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Durparian SpecialTy PriesTs

Lucha (Sbhe Who Gujides)

Lesser Power of the Seven Heavens, LG
Portfolio: Those who wander or seek some-
thing.

Requirements: Wisdom 15

Weapons Allowed: All bludgeoning weapons,
nets, lassos, and anything that allows capture
without harming the victim. The first weapon
learned must always be a staff.

Armor Allowed: Any

Major Spheres: All, Astral, Charm, Divination,
Healing, Necromantic, Protection, Plant.

Minor Spheres: Guardian, Sun, Elemental.
Magical Items Allowed: Same as clerics.

GranTed Powenrs

Specialty priests of Lucha can turn undead, as
can their clerical counterparts. They also receive
the navigation proficienty for free at first level.
At third level, specialty priests of Lucha can lo-
cate object, once per day. At 10th level, they re-
ceive one find the path spell that may only be
used to find something that has been lost.

Other NoTes

Lucha is worshipped by nearly everyone in Dur-
par. Her worshippers believe that she will guide
them to the most profitable customers. She over-
sees connections and relationships, guiding
herdsmen to good pastures, blessing marriages,
helping lost ships at sea, and insuring safe births.
It is widely believed that Lucha herself watches
over all marriages performed by her clergy.
Nearly all marriages in Durpar are performed by
priests of Lucha. Her priests work ceaselessly
against those of Mask and other evil gods.

Ceremonial dress consists of a circlet woven of
vines or flowers and white robes. No shoes are
worn at ceremonies. The only other symbol of
office is a staff wound about with vines and
flowers.

Curna (The Wise One)

Greater Power of Nirvana, LN

Portfolio: Wisdom, knowledge

Requirements: Wisdom 13, Intelligence 13
Weapons Allowed: Bludgeoning weapons
Armor Allowed: Any non-metal armor or
shields

Major Spheres: All, Charm, Creation, Divina-
tion, Healing, Protection, Summoning

Minor Spheres: Guardian, Sun, Weather
Magical Items Allowed: Any usable by cler-
ics, plus any that are used to enhance knowledge
(crystal balls, wands of magic detection, etc.)

GranTed Powenrs

Specialty priests of Curna turn undead normally.
They have a 3% chance per level to recognize
any given magical item for what it is. This power
does not bestow exact knowledge; it works as
much as the bard ability. At 10th level specialty
priests of Curna may call upon a blinding flash
once per day. This is a beam of light that erupts
from the priest’s holy symbol, affecting a single
target. The target must make a successful saving
throw versus spells or be blinded. This blindness
lasts until it is magically dispelled, or until the
priest lifts it by silent act of will.

Other NoTes

Most Durparians pay tribute to Curna before
making an important business deal, or before
embarking on a new venture. Rich merchants
may have a priest of Curna on their personal pay-
roll. Such priests are considered to be very wise,
and are consulted frequently. There is a huge
temple of Curna in the mountains that bear her
name, a complex that is home to a library nearly
the rival of Candlekeep on the Sword Coast. The
contents of the Curna library differs from that of
Candlekeep in that is has fewer historical docu-
ments, and more information on the world as it
is now. Teams of explorers and sages constantly
update this information.
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“First time out of Halruaa, isn’t it?” The old mage
turned to his apprentice. The young man nod-
ded nervously as he watched the sea far below
the ship.

“You already know that Halruaa is the best and
most civilized land in the Realms. Only there is
magic truly utilized to its fullest potential. The
other lands of the Shining South differ greatly
from Halruaa. You must learn carefully, if you
would survive to become a wizard.

“The first country we come to is Dambrath,
the land where the Crintri rule. The Crintri are
half-elves descended from the drow. The women
of that race rule the country with an iron hand. A
young man like you would end up working in the
mines or herding rothe, provided that they didn’t
discover you had been trained in magic. It is a
hanging offense for a male to use magic in Dam-
brath.

“Dambrath has only one real thing of beauty,
the Dance of the Dolphins.” The apprentice
glanced at the sea below, trying to hide the
excited gleam in his eves.

“Oh, you've heard of it,” the old man chuckled.
“I hope that we'll pass over the Bay at dusk so we
can see the dance. It’s an experience you’ll
never forget. Thousands of dolphins move in
unity and harmony. We really should avoid
Dambrath altogether, but I wish to see the dance
once more.”

The old mage looked off into the sky, lost in his
memories. The apprentice cleared his throat.
His master was always drifting off like this. If he
were left undisturbed, the old man would stare
off for an hour or more.

“Where was I? Oh, yes, the lands of the Shining
South. After Halruaa, we'll stop in the land of
Luiren. Don’t expect to find a bed big enough to
fit you, though. The halflings don’t have many
spaces for someone of your size. The Luiren
stout and the bouqthi make up for any lack in
physical accommodations. Stout is a type of ale,
not a type of halfling,” the old mage explained.
“Bougthi is a delicious pastry made in Luiren. My
mouth waters every time I think about it. The
people are a friendly bunch in Luiren. You can

have a grand time there, as long as you keep your
hand on your purse.

“After Luiren we’ll come to the Shining Lands,
as the countries of Estagund, Var the Golden, and
Durpar are known. Heldapan in Durpar is our
destination. You'll need to be on your best behav-
ior there.” The apprentice’s eyes grew wide with
alarm. The old man smiled. “There’s no danger,
but a Durparian trader would buy the shirt off
your back so fast it would make your head spin.
And of course you'd come away feeling you’'d
gotten a fair deal. Durparian traders have to be
seen to be believed. Be wary, Durparians hate
fraud and theft more than almost anything else.
So keep your hands in your pockets and out of
mischief.

“On the other hand, Durpar does get goods
from all over the world. It's about the only place
in the Shining South where we should be able to
get the rare feathers from Maztica I need to com-
plete my new spell. After we get through at Hel-
dapan, we will fly over to Orvyltar, in Ulgarth, to
see my good friend King Drasna the Fortunate.
Ulgarth is also the only place in the world where
mingari is blended. I intend to bring back several
jars.” The apprentice frowned, remembering
what the old mage had said about Durpar.

“What?” The old man had spotted the ques-
tioning frown. “Yes, we could buy it in Durpar,
but Drasna will probably make it a gift. I en-
chanted the ballistas in his harbor, you know.”

Welcome to the Shining South, where living is
good, and the lands are abundant. This product
is for use by DMs, but players may also find
much of interest here. To quote the great Satama,
founder of the cult of Adama in Durpar, “All is
part of the one, but this is the best part.”
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General DescripTion

A rich, reclusive realm, Halruaa is famous for its
electrum mines, its fiery Haerlu wine, and, most
of all, for its magic.

Halruaa is almost encircled by the Walls of
Halruaa, a mountain range that forms the east,
north, and west borders of the country. From
the south, where the Great Sea beckons, come
both trade and trouble. Halruaa’s reputation has
spread the world over, causing the Halruans to
be warlike out of necessity. They have, too often,
faced invaders trying to conquer the “vile mages,”
or fought off someone attempting to steal the
magical spells or items that are unique in Hal-
ruaa.

Geography and Climale

The “Walls of Halruaa” are several mountain
ranges that almost entirely encircle the nation.
Lhairghal is the name given the range that makes
up the west wall. Muaraghal is the range to the
east, and Nathaghal is to the north. The “High
Aluar” is the name of the narrow hilly strip that
leads through the mountains to the north, the
only natural land entrance to Halruaa. There are
several other entrances. The Talath Pass is the
largest on the western side of Halruaa, and the
Azhal pass south of Lake Maeru is the only one
on the east side.

The summers are hot. Magical cooling devices
and spells are coveted and expensive. In the win-
ter many of the mountain temples receive snow,



Halruaa

while the plains receive rains for about four
months. The temperature ranges from the 100’s
in the summer to the 80’s in the winter. The
winds blow off the mountains until they meet
over Lake Halruaa, making the lake a tricky place
to sail. The winds help make the life on the land
more bearable. Halruaa is not nearly as humid as
some of the other countries in the Shining South.

Rains are frequent, so the farms around Lake
Maeru and north of Lake Halruaa produce most
of the food the country needs. The Nath, the
basin in the northeast corner of Halruaa, is filled
with herds of wild rothe and auroch, which are
cultivated for food. This area is almost 500 feet
higher than the rest of the country. Here the
temperatures rarely reach 100, and the rains are
not nearly as frequent or severe.

HisTory

Halruaa was settled centuries ago by wizards
fleeing the Phaerimm in what was to become the
Anauroch desert. The first wizards came in
unique flying ships invented by the Netheril. The
wizards found a beautiful and rich country, set-
tled only by shepherds and large herds of aurochs
and wild rothe. It was here that the wizards
decided to make a stand, should the Phaerimm
follow. The Phaerimm never did, but Halruaa
has had to defend itself from attacks by all of its
neighbors since then.

Over the centuries Dambrath has attacked and
raided Halruaa’s ports and borders. Once, led by
a magic resistant Barbarian, the Dambraii occu-
pied all of the country south of Lake Halruaa.
They were defeated in battle by the great arch-
mage Mycontil, who slew their barbarian leader.
Forty-thousand Dambraii attacked, and were
stopped by 500 Halruans. More than 200 Halruan
wizards, including Mycontil, died in the battle.

The latest attack was less than 100 years ago.
The attack was made through the Talath Pass by
the power hungry king of Lapaliiya. He had allied
with bandits from the wastes. This time the Hal-
ruans were able to field a larger force, including
fighting men as well as wizards in their skyships.

The attackers were easily routed.

Halruaa also suffered through a civil war
about five centuries ago. A number of mages
advocated beginning new experiments in magic,
ones which even the Netheril didn't approve of.
The renegades were driven from the region. The
surviving renegades left to found the land of
Thay, or so it is said in Halruaa.

Since then Halruaa has been at peace (they
have had no declared wars). Halruaa still suffers
raids from Dambraii pirates, bandits of the
wastes, savages from the Mhair Jungles, and any
other pirate, raider, or hungry wizard who
thinks that magic and wealth grow on trees in
Halruaa.

This constant raiding has made the Halruans
very defensive, warlike and traditional. The peo-
ple say that since wizards have always led them,
wizards always will.

GovernmenT and PoliTics

Halruaa is ruled by the Council of Elders, a
tumultuous body of independent thinkers who
somehow manage to get things done. The leader
of the council and king of Halruaa is Zalathorm,
a 29th-level diviner, who is rumored to be several
centuries old. He rules from his tower in Hala-
rahh, an ornate place with many magical guard-
ians and defenses.

When the Elders meet, Zalathorm uses a crys-
tal orb, through which all of the Elders can be
contacted at once. There are almost 400 Elders,
but fewer than half usually respond. Currently,
only 39 wizards need to respond to achieve a
quorum.

To become an Elder, a mage must be of at least
16th level. Not all eligible mages accept the post.
Those that don’t accept say they don’t want the
hassles of being part of the council.

When the wizard-king dies, or steps down, his
successor is chosen from among the ranks of the
Elders. The Elders pick the most powerful of
their number to lead. A complicated system
involving level of power, ranking of specializa-
tion, and opinions expressed by the Elders, is



used to determine the new leader. The last three
leaders have all been divination specialists. It is
thought that these are the most powerful of the
wizards. “Knowledge is power, great knowledge
is great power.”

Since most Halruans worship Mystra, the
church plays a key role in the government.
Priests of the Lady of Mysteries serve as judges
for the state. The large temple complex of Mystra
in the city of Halarahh houses Zalathorm’s
tower. The largest temple of Mystra, however, is
at Mt. Talath, an ancient stronghold of caverns,
passages, and mountaintop turrets.

Halruaa also has its mundane authorities.
Patrols, city guards, and, occasionally, military
forces are common sights on the streets. A say-
ing in Halruaa, “if everyone was a mage, who
would do the cooking” applies to all of the non-
magical professions. Magic is an accepted part of
peoples’ lives. All patrols and military units have
a priest or mage in their ranks.

Laws in Halruaa are strict and justice is swiftly
meted out. For any serious offense, the offender
may not be convicted without magical proof to
back it up. Justice in Halruaa is swift. Someone
convicted of murder by his own testimony may
expect to be disintegrated before the day is out.

Intent is also studied magically, especially in
capital crimes. A defense of “he pointed some-
thing at me that looked like a wand, so I slew
him,” is an acceptable defense, provided the
defendant really thought his life was in danger.

People and CusToms

Halruaa is predominantly a human nation. The
descendants of the Netheril, mixed with some
Arkaiun blood from the western plains of Dam-
brath, make up over 90% of the population.

The remainder are mostly dwarves, con-
cerned with working the electrum mines east of
Lake Maeru. Halfling traders from Luiren can be
found near the coast. There are a few elves and
half-elves whose fascination and talent with
magic is strong enough to grant them a seat on
the council of Elders.

Languages

Halruans speak Halruan, a version of Netherese,
brought with them from the far north. It is a
complicated language, not easily learned by a
foreigner. Nearly all mages, traders and anyone
who must deal with folk from the outside speak
the common language of the Realms.

Social. CusToms

“It's the most paranoid country I was ever in,” a
Durparian merchant once remarked. “I couldn’t
walk three feet without some sort of divination
spell being cast on me. It made me nervous, let
me tell you. Sold my entire load of mandrake
root, though, for a nice profit.”

Since anyone, even a beggar on the street,
could be hiding a wand of fireballs, most people
are polite and make no sudden moves around
strangers. Courtesy and politeness have become
so ritualized that people are uncomfortable
without them.

The high degree of courtesy has created sev-
eral customs that are staunchly observed in daily
life. Before one enters another’s dwelling, one
should identify oneself and pledge no magic or
malice to those inside. It is an considered an
insult to use magic inside a dwelling without
permission from the host. Depending on one’s
host’s identity, it can also be quite dangerous.

All Halruan children are schooled until the age
of 13. Halruan children are expected to learn
reading and writing, history and a productive
trade. When a child reaches the age of five, he is
tested for potential for the Art. If the student is
capable, he is also taught spells such as cantrips,
dancing lights, or audible glamer. A group of ado-
lescents following several bobbing clusters of
glowing lights down the street is a common sight
in any Halruan town. This is a popular game
called Dueling Globes by the youngsters. The
participants must match the movements of their
lights from the dancing light spells.

Wizards are not a gregarious lot by nature.
This is shown in the organization of Halruaa.
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There are many small villages and towns, but
few large cities. Halarahh, the largest city, boasts
fewer than 8,000 people. Most villages are far
smaller. Even along the coast, where most mili-
tary troops are based, the numerous villages are
still small.

The four largest cities after Halarahh are
located along the coast, but none of these have
populations greater than 7,000. Such a solitary
and defensive attitude, insures that the average
Halruan learns to defend himself.

As with any small country, the social order is
pronounced, although it does not make a huge
difference in a Halruan’s daily life. At the bottom
of the social ladder are those who can use little if
any magic, such as a common miner or farmer.
Next are those who defend Halruaa, the soldiers
and the sailors of the military. The higher levels
are all spellcasters.

The lowest group of spell casters in society is

the small sect of priests of Azuth.
Above them are the mages, and the priests of
Mystra. The order, from least respected to most
respected is: necromancers, conjurers, abjurers,
clerics of Mystra, enchanters, transmuters, spe-
cialty priests of Mystra, generalist mages, invok-
ers, illusionists, and diviners.

This ranking reflects the recent past. After the
era of the great Mycontil, an invoker of high
level, invokers were felt to be the most powerful
mages. Later, the second invasion from the ban-
dit wastes was defeated in large part by many
masterful illusions, including a horde of skyships
raining fire on the enemy.

Recent years have shifted attention to the
diviners, for Zalathorm has predicted many of
the raids on Halruaa. This has enabled the bor-
der guards to win many battles with few casual-
ties. About one third of Halruans have some
ability with magic, and can cast at least one first
level spell. The vast majority of these folks can
cast no more than that. This means that in a
patrol of 20 men, six of them, plus their leader,
can cast a light, cantrip, or other common first
level spell. Cantrip is especially popular. It is use-
ful for lighting fires quickly, driving insects away

from the steeds, or adding a bit of flavor to the
stew. When it comes to cleaning up armor, a
clean cantrip works wonders.

The same can be said for the average house-
hold. The housewife who can cast one spell has
magical help with the housework for an hour.
Such people are considered to be a special form
of dual classed characters. They have the abili-
ties of 1st-level mages along with whatever class
they have chosen.

For example, the spell-casting members of a
guard patrol start off with only a four-sided Hit
Die, instead of the ten-sided die they normally
would have. Once they reach 2nd level in the
fighter class, they gain additional Hit Dice as a
fighter. Such people should have an average of 3
hit points less than their non-spell-using com-
panions.

Halruans are intensely interested in magic,
and a gathering is often the place to show off a
new magical effect. One of the reasons that the
normally reclusive wizards have social gather-
ings is to show off new magical effects or items.
These events are not limited to mages. Rich
traders, important generals and electrum mine
owners all desire and collect magical items. A
new or unknown item is cause for much talk in
the villages.

Nearly every Halruan, however, has his life
affected by magic. Continual light spells are used
to light almost all of the streets in the various vil-
lages. The richer villages have cyclical light spells
to provide the lighting on their streets. Lamps
with continual light spells are also common and
affordable, as low as only 100 gold pieces in the
towns of the Nath and near Mt. Talath.

Even many who do not cast spells are con-
cerned with magic. Adventurers roam the Realms,
searching for new spellbooks or items, to bring
them fame and fortune in Halruaa. Many mages
also wander the Realms to learn and bring back
new magics.

Halruans are fiercely jealous of their own
magic. Even though Halruan mages frequently
travel the realms, they are expected to guard the
secrets of Halruan magic. Spellbooks containing



unique Halruan spells are extensively trapped
and well guarded by the mages when they are
taken from the country. The most common pro-
tection is a version of the fire trap. Since this
spell effectively destroys the book, it is favored by
Halruan mages to keep the Halruan spells from
unfriendly hands. A traveling Halruan mage may
end up with no traveling spellbooks, but this is
considered a small price to pay for security.

Magical combat is frowned on among com-
mon folk. Most villages have a dueling field
situated well away from any buildings, to ac-
commodate mages who insist on settling dis-
agreements by magical combat.

Dueling is not officially accepted. In fact it is
opposed by the priests of Mystra, for such duels
are frequently fatal. Such duels most frequently
occur between two mages who have claimed the

same new spell or item as their invention. Noth-
ing matters as much to a young wizard as gain-
ing credit for a new spell or item.

Invention of spells and items is a sure way to
fame and fortune in Halruaa. A mage who invents
a new spell is quick to advertise it. Just as quickly
he’ll be getting requests for copies of it, at a good
fee, of course. The process of making magical
items is even more expensive and is considerably
more difficult than inventing a spell. Still, there
are many unique items in Halruaa. Some dupli-
cate or combine effects of other items, while oth-
ers do things no other item does. For example,
Zalathorm, the wizard-king, has a floating car-
riage that radiates a globe of invulnerability
around it on command. No one else has been
able to duplicate the effect, since a globe is nor-
mally stationary. Zalathorm has not revealed the



secret yet. It is assumed that whoever takes over
as king will inherit it.

Each Elder receives a skyship, and the secret
of recharging it. This makes the position of Elder
greatly desired among the lesser mages. Every
family hopes for a son or daughter to become an
archmage.

Twenty years ago, the necromancer Random
ignited the latest influx of magic. This strange
wizard had finally cracked the Southern Magic
puzzle. He returned to Halruaa with a copy of
the spell read Southern Magic. Over the next five
years he made and sold numerous copies of the
spell before he abruptly dropped out of sight.
Most people believe Random is mad, and the
country is better off without him. There is, how-
ever, concern that he may reveal secret and pow-
erful Halruan magic. A team of mages has been
dispatched by the Council of Elders to either
fetch him back, or silence him forever.

Religion

The majority of Halruans worship one of two pow-
ers: Mystra or Azuth. The Halruans were very
shaken by the Time of Troubles. Elders of Mys-
tra’s church believe either that Midnight has taken
over Mystra’s duties, or that Mystra has been
restored. This split in belief has caused some
elders to lose their faith in Mystra. These elders
and some of the laity have begun to worship
Azuth, infusing that faith with new popularity.

There is only one temple stronghold dedicated
to Azuth. It is in the mountains near Lhair in
western Halruaa. There are eight temples to
Mystra in the mountains around the Nath, each
one dedicated to one of the major schools of
magic. The largest temple, under Mt. Talath, is
dedicated to all forms of magic.

Money and Commerce

Although the wizards of Halruaa are protective
of their magic and their privacy they have devel-
oped a taste for the finer things that other nations
can provide. Durparian merchants dock at the

ports of Zalasuu, Mithel, Halagard, and Khaer-
baal. Goods from all over the Realms flow north
into Halruaa.

Among the chief imports are; foodstuffs from
Luiren (Luiren Stout is very popular in Halruaa),
silks from Durpar, coffee from Ulgarth, and
metal goods and weapons from Durpar. The
chief export is electrum, which is found in al-
most pure deposits in the mountains east of
Lake Maeru.

Halruaa is the home of two large lakes, Lake
Maeru and Lake Halruaa. Lake Maeru has good
fishing. It provides many a meal for the electrum
miners and the farmers of the valley. Lake Hal-
ruaa yields little. The constant churning winds
over the fresh water lake make sailing difficult. It
is joined to the Great Sea by the Halagard Chan-
nel, a three-mile-wide channel which connects
to the Bay of Halruaa.

Although Halruaa is larger and more powerful
than her neighbors, it is somewhat sparsely pop-
ulated. The population does not exceed 100,000.
There are plenty of wide open spaces.

Traders are always welcome, but are watched
with suspicion. Adventurers are seen as busy-
bodies and thieves come to steal Halruan secrets.
No Halruan is allowed to teach a non-native any
of the unique Halruan spells, under pain of
being feebleminded. Non-natives who learn
such spells are hunted down and exterminated,
for the good of the nation.

Within this stricture, there are still many spells
and magical items that are available to outsiders.
Someone with a new spell may be able to trade it
for a spellbook with many of the common spells
of the Realms.

The common currency of Halruaa is the Skie.
This electrum coin is produced at the Royal Mint
in Aluarim, in the center of the country. The
coins bear the image of the current wizard-king,
so most of the coins in use have Zalathorm’s
image. The Durpar Vellim, and the Dambraii
Crint and Shebs are also widely used.
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Cilies or Halruaa

Halruaa has numerous villages, too many to
detail here. Instead, the four most important are
listed, followed by a description of a typical vil-
lage that outlines what a group of characters
might find there.

Halarabhh

The home of the wizard-king, Halarahh has a
population of 8,000, which makes it the largest
city, in Halruaa. It is a comfortable city on the
northern banks of Lake Halruaa, at the mouth of
the river Halar. Halarahh is a wide sprawling
town; the area of the city is twice what one would
expect from the population.

The town is dotted with wizard’s towers, for
almost half of the citizenry are spellcasters.
There are, however, actually only about 300
practicing mages in the town. Much of the town
has magical lighting and other conveniences.
Many of the buildings are kept magically cool in
the heat of the summer by use of the cooling
breeze spell, and by means of large blocks of ice
created by enterprising mages on a daily basis.

Halarahh is home to no less than 17 members
of the Council of Elders; therefore, the sight of a
skyship is not at all uncommon. There are a
number of ships that ply Lake Halruaa, but they
stay near the shore. The winds on the lake are
too dangerous for sailing, even for skyships.

Khaerbaal

Khaerbaal is located along the southern coast,
sheltered in the bay of Taertal. It is one of two
bases of the small Halruan navy. The entire navy
consists of only 50 sailing ships and 20 skyships.
In times of need, another 40 or 50 skyships, along
with the archmages who own them, can be
raised from the cities along the coast.

Khaerbaal is governed by the leading Elder of
the city Grozalum, an illusionist of 19th level. It
has a population of about 7,000. Most of that
group is concerned with shipping and trading.

The navy’s principal fortified base and construc-
tion docks are on the outlying isle of Rulasuu.
Since there is no real city on Rulasuu, most of
the military men based there take shore leave in
Khaerbaal. This makes it a rather wild town,
with a large number of inns and taverns.

Zalasuu

Zalasuu is located on the Bay of Azuth, and is the
other base of the Halruan navy. It is ruled by
Lailuu, a 19th level priestess of Mystra. Lailuu is
more concerned with defending Halruaa than in
ruling the city. The day to day administration is
left up to clerks and officials, who have little or
no skill in magic.

Only 5,000 people call Zalasuu home. In addi-
tion, 2,000 additional military troops are sta-
tioned in a large fort located just outside of town.

The presence of the Kilmaruu swamp to the
east of the city make a defense force necessary. It
is the site of a ruined city, with many undead
inhabiting the broken buildings. In spite of the
danger, mages and other adventurers keep
searching the ruins. To quote a common Zala-
suu expression, “The swamp helps keep the
number of fools in town low.”

Halagarod

Halagard was once the capital of Halruaa. It lost
that honor a century ago, when the current wiz-
ard-king moved north to Halarahh. It is nearly as
large as Halarahh, with a population of 7,500.
Halagard is situated at the mouth of the Halagard
Channel, on the Bay of Halruaa. It is from here
that the fishing fleets sail. The Bay of Halruaa is
both a safe harbor and very fertile fishing ground.

The chief Elder in Halagard is Basel Indoulur,
a conjurer specialist mage of 20th level. Basel is a
rarity amongst Halruan mages; he likes appren-
tices. The lives of Basel’s apprentices are not
easy. He works them very hard. Since he is one of
the most powerful conjurers in the land, he
never lacks for applicants.
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Other Halruan Cilies

There are a number of other cities of note.
Maeruhal is closest to the electrum mines, and
boasts five skyships, all belonging to Elders. The
city’s regiment of guards includes two compa-
nies of dwarven fighters. Aluarim is the site of
the Royal Mint, and also the home of the most
powerful invoker in the country, Rhodea Fire-
hair. Talathgard, which has a force of 200 trained
mountain men, guards the entrance to the vast
temple complex under Mt. Talath. Galdel lies on
the south side of Lake Halruaa. It has several
dozen electrum-smiths fashioning fine art ob-
jects and rings, wands, and weapons to be
enchanted. The dwarf Boronuil Ironfist, the best
craftsman in Halruaa, lives here. If one can
afford it, Boronuil will craft items for enchant-
ment. He charges quadruple standard rates, and
has a waiting list of two years or more.

A Halruan Village

The average Halruan village has from 100 to 500
people, usually concerned with a single type of
magic or craft. Most villages have a mage of at
least 11th level. The highest ranking mage,
whether an Elder or not, is considered the vil-
lage elder, and makes decisions on most things.
The village also has a militia. If it is a very small
village, the militia may consist of every able bod-
ied adult in town. All mages and priests are
expected to help defend the town. Since even the
smallest towns have at least three or four mages,
most Halruan villages have little to fear from the
occasional marauding beast or raiding bandits. A
full 60% of the towns have a member of the
Council of Elders in residence. Given the nature
of high level wizards, this is easy to understand.
Many of the villages were founded around a wiz-
ard’s tower, both for protection and service.
Cyclical light spells are common, as are con-
tinual light, cooling breeze, cantrip, and unseen
servant. Other magical effects are also common.
The people of Halruaa know about magic, and
what it can do for them. Many an innkeeper has
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obtained a rare magic book or spell component,
then traded it to the local archmage for a valu-
able magic guard. The Astral Inn, located in the
farming community of Eichul, boasts fine wine,
good food, and an iron golem for a bouncer.
Though that may seem extreme, it is not unusual.

Nearly every town has an inn or hostelry. Trav-
elers, at least Halruan travelers, are common.
Strangers stand out. If they appear dangerous or
powerful they’re watched every second, either
openly or magically.

PLaces of INTeresT
The Walls of Halruaa

The mountains surrounding Halruaa are known
collectively as the walls of Halruaa. The moun-
tains on the west side of the country, south of
Mt. Talath, are known as Lhairghal, the West
Wall. The northern mountains, including those
surrounding the Nath, are called the North Wall,
or Nathaghal. The East Wall is known as the
Muaraghal. These mountain are high, towering
20,000 feet or more. There are three passes
through the Walls: Talath Pass on the northwest,
Achelar Pass on the east, and The High Aluar on
the north.

The mountains, particularly surrounding the
Nath, are homes to the temples of magic. The
mountains are not usually dangerous. At least,
not on the Halruaa side of the mountains. Mon-
sters, including cyclopskin, manticores, rocs,
cockatrices, and medusae make their homes on
the slopes facing away from Halruaa. The Muar-
aghal is the site of some of the purest electrum
deposits in the Realms. Halruans have been min-
ing near Lake Maeru for hundreds of years. The
deposits show no sign of running out. This is
well, since a good part of the wealth of Halruaa is
connected to the electrum mines.

Lake Halruaa

Lake Halruaa is a large body of water in the cen-
ter of the country. It is connected to the Great



Sea via the Halagard Channel, which is used by
many ships to reach Halarahh. The ever present
winds make the center of the lake extremely
choppy and difficult to navigate. Ships that must
sail to Sulaziir or Nishtul usually hug the coast,
or risk being lost forever.

Swamp Op Akhlaur

Akhlaur was a 30th-level conjurer in Halruaa 200
years ago. Akhlaur’s only interest was to increase
his power through magical research. Finally he
delved too deep and summoned fiends too pow-
erful for even him to control. He was seized by
one of the fiends and dragged back to its home
plane. A gateway was left open to the elemental
plane of water when Akhlaur was lost, and, since
then, the Swamp of Akhlaur has been growing. It
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is currently an oblong, 95 miles by 30 miles, and
it grows about a hundred feet every year.

Akhlaur was rumored to have magical items
that other mages have only dreamt of. Many
mages have entered the swamps attempting to
recover the treasures of Akhlaur. Others have
tried to learn the reason for the swamp’s contin-
uing growth. None of them succeeded in locat-
ing the tower of Akhlaur. It is believed that the
tower lies buried in the swamp, waiting for the
mage who can penetrate its secrets.

The swamp is typical of most southern
swamps, filled with cypress trees, heavy moss,
snakes, crocodiles, piranha, and other swamp
monsters. There are a fair number of undead,
ghouls and wights abound. There is also a uni-
que type of monster, the one responsible for the
death of Akhlaur. The laraken, or magic drainer
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lives in the swamp. The laraken, which is almost
totally immune to magic, feeds on magical en-
ergy. Few laraken exist, hut those that do exist
are almost certain death to any mage they meet.
They rarely, if ever, leave the swamp.

The swamp is slowly growing. The small gate
allows a constant stream of enchanted water into
the tower. If left unchecked, it could someday
threaten the entire country. It is also responsible
for keeping the laraken from invading the rest of
Halruaa. The laraken feed off the enchanted
water, draining some of its magic. By the time the
water moves beyond the swamp, it no longer
radiates magic. Only a few of the mages in the
council of Elders, including Zalathorm, know
this.

MounT Talath

The center of magic in Halruaa, Mt. Talath is the
home of the largest temple to Mystra in the
Realms. It occupies an entire cavern complex.
Vast storerooms of old tomes, scrolls of knowl-
edge, and long forgotten magical items are kept
here. It is here that many mages and priests pre-
fer to come for training. The leader of the tem-
ple is Greila Sontoin, a priestess of 20th level.
She is said to have unearthly wisdom (22), gained
both through magic and the favor of the Mystra.
Greila is very old and seldom leaves the temple
anymore. She is still capable of powerful magic.
The temple is not an easy place to enter. One
must pass a rigorous magical screening. Of
course, such a large complex has its holes.
Thieves and spies do occasionally gain entrance.
Such intruders are dealt with summarily — they
are fried, frosted, or disintegrated. Those with
good intentions who attempt to enter may be
admitted. A native of Halruaa is allowed access
to almost everyplace; a non-native may be
charged a horrendous fee to be admitted to cer-
tain “safe” libraries and halls. Outsiders often
speak of the wondrous libraries in the temple,
not realizing that they have seen less than a
third of its treasures.

There is also a grand temple, which anyone
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may enter for the purpose of worship. If charac-
ters come here expecting to get their hands on
unique spells, or magical items, they will be dis-
appointed.

Halruan NPCs

Zalathorm, The Wizard
King

29th-level human male diviner: Str 10, Des 14,
Con 10, Int 19, Wis 17, Cha 14; Al, LG; XC -2; MV
12; hp 52; THACO 11; #AT 1, Dmg 1-6 (staff); SZ
M; ML 18. Spells 8/8/8/8/7/7/7/7/7

Where Found: Halarahh

Zalathorm is one of the most powerful mages in
a nation of powerful mages. He possesses a vast
assortment of magical items, and he won’t hesi-
tate to use them. His most impressive possession
is his crystal orb. This item allows him to com-
municate with all of the Elders in the Council
simultaneously. It is detailed in the new magical
items section at the end of this chapter.

Halruaa has resisted many raids from Dam-
brath and the Jungles of Chult during his long
reign. Some say that Zalathorm possesses pow-
ers beyond magic. They are correct. He pos-
sesses several psionic powers useful for
predicting the future. These powers, used in
concert with his awesome divination skills, make
Zalathorm a very hard man to surprise. He has
correctly predicted every major raid into Hal-
ruaa in the last 50 years. With that kind of knowl-
edge, the border guards have little trouble
keeping the land safe.

The PCs may encounter Zalathorm if they visit
Halarahh. He keeps an eye on the city, as well as
on the country. He is interested in powerful
adventurers, although his main interest may he
getting them out of the country.
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Rhodea Firehair

24th-level human female invoker: Str 9, Dex 12,
