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in the hands of the 
ncient enemies, th 



homelands and founded their model.. 
nations under the rulership of hlooded nobles, 
those touched by the essence of the gods. So ;+ 
was in the year called 0 of Haelyn’s Count. 

The elves, in the pivotal moment of the b 
took the  side of their  human enem 
nst the living darkness that was Azr 
n the war was over, they remained in th 

kingdom of Lluabraight, but were so 
: by the goblins of Urga-zai, the humano 

of tne Giantdowns and what is now the Wh 
Witch‘s domain, and the most powerful of the 
awnsheghlien, the creature known as the Go 
gon. So isolated, the elves of Lluabraight rare 
interacted with the new-born Rjurik real1 

lijuven, fell easily into Azrai’s clutches, as dic 
the goblins, orogs, and other humanoids. 

The course of the struggle that followed is 
well known. On the verge of defeat, the allied 
human nations. supported by the gods them- 
selves, made their stand at  Mount Deismaar. 
Reynir’s chosen champion was the high druid 

eternal defender of the Rjuven (who would 

rik returned to 

small campfire. In a cage nearby was a .  
its feathers bedraggled, its eyes tired. 

“Fear not, friend raven,” the ogre said in it 
harsh, croaking tones. “Soon your sufferin, 
will be over, for you will he my evening meal 

good, friend raven, for 1 have not ea 
iy a long day.” 

Sjjarn felt anger in his heart at this, forth’ i 
raven was sacred to  his t r ibe .  He kneu  ; 
though, that he alone could not best the great 
ogre, and he thought of a way to  trick the 
ogre and set the raven free. ” 

Digging deep in the snow, Bjarn found sei 
era1 large rocks,  which he carr ied dowi 
toward the ogre’s camp. 

‘,triding toward the ogre, Bjarn bellowed 
i l ,  brother ogre!” in mock fellowship. Th 

ug;le looked up with a bemused stare. 
Then the creature growled. “You might 

make a good meal for me,” he said. “But yo” 
hear sword and bow, and might st ing m 
before you die. I will not eat you then, but wi 
instead eat this raven, which I just caught ii 
my trap.” 

“It is good, brother,” replied Bjarn, “for 
am going to  sup upon these delicious rnrk 
which I found. They are far more tastj 
your scrawnv raven. Perhaps vou woul 



unenlightened barbarians, he was greeted with 
an unpleasant shock. The Rjurik, tempered 
like a sword of naked steel in the  ice-cold 
forges of the north, proved to  be more than 
the Anuireans' equals. They quickly drove 
Roele's armies back in defeat. 

Believing themselves invincible, the Rjurik 
' 'ngs of Stjordvik and Hjalsone (which would 

rentually be usurped by the Anuireans and 
tmed Dhoesone) formed their own armies and 
.essed south into the Anuirean provinces, but 

were themselves defeated by the well-disci- 
plined southerners. Rjurik tales of this period 
arc markedly anti-Anuirean in their tone and 
speak of the southern invaders with a level of 
hatred and venom usually reserved for the 

)join me?' 
The ogre I rowneu.  i u u  e d L  I U L K ~ :  LLC 

,ked, puzzled. "I have always been told that 
xks  are not for eating." 

ut in fact, rocks are among the tastiest nllU 

lost satisfying food in the highlands!" He then 
tt down and began to lay out the rocks in front 
E him, as if for a fine feast. "Enjoy your scrawny 
wen, my friend. I will enjoy my rocks." 

"Wait," said the ogre. "I am sure that my 
wen is actually quite delicious. Perham 
ould share it with you if you would s 
our savory rocks." 

Bjarn hesitated and considered this. "I do 
o t  think so, friend ogre. These rocks arc 

Bjarn laughed. "That is what we tell pe( 

ven and this sack 
ks," rumbled the 

an uneasy stalemate, neither able to overcome 
the other through sheer force of arms. Roele's 
early disasters in the Rjurik lands were a les- 
son well learned, however, and he approac 
the  northern rulers with offers of pe,  
alliance, and eventually, union with his empire. 

Kind words and diplomacy triumphed where 
swords and armies could not. By 25 HC, 
Rjurik realms of Jankaping, Halskapa, Svi 
and finally even the Anuireans' most dedii 
foes, Rjuvik and Hjalsone, agreed to  joii 
empire as equals. The hngdom today known as 
Hogunmark remained a patchwork of petty iarl- 
doms, nomadic tribes, and monsters, and 
considered the empire's wild northern fronti-.. 

The remainder of the region was, for the 
moment, ceded to  the orogs, goblins, gnolls, 
giants, elves, awnsheghlien, and other nonhuman 
races. The modern realms of Hjolvar and Kvigmar 
did not yet exist, though small wandering bands 
and tribes of Rjurik called the region home, and 
the dwarves remained holed up in their ancient 
fortress, Khurin-Azur, beset by the Urga-Zai gob- 
lins and the minions of the terrible creature that 

,odd eventually become the Gorgon 

ucpkted the camp. 
"Eniov vour meal. friend ogre!'' he called. 

Y 
~~~ i ~ ,  i 

"1 will speak well of you to my tribe!" 
Then, as soon as he was out of the ogre's 

,ight, Bjarn fled the place, covering his tracks 
behind him, determined to lose himself before 
the ogre discovered his deception. Before 
long he was well away, though he heard the 
ngre bellowing in rage in the distance. Bjarn 1 

n 
S 

I 
a 

pened the cage. 
"There, brother," he said to  the caDtive 

"You are free to  go." 
2 raven looked at Bjarn, then st 

"My gratitude to you, Bjarn of the Fyrlaaf!" 
t said. "And the gratitude of my people is 

with you. From this day forward, we shall be 
as brothers. Your people shall know the secret 
mguage of the birds, and my people shall be 
'our friends, messengers, and guides. Follow 

low, and I will lead you to  the greatest 
n the forest." 

And so Bjarn followed the raven, and slew 
he mighty stag. His people ate well for many 
lays after that ,  and in years t o  come, the 
aven's promise proved true. To this day, the 

if are known as the friends of the ri 
in spc IC secret language of the h . .  



I, Aethelstan, write these words. Hear now 
the tale of the skald Hruthila, who did once 
walk these lands, and who was, in her time, 
the paragon of honor, loyalty, and duty. 

It is said that, in the days when the Ylgarri 
t r ibe  and the  Egilsvaar t r ibe  fought t h e  
awnsheghlien, the chief of the Ylgarri, one 
Ingar, sought to bind the two tribes together 
in a mighty alliance that would defeat the 1 enemy. He chose the skald Hruthila to  carry 
his offer of assistance t o  the elders of the 
Egilsvaar tribe. 

“Brave Hruthila,” he said, ”this message is 
of the greatest importance, for if our tribes do 
not ally, the tainted ones will surely destroy 
us. Let nothing and no one stand in your way 
as yon deliver this message-not man, nor elf, 
nor awnshegh, nor god.” 

Hruthila bowed her head respectfully. “So 
it shall be, great chief,” she said. 

Now it  came t o  pass tha t  t he  terrible 
awnshegh lord called the Wraith did hear of 
Hruthila’s mission, and grew determined to 
stop her, for should she succeed, he and his 
kind would surely be defeated and slain by 
the united tribes. 

One of the Wraith’s foul powers was the 
ability to take on a pleasing shape, by reach- ! ing into his victim’s mind and seeing his 

age inhabitants of the Giantdo 

the forests, and saw there a shape that would 
bewitch her. 

As Hruthila rode, she came upon an old 
woman. Looking closely, she saw her own 
beloved mother, whom she thought lived in a 
far province. 

“My dearest daughter!” declared the woman, 
opening her arms and inviting a warm embrace. 
“It has been long and longer since I last set eyes 
upon you! Come and sit with me and tell me of 
your life and your adventures!” 

“Greetings, mother,” said Hruthila. Then, 
though her hear t  was heavy, she raid,  “ I  
would stay with you and speak of many things, 
but the great chief Ingar has set me a task, 
and as a skald, it is my duty to fulfill it. I must 
go on my way.” 

And though her mother stood beside the 
road and wept bitter tears, Hruthila rode on. 

Determined to  sway the skald from her 
mission, the Wraith then took on another 
shape-that of a small child. 

“Please help me, oh beautiful skald,” he said, 
tears streaming down his face. “My mother and 
father have been taken by the orogs, and I am 
alone in the world. Please rescue my parents, so 
that I may once more sit with them and tell 
them how much I love them!” 

ened her heart and left the little boy. She roi 
But as much as it hurt her, Hruthila hard- I 



he 'raelshore kingdoms. hut  was himself slair 
ind his armies sidttercd in the epii Battle c 
Innsniark. 'l'he torLh of leadership wab taken 
up b!. the current Siarlet Baron, Thrakkazz, 
and the  threat of the humanoids, combined 
with tha t  ol' t he  \i'hitc \Vitch and  o ther  
awnsheghlien. continued unabated. 

Isolated throughout most their history, 
Rjurik lands have recently begun to opcn up to 
the outside world. with Anuirean and Brecht 
traders and adventurers arriving in the popu- 
lous Taelshore lands. With foreign influcnie 
spreading, the more traditional nomadic and 
wilderness-dwelling Rjurik feel more and more 
renioved lrom their urban cousins. and with 
thi\ feeling of distance, the seeds of contlict 
have been planted. 

1 still a strong, independent race PO 
ccrsed of 3 fierce wdrrior spirit and i 

alniost unquenchable mrviwl imtinct. 'These arc 
the Rjurik, followers ofthe nature god, Erik. 

Despite their outward icrucity dnd insular 
ways, the Rjurik are a kind and caring peoplc. 
They are well vcrbed in the ways of nature and 
arc respectful ot  Erik's wild domains. They are 
accomplished artisan>, poets,. singers, and 
weavers. The skill of the Rjurik r l s  wildemcss 
scouts. t r x k e r s ,  and hunters is legendary 
across Ccrilia. Fcw outsiders would dare enter 
Rjurik lands tvith hostile intent, for centuries 
oiliving in this rugged wildernes, has strengh- 
ened and emboldened its defenders until the). 
fear virtualh no foe. 

1 on, trying to shut out his piteous wailing as it 
faded into the distance. 

Growing frustrated, the Wraith took on the 
guise of the great god Erik, lord of the forests. 
He grew tall, his skin became gnarled like the 
bark of a great fir tree, and his hair turned 
green and  shaggy. H e  stood in Hruthila's 
path, his branchlike arms exTended. 

"My daughter!" he cried. His voice was like 
the rushing of many pine boughs. "You have 
done well to follow your duty, hut  I have a 
greater task for you. I am Erik the  druid,  
father and protector of all the Rjurik. I decree 
that you must travel far to the south and for- 
get the task set you by Chief Ingar." 

Hruthila bowed her head respectfully, but 
continued to ride. 

"Great Lord Erik, I beg you forgive my 
insolence." she said, "but I gave my word to  
the great Chief Ingar that neither man, nor 
awnshegh, nor god would hinder me in my 
mission, and a skald must always keep her 
word. I must go on." 

"So be it!" hellowed the Wraith, casting 
aside his disguise and rising up before her in 
his true form. A tall, hooded shade with burn- 
ing eyes and a sword of terrible, icy metal 
loomed in her path. "You would not stop for 
your family, nor for the innocent, nor for the 
gods, hut now you shall stop for death!" 

With that, the Wraith rushed at  Hruthila, 
who drew her  own sword and prepared to  

.... :: 

'a'% 

Without warning, a great  thundercl  
smote the forest and a vast and terrible a 
reached down from the trees, plucking fo 
the now-terrified Wraith as a robin pluck 
worm from the ground. 

"I am Erik!" echoed a fearsome voice. "You 
have blasphemed against me, taken my form, 
and tried to deceive one of my chosen people! 
For that you shall he destroyed!" 

With these words, the giant hand closed 
about the fearsome awnshegh, and the Wraith 
was no more. 

"Go on your way, daughter of Reynir," said 
Erik, his voice growing soft and comforting. 
"The Wraith thought he could see your deep- 
est desires and use them against you. But he 
could not see that which is deepest in you- 
the honor and love you feel for my people. 
Go, daughter Hruthila, and know that you are 
truly blessed." 

Hruthila completed her mission, bringing 
great chief Ingar's offer of alliance t o  the  
Egilsvaar. With the alliance sealed, the two 
t r ibes  joined forces and  destroyed t h e  
awnsheghlien who had plagued their lands, 
and were forever free. Hruthila went on to  
have many more adventures, and was always 
known for her heroic sense of love, honor, 
and duty 

I, Aethelstan, wrote these words. 



Rjurik are typically tall 
and heavy-framed 
strong arms, and p 
even the most retiri 
skilled as a Brecht sw 
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sign of a particular 
thought to reflect a black temper 
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ects for embroidery include 

During the winter, Rjurik wear heavy wolf- 
skin or bearskin cloaks. Felted or boiled wool 
and other warm, insulating fabrics from the 
south are favored trade goods, for which the 
Rjurik pay handsomely. 

The strength and skill of Rjurik warriors are 
famed throughout the continent,  as is the  
quality of their weapons and armor. In battle, 
Rjurik can be recognized by their steel caps or 
their unique goggle-helms. Favored weapons 
include the long how, spear, broad sword, and 
the great two-handed claymore, originally 
developed t o  defeat  t h e  heavy armor  of 
Anuirean knights. The Rjurik favor chain and 
ring mail, and have developed an improved, 
doyhle-thickness chain mail which provides pro- 
tection almost equal to that of Anuirean plate. 

and tend to  keep it bound or braided for con- 
venience. In many Rjurik tribes, outcasts are 
marked by having their hair cut off or their 
heads shaved, so short hair is generally consid- 
ered the mark of an undesirable individual. 
The short  hairstyles of the Anuireans and 
Brechts are often pointed to as inherent proof 
of their untrustworthiness. 

As a result of adaptation to their  frigid 
homeland, the fair-skinned Rjurik dislike 
warm climates. Rjurik travelers who vis e 
southern lands, especially the Khinasi - 
doms. tend to complain about the climate and 
usually drive their companions to distraction 
by constantly harping on how much they miss 
the cool northern lands. 

Rjurik clothe themselves simply. At home 
and when at leisure, Rjurik folk prefer long 
tunics, sometimes with colorful embroidery at 
the cuffs, collars, and hems. These are often 
worn with elaborately-tooled belts with fanciful 

While traveling, hunting, or otherwise out- 
side the home, Rjurik men and women alike 
favor loose shirts, trousers, and high, finely- 
crafted hoots. 

Little difference is evident between 
clothing worn by males and femal 

uckles, and low boots or sandals. 

i 

in Rjurik society, thoug 



or  weak are often unable t o  travel. i n  such 
tribes the elderly and infirm often realize that 
they will only burden their fellows and volun- 
tarily leave their camps in the winter, wander- 
ing into the frozen wilderness, never to  return. 
Such behavior is considered both shocking 
and barbaric by the Anuireans, Brechts, and 
even some urban Rjurik, but it is conside 

nomadic tribes. 

during the winter, and most of Rjuriks arms 
and armor are forged during this time. The 
isolation and peace of winter is considered by 
many armorers to be essential to  the creation 
of fine weapons. The detai  quality of 

. 

conceal them or lea nts for grain and other staples, 

remain behind are 
of chance. Certain 

travel also remain beh 

tures annually, and leave the 

peace as the forest returns. 
Spring and summer are times of great joy 

for the Rjurik, for they are spent in the pur- 
suits that  they love most. Rjurik roam their 

Sea of Stor 
as Jankaping 
in fish as we 

mer. Several special places throughout the 
Rjurik lands, blessed and protected by the 
druids, are reserved for such occasions. 

Tribes with semi-permanent village! 
able to  leave elders and other depend 
behind during the hunting season; th 
that build annually, however, must b 
individuals along on their j 
presents problems, for thc 



ny city-dwellers bel 

- 
- 

starting things. What this confl 
the future of the Rjurik is uncer 

blood-drenched hand reached across the  
northern highlands, and his lust for conquest 
was not stilled by the shrieks of women and 
the pleas of innocent children. His bloody I 

So it was in those days that the greedy kings of 
far Anuire looked northward and saw the 
untapped riches of the Rjurik lands. Erik, in his 
wisdom, had blessed these lands by giving his 
people guardianship of the realm and by setting 
his holy druids to watch over the forests. Know- 
ing their lands so well, the Rjurik sensed that 
the foreigners could bring only destruction and 
corruption to their beautiful highlands. The 
forests would be felled, the rivers would be 
choked with filth from the foreigners’ mines, 
and the beasts of the wild would be hunted to 

thirst was unquenched, and only the strength 
of the Rjurik could stop it. 

Though many battles ensued, it was in the 
province of Dankmaar that the Rjurik first 
truly proved their mettle. There, the savage 
killer Anselm, scion of Roele’s bloody house, 
led his master’s dogs in what he believed 
would be a great slaughter of the innocent 



that the dead return to the natural world that 
created them, and that their component ele- 
ments are broken down and redistributed so that 
each individual's life force is, in a manner of nder, Erik, remains strong an  

n and nomadic Rjurik. 
, little of the religious dims.uLL 

uring a Rjurik's life- 

.,*A y u w U A A U l 3  

.illthough vital elements of Rjurik culture- 
reverence for nature, excellence in warfare, 
love for Erik and his creations, fierce defense 
If the land against its enemies, and respect for 

ong in the cities, the nomadic Rjurik worry 
at  their urban brethren are turning thei- 

acks on the past and on the things that se 
the Rjurik apart from other races. 

City-dwelling Rjurik are consider 
ably less insular than their nomadic 

I believe in a paradise or afterlife, but r i  

Vith great shouts and cries to their brutal 
lords, the Anuireans advanced, their armored 
footmen in the center, great masses of knights 
on either flank, wicked banners flying. 

At first, the Rjurik seemed to quail, falling 
hack toward the safety of the forests, and 
Anselm, cowardly butcher that he was, called 
for his legions to  advance at the double and 
kill the Rjurik to the last. But the Rjurik were 
too cunning for the foolish southerners, who 
advanced eagerly to the slaughter; their lines 
wavered and broke, each warrior desiring to 
be the first to  take an innocent Rjurik life. 

Now came the Rjurik's moments of glory. 
From the forest, showers of arrows erupted, 
raining down on the unsuspecting invaders. 
Horsemen fal tered,  their  mounts  falling 

t them; footmen s topped  the i r  
advance, confused and unwilling to face the ip '* 
storm of Rjurik rage which confronted them. 
As the  forefront of the  Anuirean advance 
slowed and finally stopped, those behind 
came up and were similarly beset. 

Then, with a great cry, the Rjurik emerged 
from the forest, fierce and righteous anger 
burning in their eyes as they bellowed the 
name "Erik!" and called for vengeance. Many a 
claymore drank deeply of Anuirean blood that 
day, and as grim sunset settled on the field, not 
a single invader remained alive. Among the 
dead was the terrible Anselm, slain now by 
those he would have enslaved. A great victoq 
had been won, and the wicked Anuireans knew 
that the Rjurik were true warriors. 



A raucous crc ildren gre iiet a 
Mother Sifftil into her >mar 
seat near the firepit, warming her hands ove 
the  roaring blaze. Outside,  winter raged 
fiercely flinging snow and ice driven on m, 
less winds, swirling and blustering outside 
tribal longhouse. More than one chili 
ered slightly a t  the  thought  of t h e  
numbing cold outside, and was grateful for 
the warmth and fellowship of the communal 
house, and for the tales of Mother Sifftilc 
which helped make the long winter month 
pass more quickly. 

“So you’ve come t o  hear another of m 
tales, have you?” the old woman said at lasi 
“Have you all been good children?” Her word 
were greeted with a silent chorus of assent, a 
the  children nodded their heads solemnlj 
“Have you obeyed your parents and respected 
your elders?” More nods. “Have you all done 
your ‘ res and tc‘  iuc paren? a t  yo 
woul here? All c I? Good. I t cast 

als from other allied tribes so tha t the  family 
tradition within nomadic Rjurik culture would 

you shall have one of my stories.” 
Sifftild settled in and began to  speak, he 

voice falling into a familiar, deep tone thz 
united with the howl of the wind outside an 
made her seem bolder, more confident, tha 

frail woman she was. 
Once, long ago,” she said, “there lived 

man named Vjalli, of the Ruvaar tribe. He wi 
a strong man, tall and broad, with a grez 

en beard and piercing blue eyes. All t h  
admired him, for he was a brave warrio 

lled hunter, and his herds were the large’ 
the land. Many women wished to becom 

his wife, that they could share in his bounb 
but Vjalli was a prideful and vain man, who fe 
no woman was good enough for him. 

“Though he was blessed by Erik wit  
strength, skill, good looks, and wealth, Vjal 
was also cursed. For all he owned, it wa 
never enough. In addition to  his vanity, h 
was greedy, and always wanted more. H 
looked to the  south ,  where foreigne1 
crowded dirty cities, turned their backs o 

I for -.  . 
.. . .  

ness,  and 
vas enviou 



1 Eril rsees me natural world, main- 
uung its balance and visiting punishment (in 
e form of ill fortune and sickness) upon those 

“‘Why do they prosper so?’ he demanded. 
*hey have fine houses, and many servants, 
nd dress in silks, and eat of unimaginable del- 

,, while we dwell in the forests far from 
md the riches they hold! I would he like 

lose foreigners, and gain gold, so that I, too, 
an have a fine house and many servants!’ 

“And so it was, children, that a man came 
> Vjalli. He was tall, slender, and handsome, 
Tith dark eyes and a friendly manner. 

le city. I have heard that you wish to  he l iKe 

s, great Vjalli.’ 
“Blinded by greed and desirous of riches, 

‘jalli replied, ‘Yes! I would grow wealthy and 
wn many things like you! What must I do, 
-iend Tjorim? Tell me!’ 

“Tjorim thought a while, stroking his chin, 
nd gazed about the great forest that  sur- 
Dunded them. 

“‘The trees, I think,’ the merchant said at 
1st. ‘Yes. We need many trees where I live, for 
ie cut them into pieces and build houses from 
hem, If you cut down all the trees on your 
ribe’s land , I will give you 

’ 

‘“I am Tjorim,’ he said. ‘A merchant I 

e 
t; 

” Y 

ally thought to be dark, untrustworthy, and 
secretive-are shunned and disliked. A few wiz- 
ards, many in service to respected Rjurik chiefs 
and jarls, operate in the north, hut most magic 
practiced by Rjurik is priestly in nature. Most of 

practice are magicians (spe- 
of illusion and divination) 
RTHRIGHT‘~ Rulebook, and 

are commonly referred to  as “seers.” This is 
generally considered an acceptable term: the 

of schools of magic other than divinat’ 
illusion are absent except in the most 
cases (such as in the bandit kingdom of 

“Still lost in dreams of riches, Vjalli agr+ 
Ie  was a mighty woodsman, and 

‘ inted axe was capable of felling even LZLC 

t trees with hut a single stroke. Rather 
nan share his bounty with the tribe, he set to 
iork, chopping tree after t ree  and piling 
hem in a great clearing. At last, but a day 
iter, the land was hare; every tree was gone, 
nd Vjalli sought out Tjorim. 

“‘The trees are yours!’ Vjalli cried. ‘Now 

t ive me gold!’ 
“Tiorim the merchant stood silent, gazing 

iith strange smile at the pile of fallentrees. 
Noon, Vjalli grew angry 

“‘Here are the trees!’ he bellowed. ‘You 
iromised me more gold than my entire tribe 
ould carry! I have kept my part of the bar- 

ieace, you hid good fortu nd you threw it 



The druids occupy a un. 

groves, caves, stone circ 

rests lest the dreadful awnsheghlien 
dvantage of your greed and 
you off to a horrible fate. Be 





(available t o  PCs with some changes and 
approval by the DM),  or rated NPC Domain 
(ruled by an important NPC and generally not 
available for PCs. but might he adaoted under 

In the manner of previous BIRTHRIGHI 
game products ,  this  hook details  t he  

of a specific Cerilian 
the pages describing each 
gdoms of the Rjurik and 

iven one- or two-page 
upon their suitability 
Ims. Information on 
including prominent 
and winter provinces 
ms use some or all of 

Alignment: The overall alignment of the 
gion. This does not necessarily reflect the align- 

more accurately, the 
E the rulers and others in amthority 

the following statistics: 

s have a difficult time uniting 

Regent: Name and  descr ipt ion of t h e  
realm's regent, using the following format and 
abbreviations: (Sex and Race: Class and Level: 
Bloodline, Categov, Strength; Alignment) 

Sex 
F: Female 
M: Male 
?. Unknown 

Class 
B: Bard 
F: Fighter 
M: Magician 
P: Paladin 
Pr: Priest 
T: Thief 
R: Ranger 
W: Wizard 

Bloodline 
An: Anduiras 
Az: Azrai 
Ba: Basaia 
Br: Brenna 
Ma: Masela 
Re: Reynir 
'0: Vorynn 

Race 
A Anuirean 
Aw: Awnshegh 
Br: Brecht 
D: Dwarf 
E: Elf 
1/2E: Half-elf 
Hlf: Halfling 
Kh: Khinasi 
M: Monster 
Rj: Rjurik 
v: vos 

Lieutenants :  The ruler's assistants whc 
administer the domain in his absence or aid 
the ruler in daily demands of the realm. 



In  the  coastal regions, t 
begun to establish permane 
pursuing lives as farmers or 
even gathering in small villages 
tion and economic benefit. The g 

n as the Siren is the 
rectly threatens the 

ite Witch, t o  the 
threat, but she is more 

thlands). A tragic fig 

er realm with re 

backs on tradition. 
The cold shoals of the Tael Firth yield rich 

fish harvests during spring upwelling, and the 
fisherfolk of the coast make their livelihood 
braving these rough waters. The large cities, 
though spoken of with disdain by traditional 
Rjurik,  provide a convenient place for 
Taelshore fisherfolk to sell their catch. 

The Taelshore remains, to  most Cerilians. 
t h e  place most  of ten associated with the  
Rjurik. Though this region represents only a 
fraction of the totality of Rjurik territory, the 
Taelshore is the face which the Rjurik show to 
the world, and the one which outsiders ar 
most likely to view. 

sive and violent of the Rjurik, see 
realm as  a place of potent ia l  expansio 
Though officially her allies, the Halskapans 
well remember past defeats a t  the Siren’s 
hands, and would quickly exploit any 
chance to  renew hostilities. 

i p^ ’-, 





l Y  

tain control of her realm and fend off those 
who would try to steal her lands or power. She 
realizes that by controlling holdings in other 
lands, she can better monitor outside activities 
and prevent certain individuals from amassing 
too much strength. 

.- . . - .. 

Province L 
Callanlars ( 2 M )  c 
Dantier Island i l l ,  
Gigha ( 2 / 5 )  
Uewtonor ( 
Pori Helen 

Lieutenants: The Siren's primary assistants 
are the seven members of her advisoty council: 
Birkenhead, Cannock,  Hanley, Radnor,  
Thorpe, Wisbeck, and Wol 

Important " 2 s :  The Si u "Y 
skilled and loyal military leaders-Bardsey, 
Govan, Hugh, Ryde, and Shanklin. Her elite 
guard is led by Rolf Junnarson,  a veteran 
Rjurik soldier who is secretly in love with the 
Siren herself. Rolf serves her faithfully, though 
he currently plots to murder the Siren's lover, 
the Rjurik ranger Dhaelrik. 

Description: The realm is a rocb,  rugged place 
that was once dominated by the evil awnshegh 
known as the Dusk Man. The Siren, one of the 
more benign of her kind, slew the Dusk Man 
with her deadly cry, and has since ruled both 

sely and kindly, with no territorial ambitions. 
Er only desire is to be left alone. 
Capital: Newtonor is a teeming, crowded 

city, home to extensive smelting facilities and 
extensive trading operations. The Siren herself 



in his dotage-he is old, 

‘eutenants: King Bervinig’s most loyal and 
ble lieutenant is Sir Brodric, a commoner 
has served his lord for over a decade. He 





.he White Witch also has her hand in the realm.. 
criminal and mercantile concerns. 

s tolerant of foreign wizards 
him tribute. The renenade 



Description: Once a landless reaver exiled from 
his clan despite the strength of his blood, Fulgar 
the Bold roamed the land, preying on merchants 
and travelers, and wandered the oceans, leading 
a small fleet of sea reavers in raids on mercantile 
shipping and coastal villages iin Rjurik and 
Anuirean kingdoms. Two decades ago, however, 
he wrested control of the coasi.al jarldom of 
Yvarre from its former ruler, the weak-willed 
regent Norvlad, and use 
expansion. The marshy central 
lands were underpopulated 
neighboring jarls; these quic 
gar's influence, and when the 1 

Viborg fell to  Fulgar's treachery 

almost completely 
extreme northern regions. In t 
raiders of the Blood Skull Bar 

club-wielding thugs, make it cle 
and Lord Fulgar expect to share 

As noted, the Rjurik in the far north of Rju- 
vik, particularly the jarldom of Hjarrsmark, 
still practice their traditional nomadic lifestyle. 
Jar1 Najral of Sjarkhoelle (see above) tolerates 
(and secretly admires) the nomads and leaves 
them in peace, occasionally sending troops 

&&waxto helkrepel Blood Skull raiders 
who threaten i h h e d o r  their part, the nomads 
hate Fulgar and his jarls, though a few realize 
tha t  Naira1 is actually an honorable man 
caught in a dishonorable situation. 

Fulgar's palace crouches on the seacliffs of 
Yvarre. From there, he broods on his stone 
throne. He remains a reaver at  heart, and has 
turned his attention t o  expanding Rjuvik's 
trade relations with the outside world. His 
jarls are strictly forbidden from raiding outside 
Rjuvik's borders ,  bu t  a re  encouraged t o  
develoD mercantile 

kingdoms. So far, Fulgar's attempts have met 
with mixed success, for outsiders are wary of 
him and his bloody past. These endeavors are 
slowly paying off, however, beginning with 
unscrupulous merchants and corrupt nobles. 
Fulgar has begun to  make inroads in  trade 
throughout western Cerilia. 

Capital: Rjuvik's official capital is the walled 
stone city of Viborg, a fortress built to  defend 
against the depredations of the Blood Skull 
raiders. King Fulgar rarely goes there, preferring 
the comforts of his great palace on the coast of 
Yvarre far to the south. Viborg is a strange place 

rriors grimly wait for the 
ves and outlaws walk the 

ed textiles, refined metals, 
es-has begun to trickle into 

and the realm has no allies. 

tional enemies, since his jarls are official 
bidden from raiding and invasion The or 
the Blood Skull Barony raid regularly, 
are considered everyone's enemies, 
White Witch's agents have found Riuvi 

contacts with Svinik, &': 
Stjordvik, Dhoesone, c;;; 
and southern Anuirean 



Sources: The northern provinces have much 
untapped potential. but the Stjordvikers them- 

5 believe that no wizard has ever claimed 
eveloped their sources. Unbeknownst to  
self-involved Stjordvikers, however, the 

renegade Rjurik wizard Ohlaak the Dragon 
has seized control of most of t he  magical 
sources in the near-empty province of Hjor- 
mal. He recently completed forging ley lines 
between Hjorvaal and his base of operations in 
the province of Vejle in the White Witch's 
realm. He plans t o  use the  magical power 

Gu (2) OE (2) Gu(2) gained through the ley line to engage in battle 
Lafkrdik (1/4) H a ( l ) O E ( I )  ST(1) - with the White Witch, who is determined to 

H u ( l j E S ( 2 )  TI(2)  - drive him out of her territoy Namwrg (2/3) 
Saerskaap (412) Sk(2)  OE(3) WW(1) - 

wu'(1) - ST ( 1 )  
Udvika (114) Regency Generated/Accumdated: 18/8 
Ustkjuvd (3/2) Va (3) OE(3) Va(2)  - 

of their weak ruler, nom 
of central authority, and 
of the Blood Skull Baro 
the land. 

Treasurv: Onlv 5 GB remain in King Varri's 
~ 

Abbreviations: Dj=Djursund; OLOIfjor; Hu=Huljim; 
Oh=Ohlaak the Dragon; Nj=Njall; WW=The White Witch; 
Ha=Hadrim; Gu=Guthrim; Va=Varri; Sk=Skjada; 'IT=Three 
Trees Traders (Jan Hrustraad); ST=Stjordvik Traders 
(Storm Holtson); OE=Oaken Grove of Erik (Giinther 
Brandt); ES=Emerald Spiral (Gretta Seligsdotter). 

depleted treasury. The impoverished realm 
produces an average of only 6 GB in taxes per 
turn. 
Army: Stjordvik's army has declined along 
with the land's fortunes. The northern gar- - 

A risons remain sufficient to repel invasion from 
the  Blood Skull Barony. Elsewhere,  little 
remains of what was once n potent military 
force. Today, Varri's army consists of. 

Law: Law is evenly divided among the jarls, 
while King Varri holds authority only in his 
capital city, The jarls control their own realms' 
law, though banditry is increasing, and the 
White Witch's agents now promote dissent and 
dissatisfaction. 

Temples. The Oaken Grove of Erik controls 
most of the temples in Stjordvik. The Emerald 
Spiral controls the remainder; foreign faiths 
are not represented here. 

Guilds: The Stjordvik Traders, under the 
leadership of Storm Holtson (MRj ;  T5; Re.  

nor, 12, LN) ,  is the leading mercantile inter- 
t in the region. The Three Trees Traders have 
ade major advances on Holtson's power in 

recent years. The White Witch continues to  
maintain a small but significant 

interest in the area. 

1 unit of Rjurik archers. 
3 units of Rjurik infantry 

b* 1,unit of Rjurik cavalry. 
"U 1 unit of Rjurik housecarls. 
Q 1 unit of Rjurik scouts. 

Regent: King Varri (MRj ;  F3; Bv, minor, 17; 
CG) succeeded to  the throne three years ago 
upon the death of hi5 mother, the aged Queen 
Ljorrah. Young, indecisive, and untrained for 
the role of regent, Varri has allowed his jarls to 
do as they please and the kingdom has suf- 
fered as a result 

Lieutenants, Varri's chamberlain, Helder. a1 
served the old queen, and doe? his hest to guide 
the new monarch with, at hest, mixed success. 

High maryhal of Varri's armies, Lord Bern 
(MRj; F10, Re, tainted. 9, LG) is intensely loval 
despite his liege's shortcomings, and w-ould fight 
to the death anyone who opposed him 

T -.-_ L--Lx~n.--. ,-..I nir:......~ I 12 /VD: 
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true Rjurik cities. Built a t  the mouth of the 
Northbyrn River on a narrow peninsula into 
the Tael Firth, Hollingholmen boasts a shel- 
tered harbor, extensive shipyards and storage Neither seeks the throne for himself, but they 

the monarch, and a 
from taking any actions that wo King Varri’s palace si ts  on the  heig 

and Guthrim may be instrume 
their realm to ruin. 

ent years, however, jarls have 

e res ted  in  t h e  affairs of 
several guild holdings within Rjur 

werful influ- 

tle of Mount  Deismaar and 
realm, Stjordvik has fallen into 

ened the domain. , horses, and luxury go 
the outside world rem 

Boeruine (Seasedge). 

growing tension between the nomadic and Dhoesone, a 

rent leadership situation so vexing. A strong the ce 

robbing the land of its soul Rjurik kings and politi 

ple, and for some Stjordvikers, that consent 
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rders 

4lignment: Neutral. 
Status: NPC domain. 
Summary: The leader of the Stjordvik Traders, 
Storm Holtson, is the major competitor of the 
Three Trees and shows signs of becoming one 
of the leading merchants along the Tael Firth 
2nd beyond. A grasping, acquisitive man with 
an innate business sense, Holtson has little 
use for the old, nomadic ways of his people 
nnd works toward both personal prosperity 
md conttol of a far-reaching trade empire. 

Alignment: Neutral good. 
Status: Recommended. 
Summary: The Three Trees House is one of a 
handful of true trading guilds in the wild northern 
highlands. An alliance of a dozen or so wealthy 
urban Rjurik, the Three Trees manages much 
trade along the Taelshore. The House's presence 
actually helps maintain some semblance of order 
in the more chaotic Rjurik domains, and many 
foreign traders have begun to take notice and 
turn their attention northward. 
________- ____c_______--__ 

gh trade and diplomacy. 

ions. Through Three Trees oversight and the 
anagement skills of Jan Hrulstraad, Rjurik 

goods are now beginning to appear throughout 
western Anuirean lands and as far east  as - * . .  . .- 





the tribe’s winter camp is dangerous nonethe- 
less. Many fearsome creatures, driven from 
other  Rjurik lands,  dwell in t h e  Barony’s 
forests-winter wolves, trolls, fhoimoriens, 
and others-some of which roam abroad, even 
in snow and ice. 

Chief Kjalnaar is a near-legendary hunter and 
tracker who often enjoys departing his tribe’s 

Kingdom: Rjuvik 
Winter Province: Sjarkhoelle 
Summer Province: Hoeskal 
Chief: Lima (FRj; R9; Re, major, 22; LG) 

tolerant  tr ibe who dwell in t h e  forest  
northern Rjuvik. Deep and sincere in t 
worship of Erik, the Fjrlaaf are proud 
they have never started a feud or war, 
they have defended themselves fierc 

many other tribes in the Rjurik region. 

their people into slavery 

elude pursuit and attack and assisting in the 
setup of ambushes and counterattacks. 

(the winter home of the Thajarr), in response 
to  rumors of a lost dragon’s horde said to be 
hidden there. Many of these adventurers are 
foreigners, primarily Anuireans and Brechts, 
both of whom the Thajarr hold in deep con- 
tempt. Confrontations between travelers and 
the tribesmen have been escalating, and no 
one knows where such matters will lead. 

ar 



of the “civilized 
For years prior to the Battle of Mou 

Deismaar, t h e  Northlands were wild a 

to the constant threat of the White irrevocably. The Blood Skull orogs, long dis- 
organized and ignored, became a powerful 
force of chaos and destruction. The White 

Witch and the Blood Skull or0 
Roughly defined as those re 

harbor many old ruin 
places of magical power 

wilderness, where travel is diffic 

Even then,  travel in winter is a tricky and 
potentially deadly proposition. 

Most of the Northlands were once under 
the control of the elves of Lluabraight, a proud 
kingdom of great antiquity. These elves were 
among the most distant and haughty of their 
race, rejecting contact with even their elven 
cousins elsewhere on the continent. At the 
arrival of the Rjuven, the Lluabraight elves 
reacted harshly, driving the humans from their 
forests and killing mercilessly The newcomer 
humans responded in kind, establishing what 
eventually became the modern Rjurik states 
and driTing the elves, in turn,  deeper and 
deeper into the wilderness and into their last 
stronghold. The much-shrunken kingdom is 
still called Lluabraight, but it retains only a 
fraction of its past beauty, glory and power. 

The Rjurik of the Northlands typify 
the traditional image of their har 
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Alignment: Lawful evil. 
Status: Not available for PCs. 
Summary: One of the largest domains in the 
Rjurik lands, the White Witch's realm is com- 
posed of wind-swept tundra and cold forests hut 
is sparsely populated. The Witch rules her domain 
with an iron hand and controls a far-reaching net- 

-c-- 
.: of spies, ambassadors, and merchants. 
~ _ _ _  

'emples Guilds es 

n (017) 
rad (017) 

.,..dask (1i41 
Mandal(4/3) 
Nordcapp ( O i S )  
Oulu (3i4) 
Pitea (213) 
Rovan (116) 
Salung Bank (1/6) 
Soroya (1/4) 
Tome (015) 
Vejle (116) 

Abbreviations: %W=the White Witch: Kar=Great White 
Church of Karasha (the White Witch): Oh=Ohlaak the 
Dragon. 

-A 
Law: The White Witch maintains absofute 

control of all law within her domain. Her sol- 
diers and various humanoid or monstrous min- 
ions enforce her will throughout the realm. 

Temples: The Witch maintains control of the 
Great White Church of Karesha, which has 
temples in Boden and Oulu and a single great 
temple at  Mandal. 

Guilds: A financial genius, the White Witch 
controls all trade and mercantile activities 
within her  borders, and  also manages a n  
extensive foreign trade network. 

Sources: Although the White Witch does not 
herself cast wizardly magic, she keeps a close 
watch on the potential magical sources in her 
realm. Recently, a Rjurik mage named Ohlaak 
the Dragon has taken control of one of her 
sources in Vejle, but she plans to destroy him 
as soon as possible. 

Regent: The White Witch is one of the most 
dangerous individuals in the Highlands. Arro- 

gant, ruthless, and cruel, she is a powerful 

leader, financial manager, and mistress of 
intrigue. Despite her infamy, a considerable 
amount of confusion and uncertainty remain 
regarding many aspects of the White Witch's 
nature, not the least of which is her actual 
appearance. Some claim that she is a beautiful, 
kind-hearted young woman without a cruel 
bone in her body, while others say that she is a 
withered, ugly creature of hatred and malice. In 
fact, both descriptions of the White Witch are 
accurate, for she uses magic to change her 
appearance. See the Blood Enemies accessory 
for more details on this powerful awnshegh. 

Lieutenants: The White Witch's only real lieu- 
tenant is the powerful warrior and captain of 
her elite guard aghar. Skilled and loyal, 
Haghar is a snrp gly honorable man consid- 
ering who he se , and seems to positively 
delight in combat with the Blood Skull orogs. 

Description: Harsh and unforgiving even for the 
northern highlands, the White Witch's Realm is a 
place of permafrost and glaciers in the north, and 
tundra and forest in the south. Population is 
light, with small communities dotted here and 
there and a few tough Rjurik nomads making the 
treacherous trip from winter camps to summer 
hunting grounds each year. 

Capital: The city of Mandal serves as the 
White Witch's capital and shelters several 
thousand of her subjects. 

Trade Goods: The realm exports furs, meat, 
and a small amount of t imber ;  it imports 
grains and other staples from the south. 

Allies: Though she has numerous trade con- 
tacts with nearby lands, the White Witch has- 
no allies. 

Enemies: The White Witch considers every- 
one outside her borders to be an enemy. With 
slow, calculating skill, she has absorbed 
the various unpopulated and indepen- 
dent domains surrounding her 
realm, and 
has added 
seven ne- 
province 
in the 
last 

\ 
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‘mmanoids. The scattering of godly essence ii 





steward, Hruth- 
ministrator and compe- 
der, and is left in charge 

portant NPCs: The high druid of 

ers continue comin 

em. when the Blood was bestowed upon the Rjuri 
people and compelled their leaders to great 



de route links 

although a number of storm giants a 
to call these lands home. 

and forest giants. 
The city of Aaldvika, nest 

posts in Thaele passes through Aaldvika, fur- 
ther enriching its citizens. Queen Freila and 
her family maintain almost complete control 
of trade through Aaldvika, keeping them 
wealthy and well connected. 

This last fact remains largely unknown t 
the nomadic Rjurik who make 
Hogunmark‘s population; the 
sider Freila to be “one of them, 
to the “soft” Rjurik of the south 
strong connections with foreig 
princes ever become commo 
Freila may lose considerable support. 

Capital: Hogunmark‘s capital is the forest 
city of Veikanger, tucked within the wooded 



exist. The White Witch has made some surrep- 
titious inroads in this area. 

Souum: No sources are currently held by 
wizards, although as in many other Rjurik 
lands, numerous regions (deep forests, hills, 
ancient stone circles, elven ruins) are quite 
suitable for development as magic sources. 
Regency Generated/Accumulated: 16/5 
Treasury:  2 GB remain in Jankaping's 

e south. More 
urik kingdom, the conflict 

between the old and the new seems likely to 
tear this nation apart in the foreseeable future. 

__ 
Law Temples Guilds Sources 

ialdnjor (214) 01 (1) ES ( 2 )  Ol(2) - 

rd(U3) Al(1) OE(1)  Al(1) - 
Bo(1) ES (1) Bo (1) 

.* 1 unit of Black Arrows. 

north, t h e  rebel jarls 
sway and control some 
e agents of the White 
here, fostering dissent 

position to  the land's rightful ruler and 

ering subjects. Preferring to waste his time on 
extended hunting trips and throwing elaborate 
feasts in his mead-hall in Stornomark, Alnor 
ignores the advice of his lieutenants and jarls 
who urge strong action against the jarls Bjarik 
and Olam, who daily flout his authority and 

ping; orga- 
mercantile 

guilds do not 

F8; M a ,  major, 20, CNj  and Olam of Aald- 
njor (MRj;  F7;  An, minor, 12; CNj  are both 
highly fractious, nomad-sympathizing jarls 
who a r e  on t h e  verge of re ject ing King 

Alnor's authority and breaking off 
as rebel kingdomy. Both are receiv- 

e in the form of 
and trade from 



Capital: Stornomark is a grim, gray city of 
stone rising from the central taiga. It is sur- 
rounded by grazing and farm lands, and its walls 
contain the great granite palace of Jankaping’s 
regent. As dissent and dissatisfaction grow in 
the land, Stornomark becomes a greater and 
greater affront to the traditional Rjurik, who see 
it as a symbol of their loss of freedom and the 
arrival of strange, foreign ways. 

Trade Goods: Jankaping trades only mini- 

with neighboring lands such as 

opportunity to exploit divisions in Rjurik lands. 
Both of these jarls are rough, simple men 

who want to run their realms as they choose, 
without interference from a king. Neither is 
particularly wicked, though they are stubborn 
and willful. They would readily reject the aid 
they have been receiving should they ever 
learn its true source. 

Jar1 Thornnl (MRj; F I  0; R 
leader of the desolate Halskaan 
former mercenary who has 
Cerilia and also for many Rj 
a scarred, grim man whose many h 
left him with a deep hatred 

, livestock, fleece, 

ids, the minions of the 
goblins of Urga-Zai. S 

learn that the h o  renegade 
his hated enemy, the Whi 
will call for their  immediate 

sent to capture the men. That he 
consider making war upon 

Description: Jan 
growing rift between urban and ely rethink their actions should 

nent cities, thereby 
nomadic lifestyle. In th 
suits hold sway, and the tribes make their F7; Re, minor, 10; CG) controls what little la 

and his authority. 
Unknown to all, including the troublesome 

jarls, this rebellion is also supported by the 
White Witch, foe of all Rjurik. Should the jarls’ 
revolt succeed, the White Witch will be in a per- 
fect position to influence the new realms, trans- 
forming Bjark and Olam into puppets, with the 
White Witch herself 

ditions sent t o  slay i t  have returne 
empty-handed or not at all. 

pulling the strings. 3 
i 



able contribution to the JankapinLmilitaIy has 
made the feeble Alnor turn a blind eye to  their 
occasional brigandage, but some believe that 
Ulthar will eventually grow overconfident and 
actually prey on official representatives of the 
kingdom. Such a situation may spur Alnor to  
action, despite his weak-willed nature. 

; ~ n ~ ~ s s p e I  
Kingdom: Hogunmark 
Winter Province: Bjarkheim 
Summer Province: Fjoltyr 
Chief: Axel Tjarlhan (MRj; F11; Ba, minor, 12; 
LG) 

The Jarnkasspel are highly insular, ascetic, 
devoted followers of Erik. They inhabit the 
deep forests of Hogunmark and shun the com- 
pany of outsiders. Some claim that traces of 
elven blood flow in their veins, the result of an 
ancient alliance or association between the 
tribe and the elves of Lluabraight Given the 
elves' fanatical hatred of humans, however, 
many believe that this is unlikely. 

with starvation or exposure. 
In the wilderness, the presence of this tribe is 

barely noticeable, so careful are these folk to 
conceal themselves from visiting strangers. They 
do not hate outsiders, but simply prefer to avoid 
them. The Jarnkasspel will not hesitate to aid 
travelers in need: the starving, wounded, and 
dying are brought to their camps and tended or 
fed. The Jarnkasspel ask only that individuals so 





I UUl 

uum: Realm of the White Witch 
er Province: Unknown 
ner Province: Unknown 
f: Darvjaal (MRj; F13; Vo, tainted, 6; LE) 

up disavowing any knowledge of or respon 
them, despite the fact that the Tryg- 
dly proclaim themselves as her elite. 

e with no interest in the f q g g v d  
gvaar inhabit the deep 

forests in the southern reaches of the White 
Witch's domain in winter, then migrate to the 
northern tundra in spring and summer. Though 
tough, resourceful, and independent, they 
cooperate with the White Witch because it 
suits them and their chief, the grim Darvjaal 
Treecutter. All Trygvaar warriors serve one- 
pear terms in the White Witch's personal 
guard; at the end of their service, they come 

Kingdom: Jankaping 
Winter Province: Harlskaanl 
Summer Province: Jurva 
Chief: Rjannka (FRj; R9; Ma, minor, 16; NG) 

The most populous and important tribe in 
Jankaping, the Fryggvaal boast nearly 600 
members, and occupy extensive semi-perma- 
nent winter quarters in the realm's caste 

The Trygvaar admire little other than s 
hunting and battle, and spend much of 
time in contests of a 

make a great deal 

ditional hunting and fis 

agents. These agents act as traders and subtly 

mund and the Halskorri 

to stay in the good grac 



gency beneratedJAccu 

qx in Kandalask in the s 
lnly major enemies are 

Limes raid their camps 

the Trygvaar rarely come away 

to Kandalask year after year. 
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Armies: No organized, formal armies exist in 
the Giantdowns, but the Watch functions as a 
potent military unit. Ghuralli himself maintains 
a force of orogs, ogres, gnolls, and goblins. A 
unit called Ghuralli's Guard is its elite corns. 

Alignment: Chaotic neutral. 
Status: Usable by DM (see below). Important  NPCs: Major characters in the 

owns include druids and local Rjurik leaders 

other less-than-desirable creatures. 

Province 

Abbreviations. TW 
(Gretta Sehgsdotter), 

Law: An alliance of rangers and sc 
as the Watch controls some law in 
downs, working to observe humanoid activities 

ndent in a sense, 

ap 

enough to be considered any kind of threat. that speaks with the voice of an orog, Ghuralli 

' e of the few Rjurik who scrape out a liv- the Lluabraight elves, and even the Blood 

contested both the White Witch and the Blood 

Ghuralli's actual intentions are as mysteri- in the Giantdowns, and hence no 

s are not known to be 
rolled by any wizards. 

be considered a regent, but he has displayed 
powers which mark him as 

one of the blood, leading 
many to suspect that he is a 
fledgling awnshegh. Should 



The Giantdowns are named, of course, for 
the many giants that dwell there. Most are 
reclusive bands of hill giants, generally shy of 
contact with the outside world, who shun 
relations with the Rjurik and grow violent if 
their privacy is breached. Other giants are 
more hostile-several fhoimorien clans are 
known to  live here, and prey upon isolated 
human sett lements.  These monsters  a r e  
among the Watch's chief foes. The Silverhead 
Mountains of the northern Giantdowns are 

this prove true,  Ghuralll could represent a 
serious threat to the peace of the region and to 
nearby kingdoms: the Watch, under its dedi- 
cated leader, will have to redouble its effort to 
frustrate the humanoids. 

Description: The Giantdowns ar - 

e Giantdowns are 

a human kingdom out of the 

trolls ,  giant centipedes,  and 
ankhegs infest the Giantdowns, 
region a very dangerous place. 

The land itself is forbidding hut 
place of soaring hills, high woods 

humans. Rjurik homes and settlements are 
almost always isolated, located on windswept 
hilltops, in small woods, or in hidden valleys. 
The Rjurik here herd flocks of sheep and 
goats, tend small farmsteads, or wander in the 
traditional Rjurik nomadic manner. A few 
Rjurik engage in other pursuits such as hunt- 
ing or peatcutting (harvesting the rich organic 
soil of the marshlands then cutting and drying 
it for use as fuel). 

A handful of druids led by the druidess 
Huralla also Serves in the Giantdowns, out of 
love and respect for their own people and the 
wild places of the north. These individuals 
help the Rjurik as best they can with advice, 
magical healing, and agricultural spells, and 
have even been known t o  fight against 
humanoids who threaten Rjurik families or 
communities. 

PC might be rewarded one or 
iantdowns provinces for service 

1 



regents appointed to them; the few 
received positions have not yet m 
their provinces or tried to pacify th 

Temples: A few isolated druid 
groves and shrines in the trackles 

of these are ascetics who 
other human beings and 
well to intrusion by the 

utenants Most of these 
Emerald Spiral, the 
nomadic and tradi- 

Guilds: The king and several of his newly- 
appointed jarls control the trickle of trade that 

etches of Hjolvar are 
gic, hut, as elsewhere 

north, no wizards have 
Y ained control m 

Army: The kingdom's army consists of perma 
nent guards in the city of Kopingdal, a handful 
of elite scouts, and the various irregulars that 

in times of emergency. 

, resourceful ruler, but he 
rs old and probably will not 

thin his lifetime. His chil- 
sume his duties, and are 

absence and also leads bands of rangers along 
the Urga-Zai frontier. King Dargal of Urga- 
Zai has placed a bounty of 5,000 gold p' ieces 
on Thajuula's head as a result of the many 
goblin warriors whom she has personally or 
indirectly slain. 

Impor t an t  NPCs: King Uldviik has three 
children: two sons and a daughter. His sons, 
Ruvin (MRj; R4; Re, minor, 13; NG) and Tjorkil 
(MRj; F5; Re, minor, 13; N ) ,  are both talented 
warriors, but lack finesse and skill in diplo- 
matic and economic matters;  of t h e  two, 
Tjorkil is the better diplomat. Uldviik has con- 
sidered leaving the realm to both of them 
jointly, but the two brothers had a falling out 
recently, and are not yet on speaking terms. 

Uldviik's daughter, Reyna (FRj; Pr2, Erik; 
Re, minor, 13; C N ) ,  has taken her vows as a 
druid and plans to minister to the Rjurik of her 
realm's interior. Uldviik remains fond of and 
respectful toward her, and would gladly hand 
the realm to her were she not so dedicated in 

ce to Frik. Should the realm ever be 
ed, Reyna might accept the 



Allies: Hjolvar is friendly with most other 
Rjurik nations, though it is not currently con- 
sidered to he a "reat" nation. The realm is also 
on good terms with its trading partners: the 
Vos nation of Rzhlev, and the Brecht realms of 

, Dauren, Grabentod, and 

oblins and their allies in 
Urga-Zai are the most immediate threat to the 
sovereignty and freedom of Hjolvar. Seeing 
the growing power of the humans, King Dar- 
gal has begun to  make plans for an all-out 
invasion to  exterminate the new threat. Far- 
ther away, the Gorgon himself, the most pow- 
erful of the dreaded awnsheghlien, has taken 
notice of Hjolvar, though exactly what he will 
do is not known at this time. 

Svinoy Island 
This small, forested isle is claimed by 

Hjolvar. As such, King Uldviik wishes it to  
function as a Hjolvaran fortress and shipbuild- 
ing center. Construction of a small fortress has 
been completed, but the island has not yet 
been assigned a jarl. Several druids of t he  
Oaken Grove have been assigned to the island 
as well, to guarantee that shipbuilding, fishing, 
and construction do not unduly damage the 
island. 

Though it has the potential to be an impor- 
tant economic asset, all is not well on Svinoy 
island. Inhabitants report being troubled by 
nightmares and visions of terrible monsters, 
though the isle seems uninhabited. Several 
druids have had disturbing portents of danger 
on Svinoy, but so far no one has been able to 
pinpoint the source of the trouble, or even 
prove that any real danger exists. 

throne, but this will he impossible once she 
takes her vows and becomes a full druid. 
Description: Hjolvar did not exist 
years ago. when Uldviik declared 
regent of a newly formed realm. U 
time, the city of Kopingdal had bee 
perous but utterly isolated trading port built 
along the  forested shores of Fingal Inlet, 
Today, Uldviik has laid the foundation for a 
ea1 nation. Fortresses and outposts arc now 
,tattered throughout t he  wilderness. Jarls 
lave been appointed, though they are still a 
long waq from taming their remote provinces. 
The great test of Hjolvar's unity is yet to  come, 
the goblin chiefs of Urga-Zai are aware of Uld- 
viiks intcntions and plan to invade and crush 
the upstart humans 

The Hjolvarans arc among the toughest and 
most resourceful of the Rjurik Scouts, sailors, 
fisherfolk, hunters, and explorers have all 
come here seeking new lives and adventure. 
None of the current settlers arc nomads, how- 
ever, for such individuals prefer to remain in 
their ancestral lands. If and when Hjolvar 
becomes a nation, it will be a place where the 
old ways arc rare or unknown. 

Capital: The nation's capital and only real 
city is the port of Kopingdal Although perma- 
nent harbor facilities and a number of stone 
structures have existed for many years and the 
king himself has overseen the construction of 
a royal c i tadel ,  much of Kopingdal has  a 
rough, frontier feel thanks to  its wood-and- 
tha tch  buildings, wooden palisades, dir t  
streets that turn into rhers of mud during the 
rainy season and so on. 

The sheltered reaches of Fingal Inlet make 
Kopingdal an excellent harhor, and its waters 
are  deeo and easilv navigable Sea traffic 



all of this, though management of trade is left 
in the hands of his advisers. 

Sources: Dwarves, by nature, are nonmagi- 
cal, leaving them little use for sources. A loner 
Rjurik sorcerer named Vaar controls some of 
the magic in Khurin-Azur (with the dwarves' 
permission; they are glad to  grant control to  
an approved individual), though the realm's 
caves and mountain peaks contain enormous 
magical potential-potential which the Gor- 
gon and other enemies of the dwarves would 
be happy to  control for themselves. 

Army: The fortress' army can he expanded to 
include every able-bodied dwarf in the realm, 

0 3 units of Khurin-Azur infantry 
1 unit of Khurin-Azur guards. 
3 units of Khurin-Azur crossbows. 
1 unit of Khurin-Azur miners. 

egent: The hereditary monarch of Khurin- 
zur is known as the Stonelord. Since the 

d rebir th  of t h e  gods,  t he  

1. 111 U L I U I L  

Alignment: Lawful good. 
Status: NPC realm. 
Summary:  This ancient dwarven fortress 
sprawls across three provinces. It existed long 
before the Battle of Mount Deismaar, and 
even before the arrival of humans in Cerilia. 
Its warriors fought against the dark in the 
great battle, and today its leaders rule with the 
aid of blood power. The dwarves are currently 
hard-pressed by their enemies-the Urga-Zai 
goblins to the north and the powerful Gorgon 
to the south-but continue to hold out valiantly. 
With each passing year, their numbers dwindle 
and hope for continued survival fades. 

-~ ._ but the Stonelord's standing force consists of: 

and all obey their orogs, and the minions of the Gorgon. He is 
nd weary, however, ready to  make hi: 

eace with eternity, and prepared t o  pay< 
hip to his nephew, Hrothval. 

rsed in the needs of the kingdom. Or 
n, Tjorgrim turns imp 

his realm's maintenance to hi I to  



Description: Antiquity radiates from the very 
walls and columns of the vast, carved dwarven 
halls in Khurin-Azur. One of the oldest realms 
in Cerilia, the dwarven kingdom continues to 
hold out against the incessant pressure of it5 
enemies, though each year more ground is 
lost. Tenuous contacts with the outside world 
keep a flow of trade coming, but many sages 
and others who know of such things believe 
t h a t  without outs ide help,  t he  dwarven 
fortress-kingdom is doomed. 

Capital, Khurin-Azur is one large commu- 
nity, and as such, the realm is its own capital 
city A tribute to dwarven engineering, artistry, 
and endurance, the halls of Khurin-Azur are a 
wonder to behold, carved inch by inch from 
the living rock of the region’s mountains, cov- 
ered in elaborate scroll- and knotwork, deco- 
rated with runes and images of dwarven gods 
and heroes, connected by a network of cun- 

diplomatic channels with either group, their 
efforts would probably be greeted warmly. 
However, Khurin-Azur must  choose a n  
alliance carefully; the dwarves of Baruk-Azhik 
and Mur-Kilad are sworn enemies. An alliance 
with one group would automatically mean 
making an enemy of the other group. 

Enemies: Since the Battle of Mount Deis- 
maar, the dwarves have fought the Gorgon and 
his minions, winning most open battles but at 
a terrible cost in warriors and material. The 
Gorgon’s attacks on the dwarves have not all 
been overt, however-recently his agents, 
always working incognito and never declaring 
themselves openly, have begun to  sow the 
seeds of dissent against the Stonelord, sug- 
gesting that the Stonesouls’ rulership IS lead- 
ing the realm to disaster and that negotiation 
and compromise with the Gorgon might 1 
the best way to survive. 

The zoblins of Urpa-Zai also press hai 

ters, temples, storehouses, armorie 
and numerous other chambers. 

elves of Lluabrai 

maintain, at best, a 
y. Though the two 

would benefit both 

and predators. The dwar 







Organized trade is unheard of, though a few 
human or dwarven traders, who have made indi- 
vidual friendships with elves, sometimes make 
the perilous journey here to trade for marvelous 
elven weapons, art, and clothing. Most elves dis- 
approve of this practice, however, and those out- 
siders who come here for trade often must 
dodge the gheallie Sidhe, which remains power- 

in greatly reduced numbers, 
over the handful of slender 

ent fanes that still exist in this 
ders-whether goblins, orogs, 

olled by the Grand Mistress herself. Her 
r once harbored the Twelve Gems of 

of stones mystically linked to a 
ome magical power), giving her 
ne of the single most powerful 

skilled, having honed its skills over centurie! 
tle against humans,  orogs, goblins 

oriens, and the minions of both the Gor- 
gon and the White Witch. 
4 4 units of Lluabraight swords. 

1 unit of Lluabraight guards. 
e 2 units of Lluabraight archers. 
4 2 units of Lluabraight gheallie Sidhe. 

Regent: The realm’s traditional ruler is known 
as the Grand Master or Mistress. The current 
Grand Mistress, Llaeddra (pronounced HLAY- 
thra) (EF; W18; Br, greut, 50; C N )  traces her 
ancestry back nearly 3,000 years through an 
unbroken line of rulers. Llaeddra herself has 
ruled for nearly a century and has seen her 
realm grow steadily more and more hard- 
pressed by its many foes. She is a stern and 
powerful woman, however, and refuses ever to 
give in to despair or defeatism. 

Her long life and the many tragedies suf- 
fered by her people have made Llaeddra cold 
and hateful toward outs iders ,  especially 
humans, even driving her to occasionally ex& 
subjects who maintain inappropriate friend- 

ieutenants. The Grand Mistress generally 
-.ontrols the realm directly, rarely leaving 

affairs in the hands of lieutenants On 

aw: The Master of the Hunt, one of the 
most powerful elven nobles, controls all law 

tluabraight’s borders. 
ples: Because the elves do not worship 

temples exist in this domain. Leaders of 
human temples have attempted to open 
ps relations with the elves in the past 

in order to establish temple 
, but 

re flatly refused. 
ight 

exists in aloof iso- 
lation from the th foreigners. 



Important NPCs: The Grand Mistress’s Mas- 
ter of the Hunt, Sir Aelwynn, commands the 
gheallie Sidhe and faithfully patrols the forests, 
battling interlopers and ejecting or killing out- 
siders. Whether he slays intruders or simply 
provides them with an escort to the border, 
where they are  generally left naked and 
weaponless, depends upon his mood. 

Description: Lluabraight’s origins are lost in 
the dim past. I t  is known that the realm has 

rent ruling house has controlled the realm 
30 centuries. Grim, isolated, and arrogant, 
elves of Lluahraight maintain a rigid 

Master’s (or Mistress’s as appropriate) Tower, 
the still-beating heart of thii ancient realm. 

At the peak of the Tower dwells the Grand 
Mistress, a powerful wizard who is ruler of the 
realm and guardian of the Twelve Gems of 
Arhorea-the items considered to contain the 
very soul of Lluabraight and its people. As noted, 
only nine of these powerful stones currently 
reside in the tower, greatly handicapping its func- 
tion as a magical source and preventing the 
Grand Mistress from fully exercising her powers. 

Though the great elven city is so wondrous as 
he nearly painful in its grace and beauty, the 

ite has been seen by human eyes but rarely. 
e humans fortunate or foolhardy 
penetrate this deep into the forests 

onies intended to 

humans, human 

e here do so only 

forces to take the 
her other frontier 

Most of Lluabr 

land’s western border, while the foothills of the 
Giantdowns have traditionally marked its 
southern frontier.  This last  has changed 
recently, with the conquest of Rhuiddar and 

render or requests for outside aid are bot 
considered unthinkable. 

Enemies: Lluabraight is at war with the worl 

rooftops and slender towers rising toward the goal seems to be con 
sky This is the last great elven city in the region: bloodshed, are stdl 
only a fraction of its once ’ populace force the elves mus 
remains. At the exact cen- 
ter of the city is the 
gleaming white pinnacle 
‘mown as the Grand 



Law: Law is controlled by individual warlords, 
u g h  for unity's sake (and to avoid his wrath) 
ost lords acknowledge Dargal's primacy 
Temples: The goblin followers of Kartathok 

(a.k.a. "The Big Boss") control several temples 
' -Jrga-Zai. Dargal boasts that his realm con- 

s several "true" goblin shamans who wield 
what he considers awesome powers; he often 
insists that they join his forces on raids. Though 
much of their time is taken up with the intricate 
and often incomprehensible rituals of Kar- 

:hok, the goblin shamans usually cooperate, 
ice "it's what the Big Boss would want." 
Guilds: No trade passes in or out of Urga-Zai. 

,The kingdom survives by taking what it wants. 
Sources: Manv ancient sources, left over from 

the davs 
U 

Army: Dargal's so-called army is both eclectic 
and chaotic, with most of its warriors acknowl- 
edging only their own chieftains, and only 
minimally aware of the goblin king's authority. 
Though its size and exact composition vary, 
the following may be considered typical: 
+ 4 units of Urga-Zai warriors. 
+ 2 units of Urga-Zai archers. 
+ 2 units of Urga-Zai cavalry. 
+ 1 unit of Urga-Zai guard. 

+ 1 unit of Urga-Zai bats. 

Regent:  Most of the goblins and other 
humanoids in Urga-Zai agree that the land 
needs a "king," and the blooded Dargal ( M M :  

; CE) has both the skdls and ability 
role. The office of goblin king is a 

ough acknowledged as the ruler 
of Urga-Zai, the king exercises little real 
authority, but on occasion leads the chaotic 
flood of troops which serves as his "army" into 
battle beneath his black minotaur-skull banner. 

For his part, Dargal doesn't bother his vari- 
ous chieftains and warlords with petty orders or 
supervision regarding the maintenance and 
management of their disparate realms, but does 
dream of a day when his authority spreads all 
across the Highlands, conquering elves, 
dwarves, and humans and even challenging the 
power of the awnsheghlien. In this spirit, he 
generally refers to himself (and insists that his 
immediate servants do likewise) as "Dargal the 
Great," though his other nickname (never spo- 
ken in his presence) is "Dargal the Pest." 

Current ly ,  Dargal  is consider ing war 
against the relatively new human nation of 
Hjolvar as an easy way t o  improve his peo- 
ple's unity and fighting skills, and as a way to 
expand their territory. 

1 unit of Urga-Zai ogre infantty. 



ley lie on the 
i jurik and human realms, the Wild Land 
d u d e  several other domains that exist inde 
)endent  of borders and human 
Ioundaries. The Thaelesian colonie 
iities of esneciallv touch and r 

c, are ded 1 

QTCn 
e ranger Hogrun Njalsson 

ntormal alliance of rangers, scouts, tra 
ers, hunters, and wilderness-dwellers 
job i5 to protect the Rjurik of the Giant 

ms and keep a wary eye upon the activities 
he region's humanoids, especially the mys- 

nditions began, Tjarvaald has proven 

erious creature known as Ghuralli. 

)arts of the Giantdowns, even in 
hose controlled by Ghuralli's hu 
-Iere, Watch members act as insurgents by 
racking. misleading, sabotaging, and gener- 
illy making Ghuralli's life miserable. Else- 
vhere, they act as a combination army/scout- 

The Watch is a constant presence 

economic well-being as he does out of battlir 
ice troll raiders and the occasional remork- 

ng/police force, controlling some law in the or( 
rarious Giantdowns provinces. J 

This colony was estal ed by Jankaping 
3olding Level Location three years ago, and has struggled since. Jar1 

1 Haldan Njarik (MRj; Re, minor, 10; L N )  is a 
0 Boganhaar (Giantdowns) competent leader and administrator, but the 
1 Midjarna (Giantdowns) colony i s  located in a hopelessly rugged area 

and is periodically ravaged by ice trolls and 
fhoimoriens as well as by harsh weather condi- 

,. Its few hundred citizens barely manage 
rvive from year to year. 

Jjelthelma (Giantdowns) 

Lemnjohen (Giantdowns: 

Y Law Temples Guilds Sources 
Hoekslraad( HS(1) ES(1) 'IT(1) - 

vast stands of timber, Rjdford (0/7) HN (0) - Hi% (0) - 

from the wind and fed 

Tjariaald ( l i b )  AD (1) - 'IT(1) - 

eviations. HS=Haelrya Swardaan, TT=Three Trees 
s (Jan Hrustraad), ES=Emerald Spiral (Cretta Sehgs- 
), AD=Andror Drakkenwr, HN=Haldan Njarik .- ~~ 

located along the rugged coastline or in shel- 
tered valleys. Although they retain close ties 
with their homelands in the form of trade and 
sea links, these colonies 
independent states. 

Several of the most 



now known as t h  
kingdom of Hjolvar. Lil 

-e is rough, and the Helskaar ai 
Lingdom: The Giantd 
Winter Province: Tron 
Summer Province: Tro 
Chief: Tjorvaal (MRj’; F 

The Kjarhoelle are someth’ 
thoroughly wicked tribe of 
throats with no concern 
fellow tribesmen, or the 
of Erik. Safe in th 
the Giantdowns, the Kjarhoe 
ancient, scarred leader Tjorva 
carried into battle i 
for him)-sally fort 
such as the Blood Skull Barony, Dhoe ions when they actually come 
and Tuarhievel. 0 elskaar remain 

good Rjurik, unwilling to accept outside aid or 

barely aware of the existence 01 

world beyond their tribal lands. 

asian Sea in hide 

s save nature 

rthern clime as 
of testing them, and proving 

umanoid raiders who dwell in the downs, the 

feared by all nearb mer Province: Jharvild 



1 . .  

I 
Jar1 Dherg owns a fine cbllecti 
cluding an elixir ofhealth, se 

potions of healing and extra-healing, and 
rumored) as many as four potions of 
strenpth. He is loath to use these casuallv. 
eve; His other best-known Dossessibn is a 



Y Y  

Fulgar is a ruggedly Yhandsome 
once-red hair is now shot with whi 
face is decorated by several prominent s 
He has recently begun to desire recognitio 
a true Rjurik regent, and as a result, has 
bidden his jarls from raiding into neighho 
lands. He has even gone so far as to attempt 
trade contacts with the outside world. Unfor- 
tunately for Fulgar, most Rjurik still consider 
him "Fulgar the Blood-Handed," as his ene- 
mies once branded him, and they refuse t o  
deal with him or his outlaw kingdom. 

Despite resistance and personal justifica- 
tion, the fact is that Fulgar has begun to feel 
the nagging touch of guilt and culpability for 
the pain and suffering he caused in his life, 
and now wishes to legitimize himself in the 



Bloodline: Mas 

Eauivment: Olfior owns a Dair o 



surrounding jarldoms rather  t han  simply 
raiding, pillaging, and retreating when regu- 
lar Rjurik troops arrive. He currently plans 
an invasion of Barrow Woods in the Giant- 
downs to test his forces. 

The White Witch and the humanoid leader 
Ghura l l i  have t a k e n  a n  in t e re s t  in  t h i s  
scheme. for  neither wishes Thrakkazz to  18 

U .  

C:  
I: 13 
w 
C h  

grow any more powerful than he IS,  yet nei- 

AC: 
hp: m: 12 
THACO: 9 
#AT: 312 
Dmz: 2d4 (mornine 

eration 

Bloodline: Anduiras, m 
Blood Abilities: Dele 

Equipment: One of Thra 
tant possessions (and a se 
survival) is his ving of regen 
bined with the regeneration 



Eauioment: Hoerun is the owner of a remark- 



3 
1 

Dmg: 4-40 

as caused certain observers (par- 
ogrun Njalsson, leader of the 

5 Watch) to suspect that Ghuralli 
tablish an actual kingdom in the 

s t o  rival the  elven, orog, and 

s once an orog chieftain of partic- 
e and cunning, with unawakened 

m the evil Azrai. 

ave seen him report  tha t  
e s  a tall, black, gleaming 

body (for all intents and purposes equal to an 
iron golem, with additional special abilities as 

to him are virtually unbreakable. 



AC: 0 
hp: 110 

Grand Mistress of Lluabraight 
18th-level elf wizard 

hiv: 6 
THACO: 6 
#AT: 2 
Dme: ld8+5 (battle 

. s: 9 
D: 17 
C: 
I: 

axe is)' W: 
Ch: 

Bloodline: Reynir, major, 26 
Blood Abilities: Protection from evil, iron will AL: CN 
Equipment: Dwarven armor and weapons are AC: 0 (Robe of 
renowned across Ceril ia;  human scholars protection) 
devoted to the study of dwarven craftsmanship hp: 54 
have a hard time deciding for themselves which MV: 12 

city of Khurin-Azur, of course, is no exception. #AT: 1 
realm produces the finest goods. The fortress- 

Lord Tjorgrim owns many antique weapons, Dmg: 1d4 (dagger) 
shields, helms, and similar items, hut his most 
prized possession-the item tha t  has been 
borne by the land's ruler since time immenior- 
ial-is the giant war axe Dragonstooth, which 
acts as a battle axe +3 in the hands of an ordi- 
nary fighter and as a battle axe +5 in the hands 
of the true ruler of Khurin-Azur. 
DescriptiodHistory: The grizzled old dwarf is 
one of the last surviving defenders of dwarven 
honor and prestige in the northern highlands. 
Regent of Khurin-Azur, Tjorgrim has spent his 
entire life fighting the realm's enemies-the 
goblins of Urga-Zai, the minions of the Gorgon, 
the proud elves of Lluabraight (on occasion), 
and nightmare creatures from the Shadow 
World which sometimes appear in his realm. 

Though he remains strong and nearly invinci- 
ble in battle, the ancient monarch is now cen- 

intends to live only as long as it takes to  train 
his nephew, Hrothval, to be his successor 

Unlike most other dwarves, Tjorgrim has 
grown more tolerant of outsiders as he has 
aged. The decline of his people is unmistak- 
able evidence, as far as the Stonelord is con- 
cerned. that the dwarves cannot continue to  

THACO: 15 

Bloodline: Brenna, great, 50 
Blood Abilities: Shadow form, persuasion, 
character reading, detect lie 
Equipment: The Grand Mistress normally wears 
her robe of protection, which provides AC 0. She 
also possesses an impressive array of magical 
items, including a ring ofshooting stars, numerous 
potions, and several powerful, ancient elven 
items whose exact functions are not known. 

The most impressive of Llaeddra's posses 
sions are  the  awesome Gems of Arborea,  
enchanted stones that, in combination, cre- 
atea powerful magical source. Unfortunately 
for the Grand Mistress, she possesses 
only nine of the gems: three are 
missing, and without the full 
set, her 

abilities 
remain 
limited. 

2 c 

turies old and weary of mortal existence. He  magical i 
i( 



old she is or exactly wha 
ds, but it is known that 

, pale, and coldly beautiful, Llae 
warmly to her close advisers and 

ns and orogs, &om he and hi 
down without compunction 

, dwarves, halflings, an(  
es  chased out of elvei 

brough 
ent. 
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Sir :\c 
hut hold\ him. 

Bloodline: Brenna, major, 28 
acter reading, detect lie 
never without his twin 
generally shuns magical 
ng them to attract too 

feelines of outmoded rustics, and azmessivelv 

rently driven by Lis desire for vengea 
against the orogs who killed his family 
decades ago, and claims that he will not 
until the Blood Skull Barony ha 
to ruin and the Scarlet Baron's 

down humans, dwarves, and halflin 
equal fervor, killing as many 
chasing them out of Lluabrai 

Like many other elves, A 
to give in to a fatalistic resi 
ing extinction preferable to compromisin 
people's honor by asking for outside aid. 
memory is long, as is that of his people, and 
remembers  t h e  blood shed during 
abraight's wars with the elves and dwa 
and he is unwilling to  forgiv 
If the price for his nation's 
tion, Aelwynn feels, then s 

r 
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sdcs neighboring Hjolvar, 'on&tpu&& h$d 
by the Rjjurik, as fertile groond'foCinls]sio&' 
and hopes' to unite kis.nobles in a greztcru- 
sade .to bFing all neighboring landsundet.&e 
dominion of the minotaur skull- hp@r per- 
SOMI emblem. 
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DescriptiodHistory: An experienced, thor- 
oughly professional captain, Njallkaar sails 
the Dragon’s Wing from Halskapa, Jankaping, 
and  Hognnmark  t h e  coas ta l  Rjurik 
colonies of Thaele this endeavor, Njall- 
kaar represents some of the colonies’ only 
links with Rjnrik lands and their only source 
of outside supplies. He  certainly looks the 
part of the adventurous mariner, with a gold 
front tooth (which he claims he stole from a 
Khinasi pirate),  an embroidered eyepatch 
(his left eye was taken by a ferocious sea 
wolf, Njallkaar says), and colorful clothing 
from a dozen foreign lands. 

Njallkaar is a great source of information 
and  tales of the wild nor thern  seas ,  and 
claims t o  have been a t r ibal  whaler who 
hunted the great beasts with only a hide boat 
and a harpoon. Many of his tales-of drag- 
ons ,  sea mons ters ,  mermaids ,  and  los t  

The gem has some interesting properties-it 
glows softly at  night, and sometimes enables 
Awid to hear conversations taking place some 
distance away. Still unsure what to  do with the 
item, h i d  has also discovered that other peo- 
ple want the gem as well, and has survived two 
attempts on his life. Currently, he is not sure 
whether to  keep the gem, and still has not 
determined the gem’s identity or full abilities. 

Arvid is a handsome man who has seen 
be t te r  days.  His fine-honed features  a re  
marked with ugly scars. He wears several sil- 
ver earrings and prefers to  dress in dark 
clothing. He  is careful not to be conspicuous 

relatives of his victims. 



to the tribe, and thus cannot rule). A chief 
may adventure like a normal character, hut the 
DIM should keep in mind the chief's obligation 
to  the tribe. Chiefs may command elders or 
sub-chiefs, who may function as lieutenants to 

guidelines on Rjurik druids and bards, to aid oversee the tribe in the chief's absence. 
roleplaying such characters in Rjurik-based ave elite bodyguards available 
2amnaims. t ime. A chieftain benefits 

d a 

i 

ho are often blooded be 



druids' words and follow her advice-a heavy 
burden for an inexperienced druid. 

Druids are loosely organized into groups 
known as circles, which may include as few 
as three or as many as a dozen individuals. 
Ci rc les  a re  general ly  led by high level 
blooded druids: if no blooded druids dwell in 
the area, leadership is usually assumed by 
the highest level member. The druids' nature 
is such t h a t  leadership of these circles is 

nomads treat those settled in cities, who have 
given their loyalty to palace-dwelling regents, 
uith ill-disguised contempt Tribes sometimes 
purposely migrate through settled areas in 
order to  bait or provoke responses from set- 
tled Rjurik, and often flatly refuse to  cooper- 
ate with a regent's subordinates sent to  levy 

e allied to their temples; each tem- 
e s  its own tradit ions and  cere- 

and must handle them in as n 

tr ibes is virtually guaranteed 
tribes against the offending ru 
even bring about open civil war. 

h looser group consist- 
nomadic druids hound 



tragedies of Rjurik hist 
bards are the living lib 
manent  records are  
dwellers, and not 

he used. Kits appropriate to  a Rjurik hard are 
the True Bard, Herald, Loremaster, and Skald. 
Note that the skald kit is not to he confused 
with the  bard class itself, even though the  
Rjurik call their bards skalds. A Rjurik hard 
receives the bene at 
kit is actually cho 

Bardic instrum k 
include bagpipes e 
mandolin, lute, dulcimer, and recorder have 
also found use: they have been imported from 
non-Rjurik lands and have at ta ined some 
degree of popularity among the skalds. 

The skalds have no formal organization. 
Older bards sometimes take apprentices and 
teach them the ways of song, story, musical 
instruments, dance, juggling, and the like. 
When master skalds retire, their in 
songs,  and  other  secrets are pas 
apprentices, who carry on the t 

Bards a re  cons idered  s a  
untouchable, in much the same ma 
druids.  Their duty t o  the Rjuri 
providing news, carrying messages, 
ing heroic deeds, and so on-are tho 
he sacred  dut ies  confer red  by Eri  
musical talents granted to  them 
of this); no Rjurik would dare interfere 
' t h e m .  Rjurik ba rds  receive + 5  reac  
bonuses when dealing with other Rjurik, 
no lawful- or good-aligned Rjur 

voluntarily attack a bar 

not feel compelled to  aid or shelter them as 
they do the skalds of their own people. 

The high level of respect held for bards is 
due in part to their unfailing honesty and neu- 
trality By tradition, a skald entrusted with a 
message is required to repeat it exactly as 
said: a hard sent to parley must negotiate in 
absolutely good faith. Every bard swears a per- 
sonal oath always to tell the truth, regardless 
of consequences. For these reasons, not sur- 
prisinglx Rjurik bards must be of either lawful 
good or lawful neutral alignment, and must 
always act within these-guidelines 

As part  of a Rjurik bard's o 
accept any mission given in go 
Rjnrik king, jarl, or chieftain. F 
the  kings,  jar ls ,  and  chieftains call upon 

ly vital missions-the con- 
ortant message or i tem, 
missing family members, 
ortant news such as wars 

or disasters, pleas for aid against an enemy, 

As with the druids, Rjurik bards are sworn 
to  eschew wealth, and can never own more 

y can carry on their per- 
ealth is measured, it is 

d, but in their songs and sto- 
' a1 services they provide to 

, 

wise considered good form 
.ik to  shelter, feed, and aid 

h 



eiieiny - ~~~ -~ 

tral) enemy who has sworn vengeanc 
t h e  character ' s  clan. The enemy 
another clan or tribe whose ancestors 

inevitable end. sing clan or tribe. Represen- 

essarily lead to an afflicted cha 
tion. In spite of the colorful 

1 for DMs who 
character is generated. Descriptions of the 
dooms follow the table. DMs are encouraged 
to develop dooms unique to their BIRTHRIGHT 
campaigns 

Alternatively, the DM may wish to deter- 
mine the character's doom secretly and keep 
the player guessing at its effects 

2d10 roll Doom a powerful individual, or a su 

tle K 
ipech 
e Fate 

o certain blood abilities. Dooms are avail- 
1.1- to all Rjurik characters, however, rather 

feud a 
powe 

1'1 t o  Id a blooded PC hazar , 



out certain individuals o 

nblooded characters. A b  





been dispatched, but not before. The Rage 
continucs until the character is dcdd, uncon- 
scious, or until the successful roll to end it has 
been made. . ;  . , . .  . . 2d10 Roll 

succeed a Coif&ifriPion cheek orfaffuiYlecin- 
Once the 'ka& &ds, ik$ &-+&st 2 

3-4 

ue fa 
True fate is the rarest and most unusual of all 
t he  Rjurik special  dooms. A charac te r  
blessed-or cursed-with true fate is believed 
do be marked bv higher Dowers fdestinv. the 

~ ~~~ 
, ~~~ . 0 I~ 

) for a greater purpose. To th& end,  
cter leads a charmed life and invari- 

abiy manages to avoid death in unusual ways. 
7 bdracter with true fate always manages 
'py- death bv a hair's breadth, find a way 
'ant of trouble. and avoid misfortune. In came 
terms, such a character might be the  Dh 









As all in the hall sit transfixed, the figure 
approaches you [the highest-ranking PC] and 
points ominously. “Yoz!” bellows its wavering, 
eerie voice. “Inexorable fate calls to you. Your 
destiny-for good or ill-lies to the north, in the 
province called Valkheim. Ignore the call of fate 
at your own peril, mortal!” 

pdgrim’s Doom begins on Midwinter 
Night This annual celebration elicits 
great rejoicing, feasting, and drinking 

among the Rjurik, who know that it heralds 

The apparition is the restless spirit of the . 

his allies, lieutenants, 
acters greet the short 
paraphrase the following: 

- - ._ - - - __ - ~ ~~ 

It is iMidwinte 

and your companions enjoy food and drink saved 
all winter for this event. Much of the feast has 
been preserved by druidic enchantment, enabling 
you to savor fresh fruits, breads, wine, ale, roast 
boar, phaasant, and even vegetables-so long 
denied in the chilly isolation ofwinter. As revelers 
call out hearty toasts and eat their f i l l ,  you feel so 
warm and content that spring almost seems to 
have amved early. 

Your joy and happiness end abruptly with the 
crush ofwide-flung hall doors, and a rush ofsnow- 
laden wind that drives out the warmth and reduces 
the once-roaring fires to glowing, whirling cinders 
A cold blast offear permeates the room despite the 
numerous kith and kin who crowd the hall 

et as a fearsome appari- 
re of the supernatural, 

a full head higher than 
r i n  the hall and wears 

ail armor. Great iron 
r his hands; a massive claymore 
p .  He appears ancient and griz- 

If the players are well-versed in Rjurik culture 
and beliefs, they should recognize the spirit’s 
appearance and call of destiny as a sign of fate 
that cannot he ignored. Such conduct would 
result in a doom more horrifying than any can 
imagine, and also bring about the eventual 
decline and destruction of the offender’s tribe, 
clan, or even race. 

If the PCs consider ignoring Njalgrim’s 
exhortation, older and wiser Rjurik in the hall 
will “remind” them that one’s fate is unavoid- 
able, and that one has an obligation to  pursue 
his destiny regardless of consequences. The 
honorable man (or woman), they say, meets 
his fate with bravery, while the coward flees 
and thus brings shame and catastrophe upon 
his house. 

In all likelihood, the PCs will immediately 
realize the necessity of a journey to Valkheim. 
Should any PCs doubt whether they should 
accompany the “fated” PC on this journey, 

that  it is not only 
e, for one’s true com- 

‘la; 



es the journey north. The 
ous challenges-natural 
e-hefore arriving in 
to he swept up in a bat- 

packs, axes, bows, extra arrows, and anything 
else the players can think of to aid in wilder- 
ness survival. 

If the players seem lackadaisical about 
selecting equipment, remind them that this 
is a journey through trackless, frozen wilder- 
ness, where food and water are at  a premium 
and the cold can freeze flesh and hone. This 
hint  should increase their  enthusiasm for 
provisioning. 

Should the DM not wish to take the time 
or trouble to  detail supplies, he may simply 
assume t h a t  t h e  PCs,  being wilderness- 
raised and wise in the ways of the Highlands, 
bring whatever they need. At the very least, 
players should state how many day's worth of 
supplies t he  party brings. Assume tha t  a 
day's rations for a human or dog weigh one 
pound,  while food for horses weighs four 
pounds per  day. The characters will need 
enough sleds, pack animals, and backpacks 
to  carry the required food 

Players should consider whether the char- 
acters will bring their  bodyguards or ret-  
inues. These individuals can aid in the fight- 
ing, but most require a share of experience 
and all must be supplied and appropriately 
provisioned. Note also the  limitations on 
rangers '  followers as  descr ibed in t h e  

t 1 

, I~sTance 
It the journey to eim originates along the 
Taelshore, the trip will he 150-250 miles total; 
those traveling from inland provinces might 
have a shorter-thought still  grueling- 
journey. Although the  coastal  realms of 

, 

BIRTHRIGHT Rulebook. 
Once preparations are complete, it 

bly best for the PCs to depart at daw 
days are short and night travel is all b 
sible. So with the words of the as-yet 
fied spirit echoing in their ears, the PCs retire 
and rest up for the great adventure ahead. 
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rolls he takes 





This encounter can occur anywhere along 
the party’s route and can take place more than 
once. The number of wolves that attacks the 
party should be based upon the number of indi- 
viduals in the expedition: 1-3 wolves per party 
member, including bodyguards, retinues, and 
followers. The wolves may attack the party while 
it is on the march or after it has camped for the 
night. They are cunning predators, and use such 
tactics as feints, flanking attacks, and ambushes. 
Use the following statistics for the wolves: 

Wolves ( l d 3  per  party member): AC 7; 
MV 18: H D  3;  hp 12 each: THACO 18: #AT 1; 
Dmg 1d4+1  (b i te ) :  SD cl vs. charm; SZ S 

AL N; XP 120 each. 
(3’-4’ tall): ML average 5-7); 

Although on the surface this could be just 
nother combat encounter, Rjurik characters, 
ised in the Highlands and educated by the 

ids in the ways of Erik, might find them- 
es reluctant to unnecessarily kill the wolves. 
‘le Erik condones killing in self-defense or 

out of necessity, the druids believe that as ratio- 
a1 beings humans are obligated to  minimize 

:essary killing. The DM should make cer- 
hat Rjurik characters are aware of this 

aspect of their culture, but should allow the 
party to deal with the wolves as they see fit. 

The nartv receives normal XP for slain wolves, 

i 

. ,  
, but those characters who go out of their way to 

avoid killing more wolves than necessary (by 

You enter a large circular clearing surrounded by 
tall, snow-covered trees. Strangely, the amount of 
snow decreases as you move toward the heart of 
the clearing. In the center, entirely free of snow, a 
large circle of short stones surrounds a ta l l ,  
carved column. As you approach the column, you 
see that intricate carvings cover i ts  su.face. 

Even more amazing, in the snow-free area 
within the circle you see green grass and small .. . . 1 * . * .  

The area within the ring of standing stones is 
completely free of snow, and maintains a tem- 
perature of 50-60 degrees Fahrenheit. I t  is a 
specially blessed druidic shrine, available for 
use by travelers. Once within the circle, dam- 
age from cold or starvation will heal in l d 4  
hours, and neither food nor drink need be con- 
sumed while the party remains. The circle is 
over 100 feet in diameter, probably sufficient 
for the entire party to take shelter. 

The stones are carved with intricate spiral 
and knotted patterns, while the central mono- 
lith is inscribed with prayers t o  Reynir, the  
Rjuriks original patron deity. Also carved into 
the column is a great, serpentine creature: a 
successful Ancient History proficiency check 
will reveal it as a dragon. 

If the party chooses to  spend the night in 
the circle, all members will have prophetic 
dreams (see “Special Dooms” in the “New 
Rules” chapter  of this  book) .  Njalgrim’s 
descendent, however, will have a particularly 
vivid dream. Take the player aside and read or 
paraphrase the following: 

. magic, for example) should 
for their dutiful behavior. 





vide information to the best of his ability. 

If asked about the original visitation, Jorrik 
responds, “I have heard of such things. Oft- 
times, those who died with business unfin- 
ished or as a result of treachery wander the 
land, desiring vengeance but unable to exact 
it in their ghostly state. Sometimes such indi- 
viduals will speak to  their descendants and 
ask for aid. Did this spectral scion appear 1 





help the Aegilsgaard defend their cam 
PCs insist on fleeing, not only will 

, 

resolve the battle with the War 

begins. The defense force is as follows: + 2 units of Rjurik Irregulars. + 1 unit of Rjurik Infantry. + 1 unit of Tribal Warriors. 
+ 1 Adventurers card (representing the PC 

party) stacked with one of the above cards. 
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en resume 

have lost 75% or m 
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*' -meline 
Date 
-3500 

-400 
-220 
-190 

0 
2 

14 

15 
22 

24 

25 

34 
370 

1030 

Event 
Founding of Lluahraight. 
First Riuven settlements are established 
Rjuvenwars with the elves begin. 
Death of the Old High Druid Sigvar; Njarl 
Sunbow succeeds him. 
Battle of Mount Deismaar. 
First Rjurik nations are founded. 
Riurik defeat Anuireans at the Battle of 
ljankmaar. 
Rode wages war on the Rjurik but i s  repellea. 
Battles between the Anuireans and Rjurik end 
in stalemate. 
Halska a achieves status as the most 
powerf$ Rjurik realm. 
Jankaping, Halska a, Svinik, Rjuvik, and 

Anuirean nations. 
Ho unmark is founded. 
Hjafsone is conquered hy the Anuireans and 
is renamed Dhoesone. 
Stjordvik and Rjuvik declare independence 
from the Empire. 

Hjalsone join Roe P e's empire as equals to thr 

Date 
1031 

1032 

IO 

1334 
1436 
1498 

I4 

14 
2 
4 

!1 

14 

Event 
Svinik declares independence from the 

Ha Empire. skapa and the remaining Rjurik realms 
declare inde endence from the Empire. 
Anuirean in K uence completely banished 
from the Rjurik lands. 
Founding of Kvigmar. 
Llaeddra ascends to the throne of Lluabraignt. 
Halskapan delegation into the Siren's realm 
is slain. 
Fulgar wrests control of the province of 
Yvarre from the jar1 Norvlad. 
H'olvar is founded by King Uldviik. 
d o r  falls to Fulgar. 
Zhulli a the Scarlet Baron leads invasion of 
the Taelshore h n  doms He is killed in the 

seizes power as the new Scarlet Baron. 
Queen Ljorrah of Stjordvik dies; her son 
succeeds her. 
Current year. 

Battle of Innsmar a by Thrakkazz. Thrakkazz 

R rrik Nomenclature 
This chart rovides players and DMs with roper references to the people and features of the Rjurik Hi hlands. Residents of 
awnshegh &mains typically identify themse P ves by province, political association, or tribe name, and there B ore are not included. 

Domain 
Blood Skull Barony 
The Giantdowns 
Halskapa 
HjolTar 
Hogunmark 
Jankaping 
Khurin-Azur 
Kbigmar 
Lluabraight 
Rjuvik 
Stjordvik 
Svinik 
Urga-Zai 

Resident 
Blood Skull[humanoid] 
Giantdowns[ humanoid] 
Hals kapan 
Hjolvaran 
Hogun 
Jan ka p e r 
dwarf of Khurin-bur  
Kvigmaran 
elf of Lluabraight 
Rjuviker 
Stjordviker 
Sviniker 
Urga-Zai goblin 

Residents plural 
Blood Skull[humanoids] 
Giantdowns[humanoic'r' 
Halskapans 
Hjolvarans 
Hoguns 
Jankapers 
dwarves of Khurin-Azur 
Kvigmarans 
elves of Lluabraight 
Rjurikers 
Stjordvikers 
Svinikers 
Urga-Zai goblins 

Things of this origin 
Blood Skulljarmy) 
Giantdowns [army] 
Hals kapan 
Hjolvaran 
Hogunmark 
Jankapan 
Khur in-hur  
Kvigmaran 
elven or Lluabraightan 
Rjuvik 
Stjordvikan 
Svinik 
Urga-Zai 

Kote that creatures rarely refer to themselres as humanoids; rather, the various races refer to themselves as Giantdorm orogs, Bloodskull 
goblins. and so on. Insert the appropriate humanoid race for the square bracketed references. 

Note also that certain entities such as armies may be described by their realm: certain tribes. clans, or produc 
province. Select the appropriate term for items in cured  brackets. 

ay be described b! 





This fortress city was built to stand against the 
depredations of the Blood Skull marauders. Today, 
it senres as capital to  the nation of Rjuvik, one of 
the most chaotic and dangerous of Rjurik realms. 
Fulgar the Bold, bandit ruler of Rjuvik, maintains a 
palace here but spends most of his time at his estate 
on the coast. In the meantime, Viborg is a place 
ruled by violence, crime, and competing bandit 
"nobles." 

the tan  hills (1) 
These weathered hills rise to the south and the 

east of the city to provide refuge for the humanoids 
and bandits who infest the region. 

su ardposts (2) 
Small forts dot the hills around Viborg. Most 

have been abandoned, destroyed, or taken over by 
bandits, but a few contain Rjuvik warriors given the 
thankless task of safeguarding travelers and cara- 
vans in the region. 

hill road (3) 
The main road into Viborg is relatively safe, kept 

so by the heavy guards employed by those who trav- 
el here. 

c i q  walls (4) 
Viborg's walls are a combination of wooden pal- 

isades and stone watchtowers. They are maintained 
by the city guards: without the walls, Viborg might 
be overrun by humanoids. Despite this, some sec- 
tions are in serious disrepair and may collapse if 
tested by war machines or magic. 

k i n p  avenue (5) - 
The main street of the city is especially broad to 

accommodate horse and wagon traffic. The street is 
usually crowded with Viborgers and foreigners. The 
pavement is missing stones, however, and the 
authorities rarely bother to repair potholes. 

merchant's road (6) 
The city's traders, merchants, and guilds crowd 

along this street, occupying shops and stalls, or sell- 
ing right on the street itself. They hawk wares both 
legitimate and stolen. 

barracks (7) 
The city guard, along with elements of Rjuviks 

ragtag army, is housed here. The buildings are in 
disrepair, the cavalry stables are foul-smelling and 
messy, and the armories are known to be under- 
stocked in weapons and armor. Nevertheless, 
Viorg's defenders are resourceful and tenacious, 
and will give any invaders a stiff fight. 

k i n p  palace (8) 
- - 

Fulgar the Bold, former pirate and ruler of 
Rjuvik, theoretically occupies this lavish mansion 
near the center of town. In reality, he rarely comes 
here, preferring to remain at his estate in Yvarre. 

nobles' way (9) 
- 

The so-called nobles of Viborg live in splendor 
along this street, in great houses funded hy blood- 
ied gold stolen in pirate raids or through excessive 
taxation. Former bandits and pirates, the Rjuvik 
nobles have yet to learn taste, and these palaces are 
monuments to overwrought, excessive design. 

street of the yods (10) 
Temples to a half-dozen gods line this street, 

including Eloele the Sister of Thieves, Sera the 
Goddess of Wealth, and the ever-present Erik the 
Druid. 
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Veikanger, capital of Hogunmark, is a wilderness 
city deep in the forests, surrounded by trackless 
lands and the ever-present danger of the Blood 
Skull raiders. Nonetheless, Veikanger is an impor- 
tant outpost of civilization visited by heavily-armed 
merchant caravans, explorers, and diplomats from 
other lands. Its defenders include the Hogunmark 
Dragons, elite warriors dedicated to the defense of 
their realm. 

forest (1) 
The deep forests of Gundviir surround the city 
Although protected by the druids and patrolled by 
Rjurik rangers and the Dragons, these woods har- 
bor their fair share of goblins, gnolls, fhoimoriens, 
and other hostile creatures. Travelers are advised by 
the Rjurik to move only in well-defended groups. 

forest road (2) 
The most common route to the city, this road is also 
the best patrolled by the Hoguns. The volume of 
traffic here is variable; on some days, the road is all 
but choked with horses and wagons. At other times, 
weeks may go hy with only a trickle of traffic. 
During the winter, the road is invariably thick with 
snow, but traffic continues nonetheless via sleighs, 
skiis, and snowshoes. 

old road (3) 
Until recently, the Old Road was the favored means 
of travel to and from Veikanger. Since the construc- 
tion of the Forest Road, however, the Old Road has 
fallen into disuse, becoming overgrown, dark, and 
dangerous. Those few who travel along this road 
risk attack hy humanoids or other, darker things. 

walls (4) 
Veikanger’s walls are built of sturdy timbers, and 
are continually maintained by the Hoguns. The 
inner walls support platforms along which defend- 
ers are posted. 

moat (5) 
The walls are surrounded by a moat. The moat is 
dry-water would freeze in winter and provide ene- 
mies with easy access to the walls. Instead, the bot- 
tom of the moat is lined with spikes: in addition, 
warriors on the walls above can rain stones, hot 
water, and sand on those below. 

gates (6) 
w 

The city gates were built in Skapa Hjarring. They 
are a foot thick, crafted of heavy imported hard- 
wood, and bound in iron. The gates are flanked by 
wooden gatehouses bristling with arrow loops. 

draqons’ barracks (7) . .  d 
The Hogunmark Dragons dwell here, where they 
receive the best equipment, food, and training of 
any unit in Hogunmarks military. 

reyent’s citadel (8) 
d 

Near the center of the city lies the Citadel, home to 
Hogunmark‘s current regent and an important mil- 
itary position. Built of wood, it is nonetheless a fan- 
ciful and surprisingly aesthetic structure with 
domed towers, carved archways, spiked crenels, 
and other elaborate features. 

m e e h y  hall (9) 
d 

Near the Citadel is this traditional Rjurik meeting 
ball-a longhouse with cawed lintels of snarling 
dragons-where Queen Freila periodically meets 
with her advisers and jarls. 

tradesmen’s 
square (10) 

~ 

This is where outsiders and Rjurik most often meet. 
Foreign and domestic merchants sell their wares 
here: travelers may find lodging in the inns that sur- 
round the square. 

temole of erik- 
ernchld spiral (1 1) - 
The druid Vjanik oversees this Emerald Spiral 
Temple and maintains a surprisingly good relation- 
ship with Rudra, leader of the rival Oaken Grove 
temple nearby. 

temple of erik- 
oak& yi-ove (12) 

d 
Rudra, an aged and wise druid, keeps a modest tem- 
ple here. Her sect is definitely secondary in popu- 
larity to the Emerald Spiral in these wild regions, 
but Rudra is philosophical and remains friends with 
Vjanik. 
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helya najlcwhk 
(FRj; R10; Vo, minor, 11; NG) 
This tough, skilled loner is one of the most experi- 
enced members of The Watch, the informal alliance 
dedicated to  safeguarding the human inhabitants of 
the Giantdowns. She shuns other Rjurik, preferring 
to associate with the wild things of the hills and 
forests. She has cultivated a friendship with a small 
hill giant clan from the Downs, which informs her of 
the activities of humanoids. 

Though gruff with strangers, Helga is a kind indi- 
vidual who cannot stand by and see others harmed. 
Travelers in the Giantdowns may receive her aid if in 
danger, but the taciturn ranger rarely reveals herself, 
instead deriving great amusement from the antics of 
those she rescues as they attempt to discover who 
called out a warning, misled attacking gnolls, or 
showered hostile orogs with arrows. 

Helga carries a bone talisman given to her by an 
ancient druidess many years ago. The talisman 
ensures that she is never surprised and grants a +20% 
bonus to all rolls to hear noise and find hidden 
objects. 

s iyun kjornaal 
(MRj; B11; Re, tainted, 3; LG) 
One of the best-known bards in the Riurik highlands, 
Sigrun's fame has spread beyond his home realm: he 
has turned down offers to perform in Anuirean and 
Brecht kingdoms. He is tall and slender for a Rjurik, 
but his blond hair and beard betray his origins. He is 
somewhat vain and enjoys wearing garments of blue 
or green velvet with silver and gold trim. 

Sigrun's weapons and instruments are almost as 
famous as he is. He carries the sword Rjalskaar, a law- 
ful good broad sword of Int 15 with the following abil- 
ities: detect evil 1 0  radius; detect magic IO'  radius: heal 
l/day He carries an enchanted lute; when played in 
combat, it forces all enemies with 30 feet to make 
morale checks or flee (3 timeslday). 

Sigrun is carefree, humorous, and easy-going, yet 
dedicated and loyal. He is as comfortable singing and 
juggling for a crowd of children as he is performing a 
solemn epic for his king or delivering a vital message 
to a distant region. He is modest, usually preferring 
to tell accounts of others' bravery rather than his own 
and unwilling to accept more than minimal rewards. 
Sigrun is so good-hearted that many Rjurik find him 
insufferable and feel uncomfortable around him. 

ulvin hjarlsson 
(MRj; Pr6, Erik; LN) 
Ulvin is a rare sort-a militant druid. While most 
druids, especially those of the Emerald Spiral, are 
not averse to fighting humanoids and others who 
would threaten the Rjurik, most are nonviolent and 
shun confrontation. Ulvin is different: he claims the 
woodlands of the Blood Skull Barony as his chosen 
realm and actively fights to preserve the land against 
despoilment by orogs and gnolls. 

Years of combat have left Ulvin more than a little 
demented, but he continues his campaign against the 
Barony despite having nearly been killed on many 
occasions. The Blood Skull gnolls and orogs hold him 
in superstitious dread; many believe him to be an 
avenging Rjurik spirit capable of appearing and disap- 
pearing, and summoning monsters. 

In reality Ulvin was scarred long ago hy the ravages 
of the Scarlet Baron when his village was raided and 
destroyed. Facing the loss of his home, his family, and 
his betrothed, Ulvin took vows as a druid and swore to 
take vengeance on the humanoids. Despite misgivings, 
the local circle accepted him, though its members did 
their best to moderate his violent tendencies. They 
were unsuccessful, and Ulvin left them to take up a 
solitary life fighting against the Blood Skull Barony. 

*he ice fiend 
(MAW: Az major, 32; CE) 
This awnnhegh has begun terroririn the isolated province of Rjutaffel in 
lanhoine. So far. no one has seen t te  creature and lived: it lareelv exists 

life as an evil awnshegh. 
The Ice Fiends powers wax and wane with the seasons. During the 

spring and summer, it hides. wlnerable to normal weapons. As the weath- 
er colder in the fall. the Fiend grows in rtrensh. In the depths of 
winter, it emerges, all but invulnerable to attack. 

Durine the months of Haelmir. Anarire. and Deismir. the follolowine , .  
.t~ti;tics-*p ly 

- 
Ice Pien$ Awmshegh: AC 8: MV 12: HD 5; hp 25: THACO 1 5  #AT 

1: Dmg ld6; SZ L (10' tall): ML elite (13): AL CE 

Durine the months of Erntenir, Sehnir, Emmanir, Sarimiere. Talienir, 
and Roefir, the Ice Fiend has the following statistics: 

Ice Fiend, Annshegh: AC 4; MV 12: HD 8: hp 4 0  THACO 13: #AT 
1: Dme 2dR: SA breath weanon: SD r l  or better weanon to hit: SZ L i 10 
d l ) :  b?L &e (13); AL CE' 

In this condition. the Ice Fiend slashes with its claws for 2d8 points of 
damaee and can deliver an icv breath eouivalent to the breath weanon of 

enchantment. 

ical weapons of +3 or greater. 
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a bard's mIssIon 
Bards travel throughout Rjurik lands, acting as mes- 
sengers between their engagements as entertainers. 
When entrusted with a message or other delivery by 
druids or nobles, a hard must complete the mission 
at the risk of his own life, or bring dishonor and dis- 
trust upon all bards. 

In this adventure, the druids of Bjarkheim have 
discovered a great gathering of orogs and other 
humanoid primitives deep in the forests, and have 
determined that it is a major invasion by the Blood 
Skull Barony, No longer content to merely raid, the 
Scarlet Baron now wishes to conquer Rjurik lands 
and enslave or slay their populace. The druids them- 
selves must remain behind to delay and mislead the 
gathering orogs, and therefore contact a PC bard, 
asking him to carry word of the invasion to  
Veikanger, to Queen Freila of Hogunmark. 

The orogs get wind of the bards mission and try 
to stop the partx sending their own warriors, plus 
allied fhoimoriens, goblins, gnolls, and other crea- 
tures against the adventurers. If the PCs succeed in 
their mission, they will he well rewarded by Freila- 
perhaps given a Hogunmark province to rule. This 
would make a good initial adventure for a Rjurik- 
based campaign. 

ghuralli 
In the wilderness known as the Giantdowns, many 
humanoid tribes owe allegiance to a strange crea- 
ture known as Ghuralli. Many rumors exisf regard- 
ing Ghuralli-that he is a fiend, a powerful ogre or 
orog warlord, or a virtually indestructible statue of 
solid iron, Now, as Ghuralli seems determined to 
weld the tribes into a true nation and challenge the 
Rjurik for control of the region, the human alliance 
called the Watch comes before the PCs to ask for 
aid. If the PCs are blooded nobles, the fact that 
Ghuralli appears to he an aultshegh with consider- 
able blood power might senre as a potent motiva- 
tion for the adventurers to leave their kingdom. In 
addition, Ghuralli is powerful enough to become a 
true regent and another major force of evil. 
Together with the Blood Skull Barony, the Urga-Zai 
goblins, and the White Witch, this alliance might be 
more than the Rjurik can handle, and could result in 
the destruction or devastation of many kingdoms. 

Regardless of motivation, the PCs must journey 

to the Giantdowns to locate and discover the true 
nature and history of Ghuralli. As Ghuralli is prob- 
ably far too dangerous for the PCs (see the 
Personalities section of Tbe Rjurik Highlands for 
more details on Ghuralli), learning the truth about 
him and his powers should he considered a victory, 
since the confirmed existence of another high-level 
awnshegh is probably enough to unite many Rjurik 
kingdoms against him. 

the mighty trees 
All across Cerilia, the Rjurik are known for their faith 
in nature and reverence for Erik the Druid and his 
works. For centuries, the Rjurik have existed in 
splendid isolation, far from what they consider the 
destructive influence of outsiders. Today, those influ- 
ences are closing in as the Anuireans and the Brechts 
begin to take interest in the northern highlands. 

In the PCs' kingdom or province, an unscrupu- 
lous Rjurik noble has succumbed to the gold and 
rich rewards the outsiders offer, and has allowed a 
band of Anuirean merchants to build a small port 
operation and logging camp. Although their influ- 
ence is as yet small and they take relatively few 
trees, the druids inform the PCs of the situation 
and demand that they do something. The PCs must 
investigate the foreigners' operation and find some 
way to end it. Should they threaten violence, the 
Anuireans indicate that this will invariably lead to 
war, for they have the full economic and diplomatic 
hacking of their own government. Are they bluffing? 
Will they eventually give in to threats, or must the 
foreigners be persuaded without violence to shut 
down operations? 

The DM may further complicate matters hy mak- 
ing deals between the foreigners and local 
humanoid tribes (or even awnsheghlien) to protect 
their operations. If the foreigners also spread their 
gold among other Rjurik nobles, they may succeed 
in buying political support. The PCs will have to 
decide whether to use force to end the standoff or 
allow the Anuireans to stay and possibly destabilize 
the region. 

a new jarldom 
Hjolvar and Kvigmar are still small, and cling to exis- 
tence against the pressures of hostile humanoids and 



the elements. The rulers of both nations are only 
too willmg to allow blooded jarls, even inexperi- 
enced ones, to help settle and civilize their frontier 
provinces. 

In this scenario, the PCs are approached by rep- 
resentatives of the nations in question and are 
asked to sene as provincial rulers. This will not be 
easy, they are told, for the land is rugged and unset- 
tled, and marauding humanoids are a constant 
threat. The first settlement will probably be a small, 
isolated, and beleaguered fortress somewhere in a 
trackless wilderness, but in the end, the province 
may bloom and become a true Rjurik jarldom. 

This adventure could be the kickoff to a long 
campaign based in the wilderness, with the PCs 
building their fortress, making contact with the 
small Rjurik tribes of the area, fighting humanoid 
attackers, weathering the cold and storms, discov- 
ering the province’s secrets, protecting settlers and 
trade routes, and so on. In the end, the PCs may be 
chosen as successors to the throne of their realm or 
may be able to split off from the kingdom and 
become regents themselves. 

the new leader 
In the PCs’ realm, as elsewhere in Rjurik lands, 
conflict exists between the traditional, wilderness- 
dwelling Rjnrik and those who have settled in 
cities and made contact with the outside world. 
For the most part, this conflict simmers, rarely 
boiling over. In the adventurers’ kingdom or 
province, however, the two groups come to open 
warfare. In the wilderness, a new leader has 
arisen-a traditional chieftain or radical druid. He 
claims that the two groups have grown too far 
apart, and believes it is time for the nomads and 
wilderness-dwelling Rjurik to rise up, declare their 
independence, destroy the corrupt cities, and lib- 
erate their inhabitants from decadence. Bands of 
nomads now ambush travelers, cut off co-mmuni- 
cations between cities, and call for a great crusade 
to sweep foreign influence from the highlands. 

The PCs, blooded rulers responsible for the 
peace and stability of their land, must stop this 
conflict before it spreads. This is, of course, not as 
easy as it sounds, for a militaly campaign against 
the dissidents could offend other traditional or 
nomadic groups and bring on full-scale civil war. 
The new leader is a true fanatic, however, and 
refuses to negotiate with the corrupt city-folk. In 
order to talk to the wilderness prophet, the PCs 
must prove themselves worthy in their respect for 
traditional Rjurik ways and their rejection of dan- 
gerous foreign ideas. 
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In the end, the DM may determine the precise 
outcome. The PCs may succeed in talking the 
leader out of his planned crusade, or may see the 
problem erupt into open conflict. The prophet’s 
motive may also come into question-is he a true 
Rjurik patriot, a madman, a tool of the humanoids 
or awnsheghlien, or (worse still) an awnshegh him- 
self, using mesmeric or magical powers to mislead 
the Rjurik and plunge them into civil war? 

other adventures 
Quarreling Nobles or Nomads: The regent must 
settle a feud or other conflict between influential 
nobles or nomad tribes before it spirals into open 
warfare. 
Safeguard the Merchants: Humanoids from Urga- 
Zai or the Blood Skull Barony have been attacking 
travelers or merchant caravans in the deep forests; 
the PCs must help stop the raids. 
Druids in Danger: A band of druids has been kid- 
naped by the humanoids or the agents of the White 
Witch. The adventurers are called upon to rescue 
them. 
The Gems of Arborea: Rumors abound that one of 
the lost Gems of Arborea has been located in the 
wilderness of the PCs’ realm. They must venture 
into the wilds and confirm the truth of the rumors, 
all the while competing with humanoids, awnsbegh- 
lien, and elf warriors from Lluabraight, all deter- 
mined to capture the magical gem. 
A New Colony: The PCs must transform wilder- 
ness into a civilized realm, but this time, they must 
establish and develop one of the Tbaelasian 
colonies, safeguarding and guiding its development 
until it becomes a true nation. 
Renegade Jarl: The characters are asked to investi- 
gate the jarl who rules a distant province, whom the 
monarch believes might be plotting against him. 
The party must learn whether the jarl is innocent, 
whether be is a renegade, or perhaps under the 
influence of an awnshegh. 
Mission to Lluabraight A diplomatic mission is 
sent to Lluabraight to contact the insular and xeno- 
phobic elves. Though the risk is great and the 
chance of success is tiny, the potential rewards are 
great; if the Lluabraight elves can be persuaded to 
open up to the outside world, many ancient secrets 
may be revealed. The elves would also be a power- 
ful ally against the awnsheghlien. 
Aiding Khurin-Azur: The adventurers must estab- 
lish diplomatic contact with the dwarves of Khurin- 
Azur. During their mission, the Urga-Zai goblins 
and the minions of the Gorgon ally for a major 
attack, forcing the PCs to help the dwarves defend 
themselves. 
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