship’s defense and morale ratings, Maneuverability
Class, missile rating, rowing rate (if applicable) and
boarding value, When a naval battle begins, give each
player the naval War Cards and regular War Cards
that represent their fleets and on-board troops.



Ship nam ip’
The ship’s or:gvpe “ undama
defense #

morale
check
The cnﬂ'& icon: v e i i
“crossed swords  damaged  ship's '
{or shield or (1,2, or 3 hits) rowing illustration
pennant) attack values  rate

*
the field of battle

Unlike land battles, fights at sea can migrate miles
across the water, as ships drift downwind and with
the current. Thus, the “battlefield” in naval war
begins as a stretch of water five battle areas wide and
five across. Battle areas are not maritime areas; the
battle areas for both sides all lie within one maritime
area. The back of the poster in this box—your naval
battle mat—shows each side's starting battle areas.

As the fight rages, ships can expand the hostile
area by leaving the original field of play. There's no
reserve or an out-of-bounds—a ship can sail as far
as desired in any direction.

set-u P

The defender sets his ships on the mat first, in any or

all of the five battle areas on his side of the field. (If a
ship has troops on board, place the appropriate troop
cards under their corresponding vessel.) The attacker
follows by setting up on the row of areas opposite the
defender’s lines. Nearly any number of ships can
occupy a single battle area; each area is a stretch of
water hundreds of yards across.

Finally, give each ship a numbered blue counter to
describe its last movement allowance and one red
counter for each point of its boarding value, (Embarked

: _lmopsadd to boarding value—see page 75.)

3 waters: If the battle takes place in the -
waters of a province, one to three sides of the =

: _}.mmthboundedbyslmlmhnd at your dis-
~ eretion. Ships that exit the field into shoal or coastline
mdmaynotmomagammﬁusbattle

Rivers: Normally, rivers are
bounded on two opposite sides by
the banks. In addition, rivers can

e a field nl' hattie narrower

weather and wind

The most crucial factor of a sea
battle is themwi

determine the wind and pos:tmn of the two fle

Time effectively stops during a naval War |
battle. Assume that all rounds of battle are co
cluded in one day, so you don't need a new wind
strength or direction check.

Wind cards: Four of your naval War Cards are
wind cards: indicates the wind's direction;
place it on the naval battle mat to show which way the
wind blows. The other three indicate how many battle
areas a ship can move in a naval War Card battle
under light, moderate, and strong winds. Draw the
card appropriate for the current wind and set it beside
the direction card for reference.

sequence of play

A naval War Card battle’s sequence of play resembles
the standard sequence, with a few modifications.
Below is one round of battle. .

Table 6: ww‘!

A. Movement phase
1. Attacker moves and grapples.
2. Defender moves and grapples.
B. Attack phase
1. Resolve magical attacks, «
2. Resolve boardmg actwlu.__ N
3. Resolve mis :
C. Morale < oy
1. Ships strike colors or ffe&.
2. Routed ships attem.pt :
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1

v EJ Starting location + Movement path
. C\q:_ | Muimum movement j One battle area

rea commander can move any or
' lhipa each round. Ships can sail
-occupied battle areas;
unieu they gmpple As in normal
ctical moves depend on the wind
: phu a ship's Maneuverability
v dl.l‘ECthﬂ. and strength

ﬁunherofareasequaltothmrowmg
! ahmsmva!WarCard}mmmsaﬂ

alpsyre 4 iupde‘ e,

across tlwmn&mgaium mavementaﬂqmcc
Howe:«;dthe shpcanchanneloc:smeﬂunqﬁmmﬁ‘i:
_ wants direction, as as eps to

U'M%nﬁﬁs&ﬁmﬂmm :

arrack phosc

As in normal War Card battles, magical attacks come
first; a wizard can cast offensive spells at any ungrap-
pled enemy ship in his battle area or one area away.
He can cast defensive spells on any friendly unit in his
battle area. Adjust the realm spells in the BIRTHRIGHT
boxed set for naval use. New spells with significant
effects on a naval battle are summed up on spell cards
in this box. (Use these naval spell cards instead of the
land-based ones in the boxed set.)

‘Boarding actions and missile attacks (below), in
that order, follow magical attacks. Only oared vessels
can ram, as regular sailing vessels have too little
maneuverability to prevent the target from dragging
them down.

Resolve all types of attacks normally using the
battle cards provided.

boardi ngs

When two ships grapple, a boarding action ensues.
are fierce, chaotic skirmishes fought across

“the decks of the grappled ships. Resolve boarding like

attack, except the attacker compares his
alue (current total of red counters) to the
Y Value If the attaclner dmws an H

Ay
ook W



result, the defenders boardmgvahwdmps by 1 point.
A D result on the.b: cardclmﬂacdeckso all

omatically or remain grappled X
ght. (Drawing an F battle card
; ks has no result.) ﬁ” B *
*Additional ships in a grapple can _
ir boarding counters to the first ship s
fHat got involved in the fight. A navaf W
id vessels: Ships captured through board- the scene, strike the
@tsone hit of damage from miscellaneous . also can surrender his enti
it and lose all their red counters—their round by striking his flagshi
@ values are reducéd 1o zero. To crew a cap-  his captains to do so, too.
el, the prize-taker must send someof its own Ships that leave
unters aver to the: ﬂrme to make' it naviga- by sailing to an adj
tured vessel can now fight for the victor. L
counters: Each v}ut to a ship removes :

o?l#’side ﬂec _ : ;

‘commander

ps colors and ordering

ﬁmsh their day’s move

ed boarding counters. Remember to have  flight and pursurt
te their shlps counters to reflect
", m boarding actions or other attacks. Also Any ship cén ﬂge the fight any time by sailing farther
ju,ét m if a victor, extra ships. or embarked  inone than 411y enemy IFCSE SI 4
hndj:oardingv.;[uc 1 3 at least two battle areas away from the nearest enemy. e 1)
%ﬁ”" PEERIL \ If, for gxample, a ship is the westernmost vessel o

no enemies closer than two battle areas

\ l J 'mp‘ -
o | has fled the fight. However, ships can't flee in

mlssﬂe attacks “.¢

i blocked by coastlines or shoals, *
Missiles represent a ship’s ability i fleeing vessel has no option but to sail into
vessel using archery, cataj coastal waters or an area con hostiie

, the ship must surrender. Victors n

weapons. Ships that did not me
'cing vessel using normal movement’

round of battle can attack one'e
same area or one area away:, Res
by comparing the attacker’s missile’
vessel’s defense rating and drawing a battle card,

I an enemy ship scores a hit, rotate the s’htp cdr
and its attached troop cards to the “1 Hit" positi
to reflect the missile damage. Some. ships;
Anuirean galleon, can withstand four migsile hits =
before sinking, but each hit reduces’its movement
and attack capabilities, and the ship !oses one
boarding counter. Each missile hit a vessel snff,erq% af
also delivers one hit to a unit of et d"troo

possibly damaging or destro
embarked tmops are Iogt if y;gser

. morabpﬁase



Gl-rl’ldbanture md Coils
these points in mind:

#* Read the entire a re before running it.

# Always read atallclzed"w aloud to players.

# BIRTHRIGHT adventures must be flexible enough
for you to set in nearly any domain. Therefore,
you might have to change some references to
places and people to make them apply to what-
ever domain you choose as a setting.

For more general tips on running BIRTHRIGHT sce-

narios, see the box set (Part III: The BIRTHRIGHT

Campaign in the Rulebook and the adventurc intro-

~ duction in Ruins of Empire).

the setting e

. ’

i

- It's most convenient to set the adventure in the city- -
ltateof Ariya, as this scenario assumes a PC serves
as regent of that domain. (It's best to say that

mission and can't be reached during this adven-
ture.) If no one wants to play the regent of Ariya,
~youcanaim the advcnture at the PC ruler of almust 8
! anyother Khh!as: stat i -

““get rid of him; play Khalil as an agent
Finally, if the group includes no re

PC. In this case, discount the Regent
each action round.

background

The Serpent wields great power throu
through the Society of the Serpent and the
Serpent: vile brotherhoods that strike in
poison and blade. Like other major a i
Serpent wants to gain power by acquiring the strength
of other bloodlines. In this adventure, the monsters
attention falls on one of the player characters. ;

" Since the Serpent has relatively little influence in
the PCs stah.- hes aﬂwd with an important local

; fil el-Arrasi, the distant

ange for helping Khalil gain the
2 Serpent wants the PC regent's bloodline.
‘mage gains the power and wealth he craves,

W@f ﬂﬁ.rehnt and an ambitious contender for

‘;ﬁhﬂethi!awﬁsbeghgpt:apuppet ruler and the quiet
Anyas NPC court mage, Rahil the Falcon, is ona -

Wﬁf the player character’s ancient line.
- Khalil must delmr the regent to the awnshegh,

! nsmg the muscle of the Society and Sons of the
_ Serpent. Plus, the creature gave the wizard scrolls
" to create a simulacrum of the PC regent, Once

Khalil has prepared this duplicate, he'll lure the
regent into a trap and govern the state himself,

- using his magical creation.

the domain turn
Each action round of this adventure lasts no longer

~ than a month as written, including travel time.

Howew:,ywnﬁwtodec:dedmpacmgnfthe sce-
i Runltasasmgleaztlon round (assuming the



ficst action
round

n this action round:

# Khalil sends assassins of the Society of the
Serpent to the PC regent, seeking the last
ingredient for his simulacrum: a piece of
the regent's flesh, He masks the attack with

- the theft of the Arivan Scepter of Office.
. ® When the PCs investigate the attack, they dis-
..cover the scepter is actually the long-lost key to

a sealed island temple, a plabt.: rumored to hold

t magical treasure and, better yet, informa-
goenaahndt the Masetian kings who predated the

“Ariyan royal line.

regent actions

The beginning of the domain turn finds Ariya pros-

perous and lovalty high. Of course, the wizard Khalil
recently left court under a cloud—he always seems to
" have a new quarrel with his cousin. Now back in his
Kfeira tower, he's usurped the regent's authority once
maore: Scouts report he's hosting Mairadan diplomats.

The regent receives more unusual news, too:
Some fishermen spotted a couple Serpent galleys
near the Isle of Ghosts. However, the Serpent
wields little power in this area.

Equally strange are reports that gnoll tribes from
the Tarvanian Hills (specifically Meid Tarvai in the
Sphinx’s domain) have ranged farther afield than
normal. Such raiders have rarely troubled Ariya in
the past.

These events might require regent actions in the
first action round. The adventure portion of this
action round, Knives in the Dark, could call for espi-
onage and research actions.

part one: knives in
the dark

The adventure opens with an attack on the PC
regent'’s palace by members of the Society of the
Serpent, covertly aided by Khalil. The awnshegh's
assassins were instructed to follow the wizard's
orders: to wound the regent with special barbed
knives he gave them and steal the Ariyan Scepter of
Office. The assassins believe the potent poison on
the knives will slay the regent in short task and that
Khalil will arrange their escape from the palace.
The wizard has deceived them, of course—his
plan is more complicated than anyone knows. As
soon as he has the flesh off the barb of one knife,

Khalil intends to warn the palace guards Ofﬂn




attack, ensuring the assassins’ capture. If he mere-

ly wanted to replace the regent with his simulacrum,
he could have the Serpent’s agents spirit the wound-
ed prince away to the awnshegh while he finished
his construct and placed him on the throne.
However, Khalil is not just power-hungry: He's
greedy for wealth, too,

In his magical research, Khalil stumbled upon a
reference to an ancient temple on an island south-
east of Ariya that contained the burial riches of gen-
erations of Masetian kings. After months of plan-
ning, the wizard has concocted a scheme that not
only wins him the throne and fulfills his bargain
with the Serpent, but also gains him all the wealth
of this temple. The one problem is, he has to trick
the regent into opening the sealed temple for him—
only the PC has the divine bloodline for the job.

the arrack .

o R sl R T

The plan takes action as Khalil guides the two assas-

sins into the palace, using various charm, invisibility,
and forget spells so they can reach the PC's bed
chamber undetected. (Khalil has sufficient skill to
overcome almost any defenses with the right spell,
If all else fails, a passwall spell should get the assas-
sins into the regent’s room.) The wizard then with-
draws to a secure location to monitor theattac
means of a clairvoyance spell, awaiting the |

linstant summons. Once he has his bit of

royal flesh, he'll alert the guards and flee the palace.

Begin the encounter by reading the text below
aloud to the PC regent and the others:

_’_

After a long day of bearings and discussions on various

affairs of state, you retire to your chambers. It's after

‘midnight, but your sleep feels restless and troubled.

Sometime in the small bours, the sound of footfalls in

~_ your bed chamber wakes you. Opening your eyes, you

| find two black-clad forms approaching your bed with
he glint of steel in their bands!

.

ok N Lo

b ]

’ M-Mcasmﬁn check.

g%

i

Assassin, Khinasi, T4 (2): AC 6 (leather armor,
Dexterity bonus); MV 12; HD 4d6; hp 18, 16;
THACO 19; #AT 1; Dmg 1d3 (knife), 1d6 (short
sword); SA poison; SD thief abilities; SZ M;
ML fearless (19); Int average (9); AL CE; XP 650,

Note: The Type O poison coating the knives par-
alyzes victims for 2d6 hours, onset time 2 to 24
minutes.

Thief abilities: PP 45%, OL 37%, F/RT 35%,
MS 33%, HS 40%, DN 15%, CW 88%, RL 5%.

Khalil told the assassins to throw their poisoned
knives aside once they'd wounded their victim,
Wounding the PC is very important to the adven-
ture’s plot; if the regent could probably overpower
the assassins, boost their statistics or have them
strike while he's asleep (if they succeed in Move
Silently skill checks).

After the attack, read the text below:

Despite your attempt to dodge the dagger thrusts, one
blade strikes you. With an agonizing twist, the assassin
wrenches the knife out of the wound and burls it away.
“That’s it!" be mutters to bis companion. “The poison
will finish him!" With evil grins, both assassins back
away and flee through the chamber door into your

The dagger on the floor glimmers oddly for a moment,

__then disappears in a wisp of smoke. The knife cut stings;

the weapon's abrupt removal tore away a divot of flesh. A
strange numbness spreads from the injury through your
body, making you dizzy and nauseated.

&

After injuring the regent, the assassins plant a few
items in the receiving room: a map, a slip of paper,
and two empty vials. Then they scoop up the Ariyan
Scepter of Office, which the regent keeps in a satin-
lined oak box beside an ornate chair. They withdraw
and make their way from the regent’s suite to a pre-
arranged meeting point—where they soon see that
Khalil has left them stranded in the palace.

If possible, allow other PCs to participate in the
palace’s defense by helping track down and confront
the assassins, especially if these characters work as
retainers or guards. The commotion of the con-
frontation between the royal guards and assassins
should bring other characters running. If no PCs
actually participate in the battle, assume that the
guards capture the assassins easily.

““afrer the atrack~

.+ The PC regent probably believes he narrowly sur-

. vived a theft and attack on his life;

e should have




~ to leave
"~ “'the scene

e Ty ALY
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A

~left a folded, bat-
. tered map of the -
_island, Khoufayla; the
“other dropped a slip of -
paper with the words Midnigﬁﬁ Shadow" written

that sho w ; -
lead me‘ﬁ t *
his trap at the
island temple. O'ng 'r,‘& :

on it. Both men left vials with sﬁlﬂpdldchtifyh&fhe

apothecary that sold the poison,
The regent's next actions depend on the circum-

stances after the assault:
If the assassins are killed or captured. Should the

assassins die before they can leave their “clues” in

the receiving room, the PCs still find the items on
their bodies. In case they're captured—the likeliest
outcome—Khalil will teleport to the palace as soon
as possible and kill the assassins to protect himself.
However, he will not jeopardize his own life or
reveal his involvement unless absolutely necessary.
He'd rather accept the assassins’ blame than risk
capture himself at this point.

If the assassins escape the PCs. Should the assas-
sins fight their way free of the heroes, the royal
guards capture them and recover the scepter and
evidence.

If the assassins fail. Khalil would like to have fin-
ished his simulacrum before luring the regent into
his trap but, if necessary, he will proceed without
the duplicate. He knows he can get his bit of flesh
once he's lured the regent to the island of
Khoufayla, Despite the unsuccessful assault, the
assassins should have left enough "evidence” along
their path to point the PCs in the right direction for
their meeting with Khalil,

the 1 mvesng;(mon
Pnesmnably. the PCs begin looking into the attacby

ers’ identities and motives. They may follow smral :

avenues, including questioning the captured assas-
sins, tracking the clues they left behind, or using. "
espionage network

0 L i e - Boa,
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Although surviving assassins resist
ysical duress, charm person, ESP, or
- spells reveal what they understand
of their mission: To kill the regent for
alil and leave clues that should throw

% of the wizard’s scheme to lure the charac-
- ter to Khoufayla. As these agents come from
Mairada, they have no information about the local

| chapter of the Society of the Serpent.
Questioning dead captives. The PCs can use a

speak with dead spell only if one of the group is a
priest of sufficient level to cast it. If they do ques-
tion the departed spirits, they learn as much as if
they had charmed a living assassin, However, role-

_play the questioning carefully under the limits of the
‘speak with dead spell. And remember, Khinasi wiz-

ards can not violate their oat.hs to use most forms of
necromancy. . S —

Following the leads. “Midnight's Shadow” refers to
a tavern of that name in the city’s worst district: a
low-grade establishment catering to carters and
Iaborers. Khalil rented a room there forj?g assas-
sins’ use, disguising it as a merchant's qu
Assassins' Den, below,)

The map of Khoufayla fortuitously no,usﬁﬁk\ “
island’s name. No one knows much about the isle,: 1*&
land mass so small it doesn't appear on most ml?!

It requires a fair bit of research to determine it n‘r“??
location and significance. (See The. L:md q A
Khoufayla on page 81.)

Player characters can trace the vials g 'ﬂ-‘
apothecary near the Midnight's Sha
acters don't recognize the name of the pe
ordered the poison, according to the sho
records. (Khalil placed the order under
name.) However, they learn the shopl
sendwordtoﬂmtavemwhmthi




% 43 Espionage. A regent who successfully uses an espi- -

kb 2 -ondge’ action learns that Khalil orchestrated the The Midnight's Shadow is a disreputable establishment
¢ attack ahd discovers the assassin’s den through his catering to foreigners and questionable characters. It
_wspies. If the PCs decide to confront Khalil immedi- sits in the dark recesses of a dismal alleyway in the
““iately, they learn that the wizard sailed from Ariya city’s worst quarter. The regent's poorest and most des-
¥ the day after the attack. To bring him to justice, perate subjects occupy the overcrowded buildings sur-
.they'll have to follow him. : rounding the tavern,
Qeely 1= Stepping through the low doorway, you find a stale-

ENNTL T g smelling wine shop with shoddy furnishings and a
:ﬂr&;gasdsm n’s den handful of sullen, filthy patrons. They eye you warily,
e Ja falling silent as you enter. The proprietor, an enormous

en the PCs investigate Midnight's Shadow, read man, has a sallow, pocked face. Avarice twists his

e | low. Insert encounters with thugs to trouble countenance into a fawning smirk, and with a bow he

e héroes, should they be traveling incognito and says, “A jug of my finest, lord?"

Y o
The tavern keeper is a fence and part-time crook
~named Rar;::the FaEMKb;E;.NE). If the PCs are
. incognito, he treats them with contempt, demanding
¥ - _that they purchase his miserable wine at outrageous
~ prices. Winning his cooperation requires a substantial
r immediate threats to his life. Rami's cronies
lw  include six O-level thugs. The innkeeper may try to
- mug the PCs, if their group is small,
- Should  the regent himself show up on Rami’s
doorstep with his retinue in tow, the innkeeper acts
gly ious, bowing and scraping while
his wine at even more Ous prices.
tami doesn’t even think about offering
his suzerain, but he won't seem especially
I 'Q-. hcseasoithetgdd or steel. .
When given the assassins’ descriptions,
. *Rami confirms that they rented a stite of
. 4% -rooms. He calls their leader—a man ﬁtting
/  Khalil's description—"a cold-blooded outlander




with dark, dead eyes.” The leader came and went with
his fellows several times over the last week or so but
vanished a few days back—with money still owed on
the rooms, Rami adds.

If the PCs offer to clear the tab (it amounts to 70
gp). Rami shows them the rooms. (Depending on
the role-playing, he might escort the regent to the
rooms at no cost.)

&

This suite looks like the chambers of a traveling band
of minor merchants, with several scattered packs,
trunks, and crates of fine pottery, wines, silks, and
other small but valuable goods. A quick search reveals
a bandful of manifests and ledgers, as well as a heavy
book wrapped in oiled cloth and hidden at the bottom
of one trunk.
4

The goods are worth 155 gp to anyone in the
party who claims them. The ledgers appear normal
for a traveling merchant. However, closer inspec-
tion shows that all the entries were made in the
same hand, using the same ink. No time at all seems
to have elapsed between the first dated record and
the most recent.

Tucked under one cloth flap of the book in the
trunk is an unsigned note, The heroes can't guess
that the assassins never saw it—Khalil planted both
it and the book. The note reads:

The book with this note is titled An Account of the
Voyages of ‘Sidar el-Bandiya. Characters with the
Local History proficiency might have heard of
Sidar; those who make successful proficiency
checks recall him as a magician and explorer who
lived about 100 years ago.

A bookmark indicates an underlined passage in
the text.

&

“Having been advised of our location, 1 urged the cap-
tain to make a landing on Khoufayla, a deserted island

300 miles southeast of Ariya. While the captain sent
out watering parties, I explored the small isle. I'd

thought Khoufayla was never settled—imagi sur-.
m&*m‘ew a ridge and found a "Q’%m

]

' !#ﬁ nﬁf?&f& '

“The temple looked obviously Masetian in design. I
approached, thinking to scout the ruins and leam
more, but the temple’s doors were locked by a magical
seal I could not pass. This sigil struck me as familiar,
and after a moment I placed it in my memory—the seal
of Ariyal The seal bad a piece missing—the key, I pre-
sumed. I made a cast of the seal, boping to fashion a
substitute, but when I returned, my duplicate proved
ineffective.

“Below is a sketch of the missing piece’s outline in
its actual size. The piece might now take almost any
form: an item of jewelry, an amulet, a beadpiece to a
short staff. “I have never heard of any Ariyan interest
in Khoufayla and can only speculate about the tantaliz-
ing temple’s contents and bistory.”

¢

A margin note beside the passage states simply:
“Scepter of Office?” Sidar’s sketch of the missing
piece clearly matches the headpiece to the regent's
scepter.

the legcnd of khoufayla

After discovering Sidar’s book in the assassin’s den
and recalling the attéempted theft of the scepter, the
PCs should decide to investigate Khoufayla and its
Wmﬂe This requires a week of dedicat-
research or one regent’s use of the research char-
Anyone looking into the matter finds that the
Ariyan Scepter of Office actually dates back to the
Masetian rulers of this area. The current Ariyan
dynasty has passed it down for centuries. The
scepter has a faint alteration enchantment on it, if
someone thinks to check it with a detect magic spell.
Researching the island of Khoufayla initially
reveals little; the island is well charted, if somewhat
out of the way. From time to time, sailors land on its
shores to replenish water and food stores. A few doc- g
uments refer to “haunted ruins,” but it takes a great A
deal of effort to bring the temple’s story to light. \ 4
The temple was built by the mainland Masetian
dynasty of Saria to honor tm’ dess
serve as a mausoleum for their kings.
years, such a tomb would become a sto
kings’ burial treasure, so a great deal of we:

lﬂmli[dmmﬂthis legend in his
rescarch. However, when d
the island with the scepte
(the regent never knew
it had been taken,
as Khalil lefta
. 5 ’




: e s
replica in its place), the sealed doors would not 1,000 gp or a dhoura for 4,000 gp. (See ship
open for him. Surmising that only the true ruler of  descriptions on Card 1.) Ideally, the regent should
Ariya could break the magical seal, he knew he had be accompanied by the other PCs, his bodyguards,
to lure his enemy there before he could own its rich- and the ship's crew and captain. At most, he might
es—and before he handed the regent over to the  want to bring along one company (200 soldiers) in
Serpent. case of a fight,

The regent should think twice before stripping
his state utterly of its defenses for a personal mis-

SECO nd sion, however. Before letting the player embark his

® entire army, remind him of enemies surrounding his

.l_I d character’s domain. If the player insists on bringing
QC On f Oun all his military forces, step up the raids in the north.
Finding Khoufayla proves no problem, as long as

I n the second action round: the weather's good. (DM hint: Bad weather can

# The PCs travel to the island and explore scatter large fleets, if you need to thin out the
the lost temple. However, Khalil and the  regent's followers without killing them.) To make

Serpent’s forces await them as they exit. the voyage more exciting, you can add an encounter
¢ The wizard and his simulacrum go back to Ariya or two, like ting a pirate vessel, sahuagin, or a
to rule in the regent's place. sea monster. ;
'y # The PCs are taken prisoner and loaded aboard a 4

Serpent galley for an appointment with the

/.‘,":}.x-\ awnshegh. the |5]Qﬁ(jﬁ ’
AT ; kgg{gﬁgr agtions |

When the regent's shi
L l s for the island, he learns

gnage action gives |-
. Khalil's recent
es of. the

>

| nUQ':';%T;E‘l
o Sl_" { "‘i p _.
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PCs can do little more with the adventure but fol-  your discretion, the group might meet
low him. : ' : crocediles, or giant snakes, bats, or Ti.m:c:.:ts, but

’ ‘ alil's 'men—more Serpent agents—wait near

Th(ﬂ UO\]Q?’E the temple and at sea aboard two Serpent galleys

anchored on the other side of the small island, The

To get to Khoufayla, the party will need  wizard plans to ambush the regent's party after the

a ship. If the regent has Ariyan ruler unseals the temple (and, Khalil hopes,

ne navy, the group disables its traps and collects its treasure for him).
can hire a Meanwhile, the galleys will capture the regent’s ves-

dhow for sel—should the PCs defeat Khalil's land troops, the

wizard's naval forces will take them all the same.




The ﬁc&t'ﬁefs mﬁﬂb&s nndcr WM
island's forest, which borders on jungle in manypk
few game trails cross the forest floor, and youfind a
stream bed that leads inland. Lots of birds; monkeys, and
insects live bere, but there is no sign of man.

After marching about an hour and a balf, you near the
top of the ridge Sidar mentioned in bis jounal. Breaking
through the foliage, you find yourselves gazing on a wide,
bowl-shaped valley of chest-high grass in the middle of the
forested hills. In the center of the valley, about a quarter-
mile away, an ancient temple of crumbling black stone
stands amid the uins of a small town. An icy chill passes
through you_as you look upon the temple.

*

Khalil carefully keeps his men out of sight, using
a massmorph spell to disguise them as an'acacia
grove on one side of the temple courtyard. If the
PCs use any unusual scouting methods, they might
find Khalil's camp, but no one is there. (See Kbalil's

Ambu? page 88.)

the tmnplc

Forgottcn since before Deismaar, the edifice now in

ruins before the group was built to honor Masela,

S patroness«of the Masetians, and a8 the final resting

g, \ place,of the, kings, of the mainland {(now. Ariya), to overcone the doors’ mass, Walls 10 feet thick make
sHowever, nthe rulers became embroiled in breaking into another point of the temple quite diffi-

: templefell into the handsofa cult, although a skillful climber could slip into one of

i tedﬂ:o the zmm

er power Kalisius. Ariyas  the upper floor windows. However, these hold traps—
n' rulers defeated the evil priests just ghphs of warding to prevent that very mode of entry.
smaar and sealed the temple to prevent the A character who tries to climb in a window suffers 18
i dishonoring their ancestors. points o blectncal damage (save vs. spell for half
PCs approach the temple, continue e) and must make a segond saving thrmrlmnr:

elow: iately, ly, h:e lf..bj: r :

the stone-flagged coyrt before the temple
assive structure of dull H;u:k stone looms

Artal 4, or 5, {See temp]emapkey nextpage)

: {The epsiest way to enter the temple involves
- plé e scepter's headpiece in the socket.
e [1l—a r.
3 Ao

: : grmomwr bmﬁ:?iﬂg*sem to have

weatbered r.be years much better. In fact, at this range
most of the damage looks only superficial. Your scouts

i Teport that the building bas no visible entrances besides
the main doorway before you.

The temple’s cast bronze doors look easily 20 feet

high and 10 feet wide. These portals bear a complicat-
ed engraved design quite similar to the Seal of Ariya.
You can tell the seal is incomplete—an empty socket
marks the place for the last component of the design.

’_

Naturally, the great doors are barred and
locked. It would take a battering ram to
break them down by force, and
knock spells seem too weak

. B
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When you touch the scepter’s beadpiece to the door, it
instantly bonds to the seal and completes the design. A"
flash of blue light dances along the symbols and lines,
then the doors begin to groan open. Clouds of dust
sting your eyes as the temple exbales a stale gust of dry
air with the parting of the doors. Thesscepter falls back
into your grasp. o

Inside waits a dim chamber of some size, lit by
slanting beams of light from the upper windows, Gréat
stone pillars support.@ barrel-vaulted ceilingl3
overbead, The walls, covered in stone bas-relic
ancient heroes battling horri '
ber’s far end, a large altar of black ston
grim idol of an afm;rcd warrior Wit)
taloned hands, and a n% tend

temple _‘-fno.p key

1. Great hall.' In the Masetians' day, the great hall
housed. the last observances for mainland kings.
Priests of Masela would pray, fast, and stand watch
for a month over the presetved-body of a deceased
ruler before interring him in the vaults’ below, A’
thick layer of dust covers the smooth, black marble
altarand floor,

Of course, most recently the templps's priests
served not Masela, but a false god. Aftera success-
ful Ancient History or Religion proficieacy check,

‘The Temple of Khoufayla |

Irbe o

fieroes can identify the hideous idol behind the altar

Kalisiys. Inspection reveals scrape marks on the
the idol, suggesting that something else
once stood here.

The altar itself, at the great hall's north end,
radiates a feeling of menace; appropriate spells
detect a weak aura of evil. A character who search-
es this area discovers parallel tracks on the floor
beside the altar—it was designed to slide to one
side; Moving the altar requires.an Open Doors
check with a —4 penalty, since the slab weighs
more, than 1,000 Ibs. Each additional character's
aid reduces the penalty by one, and five people
together can move the slab automatically. The
altar covers a staircase that leads down to the
undercrypt (Area 6).

Two small alcoves on either side of the great
hall's main chamber now contain minor idols to
dark spirits who served Kalisius: a fiend with
wicked claws, a serpent-man, a withered ¢rone,
and a slim girl pierced through with swords. The
mainland troops who sealed the temple have
knocked these lesser idols off their stands and bro-
ken them to pieces. '

The glyphs of warding and sealed doors have kept
animal intruders out, so the great hall and alcoves
appear in surprisingly good shape. Some debris lies
scattered around, including the remnants of tapes-
tries and corroded braziers and.scongés along
walls: Five skeletons lie. moldering before “the

the 4

altar—the remains of some who once served herg,.
kW
Lo

-

F.
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killed by the Masetian troops. The spirits of these
priests now guard this place. Any living person set-
ting foot in the hall without the Ariyan Scepter of
Office risks their wrath.

Spectre (5): AC 2; MV 15, Fl 30 (B); HD 7+3;
hp 40, 37, 36, 33, 30; THACO 13; #AT 1; Dmg 1d8;
SA drain two levels with each hit; SD hit only by +1
or better weapons, undead immunities; SZ M (6
feet tall); ML champion (15); Int high (14); AL LE;
XP 3,000.

If a character bearing the scepter enters the hall,
the spectres keep out of sight—in effect, the royal
talisman turns them automatically. Otherwise, they
attack with hideous shrieks and wails, rising from
the bones of their former bodies. Priests suffer -2
penalties on attempts to turn undead while inside
this evil temple. 3",

2. Sacristy. The door to the temple'd southwestern
chamber once formed part of the mural on all the
walls of the room. It depicted Masetian rulers fight-
ing monsters in.a landscape PCs might even
recognize as home. The had concealed the
door from plain sight. However, the door was bat-
tered down long ago .
pieces on the floor. m'l

9 used to store cere-
» _mumal uterm

. 3. Vestment c.hlmszLﬂtb‘the entrance to the stc-:
i *g (Area 2), the r to the vestment "

part ofia tiled mural but' broke open when

Masauan troops sw
: ceh:momql robes, chasubles,
. 'Iht_a room includes a slua.ll

a mezzanine above the temple’s south end, over-
looking the great hall. Stairs leading up to this area
now stand choked with fallen banners and ruined
furniture. Areas 4a, 4b, and 4c served as the lesser
priests’ quarters—fairly austere even before the
mainland soldiers defeated the clerics here. The first
two chambers each contain a pallet, a tall cabinet, a
chest, and a writing desk: all ruined. Area 4¢c down
the hall housed four acolytes and still holds a
wrecked pallet and chest for each of them. Although
the acolytes and priests all died on the ground floor

now lies in several moldy
ach as fouts. knives, dwme ',',J

SA fear, age iO years by si jar; 8
~ by Silver or +2 or better ﬂqﬁ '
% X

pt the temple, Priests of ' .

regent S gturdﬂ and mtamnrs! Hmvm- the r.:ha.rac-
ter hnltﬁng the scepter remains imimune to this

(in Areas 1 and 3), their restless spirits often linger
in these rooms.

While the Masetian troops did search the priests’
quarters, they missed a hidden space in the rear wall
of Area 4b. Inside is a small locked strongbox with a
poisoned needle in the lock. Fortunately, the poison

has long since lost its potency. The strongbox con-

tains five diamonds worth 100 gp each, three tour-
malines worth 25 gp each, a small pouch of 30 pp,
and a necklace of adaptation.

5a and 5b, High priest's chambers. The leader of
Kalisius's cult was the High Priest Iagostes, a pow-
erful and charismatic servant of evil who wreaked
great havoc in the city that predated Ariya; not only
did he want its warriors in his cult, he tried to take
the city by force.

These rooms felt quite luxurious in Iagostes's
day, with rich carpets, well-made furniture, and gold
hanging lamps. Of course, the soldiers who
destroyed lagostes's cult thoroughly pi]]aged his
quarters. The PCs walk into the high priest’s former
living area (5a). To the far right, a door leads to
Area 5b, a dressing room. .

The Masetian soldiers corn ; ed the hig
Area 5b and slew him, after he'd already
ical steps to conceal the e
undercrypt. His mortal -"...

pieces of bone

)11} #AT 1; Dmg mm

._...”.s'

‘lthe

unidead i ; SW A
. M (6 tall); ML
T AR |
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You suddenly feel paralyzed by an
h uncontrollable chill, like an icy band

passing through your heart. A
 moment latr, a dim appariton

< phantom crushes your beart in a
! cold grip. Around you, the retain-
ers cry out in horror, then scatter at

the s:gbt of the ghost.

The spirit drifts closer, sneering as it surveys you up
G ywneelts ceremonial robes suggest that this is the
' ade of a great priest. “Is this what the line of Maltos
Saria bas come to?” it demands, its voice a sibilant
whisper. “What mockery is this? How came you to bear
the Scepter of Maltos? You are no Masetian. Has Saria
fallen to barbarians?" SR
.

In lagostes's lifetime, the state of Ariyva was a
Masetian state known as Saria, ruled by the ancient
line of Maltos Saria. After Deismaar, the line of
Masetian rulers failed as their entire race disap-
peared; the Basarji built their city of Ariya on
Saria’s ruins. The PC regent springs from the blood
of this newer, “barbarian” dynasty.

Depending on the regent’s answers, lagostes may
attack, flee, or cooperate. Questions about the
rumored treasure of the Masetian kings provoke him
into attacking—he considers the hoard rightfully l'us

.andcan‘ttolctatethc ndeacfl:tsrcmval lftl\e

.miy ifme g:oup (ﬁs-
Should the regent slant the truth of
his answers, trying to find an expla-

nation to placate the ghost,

lagostes may allow the
regent to depart the tem-

to I?lm oo

on the story’s
believability.

the ghost from directly attacking the mgent but he

- C 8) or canlayh by remov-
“ing his remains from th&temp]e and having a pnest’“

’c:ypts south wall hides a secret door that Ieads to'

The ghost also might try to convince the regent
to relinquish the scepter; placing it on the altar
would release him from undeath, he says, offermg
to show him gold that is “rightfully yours” in

i'gr leaving the badge of office. This is a

* ploy, howe .‘Iagosteshas no intention of honoring
~ the agreement; he just wants the regent to put the

scepter down so he can attack with his magic jar
ability as soon as the talisman leaves his hand, He
hopes to take control of the regent's mind, then
return to Ariya and rule in the name of Kalisius, just
as he desired so long ago.

Defeating lagostes: The scepter’s power prevents

bury them properly. If the party forces him to flee, he
returns in 1d3 turns to attack again with indirect
methods: using magic jar on the regent’s allies or his
innate fear ability to send them all shrieking out of
the temple.

6. The . This chamber is flagged and
finished with smooth, polished black stone.
Characters enter via the stairs hidden under the
altar in the great hall.

A well-preserved frieze runs around the room at
about chest height on the wall, chronicling the
reigns of the Sarian kings, The bas-relief features
each line of succession in the order of its rule—the
first describes the reign of King Maltos and the
four regents of his blood who followed him, The
next details the start of a new dynasty, and so on.
Five dynasties appear now, with preparations laid
for a sixth.

Six tall, narrow doors of bronze plate spaced
evenly along the east and south walls punctuate the

- bas-reliefs. Five of them feature a life-sized mtmg

in relief of the founder of a dynasty. Despite the

fqutstandmg workmanship, flecks of green corrosion

cover the doors due to their age. Five of the doors
are locked, wizard locked at 12th level, and guarded
by a glyph of warding. (The sixth is merely locked.)
Each glyph inflicts 10 points of damage and blinds
any character who doesn't speak a prayer to
Kalisius before touching it. (A save vs. spell negates
the blinding effect and reduces damage to 5 points.
The blindness can be healed using a cure blindness
spell.) The Masetian troops incinerated the keys to
all the burial chambers behind these doors many
centuries ago when they killed lagostes.

-Between two of the bronze doors, the under-

temple's hidden vault. The emceptmnly
door has no obvious trigger mechanism—the
on the ruoms smﬂ:hemmost pillar, near t
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instead. He knows how to bypass the g{yphs but
he'd rather let the heroes set them off. In fact, he
may tell them the kings' treasure lies in their burial
chambers behind the bronze doors, knowing that
searching there will set off the glyphs and may awak-
en monstrous guardians waiting in the chambers.
lagostes takes whatever steps possible to prevent
anyone from discovering the secret door.

7a. First burial chamber. In the somber northern-
most burial chamber, five great stone sarcophagi
stand against the walls: the resting places of Maltos
Saria and the kings of his line. Each sarcophagus
has a lid carved with the likeness of the king within.
The floor tile pattern forms the seal of ancient Saria.
At the far end of the room, a statue of an ancient
“warrior sits watching over the room with eternal vig-
“ilance. Golden, htgﬁf
with continual light spells provide soft illumination.
As long as no one disturbs the sarcophagi, noth-
ing happens here. However, as soon as a character
damages or opens one, the statue becomes animate
and attacks—this stone golem has orders to prevent
anyone from despoiling these tombs.

Stone golem: AC 5; MV 6; HD 14; hp 60;
THACO 7; #AT 1; Dmg 3d8; SA slow once per 10
rounds; SD hit only by +2 or better weapons,
immune to most magic; SZ L (8 feet tall); ML fear-
less (20); Int non (0); AL N; XP 8,000.

The golem pursues intruders in this chamber
only; it allows them to leave this room. It doesn't
harm the holder of the scepter unless that character
persists in violating the sepulchers or attacks on the
golem itself.

If the characters defeat the golem and open the
sarcophagi, they can retrieve a wealth of jewelry
from the mummified bodies of the Masetian kings—
each lord was buried with 1d4+3 pieces ranging in
value from 500 gp to 3,000 gp (1d6 x 500).
However, lawful or good PCs (and especially the
regent!) may be stretching their alignments by pil-
laging these tombs. Feel free to visit dire curses and
dooms upon any especially greedy characters—in
particular the regent, who has a whole treasury back
home and supposedly came to the temple to learn
about his damam s Masetian history.

7btu?e.

y polished lanterns enchanted



Insostzsandhnfollmrsbmkeopenalllixupul-
chers and looted them. The high priest left the other
tombs alone, as despoiling this one for its treasure
cost the lives of five acolytes.

7f. Unused burial chamber. This room, though
locked and prepared much like the others, lies
empty. Its door bears no glyph or wizard lock.

8. The vault. Thehgnered‘ riches of the Sarian kings
. were brought to r one level down from
{ the undercrypt by of Masela—they con-

¥ sidered it their sacr hold the treasure for
~ & Vthe deceased. When: us's cult took over the

1 temple, lagostes dis ed this hoard and used it
~to further the spread ofihis dark designs. Although
e destroyed the chambes
' sentries, lagostes replacédt
"‘own—a lesser guardian ' -,

dor and descending into
% your light reflect off
bundreds of shiny coins and gemstones at the bottom of

be stairs. A great hoard lies spead out as far as the
ight reaches. Arms and armor, and tapestries,

%\ bests and coffers overflowing withigold—the room con-
ok

" | Suddenly, a scraping noise from off to the

Aght, A borrid shape moves out of adows and into

e dim lantern light. It resembles a bilge ape covered in

ted mustard-colored fur, with Wboar’s tusks and

viggish eyes. The creature grunts, §azes up at you

amthe appointed 3uardum of thi chamber,” it

says, its Wpice clear and eloquent dc g its brutish

~"Jlaea'me:u once, or I shall d&troy you to

A . I ‘
The conditions of the monster’s servi E e it

no room for com@romise; it must defend the
sure to its death. However, t_&e creature hasb
no news in centuriespand it will gladly talk
party as hmg ‘the PCs make no move to st
the roomgBut it will not hesitate a mom
attack if "3 suspects ueach:w or deceit, Note

s on;-[agl stone golem

: ;esury according to plot conditions. For instance, if

Guardian

yugoloth: AC 1; MV 9; HD 8; hp 53;
THACO 13; #AT 3; Dmg 1d6/1d12/1d12; SA breathe
fire for 5d6 points damage; SD hit only by +2 or
better weapons, immune to electrical attacks; SZ L
(7 feet tall); ML fearless (19); Int very (12); AL NE;
XP 4,000.

Should the group defeat the yugoloth and tally
the hoard, the characters determine that it's worth
15 GB in gems and coins. It also includes: three
spell scrolls in sealed bone mge;;oﬁumMcﬁm
from petrification, Mcﬁoﬂ car
six wizard spells; a t shield +2; and a
wand of frost with lﬁclums. Ifhgnmshasnut
am:hedtlw:haxacte time the

khalil’s ambush

When the PCs enter the temple, Khalil's hidden
agents move swiftly to overcome any guards left sta-
tioned outside and prepare a nasty surprise for the
heroes. When they emerge from the ruins, the
agents set upon them and their guards. Khalil
explicitly ordered that no one harm the regent,
though—he needs the ruler alive to complete his
bargain with the Serpent.

The wizard brought more than enough guards to
match the regent’s, so the number of Serpent
guards equals 150% of the regent's force. If the
regent has no guards with him, Khalil commands
only 10 Serpent guards; if the regent brought an
army, the wizard has up to 200 Serpent guards, If
these can't at least match the regent’s force, he
abandons the idea of ambushing the PCs and
instead concentrates on capturing their ship. (See
Captured! on page 90.)

When the PCs exit the temple, read the text on
the next page. Khalil's magical protections (see his
dunipuononpage 89) should prevent most rude
interruptions in his speech. Adjust the text as nec-
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The sunlight seems extremely bright after the darkness
of the temple. As your group steps off the stone portico
before the building, a tall, bearded man in black robes
appem seemingly out of nowhere: It's wur ousin,
Khalil. & 2

“Good day. Your Highness,” he saysﬁ ard
ic smile. "1 see you've spared me the trouble of explor-

ing the temple personally. How kind. Now, I am afraid .

you have a pressing engagement on the Isle of the
Serpent, while I must return to Ariya to guide your suc-
cessor in bis rule. May I present the next prince?”

Turning with a flourish, the sorcerer steps aside to

reveal an exact duplicate of you! In every detail, the
double looks perfect. Its face is cold and mcpmmonhss

but a malign intelligence

m&%‘ﬂ

”“"“‘c‘dﬁ'! Bm two o}"‘ u r'uum.ug my
will sail for the capital in an baur. while you will be

delivered to the Serpent to complete my little bargain
with him.

“Please, don't resist—you're outmumbered, you
know, and I'll have a bard time explaining the deaths
of too many royal guards.” As be speaks, Khalil raises
bis band. All around you, acacia trees shimmer and
dissipate, revealing warriors in green cloaks and scale

mail!
-

Serpent guard (10 minimum): AC 5 (scale mail
and shield); MV 12 (9 with armor); HD 2; hp 10;
THACO 19; #AT 1; Dmg 1d6 (javelin or short
sword); SZ M (6 feet tall); ML fanatic (18); Int very
(11-12); AL NE; XP 35.

Notes: Four guards are armed with throwing
nets, to capture the PC regent. If a net scores a hit,
the target becomes entangled and can't move. The
victim can attempt a Strength check once per round
to break free. . :

Khalil used his massmorph spell to disguise tj\e. |

guards as a stand of acacia trees scattered along one
side of the courtyard. Although his soliloquy keeps
them from achieving surprise, the party has already
walked into his trap. The Serpent’s agents move to
apprehend the PCs.

Khalil, Khinasi male, W12: AC 2 (cloak of dis-
placement, armor spell in effect, Dexterity); MV 12;
hp 31; THACO 17; #AT 1; Dmg 1d64+2 (staff of strik-
ing); SZ M (6 feet tall); ML steady (12); AL LE; XP

A 000
Notes: Stoneskin and amor spells are in effect,
normal missiles and minor globe of invulnerability

9,D 16, C 12,117, W 14, Ch 13,
+ Basaia, tainted, 8,

Whﬂsahuwudforbardekwmungpmwom;_,-

Personality: Khalil is a man con-
sumed by ambition and greed. He
seems civil and urbane, but will

stop Qt What_hﬂ

his triumph in th
enemies.

Special equipment: Cloak of

fon:s Gth—-B:gbys forceﬁd band P

Note that the regent's simulacrum m:ght beco
involved in the fight. (However, Khalil has directed
it to avoid combat, and it stays behind him or flees
if threatened.) This creature possesses one-half the
PC's experience level (minimum 1st level) and
nonunique weapons and nonmagical armor similar
to the hero’s. So, if the regent is a 6th-level fighter
with chain mail +4, make the simulacrum a 3rd-level
fighter in normal chain mail.

The wizard uses nonlethal spells to neutralize the
regent and his immediate group, but he may apply
harsher means to deal with the royal guards. If he
captures or incapacitates the PCs, go to The thh '
Galley on page 91.

If!(halii' s forces lose the fight or find themselves
forced to flee, go to Marooned, page 94. In such a
case, Khalil returns to a Serpent galley with his tele-

yuﬂsl-le settles ;
with the

agl I

the enemy camp

The sorcerer attempted to keep
camp out of sight, about a mil
inland than the

m:mber ol' gturds——r
Serpent guards require a .




smaller than one for 100. This standard military
encampment includes banked cookfires, canvas
tents, bedrolls, firewood, stores of food and water,
and anything else soldiers might need for several
weeks of patrol duty. The Serpent guards leave only
four warriors to watch the , plus a few slaves

{my“'herc from Ju.st a ﬁd ndmg on
m '- =

ML (18): Int {11-1:'»:
2& fanaﬁtm‘. p .Ln 4

hp; hp 3; THACO 20; #AT 1; Dmg by
(5-6 feet ta ;Mﬁmdycs): Int
erage. (8—10). AL varies; XP 15.
oy e
'Qudra, Khinasi male, F4: AC5(s:uddm‘ leather
+1, buckler, Dexterity); MV 12; hp 29; THACO0 17
(14 with mace) #AT 1 (3/2 with mace); Dmg 1d6+6
(me), 1d6+1 (crossbow); SZ M (6% feet tall);
. ML champion (16); AL N; XP 650.
Note: Specialized with footman's mace.
18{5; D 15,C 12,19, W 12, Ch 9.
onality: Quiet, unassuming Qudra measures

[ by the quality of his service. He remains
ely lograi ‘to his master, even though he finds
l&aﬂs schemes distasteful.

" Khalil has furnished his tent comfortably with a

folding bed, small writing desk, sturdy
lantern, and large trunk. The desk
contains pen, ink, and paper,
along with a letter

addressed to the wizard

, from someone who

R i signed it with a
e Masetian rune.
The letter

y ﬁ states:

i l?’k;f

;-;,“]gng 1dé {jnvdm or sh:l"t‘ ‘sword); SZ M6 :

- two Serpent galleys on the other side of the island

We have placed otir resources ar yow fs; osal at
\I"J'\h.Il rable eXPese. Reme IN’nJ 'r the ter
agreement—we can cast yotr do

we raised you up. Betray us, and

you had never been born,

When the PCs’ slnp dmps anchm'. scouts Irom the.
signal to their ships, which move to attack. It takes
these ships about three hours to round the island
and close with the anchored vessel. The galleys can
approach to within a few hundred yards of their
prey without being spotted, due to Khoufayla's
rocky headlands. They swiftly come alongside the
regent’s ship and board it before its crew can even
raise anchor. If any PCs remained aboard, read the
text below to the players and conduct the following
encounter. (Otherwise, assume the galleys succeed

in capturing the regent’s ship.)

’_

The watering party has returned with casks full of fresh
spring water, and the crew bhas settled in for routine
maintenance—splicing lines, greasing chains, scrub-
bing the decks with holystones, and similar activities.

Suddenly, a cry of alarm goes up from the seaward
side of the ship! Two sinister black galleys with green
sails bave appeared, now only a couple hundred yards
away from your anchored vessel and closing. The
shouts of panicked crew members convey their fear that
the galleys will bave positioned themselves to board
before you can get underway!




Resolve this battl
- guidelines (Part I
E reballs or hgbr.

nrdered to cooperate w:th 1
e Ariyan rogue wizard a dis-
aptain Madra serves as Tisar’s f
d. .
d (50 per galley): AC 5 (scale mail
12 (9 with armor); HD 2; hp 10;  loosing a
49, #AT 1; Dmg 1d6 (javelin or short ‘ensure that it wonits
£M (6 fut tall); ML fanatic (18); Intvery . that the awnshegh's agent.s
AL NE; XP 35. only as a last resort.) Contix
' Marooned .on page 94, S O
iorMasetun (70 per galley): AC the regent’s ship, they wi
HD 1d6 hp; hp 3; THACO 20; #AT 1;  send it back to A
sapon; SZ M (5-6 feet tall); ML amsteady lacrum; the PCs:

l.‘egent s ship
adventure with
f the villains capture
it for Khalil to return, then
iya éarrying the wizard and simu-
will find themselves captured and

erage (8-10); AL varies; XP 15. taken aboard The Black Galley.
e slaves, chained to theu}un' can not ;
tack unless relea F g ' th b} l{ "
w A ' e blac €,
' . ‘Masetian male, Pr . (Serpent): AC 2 g@- Y. i ¢ T
~ (seale mails2, cloak of prote on +2); MV N A

- THACO 16;#AT 1; Dmg 1d6+2 (mage
(5% feet tall); ML champion (15); AL LE;

S 12, D 10, C 15, 1 14, W 17,4

Personality: Prefect Tisar, a fan
Serpent, seeks to advance through
the service of the temple hierarc
cruel priest seems suspicious of Kk

ship. fulfill his bargain with the Serpent, Khalil
2,000, . all e awnshegh's agents—under Prefect Tisar

| 2 Ciptam Madra—to set sail with t.hl:m for
-of the Serpent. i
~ 'Read the following text aloud to pla rs, ad]ust ;
i 4 m it as needed to suit the outcome of events in
* all red! 1 -‘*Em“'
Special equipment: Scale mail +2 € [ protec » ﬂ s | F "".; 8
tion +2, two beads of force. ... . VW iyl R :

Spells available (6/6/4/2); 1!t—~blm cause fs#r _&bah! and his allies lead you back towqrd the cove
cause light wounds, command, sanctuary; 2nd—aid,. '\ ‘where your ship lies at anchor. They have bound you
charm person or mammal, bold person (x2), snake s;cumly, o, guards wg!k on cither side of each
charm; 3rd—dispel magic, prayer, sumnion insects, puble. As you
water walk; dth—giant insect. lower water. o | 2 Nt s Y0

Madra, Masetian female, F5: mv}&hmﬂ % f
+1, shield +1, Dexterity); MV 12; hp 36: THACO. 16 man the de
(14 with short sword); #AT 1 (3/2 with short - ‘I see th
sword); Dmg 1d6+3; SZ M (5% feet tail), ML chtar tbey ron
(14); AL LN; XP 1,000, ake g0

S'17,D 17, C 14, 113, W2, Ch 13.1"

Personality: A talented young captain of the
Serpent's armies, } has demonstrated that ;ht
can always get the job don mse{schnt intel- \
ligent, and p essional captain never | S

Spemd equipmiwﬂc
+1, sbuld &»1‘.:_ O

12; hp% The Serpent guards haul the PCs abuard t]Jelr ﬂag-'_ i




TN
v | 4'} i

e
!ﬂf& beach to ferry you to the

i wg:"ﬁngbnat waits
5,,3;0:: toar ﬁ_&%w”ubed galley'slaves.
Ao it e, Kl lead e mposter vt o

e S o
.4‘_ 3

To avoid ing the awnshegh—and near-cer-
tain death—the PCs miist escape before the galley
reaches the Isle:of the Serpent. Make sure the play-
ers realize that once. their characters reach the
island, it's over. Initially, the guards act quite vigi-
lant but, as the galley Ieivqf_l(houfayla behind, they
begin relaxing and looking forward to going home.

In addition to Prefect Tisar and Captain Madra,
the ship carries 30 Serpent guards. (The normal
contingent of 50 fell due to combat deaths or leav-
ing warriors behind to establish a camp on
£ Khoufayla.) The vessel—derived from Masetian

=3 design, like all. Serpent galleys—is crewed by 70
slaves, 60 of whom remain chained to their oars.

“  The slaves despise their masters, but they also fear
them terribly and won't rise against them unless
someone unchains them and gives them a very
strong leader to follow.

. The chains. The guards chain the characters to an
i oar bench by heavy ankle fetters, joined by a simple

. lock. All the chains, in turn, loop around an iron bar
that runs the length of the oar pit. The overseers can
release the iron bar, freeing all the slaves at once, or
they can free one individual slave by undoing only
his chains. Other ways to escape the chains include:
¢ Cut them with a tool Iiqu a bolt cutter, which the*

fug

ds you arrive, guards on deck chain

Once opened, the fetters can serve as bludgeons
(1d4 points of damage) or as garrotes (1d3 points of
damage, plus one cumulative point per round of
strangling). i ; e 3
"~ The heavy padiock securing the iron s
too large for breaki '_b’ut‘a”‘gucccssﬁ_u] Bﬂﬂrﬁr‘i >

roll lets a character bend it open. CW@M‘&

The guards. Naturally, the guards won't allow their
prisoners to just snap their chains and walk off. Two
hours after setting sail, Captain Madra sets the
night watch and allows the slaves to sleep by their
oars. Ten guards remain on watch, scattered along
the galley’s length; two to four linger in the PCs’'
general vicinity at all times. Madra and the prefect
retire to their cabins in the galley’s stern deckhouse.

If the guards discover the heroes trying to free
themselves, they leap into the oar pit and administer
a savage beating that reduces the troublemaker to
50% of his remaining hit points and gives him a -2
penalty to attack rolls for the next 1d3 days. (A cure

. light wounds spell negates the attack penalty.)

‘Should a prisoner actually get free or kill a guard,

- the rest of the guards begin mustering, Two to five

(1d4+1) reinforcements arrive cach round until
all the guards are accounted for; the prefect
Md the captain arrive in 1d4 rounds.




Serpent guard (30): AC 5 (scale mail and
shield); MV 12 (9 with armor); HD 2; hp 10;
THACO 19; #AT 1; Dmg 1d6 (javelin or short
wsword); SZ M (6 feet tall); ML fanatic (18); Int very
#(11-12); AL NE; XP 35.

The slaves. If the PCs can convince the slaves they
have a chance to defeat the guards, the. slaves will
help. Though fairly desperate, most consider dying

uprising better than living on in chains, The -

in
§u * slave nearest the PCs—a talkative old trader named

-~ Merkebir—quizzes them incessantly for news of
‘*‘* ?w Merasaf. Heun explain how the chain and bar are

© secured and point out the location of theheys and
i Opening vica. He can even arrange a distraction
g l}l xmml slaves start

e the d

“@W

 feet tall); ML unsteady (5); Int average (8-10); AL

- varies; XP 15,

. The victory. Once guards begin to fall, the PCs can
- equip themselves with their captors’ javelins and
~ short swords. Their own gear is in a pair of locked

4 . trunks in Madra's quarters.

If the heroes defeat the guards, they'll find
Merkebir a skilled seaman and knowledgeable naviga-
tor—he can quickly organize the slaves into a crew
and take the galley anywhere the PCs might like to
go. If necessary, remind players that Khalil and his
simulacrum have at least a day's head start on them—
he'll get back to Ariya first and take the throne.

the isle of the secpent

If the group fails to escape, the galleys dock in
Masetium, the capital of the Isle of the Serpent,
after three days of sailing. Guards lead the heroes in
chains to the Serpent’s ancient, sprawling palace. If
you feel generous, make the PCs the center of a
power struggle between the High Son of the
Serpent, the Voice of the Serpent, and the Sons'
Priest Lord (see page 51). The mayhem ensuing
when each contrives to use the PCs as pawns might
let them escape,

Otherwise, the group is met by Thatio, the High
Son of the Serpent. He sends unblooded PCs under
escort to the dungeons, where they stay a few
months to earn the privilege of working as the
Serpent’s slaves. The scions, the priest delivers per-
sonally to his master.

i | ﬂ:ﬂ[# Voice ¢ 2

B 5 'mn At: 10 MV 12 J-m 1d6 hp; hp
o 3 ’II-MCOQO #AL 1; Dmg by weapon; SZM {5—6._:_'_

4

You descend several levels into the depths of the
Serpent’s palace, to the awnshegh's lair; a veritable
labyrinth of stone vaults. The High Som ushers you into
a wide chamber of bare, cold stone lit by torches. Two
rows of priests, Sons of the Ssrpcﬂ.formuuaislckad-
ing to a pit at the far end of the room. Your guards
sbmmabngmfmmhwﬁﬁdmm W |
standing before the :;x

Lord, in bis

gazmgatyouw&

Should the mdomﬁopuﬁcm" 'ﬂn'
emony of investiture, 'Jllu'ﬂpw
~them, his giant ctor form *-wo. rom
the pit to receivc the

'thePCs;omthetrunbloodedfnendsin -
geons. Thcy might a dgmce to escape \ 5

tall, burly man mth 4mkes htad i’ﬁaﬁohnds oy
him a great sword, axﬂ'-thenwnnheghunc s
ously runs the scions through the hea
theft!



masrooned

If Khalil meets defeat or fails to capture the heroes,
he may manage nonetheless to maroon them on
Khoufayla. This outcome might spring from one of
two basic scenarios: Either the PCs are on the run,
trying to elude capture, or they fought off the attack
and made the villains flee.

On the run, If Khalil can't capture the heroes, he
settles for taking their ship and returning to Ariya
with the simulacrum, leaving the Serpent guards to
find the PCs and deliver them to the awnshegh. The
Serpent galleys stay anchored in the bay while the
warriors organize into parties and systematically
search the island. A resourceful group of heroes
might circle around the search and take one of the
galleys while most of her warriors are ashore.
Otherwise, the Serpent’s men continue the search
for weeks. ” . :

The villains leave, The Serpent galleys have an
excellent chance of capturing the PCs’ ship even if
Khalil's other forces fail. If the heroes wipe out the
awnshegh's land agents, Khalil departs aboard the
regent's ship, while the Serpent galleys conclude
their initial search, then set sail for home to bring
reinforcements. They'll return in about a week with
hundreds of soldiers plus priests, mageﬁﬂmag-

- ”‘_cal items useFul for trac.kmg and captumg fugitives.

' m£ e laland, Fortunatsly, Khofyla has

plentiful food and water, so death from starvation,
thirst, or exposure does not seem to threaten the
heroes. They can use trees, vines, and other materi-
als to fashion a crude boat in about a week, if any
character has a relevant proficiency. If none of them
have suitable skills, you can allow them to fashion a
raft or dugout and head back to the mainland. They
might also have some means of magical transport or
the ability to call for aid. Of course, the longer the

. PCs stay stuck on the island, the more harm the
© . simulacrum can do back home, and the greater the
~likelihood that the Serpent's agents will return with

third action
round

n this action round:
I # Returning to Ariya, the regent character
must confront and destroy the simulacrum.
#® The PC then has his hands full cleaning up
the mess the duplicate made of his domain.

regent actions

When the player characters finally return to Ariya,
they find that the wizard's simulacrum has been
busy. Acting for the imposter, you decide the regent
actions this action round. The scenario that follows
requires that the simulacrum double taxes (perhaps

. with a decree action). In addition, the substitute
Irul:: may have ind tﬂged in depleting the treasury,

unmmhr , alienating the regent's
other acts of mayhem. Remember

that greedy Khalil stands behind each of the simu-
lacrum’s regent actions.

If the regent sent an army unit to the northern
provinces to deal with the Sphinx’s raiders, the brig-
ands fled north, If not, the returning PC will have
yet another problem.

pm‘t three:

homecoming

When the heroes arrive home, they have little trouble
moving around the capital or commanding royal
troops—Khalil and his simulacrum have stayed in the
palace most of their reign. Most people the heroes
encounter have no reason to suspect there are two
regents, so they follow the PC’s orders as they nor-
mally would. However, they may seem confused by
the regent’s “strange” commands.

the angry crowd
If the player characters travel through the common

sections of the city on their way to confront Khalil,
they may be recognized.




~ your return, my Iicge?"

As you make
yourway = =
through the

streets, a sudden
barrage of overripe
tomatoes showers you
from behind. A dozen or

so laborers and craftsmen

have recognized you! “Double

our taxes, you say?” one hag cackles. “Here's what 1 think
of that!” Off to one side, a smith stands just outside bis
shop, holding a large hammer. "You've some nerve, walk-
ing abroad like this after what you've done to us, Your
Higbness," be growls. “Go on back to the palace!”

L 2
Commoner (12): AC 10; MV 12; HD 1d6 hp; hp 3;
THACO 20; #AT 1; Dmg by weapon; SZ M (5-6 feet
tall); ML unsteady (5); Int average (8-10); AL varies;
XP 15.

The PCs shouldn't fight with these folk—the
encounter should merely make them wonder what
Khalil has been up to in their absence, If they insist
on attacking, the commoners scatter, The city-state
will drop one loyalty grade once word of the inci-
dent gets out.

the palace g‘uord

1f the PGanpproncht&e palace openly, read thetcxt
below. (If they slip in and avoid contact, go stra.lﬁt

to The Imposter.)
-

Strangely, a full detachment of palace guards .rtands
duty at the palace gate. Their facgs look

they've replaced mncmla arms with
armor and long m

—*

aﬂd",
netional

[ (20): AC 3 (improved mail
'qld shield); MV 12 (9 with armor); HD 1;
P 6; THACO 20; #AT 1; Dmg 1d6 (spear),
8 itar); SZ M (5-6 feet tall); ML cham-
. pion (15); Int average (8-10); AL N; XP 15,

If the group attacks these guards, all other royal
guards in the palace will consider the PCs ene-
mies. Should they explain the situation to the gate
guards, the captain gladly offers to help them
depose Khalil's puppet—they need little convinc-
ing, as all the guards have been astonished by the
apparent change in the prince since his return
from the voyage.

the imposter

When the PCs confront the simulacrum and Khalil,
they find them in the regent's own throne room sur- S———
rounded by a p:cked group of the wizard's thugs, as :
well as a number of loyal subjects receiving orders X

from the “regent.”
S ek

The great doors to the ancient throne room of Ariya
open with a resounding crash. The simulacrum sits
upon the throne, attired in your finest robes of state, P
with Khalil standing beside bim. A dozen or more dis- - .
reputable mercenaries have replaced the royal guards 4
as defenders of the prince’s bonor; they line the frontof
the room, watching a small crowd of courtiers and sup- .5
plicants with bared blades. . :
Every face in the room turns toward you . . b
back to the throne . . . then to you agcg,:@r
on the throne g!anm up to Kbhalil, who quick
ers from bis astonishment and whispers
ation’s ear. Rising in indignation, the
points at you and snarls, “This dopplega
imitate me? Seize him at once!”
Kbalil nods, and the mercenaries beglp
dzring tbﬂr way tbrougb the Mmmﬂ




Recall that the simulacrum has the same statis-
tics as the real regent, but at only half the PC's
level. Khalil's manservant Qudra lurks behind the
mercenaries, only a few paces away. The wizard
hangs back, using his spells to kill or incapacitate
the PC regent first, then as many royal guards as
possible. Khalil thinks he can maintain the charade
if the real regent dies quickly. Should he feel badly
outnumbered (if the heroes bring 20 or more royal
guards with them), Khalil uses his magic to flee the
throne room swiftly, abandoning his simulacrum.

Mercenary (12): AC 4 (improved mail); MV 12
(9 with armor); HD 1; hp 5; THACO 20; #AT 1;
Dmg 1d10 (halberd), 1d6+1 (crossbow); SZ M (5-6
feet tall); ML average (10); Int average (8-10);
AL N; XP 15.

¥ conclusion

_ Dcitwying Khalil's puppet reveals it as a magical
gl ereation’ of snow and ice, The PC regent, in time,

_ If Khalil escaped the throne room, he stops at his
mer inKfeira—some 35 miles from Ariya—to col-

a few spellbooks, then keeps going. No one will

: .-Ei':f"p__lqeguite some time in Ariya or anywhere
élse; erpent’s reach is far—after all, the wizard

- ,!"w ed to deliver the regent as promised. Exploring

&, hKhalil'§" tower or searching for the rogue wizard

‘i;ﬁﬁlk‘e excellent follow-up adventures.
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Haelyn's Count (HC), the most widely used calendar, which uses the cataclysm at
Anuireans and R;urllu refer to events according to Michaeline Reckoning (

khinasi timeline

The Khinasi use a calendar that dates events relative to the Masetian Arrival {M:{] in Cerilia. Astronomers and scholars across the continent favor

ount Deismaar—and the ascension of Haelvn as a
R), dating from the death of the last Anuirean Emperor, Michael Roele,

od—as Year 0.

This Khinasi timeline provides references to important Anuirean events, too, to place the history of the Sun Coast in clearer perspective,

Date

Before humans came to Cerilia

0 MA (-515 HC,
12 MA (503 HC,

c. =400 1o =200 HC

¢, =100 HC

¢. =20 HC

513 MA (-2 HC,
515 MA (0 HC,

523 MA (8 HC,
524 MA (9 HC,

527 MA (12 HC,
10 HC 1o 40 HC

544 MA (29 HC,
555 MA (40 HC,

564 MA (49 HC,
566 MA (51 HC, -
575 MA (60 H(
596 MA (81 HC,

600 MA (85 HC,
890 MA (375 HC,

1065 MA (550 HC,
1249 MA (734 HC,
1270 MA ({755 HC,
1271 MA (756 HC,
1277 MA (762 HC, -

T00 to 500 HC

1279 MA (764 HC,
1299 MA (784 HC

T84 to 885 HC

1311 MA (796 HC,
1380 MA (865 HC

885 to 985 HC

residents of ea

-1488 MR)

-1476 MR}

-975 MR)
-973 MR)

-965 MR)
-964 MR)

-961 MR)

-944 MR)
933 MR}

-924 MR)
922 MR)

1 ~913 MR)
-892 MR)

-888 MR)

-398 MR)
423 MR)
-239 MR)
218 MR}
217 MR)
211 MR)

209 MR}

,~189 MR)

-177 MR)

, =189 MR)

Domain
Aftane

Ariya

Binsada
[jatra
Ghamoira
Innishiere
Khourane
Koalovnyy
Mairada
Merasaf
Mesire
Min Dhousai
Rhuannach
Sendoure
Suiriene

Zikala

Event
Wars of dwarves, elves, Orogs, and goblin-
kind; Adurian human empires rise and fall
Flight from Shadow, arrival of humans in
Cerilia
Maltos Saria founds Masetian city of Sara
Human-elf wars lead to gheallie Sidbe;
Deretha (fifth tribe of Andu) battles
Spiderlord
Azrai corrupis elves and Vos
Basarji colonization heging in earnest
Opening of the War of Shadow
Battle of Mount Deismaar; Masetians are all
but exterminated
Founding of Ariva
Nurida el-Deyir experiences a vision, begins
rrt.n hing of Avani in Saria
ounding of Anuire

Roele unifies Anuire; dominates Brechtiir and
Rjurik; priests of the old gods battle priests
ol the new; surviving Masctians flee to the
Ajari Deeps
Faroud el-Mesir {ounds Mesire
Djapar breaks off contact with the Basarii;
Rulﬁ’r conquers the Saere Siendere
Nurida el-Devir reaches the Docandragh
Roele's campaign to conquer Vosgaard fails
Death of Roele
First mention of the Serpent in the
Docandragh
Founding of Nurida and el-Deyir
Dwarf city of I\hclc,]'r 1zhil sealed
"n.lpt.m Curses ﬂlr\mng Masetians
Birth of el-Arrasi
El-Arrasi feuds with his brother Eriat
El-Arrasi ascends to the throne of Anya
Emperar Alindalae takes Iron Throne, opens
A new campa 1ign against the Basarji
II-.: ht of the Anutrean Empire

Arrasi organizes Basarji Federation; the
I.’-m arji Rev ﬁullnn begins
Alindalae dies in the %{.‘Ilt!L ol Kings;
Caercuillen becomes Emperor and el-Arrasi's
ally following Battle of Kieira; Basarji
Revolution ends with Anuire keeping only
Suiriene
Golden Age of Ariya
El-Arrasi assassinated by an agent of the
Serpent
First accounts of the Hydra in the
Harrowmarsh
Height of Khinasi power

khinasi nomenclature

As the Basarji %:lncd a sense of identity from their tribe, the Khinasi feel the bond of their state, The chart below tells players and Dungeon Masters how to identify
c

Resident
Altanean
Arivan
Binsadan
Djafran
Ghamouran

elf of Innishiere
Khouranean
Kn'.’h:\'
Mairadan
Merasalan
Mesirean
Dhousaite

elf of Rhuannach
Sendourean
Suirienean
Zikalan

Date
1426 MA (911 HC,

1440 MA (925 HC,
1441 MA (926 HC,
1470 MA (955 HC,
1488 MA (973 HC
975 HC o 1100 HC
1495 MA (580 HC

1497 MA (982 HC

1526 MA (1011 HC,
1578 MA (1063 HC,

1590 MA (1075 HC,
1633 MA (1118 HC
1649 MA (11

134 HC,

-62 MR)

48 MR)
47 MR)
18 MR)

., 0 MR)

.7 MR)
9 MR)

38 MR)
90 MR)

102 MR)
, 145 MR)
161 MR)

., 223 MR)

. 252 MR)

* 255 MR}
L 340 MR)
HC, 342 MR)

1857 MA

1860 MA (1345 HC,
1911 MA (1396 HC,

1921 MA (1406 HC,
1935 MA (1420 HC,

1965 MA ( HC, 477

2010 MA (1495 HC,

2019 MA (1504 HC,
2020 MA (1505 HC,
2021 MA (1506 HC,

27 HC,
342 HC,

354 MR)
369 MR)

372 MR)
423 MR)
433 MR)
447 MR)

MR)
522 MR}

531 MR)
532 MR)
533 MR)

2 540 MR)
C, 541 MR)
=, 545 MR)
.. 347 MR)

2039 MA (1524 HC, 5

Residents plural
Aftaneans
Arivans
Binsadans

(.!\t s of Innishiere
Khouraneans
Kozlovs
Mairadans
Merasafans
Mesireans
Dhousaites

elves of Rhuannach
Sendourcans
Suirieneans
Zikalans

51 MR)

Event

Deeath of Rhuobhan, King of Innishiere, and
ascension of King Rhynnwyd

Founding of the ls'-ur:duu Temple of Sarma
Founding u! Sendoure

Founding of Besalam

Deeath otb\h\hul Roele; end of Empire;
Anuire abandons Suirienean colony

Civil wars rack Anuire; Brechtiir regains
independence; Anuireans retreat [rom Rjurik
Ascension of Fatima bint el-Arrasi to Arivan
thrﬂl’]l. \n\ a I_‘CLE'HTIC‘ a l}“‘(\fr'll\

Aftane seizes four northern [lfl'l\ll'lnl."\ mn
Ariva

Appearance of the Lamia in Besaiam

Avans and Boeruines conclude treaty, ending
the worst of Anuire's civil wars

Sefra pillaged and destroved by Vos raiders
Appearance of the Basilisk in Djira
Appearance of the Sphinx in the Bair el-
Tehara; residents sack Irbouda and flee
Medeci stormed by Vos hordes; Medec falls
Death of the Sandpiper

Appearance of the Minotaur in the Maze
State of Famenna .nru;llu'ed by Pipryet Vos
I].h ing Zikalan expansion, Ariva and Binsada
ally

Completion of Ber Dairas in Binsada
Western Merasaf falls to Iron Hand orogs;
northwest Vos provinces secede, form
Yeninskiy

First Reshid queen begins rule in Binsada
Sultanate of Dijira conquered by Aftane and
Diafra; Black Spear Tribes add chaos

Birth of the Harpv; Djiran capital falls to

IOiLs
ﬁ.l.\'ilixk and Black Spear Tribes hold power
in Djira
Plague vear in Ariva
Death of High Lord Daegendal of
Rhuannach
Guilds gain power in Djafra

l'lu. Sphinx Lm,m'- attacking trade routes

earance of el-Sheighiil in Black Spear

Inrn region
Hw. of the Red Kings of Aftane

EL-Sirad forms Mour el-Sirad
The Magian conquers Pipryet
The Sphinx takes three provinces from the
Tarvan Waste in the Carnegauan Massacre
Current date

Khinasi domain, as well as its corresponding adjective. (Awnshegh domains within Khinasi are not included.)

Things of this origin
Aftanean

Ariyan

Binsadan

l'J{'alr.ln

Ghamoura

of/from Innishiere
Khouranean
Koelov

Mairadan
Merasafan
Mesirean
Dhousaite

offfrom Rhuannach
Sendourean
Suirienean

Zikalan
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Setting Up

*  The def

* Giveea
each po
Battles
sides of
Lay out
(The red
card apy
battle.)

sequence of play

A naval War Card battle is played in rounds and '
lasts until one side acknowledges defeat, or is
sunk or boarded. One round comprises the
tollowing sequence,

A, Movement phase
1. Attacker moves and grapples.
2. Defender moves and grapples,
B, Attack phase
1, Resolve magical attacks. « Ashipc
2. Resolve boarding actions, of battle
3. Resolve missile attacks, J Ships ca
C.. Morale phase If a ship
1. Ships strike colars or flee. $s miiird
2. Routed ships attempt morale checks. Aeoram
3. Surrender or withdrawal. " Ty
. . Repeat each round until battle is resolved. : :

Movement |
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der sets up his ships first (with embarked troops), then the attacker.
ship the blue counter that describes its last movement allowance and one red counter for
t of the vessel's boarding value.
L rivers or in coastal waters may involve boundaries (banks, shoals, etc.) on one to three
1e field.
1e wind direction card and the appropriate wind strength card for reference during play.

It of the day’s wind strength check applies to naval War Card battles. The wind strength
opriate to that result—strong, moderate, or light—describes movement allowances for the

al war ca

hase

1 sail its movement allowance in battle areas each round. Oared vessels can move a number
reas equal to their rowing rate or they can use their normal movement allowance.

sail through friendly or enemy-occupied areas; they don't engage unless they grapple.
hanges direction after beginning its move, it can't gain additional movement allowance. If
rection takes it into the wind, it may move only one battle area along its new course,
fder can move any or all of his ships except grappled vessels.

 to update each ship’s blue movement ggmnru counter each time it moves, if ity
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movement allowance has changed.

Grappling

When two opposing vessels occupy one battle a;
desires to grapple, that player makes a grappling
To make a grappling check, players use the num
ratings. A result of H, D, or R on a battle card m
Grappled ships can not move hut can attempt att
Ships can ungrapple if both commanders ag
automatically.

Attack Phase
The attacker always declares attacks first, If multiple
commander decides which ship is his target.

.

Magic: A wizard can cast offensive spells at any
area away. He can cast defensive spells on any fri
Boarding: Resolve boarding actions by drawing a
values instead of defense and attack ratings. (See
Extra ships and embarked troops add to a sh
If the battle card drawn results in a hit, the t
A D result lets the attacker sweep the decl
defender to surrender tnless he passes a morale ¢
troops fall back to their ship, allowing the defend,
_IAﬂcr t.hc’ attacker’s l:mrdlng action, the de
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« they can choose to grapple. If only one party
wch.

ts on their blue counters as attack and defense
ns a successful grapple. (Sce Resolving Attacks.)
ks and boarding actions.

e, and additional ships can.join a grapple

riendly ships attack a single enemy, the enemy

igrappled enemy ship in his battle area or one
dly unit in his battle area,

‘ttle card and comparing the two ships’ boarding
esolving Attacks.)

s boarding value.

get ship’s boarding value drops 1 point.

and capture the ship. An R result forces the
ck in the morale phase. F means the attacking
to break the grapple automatically,

nder counterattacks, ek

b3 gkio 2atiis

' "sﬁfn's Lmdlng value falls to 0 or until either side surrenders ks 1

ghf center

?
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| ' llg.i-
Update all ships’ red counters as their boarding value changes. (Each hit removes one ¢
Missile: Ships that did not move in the current round of battle can attack one enemy vesse
same battle area or onec area away using its missile rating against the target's defense ratir
Resolving Attacks, below.) Ships launching missile attacks ignore F results on a battle card.
can shoot at a grappled enemy, but the fire attacks one friendly vessel, too. The enemy com
chooses which grappled ship is attacked. Rotate the ship card and its attached troop car
every missile hit; each hit weakens a ship’s movement, attack, and boarding capabilities and
one hit to embarked military units.

Resolving Attacks

To resolve attacks, draw one battle card. Subtract the defender’s defense rating from the attackin
missile rating. Find the row on the battle card that shows the attacker’s large icon and the defende:
icon, and move across the columns to the proper result. Battle card results:

A miss with no other effect.

F A miss. The attacking ship falls back in the morale phase (in boarding actions),
H A hit. The defending ship rotates its card so that the I Hit arrow is at the top of the c.
R Achit. In addition, the defending ship is routed in the morale phase.
D The defending ship is destroyed outright.
Morale Phase

Routs: A routed ungrappled ship sustains a hit and must retreat one area in any direction
the enemy’s side of the field. If enemy vessels block all possible retreat pa
g 5 RS o : > ) D 1 Dty i‘,':." = =

‘.}‘..'_-ﬂ n-.i gy
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a naval war card

3 Ship name The ship's Card number
" The ship's typs undamaged
defense . (0 hits)

. rating \ attack values The ship's

missile attack

‘check icons

The card’s icon:
L crossed swords
' (or shield or

pennant)

The ship's damaged ~ ship’s
ll..., or 3 hits)

is blocked by natural barriers, it must surrender or run aground, Next round, the ship

Lontmucs retreating until it passes a morale check in the morale phase. If it sails into a battle area
occupied by a foe, it must pass a morale check or surrender. (If it passes, it must continue
retreating until another morale check is successful.)

A grappled ship routed during a boarding suffers a hit and must pass a morale check or
surrender,
Fall backs: Ungrappled ships that fall back must recoil one battle area, as described for routs, If
enemy vessels block all possible retreat paths, the ship must surrender. If it is blocked by natural barriers,
it must surrender or run aground. For a grappled ship, this result means all attacking troops fall back
to their ship, allowing the defender to break the grapple automatically. A ship that falls back can
move and attack next round.
Morale checks: Each vessel (and normal troop unit) has a morale rating of one, two, or three
icons: swords, shield, and pennant. Shuffle all unused War Cards together and draw a random
card. Look at the large icon on the drawn card. If it matches any of the small morale icons of the
ship attempting the check, the ship rallies, Next round, it may move and attack normally.
Ending the battle: A naval battle ends when all ships of one side flee, surrender, or sink. A ship
(or fleet) may surrender or attempt to flee the field at the end of a round, To signal surrender, the
commander strikes his colors. A vessel flees the battle by sailing at least two battle areas away from
the nearest enemy and positioning itself farther in one direction than any other involved vessel on
the mat. Ships that leave a battle finish their day's move by sailing to an adjacent maritime area,

Captured ships (won in a boarding or other attack) can fight on the victor's side; ships lost in
a boarding suffer one hit of miscellaneous damage, The victorious ship sends aver enough of its
own red boardmg counters to bung the sl:up up to half its normal boarding value. i
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a naval war card

: The ship’s Card b
g Ship name —ard number
The ship's tl_:-pe undamaged

defense (0 hits)

attack values The ship’s

missile attack

"'fd:leck icons
;__- The card’s icon:

 crossed swords
(or shield or

: ‘pennant)

The ship's damaged
(1.2, or 3 hits)
atta 5 4

=

bl o
I':: ?; 2 > ; g, ! L ] - . b
4G naval war card rules in brief

Setting Up

*  The defender sets up his ships first (with embarked troops), then the attacker.
Give each ship the blue counter that describes its last movement allowance and one red counter for
each point of the vessel's boarding value.

L}
0

A ﬂ Battles on rivers or in coastal waters may involve boundaries (banks, shoals, etc.) on one to three
2l 1 sides of the field.
4 <4 Lay out the wind direction card and the appropriate wind strength card for reference during play.
EHS (The result of the day's wind strength check applies to naval War Card battles. The wind strength
ry card appropriate to that result—strong, moderate, or light—describes movement allowances for the
2

battle.)

Movement Phase
A ship can sail its movement allowance in battle areas each round, Qared vessels can move a number
of battle areas equal to their rowing rate or they can use their normal movement allowance.
Ships can sail through friendly or enemy-occupied areas; they don't engage unless they grapple.

y - P : : r
_ !I | If a ship changes direction after beginning its move, it can't gain additional movement allowance. If
B .:::' its new direction takes it into the wind, it may move only one battle area along its new course,
131 1 £ A commander can move any or all of his ships except grappled vessels.
EiLS Remember to update each ship's blue movement allowance counter each time it moves, if its
e
3
N
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vement allowance has changed. ' ship’s boarding value falls to 0 or until eitl

ing Update all ships' red counters as their
en two opposing vessels occupy one battle area, they can choose to grapple. If only one party *  Missile: Ships that did not move in the ct
ires to grapple, that player makes a grappling check. same battle area or one area away using i

make a grappling check, players use the numbers on their blue counters as attack and defense Resolving Attacks, below.) Ships launching
ngs. A result of H, D, or R on a battle card means a successful grapple. (See Resolving Attacks.) can shoot at a grappled enemy, but the fire

ippled ships can not move but can attempt attacks and boarding actions. chooses which grappled ship is attacked.

ps can ungrapple if both commanders agree, and additional ships can join a grapple every missile hit; each hit weakens a ship's

omatically. one hit to embarked military units.

Phase Resolving Attacks

acker always declares attacks first. If multiple friendly ships attack a single enemy, the enemy To resolve attacks, draw one battle card. Subtr

nder decides which ship is his target. missile rating. Find the row on the battle card th
gic: A wizard can cast offensive spells at any ungrappled enemy ship in his battle area or one icon, and move across the columns to the prop

a away. He can cast defensive spells on any friendly unit in his battle area, — A miss with no other effect,

arding: Resolve boarding actions by drawing a battle card and comparing the two ships' boarding F A miss. The attacking ship falls back

1es instead of defense and attack ratings. (See Resolving Attacks.) H A hit. The defending ship rotates its |
Extra ships and embarked troops add to a ship’s boarding value. R A hit. In addition, the defending ship
If the battle card drawn results in a hit, the target ship's boarding value drops 1 point. D The defending ship is destroved outri
A D result lets the attacker sweep the decks and capture the ship, An R result forces the

ender to surrender unléss he passes a morale check in the morale phase. F means the attacking Morale Phase

»ps fall back to their ship, allowing the defender to break the grapple automatically. . Routs: A routed ungrappled ship sustain
After the attacker's baardmg action, the defendcr counlcratta\.ks Play continues until one -towa.rd the cnm}’s side of the field. If ¢
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de surrenders or breaks the grapple. -
«ding value changes. (Each hit removes one counter. )
it round of battle can attack one enemy vessel in the
lissile rating against the target’s defense rating. (See
ssile attacks ignore F results on a battle card. A ship
acks one friendly vessel, too. The enemy commander
.ate the ship card and its attached troop cards after
vement, attack, and boarding capabilities and delivers

the defender’s defense rating from the attacking unit's
shows the attacker’s large icon and the defender's large
result, Battle card results:

the morale phase (in boarding actions).

d so that the 1 Hit arrow is at the top of the card.
routed in the morale phase.

&

hit and must retreat one area in any direction except
Y ve

surrender. If it

ssels block all possible retreas paths, the ship must
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is blocked by natural barriers, it must surrender or run aground. Next 1
continues retreating until it passes a morale check in the morale phase. If it sails in
occupied by a foe, it must pass a morale check or surrender. (If it passes, it
retreating until another morale check is successful.)

A grappled ship routed during a boarding suffers a hit and must pass a mi
surrender.
Fall backs: Ungrappled ships that fall back must recoil one battle area, as describ
enemy vessels block all possible retreat paths, the ship must surrender. If it is blocked by n
it must survender or run aground. For a grappled ship, this result means all attacking t
to their ship, allowing the defender to break the grapple automatically. A ship that
move and attack next round.
Morale checks: Each vessel (and normal troop unit) has a morale rating of one,
icons: swords, shield, and pennant. Shuffle all unused War Cards together and d
card. Look at the large icon on the drawn card. If it matches any of the small mora
ship attempting the check, the ship rallies. Next round, it may move and attack nom
Ending the battle: A naval battle ends when all ships of one side flee, surrender, ¢
(or fleet) may surrender or attempt to flee the field at the end of a round. To signal
commander strikes his colors. A vessel flees the battle by sailing at least two battle ar
the nearest enemy and positioning itself farther in one direction than any other invo
the mat. Ships that leave a battle finish their day’s move by sailing to an adjacent m

Captured ships (won in a boarding or other attack) can fight on the victor’s sid¢
a boarding suffer one hit of miscellaneous damage. The victorious ship sends over
own red bon%nscogmum bring the ship up to half its normal boarding value.
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the ship

attle area
continue
check or
’ , ' “A naval War Card battle is plaved in rounds and
routs, If 4 & x - Ne
- lasts until one side acknowledges defeat, or is '}
barriers,

fall back sunk or boarded. One round comprises the
following sequence.
A. Movement phase
1. Attacker moves and grapples.
2. Defender moves and grapples.
B. Attack phase
1. Resolve magical attacks.
2. Resolve boarding actions.
3. Resolve missile attacks.
€. Morale phase
1. Ships strike colors or flee.
2. Routed ships attempt morale checks.
{ 3. Surrender or withdrawal.
i D. Repeat each round until battle is resolved.
i
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Khinasi infantry
Khinasi medium cavalry Khinasi light cavalry
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khinasi troops

Distinct Khinasi military systems and tactics have
evolved over many centuries of sea and steppe war-
fare. Unlike the Anuireans, who prefer stand-up
fights of strength, Sun Coast commanders consider war an
art of maneuver and skill. Their lighter, cunning forces natu-

rally reflect these beliefs and preferences.

R T T R e 7 AT

Khinasi Military Units

Unit Type Move Base Cost Maintenance To Muster
Archers 2 2 1 Level 3
Artillerists 1 6 2 Level 5
Infantry 1 3 1 Level 4
Levies 1 1 - Level 4
Light cavalry 4 3 2 Level 3
Medium cavalry 3 4 2 Level 4
Skirmishers 3 2 1 Level 1
Spearmen 2 2 1 Level 3

e Y T AT KT GIT IS

Archers: Khinasi archers typically go unarmored or wear only
light cloth jerkins. They carry the formidable Khinasi composite
long bows: laminated weapons of hom, wood, and sinew that
can fire a light arrow as far as 400 yards or drive a war arrow
through armor plate at close range. Most archers carry only a
dagger or small cudgel for personal defense; they fall back from
any attempt to engage them, unlike Anuirean archers.

Artillerists: Siegecraft is a highly developed art in Khinasi,
just as in Anuire. The officers of artillerist units are skilled
engineers, architects, and mathematicians. (The Khinasi pre-
fer to custom-build siege equipment at the battle site,
instead of transporting siege engines or baggage.) The sol-
diers in an artillerist unit—laborers, carpenters, and
masons—put the officers’ plans into action.

An artillerist, usually unarmored, carries only a dagger,
short sword, or construction tool as a weapon.

Infantry: Khinasi infantry are fairly rare, since most com-
manders prefer tactical systems that rely on cavalry or light
foot soldiers. However, regents do keep units of infantry in
and around city-states for guard duty. A Khinasi infantryman
wears chain or scale mail, with a medium-sized round shield,
a partisan or halberd, and a scimitar. Khinasi generals find
these heaviest of foot troops severely handicapped by their
lack of mobility.

Levies: The culture of the Sun Coast does not embrace the
citizen-soldier tradition of other human cultures. One rarely
sees reserves, militia, or levies among Khinasi armies. To
reflect this fact, a Khinasi levy initially costs 1 GB. In addi-
tion, apply a -3 modifier to a Khinasi province's rating for
purposes of raising levies. All other rules pertaining to levies
still apply.

Light cavalry: The swiftest human troops of Cerilia, Khinasi
light cavalrymen act much like skirmishers. They wear cloth,
quilted, or leather armor and carry small, round shields—
consider them AC 7. Light cavalrymen relyv on missile
weapons such as javelins or short composite bows to harry
their opponents, but can charge and conduct melee effec-
tively with light lances when they must,

Medium cavalry: The heaviest cavalry in Khinasi are called
“medium cavalry units,” to differentiate them from Anuirean
knights or cavalry. A Khinasi medium cavalryman is often a
noble or wealthy soldier equipped with fine chain mail, a
small round shield, a medium lance, a composite short bow,
and a scimitar or sabre for melee. They are more mobile than
knights, but not as well protected or heavily armed. Still,
they can defeat knights in open ground, where their superi-
or maneuverability lets them pick the point of attack.

Skirmishers: Khinasi “irregulars” are actually highly-trained,
professional soldiers, unlike the rabble that often serve in
other armies. Skirmishers normally carry small, round shields
but wear little armor—mobility is their greatest defense, and
they decline close engagements with heavier troops.

Skirmishers typically wield slings, javelins, and short stab-
bing spears or daggers. They have the special power of being
able to fall back (battle card result F) through friendly units
with no penalty; their training lets them pass through their
own ranks without losing their unit cohesiveness.

Spearmen: Cohesive units of spearmen constitute the
favored armies of many Khinasi states. A spearman wears
quilted or cloth armor, but uses as his chief defense a great
shield that can cover him nearly from ankle to neck. A disci-
plined unit of troops so protected can ignore all but the heav-
iest missile fire,

Khinasi spearmen fight best against lighter infantry or
cavalry—heavy cavalry can break their well-ordered lines. A
spearman normally carries a single long spear and reserves a
tulwar (short sword), dagger, or club as a secondary weapon.
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naval armo.ment

missile weapons, the tactics of traditional naval bat-

tles involve closing with an enemy vessel and grap-
pling. Boarding troops fight fierce skirmishes over the decks
of the entangled vessels. The great Anuirean galleons are
designed for this kind of battle; their high castles and large
contingents of troops give them a significant advantage in
boarding actions against smaller ships.

However, in the last century or so, naval tactics have under-
gone radical changes. More and more ships carry weapons
designed to damage or sink an enemy vessel before it can ever
close for boarding. Assume that a ship’s missile weapons con-
stitute part of its missile rating. (The missile rating on a naval
War Card assumes the vessel is adequately armed.)

However, if you need to know the exact armament of a
vessel, select weapons from the table below and use their hull
damage ratings instead of the ship's missile rating.
(Generally, use hull damage ratings for one-on-one ship con-
frontations only.)

s AR T L AT

S ince Cerilians have not invented gunpowder-based

Naval Armament

Weapon Crew THACO ROF Range Damage
Arbalest 3 — 1/3 10/20/40 3d3/2d4
Ballista (shot) 4 12 1/4 5/10/15 1d8/1d10
Catapult 6 16 1/6 —/20/50 2d6/2d8
Fire thrower 4 10 1/10 2/4/6 3d6
Mangonel 3 14 1/5 B/16/24 1d8+1/2dé

Crew: The number of crew members required to operate the
weapon at its normal rate of fire. For every missing crewman, the
ROF falls by one round. So, an arbalest with a missing crewman can
fire only once every four rounds instead of once every three.
THACO: Artillery weapons strike with a base THACO; the character
aiming the weapon does not use his own THACO for the attack. The
target’s Armor Class is 10, less its movement allowance in areas per
turn. Therefore, consider a ship sailing at three areas per turn to
have AC 7 for artillery fire. Arbalests fire as normal missile weapons.
ROF: The weapon's normal rate of fire.

Range: The weapon's short/medium/long range, in tens of vards,
Medium-range shots receive an attack penalty of -2, and a -5 penal-
ty applies to long-range shots.

Damage: The harm inflicted upon an individual standing near the
point of impact. A successful saving throw vs. death lets a character
dodge the impact altogether. Note that arbalests inflict normal dam-
age, with no saving throw.

Arbalest: Though a true crossbow, an arbalest is larger and
more powerful than even a heavy crossbow. Usually, a captain
mounts an arbalest on a rail or gunwale and uses it to snipe at
enemy sailors and officers. Ships can easily mount as many as
four of them per hull point—for example, a roundship could
carry 12. Anyone proficient in a heavy crossbow can fire an
arbalest without penalty, and crew members need no special
skill to load or winch the weapon. Arbalests cost 350 gp and
inflict negligible damage to a ship’s hull (0 hull points).

Ballista (shot): The shot ballista is nothing more than a huge
crossbow that hurls a lead ball at the enemy vessel. The shot
can smash through a light hull or damage a ship's upperworks,
although it proves less effective against stoutly-built vessels.

A single hit from a shot ballista inflicts 0 or 1 hull point
of damage. Roll 1d4 and compare the result to the ship's
defense rating (on the vessel's War Card). If the ballista’s
damage roll beats the target’s defense rating, the target
suffers 1 hull point of damage. If the damage roll is less
than or equal to the ship's defense rating, the effects of the
shot are insignificant (0 hull points). A single warship can
mount two shot ballistas per hull point; the weapons cost
800 gp each.

Each shot ballista hit has a 25% chance of endangering
1d3 random crew members, who must make saving throws
vs. death or suffer the damage listed in the naval armament
chart. To target a specific character, the weaponeer must
make a successful attack roll with a -4 penalty.

Catapult: The naval catapult—a fairly small version—
launches a 30-lb. stone that can hole even a large vessel. As
this catapult is not a direct-fire weapon like the shot ballista,
it's less accurate, It also requires a fair amount of open deck
space, since a ship’s own rigging can interfere with it. A ship
with 2 hull points or more can mount one catapult; stronger
vessels, like roundships, can mount two,

Like a shot ballista, a catapult also inflicts 0 or 1 hull point
of damage. (Compare the result of a 1d8 roll to the target's
defense rating to see whether the ship sustains 1 point of
damage, as described under Ballista.) Catapult fire also may
endanger 1d6 random c¢rew members, just like ballista shot,
but the weaponeer can't target a specific area successfully.
The weapons cost 2,000 gp each,

Fire thrower: Also known as Greek fire, the fire thrower is a
mechanical apparatus that throws a gout of napalmlike burning
pitch. Commanders do not universally like the weapon, since a
crew must use it very carefully. Also, a ship set afire may try to
grapple with its enemy and spread the flame. Of course, burned
ships can't be looted or taken as prizes.

Regardless of size, a ship can mount only one fire throw-
er. The weapon costs 4,000 gp and normally inflicts a straight
0 to 2 (1d3-1) hull points of damage. Like other artillery
weapons, there is a 25% chance that 1d6 random crew mem-
bers may sustain injury in a successful hit,

Mangonel: The mangonel, a smaller version of the catapult,
throws a stone of about 10 Ibs. A captain can mount one per
hull point, at a cost of 1,000 gp each. The mangonel's shot
inflicts 0 or 1 hull point of damage. (Compare the result of
a 1d6 roll to the target’s defense rating to see whether the
ship sustains 1 point of damage, as described under
Ballista.) The hit may injure 1d4 crew members near the
impact site, but the weaponeer can not target individual
crew members specifically.
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f the five human cultures of Cerilia, three maintain
major seafaring interests, and a fourth—the
Rjurik—has minor interests. Only the Vos are not

considered a seapower, and even they build their own vessels
and occasionally raid or trade across short stretches of water.
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Ships of Cerilia

Ship Availability Cost MC Hull Seaworthiness
Caravel Anuirean 6 GB B 2 16
Coaster Anuirean, Brecht 2GB A 1 15
Cog Rjurik, Brecht 5GB C 2 17
Dhoura Khinasi 4GB B 2 16
Dhow Khinasi 2GB A 1 14
Drakkar Vos B8GB D(2) 2 13
Galleon Anuirean I5GB B 4 15
Keelboat  All 1GB C(1) 1 10
Knarr Rjurik 6GB C(1) 2 16
Longship  Vos, Rjurik 3GB C(2) 1 14
Roundship Brecht 12GB B 3 18
Zebec Khinasi 17GB A 3 15

Availability lists the races that commonly build this type of vessel.
Exceptions may arise, of course.

Cost tells how many Gold Bars it takes to build the ship. (1 GB =
2,000 gp.)

MC means the ship’s Maneuverability Class. Oared vessels sometimes
use their rowing rates (in parentheses) instead of sailing normally.
Hull describes how many hits of hull damage the ship can withstand.
This figure measures a ship's strength and size.

Seaworthiness indicates how well the vessel can avoid shipwrecks.

S e T A A X A T LT

Caravel. The precursor of the galleon, the caravel is a two-
masted, square-rigged vessel. However, the galleon has
replaced it as the Anuirean warship of choice. It can carry 3 GB
of cargo and/or one unit of soldiers.

Coaster. A variety of small fishing vessels and fast traders
make up the category of vessel called coasters. These one- or
two-masted vessels are rigged fore and aft—in other words,
with triangular sails. Too small to act as warships or carry any
significant amount of cargo (not more than two tons, or 1
GB), coasters can transport a small party or serve courier duty.

Cog: The two-masted, square-rigged cog resembles a caravel
but has a broader beam. It tends to be slower and more sea-
worthy. Cogs are still popular with the Rjurik, but round-
ships are replacing them in Brecht waters. Cogs have a cargo
capacity of 3 GB and can carry one unit of troops.

Dhoura: The standard Khinasi merchantman, a dhoura is a
two- or three-masted vessel rigged fore and aft. Unlike
Brecht or Anuirean shipwrights, the Khinasi don't incorpo-
rate forecastles or sterncastles in their designs, but a dhoura

ships of cerilia

may feature an after deckhouse. Dhouras have a cargo
capacity of 2 GB and can carry one unit of soldiers.

Dhow: The dhow—the common Khinasi fishing boat and
light tradesman—fills the role of the Anuirean coaster. It
resembles a dhoura with only one mast, but it's too small to
carry significant cargo (only 1 GB) or troops.

Drakkar: The open drakkar remains the favored warship of the
Vos and features oars and a single stepped mast. The drakkar
has no rudder, but instead uses oversized steering oars at its
stern. It can carry one unit of troops or 1 GB of cargo.

Galleon: The largest ships of Cerilia are the towering
Anuirean galleons, great three-masted warships with fore-
castles and sterncastles three or four decks high. Despite
their size, they are not as seaworthy as caravels or cogs, due
to their high centers of gravity. Galleons can carry up to
three units of soldiers and have a cargo capacity of 6 GB,

Keelboat: Cerilia’s rivers serve as highways to its interior,
and dozens of types of small riverboats carry cargo along
these routes. Like coasters or dhows, keelboats are individu-
ally too small to carry significant cargo (only 1 GB), but
they're good for transporting passengers along rivers.

Knarr: The Rjurik developed the knarr from their longships
(below). This clinker-built (overlapped wooden planks form
the hull), open vessel has a single, permanent, mast and deck
platforms fore and aft. Larger and sturdier than a longship,
it can maneuver using oars; however, it sails much better
than it rows. The knarr can carry one unit of troops and has
a cargo capacity of 2 GB.

Longship: For more than a thousand vears, longships have
been the favored vessel of the Rjurik. These clinker-built
open boats can be sailed or rowed. Seafaring Vos have adopt-
ed the longship as their design of choice and even build larg-
er versions for warfare (drakkars.) This fairly small ship can
hold 1 GB of cargo and carry one unit of soldiers.

Roundship: The most seaworthy vessels in Cerilia are the
Brecht roundships, broad-beamed cargo vessels with three
masts and square rigging. They resemble cogs, but are larger,
with several decks and small sterncastles. Suited to trade or war,
roundships can carry two units of troops and 5 GB in cargo.

Zebec: The Khinasi warship, the zebec, looks like a
dhoura, but tends to be longer and slimmer of hull, and
therefore faster. Unlike the Anuireans or Brechts, who
build warships to serve as merchantmen in peacetime, the
Khinasi build zebecs for one purpose only—war. A zebec
can carry two units of soldiers or 2 GB worth of cargo (on
rare occasions).
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anuirean navies

he following material can add
a naval dimension to an
Anuirean campaign. To cover

the costs of maintaining their fleets,
many regents offer protection to the
merchant marine or loan vessels to |
local guilds in return for a share of
the trade route’s listed profits. (Or,
the regent PC may use another
source of income to support the
navy, such as a tax increase or
claim by law holding.)
Landlocked realms have no

navies or sea trade routes.

Aerenwe: A sea trade route from Calrie to Mermoune in
Binsada generates 4 GB/domain turn to one guild.
Navy: 2 galleons, 6 caravels, 2 coasters. The fleet is based
upriver at the port of Calrie itself, a day's sail from the
Gulf of Coeranys.

Avanil: Sea trade routes from Daulton to Ilien and from
Anuire province to Seaward in Mieres generate 12 GB/
domain turn for local guilds.
Navy: 7 galleons, 12 caravels, 4 coasters. The Prince of
Avanil holds the old Imperial Yards of the City of Anuire

JL.

and uses the city’s harbor
as his main naval base.
The capital’s fortifications
protect the naval dock-
vards and slips.

Boeruine: Sea trade routes
from both Seasedge and
Tariene to Stormpoint in

Taeghas and from Bacaeleto
Bliene in Diemed generate 13
GB/domain turn for local guilds.
Navy: 6 galleons, 11 caravels, 5
coasters. Most of Boeruine's fleet sails from the port of
Tariene, which has a much better harbor than Seaharrow.

Brosengae: A sea trade route from Bindier to Crenier in
Mieres generates 3 GB/domain turn for one guild.
Navy: 5 caravels. Brosengae's navy anchors in the bay of
Bindier, although it often patrols the Arnienbae.

Coeranys: No one has established a sea trade route.
Navy: 3 caravels, Rumors hint that Coeranys is embark-
ing on a building program to achieve parity with
Osoerde’s fleet.

Dhoesone: A sea trade route from Nolien to Riverford in
Cariele generates 4 GB/domain turn for one guild.
Navy: 5 caravels, 4 knarrs, 2 coasters.

Diemed: A sea trade route from Ciliene to Seaward in
Mieres generates 5 GB/domain turn for one guild.
Navy: 2 galleons, 7 caravels, and 3 coasters, split between
Aerele and Ciliene. The Baron of Diemed hopes to see a
new trade route forged from Aerele to one of the great
Khinasi ports, probably Zikala or Turin,

Ilien: A sea trade route from Ilien to Ruorven in Coeranys
generates 6 GB/domain turn for one guild.
Navy: 2 galleons, 4 caravels, 2 coasters.

Medoere: No one has established a sea trade route.
Navy: 4 caravels. The fleet is based in Alamier.

Osoerde: A sea trade route from
Gulfport to Zikala generates 5
GB/domain turn for one guild.

Navy: 3 galleons, 6 caravels, 2
coasters, Osoerde sails out

—7* of Gulfport and is thought
‘) to sponsor pirates and smug-
/ glers in the Sunken Lands.

Roesone: As Roesone is not

a seapower, local guilds

maintain no sea trade routes.

Navy: 2 caravels anchored

in Abbatuor, 1 coaster in

Proudglaive, and 1 coaster

in Abbadiel. (Note: These two

coasters are mentioned in the Player's Secrets of Roesone

domain sourcebook as the Registered Baron's Ships
Exploit and Adventure,)

Taeghas: A sea trade route from Bhaine to Abbatuor in
Roesone generates 5 GB/domain turn for one guild.
Navy: 2 galleons, 5 caravels, and 2 coasters, based in the
royal harbor at Stormpoint,

Talinie: Two sea trade routes from Lindholme to Stormpoint

in Taeghas each generate 4 GB/domain turn for one guild.
Navy: 1 galleon, 6 caravels, and 1 coaster, divided
between Seaport and Nowelton,




his card is a reference for movement at sea, For
more details, consult the rules on War and Trade by
Sea, Part VI in the Cities of the Sun sourcebook.

¢

Table 1: Wind Strength

2dé Wind Strength Next Day

2 Calm 1d4+1
3 Calm 1d6+1
4 Light 2d4
5 Light 2d4
o Light 2d6
7 Moderate 2d6
8 Moderate 3d4
9 Strong 3d4
10 Strong 1d6+6
11 Gale 1d6+6
12 Storm 2de*

* Do not check the wind strength again the next day in the case of
a storm, but check it after it's blown itself out (in 1d4 days).

L

Calms reduce a ship's movement to 1d2-1 areas, regardless of
its normal speed. Oared vessels can move at their rowing rate
instead, There is a 50% chance that fog accompanies the calm.
Gales are treated as strong winds but alter a ship’s intended
course by moving a vessel 1d3 maritime areas in the direction
the wind is blowing, or 1d3-1 areas if the ship’s captain suc-
ceeds in a Seamanship proficiency check. Carry out gale move-
ment after the ship has conducted its normal day’s movement.

Storms prevent a ship from maneuvering at all; it’s simply
blown 2d4 areas per day in the direction the wind is blowing.
Storms last 1d4 days before blowing out.

wind direction

In Cerilia's waters, the wind generally blows out of the west
in spring and summer, and from the north in fall and winter.
However, this statement only approximates weather pat-
terns. Note; The wind direction is always the direction the
wind is blowing from!

_’

Table 2: Wind Direction

2d6 Spring/Summer Fall/Winter
2 East South
3 East South
4 South East
5 South East
6 South North
7 West North
8 West North
9 West West
10 North West
11 North West
12 East South

Cardsheet 4

movement allowance

The movement of a sailing vessel depends on its Maneuver-
ability Class and the speed and direction of the wind. Refer to
Table 3, using the appropriate row for wind strength and
whether the ship is sailing into, with, or across the wind.

*

Table 3: Ship Movement Allowance

Ship Maneuverability Class (MC)
B e D

Winds A
Light
Into 1 1 0
With 2 1 |
Across 3 2 1
Moderate
Into 1 1 0 0
With 3 2 2 1
Across 4 3 2 1
Strong
Into 1 ] 0 0
With 3 2 2
Across 5 4 3 2
*

clmnging COUrSE

A ship begins with the movement allowance indicated by its
first move of the day. It can change course as often as the
captain wants and in any direction up to the movement
allowance of its first move this tumn.

There is one exception to this rule: Ships that turn into the
wind after a downwind or crosswind course end their move
after sailing into the wind only one maritime area.

shipwrecks

The two types of shipwrecks facing sailors are foundering
and grounding. A ship at sea during a gale or storm founders
if it fails a seaworthiness check (or the captain's Seamanship
proficiency check), sinking after 1d10 hours of battling the
elements, Grounding may occur when a ship enters coastal
waters in fog, a gale, or a storm. To avoid running aground,
make a successful check using either the ship’s seaworthi-
ness rating or the captain's Navigation proficiency score,
whichever is lower.

ship maintenance

Just like holdings, armies, and provinces, ships require a char-
acter to pay a maintenance cost each domain turn. You can find
individual ships’ troop capacities on the back of Card 1.

*

Table 4: Ship Maintenance

Total Troop Capacity Cost
1-3 units 1GB
4-6 units 2GB
7-9 units 3GB
10-12 units . . . 4GB...
*>
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naval war rules

efore a captain can attack another ship, he must
make a declare war action. Once War Moves begin,
attacks cease only when the war ends through sur-
render, diplomacy, or the destruction of one side’s ships.
Note: You can find more details on naval warfare in War and
Trade by Sea (Part VI in the Cities of the Sun Sourcebook) and
on the naval battle mat in this box.

naval war moves

Any ship that did not move during the domain turn’s action
round can move during each War Move, as long as its owner
uses a declare war action or is the target of one.

Normal rules of movement and retreat apply; whoever
used the declare war action moves his ships first, then the
defender chooses to either stand his ground or retreat one
maritime area. Ships that retreat from coastal waters are dri-
ven to the waters of an adjacent province, or into a port or
river, if the province has these features.

Resolve the movement of attacking and defending forces
one day at a time, using the normal sailing movement rules.

S T R T T BT

Table 5: One Land/Sea War Move

Land War Move
A. Aggressor's troops move
1. Defender's troops
may retreat
B. Defender's troops move

Sea War Move
A. Aggressor’s ships move
1. Defender's ships may retreat

B. Defender’s ships move (only those
that did not retreat in Step Al)
1. Attacker's ships may retreat
(only those that did not move
in Step A)
(Together, steps A and B (Repeat A and B seven times—one
comprise a week of movement) each day for a week of moves.)

e 7 A T I AT T LT

lunding forces and marines

1. Attacker’s troops
may retreat

Troops that land on hostile shores cannot move in the War Move
in which they debark, but they can occupy, pillage, or besiege
the province where they land on the same turn. Treat debarked
troops as normal land units in subsequent War Moves.

Roundships, galleons, and zebecs all carry small contin-
gents of marines who can function as one unit of irregulars if
landed on enemy shores, which makes them handy for quick
raids or other such missions. The marines must remain in the
same province as their ship, unless either is destroyed. If the
marines die, the ship’s boarding value falls to 0 until the cap-
tain replaces them by spending 1 GB and mustering troops
in any of his ports during the domain turn.

7
naval war cards

When opposing ships or fleets end up in the same river,
coastal waters, or sea area, a battle results. Note: Gales and
storms prevent battles, even if enemy fleets are in the same
maritime area. Ships can't battle in ocean areas.

Check the naval War Card rules summaries, diagrams,
and the sequence of play printed on the battle mat for addi-
tional quick reference during play.

the field of battle

The “battlefield” for naval War Card battles begins as a
stretch of water five areas wide and five across, as repre-
sented on the naval battle mat. (These battle areas all lie
within one maritime area.) As the fighting rages, ships can
expand this area by leaving the original field of play. There is
no reserve or an out-of-bounds; a ship can sail as far in any
direction as the commander wishes.

set-up

The defender sets up all his ships first, in any or all of the five
battle areas on his side of the field. (If a ship has troops on
board, place the appropriate troop cards under their corre-
sponding ship.) Place counters on each ship card to reflect
the vessel's current boarding value and its last movement
allowance. The attacker then sets up his ships on the row of
areas opposite the defender’s lines.

Coastal waters: If the battle takes place in the coastal
waters of a province, one to three sides of the field may be
bounded by shoals or land.

Rivers: Normally, rivers are bounded on two opposite
sides by the banks. Also, rivers can make the field a couple
battle areas narrower than normal,

weather and wind

The result of the day's wind strength and direction checks
apply to the battle at hand. (Time effectively stops during a
naval War Card battle, so it can take place in just one day.)
The DM can dictate the position of attacker and defender on
the map, if it's obvious who should be where, or he can ran-
domly determine the wind and position of the two fleets.
Wind cards: Place the wind card with the wind direction
arrow on the battle mat to show which way the wind is blowing.
Then set the appropriate wind strength card (light, moderate, or
strong wind) beside the direction card for reference during play.

leaving the field

Any ship can flee the fight simply by moving farther in one
direction than any enemy vessel and remaining at least two
areas away from the nearest enemy. If, for example, a ship is
the westernmost vessel on the map with no enemies closer
than two areas away, it has fled the fight. However, ships
cannot flee in directions blocked by coastlines or shoals.
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H  Defender suffers one hit.
F  Attacker falls back.
R Defender suffers one hit and is routed.
D Defender is destroved.

H. R, D: Grapple succeeds.
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H  Defender suffers one hit.

F  Attacker falls back.

R Defender suffers one hit and is routed.
D Defender is destroyed.

H, R, D: Grapple succeeds.
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Serpent Guards
Move: 1

Defense: 4
Morale: X & ¥







& #CS26
Melee: 3
Missile: 1

+1 to attacks vs.

pikes, irregulars, or

skirmishers.
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Cmes of The sun

by Rich Baker

o _ Hono:_-, magic, and the open seds

decks. Smoke tinted red by the dying sun shrouded the misty sea. The attacking seamen

- a- § far as one could see, ships closed men&ciﬁély, and warriors swarmed across enemy
raised an unboly clamor, and the stench of ﬂaming pit-cb stung the eye. et

Through it all, eI-ArraSl stood proudly at the belm. When his vessel drew alongside the Anuirean
flagship, be was first to leap to the enemy decks, sword drawn. In the fight that followed, none
‘could stand against bis relentless onslaught. And as the sun slipped beneath the waves, be placed
bis scimitar at the admiral’s throat and forced bis yield, El-Arrasi had at last defeated the
Anuirean Empire’s great armada, breaking the Iron Throne's power over his people.

e —Historian Boran el-Dussein, in Victories of el-Arrasi

Ever since throwing off the yoke of Anuirean rule centuries ago, the land of Khinasi—the
Sun Coast of Cerilia—has been a land of promise for bold adventurers. Here the sea means
life, the city-state means power, and the working of true magic is the most honorable
profession of all. The remnants of the ancient Masetian civilization keep watch over the.new
culture grown up in its place. The land’s many monster lords, called awnsheghlien, keep
_Watch ‘too—with a more sinister purpose in mind.

This expansion to the BIRTHRIGHT® campaign setting contains:
% New rules for war and trade at sea!

% Portraits of each domain in Khinasi including complete naval information for both

Khinasi and Anuirean lands! - ;
% Over 100 new War Cards mcludmg new slup cards for all the-Cerilian powers! -
%A Bqt'_t_!e--Mat for resolvmg naval battles as well as a full-color poster map of Khinasi.
% Plus a complete adventure to start you off on' your ﬁ_rst Khinasi campaign.
% And more! _ :
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