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This material. supplemen- the RED STEEL" cam- 
paign stt (stock number 2m, which &crib a 

c d  setting k n m  aa the Savage m. The 
i n f o d o n  contained herein is written for w 

with the W STEEL campaign, and maka m y  
references to that m, which offem details 

about the land's curse, the new phpr character 
w and kits of the region, and the 8peclal 

equipment ofthe Savage Coast. i!k Suv- 

agcAwv& d e d  the horneiands of 
most humans of the Savage ( h a t ,  

lands in which many adventures b.g.4 
from their -le and governments to 
their internationa relations and how 
they are affected by the Red Curse. 

The Savage Baronies are nine small, 

independent nations that occupy the 

eastern reach- of the Savage Coast, 
on the western shores of the Guif of 
Hule. None ofthe baronies is much 
more than a century old; they were 
founded by adventurers and con- 

querors who entered the lands dur- 
ing a wave of colonization that 
started just over 100- a p .  

Most of the founders were human. 
, 

+ 
but the people of the h n k  alm 

include elves, dwarws, and a few 

hawiP* 
1 ._ 

Savage Baronies and the customs a d  predjudicea they 

&me, their w e n t  of the Red Curse and a b r  dm=ta, 
and their general environment. 

The next few chaptern describe each ofthe bamnk in detail. 
Of the nine smd states, aix are c d  natiom, whide tfvee 

em among the b n k ,  V ! d e  a d  T&m. 
Chapter Three discusses Narvaez and Torrebn, !ads of 

mercenaries, which supply soL$era for hire to many of the 
nations of the Savage Coapt. The next chapter de&bei 
three "enlightened" states, those baronies that are least 
repressive and most advanced: Almambn, GargoKa, and 
Sarag6n. The fifth chapter covers the two re- bar- 
onies, G d a n t e  and Cimmaro n, homes ofthe Gauchoar. 

The sourcebk ends with a &ort appedkwhkh o h  
two new mons- unique to the Savage W. Them 

tures are the cursed one and the inheritm l a .  C u d  on- 
are found more often in the Savage Baronies than else- 

Chapter One giva a comprthedve btory ofdm 

~ x e  Mdtd chapter TWO *the -p- 

where on the Savage Coast, There anz .. . 3 . 

. * -. 
other, 



Doomrider, is said to ride through the Savage Baronies. 
Both are formidable enemies for any group of player 
characters. 

The other booklet in this set h an adve-, Db;ad We 
FaU In it, adventurers axe asked to stop an invasion. The 
lands of the Red h e  await brave individuals wdhg to 
bring hope to a sundered land. 

The vast majority d t h e  inhabitants of the Savage Baronies 
are humans, descended primarily from Ispans who colo- 
nized the area a century ago. (Over time, the lspan colonists 
split into two p u p s ,  Verdans and Espans. The vowel shift 
delineates the “birth” of a distinct cdturd group.) Natives, 
of Oltec descent with strains of Nithian and Trdadaran 
ancestry, have also entered the mix. Some natives have 

remained isolated, but the majority have intermarried with 
Ispans. 
In addition, human colonists from Yavdlom have intermar- 

ried with both Ispans and natives in Viaverde 
and Texeiras. while colo&ts horn 
faraway Ylacuam have inter- 
mingIed with the people in 
Saragbn. These different 
inlluencea have created mod- 
e m  baronial inhabitan@ who 
have very mixed ancestq. It , 
is rare to find a human who I 
is of “pure” descent from 

any one race. Hawever, there 7 

A n  4, N m x .  Otber raws, kclading lupin&, r h ,  
goblinoids, or lizard-kin visit throughout the baronies, but 
families from those races almost never settle down here. 
Lupinr art the most frequent vieitors to the region, and 
are common sights in Vilaverde and Texeiras. Note that 
Herathians, most in disguise, can be met throughout the 
Savage BaroGes. 

In general, the people of the baronies are tolerant of folk 
who are different, having come b m  mmh a &verse back- 
ground themselves. The least tolerant nation is Namaea, 
and there are individuals in each barony who dislike out- 

siders. While discrimination because of race is rare, there 
are prejudices among the people of the Savage BaroNw. 

For the mow part, humans, elves, dwamer3, and haMings 
an considered equals in the Savage Baronies. They mingle 
freely, and they generdly get along well with one another. 
People from other nations might be viewed with curio+, 

but are a h  treated bdy.  Vis- 
itors from the furred races 
(Iupina and rakasta) are 
considered equals as well, 
though some more insular 
peasants, unaccurtomed to 
aeeing such folk, might 
view them with fear. B Goblinoids, having 
caused manv &a for “ x ~ - ~~~ 

the baronies Over the years, are usudy met with 
are a few Ispan households, notably disgust, €ear, or anger. They are seldom welcome in the 
some of the older noble families, who have 
avoided interbreeding with natives for the last few genera- 
tions. Some *s dm consider themselves “pure,“ nut &- 
king their Oltec blood was mixed long aga with Nithian. 

The result of thie crossbreeding? Humans of the Savage 
Baronies tend to be moderately dark-skinned, and red over- 
tones caused by the Red Curse are veT commun in the bar- 
onies. Most humans have straight, black or deep red bair. 

Besides humans, there are also eIves, dwarves, and a few 
halfLngs in the Savage Baronies. Eaves ace most common in 
Torreh, where they make up a significant portion of the 
population, but they are also prominent in Narvaez; a few 
elven families are mattered throughout the other baronies. 
Dwarves are common in Cimmaron, but seldom found in 
the other baronies; a handful stdl live among the elves of the 

Montoya district in Narvatz. Halflings a r e  more often 
found in Cimmaron than any other barony, but they are rmt 

common even there. 
In additian, tortlei live in some of the  southern bar- 

onies, notably Cirnmaron and, to a lesser extent, Mmar- 

t o w n a  and citiea of the Savage Baronies, because they urn- 

ally come to raid or steal. The presence of a goblinoid, even 

a peaceful one, in a town might well cause a k h t .  
Lizard-kin and the races of the Orc’s Head Pmimuh are 

rarely seen in the Savage Baronies. O n  the infrequent occa- 
sions when they do visit, they are subject to close scrutiny. 

Their odd appearances make them a fe& sight even to the 

more educated people of the baronies. However, because 
they ace an unknown quantity, individuals are uilually given 

a chance to prove themselves and are judged art their indi- 
vidual merits. They remind many people of the p e d  tor- 

des found in the southern baronies. 
Tortlw are a arpecial case. While not derided because o€ 

their race, they are sometimes looked down upon because 

thq are peasants. Like other p t a ,  including m a  r d v w  

and the p, twdes am often c h a r a c t e d  as daw and lazy, 
un+ to work for a better life. Laziness is a great dn to 
Baronds, most of whom are staunch Wirvcrs in the power 
of a p n  to achiwe whatwer he or she desires. 

The attitude taward tortles typifies the  wealth-dated 
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prejudices of Baronials. Many, but not all, membera of the 
nobility look down on those who are less fortunate. The 
middle class, including merchants, crafters, and adventur- 
ers, tends to view peasantn with disdain. Peasants envy the 

wealthier folk, but often forget or repudiate their origins if 
they come into money, looking down on those who remain 

p”anb. 

To help color in the detaiIa of thia portrait of Baronids, a 

ihort discussion of character t y p ~  ii induded here. The 
description of each barony also k h d e s  a discukon of the 

chaxacters of that land. 
The majority of people in the Savage Baronies are com- 

mon folk, without a character class. However, the ratio of 
adventurers to commoners along the Savage Coast is rela- 
tively high: perhaps one in four people has an adventuring 
background. The ratio in the Savage Baronies is about the 

same, i€ not a Little hqher. 
In the baroniea as a whole, warrior classel are more pop- 

ular than all others; perhaps half the people with adventur- 
ing backgrounds are warriors of iome kind. Rogues ax0 also 

common, making up about a third of the adventurers. The 
remainder is iplit more or less evenly betwwn w i z a r d s  and 
priesti, with a few psionicists and dual-chi or multi-class 
characters mixed in. The approximate percentage break- 
down for each barony is shown in T&le 0.1. 
The Swashbuckler is the most common character kit in 

the Savage h & s .  Baronial culture is typified by the hot- 
blwded, dasbing, independent character armed with rapier 
and rapier wit. Moat often found in ALnarr6n and Gar- 
swashbucklers are also relatively common in Sarag6n and 
among the seafarers of Vilaverde and Texeiras. Theue dash- 
ing blades are uncommon in Torre6n and Narvaez, a d  rare 
in Guadalank, Swashbucklers can be encountered as wan- 

demrS, aS 8 F C d  U d 4 ,  and = p k h .  

Local HeroeB are also common in the baronies, and 
Inheritors are more often encountered in the b a r o h  than 

anywhere else. Nobles are found in Vilaverde, Texeirae, 
Guadalante, Narvaez, and Sara@; they are uncommon in 
Cimmaron and T o d n ,  rare in Gargoila, and all but nonex- 

istent in Almarr6n. 
Warrior types include Gauchos, common in Guadalante 

and c;mmarO n; H+md, usually d u h ,  encaunkred 
throue;hout the baronits, but e a p e d y  in Cimmaron; Myr- 
mid- prevalent in T o d n  and Narvaez; and D c f t h ,  
who are uncommon in moBt baronies and very raxe in Nu- 
vaee. The Militmt wizard kit and the War Priest kit are 

h h  o ~ m ~ t a o ~ l  EQC ofthose h s .  f i t  w e a r  of 
‘the baronies arc Swahbneklers, though some are hcd 
w, Scouiz, or Band;tp, 

Despite cultural differences, the Savage Baronies have 
many wmmOnaJitiee, “ g i n g  from hguage to dueling con- 
ventions. Even in the thingi they have in common, Baro- 
nials compete; inhabitants of each land believe that their 
accent or dialect is more pleasing than others, that their 
variations of the dueling rules are more noble, that their 
coinage ia better. The Followkg text points out mauy &mi- 

laritka, to which few Baronials +Iy admit. 

The people of the Savage Baronies usually wear simple, 
light, cotton clothing, though suede and leather are popu- 
lar among the middle and upper chises, and especially 
with Gauchos and Swashbucklers. Swashbucklers and 
nobiea also wear silka and velvets. Even the poorest 
people tend to wear at least one brightly-colored i tem of 
clothing, and Swashbucklers are often positively vibrant 
in appearance. 



Clothing is a status symbol among adventurers and the 
upper classes, and good taste in dress is c o d e r e d  a virtue 
in baronial rociety. It is not unusual for an adventurer to 

carry spare clothing, for O c c 4 o n s  when he or she wants to 
impmJ sOmKlat. 

LegUingLE8 

The common tongue is used by a majority of the people in 
the Savage Baronies, as well as in d e r  places, like the city- 

states, Robrenn, &idria, Renardy, and Herath; it is known 
by traders and traveler# in muthern Hde and the northern 
settlements of Yavdlom, as well as among t d e s  a d  in Bel- 
layne. The other p p l e i  of the Savage Coat and surround- 
ing areas seldom speak common. Even in areas where the 
common tongue is widely used, the common folk often 
s p e a k  another language. 

Commoners in Vilaverde and Texeiraa speak Verdan, 
while Espa is used by most people in the,other Savage 

Baronies (except Cimmaron). Eipa and Verdan have 
about a 50% commonality with common, and with each 
other; a Bpeaker of Espa understands about half the 
speech of someone speaking Verdan or common. The DM 
might allow a character who knows one of the  three lan- 
guages to acquire both the others with the expenditure of 
only one proficiency slot. Renardois, the language of 
upper clam lupins of Renardy, has about a 25% common- 
ality with each &pa, Verdan, and cmrnon, so someone 
who speaks one of or more of those three languages can 

understand about a quarter of what someone says in 
RenardoiB. 

Though most dtmihuman languages are not used on the 
Savage (hast, &sh is standard among the upper c b e s  of 
Torrebn, where it is considered the language of diplumacy, 

etiquette, and romance. Both human and elven nobler of 
T m 6 n  speak elviah, as do any who wish to impreas &me 

nobles. While nearly all demihumans have been f a  inte- 
grated into human culture, it is not impossible to find iso- 
lated ind iv idd  who know their ancient racial tongue. For 
exampIe, some elves and dwarves of the Montsya district in 
Narvaez d use the old tongues. 

Thyatian (common) script is used for common, %pa, 
Verdan, ehish, and many other languages of the coast, 

including Rtnardois. While there are slight variations in 
script according to the language, such ai accent rnarki 
and other pronunciation guides, the letters of common 

arcript are easiIy deciphered, even though the words they 
spell may not be. The comrnonaligr of Ianguages applies to 
this written word as well; for example, soineone who can 
mad common can pick through about half of a text writ- 

ten in Verdan. 

: 

Though there are differences, the languages of tbc Savage 

Barodeg are based an r e a l - d d  Span& and -. 
Since theae languages may be unfamiliar to the reader, a 
pronunciation p i d c  is inchsded here. 
In general, the vowels of thee  languages are p d  

in the tatin %le, aa €0110~~:  
a ahasinkher. 
e 

i 
0 #asinboat. 
u w a s i n b .  

d as in pet. ( r e  to ay as in fray). 
ct u in clean (wrnehea & ~ b l  in hit}. 

When two vowela appear together, they are ofte~l rolIed 
together. For example, the correct pronunciation of Nax- 
vaez is Nahww&--ayz. Said quickly, however, it LH)und8 more 
kke nab-&, the h s t  syllable & p i n s  with d k .  The coflbi- 
nation generay appears together, and is pronounced 
with a fmal d sound: e b d n .  

As for consonants, the letter "j" is almost dways pro- 
nounced in the w e  way a~ the letter %," but p&%iy a bit 
marc forcefully. The symbol "ii" is pronounced h v s t  like 
-ai,* so that w k r  is pronounced like dtlo-w.  be, 
the *r" is often liihtly trilled. The symbol is appmxi- 
mated by "ta," m L.e$qa is pronounced k b - a b - D H - h  

These pronunciations are approximate. The actual 
munds tend to be more elegant than these guidelines might 
lead one to believe. Readers are encouraged to listen to 

native speakers for true pronunciations. 

Aswtute readet~ have drcady noticed, when smeone or 
something comes from one of the Savage h o n i e s ,  it is 
referred to as "baronial." For exampIe, a "baronid long 
sword" is a long sword made in one of the nine states; a 

"M" is any parron from one of these 4 nations. The 
people of the baronies are often referred to IB Lor 
Guapdianos, "the Guardians," h a u s e  &ey defend the Sav- 
age coast from Hde and other powers. There are also other 
c l d c a h n s  that refer to smaller groups of people or t h m p  

Peopleare m 6 r e f e n d t o a c c w d i n g t o t l s t  hguage 

they speak. Inhabitants ofVilave& and T&, who Bpcak 
Verdan as a native ianguge, are e referred toas Vtr- 
dans. Individuals from the other Savage h n i e s  are m e -  

times called &pans, b e c a u ~  of their native language. Note 
t b a t d l ~ ~ g c n t r a n y * O n t y t O h ~ , b U t & l % ~  
timelUSCdtoiBeatify~elf,dWWf,~id€hgbBlfromddthe 

haronim (as In "I waa robM by an &pan em. 
Each laation also has ways to refer to the and items 

from there. Thome from T e x e h  are cakd "TeXeiran,,'wMc 



those from Vdaverde axe known as “V-we&.” Since the 

cultures of these two states are so cloaely related, hems as 
well as people are lometimes called “Verdan, ” especially 
when their exact origins e unknown. Texeirans are more 
easily offended on this score, because the word Verdan ia 
too similar to Vdaverdan. The people of Texeiraa prefer to 
be called Texeirans h e a d  of Verdans, and prefer the same 

for items of their manufacture - and woe betide the fool 
who refers to a Texeiran settlement as a “Verdan colony.” 

The other baronies have adjectival forms of their names: 
some have risen more from convention than from linguistic 
logic. People from outside the baronies sometimes refer to 

items from the &pan-speaking states as &pan; B a r o n i a s  aei- 
dom do this. Adjectival forms for indi- 
vidual s t a h  follow: 

Torreh Torre6nec 
Narvaez: Narvaezan 
Almarrbn: Al~narr6Aan 
Gargoik GargoAan 

Sarag6n: Saragher 
C;mmaron: Ciaron 

Guadalante: Guadalantan 

Examples include “That is a 

fine Chmaro n wheel l d , ”  

marom,” and ‘ W e  hircd 
Torreher m d e s .  ” 

In the baronies, the 
transhiom of place names 

seldom sound as romantic 
as the names themdvee. 
For example, while “Serra 

“I w a ~  ambu$led by cim- 

sanguinea” -5 as the 
~till-inte~&ing “Bl- 
Mountains,” “Mina do Sul” 

The people of the Savage Baronies w the same mon- 
standard presented in the PlrrJKri H d b d  (unless the 
Savage Coast is placed into a world with a different m- 
dard). Except for Guadalante, Texehas, and Vdaverde, each 
barony mints its own coinage, but sizes are reasonably simi- 
lar, so a Cimmaron copper piece is worth the m e  as a Tor- 
reher copper piece. 

A copper piece is commonly known aa a m t a .  A d v e r  
piece is a J k  (aec-EHS). The uncommon electrum piece is 
referred to as a mc&, whde a gold piece is called an OM, 

The rare platinum piece (minted only in Cimmaron or out- 

side the baronies) is called a real 

n o t i d  when he or she arrived there. 
Like place names, personal names are &n descriptive, 

and it is not unusual for Baronids to use nicknames aa well. 
For example, the literal translation of “Miguel Hernando de 
Montoya” is “Miguel Hernando, of the lbntoya district.” 

The ruler of Vhverde is Jorge o Temerhio, or “Jorge the 
Intrepid.” Many names refer to an i n d i v i d d a  home, while 

others declare some facet of person&@. 

(ray-AHL) . 

Weapons and Equipmat 

Most equipment and weapans 

ava;lable in a standard AD&P 

in the Savage Baronies. 1- 

dependuq on the exact 

For example, plate mail 

Narvaez, and i a k d  
among the nobiiity m 

Torredn, but it is FW in 
the other W 

even among the aabii- 
iiy. Field plate and full 
plate armor are rarely 

seen in &e b o n k ,  
though a few Narvaezan 

nobler own suits ofM 

and d e  mail am popular 
among mercenaries of Nar- 

vaez and Tome&; t h e  

riors of k 6 n ,  Sara&& and 

game campaigncan bt found 

vary in ppul+, h-, 

k l l y .  

is reasonably cofnmon in 

has the descriptive, but rather 
bring, translation “south 
Mine.” Meet place name in the 

baronies are -e, and 
refer to somethmg commonly 
seen in that area, or sometimes just 
to the h t  dung an explorer 

plate. chain mail, *mail+ 

armors are ah0 worn by WIV- 

leather armor are the type’ most likely to be found in 
Vilaverde, Texeks, Cimmaron, and Guadalante; heawiec 
armom are avoided by &em of the sea pwers, while in 
the homes of the gauchm, heavier armors are avoided by 
mounted warriors. 

Heavy armors are also avoided in Cimmaron because 
firearms are common, and their impact negates the benefits 
of armor. Cimmaron County is known €or making and 



exporting mwkpmVaCr and w h c ~ 1 - M  p i d s .  These 
ens are frequently seen in Cimmaron, and less comrnonb 
carried in GuadaIantc, Vilaverde, Turriras, and the ~ t i w l  
of hardy. Firema arc rare in the other baronies and in 
the other naiiom o€&e Savage h t .  

The dwelopment of firearms bas not diminished tht pop 
darity dother d e  weapons. Hand mosabows are popu- 
lar among the upper classear in Aimarrh, Saragbn, and 
Garpfia; became hand c m b o w s  are reawnably common 
in the k n i e s ,  one can be purchased there for only 40 o m  
(gold pieces), rather than 300 gold pieces as Iisted in the 

P h p d  HaniJbook. Likewise, quarrels for a hand crumbow 
can be purchased for one dies (silver piece) each. 

Larger crossbows, both light and heavy, are popular 
among the mercenaries of Narvaez and Torreh, the militias 
ofAharr6n, &a&n, and Gargofia, and among the aeafat- 

em of VJaverde and Texeiras. Short bows are popular with 
peasants throughout the baronies, and long bows with 
adventurers. 

Gauchos of the Savage 3aronies swing bolas. Bolas are 
also used by hunters in al1 baronies except Vilaverde and 
Texeks. A Iasao is a common weapon in Chrnaxon, and is 
a h  found in Guadalante, Almarrh, and h a g & .  

A favomd activhy, dueling is a popdar way to SC& dis- 
putes in the baronies. especidy among S w a d h d e t a  and 
Honorbound, and to a Itartr extent, among Gauchos, 

noblea, and pasants. While ptaaiaed in M y ,  Bellqyne, 
Her&, and Easdria, dueling is m a t  cmmm m the Swage 
Baronies. sweral.differmt weapons can be used in dueling, 
and the exact d e s  of a due1 depend on the weapons u d ,  
local Iaws, and to an extent, the principds fighting. This 
information supplements tht detailm given in Chapter !kven 

of Book TWO of the RED STEEL" campip set. 
For a duel to occur. one y n  must *e a challenge to 

another; the challenge usually includes tht type Ot weapon 
to be used in the duel. Once the challenge Gben &ed, 
the other pady can deciine, but runs the risk of L i n g  
branded a coward, something few Baroniah wou2d&. 
If both parties agree, and them ia a witness to &&e- 

ment, time and terms for the duel a r ~  met, and the &el can 
take + leg&. 

" ' ghsB&mgwithB~sans c. , 
Blades an by far the preferred melee weapons of the &v- . >> 

age Baronies. The rapier is the favored armament of the 
Swashbuckler, so it is common in Vilaverde, Texeirai, 
A I m d n ,  Sarwn, and Gargoh, and lesa freputntly seeen 

in the other baronies (rapiers art rare in Cuadalante). 
Sabres are also popular with Swashbucklers, as they are 

with Gauchos; the sabre is common in all baronies except 

Torre6n and Narvacz. Rapiers can be fitted with basket 
hilti, mort common to asks; bowever, in the baronies, a 

rapier is likely to bave a swept hilt, an eIegant handguard 
with the same Bame effects as the basket hilt. 

d. 
Both short mor& and long mods are common in Namaez 
and Torre6n. These weapns tend to have mom m a t e  hilts 
and p a r d s  than their counterparts oudde the baronies. It 
is not unusual to aree a fcnwiud-angled M d guard on a 

Swept hilts are swnettncs found on short swords 

long sword. 

Baronials, particularIy pasanta. Swashbucklers H e r  such 

a r m s  as second weapons, W i e M  in the off hand +te a 
sabre or rapier; the &-gauche h a p p &  complement to a 

rapier. Gauchos like daggers because they haw many uses; 

they even duel with daggers on occasion. Bandits like conceal- 

able knives, and daggers are affordable by peasants. 

MhYf weapons are popular  in the Savage Ramria; while 
the metal is not readily avaifable, it is d much mom co113mo~ 
in the Savage Baronies than ehewhtre. ReIated materials, 
such as dhxfdcd  and d m o k c p o w & ~  are common in the Savage 

- ~ * v - ~ T Y F d = - w  

Barmiear (esptclaltyin ammaron cwnty), ifs is 4 

This is common in Cim-, wherr Randmund, Gau- 
chos, and c a r m 3 a o r r a r r - b  *dud pcritb $doh. h t o l  
duels in Gaddante are km brit, 4 4 involve 
&& of waumaw~. In -de a d  Texetas, duels 
with whcei-iock pistols arc about aa common as in 
Guadalantt, but liheiy to WCUF h e n  Swashbucklers. 

where it ia + lidad to d m  of the nobility (since 
they are a k a  fBc d y  ollb. d m  can afford wbceLlock pir- 
tda). la Tmredn and Namacs, mercenafies mn&m ' ea duel 

Bacausedsathi~uaaeotdabl * e i n s h d u e l , d w  
to the h e m y d a m a p t h t ~ n a  can tatlict, all the Savage 
Baronies have laws r q u i h g  at least one witness for a 

-le can smt as *E, and can initiate a mubsequent 
duel if a p- pdcipmt is wounded. When a firearm 
dud involves at feast one member of the n&iIiv, or talres 
place in T e a r  marureZ, an area must be marked for 
the duel. As long aa porticipmts obey the Iaws of dueling, 
neither participnt is l tgdy  accountable for the wounds rn 
death of tbe other participant. 

The phcipds d f a c ; n g d  d e r ,  abut I O y a r d a ~  

CM have plPfwnd aectS on a dud, aa c m  inithive roils. A 
duel ofFd?y mds when both participants haw fired once, 

This might mean the W e b  fought to the f m t d ,  or to 

the-; i t d c v m  mean that a d d  &witbm& 

Fk.earmapdU*is more r m i m  the other savage Bamniea, 

w i t h p i s * ~ m o l t p r c f s r d .  

firearmdurl. Stiamdae- and mcouqJed; tb- 

and bqtin the duel- tudl ddrlg  Md q&* pr&kmea 
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T& or when ducks f&t M a s h i p .  AmarLcd area 

can be either a &le drawn in the dirt wcdmra or a S+~C 

room indoom. In Texeiraa and V-=de, duelists can define 
an area for the duel if they choose; this can include an- 
ftom a * circle to an entire town, and it is not unusual to 
cree a dud range over- dime in them stat-. 

Death duels cannot be declared in Nu~~IT&I, Sarag6n, 
Gargo~a, but are allowed elsewhere. Of c o w ,  any dud can 
result in death, regardless of whether or not the i n i d  chal- 
lenge called for those terms. A witness is nec-saq to con& 
the proceedimp i€ a B W O T ~  duel rewltg in death; otherwise, 
the winner of the duel can be considered a murderer. 

Since sword duels have been known to drag on an hour 
or more, some duelists name a witness as a mediator; the 

mediator can call for regular breaks, at which time partici- 
pants can be healed or replace weapons without fear of 
attack. In a mediated duel, breaks are typically called after 
every 10 minutes, and last two minutes each. Note that ifa 
weapon snaps during fighting, the participant can atill 
replace it, but might need to put him- or herself at risk to do 
so, However, hecause a sword duel is considered an honor- 
able endeavor, a participant might dm his or her opponent 
to rephe a dropped or broken weapon, out of w m y .  

Seconds are allowed in word dueh, but serve little pur- 
pose. They watch an w e n t ' s  seconds for cheating, cany 

replacement weapons, of heal a wounded primaly. A second 
never replaces a p.;marY in a mord duel. Hawever , i  't lanot ' 

unusuai for a second to c ldenge  someone who defeata his 
or her primary. 

The standard procedure for a 4 duel includes decla- 
ration and acceptance, after which the dueIists set a time 
and place for the duel; once they arrive, they briefly state 

their grievances, salute one another, and begin to fight. 
However, it is not m u d  for a word duel to follow imme- 
diately after declaration and acceptance; Swashbudem are 

notorioudy impatient in regard to dueling. 

This type of duel also encompasses similar weapns, includ- 
ing knives, main-gauches, a d  s t i l w .  Never considered 
by nobility, and seldom fought by Swashbucklers, dagger 
duels are popular among commonem of all the baronies, as 
well as among Gauchos. An Honorbound forced to duel a 

peaaant likely uses a dagger out of courtq. 
Dagger duels seldom fadkrw general dueling procedures. 

For example, a dagger duel migbt Ix declared by someone 

pulling a dagger and threatening an opponent; if the oppo- 
nent draws as weIl, the twa k h t .  C d  commonly gather 
around thw &ha, and the area ofthe fidbt might be marked 
by a circle of spectators. A dagger duel is usualy assumed to 

be to the death, or until both participants agree to stop. 

T m  is hquent m dagger dueli. A h  the dud the kw 
&om becomes ;nvoh.ed, but if it does, a witness ~f two USU- 

ally comes forward to testify that a duel was formally 
declared. to &e death d w M e r  or not it FealIy was. 

Generally s p d i n g ,  duets in the Savage 8aronies are con- 

d d o n t y w i t h  firearms orWes. Onmc&on, achamcter 
might name a hand cmbow, but he or she risks ridicule by 
those who favor fmarms. Dueh with melee weapons othef 
than blades are simply not performed; no Baronial would 

accept such a dud, or w e n  imagine suggesting it. Note that 
this prevents mogt p r i a t a  from participating in weapon duels. 

H m e r ,  it is possible to duel by means d e r  th~ wcllp 

OM. For example, two peopie could a p e  to an unarmed &el, 
using rules for punching, wrestling, or even martial arts. 
Though martial a r t s  are unmmmon in the Savage Baronies, 
wmstlmg and- matches an not unknown. There are 110 

terms, but can use a w o r d d d i n g d e s  &s an m p k .  
Duels are also possible using spells w Legacies. These 

contests are also left mostly to the participants. Mensive 
spellcasting in public is generally frowned upon in the Sav- 
age Baronies, but ia ilIegd only in Nmaez. In spe11 duels, 
the duelists set their own rules; &ce spell duels are nut rec- 
ognized by law, participants can be held accountable for 

Duels with Legacies usually occur only h e e n  Inheri- 
tors. AB mentioned in the deaefjp6jon of Inherim from the 
RED STEEL" campaign set, an Ideritor can o w  chal- 
lenge another Inherit&. This cooflict prpcecda like a regular 

duel, but one Inheritor cannot refuse the chailenge of 
another. Inheritom set tbe tefnv Optha challenge, including 
time, place, length of challenge, and allowed weapons. 
Quite often, a challenge between hhmitom i~ fought using 
no weapons but the paxticipd Legacia. These challenges 
=cur with some regularity t h r o u g h  the Savage Baronies, 
and often draw a crawd k a m e  pyrotechnics are likely. 
Such challenges are sqptuxd to follow dueling laws, with 
witnesses and d d  areas, but &e Inheritom themselves 
take care of thoee who viol& the code of the challenge, all 
baronial governments except Namaez ignore violations of 
the dueling laws between hhaitorar. 

Duels with Legacies are s t I d ~ r m  fought between people 
who are not Inheritors. H o w ~ v - ~ ,  it can be done, and 
requires w i t n e w  and a d e d  for official sanction by 
the local government. The dud generally proceeds until 
death or surrender- As l o q  a8 the duel has been declared 
and witnessed, partkipants are immune to prosecution for 
wounds or other damage inflicted, unless they damage p& 
vate property or harm a nonparticipant. 

laws regdulg cmltest3 ofthis &; parti+nta net thtir own 

damage~FPle=dproperty. 



LmGt ' r w a t d I a u a o r t h , t h i e s c # i a g ' s ~  

bmaie%theAmbdor (Mawnvu), the Geaeral *}*and 
the Jledge (Tam&), aa d an MiIan (- skmwdlm) 
d V ~ ~ h & U 3 L U b V C h l ~ ~ ~ d  

* 

lent to deities. Five Xmmortals are venerated throughout &e 

Tht Ambaraador i r e g a d d  a b papoa of d i p l o w  
and phicians, those who e& to win by intrigue rather 
than by open warfare. The General, in contrast, is the 
patron of war, bravery, and honorable treatmeat of the 
enemy. The Judge t the represendm of justice and the 

inspiration of duelkts; she ir the patron OE Honorbud 
duel;sta a d  helps those who seek honorable vmgeaace. 

M i e n b W m O J u n g ~  . -  *-,d 
is a patron ofaea€arers and Swaahbucklera. V . & a  t dedi- 
cated to romance, paasion, and emotion; she ia a figure of 
both love and war. Valcriaa is a p t r o n  of Gauchos and 
SwauUdkrs, as well as attaer pnosionaa men and women; 

aheietheiMpidonfwd.daadwm?asd 



TBe Red Curse 
As mentioned, tht Red Curse has exist4 in baronial land8 
since well before they were the Savage Baronies, indeed, 
long before it was even known as the Red Curse. Until a 
year ago, the Rad Curse was confined to a few klated spots 
in the baronies: in valleys and swamps, on certain hills, in 
selected caverns, and even in the plains in some r e g i a .  For 
the most part, these cursed areas were avoided, mpecidly 
by people native to the land. Howewr, the Ispan colonists 
and their descendants have not avoided the curse, but have 
atudied it. 

suf- 

fered its &e&?, xq;.;.S a legacy and becoming A t K d .  
Wizards, priests, and saps studied the afltliction, but were 
largely unable to help its victims. +Then c k d q l  was d i s c w -  

ered in what would eventudly become Cimm-0; years 

later, a smith of Torrs611 discovered the properties of 
depleted chnabryi, and named the substance nd & 

At firat, Baronids &ted by the Red Curse 

For almost 80 years, cinnahyf has been mined in the area 
now known as Cimmaron County.  deposit^ were discov- 
ered in Terra Vermelha &h&y over 40 year15 ago, and twb 
mine¶ in that pegion have been operated by Viverde for 

Rea dteel, once ah axtrome rarity because of ,the law 
demand for cbuuzbtyd has k m e  much more common with 
the recent spread of the lz;d Curse. Sindc them rn tg, 
chnabryl mines in and near the S w a p  Baroniw .that sub 

stance and its d e r i v a h  d d t d  are more common tb 

more thsn 10 yem. 

There are many Inheritom in Sara& including the leader 
of the Order of Crimson. Inheritors are common through- 
out the other baronies aa well, except for Narvaez, where 
they axe condered wdaws. Znh&tors are hated and f e d  
by the peasants of Tomeh, who bhmt them for keeping 
cinnabryl out of their  hands, causing many of them to  

become m c t e d .  
In other bronies,  Inheritors are acceptd. b y  are cw- 

s ided  h e m ;  others are recognized as villahs. Frequentty 
Inheritors, especdly w&m, rn fmoua h &e baronies; a 
town enjoys claiming a heroic Inheritor as its m, for &e 

natol ieq.  

As mentioned, numerous AiEcted live in Torredn, where 
+&are too poor to buyninnabryt Most ofthe Afclictcd 
have mww HBed sa their defects axe relative& tdd. 

a h  exist among the poor of other baronies. 
In T d n  and most other baronies, Af%& live k small  

enclaves isolated from other people, but there ate excep 
wm In Torredn, many Amicted join the ranks of merce- 
na~y & they makean effective f~ht ing  force, with the 
added factor that their appearance often surpiares (and 
mnwdmes diwats) oppvnenb. In Narvaez, here are few 
A€&ted, bccause the church distributes c b t d r y f  and mairr- 

+le. Those who are AMicbed are usudy moved into 
s d  camp within the towns and villages, where they arc 

In bkm, W n ,  and Gargila, the rare Amicted 
arc B e i r d y  cared for by family or friends. However, 

-bYch!v* 

Savage Baronies thaa anywhere &. In d&n, the city.. ,''A $OMC A@ctd M o t  stand the t h g l ~ t  of being seen by 
state of Slagovich trades cbzmbryl to the baronies in return 
for d d t c l  weapons. 

In the baronies, maat users of &maby& are nobles, mer- 

chants, mercenaries, or adventurers. The drive to obtain 
cinnabryl is a primary motivation for people to become 
adventurers, so they can make enough money to afford a 

steady supply of the metal. 
Moat traffic in rea r t d  and cinnabryl is controlled by 

Inheritors. Chnabql is most common in Texeiras, VJaverde, 
Cimmaron, and Sara&, and less likely to be found in the 
other baronies. RE3dt-f is mow common h Texeiras, Cim- 
maron, Saragh ,  Torrebn, and Narvaez, less common in 
most of the other baronies, and rare in Guadalaate. The 
related substance O f  d#WkxpO&r h most common in Ch- 
maron, somewhat Iess common in Guadhtc,  Vilaverde, 
and Texeiras. Namaez and Tom& a m  trying to acquire 
large amounts O f d m o k p b +  and have k n  experimenting 

with building large guns; none have yet been succesdd. 

&hem, *and run off to Iive iolitary exi Ances in the wilder- 
nes5..$f duo possible to Beek a cure for Affliction in 
t b  th-e ~ta*f, erpecially Saragdn, but such a cure is 
expenmiyt, r e q w g  ci..a&& two caatings of the remove 
C W d C  speiP; healing. In addition, the cut+my not be 
completely efF&ve. 

All baronies except Narvacz, Almarrbn, Sarwn, and 
Gargoira have vi l l igea  €ormcd by AMicted idividuala. 
Very often, Amicted are rhunned; in rerpodle, many 
gather to build enclaves where they need oniy traffic 
among themdves. For the moat part, these are squalid 
ahacks of'caat-da and b ~ p t t m r t  remnants, but a few are 
clean, well-built, and well-kept. Amicted v i l l a g e s  typically 
boast fewer than 30 people, and are located away from 
main di and .trails. Common folk are happy to avoid 
villages of the Afflicted. People in there villagen seldom 
hold Inheritors in high regard, even Inheritora who 
become Afflicted. 



The Savage Baronies face many the- to their mn&ued 

existence, both internal and external. Most threata have 
been around €or decades, and Baroniala have esiablishcd 
ways to d d  with them. However, as evi- 

The Yazak Steppes are home to rnany tribes of goblmoids, 
nota& the so-& “great tribes.” The Hupkur, c o m w  

of bobgoblins and ogres, are the Btrongest and h t - o ~ g a -  

nieed tribe, but they are located far from the Savw Bar- 
onies. The Huptai, a tribe of hobgoblins and gnblim, arc 

dm powedd and also far a m y  from the broaka .  A recent 
a l h c e  b e e n  Dankut (oms and trob) and Kuttpi (oms 

and gobhe)  has many Baronids worried; the &anc+ is 

denced by the kt decade and several other 
incidents throughout history, there are occa- 
sional s u r p k s  that CaLl for e x t r a o r b a y  mea- 
sums. Maat of these troubb are detailed in the 

RED STEEL campaign set: what follows serves aa a 

&we enough to strike, and any aUianct between great 

tr;k is cause for concern, k c a u s ~  such gn allimce 

i almost k y a  a p d d  
to in&. The dns- 

tbebalvniwam 

members of this 
The Sanctified Land, Hule, is 
a nation run by its 

of Hde is the tbcbamnies 
Master, a mysteriom with some 
dictator who leads the nation’s veneration 
of Bozdogam (or Loki). patron 

quick reference reg+ the individual h. 

& e3tgnottdxtO 

9 
thegobhGldl& 

Bune 

L 

clergy. The leader triberaidkt0 

d v *  

of deceit and mischief. 
Political intrigue 
within Hule often 

le& the Master 
to s t a r t  an external conflict to 

unite his people and bring tern- 

porary stability to hia 
nation again. 

Hule is a 
repressive 
and 

t 

often aggressive state. While currently at peace with the 
other nations of the coast, Hule sends spies in many direc- 
tions and regularly launches small p l o t s  to upset mtability in 
foreign regimes. 

3’ 

The Yazi are gobho& of the coastal +ns. Most @- 
nent of them, at h t  to observers in the Savage baronies, 

are the gnolls of El Grande Carrascal snd g o b h  of the 
Badlands. Goo11 lands have borders with Almarrdn, 
Saragh, Gargofia, Cimmacon, and Guadalante; there 
natrons s&&e gnolla’presemx in the region to keep their 
neighboring baronies from gaining territory in El Grande 
Carrascal. G d  are actually relatively civilize& hey lx& 
negotiate and engage in. honest d, andtbeydo not h e -  

d i a t e l y ~ ~ ~ o r d e m i h ~ .  



Goblins are another matter. They are warlike, bu t  
recent losses to Cimmaron and other nations keep them 
in line €or the most part. There are occasional rumors 
that Badlands goblins have commerce with Gosluk of the 
Yazak Steppes, but the veracity of such suppositions is 
questionable. 

The baronies have few problems with nations other than 
Hule. Of course, relations between the Savage Baronies and 
the city-states on the eastern Gulf of Hule are fractious, 

because both groups vie for controI of the seas. The bar- 
onies effectively block commerce between the city-states 
and the rest of the coast, and pirates based in Vdaverde and 
Texeiras are known to raid ships from the city-states. The 
city-states occasionally discuss banding together to destroy 

the navies of the baronies. Fortunately for the baronies, the 
city-states are about as likely to work together as are the 
Savage Baronies themselves. 

The baronies also trade with nations of the Savage 

Coast, and they maintain colonies and outposts in these 
distant lands. These western nations do not have effective 
navies, other than Renardy and Eusdria, and even those 
nations cannot stand against the sea wolves of Wlaverde 
and Texeiras. In  addition, the other coastal nations 
depend on Texeiran and Vilaverdan shipping for much of 
their commerce, so they do not want to disrupt such ship- 
ping. Though there are occasional difficulties, the nations 
of the Savage Coast tend to be on friendly terms with the 
baronies. 

Renardy in particular has close ties with the baronies, 
especially Torre&, and to a lesser extent with Almarrdn, 
Sara@, and Gargoiia. The Renardois have adopted several 
of the styles and conventions of Los Guardianos, from their 
form of government to their swashbuckling style and duel- 
ing conventions. 

The nations east and south of the city-states, such as 
Yavdlom and distant Thyatis, are too far away to be of 
concern to the Savage Baronies. It is possible that Yavd- 
lorn might send more colonists or  expeditions to the 
region, but Yavdlom is peaceful, so the possibility repre- 
sents B trading opportunity more than a threat. Similarly, 
it is barely imaginable that s h i p  could show up from Thy- 
atis and tr;y to reclaim the Savage Baronies, because the 
Thyatian government sent out the  original expeditions 
more than a century ago; Narvaez might even agree to 
work with them. However, it is unlikely Thyatis would be 
willing or able to dwate the time and manpower neces- 
sary  to tame and reclaim the other, fiercely independent 
Savage Baronies. 

The Savage Baronies have often been their own greatest 
threat. Conflicts within a barony, and clashes between bar- 
onies, are all too common. Intend conflicts are discussed in 
the entries for each barony. 
As for conflicts between baronies, Torre6n has periodic 

disagreements with Vilaverde and Texeiras over c inmhyf  
dep&te in Terra Vermelha; because Almaxr6n’s former dic- 
tator hired Torredrier mercenaries to enforce his will, 
Almarr6iians sneer at Torre6n. Narvaez does not get along 

well with any other baronies, particularly Sara@, which it 
regards as a haven for heretics and the spawn of chaos. Nar- 
vaez also wants io compete with the Vilaverdan and Tex- 
eiran navies, which escalates tensions there. 

Except for their problems with Narvaez, the sea powers 
get along with all the other baronies - except each other. 
Texeiras and ViIaverde are competitive, and their ships 
often come into conflict. Texeiras grants letters of marque, 
sanctioning privateers to prey on Wlaverdan shipping. Like- 
wise, ships from Vilaverde attack Texeiran ships, whether 
they have letters of marque or not; the V-averdan govern- 
ment has been known to grant a retroactive letter of marque 
to captains who make port in Porto Preto after having 
already raided shipping for some months. 

Except as mentioned, the other Savage Baronies get dong 

with their neighbors. In p”icular, Gargoiia maintains neutral- 
ity in most confliicts. It is not unusual for a Gargoiian delegate to 

the S i i q  Council to be e l d  leader of the council. 

The Savage Baronies lie between 30” and 35” north lat;tude, 
about the same as Georgia and South Carolina in the W 
States of the real world. The climate is warm temperate to 

subtropicd. Overall, this climate is favorable for human 
habitation. The weather is seldom harsh; it snows in the 
northern baronies as often as once a decade. Raim come 

with some frequency, though most downpours so& the 
coasts rather than traveling far inland. Storms are not 
uncommon, and the coastal baronies suffer occasional hurri- 
canes. FIooding occurs each year with runoff from the 
mountains, but is seldom cause for worry. 
The natural flora and fauna of the region includes those 

lifeforms now found in the real-worId Americas, such as 

kudzu, tomatoes, potatoes, maize, plains grasses, deer, alli- 
gators, armadillos, prairie dogs, turkeys, and eagIes. 
Monstrous lifeforms of the baronies indude many creatures 
from the MONSTROLIS MANUALmaccessmy. However, there 
are few lycanthropes on the coast, and intelligent creatures 
are limited prhariIy to goblinoidi and those races men- 

tioned as PC races. 
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Tounderstand the diverse force that affect the cur- 

rent Savage Bamnies, it is helpful to learn about the 

~ o f ~ c d ~ . ~ p p l e s h a v e l i v e d  
in the +n now known as the Savage Baronies, 

and each has leftalegacy of m e  kind, some 

through& eir dmendants, =me through their 
ruins and In addibn, the Red Cause 

I had a profound i x n ~  on the lands of the 

eastern Savage Coast. Accudng to the 
calendar of the baronies, the current 

after the crowing of the emperor in the 

ancestrd lands of the baronial humans. 

year is AC. 1010, which is 1,OlOyeaFS 

Appro&-mtely 4,400 years ago, the 

first humans arrived in the area that 

would become known as the Savage 
Baronies. Driven by war horn their 

eastem homeland, these people were 

the Oltecs, a coppery-skinned race 

who brought arts, agriculture, and 
basic metalworkmg to the region. At 
the time of the Oltecs' arrivd, there 

were few, i€ any, sentient beings in 
the area, thowh there rnav have 

in 

In any case, Oltecs quickly became dominant in the east- 

ern portion of the Savage Coast, and established settie- 
ments along the central coast as well. Oltecs never built 
cities, but they did have ceremonial centers that included 
step pyramids, giant stone heads, and statuary. They built 
edifices of earth and stone. The Oltecs' largest structures 
were of earth; little evidence remains of their locations, 
except for some oddly shaped his in the baronies. There 
are a few stone pyramids in existence, but most disappeared 
as later natives took the stones for their own construction. 

About 3,300 years ago, elves arrived in the region, 
migrating from the Serpent Peninsula, which lies on the 
eastern side of the Gulf of Hule. Like the Oltecs, elves 

settled the eastern and central c u t .  Elves did not affect the 
e x i s t i n g  local culture in any signScant way; they built set- 

thments near human villages, and traded with them, but 
did not intermingle with them. 

Eaves and Oltecs held sway in the area for almost a millen- 
nium. While they occasionally fought each other and faced 
internal squabbles, they h i l t  extensive civilizations, creat- 

ing what would eventually beconie 
ruins for later generations 
to explore. The most 
direct cause of 
the transition 

from civi- 

A\- - 
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was the arrival of a horde of goblinoids from the Yazak 
Steppes. This occurred about 2 , 3 0 0 7  ago. 
The elves and OItecs were decimated by the goblinoids; 

though they had halt with minor raids before, mounted &Ii- 
noid hordes represented the hst truly organized external 

threat that either elves or Oitecs of the region had ever f a d .  
Some elves and humans mmaind in the area, but both race8 
fell to savagery and avoided their once-thrivkg dements. 

Abut 17 centuries ago, another gsoup of humans arrived in 
the region. These were Nithiam, sent to the 

Savage Coast by their pharaohs to explore 

and colonize. These dark-haired. dusky- 

P- 
I 

I Head Peninsula caused other Immortals to take an interest 

in the region, and place curses upon the land and its peo- 
ples. These curses and the magic of the Ndian~ combined 
to produce the &ction known as the F t d  &me. Howtwr, 
powerful m a p s  in the far west were able to confine the 
effects of the Red Curse-to those lands that would later 
become knawn as the Savage Baronies. 

the dea~ct;on of Nithian cidktion s & d  from the effects 
ofthe Red Curse. Many fled. Others discovered that the Ekd 
Curse did not exist everywhere, and avoided the cursed areas. 

" 

. 

Both humans and elves who remained in the region after i 

i Those who stayed were joined by communities of &awes t 

skinned p p I e  settled dong the eastern and 
central coast, expandmg their proud empire 
ovei the region- Nithians captured what 
savage d x s  they met, the only remnant8 

of the humans atld elves who once domi- 
naaed the area Some savageswere kept as 
slaves, and interbreedmg was not 

d to the region not long after the Red Cume 
began. As with the elves and humans, some dwames 

Over the next fkw centuries, E& of note W n d .  
In the west, the mage states d e d  to h &e nation 
&He&; in the eat, t d e s  had a b.iief&rtabn with 

a d i d o n .  About 1,ooOyesrsago, t o d ~  W r  few wt- 

fell, mome left, and some adapted. 

unknown {though it was much mure com- 
m o n b e t w e e n h u m a n s ~ b e ~ n  the small dwmven cokmies, ! 

tlemeniz along the eastern coast, and id&?d wadewith I 

andaomehandhuman 
t r i k a s d l .  

Tordecivibkim fell 
aboutgooy- ago, 

when another horde of 
gobhodI3 hlwcptdwn 

from the Y d  Stepp .  

culture was the target of the Immortal , Dwarves,eb#,and 
Thanatos' malicious manipulations. humanswertabhurtby 
Thamttoa maneuvered the -le into con- dlishordc,sndwtre 
spiring against heir pharaoh, and into 
irritating numerous I m d s .  A h  marlent {and kif i td) set- 
1,500ycm-5 ago, several I m m d s  dementa None dthese 
banded together to destroy the dements were +, but 

v l l l a g e s a p p e a r e d ~ d ~ ~  
tastemportiondthecoast. 

Humanarof&tinathad 
ma% O h  ancestxy, with a 
slight rJ;thian idhence, and 

werethw&dark- 

Skmled. 

Nithians, and eradicated them 
entidy, lea+ as tangible evi- 
dence only a few pyramids and 
atziFactsinthearea.T%e 
I m m o d s d ~ t o y d d  

l n ~ I y t h e y e a r 4 5 0 , a n u d m  

memory d t h e  Nithiam 
as well. The cultural legacy of 
art and philosophy that humans, elves, and tortles of 
the region abswbed over their contact with the vanished wave d human cdonists arrived in tht area; these were 

race is now most often believed to be Oltec, along with the Trddar, descendants of Mhians and liht-&nned Neather, 
pyramids. Alternate theories suggest these ruins belong to and thus lightedbned than those humanr -Iiving d q  
some other culture ofthe Savage ( h a t ,  such as w h  (who the Savage Chst.  The Traldar f o n d  several c ; t y - w  on&e 

never a c t d y  Bettled cast ofthe Orc's Head Peninsula). eastern side of the Guif of Hde; thme & who trawled to 
At the time of their destruction, the Nithkns had just we- the western aide were mody absorbtd by the populations 

ated a powerful magic in the region, laying the foundation already living there (lightening the BV- wederner's ~b 
€or Legacies and fur cinnabtyl and r d d t c e l .  About the same tone). The nations of the central coast-Robrenn, Eusdria, 
time as the eradication of the Nithians, conflicts on the O m ' s  Re+, and B e l l a y n e - m  all founded at &ut this time. 

humans and elves). Along the central 

mast, Nithians m e  into conflict with 
mamcmphns, driving all ofthem to the 

far west. Tortles were lar& ignored 

by the Nithbns, perhaps because they 

were d rare on the eastern coast. I 
Unfortunately for the Nithians, their 

-- 

t 



Tianndbane 
&llowuq is atidbeof wents perikeni a f h e  Swjqge k- 
OnkMoStdoteaiwe-. 
BC 3600 In &e Atrurtghin Plkns fsrr to the eaat, the 

Azcans break a t h e  Qb, and the twogrpupowar. 
BC 3400 To avoid &e angokg war in their homeland, 

surne Oltecs migrate to the Savage (hat, a- the wmt- 

e m  and central r b e .  Mauacorpiona md tortlei d d y  
live $ring the oentrd e and arm- and w a h a  civilize- 
tians flourish MI the -- d. 

B C M  Ehw arrive in tbe region and settle the eastem 

and ceatrd Savage Coast, They live aIongside, hut not 

BC 2000 %en and human mag- settle in the faredof 
the western Savage Gaat,  supplanting aranea; they name 

their land H e r d .  End& are created on the Om's Head 

amDag, Ol-. 



signed it-Hule and d baronies except Nar~aez-are known 
as the S i t o r y  States, and their representatives can meet in 
;Iformal cmnd to dkuss disputes and other problems. While 
the decisions of this Signatory council are not bindmg, mem- 
bzr baronies usually obey such decktiam to amid conflict with 
a mjo.;S of the other bamnies. Hde seldom sends delegates 
to conferences, and often ignores any decisions except those 

contained in the wiginal Treaty of Tam+. 

A century ago, the Red Curse was confined to scattered 
areas of the eastern end of the Savage Coast. A twiated 
monster occasionally came scrabbling or oozing out of the 
cursed areas, but few humanoids fell to the Red Curse, 
because they had learned to avoid the lands under the curse. 
Ispan colonists discovered the Red Curse. but, unlike earlier 
inhabitants, these colonists neither succumbed to nor 
avoided the Red Curse. Inatead, they fought it and studied 

it, and eventually found ways to protect themdves from it. 
A few people even settled in the c u d  lands. While some 

died, others came back c h g d ,  m y  granted magical Lega- 
cies, iome t w i d  with deformities. These individuds were 
studied by schoIari, mages, and priests in the nascent bar- 
onies, and ways were found to slow the progress of the 
curse, h t  through spells, and then with c h t u h y L  

About a decade ago, in response to an invasion from 
Hule, h Guardianos began experimenting with chnabyl 
and power gain, and the first vials of crimson w c n c c  were 

produced. The dict ion,  previously called just “&e CUCW,” 

became known generally as the Red Curse, as its e f k t s  

became more widely known and more people began experi- 
menting with its power. None knew why its effects were 

confined anly to certain +OM. 

k n i a l e  were aware of the nation of m a g e s ,  Herath, at 
the western end of the Savage Coast, but they paid little 
attention to it. None realized it was the magee of Hem& who 
confined the Red Curse to ita limited ama~ of c&ct. Then, 
about one year ago, disaster struck: magic the world over 
suddenly fded compIedy, for aeveral days. During this time, 
the capitol of Herath was d e d  by goblinoids, and the mag- 

ical protections were destroyed. By the time magic was 
restored, the Red Cum? had spread to cover almost the entire 

coastal region. People of the region know the Red Curse 
spread greatly during the troubles, but except for the 
Herathians, they do not know why; most attribute it to the 

wrath of the Immortals, which they also blame for the mdti- 
tude of wars that have occurred rwer tht b decade. 

Baronies were 

able to dcal with the Red Curat. They Id learned enough 
about it to know how to p r o m  themseIves-thgh not all 

could a f b d  to obtain&d& Since the spread ofthe Red 

For the most prt, the peuplc &the 

cmsf2, Inheritors, d d k 4  atad *have all 
bemmemorecammon,psrticularlyin 

tbe Savage -6. Corn- 
m e f ~ e  hira ipa-ewd in the 
Ixtrm!&d&& 

d w n b b s m m e e v e n  
more pronounced. 
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b are precise in this timeline. 
900 A mew wave of cobnhta begms to reach the eaetem 

Savage Coabit, including people from Ylarurtm, Yavdom, 
and the Thyatian Empire. They bring feeu&rn and c h  
structure. Adventurers begin to establish domains that 
eventually develop into the Savage Baronies, and absorb the 

elven, dwarven, and human cultures alredy in the region. 
Wem &over the Red CW, but decide to h y  m ~ y .  

A few halflings dm begin to arrive on the Savage Coast, 

and are ahorbed into l d  cultures. 



963 Yazi gnoUs attack Sarag6n ~d Aranjuez. 

966 Montejo and Aranjutz unite diplomathally to form 
the h n y  of Sara&. 

967 The Barony of MoraIea is founded just  n a t h  of %F- 
d n ,  between Crhobal and AIcazar. 

968 Torre6n wars on its neighbors, conquering and 
absorbing m e s  and A l w  CristoW and Hegdos are 
weakened but do not fall. Elite Torreher warriors use 

swords of d ~ 4 ,  the Rrst recorded instance of that metal's 
use in a large hade. 

969 Tortcbn discovers deposits of c k a h y f  in Terra Ver- 
melha, and moves to take over those lands; to forestall a p- 
sible war Over mining rights, diplomats gadwr and form the 

Treaty of Tampicos, which is signed by Torre&, Viiaverde, 
Tenbas, and Hult. 

970 Elegidm disappears without a trace. 

97l Babosas is conquered and absorbed by Hule. 
975 The wheel-lock pistol is developed in Nueva &per- 

anza. Certain leaders, including a warrior named Cim- 
maron, encourage the secret production of the weapon. 
977 ALnatr6n conquew and absorbs Escudor, then turns 

north and initiates hostilities with Garpfia and Rivera. 
978 To hdp defend itself from Almar- 

rbn, Rivera agrees to be absorbed into 
Gargo~a. WhE A l m a d n  is distractd, 
Nueva Esperanza begins hostilities; 
Cimrnaron's pistoleers make quite an 

3, 

992 The Treaty of Cartedas, h e e n  Guaddante and 
Sara&, solves the question 6f watering fights for cattle 
k w e a  the two nations. 
994 Almandn hcea a time of troubles. An opprtu& s b s  

c o n t r o l o f t h e ~ a n d d e c b r e s ~ ~ r o f t h e n a h n .  
997 Cumdry/ is discovered in Slagovrch; it is mined and 

eded to Torre&, Texeh-as, and Chmaron for t d d t t d  

999 The fitat vid of c d o n  eddcnce ia produced by an 
alchemist in Sarag6n. The secret rpreads to a group of 
adventurers, who become the firat OF& Inheritors. h e  of 
the Inhtritom &e to power in the Brotherhood of Order 
and the Friends of Freedom. To balance them, otbv Meri- 
t w s  join the Neutral Alliance. 

1000 The Immortda begin a conflict that eventually 
begins to affect m o d s  throughout the world. 

1001 The Inheritors face internal conflicts and rcorgmiee 

the digned soJetier (the Brotherhood of Order, the N e u d  
Auiance, and the Friends of Freedom) into the t h e e  Orders 
of the lnberitors (the Order of the Ruby, the Order of 
Crimson, and the Order ofthe Rame). 

1006 Prompted by attacks from Bellayne, the goblinoidi 
af the Yazak Steppes begin undying. Robrenn a-h and 
imitates the Yazi gobiinoids. 

1006 An internal holy wax begina in Naxvaez. The church 
of Nmaez unifies the factions by pmvi&& an external 
enemy: the other Savage Baronies. Narvaez carries its 
I- tu the d e r  baronies. 

impression. - -  1006 Tomeb, Vhverde, and Texeiras ally with Nar- 
979 The revolution in Nueva Ewperanaa ::<< v m  + t b  fight that ~tate. The other five bar- 

continues, led by General CimmaroII. Almar- " <&addante, Cimmaron, A h a m h ,  Sar-, 
cbn and Gargoiia end hostilities, and both ratify and Gargoiia) ally to fight apinst the Nm- 

vaez alliance. Gauchos and Swashbuck- 
Ier *freedom @tern" prove 

effective against the naval 

and mercenarier of 
e Narvatz alliance. 

1 0 0 6 H U h d t h e  
s a w a p  Baranies. The txw#rlk 
end thtir cordicttnlmiteagaitlgt Hule. 

1007 Y& p n d a  attack the baroniee. wh 

the Treaty of Tampims. 
980 Armed with a wheel-lock p h d  and a d d & /  sword, 

&nerd Cimmaron leads his farces to victory over troop . 
from Almarr6n at the Battle of Hondo; his followem declare 
him Earl Cimmaroa, and Nueva Eaperanza becomes the 
center of the newly independent Cimmaron County. &sat- 

&ed with recent leadership, the p p l e  of - rev& 

against their Ieader and overthrow him. Making use of old 
Tfaladaran philosophies, they establish a dem-. 
981 C r i s ~ l d  relinquishes claims OA its huldttgs, ex-# 

for one tower and a few square miles of land; the of 
Torre Criatobal gives up the title 'Bark" but maintains 
independence from other powers. 

984 S e n  ratXes the Treaty of Tt&picoa 
986 Copetez and Bigodloa unite through e; b e  

lands are merged to form t h e  State of Guaddante. 
Guadalante ratifies the Treaty of Tampicw. 

986 Dofia Esperanza corner to power in Gargofia and 
leads her atate into peace, beginning a policy of 4 i  
regarding all the other baronies. 

990 Cimmaron ratifies the Treaty of Tampicos. 

bavc been severely qreakened by previour conflicts. The 
Master d Hade e t a  a curse on h i  enemies, idlictiq floods 
and other M diaasters on the Savage 

109% The Swage Baronies again enter into border con- 
0icta. Torties and other peasants revolt. In A l m d n ,  rebels 
-their and install a Badn descended fmrn their 
farmer nabk h. The colonial Revolt begins, and m y  
~ I m i t a  & l e  their pannt states. Y d  goblinoids 

IO09 Magic a t o p  working, and Yazak goblinoids sack 
thc d i m  capitol of Herath. Though m+ is restored a 
few daya later, the Red Curse has spnad across the e m t .  

d tim@mut thc savage coast, 
~ 
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More than a ftw p p k  have 8u-d that the problems of 
the Savage Baronies could be solved if they b e  united 
under one der. While thia idea is e a t i v e  to many BUO- 

6 to - eborrt e*tioael& n ab&& lmr#w: 
tala. LOB w k  t~d to bc -&@ 
pstr;Oa;C, d th& l edem b rdlect b- 

Riala, including a majorigr of the barons, no head of state is 
willing to give up power. 

Amotbcr p m a i l h  "ray to e thc twwipl is dwP&par- 
* . k ~ h d d & ~ ~ r n ~ M  

For now, the closest thing to a u&ed government the bar- ed+thr~& {e & w$eLt 
tbe& b u a d e r q d ) ,  i f h e k t a t w s ~ w a a ~  to 
m, their chiM might iahaitbh bar&+ w&p+ 
amza ofGargo&ab e b wdb- 

h m a m i a p !  b e  h+Jk kaep tk ~ * b m o t  
yut prwi&dk capablt o f d m g b h m  %* 
with thi~ k of- M 1) &e proqrat b* b 

&e b e  mi& aot be l y d  

hk& P h r g ~  2) ifpiand- e d j &  
ent h o n k ,  s u p -  ofiadapendesce might 

ptud 

onits have is the informal. Treaty of Tampi- council, the Si- 
natoly council. In p d c e ,  this group has m re$ authority to 
make or enforce law, and sew- merely as a forurn for 
arguments that cauld affect d t h e  baronies ifnotcurtd & r u l i s g ~ c l l E e i n N M R e z ~ o p t m ~ ~  

Each. ofthe nine S i r y  States (Hde and d the bawmim 
except Narvaez) is dowed to send one delegata tothe cound 

dong with whatever mistants the delegate feels he or she 
needs. The leader of the Signatary Council is selected each 
time the murid meets, from the delegates who attend. Typi- 
cally, the selected leader is someone with experience, and 
someone with no vested interest in the dispute at hand. The 

f r w ~  

arc k in tk 
council leader i~ seldom a man or woxnan of great &a&- O f R & t g E d A * a a d 4 ) t h e d a l i a a t t ~ ~ k  

k W a k i w 4 - d .  

It is pcxssible, that wexe a charismatic 
leader to arise on the council, he 
or she would be elected to Berve 

many times, and actually begin 
There are m e  barosirtptBqt 

sllgbtbeabfcwmmpr@e, 
to cafly some authority. How- were C W a b  to foln k t o h  
ever, the c u c  individuals ~ \ p b o c o \ d d ~  

units V i d . 4  Ttx- 
etae "rp, w < m  ** 

CMandGUadal .na  
a=-+d*&m 

uedig+pd~@d* 

~ ~ - B - ~ ~  
hr rvcd incommoa .Aa~  

are Swashbucklers, a few 
Inheritors) &lorn have an 
interest in council meetings. 
Thus, the council ia an unlik+ 
source to provide unihtion 
for the baronie& 

O € h  t h e e  

7 nattolr&&+t - 
. - % m u m * * t o s l e  

- t k h o p k a q  
+-XEachptirpvtic 

Another potential road to uni- 
fication is warhe.  For decades, 
rulers in the Savage Baronies 

have consided extending their 
rule to adjoining areas. Several 
have been succesliful-compare the - 
number of 
those that exist now. Howwer, the 

of the baronies (many of whom 1 
J d*+Z 

that once existed to 

, 
current group oEbaronies b kited 
for a quarter of L century, and none 
seem to be in danger of U h g 0  
while border wars and other difE- 

corQictawereto&tothepoint 

C u l h  OOCUT with rqipkty, if such 
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Sometimes called the Sea Poftrers, Viaverde and Texeiraa 
are the strongest naval p o w e ~ s  on the entire Savage Coast. 
They art rivals who, with their strong sdaring presence, 
virtually control the w e ~ e c n  half of the Gulf d Hde. The 
two states often clash with the aggressive eastern city- 
states, especiaIly Hojah and Slagovich, a d  tu a Iesser 
extent, Zvornik. 

Like the humans of the other baronies, those in the Sea 
Powers are primarily Ispan descent, mingled with Oltec, 
and with a fern $aces of Nithian and Trdadaran blood. In 
additiow the pe4pk mf the Sea Powers have interbred fop 

decades with sAem from Yavdom. This peaceful nation, 
located m t h  of the rain forest on the Serpent Peninsula, is 
inhabited by tall, ebony-skinned humans with traces of 
elven blood. Thc people o€Yado& m g o v m d  by a div- 
inarchy, a group of seers and prophets who guide the 
nation, while nobles enforce t+ variom Lm of the land. 
Though the peaceful aqmts of Yavdom c h  have done 
little to cool the hot b 1 d  of Guardianos with whom they 

have intermarried, b- pceeent culture of &e Sea Powers ‘* revere seers and prophets. 
Divinerdi are populi 
among &e d r s  

of v;bvtrde and 

- theiruseful- 
neaa in 

-. --. 

.. 

eiras are known for the colonies they 
have started in various places along 
the coast. Vdaverdeh cdonies 
include Terra and 0 &t& . 
das Tartamgas; the nation recently 
granted independence to its colony 
of Port0 Jkorph. T t x e k  main- 
tains the s u u c c e d  cobnim of 
Protectorado da Prcsa and the 
h e y  of the ~ w n .  
Baeed roughly on the rea 

worl&wertUgal of the 15088 and 
160h & Sea Powers are home 
to swashbucklers, 
-hand pirates. The 

‘4 ?i! 





to spend woffying about that which Fate bm a h a &  
planned; whatwer happens, bappens. AfBcted in 
Vilavtrde are mody b o d  by other fdk, b u s e  their 
visages are unpleasamt and Ckpre&g. In response, 
Affiictad h n d  topher to form their own communities, 
where thq blithely ignore the various deformations of 
their neighbors, rrcting as ifevcrything is p fec t l y  normal. 

h d - d ' k a d e  
Vilaverde brings in money through whaling, shipping, 
and a little raiding. The people of Vilaverde are skilled 
whalem, and the rear off their coast are home to an aha- 
A n t  supp1y of whales. The Wlaverdan fleet dso engages 

in trade all along the Savage Coast,  carrying goods from 
port to port; Vilaverde control8 most sea trade with 
Herath and Bellayne, and has a monopoly on trade goods 
out of Nimmur, the far-western homeland ofthe manscor- 
pions. Its other customers include some ports in Renardy 
and Robrenn. 

To protect and expand their commerce, Vilaverdans 
explore constantly. They have built numerous settlements 
and outposts dong the coast, including three fairly large 
and successful colonies (Terra Le-a, 0 Bastigo das Tar- 
tarugas, and Porto Escorpi&o). Most of Vilaverdeb hold- 
ings are no mom than small forts or fortified d a g e s  used 
for commerce and navigation, spread out .further west on 
the Savage Coast, aa well a0 on the coast of Davania, the 
continent far to the ~auth. Vilaverde once established a 
small colony on the Arm of the ImmortaIs, Porto 
Mal d i c a 0. 

Vilaverde controls the only two large chmBpyI  mints 
so far discovered in Terra Vermelha. They uee most'of. 
the cinnabqf internally, reducing &e number of Amicted 
in Vilaverde. But thty export rignifiicant amounts, pri- 
marily to the other baronies and to Eusdria. Vilaverde 
also conducts beavy trade in the ma d t c c l  gained from m 

of c&nahyL 

RgEgi0n 
While not overly relqmus, the Vdaverdatls do venerate the 

Immortals, espccialiy Milun, Valeriar, and Faiiit. The 
Ambassador is favored over the General; the Judge 
receives lide reverence, ~ I I W  k b g  an honorable & ir 
not an overriding concern to most Waverdanar. 

Vilaverde is ruled by Barldn Jorge "0 Temerlrio" de 
Vilaverde. Baron tforge "The Intrepid" is a charismatic 
human fwhter with the Swmhbuckler kit. b J q e  is 
55 years old, but shows lit& 5ign of his age. He is proud, 
quick, and fit, still able to hold his own in a sword duel. 

WhiIe a dynamic and dmhiag individual, W n  Jorge is 
dm a proknd thinker who cares deeply about his nation 

g aud the welfare of his people. H e  is ~ & B S  in protech 
Vdaverde. 

Ba~6n JorBe's rule i5 eupportcd by an oligarchy of 
wealthy sea captains, many of wborn acbitved wealth 
through piracy. These captsinai and their families arc the 

land's ruling class, the nobility of Vdavcrde. A Captainr' 
Council, d e  up of representatives d the ruling famiiier, 
aierves as an advisov basrd to Bar611 Jorge; the Captame' 

COuIlcil also decides who is admitted to the n-, b e d  
on their activities, wealth, attitude, and bribes. While it is 
said that any ~ t i w  can rise to tht nobility in V k r d e ,  few 
are actual)y admitted by the council; despite bribes and cor- 
ruption, the council does take pains to insure that those 
chosen have sume semblance of noble bearing, knowledge 
of etiquette and grasp of politics. Currently 22 families are 
considered nobility; each hoIds a scat on the Captains' 
Council. The council is growing slowly, with a new seat 

added once wery two or three yearta. O n  occasion, a €am@ 
is destroyed or disgraced and removed from the council: 
these scandala occur once every four or five years on the 
average. 

The Captainb Council meets once a month to conduct izs 
own business and to offer advice to Bar611 Jorgt. While thc 
b n  is not obIigated to act on its advice, he always cond- 

era council recommendations closely, because he knows the 
Captains' Council represents the most powerful families in 
Vhverde. 

Technically, all of Vilaverde and its entire colonial hdd- 
Llg~ are the property of Bar6n Jorge. However, he grants 

. indefinite leases to noble families. The nobles mediate over 
local dhpuks and act as c u d i a n s  of si f l e d )  estates. 

Zn return for the use of the land, they are obhgatcd to pro- 
vide ships and warriors for the protection and enrichment 
of Vhverde. 

Bar611 Jorge has two heirs. His eldest aon i Don Jorge, 
ruler of Porta Escorpiiio, a colony which Bar6n Jorge 



recently 5ranted independence. The b n ' e  wsond w n  h 
Don Fernando, who repreaenta the baron's family on the 

Captains' Council. Since Porto Emzorpih waa granted 
independence, there has been some speculation as to who 
will inherit Vdaverde when Barb Jorge dies. The baron 
had neyet stated his preference 

Th& Gp&i 
P o ~ t o  P r a  a town witb 9,800 pamanent d e n t s ,  

as the capital of Vdaverde. A noiorims p h t e  haven. Porta 
Preto b also the home port of a large fleet of armed mer- 
chant &@. It ia headydefedd, aa are aU other- in 
dlkregioa. 

The residents of Porto Preto are overwhelmingly 
human, though there are a very few establbhed f d i e r  
of demihumans and lupins. However, Po- Preto hosta 
many visitors of widely varied races. Most townspeople 
are merchantss and laborers, including a large number d 
innkeepers, tavern owners, dockworkers, ahipwdghts - 
all those &use livelihood invalves kcaping a navy 

afloat and reasonably happy. Farm surround the 
town, and their produce decorates Porto 

Preto'a open markets regularly; eume food- 
sttuffs are d d  in town, and a small percent- 
age is purchased €or export to  other 
nations. 

Porta Preto ie an exciting towa with a 

spirited nightlife. Intrigue lurks in 

deya, rogues are common, and duels 
occur several times a day. More than 
a little dangerom for the unpre- 

pared, Porto Preta L a plase where 5 
4 

a new experience awaita around 
every corner. -A 

* 
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fore- castle perched high an the windswept &. The 
castle ia home to several dozen humans, and staffed by a 
like number of tortle peasants. A complicated system of 
winches and pull- allows provisions to hauled up the cliff 
with relative ease; from the castle, goods are sent on to set- 
tlements in Robrenn. 

Terra Idqa 
This Vilaverdan colony sits on the weatern Savage Coast 
and borders Bellayne and Herath. Gtablished to control 
naval access to the c i ~  of Theeds in Bellape, Terra Leiiqa 
enforces Viiaverde's quasi-monopoly on sea trade in the 
region. Bellayne's ships are allowed passage to the trade 

routes, but they pay dearly for the privilege. 

Xlaverde maintains a strong military presence at &ha 
dos Gatos (the "Rock of the Cats"), a large fortress and a 
port for Terra Le-a that garrisons Torreher swordsmen 
and rakasta outcasts. The colony also operates a sulfur mine 
and a lighthouse. It encompasscs the ruina of Ehpora-Verde 
and two villages, TrCs Coraq6es and Postera; the latter are 
both centers for commerce with Herath. Fkpora-Verde was 
a tower sacked by goblinoids in the recent wars. It h a  not 
yet been rebuilt. 

Terra LeloCa receives quiet support from the Great 
M a g u s  of Herath, because it is costly to Bellayne, helping 
keep that nation from threatening Herath. In return for 
the support, the Vilaverdans allow Herathian merchant 
ship8 to s i 1  through the colony's territorial waters with- 
out interference. 

P o r t o ~ r p E o  
Thh smdI state, on the western coast of the Ore's Head 
Peninsula, consist8 of IittIe mure than a castle snd a light- 
house. Established as a Vilaverdan trading post, it wats 

granted iad&ence a b u t  two years ago, when Vdaverde 
recalled troops and relinquished official control of the 

Don Jorge de Vilavcrde, awn of Ebdn Jorge, luna Port0 

diers lxwk to Viavetdo in times of trouble, Bar6n Jorge 
gave bin son complete control mer the holding: several 

troops remained I o y d  to I h n  Jorge, and ataycd in Port0 
hcwpilo.  While Don Jorge appreciates the political 
necessity of the decision, he understandably feels aban- 
doned, and wondm whether he cuntinues to bt heir to all 

x)oo Fwnmdo. W l d e V i d  and potto %cur- 
p h  maintain trade and cordial relations, the r&tim&ip 
h w m m  fither and son h become strained. So far, Don 

COIC8q- 

EhoSpi%o. In an efFm to cut 4mSh and to bingvettran sol- 

his W B  €ci&qgb OrifVlaverdtd be inhtribsd b y h  

Jmgcbasremamad - E a y a l , b u t h e i 6 h o p a t i m t f a a ~ ~  
rq@iElghiSartatus. 

Porto M&i* 
This former coIony consists ofthe village of Mato Grande 
a d  a fortress 6 t h  the same name as the coloi~y. The d 
holding on the Arm of the IiamortaIs dedarcd indeptn- 
cttnce when Porto bcorpiiro was released. Sirice Parto 
MaldiqSo is smaIl, far away, and of little irnporbnce, 
Vilaverde released it too, without a second thought. 

Like V & d ,  Texeiras i home to ad-tmvdkd,  h&-+ 
itedfdk. Though b v i d l y m o s t  Ram& as abomehr 
pirates, Texeiras is fecognized aao having legihnatc merchants. 
While VIV& take8 what it wants, Texeima earns ib ps- 
sesionr and trade, in most people's minds. Ironic&, Tcx- 
eirans are less often conaidered thieves by outsiders simply 
W they are more subtle about their practices. 
'Ib -le of Texejl.as are aIittle less b o i i u s  dmu thasc 

of VElaverde, but are j& as independent and proud. In €act, 
Texeirans are even more patriotic than Vdaverdans, tu the 

point where they hear insults in ewn the d e s t  of & t i h a .  

?; , 

Most of Texeiras i s  forested, though the state includes 
grasslands and aburpdant farmland as well. Fore& are care- 

fully protected, b w i e  they provide! the wood for Texeiran 
dips. TexeiraS &a small portion o f 0  Grande Earcsrpa- 
ment, the g r h d s  that border Terra Vemelba. Situated 
around the Baia da Sereia, Texeirar is shielded horn the 

worst of the weather in the region. 
T~wasfoundtd&Oyearsagoalong&eastemsdge 

of Baia da Sereia. Almost 30 years later, it absorbed the 

Yavdlom colony of Tanaka, which had ocmpitd cab0 dm 
a o s ,  now the eaitem end of Textiras. In the ~ a m c  cam- 

paign of conquest, T k x k  tmk ovef the barony dlMarino, 
which had earlier Men from Narvaez to dab tbe 
shores of Raia da Sereia. Narvaez has threattwd OR= or 
twice to& back tbe Marim lands, but has nevcl.brolren 
ttbtd~OfTGXIEh.AttllCXl!#OE&,rrxeiraai6 
o d i m o n * g o D d ~ ~ N ~  



b e l i e  them to be an honest, hard-workiqg folk- wi+ 
The mare worldIy people of the Savage Coast: have 

learned to be eautious in what t hy  aay about a Texetan, 
Texeiras, or any product that state. Texeiranr have been 
known to suggest duels ifsomMpc offi b l o w  a price far 
their goods. Texekans axe a prpud lot who tv to avenBe 

any insult against &em, real or imag;ned. 

Like the Vhverdans* Tcxeirans are not overly religious; 
they re~m Milan, Vale&, and epeclally F A  They hdd 
the Ambassador in high esteem, but the Judge and the 

Genera are c o d 4  1- important. The TexeiraS WXW- 

ation of F d a  provides common ground with the @e Of 

Narvaez, who know her as the Inquidor. 

n e  R " L  Thehdcurse 
Like vilaverdans, Texeicans seldom think about the Red 
C m .  Life ia too short to dwell on something so depress- 
ing. Texeiraa b a thriving trade in cbuzd iyd  so Afflicted 
are relatively uncommon. Texeiran enclaves of AMicted 
tend to stay r&er cheerful and are well-maintaincd, like 

those in Vilaverde; deformations are ignored by the 
inbahitanta of the enclaves. 

Industryand'Ii.ade 
Texeks' main expa* are Tome& 
woodand&dqf Most 
timber exports go to 

T&as€m&w 
on b- 

Vdaverde and 
Renardy; Texeiras 
knows that Nar- CByTheThtn 
vaez wants to &imstbetop 

piiion; tbepv- 
€mQrSheb 

build a fleet to 
rivd its own, Nar~ae~ 
so it usually appoineedtodif- 
find excuses to not sell fupptregiops 
wood to N-z. ( i m d  and 

&WtBt 
e l W e L a n d  

C a y 1  is imported as well 
as exported Most supplies in Tex- 

c0ns;dCdnobil- 
ity. The- 

OETexdmnoQbles 

The & of T& is Barb htokmeu "0 Cab"  de TCX- 
&as. Baron "3art the Bald" is aretired adventtlrer, P human 
&dbuckh tAiefnaw hb d y  6orr. The baIwIb wife d;sd 
some pars ago, leaving him without an heir, T k e  is much 
s p c d a i i o n a s t o w ~  hcwiil natuetotacehisplacle; the- 
runner m to be da Sotishfl (e Pmtmbdo da 

Presalater in this -1, but IILBD[Y believe Bar& Bart 
will choose some unknown who impresees him with 

daring a d  honor, More than a few adventun~~ 

~ V e t r i e d t o ~ ~ ~ ~ a a d ~ &  
the;.activitics. 

eiras come from Shgovich, from d 
deposits in Tura Vermeha, and from 
trade with Vdaverde (usually in return for 
wood). Narvaez r e k  on Texeiras for most of i& 
cbwdiy! T e x b  also tradm in n d d  B S ~ B C ~  in 
return for c i w d t y !  from Slagavich. 

Tmiras has a strong merchant fleet to protect ita trade 

routes, and has established numerous outposb along the 
Savage Coast. These include two impo-t colonies, Pro- 
tectorado da Presa, near Renardy and Eusdria, and the 

Colony of the Horn on the O r c b  Head Pe&& Texeiran 
crews consist mostly of swashbucklmg rogues, and are sup- 
plemented by Tomeher mercenaries who =me aa marines. 

The Texeiran fleeta are responsible for much of the corn- 

merce along the Savage Coast. They cany & to all  

the ~ t i a n s  of the coast; E& in par&& SS a consistent 
trading partner. It is usuary Texeiras that trades with thc 

city-states, and with Robrenn as well. 

m 
I 
rn 
rn 

The Gulf of Hule 
shrewd judp ofchaiwtcr. H e  

i consideredacompetentlderbytbepeopIeofTk. 
' Z l r e d - a C t h e g w e r n m e n t i s d l i k e a  

~ g u J d a d t t b e b a r o n h a a n ~ e m m s p k , ~ a n d  
o t h e r a # e n t $ i n h i a ~ T b e ~ - B a r t ~ t r a c k o f  
&hddlq&inw@od * -t%aldlakfl?bm-*al= 
abw him in Ilmllpb b fa the g d  ofTmiG3sL 

B a r h  Bart im in a difficult position because ha muat 

maintain his borders against powerfu1 neighborar. All of 
them covet hia rich capital, his fleets, and his colonjal 
holdinp. The barony's overall population and land 
fQmer remain rather light in compa+on with its neigh- 
bors, So far, dipiomaq, bribery, and skillful w e  of polti- 
cal manipulation -or assassinations - have maintained 
the s t a t u s  quo. 
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Boa Mansgo. with its population of 8,700, is by far the 

largest d e m e n t  in Texeiras. &sides bcing thc center of 
government, it ia also the center of commerce and cultwe. 

Most mtrchandiw brought through the region, including 
loads of cinmbryd pzwes through thGs town. Far leas Ip\Hdy 
than ita Vdaverdan counterpart, Boa Mando is a town with 
museum8 and theattrs, as wdI aa inas, taverns, and bud- 
nemei devoted to shipphg and commerce. 

The citizens of the capital are mostly human, though 
there are a few permanent residents represnting each of 
the demihuman and humanoid races oE the Savage Coast. 

As in Porto Preto, most inhabitants are merchants and 
Iaborers, though there are a large number of artists and 
craftem as well. 

F&ca Both villages we* -ked by ~ d b u & k  during 
the recent warai. They have not yet k e n  nbujlt, ‘though a 

few Af€l iMhave mwcd to Vila Franca and aretrying to 
gain acharter for government from Bardn Bart. 

-the coast near V I  Frsnca lies the a h  of a d bat- 
tle, fought just  ovdr 60 years ago b e e e n  Texeiras and 
-0. b o ’ s  hqxa Of independence ended hem. Moat 
sunken ships in the area have been dmtoaghty sewcM, 
but a few d & t  haw  treasure^. 

ProtecmradodaPresa 
This domain consists of two large islands ( I l k  @meas, 
the Twin Islands) and a fair part of cab0 dim Bale& (the 

Cape of Whales), located muth of h a r d y  and :dwwiq?; a 

b d e r  with W&. During the recent wars, the Met- 
topado da Pmsa decked independence frpm Texeiras. The - 

Boa Mansgo is a reasonably quiet place; since com- situation escalated into a amall civil war, and the coIony’$ - -  - 
merce is so important to the nation, and the capital is the 

center of that commerce, outright thievery is frowned 
upon within the town, Most Texeirans know better than 
to rob someone in the capital; many thieves in the town 

major setdements M razed. To end hcratilitim, &e colony 
was granted near autonomy, but is s d  c o n s i d d f i t  p- 
erty of Texeiras. 

The main settlements 
m the region are 

imposing €ortrees 
b Prqa Forte dt 

Texeiras, and 
wdl-defmded 
To- Cnrzada. 

Solidao and 
Porock and &e 

’town, Po* do SUI, 
remain m ruins. 

Because Protectorado da 
Presah shores are now 

h r t  on l m d - b d  p m  
tection, s h i p  patrol the 
region constantly, peri- 

Both villages, 
rate schemes than simple robbey. 

- ’  ..k 

also boasts s m d  garrison of 
Todner  mercekes  and a 

fewship. IncaEeofan 
attack, t h e  d t a r y  forces 
are intended merely to delay 
any attackers while a mes- 
sage is sent to the capital fox. 
reinforcements. 

Until recent&, there 

Besides the caaital, Texeiras has 
or& one major settlement, the 
d a g e  oFVelha HaValha on 
&bo dos (30s. Pmnady a 

Wing *e, V& Navalha - -  

&‘9’3y I\ d i c d y  reliwipg m e w s  
at the colanyb impor- 
tant lighthouses. Per- 

w e n t  acdemcnts a m  
beginning to develop 
around the two min- 

ing camps on the 
cape. One mine pro- 

duces opals, tbe 
other silver; thee 

are important assets 

k for Tmteiras, and att 

t 

I 



tht lord of Prap Forte de T e k a s ,  L acturtlly a My, Dom- 

i n h  da So&&. A charismatic Homokbound Wter, she led 
the rebellion against Texeieas, brrt b wbe emu& rrnd has 
enough supportem in Boa Mans% that B d n  Bart felt it 
would be unwise to remove her. The two leadem c w  an 
agreement abut the colony’s artotus that seems to satis& 

bo& +si. Some Texeirans speculate that in return for 
Do&- M u g  the colony to remab p x t  of Texeiras, 
the baron  ha^ named her heir to Texeiras. Neither leader 
has choien to comment. 

The coloqv of the Horn 
Located on the upper western tip of the Orc’s Head 
Peninsula, the Colony of the Horn consists of a village, a 
fort, and several square mifer of rehtively barren Land. 
The tip of the Horn ts also known aa Cabo do Macaco, 

the Cape oE the Moakey. The land here shades from 
grassland to sand dunes, but the colony also boasts some 
rich plantaiionr. 

Fortaleaa da Boa Vista is a small fortress, but it has a 
substantial military force, composed of about 200 Tor- 
re6ner mercenaries, a like number of Texeiran ground 
tmp, and about a dozen ship. The fort allows Tex& 
to maintain a otroag presence on the Om’s Head Penin- 
i u 4  which is rumored to have many untapptd resoiwcp, 
as well as ancient tma~ure h h .  

The small dlage of Born Jardim, home to about 250 
people, has become known a% a haven for those avoiding 
the Red Curse. Those who recover from Miction can p 

there, if they can afford passage, to convalesce. O n  occa- 
sion, advenmrs retire in the dage, where t h q  no b g c ~  
have to worry about obtaining cianabtyf. Though Born 
Jardim iu a quiet place, it is jedously guarded by its resi- 
dents, perhapa half of whom have an adventuring back- 
ground aad arc more tkan able to defend &and-. 

Probably the most famous part-time resident o€ Born 
Jardim ia Killian, a privateer who ranger up and down 
the coast, never spending more than a fcw days at a time 

in the cursed lands. Killian’s ship, tht Sciwymt, is named- 
for a lost love, a golden-eyed elven woman of pndt man- 
ner and surpsiug beauty. With h i  swashbuckling crew 
and his Texeiran letter of rnarqut, Killian raids ships ali 
along the Savage Coast. H e  ia es@dIy fond of attachq 

ships from Narvaez to remiad the state bow pitiful its 
naval forces are. 

A h  called the Red Landr, this arca u~~htn  of tdanda, 
rocky hilh, scrub plains, and & inlmoe+ble terrak 

Mountain. Despite the unattractive nature of its Ian+, 
inciu* an active volcano, serra srtlgrrinca, the 

Terra Vermelha is the  object of fierce competition. cla;med 
by both Vdaverde and Texeiraa, the lands hold w y  4 
-red depopib o f e u t y i  ~ o ~ g h  f e ~  &+ii lrut 

advantage, this c i n d q d  is neverthdess a flashpint 
between the two baronies, as well LB the othrr bordering 
nstions, To& and Hule, 

m;rra% i0 
Terra Venn& and p- b Tueiras aad 
T o d n  roam comtandy, occ&ondy h d h g  d ~ p h  of 
c&L Torrebn, with i& strong matary, .in the best 

position to ovemn Tern Vermelha and seize its -WE. 

However, the Treaty of T m p h  k e e p  the r d o m  in Lint, 
more or I-. 

The treaty states that the fimt nation to raitae its flag 
above a desired mini site gains the right to mine there. To 
raise a flag, a messenger mumt bring the news to his CW her 
nation’s ruler, than return with an o & d  delcgdt and a 

mining writ. This f i rs t  step ib the most dangerous, iince 

rivals often kiU e- sa their own +can be 6 m ~  
More than once have armies clashed over a treachemui 
ambush M a U d e d  writ. 

Settlements in the Red Lands include the two ofhid 
hvilaverdan mines, Mina do Sui and Mina do Norte 
(South Mine and North Mine), and two nearby, ltrs- 
aavoiy camps. Aa their n y  suggeit, southern Camp- 
Ladrh is  home to  bandits looking for other nation’@ 

~ p e c t o r s ,  and northern Campo dos Ogror boleten its 
might with ogre mercenaries. 
wads, gobiinoids, and foul monsters also reside in 

the Red Lands. Some of these inhabitants can be ptr- 
i d  to work with forces horn one of tht f w r  n e i g f i k -  
iag nations, for outpseour fees. However, none arc 

terribly loyal and all tend to switch loyaitira whtacver 
tSey m&ve a higher offer. Like moat natives of Terra V~T- 
melha, wken not accep-mercenary pay-and -me- 
timer wen w h b  they are-these raiders prey on miners, 
caravans, urd border v i h p s .  

Onc ofthe mom interesting features of the Red L a d m  
ie the ruined city known as Antro do Dragk, the Dragon 
Den. Originally-built thousands of years ago by Oltew, 
the city show +ns of later habitation by Nithianu, elves 
md dwarvm. The city remains in rernaxkably good c o d -  

& for ita e, because no one has qent enough time in 
it to too m d t  damage. Whether the place ii wtu- 
ally the bmne d a dragon or not remains speeukion; it is 
definite that Borne p w e r h l  creature guar& the city and 
i h  &. 

I o n g d  to pmndt their & l t L  with A y  8 i g d W a l e  

VJavde cuecently 0 p e r - e  only tyo 
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The humans of t h e  b n i e e  an primady of Jspan descent, 

with strong trace8 of Oltm Mood, and lesser admixtures of 
Nithian and Traladaran ancestry. Narvaez and e8pccidIy 
Torredn is also home to many elves. h a w e n  families reside 

in iome districts of Nmaez, and a few members of other 
races are residents of larger dements ofthe two states. The 
&e of both states are steroegped as brave and pasitmate, 

and are reputed to be h e  waniors. 
Torre6a and Nmaez are known as hnds of mercenaries, 

€or they supply profemion4 aoldiera to other nations of the 

Savage Coast. T o d n e r  mercenaries are known for their 
loyalty and skill; Narvaezan mercenaries are valued for 
their fierceness and high standards. Sellswords of both 
nations are considered skilled professionals, well worth the 

money required to hire them. While the people of the Sea 
Powem dominate the oceans with their navies, these states 

have bnd forces to be reckoned with. 
Each of thew nations also has a long and violent history 

of wars and conquests that have allowed them to achieve 
their prement status. The harmh conditions of the border 

land4 has made their people tough . .  
survivOrs. As a result, Tor- 

te& and Narvaez 
' h a r e  the most pop- 

> -.. ulous of the 

savage Bar- 
onies: 

.e --- ;- 
&, 

: each .. *. 

all the baron& juattheh, 
them to put adde their arpnenb 

and face the greater k. 

postures, dreams of conquests, 

and em&, both Turr&n and 
Narvaez are weakened by 

Now, despite their threatening 





soldier8 in this barony. 
Warriors axe common in Tor- 

re6n, with the Myrmidon kit 
seen most often. Some Honor- 
bound, Swashbucklers, h c a l  
Heroes, and Gauchos are also 
seen, as are a few Defenders 
devoted to Faiia. The nobility is 
irnall in Torrehn, so the Noble 

kit is uncommon. Most of the 
nobility of Torredn is elven, and 
the rest is human of puce Ispan 
descent. 

Twredn also has a fair number 
of Militant wizards and W a r  
Priests. There are few rogues in 
Torreh, which lacks the large 
population centers and the 
wealth needed to support them. 
Most Torredner rogues are 
ScoutB or Swashbucklers; the 
latter kit is also used by most 
Torreher wizards. There are 
gome Inheritors in Torrehn, but 
they keep to the larger towns or 
the company of nobles, because 
Inheritors are despised by peas- 
ants and Amicted in Torre6n. 

Southern Hule 

The mercenaries of T o d n  are rehble and reasonably 

priced; a typical fee is one om (gold piece) per person per 
week, with a bonus percentage dotted for experience, ao 

most common mercenaries in the company actually earn 

about five dies (silver pieces) per week. There are sewrd 
well-organized mercenary companies in the barony, each of 
which follows a skilled captain. These mercenary captaim 
gather for an h m b l y  once a year to discuss issum impor- 
tant to them all, such aa payment scales and employment 
opportunities. Individual cap& a b  mset whenever thew 
companies happen on one another. A pemn who wishes to 
form a company of his or her own must go before the 
hsembly, where the curreat captains vote on the applicant. 
If approved by a simple majority vote, t i e  applicant can 
recruit a mercenary band and seek employment. The cap- 

tains approve only those individuals who they believe will 
uphold the honor of Torrc6n a d  obey tht b m b l y i  de& 
sions. 

Tomdner mercenaries prefer not to fwht against other 
companies of Torreher mercenaries, but they d do sa if 
ordered by their employers. However, employers should 
realize that if they order such a battle, Ieaders of the 
involved Torre6ner companies meet before the battle, and 
allow any mercenaries who have friends or relatives in the 

other company a chance to refwe combat, without loss of 
honor M pay- Ail Tomdner mercenary captains adhere to 

this &cy, a fact that is known to most potential employem 

acmaa the Savage ht. 
Note that some mercenary companies are composed of 

only ARXcted. Their prica, leadership, and attendance at 

the Assemblies a r e  the same as for atandad companies. 
Amicted companies art shunned in polite society, but axe 

known to cause dread and d q p t  in their enemies, some- 
times giving them a psychological advantage. 

TheRedCume 
The Red Curse ia acwBtant threBt to the people ofTorreh. 
While c i h m  in the h e r  tolwns do their best to ignore the 

m, a very large proportbon of the people in Torre6n - aa 
much as Id-are Af&ttd. Some AHicted join mercenary 
companies; most othem live in armall enclaves. S d  size, 
howtver, does not guarantee wall incidence. Afflicted 
enclaves aft bund everywhere in Torre6n: ragged sections 
in towns and +, tiny farmirq villages along rivers, and 

The people a€ Torr& never forget the Red Curse, and 
those who aip able ga to great lenghs to a d d  it. Af€licted 
here are not like those in the Sea Powers, able to pretend 
they are normal, at least when among other Amicted. The 

bidden camp% in kuh and I&. 

I 
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AMicted of Torpe6n-6scl they are u n d s  a curse; they hide 
themselves from view and axQid contact with most other 
people, wenather 
More othera can. 

IudmstryandTh& 
Torrek's biggeH export Lmercenaries, who scme as mili- 
taxy forces, a + QT d g u m d s ,  and a marhea on 
Texeiran &p.'3%e &vwwncnt m&ives a olnau aha& oP.B11 
money e-& by r n c ~ c ~ a r y  companies with h t a d q h  
in Torre6n. 4 ,  

Torre6n dm exportm aDme wood and food, au well as a 

little mi'& This state getn molrt dits -1 fmem Terra 
Vermelha, where Tomc6n wouts and proqectms mam con- + 

staudy, or by tm& t d d k c f  with Slapmch. Turrdm, home 
of the person who "discovtmd"E0a has e k p i l e d  the 
m a t e d  for yeara In additim, Toneb% campa- 
nies, which usc q- lot of*& & retain a &cable 

amount of pcadtccd The gavermnene ofToffesn & a por- ~ 

tion (about 10%) of 6 s  d d t d  as -8, &ing the b y  

an ample supp1y of the m a g i d  metal. Mercenary -pa- 
nies use the rest of their e3-L to ann thtmselves. Tor- 
re6n's capital, Ciudad de -, harbors a famous Guild of 
Swordmakers whwt d d &  weapons a + tb@- 
out the Savage W. 

Torre6n's best trading partner is hardy, with which 
an overland trade route i i  ~~&ta ined .  Toffficdn exlportr 
d& weapons, and memnarid to Re-, aa WW rn 

wood for ships and a small amount af EiitRabyic I n  retmm, 
R t ~ a n & ~ p d & s  wine, food, and finished goo&. Tor& 
pe&n Jw ah0 b c p n  acquiring &+€+om Re-, 
whichget% i t  frob Cimmaron, in hopes of building dm& 
P* tht cannons have nbt yet prpved mmem- 
ful. s w  imports & p k k r  fi.em G a r g d o  md 
abme directly from Cimmarea, oftba in c*&anp for 
f d -  3y  uiing wyurd  sources, Torredn hid& the&- df 
+jp acquisitiqs. 

R4!+ 
Religion is of some importance in Tomebn, &ere Fa%lcr ir 
revered before aI1 other I m m o d a .  The herd and the 



Torre6n is ruled with an iron h t  by Baronesa Isabel “La 
Terrible” de Torre6n y M o d e s ,  a human noble in her 
early 30s. The baroneiia has been in charge of the state 

since the death of her father when she was in her eariy 
teens. She had to withstand political intrigue in order to 

survive, and this has only d e  her more ruthless in her 

Doh Isabel p b  to b d d  an army of conquistadors and 
eventually take over Terra Vemelha and Texeira To r a k  

funds, Dofia Isabel instituted many new taxes on her 
people, driving m y  of them into p v e q .  Though the 

poverty has hurt the people of Torreh, it h a  a l ~ o  

e m a g e d  dum to become mercenaries, or to enlist 
in the baroness's ann&. 

guard the outer limits- of her territory against  

bandits or goblinoid raids. The remaining 
troops enforce collection of her unpopular 
taxer among the popufation. Torre6n probably 
an army large enough to take over Terra Vermelha 
right now; however, because of the recent wars, 

T o M n  wanta to botd off on the attack and consoli- 
date ita forces. After all, an attempt to take over 
Terra Vermelha would break the Treaty of Tampi- 
cos, probably di the other baronies to ally 
against  Torre6n. The only loose cannon Doh Isabel 
hopes for is Narvaez, which haa long been on friendly 
terms with T o d n  and could probably be counted 

approach to politics. 

Doiia habe1 needs most of her  troop^ just to 

j 

,-; 

i 
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as a supporter. 1 
Doea Isabel’s ciriving ambition is to be &le to 

sbe docs not yet have any children. Doiia Isabd’s 
leave a good inheritance €or her heirs --even though 

heir presumptive is ayounger sister, Rosa, a lovely 
&I in her early 20s. Though the baronesa recognizes 
the need for a sucessor, and deipite her greedy and 
power-hungry style, she harbors fantasies of marrying 
for love, and would be happy to shunt to her sister the 
political responsibdhy of marrying to produce an heir. 

*: 

If Doaa Isabel’~ family should die out, the sucesrion 
would pass to her elven advisor, Augusto, who has coun- 

seled her family since the barony began, and who was a 

companion of the adventurers who founded both Alcazar 
and Torrdn. August0 is a Noble khter  who is not quite 
two centuries old, and who could potentially rule T o d n  
for another two centuries. 

Like Augusto, many other nobles of Torre6n aft elve8, 

and most have been around aince before any of the Sav- 
age Baronies were founded The early inhabitants of Tor- 
re6n came to an agreement with the prominent eiven 
families of the area, and have aiways considered them 

part of the barony’s nobility. For thia reason, the pre- 
ferred bnpage of the nobliv, and of diplomasy and eti- 
quette, is elvish. 

The capital of T o d n  is Ciudad de IAn, a town OE 7,400 
that sits on the state’s southem border. Sliihdy mofe than 
haf (approxitnabely 3,800) of the townsfotk are elves. More 
than 1,000 half-elves live here, and most of the other citi- 
zens are human. Ciudad de Le6n io home to most of Tor- 
re6n’s nobdity, though each other town and village in the 

barony basts one or two noble families. Besides the noM- 
ity, the capital dm houses nuinemus rnerchanta, crafbers, 
and soldiers, as well as a smdt tabor force consiting 

Ciudad de LAn is an orderly town. & bcautte 
of the squadrons of soldiers that patrol ita streets. 

The townspeople liw accordq to d i h t s ,  so 
nobles live among noblea, merchants among mer- 

chants, and sa forth. The AfEcted are in thi man- 
ner kept from mixing with high d e t y  in Tomdn. 

$ 
I moatly of F r  m c t d  
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A town of 6,800, Ciudad Mordes lies in the center of 
Torre6n. It is a major trading center for the barony; 

most of its people are merchants, crafacrs, and labor- 
em. The barony dm haa six major vdhgm: b e g r a ,  

a town of retired &em aamed far the recently 
ruined tower near which it a built; Fbbla de 

Alc-, a farming village that is a headquarters for 
prospectors and e&bm headed into Terra Ver- 
m e l b  Vhvieja, a farming vllfage that is one of the 

laqest p d u e m  of food in the Savage BarrrrHea * ;Peublo 
Real, a d a g e  d d  to farmins and forestry h Gua- 
jacas, a farming v;llagt in which the entire p e n  of 

over 500 ;I&vid& is m e t e d :  and h s  Chambas, 
another trading and GJming center. Note ttbat Laa Guaja- 
caa houm the largeit concentration of meted mywhere 

in the Savage Baronies, poasibly on the entire Savage 
b t :  it is a somber and eerie p h ,  where haunted peuple 
go about in mash and cloaks, even during the hottest d a p  
An air of depression lies thick over h Guajacae, and few 
visitors stay for long. 

Tome611 also has two major forts, &still0 Grande and 
Torres ihlientes, both of which help defend the statei wesb 

ern borders from goblinoids. Castillo Grande E h  on IA 
Escarpadura, its towering form overlooking Ciudad de 
Ledn and serving as a deterrent to make Nasvocz think 
twicc about in+ ia notthtfn neighbr. 

Twre6n also o w n s  several sets of ruins, most from the 



recent wars: the villages of Chiquitin and El Lugar, both 
deserted settlemcnC (most bull&ngi are ati l l  in-), their 

populations drained to support the war; the fortress Fort- 
aleza, gacked by goblinoids and rumored to be a store- 
house of treasure protected by traps and vile monsters; 
and two towers, Torre del Duende and Bastion de 10s 

Cabdieros, both ruined by Hule. Torre6n would like to 

rebuild these two towers, as well as the one at h e g r a ,  

and haB been looking for bold adventurers willing to 
reclaim them. 

Although Narvaez is a larger barony and lm a hfgher pp-  
&tion than its neighbmm, its people &II sufh  from exces- 

sive taxation by a brutal rulership. In addition, Narvaez 
endures the Inquigition, which appears unexpectedly to 
check the loyalty of commoners and nobleB dike, to ensrure 

their devotion to Ixion. 
Narvaez is known for its mercefiq forces, but is also 

seen as a dangerous nation that A n t s  to thrust ita patron 
Immortal -and his accompanying Inquisitor -upon the 
other nations of the coast. The nation has no real allies, 
though it gets along reasonably well with Torredn, Texekas, 

and Gargoiia. 

. 

h does Torre&, most of Narvaea sib dong a river valley; 
the barony’s lands run mostly to farmland and forest, bro- 
ken by small ranges of hills. The land i very f e d e  in Nar- 
vaez, supporting goad farming. 

Also like Torrebn, Nawaez has had a long and bloody 
hiatov. It was the first barony founded dong the Savage 

Coast, and is the only one ever offieidly chartered by the 
d i s t a n t  government of Thyatis. Narvaez once stretched all 
along the western coast of the Gulf of Hule, from La 
Escarpadura in the north to the Claw Peninsula in the 
south. This claim covered land on which humans, dwarves, 

elves, and tortles were already living, and induded the 
lands now known as Cimrnaron, Almarrbn, and Gargofia, 
as well ati part of present-day Texeiras. 
Three yeam after Narvaez was founded, the southern tip 

of the barony, on the Claw PeninsuIa around Nueva bper- 
an=, declared independence. This area eventually became 
Cimmaron. A year later, another small area broke Away 
from Narvaez, declaring itself the Barony of Montoya; 
lands held by elves and dwarves, Montqa included what b 
known today as h d l o  de LOB Hidalgos and the nearby 

range of h;ua. 
In 913, Narvaer was split between two heirs; the north, 

including most of the present-day barony, remained Nac- 

vaez. The south, hcludmg v n t - d a y  Almarr6n and Gar- 
go~;r, became the Barony of Sotto. Sotto had a very r d s y  

histary, mort of which is detailtd under Gargofla’kd 
Aimarrbn. 
Narvaez remained relatively stable und $.30, when tht 

Barony of Marino s p h e r e d  off to fom  or^ the we3tem 
shorea of Baia da &&a; Marho remained independent 
until it  was conquered by Texeiras in 958. In 935, the 
h n y  of Quimeras declared independence from N h a e z ,  
claiming the land from Ciudad Quimeras to La 

military €arcear. In 937, Namaez a i td ; td  both Qu’ meraa 
and-- and aftera short war, reabsorbed thtmboth. 
Most Montoyan dwama fled to other places, but the ehries 
d & d  to become fully integrated into the p p b t i o n  in 
Nwaez. 

By the end of these hodi t ier ,  Narvaez eitablished 
the m e  tmrdew. it still h o b  t+y. The mi€- 

,+ build-up however, continued, the growing number of 
troop helping Narvibez retain ita territory for more dmn 70 
7. The barony has remained d a d d y  peaceful, a k t  
,far the large part unrealized. concentrating w €a& its 
hddinpandbddingpower. 

However, five years ago, an internal theologicd dispute 
d t e d  into holy war in Narvaez; ta unite the feuding fac- 
tions, BW&I H w  djdared external enem&. The no&m 
states of T o M n ,  Texeiraa, and Vdaverde allied with Nar- 
vaez againat the remaining baronies. This manufactured 
wax- supplanted bya greater threatwhefi Hule attachd 

all the h n i e 8 ,  and waa later postponed again so the bar- 
onies could deal with incrtadling goblinoid raidr. For the 
laat year or so Namaez has been peaceful, but other bar- 
onies &I1 remember t h e  attempted conqueet;’ and many 
consider N a ~ l e z  an enemy. 

lzwqdm. Narvaez hadhad enough, dttejpbuildiag 

The PBople 
Like the people of T o d n ,  the folk of Narvaea arc brave, 

paasionate, and easily offehded. The hardships faced by 
Nafvaez foarped a people both rugged and pitiless. Nar- 
vaezam are also devoutly reLgims, or at l a  act devout, to 
avoid being ptmecutcd by &e state‘s elite troops, u a d y  
known as L a  M a t h e r  (“the bullies,” with slang connota- 
tions of W w *  and In ad&tiunl natives of Namaez 
feel superior to other Guardianos, because they are confi- 
dent in the righteousness OE their religion, and because they 
are the oldest of the Savage Bamnies-mme go so far as to 
say, the only le&nate barony. 

The p p l e  of Nmaez are m a d y  human, though elves 
arc co1pmon, d mme b and half-ehzs make homes 
here as well. A f!ew tortle pasant f d s  remain, scattered 
widely throughout Narvaez, ’Iiving as peaceful farmera. 
Members ofuthcr arc usually only visi-. Emmi- 



cally, Narvaeaans are mixed; while many are panants, a 
substantial middle &s (which includes the clergy here) 4 

alsa exists, as does a dativelylarge nab*. 
Like Torreh, Narvaez is known for its mercenaries. 

warrior8 are coIzimon here; clerics are the next moBt corn- 
mon character type, then rogues. There are practically no 
wizards or druids in Nawaez, because they are consid- 
ered heretics to I X ~ O R  and have been outlawed. Multi- 
class and dual-class characters are more frequently 
encountered than w h d s  or druids. 

In Nawaez, the mast common kit is Myrrmdon. 
War Pieat, Local Hero, and Noble are a b  & 
tively common, and Swashbucklers, Honorbound, 
Gauchm, and Scouts axe seen as wd. Inheritor 

f!L; 

I 
and Defender are not legd professions in Nar- 
vaez, nor are they welcome - but sometimes 

such characters are seen in Narvaea anyway. 
Swashbucklers have a special place in Nar- 
ma; consided lawbreakers by the 

gwernment, thw ant often h w  
tothehalpsaantsand 

m&ts.Swaah- 
bucklersenjoythwart- 
ingthedunesofthe 
C h u r C h d O f L O S  
-. 

The mcreenaries of Elarvaa should be han- 
died like thw of T d n ,  with b e e  exceptioms. 

First, there im no Assem& a mercenary captain must k 
grantad a chat+cr &mu& &e church before building a 

company, and d 
companiea are respmsible to the church. Second, & r e  are 
no A f l l i c t e d q  Narvacaan memenmy com+m.ThiF$, 

* 

, 

some NawaeGr become memeuaries dmpb P taw cau 
travel to otherlarads and a d  +s persecution. 

The best N- m e r c e h  are s o m h e s  aakd to 
join Los Elegidos (the correct GtIe d L O s  Matbnes), who 
answer directly to the baron. The earrent Ieader d Lori 
Elegidos is Angelfc de AriCIa, an t h e n  Swashbuckler 
ranger from a tiny elven 
settlement in Bosque de L a s  Ojos. Though she taka her job 
seriously, Angelic secretly harbom more liberal views Ahan 

most of Los Eaepdos. She is reasonable in her attitudes and 
is actually a nice person when allowed to relax; ahe has 
been trying to curb the penchants for violence, bullying, 
and persecution found in so many Matbnes. Despite 
Angelic's efforts, most of Los Elegidos remain little more 

LOB Elegidos have also begun spreading rumors about 
Angelic, claiming tbai she is a di& punisher who can use 

"elven ways' to painfully wring information from even the 

strongest person; while tlia is untrue, the threat of someone 

than thugs. 

tv*p 

worW@bmanyatmgue .  

ThmBed4hme 
The people of Narvacz believe t h e  Red Curae to be 
Ixion's punishmw for. those who are not devout follow- 
ers; in some ways, they are correct. It is the clergy that 
distributeB cirnnn6ryl to the needy, but the church relies 
more on maintain spells to keep people healthy. Those 
who do not see their clergy regularly are thus most likely 
to become Afflicted. W h e n  a citizen manifests an Amic- 
tion, he or she is moved to one of the special enclaves out- 

side the state's major settlements, maintained by Ixion's 
followers. 

The Afflicted of Narvaez believe they are being pun- 
ished for some transgression, and ipend much of their 
time trying to atone by serving Ixion. Many Afflicted 
become priests themselves, but Amicted pdeita uarudly 

&an &e average member of Lori Ele6dos has 



retreat to monasteries or serve in otherwise isolated 
capacities; they are not dlowed to become part of the 
church hierarchy. 

Industq and Trade 
Fertile Narvaez trades food for ckmbry4 usually with Tex-- 
eiras. Excessive food exports have wc&onalIy provoked 
famine and w t  molts .  The b o n y  also e x p o d  m e -  

h e s ,  and like Torredn, earns a percentage from d cornpa- 
nies based in Narvaez. 

ested in buying 
Besides cWIBbry4 Narvaez is currently inter- 

wood for ships 
and dmuke pow- 
&r to experi- 
ment with 

Texeiran fleets for 

L 

powem who are worthy of some respect. Namaezan Swash- 
buckle- aIm worship Milan and Vale&. 

Knights of Narvaez commonly go on quixotic questB to 
retrieve holy artifacts or bring the good word (with the 
help of their rnighv swords) to faraway natives. One 
such urecovedc artifact now lies at the Grande Catedral 
de Ciudad Quimeraa, a heavily fortified spot and the cen- 

ter of constant pilgrimages. Ixion'B philosophy is taken 
excesaively seriously in Narvaez, to the point where any- 

one suspected of the least irreverence risks prompt 
imprisonment, ruthless "questioning," and merciless exe- 

cution for heresy at the burning stake. The Inquisitor is 
the patron of those who punish heretics. The recent 

bloody war3 elevated her to great importance among the 
worshippers of Ixion. 

-4 
trade, but would 
l i t  to change that situs- 
tion. Torr& and Gargofia 

are alw trading partners ofNar- 
vaez, T m d n  supplying wood and Cargofia supplying 
mznedtm&&c 

=+w- 
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-oflife, awl it i ofu- imporhncc. N- am 

pious followers of their Immortal patrons, in particular 
Ixioa, who is regarded as higher ranking than dl other 
Immortals. "be hquidor  k alm revend, and the General, 
the Ambassador, and the Judge are dl considered lesaer 



eldest daughter, Catalina, four years ago ran off with 
Seiior Cristobal, Baron of Guaddante, one of the leaders 
of the Gauchos who razed Ciudad Quirneras during the 
recent wars (see "Other Places of Interest" in the follow- 
ing text). Catdina apparently became so enchanted with 
the suave Gaucho that  she married him without her 
father's permission or knowledge. Naturally, Baron Hugo 
was infuriated at his daughter for allying with the enemy, 

and he has never sent a dowry to Seiior Cristobal, despite 
periodic requests. 

Baron Hugo's oldest son, Monte, recently turned 20. 
Monte has a lovely young bride and is the obvious heir to 

the rulership of Narvaez. The baron's third child is another 
son, Julio. Just a year younger than Monte, Julio has mar- 
ried the daughter of the baronesa of Gargofia. Baron 
Hugo's youngest, Damita, even though still in her teens, 
promises to be one of the most manipulative women to ever 
live in the baronies. 

Baron Hugo does not get along well with the other 
barons, and his is the oniy nation that has failed to rat& the 

Treaty of Tampicos. 

Puerto Morillos is a large town with a population of 
12,300, the closest settlement to an actual city in the 
Savage Baronies. I t  suffered a devastating attack by 
Swashbucklers of the southern baronies during the 
recent war, and much of the city burned. The ruins are 
now home to AMicted and rogues, though the govern- 
ment is trying to clean up and restore the area and to 
chase out the riffraff. 

Though a bustling center for commerce, Puerto Morillos 
is one of the Most boring towns on the savage Coast. Las 
Mat6nes watch for anything out of the ordinary and are 

quick to stop any disturbance. The general attitude of 
townsfolk is subdued, and the onIy true excitement occurs 

when a Swashbuckler decides to cause it, whether by mak- 
ing a speech from a church tower, 

to evade capture if things go wrong. It is not unusual for 
Swashbucklers to wear masks in Puerto Morillos, though 
such a t h q  is, of course, illegal. 

There are three major vilages in Narvaez: Almavegas, a 

quiet and well-protected farming viilage; Paz del Sol, a 
major tradiig center built where an important trade route 
crosses the Rio Guadiana; and Punto-Eseobar, another 
trading center that handles most commerce with Texeiras 
and Torre6n. There are also two exceptionally large castles 
in Narvaez: Castllo Blanco, the oldest baronial structure 
still standing; and Castillo de 10s Hiddgos, once the capital 
of Montoya, now a formidable barrier between Narvaez 
and Sarag6n. Ruins smudge the Narvaezan landscape, 
including the remains of Ciudad Quimeras, a town that 
once served aa the capital of the Barony of Quirneras, and 
Los Peregrines and Peunte-Guadiana, once important f - h -  
ing d a g e s ;  all three towns were sacked in the recent wan 
by Gauchos from the southern baronies. Numerous hamlets 
and tiny farms too small to be military targets survive 

throughout Narvaez. 

Outside the baronies themselves there are a number of 
interesting geographical features. Colinas Grutescas are the 
badlands east of Narvaez; Baron Hugo does not believe 
these lands to be worth claiming, but rumors circulate of 
cavern networks that hide ancient settlements and great 

treasures. Pirates and other bandits are known to seek &el- 
ter in the region. 

The ruins of Torre Cristobal, located west of Torre6n 

along Rio Torrentes, also spark interest in taverns and 
around campfires. The first lord of Cristobal claimed the 
area around the tower as a barony in 9 16; 65 years later, 
his granddaughter relinquished the title of Baron and 

gave up her family's claim to 
by challenging a member of Los 
Mathes to a duel, or just by wd king 
around in an outrageous outfit and being 
Gendly. Swashbucklers enjoy baiting 
Los Matdnes, and many are quite 

skilled at the witty banter and 
flashy swordplay needed to 

embarrass the thugs; the better 
blades are also fleet enough 

surrounding iands, while still 
maintaining independence. The 

tower was ruined by goblinoidr 
about two years ago, and remain- 

ing members of the Cristobal fam- 
ily can occasionally be found 

wandering the Savage Coast look- 
ing for a few stalwart adventurers to 

help them reclaim their tower. 

-e - ...* .. 
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These three states are grouped together for aev- 

eral reasons. Their governments are the least 
tyrannical among the Savage Baronies. A l d n  

was actually a democracy for a time before it 
became corrupt, and the worst dictator in the 

history of the Savage Baronies took power. The 

old nobilis to power, and he is a fair and 
just ruler. Gargoiia has remained at 

peace for the last 25 years, breaking 
its studied neutrality only twice: Cmt, 
lending support to the southern bar- 
onies to keep the northern ones b r n  

overrunning the region, and again, to 

prevent Hde from achieving similar 
ambitions. In both casea, Gargoiia 

acted more as a r n h t o r ,  sending no 
troops into battle. The leader of 

Sarag6n also strives for peace, but 
leaps to the defense of the down- 

trodden or the weak. The rulers d 
all three states encourage learning 
and thinlung among their people. 

The promotion of Iearning and 
philosophy in these baronies is 
another natural grouping; they 

are often referred to as the 
Enlightened States. Gargo&, 

with its many id-, poets, 

I 
& 
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and philomphers, is &led the cultural center ofthe Savage 
Baronits. SarMn ia also a center for thinking and IearningJ 
home to many sages and scientists. While Almarrdn is, ttfaer 
long darkness, just  beginning on the road to enlightenment, 
the state is already becoming known for its h e  mahers. A& 
three states encourage the use of magic, and Wizards are 
more common here than elsewhere in the baronies. 

Besides the comparative proliferation of wizards, these. 

three states also have a tradition of swashbtickhng waniocsr 

and rogues. Rather than seafaring Swashbucklers like those 
found in Vilaverde and Texeiraa, the Swashbucklem of the' 

Enlightened States are urban dwellers whose suave and 

i.U' r . 

sophisticated air, combined with their atreekse nature, 
make them accepted anywhere from the courts of nobles to 
the back alleys ofthe u r h  peasan*. 

Finally, Gargoiia, h a r r 6 n ,  and Sartrg6n are doae eo- 
graphically, and face many of the same h a w .  Both Almar- 
r6n and Gargoia were formed from territories that once 

belonged to Naryaez; Sarag6n's emphasis on phdosophy and 
tolerance of different beliefs enrages Narvaez. AU three 
states, because of their proximiq to 

Namaez, and history with 
that state, a m  endan- 

i 
; 

i 
I 

, 
I 

. 

$e=dby&e 



Narvaez (though Gargoiia suffers a much lesser threat 
h of ita ptcdul  nature). 

The Enlightened States tend to think themelves just a 
little bit better than the other baronies, and perhapa they 
are. They are the center of baronial culture, states that 
desire peace and encourage freedom, and the baronies most 

likely to achieve a peaceful un&ation. 

Bmnnia de Gmgoiia 
Gargofia is the mildest of the Savage Baronies. Its ruler, 
Dofia hperanza, has worked for peace and has given her 
people a secure and almost prosperous Me for the past 25 
years, Though Gargona would probably be unable to resist 

an invasion, the nation i8 less of a -get than some hause  

of i b  neudiq .  Since it is at peace with its neighbra, Gar- 
goiia is protectd from hostilities initiated beyond the Sav- 
age Baronies, aa Saragh, Nmaez, and A l d n  shield it 
from any overland threats, and the navies of Vilaverde and 
Texeiraa blmk threats from the sea. 

Gargoiia is recognized as the center of culture in the Sav- 
age h n k .  Since the state is politi+ neutral, ita scholars 
are mehm invited to other nations to serve as advisors or 
teachers. Most Baronials think of Gargoiia as a pleasant 
place-but some wonder about the fortitude of Gargobans 
themselm; they are not seen as people of d o n .  

Gargada is primarily farmland, though dense forestB lie 
along most of the state’s borders. A large swamp, &ha de 
Pozaverde, helps protect the nation from ocean-borne 
threats, its ihdlaw waters keeping deep-keded s d n g  ship 
from the interior. Skiffs powered by oar or pole ply tie 

waternays of the delta, ferrying commerce to and from 

Like so many of the other baronies, Gargofia has had a 

history of conflict and sorrow. As mentioned in the Iast 
chapter, Narvaez peacefully Bplit into two states in 913: 
remaining Narvaez in the north, it became the Barony of 
Sotto in the south. Sotto was never a stable barony; it 
existed for lei8 than a quarter century and faced near-con- 
stant crises during its short existence. 
In 921, the State of ficudor declared independence from 

Sotto. The tiny nation, built around Castillo de Tordegena, 
was released by Sotto without a fight and remained indepen- 
dent until it fell to an expandmg Almarr6n, as detailed below. 

Five years later, the Barony of Rivera followed suit; it 
included Ciudad Real, the Delta de PozaveI.de south of Rio 
Maldito, and several square miles of land within Sotto 

between the river and the presenbday border of k d n .  
Sottoabjected to this further splin-, but was forced to 

seagoing ship. 

f 

release the barony aftcr a short civil war. 

Another eight ihakyyem p s d  bfore the Barony of 
GarSofia broke from Sotto. Wheu founded, Gargoiia 
encompassed only the land weBt of Ias Navas, to the pre- 
sent-day border of Saragh. Again Sotto tried to forcc tk 
rebellious area to remain united, and again Sotto failed. 
Gargofia was granted independence in 934. Sti& % hw- 

bamny in 936. 
Despite its size, Gargoia was batter organized and 

fielded a mQre effective Fwhting force than its parent 
barony. 3y the end of the year, Gargofia had not only 
defended its original claitn, but conqucrtd northern Sotto 
down to the Sierra Borgosa hills. Gargoiia allowed the 
southern p r t i o n ~  of Sotto to reorganize independenjy; 
they formed the State of A l h n .  

Gargoiia and ita new s i b k  barony remained at peace for 
just over four decades, conwlidatmg territory, and initiating 
trade. GargoAa became a &le and reasonably praapemua 
s d  state. However, in 977, Almarr6nattsclcedandabso&d 
Escudor, then turned north and attacked Gargoiia and 
Rivera. To resist the ALnarrdilan f w ,  Rirtraand Gargoh 

ne&ad a merger, ketprne dw name in 978. T?& 
stronger Gargohwas at l&t able to hold back A h a d i b n  
ad- whibBrithin th e state, Nueva bperm 
took adhntqe ofAlmarr6n’. distraction to deciare indepen- 
deace. ALnarrdn med for pace with Gargdain 979. 

Gargoaa rebuilt ita war-trampled borders, and in 986, 
Doh fisperanzame to pwe .  The baron- beg.. a p.1- 
icy of neutrality regarding all. other baronies, sealing 
alliances diphmaticdly, a d  t h w h  astutely m g e d  

marriages. Gargoih imm rrmainsd at pace  ever since. Even 
when Gar- atlkd with the uouthcm baronies against the 

northern in the recent WILCB. D o h  hpcranza  w a ~  able to 

maintain dative nw+. Aided by her familial relation- 
ship with tlap baron h Narpssr (her h h t c r  is married to 
Don Hugo’s son), k i a  &perma eveu td iy  negotiated 
the peace that d o w &  the h i e s  to -rate against 
theix h g e r  common enmy, Hule. 

bred ill-wilt toward h ~ i i a ,  and declared WBT ~n dtt tiny 

me People 7 
Though moat inhabitants of Gar@ are hllls*s, tkcir toler- 
ant ad& r e c o g n k s  &erraceam qu& a d &  barony 
includao d e d  fami& f r d  alI racw of the dvw Coast, 
even a hw peaceEu1 lizard-kin and $oblidoida The typical 
Gargoiian is an d G  poet, Orddar, * for adventure 
and see* inspiratioh, W& mguw dvwimu-dn are all 
popularCl lWhr~.PkhZWebcwrtBloa .  

The Swashbucbr  is the moet encountered kit of Gar- 
goiia, and many wizar& use tb-Mystic kit. Defenders, 
Honorbound, and Scouts h h  their places, as do the rarer 

Nobles, Local Heroes, and Gauchoa. L+ Hero is the 

f :  



kit most often used for clerics and h i d e  iu Gargofia. 
The people of Gargoiia axe dream-, generally optim;& 

but given to occasional fits ofrnela.n&aly. They enjoytheir 
repatationa a dudam and artists, but are quick to point out 

that such skills do not make them ‘my less- able in a fight. 

T h e R e d h  
 he ~ e d  cyr~e is m n  itil a gredtt d s e  by the &e of*- 
goiia, and is the subject of many stories, playa, and tmatiBes. 

Still, the detrimental e€fects of &e curse are rarelyfound in 
Gargofia, and Garga~an A M i d  are rare. Wile Gargoiia’s 
cltrgyrmght not be large, it is &voted, andthepriestsofGar- 
goiia make re+ use of mad& spelIs to help people avoid 
the Red curse‘s effects. The nation dso imp* some 

most of which is purchased and n d  by those who have cho- 

8en an adventuring careex. 

The few Amicted Gargofians remain with their family 
and friends, who usually tr;y to raise enough money to 

seek a cure. Most Gargoflans are eventually cured of ’ 

AMiction, at the cathedral in 
Ciudad Real: those who 

c -’ 

poets who never seek a hame &ey be- the angst 

of the Red Curse provides them 6th bettcr hsph&n, h e  
on Ish dtl =yo, off GargnRai c 

MuqydW& 
Gawfia’s major expoI-ts include artists, scholari, and 
diplomats. Ciudad Real maintains a universi.ty; while 
classes are given without cost (the school ia mpported 9 
the government), students agree to tithe a portion aftheir 
wages to Gargoiia for the rest of their lives. Many of Gar- 
goiiab skilled schdam work abroad’as headmaatem, -, 
or political &SOTS. While most remain in the baronies, 
graduates can be bound ih ail nations of the S a v e  tbast, 
except €or Hem& and dxe htr& ofthe W-b. 

Gargoiia dgo exports works of art, from paintings and 
sculptuns to music and poems. Its people have ma& the& 
own twh and instruments for decades, but h ’ b g i n h g  to 
import item of superior quality from the.crafters of‘-- 
rbn. G q v &  a h  pfoduc~~bodcts drivtn by - wfl- aed 
supphes some d m u k  pow& (from k n )  to N m .  

Gargoiia’s major imports include small amorintar of 
ckltabryl, somecfdod; and mercenaries. Chnabryi mdly 
comes from Vilaverde, food from Torreda, NBrv”aez. 

Saragbn. The mernedes ,  m+ 
from Tom& but h c l u h g  a few Namaez 

companies f r c h  
Narvaez, aid 

mediocre miliha 
GwgOiiab 

in p&Ung‘t)it 

b y .  - 
’ Mahy of the 
“enlightened” folk of 

Gargoda consider Y t I i -  
o be avo5dtd. Still, 

Valerias haa a large foU- in GargoW and 
MiIan a d  the Ambasdm am mspeckd as well. 

The General and the Judge have a few aim foUmm, 
a n d t e m p l e s d d  toA-KalimadfobiontraMappeared 
recently in At barony Though lyarVaee GJ plead’  to see a 

few converts in Gargoi~a, they from at the tolerance Gar- 
goians show for many Immods.  

Barmesa Espranza “La ‘IIustreA de Sotto y Rivera rules 
the nation of Gargosa. Descended €ram the noble family 
that once ruled Riivc~a, this wdl-educated lady came to 

powA”h Gqoita’ahtist 25 years ago. Very fcw know it, 
but she was once a thief with the L a d  Hero kit, ‘Bored 



, -., , wi**eada-dnGrshe wer Places 0fHmkred 
.. &Eor&dls,andas'ZaGata"waaa 

notorious Figure in &e b o k .  

was 24, the baron 
of Gaxgoh died, and she was 

chosen to s u d  him; rhe 
quickly earned her 

nickname "the 

Illustxious 

Besides the capita, the only major setdement in GaFgoiia b 
the village of L a  Navas, the backbone of food production 
in the barony. A fishing vibge of a b u t  800 people, h 
Navas also aerves as a produce depot €or the dozens of 
farms sprawled throughout the Rio m d i t o  valley. On 
QCC&OII, poets or philosophers come to La Navaa for 
quiet, and painters come to capture bucolic landscaps, but 
in general, the village is empty of the artists and Swaih- 
bucklers of Ciudad Red. Gauchos flood Las Navas during 
the annual cattle drive tbat brings stock to be butchered or 

sent downriver to the capital; however, the Gauchos of 
Gargofia are a little Iess rough than those found in 

Guadalante and Cimmaron, less prone to fights 
d more open to music and other cul- 

When 

L 

?$ 
,T? 

Baroness.* She mar- 
liedinto &e old sotto family 
to cement a politics &ce, 
but eventually found love in the 
mamiage as well. The baronesagave birth to two 

daughtem, both of whom have been rnarried into ruling 

tured pursuits. 
Mes in other baronies: the elder, Dulcinea, i wed to 
Julio, second son of Bar6n Hugo of Narvaez; theyounpr, 
Caterha, is married to &u&o, baronet of Montejo, one of 
the nobles of % e n .  

Now nearing 50, Doiia Eperanza L considering whom 
she should name as her heir; while Dulcinea is more intelli- 
gent, her husband has a reasonable chance to become baron 
of Narvaez. This could unite Narvaez and Garpfia {if Dul- 
cinea inherits Gargofia); it could also destroy Gargofla's 
neutrality and drag Gargoiia into the periodic conflicts of 
Narvaez. The baronesa is leming toward naming Caterina 
the heir; while perhaps not as scholarly a8 her sister, Cate- 
rim is brave and charismatic. Besides, if her husband Don 
Qaudio should come to lead Sarag6n (a &tinct, if unliely, 
possibility), the alliance between Sarag6n and Gargoiia 
would be- considered good for all parties involved. 

While -iia has been b e  ofwars and revolts, prosperity 
has had the concurrent effect of dulling the military's reson- 
siveness. The baronesa relies primarily on a large and loyal, 
albeit medicere, militia, backed with seasoned mercenaries 
h m  Torre6n. Active troops garrison the capid and are sta- 
tioned near the remains of Castill0 de Parddupe. The latter 
force is Iess concerned with Sa+n than with Yazi raids. 

Ciudad Real is a large town with a population 0€11,700. 
Famous for its generous patrons, the capitaI is a haven for lit- 
erature and the arts. Many fine artists, poets, and philoso- 
phers have come to Ciudad Real and flourish in the 
philanthropic atmosphere. Ciudad Real is the heart of Gar- 
gofia's culture, and in turn, the heart of the culture of b s  
Guardianos. Ciudad Real is home to many interesting and 
unusual people; visitors c a n  find entertainment in inns and 
taverns, can Visit theaters or even talk to philosophers. Musi- 
cians often play in the streets, enter&+ for their awn plea- 
sure, but accepting tips given to them by passemby. 

Las Navas lies on a route between 
the capital and the ruins of a proud castle. Like so many 
forts, towers, and castles in the baronies, Castillo de 
Parddupe was sacked during the recent wars. It fell to 

the same formidable band of Yazi gnolls that laid waste to 

CastiIlo de Tordegena in AImarr6n. D o h  Esperanza haa 
sent militia, Torrebn mercenaries, and more than one 
party of adventurers to reclaim Crtstillo de Pardalupe. 
However, monsters seem firmly established in the castle. 
No matter how often they are cleared, more arrive within 
days. In fact, Castillo de Pardalupe has become home to a 

deepspawn (described in the MONSTROUS MANUAL 
accessory); this vile creature lurks in the lowest sublevels 
beneath the castle, and constantly replenishea the mon- 
sters found there. 

Another place of interest is Isla del Cayo. The small 
island, once no more than a low coral reef, is now home to 
several tiny farms and a few s m d  communes of Afflicted. 
The Afnicted of Gargofia have chosen this island for self- 
imposed exile. Here, they can live off the Hnd and stare at 
the sea and sky, wallowing in the angst and aorrow that 
many hope will give them inspiration €or great works of art. 

The Bland sports a Wthouse on the eastern tip; it is run by 
a small farnib of Amicted fishers who have lived there for 
decades. Down the coast from Ida del Cap is the site of a 
naval battle of the recent wars. Several Almarr6iian and 
Texeiran ships lie under the waves. 

Bosque de 10s Ojos, the "Forest of the Eyesrn is a light 
forest that sits on the border oE Gargofia and Narvaez. 
Rumored to be haunted, the forest is home to many unusuaI 
denizens, including more than a few monsters. The thick 
swamp of Delta de Pazavsrde provides haven €or a few 
bandits and is rumored to be the resting place of sever4 
pirate treasures. 



Almarrdnb character is a mystety to many people of th 
Savage --even to its own inhabitants. T h e  state has 
gone through many ideological upheavals, and has recently 
decided to try a new direction. First organized in 936 , I t w a s  ’ 

ruled for decades by a noble family, which led it through 
many struggles with other nations. Radical changes in sen- 
timent and philosophy ied to a democracy for a time, but 
corruption felled that experiment. From the chaos, a dicta- 
tor rose to power. Most recently, the dictator was over- 
thrown, and a member of the nobility was installed again as 
the nation’s leader. The current baron wants to lead his 
state to learning and enlightenment. Since Almarr6n has 
gone through so many changes, outsiders do not know what 
to expect in policy or in reaction to outside events. The 
inhabitants and even the ruler are sometimes confused 
themselves. 

Almarrdn has always been reclusive; this inward focus 
has not changed with its new leader, and Iends a general 
lack of knowledge about the state. Like many Guardianos, 
Aimarr6ilans have the reputation of hot-blooded Swash- 
bucklers. Traders have noticed the new government is 
encouraging quality crafts to increase the nation’s output of 
fine marketable goods. With no other information con- 
h & e ,  eveIyone is waiting to see what happens. 

Much of Almarrdn’s territory is rocky, inhospitable hill 
country, but a large, fertile plain occupies the heart of the 

nation, and supports a majority of the population. Forested 
dopes and cl’is guard ALnarr6n’s shores. 

h d n ,  like so many other baronies, has had a bl+ 
histoq. Organized from the confused southern portions of 
Sotto when that barony fell to Gargo~a in 936, Almarr6a 
faced difficulties from the very beginning; its people were 
disorganized and ita nobles inexperienced. To heIp consoli- 
date his new nation, the first baron of Almarr6n unified his 
people in a c r u d e  against the muthern holdings of Nueva 
bperanza, conquering that area in 939. The singularity of 
purpose forged in the conquest of Nueva &peranza helped 
hold the state together €or atmost four decades. 

About 15 years before the founding of ALnafi6n, a small 
barony called Escudor had broken away from satto; when 
Alrnardn emerged from the division of Sotto, bcudor waa 

its neighbor. Unfortunately, Escudori exibtence cut off 
Almarr6nb access to the best route inIand, and dmamdn 
blocked Eacudorb route to the mea. Many &agreements 
simmered between the two states, and one finally boiled 
Over into a war in 977. 

Almarr6n defeated %cudor; inspired by its victory, 
Altnadn immediately turned north to i n i h  $omtilitits 
withGar@aaudRiwra€iereitwasnotsofod&&or 
perhaps it was simply better matched. The ’two ~ t a t c s  

merged t~ ndat  w n ’ s  +on, On tslp d& while 
war progreised in the north, the of Nmva &per- 
a n e a b  an internal war fd-. Led by their 
Gene& Cimmaron, the + of Mueva hptranza won 

their f5ght for freedom in m. 
The long years ofmsion and c-ting defeata 80 &- 

gusted the gened pOpulace that the people of Almarrdn 
rose up andaverthrew the baron and the old nobility- They 
e m b k d  cm a democraq, upin% old ‘It$adaranwritings as 
abasia for their government. Atnarr6Aans managed their 
experiment for almost 15 y e a r s .  But revolutionmy ffervor 
had slain or d e d  the most experienced leaden (&e &- 
ity); the people ekcted to & fell prey to indecision, end- 
less arpmenk and greed. 

In 994, poverty and hot tempers threatened to destroy 
Almarr6n from within. Don Ekeban, Sefior Aicadc, the 
mayor of Gudad Tejib, intervened. Using the city‘s garri- 

son, the mayor ousted rival factions, installed himaelfas dic- 
tator, and named himself “EI Salvador” (the Savior). His 
aelf-prodaimed tide was technically true, because he did 
save Almatr6n h m  complete colhpse. However, he then 

initiated pL& that made him very unpopular. 
First, he seized what he perceived to be the nation$ 

most important asset: the silver mines in Sierra del Plata, 
mines that supplied silver for coinage to many other 
ationa. Don I b h a n  alm establkhed taxes on the state’s 

other exports, including coffee and tobacco, and much of 
the wealth went directly to his own coflers, rather than 
into a national treasury 

The people of Almarr6n resented the usurper and his d- 
ous tyranny. The poorest peons ran from the dictator’a tax 
coHectorr and Torre6ner mercenaries. Many bands of 
i n ~ ~ g e n t s  were fwmed, mmc dreatning of restoring the oid 
democracy. 0th- loyal to the old bacon’s dI - i iv ing  son, 

o de Almarr6n y €%scudor. h 6 n  Mammdim 
In 1008, after 12 years under the dictator, rebel forceg 

were able to take advantage a€ general unrest and defeat 
Don ateban’s troops. The dictator waa removed from 
power, and B a r h  Maximiliano was established as the  
leader of Abnadn. Don ateban st;U lives. and he tries to 

may people by claiming to be a commoner who kept the 
state out of the handa of the nobility. However, Maximil- 
iano im a just  ruler, and the people are ready to give the 
nobility another cbance. 

. .. 

‘we People 
Ahmrrbn is a nation of humans. though there are a few 

families of demihumans scattered acroars the state. The 



people of Almarr6n are poor, and they are tired of war. 

Many remember the I ~ O I I ’ E  old democracy as a time of 
trouble; these are j u s t  as happy to avoid politics and allow 

their noble baron to lead. 
However, the older inhabitants have Iived under several 

political systems, and as a democracy they were free; they 
have not forgotten that heady feehag. Under Don Ekb, 
they lost much of their freedom, and that chafed --to the 
point of revolution. Now, these older c i h  have a strong 

desire to remain free; having V r i e n c e d  the u p h e a d  o€ 
the past, they know they can sumive them i€ they must. 
Fortmately, the new baron mpects their viewpoint. 

TheRedcume 

Almarp6n. one ofthtways hnlkh&&mo has WOD sup- 

c h e t h i s p d v e m t d .  

The worst effects of the Red Curse are not prevdcnt in 

prt  is by & t r i b u ~ ~  to the p p l e .  The baron has 
u d  the captured treasure hoard of Don &teban to pur- 

Most people of Almarrdn choose to not think about the 
Red h e ;  they d i s m k  it as something that h a r r ~  others. 

The few Affiicted who do live in Almarr6n stay with their 
famiLiea and friends, and are not judged harshly simply 
because of deformities. A cure For Affliction can aha be 
purchaaedin Ciudad Tej ih~.  

As a result of its 
tory, A l M n  h a  
true peasazits, and 
only one noble 

common 
family. Mort 

P P l e  1 

chant$ 
and 1 

farmers, 

with the 

are mer- 

rg 
I 

-4- 
Almarr6n conducts most ol ita 

trade by land, and Garpiiaisafavored 
/ trading partner. Vilaverdeb merchant ships 

baron 00imng incentives to 
estabtish a yclass* of craftspeople. Thom intereskd in 
advenhuing are m d y  warriors, though rogues and more 
than a few wizards and priesb also take up the Umtyle. 
As one might expect of a freedom-loving people, there 

a high number of Loca H e m ;  many of these heQad over- 
throw the dictator and have moved on to adventuring 
careers. Honorbod,  Gauchos, and Scouts are encoun- 

ttredwith some ‘tgutantyin Almarrsn. 

are numy swashbucklkEB among A L x m & b s .  There is 

Alrnarr6n’s main imports are food from Saraghn and 
c h d t - y i  from Vdaverde. The state’s primary exports are siE 
ver, tobacco, and coffee. Most of the nation’s coffee is 

exported Hule and Yavdlom, via Vhverdan ships. Since 
the baron startdencowaging &, Almadn i +ng 
to export a few fine, finished goods, such as furniture, 
dotlung, and jewelry 

I B 

:i 



Religion 
As is the case in most baronies, religion is not terribly 
important in &m~6n.  The Ambagsador is venerated by a 
majority of the citizens. Milan and Vderias are popular, 
especially among Swashbucklers and other adventurers. 
Veterans of the revolt that overthrew Don ateban favor 
the General. The Judge receives attention from those 
whom Don Bteban‘s rule oppressed. 

Bar611 Maximiliano de Almarrbn y &cudor is an intelligent 
human and a charismatic leader; he is a fighter with the 
Noble kit. The baron is not quite 30years old, born just 
after his father was removed from power. Don Maximiliano 
was raiaed a good person, and his pride was tempered by 
exile. The baron spent his early years in Sarag6n, *tu- 
to Almarr6n a decade ago to lead freedom fighters a g a i n s t  

the dictator. 
Don Maximiliano ir best described as an enlightened 

despt, ruling with a fmn hand, but so far a- th pib 
fall of overtaxation, and allowing a fair amowit of heedom 1 

and le+ among the people. Though Don MaximiIlPno 
hopes to capture Don %&an and bring him to trial, maet 

ver mines, a d  the Casde of Tordegena tbat wards the 
nat ion ’s  western brder against YaZi g n d  raids. Sd, h’ 
Esteban bas been unsucces~fu~  finding support for a 
counter-revolt. 
The baron is friends with Don Luis de Manzana, an 

important noble in Sara@, and an Inheritor as WeIlj this, 
and his familiarity with the state, has helped the baron 
establish good relations with Saragbn. Don Maximiliano 
has also cultivated the friendship of Doaa Esperanza, 
ruler of Gargoda; that noblewoman regrets she doem not 
have another daughter for the baron to marry. Dsg Maxi- 
m h o  is looking for m intelligent and beautiful wife, so 

he can leave stmng, smart heirs to care for ALmarr6n after 
he has died. 

of his m p  are tied UP & urban ma, tr&, tha 83- 

Ciudad TejJias, a town of 4,200, is located at the mouth of 
the river that runs through northern A l m a d n .  The capi- 
tal is a center for commerce, and it has a fine fishing fleet 
as welt. Don Maximiliano encourages regular ceiebra- 
tions to commemorate important events. This has raised 
morale in the city. Ciudad Tejillas is a lively place once 
more, filled with fine taverns and inns, even sporting a 
theater and a museum. Though the people of the capital 
are hard workers, the boisterous enthusiasms of bath 
local and visiting Swashbucklers make for an exciting 

nightlife. Still, the town is fairly safe: the adventurers 

who h e  in Gudad T e j h  are protective of it8 people and 
its reputation. 

There are two large w h g e s  in A l m d n :  Costclh, 8 farm- 
ing d a g e  that also engages in fore- and s u m  the d- 
ver minear in Sierra de1 Plata; and Paso Dorado, a tradipg, 
farming, and fishing center located upriver from Ciudad 
Tejillas. &till0 de Tordegena, on Ahardn’s wegtern bor- 
der, was once a proud castle vital to Almarrbn’s defense. 
Almost destroyed by Yazi pol ls  during tbe recent wars, 

Tordegena has st;u not h e n  Peatored for habitation. A d 
garrison carnpe nearby, and occasionally picks through the 
k to m t  whatever has taken up residenn there. How- 
eyer, the h d l i k e  to find an experienced group of 
dungeon cqdsr;e*s wlhg to enter &e cas& and ita many 
underground Icvds, to determine whether it is worth 
rebidding, aa8 to clear out wbntwtr vermin have taken up 
&ce inhe last +ofyeam. 

Saragdn haa quite a reputatian anmq the Savage Baronies 

and along the entire Savage Coast. Rmt, it is known aa a 

haven for sages, scientists, +, and d e r  scholars. Sec- 
ond, Inheritors initially p e n c e  in Sara&, 
and the state is still home to mane, i n d d n g  the leader of 
the Crimson Inheritors, A d a  the w. Third, S a r e n  
ia the buffer that many of& coastal M ~ ~ O I I S  from 
the Yazak g o b l i m  tl& is part**& to the m t a  & ka 
b a r m ,  the barrier md.,  a magical it- fully described in 
the dven ture  Di&U We  fa^ 

History is important to the proud, abk folk of S a r e i ,  
a favorite topic of mdy. Saragantrs d e  good l h  

because they are scbded in alraw, tactics, and military 
kikory.  any n o d  henturem M fr ~ m  h e n .  

When most people picture Saragdn, they think of the 
fertile, river valley farmland of Rio Maldito and Rio 
Copos. But the barony also encornpassee wide grass- 
lands ranged by cattle, and deep w-ds, including part 
of Bosque de las Sombraa, the Forest of Phantoms. 
Saragbn is very fgt, mostly rolling prairieland, with just 

a few bitla in the e a t .  

The first hpan d m  in this region fomed the Barony 
of Montcjo in 909. They wen cattle herdm, and they b d t  

founded the State of Aranjuez, chiming the land around 
Las Manadas a& &fir capita!. six ycm later, other coloIli8t8 



what would come to be known aa Rio Maldits, the Qd covered ihc&a&kzhwq which has belped Sara@ 

River. The people of Apnjuez were from d i s t a n t  Maruam, 
Sarag6n was able to remain at peace und the a lapd of genies 4 desert riders. 

The both settler pup,discouered they were not the 

&st mcupantsgf the region. Each encountered human 3 s  b u i m  in an against N w a w  and t.h& 

% 
**.. ?L 

5 %  en 

protect ita +-tiers ever &ce. 

recent wars. at which time it joined 

natives of prima& O h  &cent, but with a heayy 

merely inkrbred with Nithisns, but had learned 
their piilowphy and as well, a d  retained 
the cuhre even after the Nithians were eradi- 
aid. l a p  and Ylari settlers, in turn, inter- 
married freely with thege natives, giving &at. 
to a dark-skinned peaple with an in- 

Both Monte+ and Aranjuez were peace- 

' 
*  st of Nithian blood. These natives had not 

p h p b d  mix. 

ful staics, and they got dong well; com- 
merce kgan early between 

Guadalante 
them, the thw host&&, Sac- 
states cooperated d the baronies fight W e ,  

,' the Yaei add Y d  gobhnoi$s. 

for defense, and 
their people mingled. 
In 962, Yazi gnoUs I. &:iOO?r, aeveral Yazi gnoU tribes girth- 
attacked Wntejo and Axan- 
juez; the two baronies worked 
together to defeat the invasion. The humans met the p u s  

in the forest west of their baronies; their battle, more a set 

of individual skirmishes, ranged through hundreds of 
quare miles of w&d. Eventually the humans defeated 
the pol ls ,  but so many lives were lost that the river drain- 
ing through the forest ran with blood. These reddened 
waters earned the river its nickname Rio Maldito, the 

Cursed River, a name that eventually stuck and became 
official. Similarly, the forest became known as Bosque de 
las Sornbras, the Forest of Phantoms, in memory of the 
people who died there. 

After the battle, Montejo and Aranjuea began serious 
diplomatic d k s  that resulted in their merger, in 966, into 
the Barony of Saragbn. Sara& has been reasonably 
peaceful since then, the quiet d o w h  its sages and scien- 
tists to flourish. Peace has been punctuated by conflict, of 
course: Sarag6n and Guadalante disagreed over watering 
rights for cattle, leading to the Battle of Coresillas in 992, 
when Gauchos of the two nations met on the plains near 

Las Manadar. Several brave men and women from both 
states died that day, with no clear winner. Fortunately, 
cooler heads soon prevailed, and the two nations settled 
their dispute diplomaiically, with the Treaty o€ Coresillas, 
also in 992. Not long aster this, some brave adventurn dis- 

ered together t a d  & , b n i w .  Tlqy moved don& the 

western borde$-&&dn and Gargofia, destroying 
Castillo de Tordegena in Almarrh  and Cwtillo de 
Pardalupe in Garpiia 
Sarag6n was unable to muster forces in time ta help the 
defe-n&rs of those castles, but soon after I d  the gnoIls 
into Sarag6n. Beciquse they wanted to defeat the gnoUs, 
not simply chase them away or worse, drive them hack 
into AImadn and Gargofia, the Saragdnera forsook the 

protection of the careta aC &z barrcra. Under the leadership 
of Don Claudio de Tolbn, bwonet of Montejo, and Don 
Luis de Maazanas, baronet o€:Aranjuez, Sarag6per 
troops soundly defeated the ~AOIIS at the Battle of Mor- 
r h .  They WtKt aided by Sir John of Ckmaron * who led 
unexpected cavalry reinforcemants into the battle at a 

critical time. 
Yazak goblinoida attacked thmughout tju barkits 

over the next two years, but were unable to get into 
Sarag6n (or through to Almarr6n or Gargofia) because 
the cantn ik la lrarrcra was once again in place, Unfm-tu- 
natdy, when magic faded for a week in 1009, BO did the 
magical mask; some patient goblinoidi who had stayed in 
the arqa chose that time to attack Tom de Mawanas, and 
almost levelled it, while Don Luis was at the capital. The 
baronet spent the next few months reclaiming, cleaning, 
rebuilding, and expanding his tower; the restoration 



ended only recently, and Don Luis commemorated the 
opening of his new castle with a celebration. 

The People 
The great majority of &rag6nem are human, though as in 
Gargoiia, all racea are accepted, and families of many 
diverse backgrounds live in Saragbn. Human Sak&neri 
are generally browner-skinned than humans of other bar- 
onies because of their more extensive interbreeding with 
native populations. Beyond this, there are two distinct 
skin-tones within the state: medium-dark families of pri- 
marily lspan descent, found in the barony’s southern 
axeas; and darker-skinned folk of Ylari dewent, most of 
whom live in northern Swag&. This racial mix, the td- 

erance of Sarag&ners, and their love for wizardry dl 
serve to irritate the more tealour among dar-  

‘Ihe R d  h 
Just over a decade ago, Luis, t h ~  heir to the titk baronet 
of Manranas, led an adventuring 8mup that uncovered a 

prophecy abut power to be derivcd &om the Red Curae. 
The group of adventuera paid a Saxa&Mr dcbcmist to 
produce a potion that would dlow them to manipulate the 

Legacies of the Red Cuk.  For a rather high fee, the &he- 
mist concocted the first viah of c h o n  m~ ‘he sora the 
formula to the adventurers for another large s-. 

While the p i o n  was b c i i  readied, these 1 I 
a d v m l m m ~ e d & ~ t o  

accept the pwer of the Red h, 
and when they imbibed the crimdon 

twemJ they became the first ZtrM- 
tora. Eventually, the p u p  split up 

h s e  of a e r i n g  phlamphk. 
vaezans, who would love to bring their Inquid- 
tion to Saxagbn. 

to be quick-witted and as 

fiery of temperament as any 
Baronials: however, their 
Ylwi background, and the 
influence of the long-dead 
Nithians, gives them toler- 
ance of others, and a rever- 
ence for scholarship and 
storytelling. Sarag&nera 
are also insatiably curious 

about their world and the myriad 
things in it; they seek to analyze, learn, 
and understand. Their culture haa given rise to countless 
astronomers and to outstanding matbtmaticians. Many 
Sarag6ners foIlow the path to arcane knowledge, becom- 
ing wizards or alchemists. 

Besides wizardi, warriors (especially rangers) and 
rogues are also common; priesta are less likely, but druids 
study in Swag611 in addition to clerics. Saragh is where 
the first vial of criitMon cddct~d~ was created, SO it was home to 
the f b t  Inheritom. The land dl has many Inheritors, 
and Swashbucklers and Local Heroes are also common. 

Sarag6n is the only Enlightened State with a large nobility; 
the Noble kit is used here as well. There art Gauchos, Ha- 
orbound, Defenders, and Scouts. Wizards become both 
Militants and Mfics, and clerics are usudly War Priests 
or Local Hemes. The 12th-level druid for the Savage Baf- 
onies, a hirnan named Kalil, lives in &que de la S o m h ,  
often attended by other druids. There are also a few Myr- 
midons from Sarag6n. Adventurers art more common in 
Sar- than m most of the bamnies. 

The people of Saragbn tend 

1 
I 1 

Some Monged to the Brotherhood 
of Order, while others held mem- 

bershrps in the Friends &Free- 
d O m . w h e a M ~ ~ t 0  

list to ;nportance in both p u p ,  

A others, idudirg Luis, j&ad the 
NW*d AHiance to balance things 

out. Eventdy, h h h  came 

to take over all three group, 
which twoyears ago beEame the 

three Orders ofthe Inheritors: tbe 
Orders ofthe Ruby, &Crimson, and ofthe Flame. 

Because Inheritors have exbted in Sarag6n longer than 
anywhere &e, and there are more of them in this barony 
than elsewhere, both c k n d q f  and d d t d  are common in 
Sarag6n. Mast cbtna&tyl is imported through tie Inheritor 
network, outside of normal trade routes, though it is 
rumored there is a secret chlpabryl mine in Sarag6n. pasi -  
bly deep beneath Tome de b a n a s .  mdtd comes from 
depleted cinnabrg.r! and most is gathe4 by Inheritors. 

W e  cirunabrjlis &tivek common in W n ,  and it i 
distributed fairly to those who need it, Inheritors emour- 

age the use of maintain spells for most people, to reduce the 

number dependent on c k d t y L  This pIicy i effective, 
because SaragPmer Inheritore take pains to cxplah to 

people exactly what CinMbryl doea, and why it is better for 
many of them to never uare c h d t y f ,  rather than uw it and 

then risk run- out. 
The people of saragdn are wd-edumd about the curse, 

and even moaet children umhstand 
a b u t  its effects and course. Instead of a came for fear, the 
Red Curse is an object of study in Sarag6n. ABlkted are mrc 
here, and those Amicted who live in S a r e n  are rea* 
accepted by their families and friends. A cure for Amidon 
can be obtained, for the right price, in any major settlement 
in sarag6n. 



Uwmyand Trade 
W e  Inheritom carry on a brisk trade in d r y i  and nd 
d t d ,  thb exchange takes place outside of n o d  wmmer- 
cia1 channels, and does not count toward the barony'a 
exports and imprta. 

Sarag6n's primary export is knowledge. The state: sagea 

and echolam answer questions for visitors and, via letters, 
for all nations of the Savage Coast. Consultationl carry a 

fee, and those fees are taxed, enrkhmg the nation. & e n  

is largely sdf-sufficient, so it impoh  little, though artwork 

from Gaxgofia and cr& from A l M n  are both popular. 
Sarag6n usually trades food to those states in return, and 
supplies food to Cimmaron as well. 

I 
for mhobhip has helped lead &+new to their present 
cultural level. 

ne Ruler 

The leader of Saragdn is Bardn Balthazar de Monteio Y 

t Aranjuez. The baron i~ a human Noble, and i an cxpcri- , "  

enced wizard. Don Balthazar has ruled the barony for 
almost 20 ye- and is nearly 80 years OM. He is a wise ruler 

who encourages eqdq and M o r n  of thought anmag hh 
people. Don Balthazar has followed the path of Sarag6nb 
previous rulers to make his barony pmperous and peace- 
ful, while still maintaining its ability to defend itself from 
attackers. 
Sarag6n has a fair militia, and, in addition, can dl upon 

its Gauchos for defense in t ima of troubie. Sarwn also 

h;res Tom6ner mercenary lancers to paml the boI.ders and 
take care of s d  groups of intruders, especially Yaai gnoUs 
who Bometimes raid the fertile KO Cops region. In add;- 
tion to soldiers, Sarag6n &o has an artifact of great pwer, 

k 
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Religion 
While few people of Sarag6n are truly religious, dl the 
Immortals typical in the baronies are revered here. The 
Ambassador, the GeneraI, and the Judge, as well as Milan 
and Vaierias, receive about e q d  respect. The YIari Immor- 
tal ALKalim is also popular in Sara& and his hiih regard 
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an‘ancient Ohec mask known as the w t a  aC In bsmtrm, the 
bur& w k ;  this item is the face depicted in the center of 
the graphic treatment that starts each chapter in products 
for the RED STEEL campaign. Descfibed fully in the adven- 

ture D i u W  IF3 Fa& the mask can strike fear into any force 
of more than 100 hostile intruders who cross the border 
intending to do harm. The device has twice prevented 
armies from Narvaez from invading Sara&, which is for- 
tunate, because Los Matbnes of Narvaez would eertaidy 

create havac in h e n .  The Oltec artifact can dm gener- 
ate a field of force around a manor or tower to negate all 
~aasprtation spcllr mch aa Ahwwbn ibm  pa^^&?, 
flk, etc. 

Sara@ has an unusual style of government. Its baron 
is advised by a triumvirate, the baronets of Montejo, 
Aranjuee, and Saraghn. The baron meets regularly with 
his advisors. The other nobles (or their representatives) 

meet once a month in Ciudad Matach, where they estab- 
liah policy for the realm. Unlike leaders of other baronies, 
the baron of Sara& is &ligated to foiIow rulings of the 
Parliament of Lords. While the baron can (and doer) 
make day-ta-day policy deciaioar, these can be over- 
turned by Parliament. The k o n  comsiders his options 
careh1ly before rn- &&IOIIE, and Parliament delib- 
eratea before w e r t u m b g  ah- to preserve the unity of 
the government. 

Parliament also Fptifidf iabcrit.nces, deciding whether 
the child of a noble is t d y d y  aE a title before passing it 
on (material inbclitPacer axe not the concern of Parlia- 
ment), Litewloc, a member, of Parliament can nominate a 
comnmntt to join the madm of tbe n o b i l i ~  a nominee must 
reccivt a twp.thirda vote of parliammt to be accepted (at 

which time he or she must attending, or sendinga 

TIM? rpcaker bPa&wni is& b n c t  of m m -  
re+ ~ A n g e k t a d e ~ .  If At 3 unableto & 
her clad- um be fillrad by m e  d b  
br lnbetaf lKai lk*i~dyDod 

to, Pprliament). 

support as well; most members of P a r b u r n t  bnaider I h h  
Claudio too young and inexperienced. As previousIy noted, 

Don h i s  i an Xnhcritur, one of the firs; m e m h  of 
Parliament feel this potential conflict of ink& makts Don 
Luis unsuitable for the p s t  of baron. 

Nate that am kpriant rbal and enemy d h  E& is a 
former Inheritor named b a r - n o t  to b~ canfused with 
Bardn EM-, who is a close friend. %oth r)oh Luis and 
BalAzax appear in thc adventure Divide3 We Fa& and are 
&scribed thomu&y there. 

Ciudad Matadn has a population of 6,600 mostly human 
citizens, but membew of all Savage Coast racts reside h. 
The capital ia a safe town, quiet during the day. However, 
Ciudad Matach boasts a unive+ and several achck,h. 
and the students tend to get a M e  b o h m u s  after sunaet. 

MW inhabitants of the capital arc wholam of m e  kiad or 
ar~utbcr, though merchta  and dvcnturem are common as 
well. 

Other PPwes of I n h d  
hcept for the capital, the only settlement in Sarag6a-1 I q e r  
than 100 people is the village of h a  Manadas, a center for 
a b u t  900 f m e m  a d  Guchos. There was mother village 
in Saragh until forvy~raagof Pparrebcl Rry had a+ 
tion close to 300 kfum it wm rawd by a smdl force of 
A€€licted Torre6net mercenarim atdn-behest of Narvacz. 
The acene dated at the +nning of the RED STEEL cam- 
paign set describes Don Luis de Ma~~zanas’journey to Pazo 
dd Rey, and hie encounter with m e  of tk Torre6ner mer- 
&nark, whom he 

z m m ,  -ally a c d e  

h j - ;  and Tome L Tdk, a tower that vw h e  
to Dan Cfaudio, L e t  of Montcjo. Both. are 

OthqX promin 
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These two states are unique among the Savage Baronies 
because of the cultures which have risen within them. 
Though their people have the same f iery temperaments as 
the other Guardianos, the people of Guadalante and Cim- 
rnar~n apply their paasions in different way. 

Sometimes known as h d s  of the Gauchos, Guadalante 
and Cimmaron are concerned much more with the land 
than the sea. Instead of smooth, swashbuckling rogues, 
these two states have rough, range-riding warriors. The 
frontier feel is much more prominent in these two atates 

than elsewhere in the Savage Baronies; the people are a 

little rougher, and perhaps a lide tougher, than the dandies 

and courtiers of the other baronies. 
While Vdaverde and Texeiras have the strongest navies 

in the baronies, and Namaez and Torre6n have the m n g e s t  

infantries, Guadalante and Cimmaron have the most 
impremive horsemen. The gauchos of the plains, brought 
together to fwht for their freedom, make formidable light 

c & d e d  the home of d& 

exchange for weapons. While wheel & are popu- 
kc with many Swashbucklem, they are requtbd 
equipment among Gamhoe- ALnost w e r y  wanior 

ofthe two amall  states knowa how to usc a& 
h - n .  In CLnmaron and GuadaIante, beh 
pistols are the preferred p e d  defense for 

many p p b .  
The ubiquity of h a r m s  also iduencea 

dueling styles in these two states. 

W&mwkcpo&weapm axe occa- 
sionally used for duels in other bar- 
onies, duelists of Gwdaatlte and 
Chmaron have become famous sim- 
ply because they are skilled ah-. 
M e r  baronies p d e r  the S W Q ~  €or 
its elegence, but firearms-and 
sometimes daggem-are the weap 

o m  of choice here. 

wry hportatlt to the people of& i cavalry units. P d b k a v e t y a n d h o n o r ~  

~uadalantebmade +-ontheir- 
ens iwusedthese  to6ghtforwhatthey&tobe 

n$lb in h a s e v e c f o u g h t t o ~ a a &  
land or p+e; to enforce their WiIl 

h addit;on, &rmaron 
' ' 

~ U W &  and wheel-Id piqtols; l a d s . ~ t a n S a n d c ;  
t- 

. . .. 

itemsaswell, nght.Theyareprwdoftheirher- 
, hdinggrazing +dkdmn. N d i b  

b::.. Cimmaron 
in U p O n & d b c t h e W t  .. 

>' of h e  in &ce who love 
4 .  



keedomso well. 
Guadahnte and Cimmaron would be likely to unify-if 

either state saw any need for it. Their i k l s  are compar&Ie 
and their people s i m k ;  their governments are friedIy to 
one another. However, both nations are fiercely indepen- 
dent and proud; both feel they are doing fine as they are. 

Guadalante is the most loosely organized of the Savage 
Baronies. It has only two real population centers, and 
encompasses mostly open grassland, with a few haciendas 
and camps scattered across the countryside. Baronids out- 

side of Guadalante and Cimmaron tend to think of 
Guadalante less as a nation and more as a large ranch. This 
attitude is irrevocably altered in those people who attempt 
to attack Guadalante or trespass on its lands; the Gauchos 
of Crlladalante are fiercely proud of their nation, and do all 
they can to maintain its rights and power. 

Most Guardianos picture Guadalantans as crude ruffians 
with no appreciation for the finer things in life. For the 
most part, they are correct; the typical Guadalantan would 
rather sleep under the stars than in a bed, and does not 
practice “civilized” manners. 

Fertile farmland along the banks of the KO Capos and Rio 
Negro relieves the monotonous expanses of Guadalantan 
grasslands. Guadalante also claims a smaIl portion of the 
Sierra Desperada hills on its southern border. 

The barony has had a relatively peaceful history, at least 
in regard to the other baronies. Guadalante was founded 
in 985 when the States of Copetez and BigotilIos were 
united through the marriage of their heirs. Copetez had 
been founded around Ciudad Huelca in 908, and Bigotil- 
10s was established north of Rio Copos in 947. The two 
states seldom quarreled, because there was enough range- 
land to go around. The rulers of the two states often com- 
municated, and their children’s match was one of love. 

When Maria of Copetez married Guillermo of Bigotillos, 
their parents happily relinquished control of the entire 
united domain io  the newlyweds. The two ruled together, 
and when Guillermo died, Maria passed the domain on to 

her son Date and his wife. Guadalante has been lead by a 
married couple ever since. 

Except €or periodic troubles with Yazak goblinoids to 

the north and Yazi gnolls to the southeast, Guadalante 
has had few conflicts. One such was a disagreement with 
Sarag6n over watering rights, an argument that came to a 

head at the Battle of Coreillas, but was soon a€ter solved 
with the Treaty of Coresillas. The only other conflict 

Guadalante has had with another barony came jmt four 
years ago, when Guadalante allied with the other south- 
ern baronies to resist the depredations of Narvaez and 
that s h e ’ s  allies. Guadalantan Gauchos proved the effec- 
tiveness of c a d y  against ground troops in the few bat- 
tles faugh between the baronies before Huleb invasion 
united thern’d. 

The People 
Nearly all Guadalantans are human, but there are a very 
few demihumans living within the nation’s borders. Tortle 
peasants occasionally work on the haciendas; lupins and 
rakasta are not welcome in Guadalante because they tend to 

spook horses. Goblinoids are discouraged as residents, but 
peacable merchants occasionally visit for trade. Few lizard- 
kin have ever strayed into Guadalante, and the Guadalan- 
tans find them fascinating when they do visit. 

Guadalante is home of the Gauchos, free-spirited wan- 

derers of the pampas. Gauchos can be recognized easily 
by their calf-high boots, puffy pants, ample shirts, and 
broad hats. These range-riders are dmost always armed, 
and usually car ry  at least a dagger and a wheel-lock pis- 
tol; bolas, javelins, and lances are common as well. Gau- 
chos seldom wear armor. In peacetime, moat Gauchos 
raise cattle and live in the pampas in large, usually forti- 
fied, haciendas. 

Guadalante has a higher proportion of adventurers than 
most of the other baronies, and a higher proportion of war- 
riors as well. There are a few rogues, wizards, and priests to 
leaven the mix. The most common kit in Guaddante is, of 

course, the Gaucho. Local Heroes are common, and there 
are also some Honorbound and Nobles; Swashbucklers, 
Myrmidons, and Defenders are rare in Guadalante. Those 
Defenders who do live in Guadalante are usually devoted to 
the General, though Valerias is quite popular as well. hks t  
Guadalantan wizards are Militants; their clerics are usual ly  

War Priests. Both the Scout and the Bandit are popular 
among Guadalantan rogues. 

Themcurse 
C u d a n t e  gets most of its c d q i  from Cisamaron, but 
imports barely enough for the mldi~, wealthy merchants, 
and adventurers. Most common folk rely on ma&& spells 

from local clergy, and many become AMlicted. As in the 
majority of the Savage hrcinies, hMicted are shunned in 
Cuadalante. However, s i a q  the nation is wide open, there 
are plenty of places wh- h d “  p p h  art miles away; 
several haciendas i n  GuadaIante are run entirely by 
AfFlicted. Those Guaddanm unaffected by the detrimena 
of the Red Curse tend to ignore the curse; most look upon 
the meted as something less than human. 
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stanoes e 
obtained f+oq~ 

cimmaroa,whi& 

t r * ~ . m c  

iandddnatioa also 

deah with W n ,  mostly 

for hishsd g d s  of 
sarag6ner d Ahnaxr&M 
d e .  U n a !  trading &es 
place beiween Guadaante and 
Rabrenn, especially for the lumber 
with which wealthy Guadalantani build their homes (pmr 
inhabitanta build their houses of mud bricb). Some weap- 

om from Renardy and Bellape are dm imported. 

these go to ail the baronies; some 
Robrenn, and beef to Renardy and Bellape. 

Rdigi0n 
Guadakntana care little for religion as a d e ,  but Valerias 

b3 GUadZhihk 6 

~ i n f a v n r o f ~ a n d ~  
After some brieE difficulties with -6n, and despite 

the fiiction with M - a e ~  G d a h n t e  is at dative peace 
w4th the Savage Barnmica. This leaves Yazi and Yaeak 
hcumbns as Seiior crtatobal's 6 coneems. However, 
the Gauchos a m  more Ban d l i n g  to defend their land. 
Armed with WU l& and lances, they axe well auited to 
combat in the vast waaalands. They are the most mobile 
military force in the baroniea. 

G h b  only major exportr are h and beef, but 
B F ~  a h  traded to 

and the General are especially favored, and the Judge is 
well-respected. Milan and the Ambassador gain little atten- 
tion from tough GuadaBntans, who consider those Immor- 
ta ls to be too weak. 

GuadaIante is an oligarchy ruled by the more prominent 
f d e s  among the cattle traders. These are Guadalanteh 
nobility--perhaps a bit rougher than m a t  Baronial nobles, 
but nobles nonetheless. The current rulers of Guadalante 

are Seaor Criatobal "El Barbudo" de Bigotillm y Copetez, 

and his wife, Doiia Catalina de Bigotilloar y Narvaez, the 
daughter of Hugo of N w - .  Sefior G-fstobal *The 

ne capibll 
Ciudad Huelca has a population of 6,300, mostly fanuem, 
rnedmxis, =&.em, and labrmx It h a sleepy ---at k 
during the daytime. In the evenings whtn the Gauchos ride 
in, espially n igh  whesl catde drives e d a t  the capid, the 
town becorn- awntable & ofad+, with busks~ 

roaring in the tavern andmore than a b  f&s. h t  mw- 

ters and sons), and wait for the town to return to normal 
when the sun ,j, again. 

O&W Places of Entered 

& t ~ d ~ & ~ l d ~ p & & ~ t ~  (adtheda+- 

Bearded" is a rather peaceful if bobternus er-adventurer; 
though a member of the nob&w, and of the gaucho 
spirit, Mor crisaob$ grew up among mmmon folk and is a 
ranger with the Inoa Hero kit. 

GuadaHnte has only one other major aettlement, the vil- 
lage of Dol Cabezadl Hacienda, built up around a large 
manor owned by one of the noble famdies. The v&ge has 
a population of more than 300 peasant farmers. But it is 

I '  
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known more as a gathering place €or the Gauchos of 
southern Guadalante. As in Ciudad Huelca, Dos Cabezm 
Hacienda is usually quiet, but the atmosphere becomes 
decidedly more rowdy when Gauchos or Bandits ride into 
town. Duels, fistfwhts, and public drunkenness are more 

common here than in Ciudad Huelca, and only the law 
enforcement specialists (mostIy Honorbound) sponsored 
by the local nobles keep things from falling into compiete 
anarchy. 

The majorigr of Guadalante's population lives in fortified 
haciendas s c a t t e d  across the gradand8, or are practically 
nomada who camp wherever they end their day. Any 
hacienda worthy of the name supports between 20 and 50 
permanent residents, and might have as many as another 20 
range-riders. 

Cimmaron is unusual in many way, and culturally dissimi- 
lar to all the other Savage Baronies, though it doen &are a 

few characteristics with Guadaiante. Cimmamn's state Ian- 
guage ia common; while people in most other baronies 
speak common and either &pa or Verdan, Mlly abut one- 

third of Gmmarons ape& a lmguage other than common 
(x~sudly &pa). AlI Ctnmaron place names arc now ren- 
dered in common. 

Besides the language difference, Cimrnarons haw dis- 
tinctive view$ and ha& that l e t  them apart from other 
Baron&. Their lea& prefers the tide Count mer Baroa 
(tho+ his people have kgun to c d  him a duke), and the 
state ie cded  a county. cimmaron is where dnz&paWaCr and 
fwearms were developed on the S w a p  coast; the people of 



cimmaron have a fondness for wheel-lock pistols and pre- 
fer them above alI other weapus for dueling.. The people of 
&maron drew difFerwt!$, prefcrriq s d e s  and katbera. 
and tending toward darker, rougher, heavier clothing than 
that found elsewhere in the baronies. Cimmarons are rarely 
seafarers, even though theirs is a coastal state. While m d  
Baron& are tough, many are Iight-epirited as web is 
not true in Cimmaron, where the toughness of the people 
has a cold edge to it, like the edge of a dagger. Finally, Cim- 
maronfeb like an uncivilized frontier, a pkm where people 
are tqving to tame an unruly wildecners and the hoatile 
d v c s  who live there. 

Moat other Guardianos avoid Cimaroa as too uncivi- 
bed a place. This suits Cimmarona just fine, b m  they 

tend to view the other Barads { m p t  for G d a h t a n s ,  

w h  tbeymp& am pameeddandies. 

d 
Cimmaron i i  blersed with a good 
mix of terrain iypes, from grass- 
lands and farmlands to forests 
and hiils. The soil here is not as 
fertite aa in the other baronies, 

and soon Lawful Brotherhood tradbg posts, defended by 
Nueva Eaperanzan warriors, appeared dong the c w t .  

k i o n s l  intluxes of c d m h  from the c i v d ~ ,  and of 
disdected Earonials from the north, caused rapid growth 
along the Savage Coast. Native tortlea and dwarvea, and a 

few halfiurg seeders from far to theeaaf a b  joinedthis odd 
altiancc. 

The State of ALmarrdn was founded in 936; it grew out of 
the southern remnants u€ the Barony of Sotto, which waa 

conquered by Gargo& that year. Almarrdn nseEkd -me- 

thing to +its peqie, so it decided to give &em a m -  
mon enemy in the people of Nucva bperanaa and tbt 
surrounding territory. Alrnarr6n’s leaders rallied their 
peopb by characterizing the cdonish horn the &*states 

as undedrable pbtga+- To “claim the land for the &pan 
pt~ple,” ALmarr6n d c d  Nueva *r- 

mza in 939, and quickly took ovw tie 
entire Claw Penin& Some of the 

Brotherhood of Order went into 
hiding, while a a m d  sect 

k a m e  the LB Trading Cum- 
pmy and maintained many of 
the group’s trading p t s .  

A ciRdty/ mine had been 

&ovcred near Nueva Eupr- 
m m  a few years before Atnar- 
r6n’s conquest; the inhabitanb 

W 

and Cimmaron tends to 

appear dry and inhospitable. 
Those plants that do grow in 
Cimmaron eeem stunted to the 
eastern eye, and the animals of -q 
cimmaron are &my compared to 

specimens found in tbe other Savage 

Baronies. 
The 6rrt modern coloniab to come to the 

Claw Peninsuia actually arrived a couple of 
years before the Iipan wave. These colonists 
were members of the Brotherhood of Order 
(also Icnowd as the Lawful Brotherhood}, the 
phdowphical “ancestors” of the Laheritom of the 
Order of the Ruby. The Brotherhood originated 
in the city-atates on the other side of the Gulf of Hule. Its 
colonists located the first Brotherhod outpost at the pre- 
sent site of Old Fort, at the tip of the penidsula. 

These colonists were aoon followed by shiploads of 
adventurem from many Merent parts of the ~0x44 pari& 
&ly Ispans. The fmt lspan settlement, then in the lands 

claimed by Narvatz, was Nueva Esperanza (New Hope), 
which eventually became known as Smokeatone City. 
Nueva Lpranza declared independence three yema after 
the founding of Nafvaez, and waa allowed to recede with- 
out a fght. The people of Nueva Esperanza got to h o w  
those of the Brotherhood, and they began a peaceful wad- 
ing relationship. They also signed a mutual defense pact, 
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’ 
told the Almarr6dans that the 

unusual metal waa worthhas and 
poisonous. This was quickly proven 

to a few ALnarr6fia118 Who tried to Wear 

cinnrabtyf jewelly -and became affected 

by the Red Curse. Thus, the mine was 
mostly ignored by the conquerom. In 948, I‘r a grwp of dwarves working in the mine 
began experimenting with d t C d d C d  and 

dweloped d& Pawau; again, the aecret was 

kept from the ALmarrbiians, d remained with a 
single dwarven family, the Smithy clam 

These & w e n  smiths, in their quest €or a good 
use for d m o k G p w &  invented tht arquebus hi 957. “his 
time the aecret got out to the Almarrbiians, but they 
ignored the “toy” because of ita dangera and inaccuracy, 
preferring to stay with swords. Sm&pw&r weapons 
were montIy forgotten, but a y-ng Smithy became 
tnthlllled abut  the project almost f5- h e r ,  and with 
the help of a halfXing jeweler namsd. W e ,  devdoped a 

T % q  dcmons~tcd thek weapon to a man named Cim- 
maron, one d t h e  I& of a growing movement to throw 
the Almdi ians  out of Nueva apranza, Cimmaron waa 
impcmsed with the weapon and nicknamed it the StW 

I 

r 

WhI-Iock pbtd in 976. 



after its inventors; be encouraged its secret production. 
While the nickname never caught on, several of the wtap- 

om were produced mer the next couple of ye-, and mw& 

In 977, Almarr6n conquered the tiny state of &cudor, 

then initiated hostilities with Gargofia and %vera to the 
north. This was the opportunity Cimmaron and other lead- 
ers had Been waiting for, and in 978 they began a rebellion 
against Almarrbn. Cirnmaron’s unit, most armed with 
wheel-lock pistols, made quite an impression on the Atmar- 
Ailan soIdiem and were able to rout many of them. In 979, 
Almarr6n ceased its war with Gargoiia and turned its full 
attention to the rebels. Mamy insurgents lost their lives dur- 
ing a disastrous battle at Old Fort, the site of the original 

Lawful Brotherhood trading post, after refwing to yield to 
vastly mperim Almarr6iian forces. 

However, in 980, the self-appointed General Cbmnaron 
led his soldiers to many small victories. His major victozy 
came at the ‘Battle of Hondo, when Cimmaron M hia last 
soldiers in a desperate charge to break the AlmarrGiian 
ranks, carrying a wheel-lmk pistol and a n d d l a r w o r d ,  and 
ra&mg hia troops with the c’;y “Rememhr tbc Old Fort!” 
The rernsining Almarrdiian troops left the arcs, and C&n- 
maron’s followem promptIy declared him Ear1 and named 
the newIy-freed region Cirnmaron. Nucva hpcrama WM 
renamed Smokestone City, to break furtbw from old Ispan 
ways, and became the capital of independent Gmmaron 
County. 

Old General Cimmaron died in 1008 fighting Yazi gob- 
lins from the Badlands at the battle known = zlongborn’s 
L s t  Stand. He was succeeded by his son, John, who is the 

pwih w&ar SttOckpiItd as well. 

small nation’s current ruler. Except for a minor Tor& 
Revoh jud after he took office, and a few p d e m s  with 
Yab goblinoids, Sir John has Id a peaceW twoyeam in 
chqpoft2immam. 

--le 
Cimmaron’s population is moetIy human, though dwarws 
are common, and halflings (mostly stouts) are mort he- 
quendy sten bere ahan c k h e r e  m the Savage -. me 
other Baronids, Cimmarons are independent, self-mfi- 
dent, and proud; iike Guddantans, they are rough, h d  of 
f n ,  and comfortable on homeback. However, the sim- 
ilarities end with those charaeterietica. The -1e of I%- 
maron tend to be tougher and cruder& those in thc 0th 
Savage Baron& even tbeir clashing is heakr. 

n, 
a d  pbtiyt Swashbucklers a r e  rare indeed, found m o d y  

those Cimmarons who ch- a life at e The typ; 
cal pnan d e s  a wheel-Iock pistol and does not hesitate 
to use it to defend his or her honor or life. Adventurers are 
more common here than in any other barony. Warriors, 
especially rangera and paladins, a r e  IikeIy to be cnconn- 

Wawiolrrr an & d y  Gauchos, Honoxbound (duelha), and 
hd Dtfenders and Myrmidons are found 
aw,asamrbNobks. 

The Swashbuckler men&* is not preaient m c‘ 

*rod in % ag&b more aK, than in a9y otherhw. 

Rogrlce art &bo fbund in cimmaron, most with the scwt 
or Bandit kh, dioslgh there are a few bed Heroes, and 
even a rare Swdbnckler or Noble. M r  with the zncal 
Hwokii travoltbecoumtryde, w i n  small h a m h t o  

en2er4ain with their g;tars in return for a meal and a p k  

=** 
There are somewhdsandprietsin -, 
the vast majority w%h the M Hero kit. A few 

are war Prie5ta and Militant wizads. P 6  
c h r ,  if allowed in the campaign, are as 

rare in cimarron as in most ofthe bar- 
d e s .  Multiclass dwarvea and dud- 

$ b 6 I l  elam humans, usually a warrior 
class combined with some&ng else, 

pop up more here than mmt plsc-. 
Many citizens in Cimmaron, not juat 

warriors, cany  firearms. Most are wheel 
Iocka, some new, some handed down from a 

parent or d e r  relative who h g b t  in the war for 
independence. Qccasionally an old arquebus is 

handed down f h m  Iong ago. 
Because d the proliferation of dmarcCpawatr weapons in 

Cimmaron, Inheritom of any 5pe arc rare in the barony. 
Inheritors occasionally visit to engage in trade for 
cinnabq4 r e a d &  or even dlSlOk4 pow& A few especially 
brave Inheritors live in Cimmaron, but they avoid the 
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public. An Inheritor would be foolish to take part in a 
firearm duel, and risks being branded a coward when he 

or she rejects such a challenge. 

TheRedChE 
The Red Curse bas long been known in Cimmaron, and is 
an accepted part of Me, ~ u u r c s b r y ~  d t d d ,  and dmukepO&f 

were all discovered or developed in here, and are &o read- 
ily embraced. Since cinnabtyf was once discarded after 
depletion, &€ore rd rkel was discovered, small  stocks of d 
steel lie around in unexpected places. Cimmarons under- 
stand the Red Curse a8 weU as anybody, and recognize its 

P W -  
m e  c k b t y /  is common in Cimmaton, the metal does 

not always make it into the hands of peasants. Though locd 
clerics use rtpaint&z spells to protect their flocks, there are 
s d  meted in Cimmaron. Most are peasants, so they are 
routinely ignored anyway by membem of the upper classes. 

Afflicted here, as ia some of the other baronies, remove 
themselves to small enclaves to spare theh friends and fami- 
lies the burden of dealing with them. 

Industry and Trade 
Charon’s main home industries include taverns (usually 
called saloons in Cimmaron) and garnbIing. The state 

depends on revenues from these endemom instead of heav- 
ier taxation, and still pulls in a g d  amount of money. Even 

better, collecting fevenue from saloons and gamblhg halls 
means the tax burden is shared by visitors to the small 
nation as well m natives; praperty and necessity taxes do 
not have this &an*. Smokestone City features a huge 
tavern and gambling hall d e $  the Red Steel saloon. 

Smokestone City takes its name from the deposits of cad 

nearby; the coal mines produce fuel to heat the m y  f o r p  
of Cimarron, and provide a valuable export. Thank8 to ita 
strong dwarven tradition, Cimmaron’s forges turn out weap- 

o m  and basic metal implements; many of these  re e@. 

The nation’s large c&nabryl mine is located near the vil- 
Iage of Swth Gdch. A smaller operation near Smokestone 
City does not produce enough metal ta be d e d  a Ednnabryl 
mine. Its mother I d e  is d t d d e e 3 ,  used to make d m ? k e p u & ~  

Cimmaron exports great quantities of c i n d r y 4  d m k i ? p +  

C i k d r y l  is shipped to ueverd other baronies, especially 
to Texeiras and Vilavtrde for transport to other states. 

Through the Sea Powers, cimmato n is the hgeat exporter 
O€G~~IU&$ to’the nations of the central Savage Coast: Eus- 
dria, RenPrdy, and Befhyne. Cimmaron also ;nP..t. some 
ckwbty6 from slagovich in return for ddcd The !h POW- 
ers buy s m k z  porvaCr from Cimmaron, but exports ol the 
explosive also go to Torreh, Renardy, A l m d n .  Gargoira, 
and Saragh.  Note that Renardy sends some of its d m o k  

I d d i d  
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pow& on to Torrebn, and Gargoiia trades some with both 
Tome611 and Nmaez. Cimmaron importa bod, especially 
from Torre6n and Sara@, in return for some of its mob 
p&r. 

Most of Cimmaron’s trading takes place by overland 
routes through the LB Trading Company, now a pwerful 
commercial enterprise based in Smokestone City. The com- 
pany‘s traditional concerns include explaration, mining, 
wheel lock manufacturing, ale production, and general 
trading of merchandise in the Gulf of Hule region. Though 
the LB Trading Company conducts most trade by wagon 
(Sir John, leader of Cirnmaron, once drove for them), it 

also employs a few small ships. Fortmat+, the companyk 
good relationship with Texeirar and Vdaverde (attained 

through d m k c  pow& trade), mean@ the rea wolves have 
little cause to w o q  their ship. 

It should be noted that the LB Trdhg C o m p y  has no 
oKcid rehionship with &e other descendents ofthe Law- 
€d Brotherhcud, the Inheritors’ Order o€ &e Rub. Still, 
&e two growpar are teaoonably friendly. It is not unusual to 
see a Ruby Inheritor guarding an LB Trading Company 
wapn. In addition, the LB Trading Company helps Inheri- 
torr obtain supplies of and r d d t c e d  and (with 
astute advisors) maintain contraf over those supplies. 
Cimmaron as x nation has never imported mercenaries 

from Torredn or Narvaez. On occaarioa, a landowner or 
merchant has hired r n e m d e s  -pard possessions, but 
these swod-wieIdiog warrioidor-hire are seldom a match 
fop the pid-tadng Bandits, h& and Honorbound of 

~ n ~ ~ ~ t o ~ ~  . * a d  
to lx irreverent k t ,  Still, the G s d  is recogttised by 
many as an insp idon  to the state’s own Ge~etal Cimmaron. 
Vale& is r w p d  as a patron by G&m, and the Judge is 
very popular among Honorbund. M i l a  and the Ambas- 
sador are barely acknowledged by most Cbmarons. 



The present ruler of Cimmsroa is Sir John of the Wain, 
kADwn to h,pople  bI0 t4c puiple d - . He is a cool, 
uqwwwiq pWm, a & c d h u d i s t ~  &e Iharbound 
kit. A larBtr-tham-life+B~rt, Sir John Btema the 
type to be ahead of- He earned I& n h e  *of the 

wain" (or *of& w q o d )  dIhiqfWt86 bBR* h- 
pany. During his time with &he c o d ,  & Joe& had 
many adventures; these escapadts have be-e h e n %  
in Cimmaron. 

When Sir John's older brother, Patrick, was killed at 

Ciudad Quimeras during fighting in Narvaes in 1006, John 
was recalled to Smokcstone City to become the official hcir, 
and to learn all he could af government. Sir John's father, 
General Citnmaron, died in I008 at Langhorn's h t  Stand, 
leading his tiny force of Cimmaron irregulars against 
hordes of Yazi goblins. John became the Earl of Cimmamn 
in 1008. 

Sir John remains fit and active. He is at i l l  prompt to 

lead a posse after a bandit leader, or to mount a cam- 
paign against Yazi p o l l s  from El Grande Carrascal in 
the north, or Yazi goblins from the Badlands in the weart. 

He typically dresses in rough can- A 
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vas trouzaers, an open cotton shirt, and a wide-brimmed 
hat. He is seldom seen withaut his pair of fine wheel- 
lock pirtds. 
Since the death of his father, Sir John has &own a par- 

ticular hatred of goblins. Over the laart two *am, Be has 
wemeen the construction of Fort Whitestune, '8trategicdy 

placed at the end dthe Bugle TraiI on the edge oftbe Bad- 
lands. A deBolate cavalry outpost, Fort Whiteatone aetnds 

out regular parroS to look for goblinoid raiders and ather 
driftem and thieves. 

Sir John fought at h i  brother's side in 1006, Ehrring the 
war with Nwvaez. He ala0 distinguished h k l f  as a l d r  
at the Bade of Morri6n in Sarag6n in 1007. Since becom- 
ing leader of ciznmaron, he has won m r d  +Swat vic- 
tories against the Yazi. In response to his hcroiim, the 
noble families of Cimmaron recently declared him a duke. 
Thim titular elevation is a point of contention with other 
dera of the Savage h i +  who -*der to Sir 
John simply as *The Duke." So far, Sir John haa been mc- 

ctssful at keeping Cimarroa a 

county in title, and has never 



Sir John ia & uncomfortable being called a duke, and 
with the pmwer he has inherited aa well. Though there are 

other n o b b  in Cimmaron, and each oue weraees an estate 

or settlement of some kind, they have little power outside 
their own lands. Sir John’s word is absolute; he can grant 
mmeone a tide, or can remove someone from the nobility. 
H e  can open trade relations or end them by declaring war. 

Recently, Si John created a national constabulary. Some 
members are stationed in settlements, others wander the 
sw dl are H o n o r b d .  Cbnsrables report directly to Sir 
John and enforce the laws of Cimmaron, sometimes by 
arresting perpetrators, sometimes by initiating a duel and 
e n d q  the criminal’s life. Though Sir John has done well so 
far, he hopes he is wiae enough to continue handling the 
pressures facing a head of state. 

Sir John would like a wife, preferably someone with 
whom he could discuss deckions important to Ciiaron.  A 
ruggedly handsome man in his late 30s, he is considered by 
some to be the most eligible man in the baronies, though 
Bar6n Maximiliano of Almarr6n and Baronet Luis of 
Saragdn would also be considered a fine catch by almost 
any Baronial woman. 

For now, Sir John’s heir is his younger brother, Morris, a 
25-year-old-man who has recently been serving as John’s 
ambassador to the other baronies, so the two of them can 
learn about the overall political atmosphere in the baronies. 
Sir John’s brother also l-m a son, Marion, a b y  being edu- 
cated in smokestone City by a tutor from Sara@. 

Smokestone City has a poputaation of 11,500; roughly half 
are humans, and perhaps a third are dwarves. Over 1100 
ldhngs make their home in Smokestone City, as do about 
haE that number tortles. The remaining 2% of the popula- 
tion are elves, lupins, and members of other race3 found on 

the Savage Coast. 
Because of the forges common in the town, and the coal 

smoke they generate, Smokestone is a dark place; soot sifts 
onto everything, even recently-washed surfaces. The people 
o€ Smokestone ace friendly in a rough sort of way, and ahvap 
happy to see visitora stop by and sample the I d  offerings. 
There are some umavq elements in Smokestone, and more 
than one fight has started between a tough Cimmaron Gau- 
cho and a flamboyant Texeiran Swashbuckler. Fortunately. 
mast ship make port at Old Fort, and Swashbucklers 
are aeldom seen in Smokestme City. The LB Tradmg Com- 
p a y  handles most of the commerce that cornea through 
Smokestme City, hcludmg overland and river trade. 

This town i~ known for its rowdy nightlife, which centers 
around its saloons and gambhg halls. The largest and most 
popular establiihment of that sort if the Red Steel Saloon; 

people claim there is a duel in front of the saloon at least 
once a day. 

hide  horn the capita, there are four major settlementa in 
Cimmaron: South Gdch, Little Big Rock, Old Fort, and 
New Hope Penitentky. South Gulch is the home b e  of 
many c d y l  miners, as well as tortle peasanb and a few 
Bandits and Gauchos. Little Big Rock hi another trading 
center, but ir also a farming town aud a resting place for 
Gauchos 

Despite their namem, Old Fort and New Hope Peniten- 
tky are thriving settlements as well. Old Fort, b d t  on the 

site of the o & d  Brotherhood of Order outpost, i~ a mili- 
tary port and houses a g&n of troops. Old Fort is a h  a 

central meeting and tr+ l d o n  for the human and tor- 
de farmers in the axea. New H o p  Penitent+ was built by 
the Almardiians and named after the city of Nueva &per- 

m a ,  which has since become Smokestone City (the Peni- 
tentiary didn’t € o h  suit}. Besides a large j S ,  New Hope 
Penitentiaty is a h  houses many farmem and those support 
personnel needed to keep the jail functioning. and to defend 
it from occasionat attack. 

LB W n g  Posts 
Beides 1 4 0 m  inside fimmaron, there axe also LB Trad- 
ing Posts all acro~s the Savage Coast. In many ways, loca- 
tions are considered Cimmaron colonies, though the 
company is technically independent of the government of 
Cimmaron. There are smal l  p i t a  in many cities and at vari- 
ous point. dong the coast, but the LB Trading Company’s 
largest interests are the Free City of Dunwick (smith d t h e  
eastern tip of Renardy} and Richland, located in the far 
west on the Grass Coast, north of Trident 8ay and the Orc’s 
Head Peninsula 

Dunwirk 
Dunwick started aa an outpost of the Brotherhood of Order, 
then became a .trading post when part  of the Brutfierhowl 
became the LB TrscLng Campany. Today, the company owns 

or finances many businesses in Dunwick, a city of about 
22,000 people. Slightly more than half of Dunwick’s pop&- 
tion is tortles, but there are also large numbem of humans, 
Iupk, and rakasta, and repmaentaiives ofall the races ofthe 

Savage Coast, including goblinoids, lizard-kin, phanatons, 
wallarm, and even a haadful of manscorpions. The trade in 
Dunwick is l i .  b of the LB Trading Campany’s hold- 
ings employ tortle workers and are protected by Texeiran 
ships and Torre6ner seIlswords. Having such a large interest 
in Dunwick gives &e LB Trading Company a fi-actiod cut of 
Texeiran commercedh R~.mrdy. 



Richland 
Much smaller than h w i c k ,  Richland is a town with about 

2,300 residents, including humans, tortles, and shazaks. 
Located f a r h  the more adid lands, Richland ish& 
self-sdXcient as fax as the production of food, weapons, and 
varioua other necessities. The LB Trading Company owns 
rn- of Richland, and through a deal with T e x h  s l q p m g ,  

uses Richland aa a ceutm €or gathering -otic g o d  kom the 

Orc's Head Peninsula and points north and west. Materials 
are shipped b Richhd to the rest of the Savage Coast for 
sale, which pleases both the Texeiran merchants and the LB 
Trading Company. Since Richland is not within the cursed 

lands, it dso semea as a residence for those wishing to avoid 
the effects ofthe Red Curse, and as a hate1 t~ speed their 
recovery &om those effects. 

This area lies between Cimmacon, Almarrbn, Saragbn, 
and Guadalante. Though the title refers primarily to the 
cactus scrub in the region, common usage of the name 
includes badlands, hills, desert, and mare -all the land 
outside the bordew of the baronies, east of the Sierra Dei- 
perada hills, and north of the New Hope River. Home to 
gnolls and humanoid bandits, El Grande CarrascaI is a 

dangerous place. 
There are several camps of gnolls in this region; the 

major tribeB are b n g  Legs, Chiriquis, and Dead Yuccas. 
While the Long Legs are a savage t ibe,  the others named 
trade with humans of the region, and &e willing ta negoti- 
ate. When humans brought horses to the Savage Coast 

almost a century ago, gnolls adapted quickly and have 
become ikilled riders; they have bred spotted horses that 
work hard in scrubland conditions. Many Yazi gnolls are 
said to have an almost telepathic connection with their 
mounts (and should be considered Beast-Riders 
by the DM). 

A 

trmp under Sir John, at the Red Creek Bade. Having Ioet 
too many of their people, the gnoll tribes went ba& to a 
reasonab~peacefd exhence--except for the few remain- 
ing Long Legs who d raid now and again. 

an ancient, mined town, possibly T&an in or+, and 
named by later Ispans who folmd ik B u m  Men& stands m 

the middle of the cactus arcrub, a well-pl~ierved set of build- 
ings that appears to have once ieId more than 3,000 inhabi- 

d up to &e ravagea dtime. Thosewha have explorad tbe 
town report eerie voices. like echoes oEhalf-hcard cmweraa- 

tions. The place ~ e t m s  tab haunted, atrue "&osttowtt" 

A n ~ ~ s i t t m E l c r a n d e c a r r a s c a i s ~ ~ ?  
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3uahwack prairie, named €or the bandit ambnsisheB 90 com- 

mon there, encompasses the grablalands juat west of C;m- 
maron. Bufpao andwild horses roam the mt&m portians of 
the prairie; camps of Gauchoa and Bandit encampmrnb are 

found throughout the regton. Fort whitestone &a at the west- 

ern edge of Bushwack M e ,  at the edge of the EWhda, 
and sends out re+ patrols to watch for goblin raiders and 
human Bandits. Though the fort ha14 reduced the n u m b  Os 

'there are stit1 more 
than enough of the 

awlesa men and women to 
make people think twice 
before travehng through 

Bushwack Prairie, wen along 

Bugle Trail (&though, at least on 

the trail, travelers have a much better 

chance of being rescued by cavahy 
charging wer the hili). 

Batldih in the regie& 

The Long Legs were able to 

unite d the El Grade b a s -  

cal poll tribes, major and 
minor, abut  three years ago, 
and they led a violent horde 
to attack many of the baronies. 
These p d a  destroyed two 
castles, one in Almarr6n 
and one in Gargoiia, before 
they were defeated by 
Sarmner forces (aided by ,A> 

Cimaron  cavalry) at the 

Battle of Mordn.  In late 
lMM, their alliance fell apart after 
they were defeated by Cimmaron 
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Bushwack Prairie includes two notible 
battle sites, the M e  d Hondo, where General 

Cimmaron won independence from Almarrbn, and 
bnghorn's h t  Stand, where the general met his end 28 

years later. Both battle sites are littered with the boncm of 
those who died them, except for the few, tikc General Cim- 
maron, whose bonea were brought back to Cimmaron for 
b u d .  

The goblina who killed General Cimmaron came from 
the  badland^, a rocky area west of Bushwack pi.airie. Gob- 
lins rule the B d h d s ;  their two major d x s  arc Black Bel- 
lies and Flat Noses, both of which have accurately 
descriptive names. Though some Yari gnolls actually 
engage in commeme, Yazi goblins d the 8adlanda are mv- 

age de-m who live by preying on others. 

- 

- ~ , 



MAGIC RESISTANCEc 
s m  
MORALE 
XP VALUE: 

A cursed one is an undead created when a 
d i e B  of attribute IOBS c a w d  by the effects >c&d Curse. 
In some -0. the onset ofthe %d Curse c a w s  the 1- of 
enough ability points to lower one or more of an individual's 
ability scores  to 0; the hdividd dies, and unless special mea- 
8- are taken, &ea the next night as a cursed one. A d 
ane must conartantly search for c k m b  yf, which can tem- 
p o d y  relieve the pain suffered by the u n d d  creature. 

A cursed one appears insubstantial, a faint, reddish, 
skeletal silhouette inside a translucent red specter. The 
mons*r's eyes are gaping pools of darkness. 

Cursed ones sometimes speak in lamenting whis 
do not uite register meaning, but sound like s n.d? es of that an ~ m t - 1 ~  convemtion. 

b b a t r  Part of a cursed one exists on the ethereal plane, 
making it imporsible to hit the thing without a magical 
weapon of mme kind. Cursed ones can detect both c h m b y f  
and rd dtoel within 10 yards. While they hunt c * 
are visibly fqhtened by madteed which can sd-rn. A 
cursed one destroyed by anything other than a rea dteel 

n forms again after 24 hours; ody rd&d can perma- 
nen y end a cursed me's existence and send it on to true 
death. 

A cursed one can absorb cinnabryl on1 by assaulting 

rushes forward to attack. A cursed one strikes by overla - 
stanatid essence; this requirea a normal attack roll against  
the victim's standard Armor Clam. A cursed m e  cannot 
succeed against someone weaxkg a suit of rea rteelurmq 
which blocks it. 

If the attack is successful, a simultaneous hot and cold 
sensation that is the cursed one's essence H o d  the victim's 
body, sa ing Id8 hit points &om the victim. In addition, a 
succerrstrattack by a cursed one allows the undead crea- 
ture to deplete cbuw&tyL Any ~ h a b &  worn by the victim is 

someone wearing it, so when it detecta t l e substance, it 

ping the body of a cindryf-wearing target with its inm r3 - 

instantaneously depleted by one ounce (one week's worth) 
on a successful hit. If the victim has lasr than a week's 
worth of cinrtabtyf left, the victim &Fers an appropriate 
number of days of the Time of Loss and Change (if the 
cumad one hits a character with only two da a' worth of 
c i n d r y 4  the victim suRcm five dayrr' worth dthe Time of 
Lms and Change). 

A cursed one drains as much CiARabryl as it can for as bng 
as it can, changing victims as n e c e s r q  and stopping only 
when none of its potential vi& are wearing cinnabryl. 

A cursed one is immune to dy, cbamr, and buQ qdh and 
hgacies, as well as all mind-affecting attsrcks. 

Habitat/society: A cursed one lives a lonely existence, suf- 
ferin conatant hun er and ain that be relieved only by 

A few village8 that were Btruck especially hard b the 
Fbd Curse ave &e to dozens of c u d  one& C d m w  
are not confmed to their area of o ' * but can roam free, 
traveling where they please in t h e Z L e s s .  They wander 
at night, and can move in darkened a r e a  during the day. 
Fortunatel , cursed ones are completely owedess and 

light. If the sun's rays touch them, they freeze in place and 
fade into nothmgness, leaving their consciousness to watch 

wha-rr Curse ones generally travel far from the area of their 
demise, ta avoid memo& that could add to their pain. 

Besides feeding a c u r d  one cbtmhyl ,  which is a tempo- 
rary and somewhat fooiish option, nothing can be done to 
help the creature, except for putting it out of its rnisety. 

and then 04 bra ~ E W  fleeting momwts. 

immoble, t l ough ah0 invisible and intangi&t, in the sun- 

I through that area until the sun sctx 

L i o g y r  Unlike most other undead, cursed ones have some 
effect on the ecology, uselesdy de ietin rotective 
cumabryd and keeping the magical rnctaPout of& hands of 
&me who could be helped by it. 



kkh, HunIIneriQor 
cLaVi-1 Any 

ORGANIZATION: solitary 
FREQUENCY: Very ran 

ACITVITYCYCm* Night 
DIET: Nil 
INTELLIGENCE Supra-genius (19-20) 
TREASURE: A 
ALIGNMEN'E Any evil 

NO. APPEARING: 
ARMOR CLASS: 
MO-: 
HJT DICE 
THACO: 
NO. OF ATTACKS: 
DAMAGWMTAC€G 
SPECIAL AYTACKS: 
SPECIAL DEFENSESz 
MAGIC RESISTANCE: 
SIZE; 
MORALE: 
XP VALUE: 

1 
0 
6 
15 
5 
1 
ldlO 
see below 
Struck only by magical weapons 
Nil 
M (4'-7' tal) 
Fanatic (17-18) 
15,000 

These vile undead creatures are the remnants of high-level Inheri- 
tori who sought to increase their power to great degrees. Through 
arcane alchemical processes, they transform from living being8 to 
undead monsteri of great power. They were or;et;nallJ. Inheritors 
of at least 15th level. Fortunately, because Inheritors are 80 

uncommon, inheritor lichesl are extremely rare; only two are 
known to be currently functioning on the Savage Coast, one in the 
Savage Baronies and one in Rtnardy. 

The appearance of an jnheritor lich varies widely; the basic visage 
L that of a skeletal humanoid, like a standard Iich. Unfortunateb, 
many non-human races could also choose this evil path. &ch ma- 

ture h a  a unique form, warped by the detriments of each of its 
Legacies. Thus, an inheritor &ch with Armor; Shbt, Burn, Pyk t ik ,  
Gmw, Wqm Had, and &AI& could have acder; bony eyestalks 
that hold eye lockets a €ew inches fi-om its face; a red glow in thoae 
eye sockets, skin that in hot to the touch, and flames issuing Gom ita 
mouth; a hollow, open-ended horn in the center of the forehead, 
h m  which small, spiky, bone projectiles can be fired; arms twice as 
long as normal; and a hand elongated into the shape of a bony 
sword. In addition, amall objecta near the inheritor lich explode at 
random btmwah. Whii the overall "body" L still skeletal and dtaic- 
c a d ,  quite often thme bones are not n o d  shap .  

An inheritor lich i m  usually d r e s d  in clothing reminiscent of i t s  
former life, perhaps armor for warriors, or robes for wizards. The 
materia19 are generally of high quality, though they may be 
roughtly used. Since the most ancient inheritor lich is no more 
than a decade old, its potmessions as yet show little iign of decay, 
but might be frayed from travel or combat. 

Combat: Unlike other Iichew, an inheritor lich has no qualms 
about entering battle against enemies. Stili, an inheritor lich is  

likely to have servanti and d i e s ,  some undead, aomt monswous, 
perhaps even a few normal humam or humanoids. 
Inheritor iicbcr Iack the magical aura that makes low level m a -  

.: I ~. 
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turea flee in ~WIOF; atill, their appunmnce d d& u m d y  
cause at least the more intdigent low-level beimp to h e .  An 
inh& lich in a furmidable opponent. 

Since the creature was once an Inheritor of at h t  15th level, 
that being M seven Leg& before its trenafosmation. No inher- 
itor lich o€ greater power has evcr been encountered; some '*gem 
speculate that mch a creature'e power i a  l i d  by &e trandor- 
mation prwess, but othera claim no more powerful inheritor lich 
has been encountered because no inheritor of greater powp baa 
attempted the transformation-yet. The DM must dtttrmiinc 
which hgacier a - inheritor tch  p a c c s s e ~  ume the trMcr in 
Chapter Three of the W S m L  boxed wt &m&ia &vk. A. L 

lich'a Legacici determine i b  exact appearance--the creature 
always manifests the detriments of its Legsciea--tbe~ detaila 
&odd be determintd becore an idterhr lich h t n c o u ~ d .  

An inheritor lich prcfera to attack with its Ltgacier when ruch 
an action is appropriate, and pomiblc. Use of the hgacics €& 
the same restrictions aa normal (a d m u m  of three times per 
day, etc.). Further, an inheritor 1ich is immune to h e  &rive 
&e& of Legacies it 7. For exampk, &riw lich with 
the h Lesacy docs not take damap from that lug-, cvtn 
when another p c m n  uwa the Legacy againat the Iich. Tha nra- 

turtii d d k e d  by other- ofthe bgacy. For -$, if 
a lich IUCS h, k h  are noimal; ifa creature Slpleroclrn 
to detach an eye (in slicht cuse, agbwing sphere ahout the size of 

Ae well a8 Legpciei, an inheritor lich retains cha~ectcr-cla~ 
abilities from its- h t r  We: a licb that waa once awhrd, prkt, 

a d  eye), that eye can still S u f f U  damage ifit i attacktd. 

OT bard cen & @; Dllt t h  wod once P wean movr de&, 
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We Fab is an adventure set in the Savage 3aroniea 

region of the RED STEEL" campaigri s e t h g .  Many apecific 
details about the area are provided in the larger b o k  of this 
sourcebox, appropriately titled Th Savage h m n k .  Though 
the REn STEEL campaign setting is required, that enthe set- 

ting and this adventure can be placed into any campaign 
world. The Savage coast, home to the RED STEEL campaign, 

of- 4-6. Becauss the rnajorhy of the monskr 

v t s  is the adventure are rehiv+weak gob 
bo&, &e DM has room to adjust the of 
the adventure to suit W d y  lugher or lower leve1 
PCa. characters of lugher level can s d  mjoy the 

adventure aa long as the DM increases the num- 

ber ofopponents or substitutes more pmwrful 

has a designated location within the world of Mptara, but the 

RED STEEL boxed set offers advice for placing the Savage 
Coast in other campaign worIds if the DM M ch-. To ryn 
this adventure, the DM should be fandkr with bath the RED 
STEEL boxed set and &e inforrnatim contained in &vagc&ar- 

o n k ,  especlallywith the Red Curse and the Legacies it causes. 

So this adventure can be uwd easily in any world, all the 

monsters in it can be found in the MONSTROUS  MANUAL^ 

opptmgnts d u r i n g c o m b a t e n m ~  Most 
of the role-playmg and noncombat 
encounters m -to PCh of 
my level. h e r  level Charwtera can 

have considerable &&iltyovtrcom- 

ing the combat and & life-threaten- 
;lg 0- of this adventwe, and 
they have little chance ofdeidng 

~ 

accessory. However, monsters from other sources, such as the 

MONSTROUS COMPENDIUM' appendix for the MYSTARA~ 
campaign world, might add more flavor to the setting and 
provide surprises and greater challenges for the Pa; the 

DM should feel bee to add monsters and challenges 
unique to the -rid in which he or 

she has placsd the REE, 
sTE33Lcampaign. 

Thisrt.h.enture 

b, the main viUah. Take care not 

to force lower-leveI P a  into cornkit 
with they cannot defeaL 

Theadventurehpminthe 
barony of and most or all 
ofthe P a  should be from weof 
the Savage Bamnics, perhapa even 

, 

sarag6n it&* six b s e  &beas 





Goblins and their kin have lived ia the YazaL Steppes for 
almost 3,000 years. Over twenty centuries ago, their 
hordes destroyed the elven and Oltec civilizatim of the 
region, forcing both elves and humam back into a savage 

state. When the Red Cume was created about 1,5Oayears 
pet,  goblinoids w k  Iittle notict, -tent in tbdr apd 
occasional wars against too-encroaching humans. 'whea 
the tortie civilization grew large enough to getm a real 
threat, goblins swept down from the s tems OQM more. 
What few pocketu of human and demibuman culture 
remained shraok to PoatiFKd, permanent d e m e n t s .  But 
they weren't van+i&d. 

arrival of TraIdar colonists, then again with immigrinta 
from Ylaruam, Yavdlom, and Thyatis. Yet the pblinoi& 
seemed content to let these petty baronies bc. After all, they 
fought among tbemselvea, first over territory, latet &et 
mining righis to c k a b q l  

h fOrti);C&&3Sremaiocd and e d ,  h a d l 8  



suffered by those two baronies. Given the mistrustful cIi- 
mate ofthe Savage Baronies, it is easy to see how such a 

man is misunderstood. But the baronet i not just a victim of 
The common cesidenta and soldiers of Sarag6n consider 
Don Luis de Maneanas a noble of the bihest degree, a man 

of character as well as station, a hero to the entire barony. 

Yet many nobles of Sarag6n and the other Savage Baronies 
consider Don Luis a clever rchemer, bent on advancing his 
own position by whatever means are handy. In this partim- 
lar case, the I d s  are exactly righk Don Luis i a nobleman 

in the trueat sense of the word. 

Honorable and altruistic, Don Luis strives to defend not 

only his own barony but also the entire Savage Baronies 
e o n .  His attitude is exemphd by hi9 actions at the Bat& 

envy and ordinaty human mistrust; the artifact he m e a  to 
defend Sarag6n and all the baronie~ exacts a price for its 
use. It is the source of much of the distrurt and suspicion 
which has so far kept Don Luis from rising above his cur- 
rent status. For more information on the effects dthi arti- 
Eact, aee the description of the carcta aC Ll  b m ,  the 6arrirr 
mk, in Appendix 111. 
As a member of the Inheritors’ Order of Crimson, Don 

Luis saives to c o n d  and distribute cbmr6qL tb a retainer 
and advisor to Bat611 Balthazar de Montejo y Aranjuez, he 
serves the barony; as lord of the northernmost citadel he 

of Morri6n just three years ago, when he helped lead dm directly protects Saragdn and ita people. Fortunately, 
Sardner  f o m  againat Yazi polls dmt had razed c a d e s  in 

Almardn and GargoAa, 
avenging the 

the baronet has never faced the dilemma ofdivided loyal&; 
but ihould that problem ever arise, he would almost cer- 
tainly serve hu country fht, his Order eecond. 

b h Recently, Don Luis’ scouts have reported frighteningly 
large and frequent sightings of GorPluk. More disturbingly, 
some of tho= scouts have faded to return from thtic mkions. 

Don h i s  has no idea that Balsuar is the one mustering 
the goblinoids of the s t e p p ,  but he doeai know 

enough to prepare for an impendmg invasion. 
Don Lui~  has sent word to Bar6n Ut- 
hazar already, and the baram has sent 

emissaries to each of the other bar- 
onies in an attempt to achieve 

i 
unity against the pbiin 
hordes. U-ly, 
Sarag6nb reputation 

for lmng &le to 

invasims 
has left 

even the 

t fend off large 

1. 

m0Pe - _  - 

WE=- 
thetic 

bronies 

with 
little kar 
that the 

goblins pose a reaI 
h a t .  

Since diplomacy has U d ,  the baronet 

has decided to take matters into his own hands. 
He is currently try;mg to find a way to increase 
the power of an ancient Okec mask, the device 

that h u  defended Saragbn’s borders many 
times in the past. 
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Red Curie, because the local priest protects them with 

As long as the PCs are friendly, the dlagerr greet them 
pleasantly. They are used to scouts and the occasional 
wanderer, but for the villagers themielves, most travel is 
between the Ewudo and the Tower; they rarely go beyond 
the world defined by the trail that connects the two. If 
questioned, the viliaprs are full of local gossip, but l ide 
useful information. Some sample dialogue follows; try to 

work this information into a conversation between a vil- 
lager and a PC, rather than simply dropping the data on 
the PCa without a context. The P O  could strike up a con- 
versation with amy of the hamlet’s inhabitants, but remem- 
ber that most of them are a little shy at first, so the 
statements below will not be the first thing to pop out of 
someoneb mouth. 

rmaiRtain spells. 

“The soldiers patrol all the time. Even though w e  are 

near the edge of the barony, we’re safe from gobIins and 
bandits.” 

*Harvest has just begun, and we d l  work hard for at 

least another week before festival. You Bhould stay for La 
Feativa de Maneanaa at the Tower. All the viilages will 
bring their best food and wine, and all the best minstrels 
will visit. ’ 

‘Don Luis is truly a nobk man. H e  haa devoted his lift 
to protect the barony, even though he is dso a member of 
the C h o n  Order. Such a man is imprhnt  to everyone 

here, especdy the accudd.” 

The can buy food and &I&, and they can barter orpay 
for l+g in one of the homes, but there L no ;M or tavern 

bere. Villagers tell anyone inquiring about supplies w 
equipment that they should visit the little market at Tome de 
Manzanas, about two miles southeast. 

Just before the Pcs leave the d a p ,  or as a w n  a t h e  &-em 

begin to lose interest in tole-playing with the dagem,  the 
DM should bring the f k t  of the important NPCs into the 
adventure. The PCa hear a distant cry that disrupts the tram 

quiliiy of the little village. It is a h ,  runriqg out the fi$de 
beyond the northern omhad.  None can d e  out what he h 

h u m i n g  the PCQ look beyond the by, thq can see be is 
running northwed toward a lone rider. Together, rider and 
mount are a black silhouette against  the yclIow fields. But 
even h r n  this distance the PCa can see that a h u d  fig- 
ure is dumped behind the drooping neck of the horse, 
e x h a d  or dcad. 

m . ,  but hi& @stun can only mean, “come hi” 



If the PCs make no move to follow the boy, a nearby 
woman calls out, "Manuell Stay back from the atranepr! * If 
the PCs do not act now, a man and a teenaged boy grab 
staves and run after Manuel. If the P G  stili r e b e  to f o b ,  
one of the other laborers suggests that the rider may bring 
trouble. "Won't you go see what it is? W e  are a simple 
people, and surtly no lone rider would challenge such aa 
you." If nothing else, the PCs should see the survivor, 
Maria, as Manuel and the other vdlagem lead her horn into 

the d a p .  
Maria is in bad shape. Slouched forward to allow her 

mount to support most of her body, she i s  barely able to 

clutch her horse's mane. Somehow Bhe finds strength to 

hang on, though the P G  can see she haa been wounded on 
the shoulder and the side, probably by arrows. Her 
trousers are dit above the knee to reveal a crude, Mood- 
stained bandage, her thigh awollen round beneath it. As 
she nears the village, she lifts her dusty face to rasp 
weakly, "Water!" 

The rider is Maria Cordoh one of Don Luis' scouts and 
(she t h i )  the last survivor of a group that d b m d  an 
ancient ruin in the near foothills of La Pampa R;ca {terri- 

tory weat of Sara&, unclaimed by humam). Maria suffers 
from arrow wounds and dehydrdon, but what threatem 
her life ia the poisonous &ng from a manticore. If the PCa 
apply suGcient h e a l i i  to restore Maria to half her hit point 
total a d  give her water, she can tak a little. 

She speaks in a gasping voice, her eyes unEocuaed, and 
tries to get the PCa to  swear to complete her mission: 
"PleaseI Swear to complete ... my mission. M y  life is gone ... 
the poison. Swear to met" Most PCa should be reluctant to 
swear to complete an unknown miaBion, but rash promises 
epitomize the S w a s h b u h  so common in the Savage Bar- 
onies, and Maria b moat d e h i d y  a damsel in distress. Any 
requesta that Maria explain the mission in more detail 
before a PC accepts are met with impatient protests: *There 
is no time! My life ... it dipB away. Swear it!" She has noth- 
;lg more to explain i€ no one will take her oath, though she 
will askto &taken to Don Lub. 

Should any PC swear to complete Maria's mimion, she 
calms comiderably and continueB to speak: "The ruin-we 
found it! It is not far 50 da, perhaps. Tell Lord his ... 
we searched for the artifact. There were ... monsters in the 
ruin, but we ... earcaped. Then G d u k  ambushed ua ..." The 
woman coughi, and she d s  br water again. 

A PC with either the healing or the herbaJism nonweapon 
proficiency can use knowledge of tither skill to examine 
Maria; a auccewll proficiency check c& that Maria b 
indeed doomed if the p b n  in her is not neukalkd 
Any successful use of the knowledge of herbaliim (that is, 
another proficiency check) inform the player character that 

only magic can neutralize the poison thii late in its course. Ifa 

MuriaCod& a Thief: AC 8 -}: M V  12; 3rd- 
level thid; hp 16 (1 at present); THACO 19; #AT 1; Dmg 
1&+1 (rapier); At NG Str 15, Dex 14, Con 12, Int 14, W m  

abventure; if for some reason she docs, the DM can invent 
them as appropriate or use the average acorns l i s d  in the 

DWGEONMAST~R. G& 0. 
Equipment: rapier, leather armor, light crombow, bolt 

io, cha 11. u a h d d  not ntad her th;- in 

with I10 crosdmv bolta remaining. 

The PCs may wish to escort Maria to Torre de Man- 
themrehem, send a meaaenget to summon hetp, or perhap 
even leave her with the vlllagem. 

If they choose to take her to the Tower, the PCh mwt 

devise a way to carry her there, an she no longer haa the 
rtxength to remain on horseback. If the FCh request a 
to carty Maria, the villagers provide one. It might alm be 
possible for someone on horseback to carry her, if she is 
somehow secured. 

If the P a  send a mesBenger to Don Luis, then -el 
Hernando de h Montoya, the baronet's &amen castellan, 
appears within about hafan hour to fetch Marie, brin&g a 
p i e a t  and a unit of six soldiers. Miguel introduces h h e l f  
with hate and courtesy, and requesu that the FCs aceom- 
pny him to Tom de Manzanas. Miguel is a bit brusque, 

because he does not understand why the F'& did not bring 
Maria dim& to the tower, rather than make her dam& by 
adweadoflife. 

If the PCS choose to leave Maria with the villagem and 
then proceed to Torre de Mawanas, when they anive and 
d anyone what &as happened, Mipel, a p r h ,  and nix 4- 
diem rush out to retrieve the Bcwt. Neither MigutI nor Don 
Luis thinki much of the PCa in this event, and udeee they 

e x p e a s  a convincing reamn for their unchivalrous acttons, 
the FQ not be asked to complete Maria's mission. How 
could they be expected to heIp an entire nation if they can- 
not help one needy woman? 

When the PCs arrive at the citadel with Maria, guards 
meet them before the open drawbridge. Aa long as the P G  
are not horde, the guards respond in a friendly, if aome- 



what formal, manner. When the FKk get c l ~  enough. the 

pard8 e Msria at on-, apprebd the &tion 
mm&dy, and dam & Pcs t h +  ini- 
tiating a shoud mrnrnuh €or tbe castellan (myel). If 
the PCs are a h a &  accompicd  by MigneliMiguel 
ShwtBfOrhLaia .  
In any caae, it &odd irot be long F o r e  Don h i s  him- 

selfi-appars. The b e t  is a bandwme man in bia late 
30s; hc appears and vibrrmt, but has just a touch of 
gray at hia temples, t?lt k s n h  of too much nttesi in his 
adveatptesume life. As mentioned, I)oR Luis is an Lnhri- 
tw OB the Order of Crimson; in fact, the bamm.waa o* 

nonweapon proficiencies, but he quickly realizes these 
will not bt enough for Maria; as soon he -sea the 
situation, tb baler mks permimion of €h Luis tu* a 

- magical p 6 a n  (actually a dose of &ug&um2 d w n t )  

~ I I  thc barontts w k  Ol.8Uch t b k  Lu& d y  
sgreca; and ht agki the PCs to help -e th &l bo a 
comfortable r& h i d e  the tower while llrligud runs off 
tb2 get the magical &mat.  fie o i n w a t  is Gsough to 

save the scout, h t  & is exhausted 6 8 e r  ordeal, and 
fdh into a deep deep as soon a~ her v d r  bwm bacn 

d e d .  

d e s c r i p t h  and statidcr appear in Appendix 11, hi5 
tower ’s  in A p ~ ~ n d i i  I, 

The Erst cofrcern of Dan Luis (axid MigUeI) is to a w e  

make t k  impaasibIe; the oge~t amount of time Maria can 

suurvivt ia I& to &e DM, bnt &e DM s h o d  not be &aid 
to be harsh with PCa who procrastinate). Dan Luis has a 
skilled healer as part of his staff; the guards call for the 
healer at the same time the baronet is notified, and both 
healer and lord arrive within a minute or two. 

The healer is skilled in both the healing and herbalism 

M d a k  life ( w i d &  mbaw not+y€!dwrbngas to 

i 
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by introducing himself 

to his study, where he 

5 The baronet begins 

to the PCs and taking 

offers them wine or water, whichever they prefer. Don 
LuiB comes quickly to the point, but in a friendiy and 
open manner, asking the PCs why they were in the area, 
how they happened to find hiB scout, and anything she 
might have said to them. O n e  h o p s  t ie  PCs relay the 
important information they gained from Maria, namely 
that she discovered the ruins, that the site lies about 50 
miles away, and that she and her companions were 

attacked by Goaluk gobIins. If  for any reason the PCa do 
not provide this information to Don Luis, it is only a short 
time before Maria wakes from a restful sleep and gives 

basically the same information to her lord that she tried to 
give to the Pa. Even if the PCs do tell Don Luts d they 
know, he talks to Maria and hears about the manticore 
and the fact that there are two sets of ruins located close 
together in the area she was scouting. 

Once Don Luis discovers the sta tus  of Maria's mission, 
he feels a sense of urgency: if goblins are close ta the arti- 
fact, someone must go retrieve it quickly before the goblins 
d e  it or destroy it. Don Luis interrogates the PCa M e r ,  
trying to determine their trustwortheas. If ai1 the PCs 
swear to  undertake an important mission and keep it 
secret--before they hear anything about the mission-IXn 
Luis tells them a little of the story, not wanting to disclow 
the whole tale in case they are captured or should somehow cia& iCtbUz are amy &omm in the adventuring  par^^ The 
turn against him. D M S k K d d * U p ~ B & & l m U c h ~ ~ .  



Though he may appear comical (the concept of a dwarven 
Swashbuckler is a bit amusing, after all), M i p e l  is a quite 
capable individual. He can guide the P G  on their mission, 
give them idomation, and come tm their assisatnce in combat. 

The PCs might suspect that Miguel would be going along to 

keep an eye on them, which is entirely true. Don Luis t rus ts  

Miguei implicitly, and knows he will do his best to bring the 

bracers back to Tome de Mammas. But Miguel's task is not 
to watch the PCs and insure their loyalty, so much as it is to 

see to their safety so the bracers can be retrieved. If the char- 
acters show the slightest hesitation, Don Luis conceals none of 

his reasoning for wanting Miguel to go along. The DM should 
make every effort to portray Miguel as trustworthy and poten- 
tid1y helpful, so that he can give them more clues about the 
bracers later on. Besides, he's an engaging character. If the 
PCS refuse to take Miguel, the baronet does not force them to 

do so, but instead provides a map marked with the suspected 
site of the ruins. 

Note: If MigueI is used as a player character, the DM has 
to add a little more backstory for the adventure. First, at the 

beginning, Don Luis sends Miguel to Escudo to debrief 
(and of course, treat) Maria and hear what she has discov- 
ered. Miguel heads back to his lord, bringing the PCs as 
well. After Don Luis tells the adventurers about the mis- 
sion, he pulls Miguel aside and gives him the real story of 
the artifact. When and if Mipel  tells the other PCs is up to 
his player. 

It is possible, and perfectly acceptable, for the DM to 

change or expand the adventure. There are several rea- 

sonable options for expansion. Two portions of the story 

have taken place without the PCs, and both segments 
could be turned into side adventures that involve the 
player characters. 

The first part of the s t o r y  that went on without the PCk is 
the overall search for pieces of the Oltec &fact, the search 
that led to Maria's discovery of the r u i n s  to the west. If the 

DM wants, the impending goblinoid invasion can be rnwed 
back several weeks or even months of game time. The PCs 
can search t h e  countryside, having a wide variety of 
encounters, perhaps checking through several ruined Oltec 
sites. They might find clues in the sites that, when deci- 
phered, lead them to the ruins described in this adventure. 
This mini-campaign would require that the PCs be told 
more about the nature of the quest, such as the existence of 

the several parts of the ancient Oltec artifact, go they know 
what they are trying to find. 

While the PCh are visiting various ruins. most outside 
barony boundaries, they can  notice increased goblinoid 
activity themselves, rather than simply being infomed the 

goblinoids are building toward an invasion. The P a  can 
&SO witness an increasing brutality among the goblinoids, 
and the slow start of the alliance between Gosluk and Kut- 
tai. As the PCh report these things to Don Luis, he becomes 
more and more concerned. Finally, as things come to a head, 
the P G  are sent to meet another group of adventurers in 
Escudo, to discuss the search's progress. This meeting 
becomes the encounter with Maria. Now the PCs have a 

much greater involvement in the story. 

A second direction for expansion is the quest to umfy the 

baronies to face another horde of goblinoids, In Divdd We 
Faif, J h n  Luis has already failed this quest; in an expanded 

adventure, the PCs could have a go at it, traveling to the 
various baronies to negotiate some sort of defensive pact, or 
simply to convince other heads of state to recognize the 
existence of the threat. The reactions of the other Baronial 
leaders would v q  widely. 

The leaders of Gargoiia and Almardn are initially well- 
disposed toward Saragh;  despite some natural resistance 

because they feel safe behind Saragdn, they are iikely to 

commit soldiers or advisors. Likewise, Guadalante and 
Cimmaron are friendly with Saraghn, and people of action 
as well; they would not hesitate to commit cavalry units if 
the existence of a threat were proven to them. Torre-n 
wants any alliance to pay for the participation of its merce- 
naries; NarvaRz is perfectly happy to let the Enlightened 
States be overrun by goblhoids, and sa would ally only if it 
saw proof that goblinoids threatened it directly, The Sea 

Powers have little commitment to an inland war, but likely 
join in if several of the other baronies do, to maintain good 

trade relations with everyone. 
The two missions could be combined as well, 80 that while 

the PCs visit the different baronies, they also search through 
local Oltec sites and talk to sages about them. This variant 
might also lead to a completely different adventure ending. 
hgicdy, if the baronies discover that someone is manipulat- 
ing the goblinoids, they'll hire a group of brave &-turem to 
fmd and kill the behind-the-scenes leader. Most likely ;this 

assignment pushes the PCe into a confrontation with Balazar 
long before he returns to the Savage Baronies. 
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Once the PCa haw agreed to Don Luis’ r q u e s t  

they are allowed to outfit themselves from the 
armory and enjoy masanable credit from the mar- 
Letplace. Allow the PCe to equip themselves with 
any su+s listed in the P L q w S  ff& up to a 
total cost of 100 gold pieces per PC. Normal 

e q u i p m n t ~ ~ ~ e d f m r n ~ ~ ,  
bitaicweapnrareav&blefrwnthe 

citadel’s &tb, and leather or chain mail 
can k acquired as well. Don his  alm 

has a suppb of- but he asks 
the PCa to pay for ic if he has k n  

i m p r e d  with the P&, the b e t  

c h a r p  &ern Inherids priw Eor the 
magical m d .  Though &n Lis has 

severd d d k d w e a p n s ,  these are hid- 
den in a secret armory, and he d e s  

not release them to the PG. Doa h i s  
is alpowdhng to supply homes to any 
PCe who do wt have them, as a loan 
only, bo speed the rn on their way. 

The baronet e n c o v  the P G  
to be on their way as quickly as 

recovwing the bracers. If they 

s t a h  dwmdvw to get thc g d ~ .  L)on Luis ia pimaant tothe 

snappish. 
Once the FCs are rdy, they should htad offtoward the 

ruins. If  Miguel is not accompanying the P a  Don h b  
makes o m  they have a map (Handout #I) to & apm- 
mate location ofthe r u b .  H e  hpasae i  OR m i d o m u -  
tion from Mark There a m  two ets of&, each on a h;u, 
and within sight of the other set of ruins. If n v  &e 

baronet can also describe Oltec architecture, which uses 

step pyramids, giant stone heads, and intricately carved 

staixmy. When all p r e l i i e s  are done, Don Luis w i t h e m  

the dventuxem luck and sends them on their way. 
This aection is the real Urneat- of the adventure, dUr;lg 

which the P& face dsnger, find treasure, and, one hops, 
use a little strategy. The first p”’ of their joumcy, acrma 
the graadands of La Pampa Rica, ihouid be relatively 
uneventful; the PCa are headed h o s t  due west b m  Torre 
de h, and while they might have a few encomitm, 
none am important to the progmss ofthe adventure. 

Pcs haw an encounter 
with m e  God& 

dora event 

“I. 
& they waste a lot &he, in which case he 

. .  * 

After they reach the h;lly lands, the p 
... 
L @le, -that no time is lost in goblins, arm- 

the proctdurca, gaing as far as 
7 t x a d l n g t o t h c ~ t m a r k e t  



to rmpe.Afber tb t~moveon, theywmetothctwo~of  

ruins; when they become able to me the ruins, thgr &odd 
& gobbao5ds encam@ d tme. %otber&ufrUins 
appeaw- * , a m d i s t b e o m d a e n ~ t o + .  

The F O  need to make a w e d  decisiom at this juncture: 
shodd they a k ,  should they mepk in, etc. They might 
also know about a human primner (Maria's partner 
Orlando) in the goblin encampment, and need to decide 
what to do about him. Eventually. the PCn should search 
one or both sets of ruins to find the 6 M C m d  of fo&@anEc, 
wbicb are locad in the Oltec &B (not the ruins with the 

goblinoid camp). At about the time the P G  recover the 
k m ,  or whcn &e DM feeh thay have spent long enough 
looiang, a great goblinoid horde, kd by Wazar, approaches 
from the northwest. The i d d  situaticm is for the €G to 
to w m  satagbm, running just ahead d t h e  horde until they 
reachTorredeManzanas. 
As this part of the adventure progrtsses, the PCs can  

come to re& &at the goblinoids represent a very serious 

threat to the Savage Baronies. By the time they encounter 
the large horde of goblin8 at the end of this section, the 
player charactera &odd be feehg the urgcrhq of the situa- 
tion and should be ready to fall back to Torre de Mamanas. 

Be sure to give the POI every opportunity to run; they are 

nat meant to actually face the goblin horde they see here, 
rnereiy to retreat ahead of it to warn Don his. 

Fohwhg a map or Miguel's directions, the PCa should not 
take Iong to ccms these p&ds to reach their goal. The 
firat portion of the PCs' journey is through cultivated fields 
and patrolled Ian&. The PCh have no adverse encountem in 
these areas, but the DM may wiah to include short role- 
playing encounters with workers in the fields, Gauchos, 
military scouts retnrning from patrol, or other characters 
that might give the + a greater sense of real i~ .  

Once the P a  c m s  the border of Sara@, the fields give 

way to savannahs, then eventually to rough  hill^. The PCa 
risk encounters with wild animals, bandits, and even 

Gosh& outriders. If the party is powerful enough to with- 
stand a few incidental encounterar on the way, the DM 
should fed &e to include them. A shwt random encounter 
chart is included ifthe DM wants to u8e it; the short adven- 
tures fromtheREa,S~ lmxtd~cana l sobed i f the  
P G  have not arPer;enced those encountem previmsb, and 
the DM is encouraged to experiment with favorite mon- 

stem. perhaps giving them hgack. 
Remember that these encounters, like the role-phying 

encounters mentioned above, are diversions that add color 
to the adventure setting. They are not intended to p d  the 

PCs away from the main adveniuxt, or to kill them. 

2 

3 

4 

Qeept. (Sk Int Zara (d-7); AL Id3 
AC6; M V  6; HD 1-1; hp 5 caeh; THACO 24 #AT 
1; I d 6  ( s h o ~  sword); S Z  S; ML 10; XP 15 
each. 
% i s a s m s H ~ p e r t y t b a t c o u M o e r v e a s e  
~ofwarm-upencolmter. 

(l)r Int Animal (191 AL N; AC & M V  
9, Br3; HD 12; hp47; TkIACO9; #AT 1; -2d4 
(bite); SA a64 c h  for 2d4 damage wch; SZ S; 
ML 1% XP 9,ooO. 
This monster prmh im hilly ground, It does not 

redly want to fight, which is probably fortnmab 
€ar the PCB, but it attacks if approached OT 

pemtered. 

(+ Int Avg (&lo); AI N; AC 8 (htk 

armor); M V  12 (18 OE lig-bt warh-1; HD 1: bp 
7 each: THACO 20-, #AT I; Dmg 1d4 (dagger) or 
ld10+ (wheel-lock horse piitol); SZ M; ML 14; 
XP16each. 
Theae are cattle herdem wandering the range, or 
e b b  camped for the night, dqwmdmg nn when 
they are encountered. Eaah gaucho haa a horae, 
and there are several c a d e  newly. The gauch 

are peaceful, but willing to become rowdy if 
insuhed. Thcare gauchos live outside the cursed 
lands and do not have WE. 

Prairie Dogs (10)s Int Animal (1); AL N; AC 8; 
M\I 12, Br2; HD l& hp2 u& TWACO20; #AT 
1; Dmg 1; SZ S; ML 8; XP 7 each. 
This encounter can k played for humor, but c*n 
have serious repcrcussion~. As the P G  arc riding 
along, they hgin to notice prairie d q s p p p i n g  
up from nearby holes; while the animals do noa 
attack unletw bothered, their dens are a h d .  I€ 
the PCs don't take precautions in this region, 
each horse has a one in six chance of stepping 
into a hoie; if thie happenar, the rider must e d m  

hb 01 her mount, w it hae a one in twelve c h c e  

of breaking a €eg and king  unable to continue. 
Otherwise, it is relativtly easy to extricate a 

borsa from a M e .  



The party's fir4t real encounter with Goduks ia  in the 
grassy valleys leading up to the h a s  where the ruins a r e  

located G o k  have p a u d  in a small valley, and are not 
visible until the PCs come over a smaB rise. The goblins 
have alert scouts, and spot the PCs at the same time the 
pa+y sees them, unless the PCh have taken precautions like 
sending out a s d t h y  scout. 

This ia purely a combat encounter to show the P G  that 
the goblins are not at all shy about attacking humans, as 
they would k nodx they l ~ a n  &ears. If one of these 

goblins is qtured.  he ttIls the PCa that his friends have a 

human prisoner back at the ruina. If it does not look like a 
goblin will be captured, and it serves the plot, the DM can 
wen have one of the goblins mendon the prisoner during 
combat, either bragging about the captive, or y e h g  to hm 
cornpatriob to "get another one to take back to the ruins1 

Though goblins usually ape& their own language, several 
a€ them have leame.4 rough common in order to communi- 
cate more d y w i t h  B k ;  this allows them to communi- 
cate with the = as well. 

If Mipel is with the adventuring party  at this time, and 
the PCs do well againit the g o b h ,  exhibiting reasonably 
honorable behavior, Miguel takea them into hm confidence 

and tells them about the artifacta, including all he knows 
about the Barrier m k  and the b m  .f fot&Xhm. 

Goblins (13): Int Low: AL LE; AC 6 (10): MV6; HD 1-1; 
hp 5 each; THACO 20; #AT 1; Dmg ld6 (by weapon); SZ 
S; ML 10; XP 15 each. 

Goblin sader (1): Int hw; AL LE; AC 6 (10); M V  6; HD 
I: hp 7; THACO 20; #AT 1; Dmg ld6 (by weapon); SZ S; 
M L  10; XP 15 each. 

W o w  (14)r Int Low; AL N(E); AC 6; M V  18; HD 3+3; hp 
17 each: THACO 17; #AT 1; Dmg 2d4; SZ M; ML 11; XP 
120 each. 

Following Maria's directions, Don Luis' map, or %el's 
leadership, the PCs eventually arrive at the area Maria 
described. There are two hills here, both dotted with scrub 
vegetaiion and boulders, and gouged by ravines. The clearly 
recognizable ruins of a Traladaran outpost stand on the 
higher, abandoned hundreds ofyears ago after a devastating 
GosIuk raid. The lower hill GI more a plateau; on it, invisible 
to cursory examination, are the half-buried remains of a 

much older ruin, thii one a devastated Oltec temple. 

When the hst  T r d h  pioneers traveled to this region, 

they-ididd a& o f s d f -  meantto- 
tLi &ed lande from gobliwid reidem. It was mt i q  
%those raidem laid .;cge to the * daoattared 
most of the Traldar. These ruins mark tha location of a 
fortrux3 which tmk nearly twoyears to but whkh 
s t d  &Ir hathatlam Ware i t w a a d t o t h e  graund 

The two r u i n s  lie within sight of OM another, and ad the 

on the higher hill. The PCe are correct if they Miew that 
any activity in the Oltec ruin is via;& €ram the T- 
rub; hey must do rromathingalmut dm +, or d i n  
and out of the O k  ruin with tither s'pted or magkaJ con- 
cealment. Tht PCa might dm be aware them is a hularn 

they do not yet realize he dsh,  he h o m e s  vhible on a 
cl- approach to the ruins of the TraMar e i d .  

Note that if Miguel is with the F G  when they see the 

-men dthe Y d  Soba;n&, a d w h e n  he sees M u k  
and Kuttai together, he says sontethq like, "The Cosluk, 
they are no problem; they raid, they go away, they are 
weak. The Kuttai, they are no problem; they raid, they go 
away. Seeing Kuttai md Gosluk togather, thai is a bit OE a 
problem, but not one that is imuI.moun&le. Thank 4- 
ness the Dankut are not with them." 

The main concern of the PCs is getting past the gobli- 
noids, either by avoiding them or them. In regard 
to their approach to the ruins, the PCh have three broad 
options. 

Stealth. The PCs can s d  in and m u e  -do or 
sneak into the Oltec temple to mover the k d ,  w both. 
If the P G  art wry careful, they mi&t pull off a serrltby 
approach, but there b bound to be mise when the FCs find 
the manticom guarding the bnrrcrd (unleas they use magral 
silence to block the swnd from r e d i n g  the g o b ,  auch 

as by casting d h m ,  15' dk acroiiar the mouth of tk man- 

ticare's cave}. If the goblins hear the FCa fqhting the =- 
ticore, they send patrol8 Over utltil eventdy  a large p u p  
of goblins and oms surrounda the w d ,  waibg to take on 
the winner of the fight. 

Attack. The PCs can ayto kill or rout the go&s a d  
orca. This uptian is viable; after a Eew goblinoids die, borh 
Kuttai and Gosluk think better of their rather shaky 
alliance and run away to leave their former &ea to their 
fate. 

Wait, This option dees the PCs no g d .  The goblins 
wait, tm --until reinforcemenb &ow up, in the form of arev- 
eral hundred more g o b h  and oms, with &lazar. When 
the horde shows, BJazar briefly prowla around the two 

temples, kdls the manticore, remvera the b d ,  and le& 
the horde to attaclr sarag6n. 

pr=Q approscb theycan C l e a r l y ~ g o b L n B d t b e  ruim 

prisoner, olhdo, and must decide what ta & a h  him; if 

ruins, the dwarf& a €emark ortwa. H e l - e q p k  the 
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ago-Zit is not simply the stufFof legend, as some scholara 
argue. T h e  blocke were taken from tht OItec ruin by tbe 

The Traladaran ruin is the only ont’the goblins and orcs 

have yet explored. They are aware of the older ruins, but 
consider them useless. The goblinoidr have made their 
camp within the arcant shelter of the two remainirrg f o m  
wah while they explore those few chambers of the dungeon 

B o  far revealed. 
Both Gosluk and Kuttai goblins camp here, along with 

a unit of Kuttai oms. The two tribes are currently died,  
though lingering hatreds and suspicions remain. Fights 

Tr&r and plactd in their own construction, probabb b r  
decoration. 

When the PCs get close enough, they can see into the 
fortress - through the wall, through the ancient gate, or 
over the top of the rubble, depending on the angle from 
which they approach. In any w e ,  they can see a human i 
being held prieoner inside. If Miguel ia with the Pa, he 
recognizeaP Orlando, Maria’B partner. Maria asaumed 
Orlando died with the other members of their small wt- 

between members of the two tribes are not uncommon, 
and to diminish the chances of a serioui conact, the unit 

chieftains have divided the area into four discrete patrol 
quadrants. 

Whilc several goblins and orc8 stand watch outside, a 

B I I I ~  group representing both G d u k  and Kuttai exploresr 
the dungeon chamkrs below. A few goblini and oms rest 
inside the wails, and two Goduk goblins guard a human 

ing but the goblins a c d y  kn& him uncmwcimm 
and captured him. Note that Mipe l  insists on rescuing 
Orlando; a romantic, Miguel haa noticed that Maria and 
Orlando arc amitten, and belicvm they must k r e d  for 

true love. 

Patrol Quadrants 

A: Goduk Gablins. A walking patrol of four goblins sur- 
prisoner. 

Among the tumbled stones of the Traladaran ruin are 
worked blocks, some of which are c a r d  with cecognizab~ 

v e y  this area. These goblins are alert, but pay more stten- 
tion to the Kuttai goblins that patrol ntarby, anxious to 
make sure the Kuttai do not receive iome extra privilege 

foreign designs. Any PC who make8 a eucces8ful ancient 
history proficiency check identifies thew madm aa a t e c  , 

and knows the Ottec civilization fell thoumnda o 

t h  do mot. The goblin8 walk the perimeter of their 

p m  area, aometbea s-rrg to h$~.ba& atthe , 

The Ruined Citade 
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B: W u k  G & b .  A lone gobkt stands guard hm while 

hia two compnions deep ai hie feet. lWe who can approach 
with atcalth may be abie to &patch this lane @ quietly. 
In addition, the goblin’s position cannot be observed from 
the ruins, which in why two of the guards a r e  able to get 
away with sleepiug. 

two nasons for their silence. 
First, the upper subIeveI is 100 kt below ground, and 

can b reached only by going &rough a t w b d  litde pas- 
sage; IPe ptople larger than goblin-size, around t4-s not 
travel well through this naffow M .  Only a t  person 
can fit in the tiny tunne1 at once; goblins can fit rather 
comfortably, but oms and humens would have difficulty 
m&g in the tunnel. 

Second, the goblins reached a long eomi& kIaw the 
sur€acc; the corridor has brick walls and arrobbleetone 
floor. A i  the gobiins adwancd along this corridor, they 
began seetting of€ a aeries of mechanical trap.  Three gob 
lins, a Gosluk and two Kuttai, lie: dead. The other three 
goblins, one Kuttai and two Gosluka, stand or sit in the 

middle of the corridor, unsure what to do. When thg. &d 
to retreat back the way they came, ander  trap went off, 
injuring one ofthe m n a h k g  Wuka. N o w h y  *re IcaFed 
to move, and are hying to think of a way out without s e t  

C: Kuttai Goblins. A walking patrol of three goblins 
watches this area. T h e  goblins walk close together, and 
patrol back and forth at the edge of their d-atcd area 

While the g o b h  are vhible from the citadel and so cannot 

be killed without raising an darm, PCs might e n d  by in 
m e  brush at the edge of the p a d  area, if they wait und 
the goblins are headed the otbcr way. Of coume, the G d u k  
goblins in area A may see stcaithy PCs if their mistrust 
leads them to look this way at the right moment. 

D: Kuttai h. Four om3 patrol this area Each is stationed in 
a wmer ofthe +tal area, and- few minuten they 
dl mcatetothenextpst, toinswe&qare all awake 
and aiert. These oms cannot be bypassed 

* -  I 
J I d $  -u .- 

*WithUtp2itlUCkOrmagic. 

Appma&q the R m k d  Fmtmsus 
The best way for P a  to approach the 

fortress is through area B, though 
B 

5‘ ?-,q 
h A a n d C h a v e d v a n - a  2 / 
well. D cannot be penetrated by 
stealth done. The party’s best chance 
for success depends on their abilities; i€ 
they have several steaithymembem, an 
approach through area A or Cmight be in 
order. If the party is unsubtle, their best bet 
might be to attack quickly, hopingto distmct 

the goblins from attacking Orlando until he 
, 1‘ 

cankremed. 

TheRemainingToww 
Kuttai oms claimed the tower as their head- ” 

quarters, and the Goduk did not protest, 
since they had explored it earlier and found it L, 
boring. The tower is mostly featureIesa, and a 

collapsed upper level leaves it open to the &y. 

The Dungeon Levels 
In the remains of the citadel’s second tower, the 
oms found a hidden trap door that led down to a 

two sublev&. Rather than explore the levels 
themselves, the Iazy orca sent down a mixed 
party of Kuttai and M u k  goblins. The gobha 
have been indt for about two hours and have 
not been heard horn aince they went in. There are 

I -  



ting off w e n  more t f a p s .  The rivalry between the two t r ibes 
keeps thegie three goblins quiet; each hesitates to show 

weakness in front of the other tribe, such as howling €or 
help from the surface. 

If the PCs venture into the sublevele, their passage 
through the twisted corridor is uneventful and dat ively 
easy, i€ slow. However, onct the characters reach the deep 
corridor, they face two dangers: traps, and goblins. The 
goblins shout threats from the middle of tie corridor, and 
heedless of the trap, rush to attack characters who come 

toward them. Use a t a n d a d  goblin statistics, except that one 

dthern has only two hit points A i - .  
Whenever Bomeonc moves in the corridor, whether 

walkmg, running, or maneuvering to attack, them is a one 

in six chance of a trap going off. The corridor is loaded 
with several different types of trap, and most are self- 
loading and repeating. There are darta that shoot from 
the walls; blocks that drop from the ceiling; spikes that jut 
from the floor; bladei that swing out of the wall; axe 

blades that e like pendulums aems the corridor; and 
any others the DM cares to add. A character who sets off 
a trap must make a successful saving throw VI. paralyza- 

tion to avoid its effects, or take ld6 J c i  (regardless of 
the type of trap). While it might be possible for a thief to 
go through the corridor and dtarm the traps, there are 
always the goblins to worry about. At the DM's discre- 
tion, it might be posaible for the PCs to negotiate a truce 
while one or more of them try t o  disarm traps-but it is 
suggested that  the DM just have some fun with traps 
going off throughout melee to Ihen things up a bit. If a 

thief does try to disarm the traps, there are 82 ( I )  differ- 
ent mechanisms to be disabled. 

If the characters make it through the corridor to reach 
the room at the end, they find the door easy to open. Inside 
is a treasure hoard guarded by a wight. The exact contenk 
of the  treasure hoard are up to the DM, but should be 
based on the wight's treasure type (B) and the needs of the 
C a l l l p a i g n .  

Wdt (1): Int Average (9); AL LE; AC 5; M V  12; HD 4+3; 
hp 26; THACO 15; #AT 1; Dmg ld4; SA enerw drain; SD 
spell immunities, hit only by silver or mapal  weapons; S Z  
M; ML 14; XP 1,400. 

a- 
The remaining "courg.ard" is nathhg more than the outline 
of the original walls with partial remaim of t w o  of those 
walls. Against the interior of one crumbling barrier lie the 
off-duty Gosluk gobiins. Againat the other wall, almost 40 
feet away, two Gosluk gobIins guard Orlando, who is tied 
hand and foot and leans propped against the cold stone 
wall. The goblins guarding Orlando pay little attention to 

him, only occasiody glancing in his direction, sometimes 

going for minutes without checking on him. Orlando's 
guards are more interested in playing knucklebonm- and 
keeping an eye on tht Kuttai. 

Redngmando 
Fortunately for Orlando (and the Pa), m;nS him is not 
difficult for a careful and stealthy party. The goblins have 
W h l y  placed him near a &r large h d e  in the wall, ao 
&r eliminating the one wakeful goblin in patrol area B, 
the PCS can climb up behind Orlando. Orlando is tied up, 

but L not closeiy guarded (the perimeter guards are s u p  
posed to d e  lure he cannot ~ p e ) .  As Iong aa the P G  
are quiet, hey can release Orlando &.om his bin+ with 
little trouble, and apirit him away. 

Orbdo,  h r :  AC 8 (leather); M V  12; 3rd- 
level  range^ hp 19 (6 at pMnt); THACO 18; #AT I; Dmg 
ld4 (dqgpr); ALCG; Str 17, Dex 12, Con 13, h t  13. Was 
11, cha 12. 

Equipment: leather armor. O d a d o ' s  other equipment (a 
wheel-lock pistol, b o b ,  and so forth) was taken by the 
gobIinoh and is miles away. 

Cablina (34): Int Low: AL LE; AC 6; M V  6: HD 1 4 ;  hp 5 
each; THACO 20; #AT 1; Dmg Id6 +y weapon); SZ S; &lL 
IO; XP 15 each. 

G o b b ,  leader'@ Benehmen (5): Int Low; AL LE; AC 6; 
M V  6; H D  1-1; hp 7 each; THACO 20; #AT 1; Dmg ld6 
(by weapon); SZ S; ML 10; XP 16 each. 

G o b b ~  leader (1) Int Low; AL LE AC 6; M V  6; HD 1; hp 
7; TJfI.AC4 20; #AT I; Dmg Id6 (by weapon); SZ S; ML 10; 
XP 15. 

Wolf, Worg (39): Int Low; AL NE; AC 6; M V  18; HD 3+3; 
hp 14 each; THACA 17; #AT I; Dmg 2d4; SZ M; ML 11; 
XP 120 each. 

Orcs (13)~ Int Average; AL LE; AC 6; M V  9 (12); HD 1; 
hp 6 each; THACO 19; #AT 1; Dmg td8 (weapon}; SZ M; 
ML 12; XP 15 each. 

Orc Leader (1): Int Average; AL LE; AC 6; M V  9 (12); 
HD 1; hp 8; THACO 19; #AT 1; Dmg ld8 (weapon); SZ M; 
M L  12; XP 16. 

st+p (14)r Int A n d ;  AL N; AC 6; M V  12; HD 5; 
hp 30 each; THACO 15; #AT 1; Dmg 2d4; S Z  L; M L  10; 
XP 270. 



Far more ancient than the T r a l k  f o h  is tbh nearly- 
buried ruin of an ancient Oltec tempIe built in honor of 
some long-forgotten Immortal. 
The ruins consist of a giant human head carved from 

stone and standing 15 feet tall; a small stone pyramid with 
steps up dl ricks and an opcn platform on top; and a deep 
“cenote,” a natural well abut 30 feet in b e t e r .  The water 
in the well i~ meral  feet blow the edge of the pit? and in 
only about 10 feet deep. A cave .p”ning ia expoared in one 
side ofthe cenote’s wall. CJimbiq down the wall is not dif- 
ficult if a rope is used: the side is smooth and a Ltde wet, 

giving a thief or other character a -10% chance to d i d  
down safely without a rope or climbing equipment. 

the cavern -but so is a makcore. 

Thii creature has declared the dthe cenote for its 
own? having discovered and claimed the lair about three 
months ago; it 6ght.s to the death. The mt of the treasure b 
left to the DM’s discretion, based on the manticoce’s -re 
type (E), and the requirements of the campaign. Thc manti- 
core d- not have any d& d d t &  or related m a d r .  

The b m r d  are deep 

Manticore (1): Int Low; AL LE; AC 4; M V  12, fl 18 (E); 
HiD 6+3; hp 34; THACO 13; #AT 3; Dmg ld3/ld3/ld8; SA 
goison; SZ H; M L  14; XP 975. 



explain the W M & O ~  between the bmxm and the w k ,  the 

P a  may not d m  how hp0-t the b m d  d y  are. 
At this point, the PCs can see Balazar as he approaches. 

If Miguel is with them, he explains what he knows of the 

confrontation between Balazar and Don Luis. If one of the 
P G  is an Inheritor, that character stands a chance (based 

Boar, Steppe (49)~ Int A n d ;  AL N; AC 6; M V  12; HD 5; 
hp 30 each; THACO 15; #AT 1; Dmg 2d4; S Z  L; ML 10; 
XP 270 each. 

SpkhDm: TLe Noble Smaifim 

on an Intelligence check) of recognizing Balazar as a rene- 

gade Inheritor. 

head when the hoard approaches. If asked what the 
problem is, he replies with something like, "I said the 

k l u k  were no problem, it was true. And the Kut- 
tai, the same, no problem. Even when tagether, 
they can be defeated. Unless the Dankut join 
them. Well, thow are Dankut. Three of the 
great M~~OIIS have united and nothin@; can 

stand against them now. " Miguel is right: Ral- 

It is possible that at some point, real.unp their dim 
situation, one or mom of the P a  suggests stay- 

ing behind to delay the horde, or at least to 
serve as a distraction, while the fastest 

PC continues at top s p e d  toward 
Perhaps an injury or anything 

else that makes some charactem h e r  than 

others prompts this noble act. If the playen 

de-play such martyrdom well, the DM 

I€ -el is with the p u p ,  he frowns and shakes his 

azar has managed to unite three tribes, at least 
ternporady. Despite his sudden depression, 
-el k o m e  just as abruptly e n & d c  i€ 
the PCa make any reasunable sqgestion for 
dealing with the situatbn (such as rushing 

to warn 

the baronet). 
The statistics -T 

for the goblins and tq 
oms follow; Balazar's 
statistics are found in r 
Appendix 11. 

&bl& (134): Int Low; AL LE; AC 6; M V  6; 
HD 1-1; hp 4 each; THACO 20; #AT 1; Dmg 
ld6 (by weapon); SZ S; ML 10; XP 15 each. 

L .y' 

I] should give the player characters a break. 
There should be a reason, such as one of 

rn the examples just given, for the sacrifice, and 
the fastest charactem must 

i continue on. It should a h  
be in character for 
that PC to 

w~vj,~,l~yw 
J' h e  --or represent 
a dramatic turnaround in 

that PCS Me. 
If a PC {or even several PCS) think they 

can delay the horde simply by atdung the 

multitude, the goblinoids redate, and the PC 
probably does not last long. I€ the PC tria to 

Wley or challenges the leader to single combat, 
Balazar approaches and tries to capture the char- 

c 
acter. If a PC should happen to challenge B a h m  to 

a duel, or issue an Inheritor's challenge. BaHzar 
rehses and orders his goblins to take the PC prisoner. 

Balazar has lost his standing as an Inheritor, and has never 
c&d for the rules of dueling, so he feels no need t~ accent a 

4L 'h 
Wolf, Worg (134): Int Law; AL NE; AC 6; 
M V  18; HD 3+3; hp 18 each; THAW 17; #AT 
1; Drng 2d4; SZ M; ML 11; XP 120 each. 

Ows (49): Int Average; AL LE; AC 6; M V  9 (12); HD I; 
hp 6 each; THACO 19; #AT 1; Dmg Id8 (weapon); SZ M; - 

challenge. Ifthe PC or P a  d w it, they will be taken p k r  
and brought along to SaragBn and the climacdc encounter. 
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In this pection, the PCa return to Saragdn, pw- until he is =we& he can bareiy stand. It is at this tame &at 

sued cl-ly by the hading edge of the Balazar hunches aa attack against Don Luis. While his 
dite - d t  the c&, Bnlazar f l k  abwe the m&e tm 
m k  tbe baronet directly, Miguel is busy leading &e 

d ’ + d e r s ,  so it is up to the PCs to save the h e t  

h c d a h  death -or worse. 

‘I?& section a b  dctaib the rewards for the PCs if they 
in &BoBI& The rewards are based op hm,many 

horde. At this point, %is leadutg ~ Q F C B  

only, and the 50 ofthem (Balazar a d 4 9  q) 

bred versions of the more m u n b  b f w r r d  
elsewhere. The player characttrs s h a d  urirrr 

less than an hour abeaddB&zar, &&g 

are all mounted on steppe boars-g;ant, 

. -&& 

irdimwxFm~~thers,thebsmm& ., 

through with an elite fomeofaht Mixeahodeofvichw, 
M m , a f o r * ? e t m & d t o &  elerper;lggobhnoi&). 

sffectedbytbeaFti%etr. T%epreEmeof 
Whether he uses both tke ad- tbe pd 

main horde. Howtver, the e&rt 



Al Tom d e L z m m  

When the PCs reach Torre de Manzana~, they see that it 
h a  been preparcd for war. W h e n  they weft here before, 
there were markets set up outside, and &e were seen all 
around the castle. Now, all the commonera and merchants 

are inside the castle, and defenders can be seen at several 

Don EAlb meets the PCa at the gate when they ride up, and 
he asks immediately for the b m r d .  If the PCs do not have 
them, the baronet turns vely st;m and sap, V e l y  well. We 
wdI do what we can." H e  then turns s-7, and stalks back 
to hir tower, lea+ the P G  to their devims &ey arr 
welcome to help the defenders of the casde, but Don Luis 
w d d  not care ifthey simply ieftartd newrreturnsd 
If the PCe have the b m  qffd- Ehm Lub tktiks 

them and praises their bravev-and s p a :  He d e r  *e 

bracers and goes into his tower, where be caa aaraiia 

ancient lwvk to decipher tht pictopqha a thc bmcm a d  
learn about their precise function. df &e P G  &odd try to 
hold out For more money or anythiag like &at, the barmet 
will not shed a tear for the P G  afber be orden hi arch- 
and pistoleera to shoot them down. 
h Don Luis goea inside With the b d  offorb- he 

offers the P G  the opprtun;ty ta &-they have certainly 
earned it-or to help defend the castle's walls. Either is 
acceptable, but hopefully the PCa a m  wiiling to aid in casde 

defense, so they don't miss the climax of the adventure. 
Besides the baronet's full-time heabr, who the PCa met 
before, Don Luis has aho brought several clerics to the 
tower, and the PCs can receive any healing attention they 
need before the battle beg&. 

The P& are welcome to help prepare castle defenses, 
and can choose their own poab if they desire. If they do not 
have a preference, Miguel a k a  them to guard the gate- 

house, and to possibly be prepared for a counter-charge 
From thc castle if it is needed. 

Not long after Don Luis +pears into his tower, Bd- 
azar and the oms arrive. If the dmracters have a good van- 
iage point, in the far disiance behind Bakar  and the -, 
the larger goblinoid horde can be seen. 

pine do* the wds. 

During the next part of the adventure, the NP#I come to 
center stage, but thi should not lx a feaeon to keep the P a  
€ram playing. If they want to jump in with an action at any 

Rdazar: Dwarf, you were lesa &am I before, and you 
are sti l l  nothing. Go, dog, and tell your master that I 
am here. 

MigtieL Ah, well, the last time 1 didthat for you, you 
f o h e d  me. I dink perhaps 1 should wait hem with 
you this time, but I will send someone go ape& to 

Don Lui de Mmzanas, and ask him ifht haatitne to 

the castle. 

l d  at same interest;.sp&lge that has a d  upto 

> .  

3ahsa~ &ax€, I hate to admit it, but you did hurt 
me* E .*. V i 5 w  before, and Eoc that you d die 
b v f y ,  &r p u  watch m e  kill yaur bebed "lord of 
the a*&:* I do have one tbkg to k thurkfd for, 
you Moa. At Laat when you shot me, I did Rot 

w 8% d v e  aspyou. 

+ 

I 

At about this time, his arrives, wdlung the top 
of his keep's m a d  towlcr. The baronet i wearing &e k- 
crd u f f u r b d h  (if fre has them) and has the k&r d 
under one arm. The conversation continuen. 

Don Luis Bdazar. I m? that neither your b~ mor 
your attitude has i m p r w d  gince we 1-t met. And 
you have &eas. How t it that a proud Inheritor CBR 

5ink to slrch depths? 

Bdazar-Yw should know, Ap+. You &l+ kept 
me ftoraywramua& saving it fmyour ... p"ants. 

But after I have &you, I will have your ciuw.&, 

an wcU as theim. 

Don Luis: Bdazar, you bore me. I do not know if 
there are stil1 parts of the Inheritor's ccrde that you 

bve not bmken, but you are c e d y  an In&- no 
longer. N-yw c a n d o d s u r p r i e e  me, and Iam 
beyond being offended by you. Attack if you muit, 
and we will end this. 



With that, Don Luis dons the bamb lRBdk and 1mkB to the 
west, raising his arms slowly io the sly. BaIaziw waves hk lol- 
Iowers to attack, and the oms charge forward on their war- 
boars to amault the casde walls. The baronet continues to 
concentr'ate on the distant goblinoid horde, and a brilliamt 
B d  of white light appears in the west; thcxse lmking in that 

direction can see the gobhoid h d e  come to a stop. If they 
continue to watch, they see panic spread through the gob&- 
noid ranks; mounts rear up, and individuals begin turning and 
fleeing. The horde lxgb to turn, and in s d e r  d u m p ,  the 

goblinoids head back to the west. Scouts later reportthatvar- 
ious tribes Ed against each other d+ the mt. 

Don Luis, in the meantime, slumps to his knees, drained. 
He pulls the krricr MA from his face, gasping, and falls 
forward a little, catching himself on one hand, while hdd- 

ing the barrur madk in the other. Balazar chooses this 
moment to attack the baronet. 

%&nly, Balaaac unM& great, b l i k e  wings, having 
just activated hiis F& Iqacy. B a k w  flies into the sky and 
toward Don Luii, who, in hie weakend state, does not 

l h p i &  havinghisviaible talisman removed, Don Luis ia 
stiUwtaringcdnrsaQryonananklekac&t.Hehas~ 

he can withstand proximity to three pistol shots before 
entering the Time of Loss and Change on the fourth shot. 
Note that since IBalazar is dose to the defensele~ lord, he 
can  use his wheel-Iacks to shoot the Pa, and the explo- 
sions st i l l  drain Don WCimta6rJ$ 

What happens now i i  up to the PCs. However, it is 
stmn& suggested that Balazax be allowed to Iiw through 
the battle, so he can become an enemy ofthe PCh and a 

longterm villain for the mjdgn. B a l a d a  future 
plots should be most intriguing, and it wtruld be a shame to 
lose such an interesting villain too early in the +. 

cmzb/yiin his "spare" tolast fortbret Week8 and two days; 

azar activates his M . %  w, firing three glowing, 
&son missiles at the baronet. Don 

A 
his cries out in pain and drops the 

mask. Balazar'a laughter echoes 
over the battlefield, and he pulli 
two wheel-lock pistols b r n  his 
belt and k h a r d  his foe. 
Since he no longer has to 
worry about their effect, Btrl- 
azar has been practicing with 
the wheel-locks, and he is 
obviondy intending to use 

the explosions to 
drain Don Luis' ctivtabryl and 
hurt him in the sitme way Balazar him- 
self was hurt months ago at Torre de hlanzanas. 

It is now time for the P G  to attain glory or suffer igno- 
minious defeat. Miguel is too busy with the ores to go to 

Don Luis' aid, and it is up to the FTk to save the noble lord 
of Torre de Manzanas. 

If the F G  have already s d  toward the tower and Don 
Luis, they can get there before Balazar, who is moving in 
slowly to savor the pain he ia causing his enemy. If the P G  
have not already started to move, they arrive after Balazar 
reaches Don Luis. Balazar, laughing, takes the baronet's 
cihdryltalidman and w e s  it aside, then raises his wheel- 
locks, but rather & po- them at the lord, he jue holds 
them nearby. I f n w t o  give the a W e  more h e  to 

afber Rala=c but M i p e l  is no match for the AMktecl former 
Inheritor, and is soon severely injured by Balazar. 

get there, Miguel uses his awn Fly hgacyto By tothe tower 

naw mined; this d have serious 

b a F o n e t d b o t h A w T k d  
a n d b ~ ~ ~ & ~ b o t h  
itemssurvivetbeeaaounter. 

Tkeamswho-thmugh 
with hght &Ou& 

1 with thedefendem ofthe castle. 

If W &5, the om lose 
their con6dence and NP m y .  
In any case, after this debacle, 

the short-lived Alliance of Tbree Tribear comes to an end. 
The Gosluk, Kuttai, and Dankut aU leave, quading all tbt 

way back to the lands they n d y  roam. 

I 

l . eprcuens  for sarag6n. If d E  

op&bn: No& Sac&@, Pad 2 
Once it is +bk that the K h  m e  up with a + 
ofideas for meeting death head OR. For example, one ofthem 

might auggeat that he or she wear the barricrwk and the 
& n z c m ~ f o & i h q  rather than Don hk Don Laiswouldbe 
reluctant to try 4 i  but might be convind by agwd 81.g~- 

to fight Eahzar, and that it is the baronet's right to kiu 3d- 
azar, he might be convinced to let someone else don the d 
and the b m r ~  The items can be used by anyone, but Don 
Luia allows only another Inheritor, someone of noble W, 
or +bb a very 

a FCcould make is togive his 
or her c d q l  to Don Luis to prevent the blasts of amkc 
+r fmm sending him into the =me of h a  and change. 

me&; for ewnple, sthe Pce suggest that Don Luis isneeded 

&ragher, to use them. 
Anotherpssibh 



c 



A lew minutes without cinnabryf (supplies can be readily 
replenished after the batde) d- noi cause barm to anyone. 
However. an Inheritor who gives up his or her chnubtyl to 

Don f i m n s  the risk ofbe;ng adven&afhtdby& 
p & ~ l & m .  

adventure farther from home. 
Here an just a few i k  fw 

and La Pampa R k  
new dveaturer near 

Don Luis is ordered tomrend tbc h & a  o f 5 q 5 6 n  
to the northwest, creating a p a e r  buf& z ~ n e  agakst the 
Yazak hordes. To thii end, h n  I.& r*rmmi&a the PCS 
to recapture the  lost T d k  fm, &en m y  tp com- 

mand a garrison to protect the place d e  it b rebuilt. The 
QM can d y  expand into s u b i e d  beneath &e citadel, e them with trap, treasure, and perhaps undead 
w 

R ~ ~ J ~  -J Resnants 
Assuming Don Luis lives and the goblinoids a r e  drivea 

away, the PCS get a reward. 
The PG can, of course, keep any weasuce thq r e c d  

from the Gosluk or the ruins. The rest of the PCa’ reward 
e8n monsters. 

depends on exactly what they did. me may wish to explore &romdtheatm tem- 

ple for more treasm, includmg the intang& but 
lqldyregardd treasure dkndedge  about the 

Okeccultum. Again,theDMcaneqandthe 
lrcthe PC3recwered the bracers, Don 

Luis mads them with 5,000 p l d  + 
tmnqmrtdinahdycarwsdhdeplctirrgs. temple & to include more kveh, traps, 

momtem, audtreawms. some ofthe ancient 

orchards Tom de b x e b  m y  be worth huge aums to the 

t h e c h i e d r n u t - m f l  - nobles ofSarag6n, who are & inter- 
estd in ancient magical lore. pieces if the PCQ m t a d  a. 

The n m i g h t g o  on aquestto rwxwerd 
of t h e m  of& g i p  & to which 

tbe d* * d  qffk&aha 
belong. -would i s d u d e d a d  a h ,  an 

the differ- 
allunited 

* Thaugh the great ho+2kiM beea wried back, 
W u k  continue to patrol LB Pampa Rica and make an 
o c c a s i d ,  smali-scale inqrsion i n t m  the $;wiyc Bar- 
d e s .  If the PCs patrol for goMh&&, they &ght find 

h - e i n d - i n r i c h  

.4 

J 
&e If the P a  rescud Orlando, Don Luis 

h ?  awards each P C a n e i n  hisbcstmhard. 
The PC can have all tbs produce from that tree , 

that he or & &&-ea, and can reat in its shade a~ my time. 
In addition the tree will be known by the adventurer’s 

Wen as a short cloak. Tzlt DM 
entparts do, and what* 

name (as in *Mipel; -7, and the commonem will know 
the story ofthe PW valor. 

* If the PCa helped Don Luis by frghting Balazar, the 
baronet reward8 each of them with a weapon of their 
choice made out of &I at& 

that indicates dat ~ a u d i q  gobline entered NaiirSez. 
lfan Inheritor PC kilIed Balazar, or if the PUzrtllowed , . l€.tbs P# fdlow’tbtrail intn &aeacaq brriq, key 

Don Luis to deliver the find blow, the baronet rewards ! may prevent the dmc+n of a P&ed Mend- 
each PC with an eight-ounca d i m a n  (not an amdet) 1 ing i the +ill&; h t  on? gg Nar- 
cinnahryl. The talisman is emMacrrned with the creat d 1 vae 
Sarag6n. Don Luie ale0 asks each of the PCs to become J d i p l o d c  k b r .  
associate members of the Order of Crimson. i 

4 
Fuknare Mwmaaaes 4 

If the P a  succeeded recoverkg the b w d  % 

Don Luis may wish to reward them not only 
but also with continued employment. After all, Mipel  
worked out so well, why not hire a few mare dventtartrs? : L i p  € ladm 
Don Luis c d d  become a patr&i’to* m:giving thtrn .p M e  B&&a im-t,’ tot bide W n  Hago’s 
base of operadone and a dgurpoet in -more m e -  cmum- with at I&&&). &other p~~~ b fw W- 
cenary ventures. Alternately, the baronet ii willin8 ta ‘I to I deaEhih t € i e s r l i & o f  
release Miguel from hiar service Emm theto-time, if t~ B e  ~avagi-~ar‘onies-w even to mntuiliy become an 
PCs wish to lure the swashbuckling dwarf away on an inheritor Iich himself. 

- 



Torre de Man- (the Tower of-) is ah& &add 
-of a central tower shielded by two defensive wails. 

It is all new construction except for the central m e r .  I b  
name & prti&y to the central -, but people spesk 
of thcwhde citadet as the Tower of Mamarma. 
The citadel serves as refuge for all the local villages in 

time of war, but it also provides a base for all the patrols 
along the northwestern border of Sara&. Those few mer- 

chant caravans which travel so far west m e  the tower as a 
layover, opening their wares for d e  to the Id residents 
when they come. 
Don Luis adminiiters justice from his p a t  ha& passing 

judgment on anyone below the rank of nobiliq. Any case in 
which a noble stands accumd of a crime must be d e k d  to 
the court of Ciudad M a w ,  and the judgement of Bar6n 
Balt)lazac 

See the accompanying map far the layout of the Tom de 
Nlanzanadl. 

1, Towera 
On the eastern towera crouch iarge catapults, each with 
plenty of large stones. Ballistas, generaiiy aimed at the outer 
bailey, are found on the western towers, along with several 
b&ta bolts. Additional ammunition, along with arrows and 
crombow bolts, as well as flammable oil and other defensive 
equipment, is stored in the lower level of each tmver. 

2. WdlB 
The brown stone outer walls of the citadel are 15 feet tal1 
and 10 feet thick. They stand upon a hard earthen palisade 
reinforced with mortared stone, so the total height of this 
outer defense reaches 25 feet €ram the surface of the filled 
moat, 35 feet from the bottom. 

3. Moat 
Don Luis' grounds servants are especially careful to keep 
the moat clean of algae and other growth, draining the moat 

once evev  two or three years in order to remove the weeds 

that thrust  between the stones that line its sides and bottom. 
An area 15 feet beyond the outer edge of the moat is kept 
clear of grass and other fojiage, and the groundskeepers 
have spread a rough gravel over this margin. 

These precautions do not mean that Don Luis is preoccu- 

pied with the aesthetic appd bf the mu& Instead, they dow 
the defenders of the citadel secretly to release flammable oil 
into the moat when under siege. W h e n  invaders come clme 
emugh to set ladders and rams, the defenders need only drop 
lit torches inta the moat to create a sudden, tempomy ring of 
fu-e around the citadel without fear of starting a gradre. 

4. c;rttehouse 
The outer gate is an iron-bound wooden drawbridge. Ita 
lower (outer) side is covered in red hide from fw- lizards 
highly k t a n t  to b. Behind &e drawbridge atatrds an 
iron portc~llis, the gate ppoper, and then a -snd pair of 
doors, also iron-bound, and secured with three heavy b i t s  
when closed. 

The gatehouse boaat5 a very specid defense: a unit of sol- 
diers with wheei-lock pistois. Since the lord of thii citadel is 
an Inheritor, however, the aroldiem are eepecidly careful 
with &e- weapons. In fact, it t forbidden to practice with 
them when Don Luis is in residence (which is most of the 

time), Even during an active defense of the c i d e l ,  the 
sergeant in charge of the piatdeer unit must be a w e  that 
Don Luis-or any Inheritor guest of the citadel-is not 
nearby when the addiem firt iheirwaxpna. 

5. Outer %ai lq  

The outer Mcy is usually Eree of I lamdle conatructioIla, 
except for the tents and awnings of the little market each 
morning, and with the exception of the jaques. 

6. Barracks 
Stucco walls, square windows, and red-tiled roofs are the 
simple extent of these structurca. The intcriom are only 
somewhat less utilitarian, as oficere have their own small 

moms and the soldiers share a long dormitory of bunh and 
footlockers intempted by an occasional table for games 
and conversation. Only a few soldiers (the night watch) will 
be found here sleeping during the day, except during the 
hour after high noon, when two shifts ofdm day watch take 

turns for a brief siesta. 

7. Drill Field 
Here is where the soldiers engage in marching, weapons 
drills, and archery practice. Sometimes targets are set 

against one wall, backed by thick bales of hay to prevent 
the arrows from passing through the targeh and breakmg 
on the stone. But these bales are d w a p  removed immedi- 
ately after practice, arid returned to the stables in the inner 
bdey. 

8. Jaques 
The Iocation of these latrines changes over the course of the 
year. Every two montha, soldiers + another pit and move 
the w d n  stracture to its new location, dredpng and then 
filling in the previous pit. This work is given to soldiers who 

have earned their officers' displeasure. 



9. Little Market 
Every morning, some of the Iocd farmers and vintners, 
cr&m and bakers, butchers and tinkers travel to Tom de 
Manzanas to set up stalls in the outer bailey. Not -one 

arrives every day, some visiting j u s t  once or twice each 
w-e& But on any given day, the market offers most com- 

mon goods and prcduce. Sddiers and otha &dents of the 

citadel supplement their diets with treats and Bpecial meah 
bought horn the littIe market, and people from all around 
the area visit to buy, sell, or trade. 

10. Inner Bailey 
Even more secure than the outer bailey, this area houses 
servants, artisans, garriaon c a p t a b ,  and Don Luh himself. 

11. Stables 
hrge and utilitarian. this building conshi mostly of wood 
but  ha^ a stone foundation and a tiled roof. All of the castle's 

horses are stabled here, though u d y  half to three-quar- 

t e a  are out on extended patrol at any one time. The stable- 
master is a woman named Estelle, and though #he i i  not a 

soldier, she carries herself in a curt and military manner. 
Upon meeting Esteile or any of her assishts, rangens and 
PCa with the anima ha~dLnp pmficien~ will feel comfort- 
able turnirig wer their mounts to the stable hands. 

1 

12. cr& Hall 
A huge area cluttered with worktabies, sbelvei, cabinets, 
and a myriad diflerent tools, this hall serves as home and 
workplace to the craftcra of the citadel. A shhwmaker, an 
armorer, two potten, a tinsmitb, a woodcarver, and hal€ a 

dozen other artisanar all l ahr  €or Don h i s  and the pmi- 
son, One day each week the artisans devote to tbtm- 
selves, creating goode they can then a d 1  at the little 
market for cash or trade. 

13. Ombrih 
TheBe arc the main orchatdi that give thia dhzict ie m e  
('mananas" means *~&es?. Though them are Orcbardl 
throughout the counqside, such as in EBcudo and wed 

o t h e T ~ t h e s e ~ ~ s a i d t o Q r o d u w t t K b e s t ~  

14. centrnl Tower 
This consstH1Ction houses of the esrsead c0rnp-h 
of the castle, and is Don Luis' home. The fsst 5 - m  

bu3t on the site, this was the original Tom de b a n a s ,  
and has served Don Luis' family for four generations 

This edifice stands about 70 feet d, plus the wall sur- 

rounding the roof. The interior is divided into four itor 

ries. The central tower holds the rest of the areal 
described here. 



15, S t o w  
These rooms vary from fully-stocked pantries to unwed 
armories. The DM should feel free to give these rooms 
greater detail if the P a  feel the need to snoop abwt the 

*l. 
16-W 18. Inner Hall 

again before supper, the room is crowded with cooks and 
other servants who prepare, aerve, and dean up after 
meah for aII of the tower’s residenta and all the barracks’ 
soldiers. 

All meah are served in this large hall, which also passes 
as the court and main audience chamber for Lord Man- 
zanas. The ceiling is 25 feet above the floor of the lower 

great hall. 

When Don Luis wishes to give a private audience or to con- 
fer with hm officers, thi is the morn he -s. It is comhri- 

able and well appointed with rich oak and leather furniture, 
h e  oil paintings in frames of dver, and a candeia&ra which 

~ - 

reflects a canopy of stars against the datk ceiling. 
1 6 a h r I 3 r e r t H a I l  
Thi area is crowded twice each day with sotdiem 
and Emants who come to the great hall for Varying in &e and lwuty, these rooms range 

their me&. The lower chamber ia com- from simple dormitories, which house 
fortable but rather p k ,  except for commonem during times of war, 

festivals and celebrationm. to sumptuous chambers fit 
Sweeping stairways lead to for the most panapcred at 

the uppr great hall a d  on noble visitors. The DM 
up to the second floor. should feel frtc to e b  

orate on the dcrcrip- 

16bUppGreatHdl tion of these moms if 
Its floor 15 feet above the F G  trave cause to 

the floor of the lower explore them. 

great hall, the upper 

officers and guests, all - Don Luis de Maneanas 
L not unmiabl,  but he 

does enjoy his privacy; 
little would it surprirrc 
those who know him that 

away from those of bin m- 

aeated within 20 feet of 
the lord’s own table. 

During ceiebratioas, 
such as the one Don Luia 
threw to commemorate the 

19. bed roo^ 

chamber i r e s e n d  for r 20. L4blaa Rmms 

ht keep his pr5ond 

9 vantsandguesta. 
part of this chamber. One of the 

poasmssiona of which Luis is rather 
proud is the brpichord in this area. 

There are no more than a haif-dozen 
harpsichords in the Savage Baronies (a 
notable example b e i  the one used to entertain 
peopk in the Red Steel Moon in Smokeitone City, 

2oaBedroorp 
Don Luis enjoys creature comforts 

r as much as any man, but ht confinta ‘ dmoet all of his to this room. Pad bed- 
chamber, part library, part ~ffice,  this Lee 

area is where the baroMt apends most of his time 

7 

I;E 

Cimmamn). Don Luia takes gmd care of this beautiful 
instrument, which ia said to Ix tht heit on ttre entire Sav- 

a g e ~ ( t h 0 u g h ~ R e n a r d o i s w o d d d h a g m e ) .  are invited within. 

each day. His officers are permitbed to interrupt him here, 
t h q h  none but the nmat intimate and m t e d  d &tom 

17. K b b n  2Qb. secnt vault 
Three huge wens and one tremendous central stove dom- 
inate this room. Preparation tables, banks of pots and 
skillets, cutlery rack and i e i v a  for tableware fd much 
of the rest of the room. Ai any time of day, three ot four 
cooks are busy baking bread or preparing disherr to be 
cooked later in the day. A few hours before dinner and 

It is here that Don L& k e e p  the ib & bawww, resting 
on a p d e s d  in a central poritim of honor. The baronet 

aha k e e p  hisrdr&andcinM6rylh thip room, aa wd a 
%omt of his other prized pmsessions. A secret h r  behind 
the maski psdestal leade to a stairway .;Si up to the roof 
ofthe tower. 



STR 15 
DEX 12 
CON 12 
INT 14 
WIS 15 
CHA 17 

Hit Points: 72 
AC: 6 (chain d) 
RBarAG5 
Unadjusted THAC4: 9 

Heighk 6'2" 
Weight: 183 
H&/Em: kd-bhk/Rddi& bro~n 

Age: 37 
Skin: Dark, ruddy 

Alipment: Neutral good 

Weapon Proficienciesi Rapier (specialized), bolas, main- 
gauche, two-weapon style specialbation, sling, twehanded 
sword, long sword. 

Nonweapon Proficiencietar Redsmiihing, weaponsmithing, 
legacy iore, ancient history, readingtwriting (common), ma- 
itary tactics. 

Lquages:  Common, &pa (native language)), el&h, Ver- 
dan, Renardois, Hersthi. 

Qmoter "Our p k  is to protect the people and the land h m  
rhosewhowoukl harmthwr. Itisourprdege andour honor." 

X)escriptionr The baronet is a virde man who stays phyri- 
cally fit, though his hair shows a little gray at the temples. 
Because of his long association with the Red Curse, Don 
Luis h a  red skin and hair, and his eyes glow red; even hip 
teeth have acquired a red thge. 

D o n  Luis haa accomplhhed a great deal for a man hiar 
age. Just over a decade ago, he led a p u p  of adventurers 
to the conclusion of an epic que& that taak them across the 
Savage Coast, Most of them had spent enough time in 
cursed lands to acquire a Legacy? and they were some of the 

earlieBt peaple to use c k a b r y f  with regular~ty. 
During their 10% quest, the group had &covefed a set d 

notes that hinted at hithem unknown propedee a f u k b q i  
and wrmcil The &enturera hired an alchemist and d- 
sioned him to research the notes and find a way to use the 
subtances to attain greater power. At the arame time, the 11 
adventurers worked with other portions of the mmmript, 
training their minds and M e s  to accept more of the power 
of the cume, to turn it into something beneficial. Ahs ayear 

of research and expecimentation, the a lche rd  up with 
the ht vials of crimwn -. One of Luis' COrnpBnion~ d 
u n d  to test the ptioa in drinking it, she became the f;wt 
Inheritor. One by one, the others tried the +on, and m e  by 
one tbey&ed an additional b p c y .  

two years passed and the p u p  continued to 
adventure, they continued to barn abwt their pawem, and 
they telrted &e bib of thase powers. They also kgan to 
grow a*; Borne belonged to the Brotherhood of Order, 
and same to the Friende of Freedom. The inheritors began 
to &e through the ranks of h e  organiZatioBs Luis and a 

couple of other Inheritom, including one named Audra, 
joined the Neutral Alliance in an effort to balance the 
power of I n h e r i m  who had devoted t h e d v c a  to law and 
cham. eslch of the three aiigned organizations s t d  on tbe 
brjnk ddestmctian *that time, with flagging memb&p, 
and a loss of enthusiaam. 

The Inheritom gave the groups new vitality, and they a h  
allowed other members of the three groups to become 
lnhaitorr as well. Eventually, Inheritors were in charge of 
aU three group, and the situation between the groups was 

becoming untenable, with new frictions generated every 

day. Eventually, the Inheritors of the three groups all 
agreed "to meet; this was the h a t  Grand Conclave, and it 
waa there that the code of the Inheritor was put into words 

and written down. Luis was instrumental in the growth of 
the Order of Crimson, but soon Peticed to a k~ actwc role 
in the organization, so that he could devotc time to his 
homeland. His friend Audra the Masked is the current 
leader of the Order of crhnaion, and lives in sarag6n. 

wizard named Ehkaar-the baron of sarag6n. When the 

seat of baronet of Aratljuez came ope". Radn Rakhazw aakcd 
h i s  to fdl it. H e  agreed, and has m e d f e a  *to 
t h t b n  for the last b y e a m .  k h a n  been agooddviaor 
totbebamn,andagddefenderofthercalmd!3aragh. 

Always one ofthe h t  to offer to protect Sara& Don 
Luis haa distinguished himself aeveral times. Now, Bar6n 
Balthasar har entrusted the safety of the nation to the 
baronet m the form of the basricr mwk. 

As the 

D u ~ h i s ~ ~ h a d ~ E r k n d s w i t h a u o l d  

- 1  



STR 17 
DEX 8 
CON 7 
INT 9 
WIS 4 
CHA 5 

Nonwaapn Pro fic;enc;ee: &&mithing, weapnimithiug, 
legacy lore, c u m  lore, ancient ktmy 

Lamguqeu Common, S b h  (native language), Yazaka, 
Herathi. Before becoming Amictcd, BaIazar knew elvish, 
%pa, Rakashyne, and Nimmurian. 

Quote8 *If I want something, it is mine. w h o  are you to 
keep it from me?" 

h r i p t i o ~ ~  &.bar b from Hojah, one of the city-states 
on the emterm side of the Gulf of Huk. R u m d  to bc part 
Hdean, Balazar was abandoned as a child in the streets of 
Hojah. H e  learned to take care of himself by takmg what he 
needed, and he made himself strong enough to do just  that. 
The ever-ambitious 3alazar journqed to the Savage Bar- 
onies when he was quite young. Them, he was dccted by 
the Red Curee, but managed to acquire some c i r t d q i  to 

CUrB the effects-by murdering a m c d t  and stealing hts 

Not long afterward, Balazar met a man called Lord 
Flame. An infamous Inheritor, Lord Flame saw a kindred 
spirit in Balazar and convinced him to join the Order of 

C h d F y i  

inheribm, specif;cally Lord Flame's own order, the Order 
of the Flame. Convimiag U was easy, for he saw the 
way of the Inheritor as a path to power. 

At first, Balazar followed the Code of the Orders of the 
Inheritors; after a while, though, he tired of simply lor+ 
his power over otheri. He w a n d  more. Batazar jobad a 
p u p  of adventurers who went to attack Doomrider, one of 
the Inheritor liches. B a l m  wanted knowledge fro& the 
lich, and thought that joining a knowledgeable adventuring 
party, in the guise of helping them in their taak, would be 
the way to 60 about it, Eventually, the adventurer8 mct 

Doomrider mad the lich's seervanta, a pack of c u r d  ones, 
The adventurers never got ciose to b & r ,  and EIabar 
was unable to get close enough to pledge his fealty to the 

Iich before Doomrider had left the adventurers to suffer at 

the touch of the cumd ones. 

until sunrire, when he escaped. However, most of his 
ciRnsbryl had been depleted by the cum? o m .  bperate ,  

Balazar approached the first person he saw and Baked 
where he was, and where he could find chdiyl-htl  

The other traveler informed Bdazar that he was near 
Tom de Manranas, home of an Inheritor-in fact, Don 
h i s  was &rowing a party that very night. emwing mom 
desperate by the minute, Baazar went to Torre de Man- 

zanas, and demanded citmabryl from Don Luis. The 
bamnet refused, and driven over the edge, h h w l  
out, breaking the moat impoftaot Inheritors' Code: he 
attacked another Inheritor in that perroa's home. He 
would be d c C I 4  an outcast, a renegade, and hunted by 
all Inheritom 

To protect his lord, Don Lui' dwarven assistant shot 
Balazar, from dose range. Thr proximi~oftHe&pmuaW 
explosion comumed what little cinrurbryl &lazar d bad, 
and it ... transformed him, into something no longer quite 
human. Swearing revenge, Ralnlar burst through a window 
and +peared into the night. 

After spending a lot of time away from civilization. 
including some in a decp cam Baaear conclu$rtd he could 
use his transformation, and that he must make Don Luis 
pay €or what had happened. Balazar went into the Y d  
Steppes and became the leader of a tribe. He is there the 

The 0 t h  sdwnturem did? but Bd-r InaIMgd t o h  

beginning of this adventure. 
Since his rapid wansformation into an A H i d  

looks truly hideous. Because d Srrangb, he b hrgw than 
normal, with one exceedingly large arm, and muscles 
bdgmg in random places. From Fly he h a  bat-like wings; 
frPmM&&, long, tube-lilre finsera. 7hanks to FG, he b a 

M e y e ,  lucated on an eyestalk on his €orthead, as well as 
a dightly forkd tongue. Because of Act3 Td, he d d  a 
browniah and swdy acidic liquid. 



The barrier m r k  is a large ceremonial mask of ancient 
Oltec design. Carved from an unusual wood and treated 
with special magical preparations, the mask appears to be 
made of stone. The m w k  is large and intricately carved. 
Wearing it is fatiguing because of its size and weight, and 
because it exhamts its user. The barrier m k  nonndly 
resides on small pedestal in the uppermost level of Torre 
de Manzanas. 

Two millennia ago, the various Oltec cities had reached 
a plateau of civilization and culture on the Savage 
Coast. At peace with each other, they had onIy to defend 
against outside invaders to know lasting prosperity. To 
this end, the high priests of lxion devised a pian to unify 
the Oltec cities and honor their patron Immortal at the 
same time. 

Artisans in each city were to create portions of a cereme 
nial mannequin representing Ixion. Then, the greatest wiz- 
ards of each city were to imbue their portions with great 
magic, powers which would allow the completed man- 
nequin to defend d Oltec cities against invasion. 
For months the artisans labored, and for months after the 

wizards toiled, imbuing the various pieces of the totem 
mannequin witla protective magic. At last their work was 
finished, and all that remained to do was the great assembly. 
Alas, for all of their foresight, the Oltec priests had undet- 
estimated the aggression of the goblinoid tribes of the 
Yazak Steppes. Before the totem could be assembled, gob- 
lins and orcs descended with a fury, decimating OItec cities 
ac~m the coast. 
Some priests, artisans, and wizards who had worked 

toward creating portions of the totem were able to hide 
their work from the invaders. Others are said to have 
destroyed their portions lest they be captured. Yet some 
certainly fell into goblin or orc hands and travelled far 
away. AU that is certain is that the barher m k  and the h a c -  
erd ojffod3JanEc axe not the only parts of the original totem. 
Whether others still exist and what their powers may be, 
none can say. 

C-pdgn L e  
The burrur w k  currently bdongs to Don Luis of Sarag6n. 
Depending on the results of this adventure, it may have 
been destroyed, or Don his may ab0 have ihe b m r d  qffor- 
biZ0mta in his tower. If the harrier madk suwives this adven- 
ture, it is sure to be coveted by the other baronies. If it is 
destroyed or stolen, then Don Luis no longer suffers the 
effects of its curse. 

Cunntant. A person wearing the barricr ntadrE is immune 
to all mind-affecting spells and psionic effects. En addition, 
the wearer is immune to visual illusions simply because 
there are no eye holes in the mask. 
The bar& M A  also generates a field around the struc- 

ture in which it rests, negating all transportation spells 
@irncn&n aoor, P U d d W d l ,  tehport, etc.) into or out of the 
affected structure. 
Invoked. The character who wears the barrirr madk can 

at will create a huge, invisibIe wall of fear I 0 0  miles long 
(50 miles to either aide of the mask), and project it up to fwe 
miles away. Any hostile group of 100 or more beingr io 
struck at once with irresistible fear of the wall and all that 
lies beyond it. Individuals in groups of fewer than I00 
beings are allowed a saving throw vs. spells to resist the 
wall’s effects, but even they muat make a saving throw with 
a 4 penalty or flee. Beings struck with fear by the h k  
mmk flee as quickly as possible and refuse to return to 
where they encountered the wall €or 100 da... 

A character who associates with the mwk for a €uU y m  t 
advanced to 12th level in his or her chosen class, regardless 
of any restrictions. Characters of 12th or higher level are 
unaffected. 

Curme. The user of the b m i r  madk always ewkea -pi- 
cion and distrust among his peers, no matter how altruistic 
his acts or how sellless his motives. Though the character 
may use the artifact to save an entire counixy, anyone of the 
same social standing views the user as a power-hungry 
schemer. Thus, if the barricr m k  is used by a noble, he or 
she is suspected by other nobles; if used by a commoner, the 
character is met with distrust by other commonem This 
curse was an intentional efFect created by the makers of the 
artifact, to prevent people from coveting the item. 

In addition, the uaec of the barrier madk is exhausted for a 
full turn after u s i n g  it, unable to attack, defend, or move for 
the next ten minuter. 

The barrur madk can be destroyed only by uae. If ever acti- 
vated to repel a horde o€ more than 10,000 creatures, it first 
begins to crack, then ultimately splintera and disintegrates 
as it IlfiL its function. 

A pair of thick gold bracelets, these are meant to be worn 
on the forearms. By thewdves, they act as braccrd q f d $ c ~ ,  
AC 2 and prevent all non-magical missiles from hitting the 
wearer, When worn in conjunction with the hrricr m k ,  
the braeem increase the effectiveness of the k r  m u k  by 
ten, allowing it to affect hordes of up to 100,000 individuah 
without hanning either component of the artifact. 

A lone b m r  qfww has no magical properties. 







E 



! 





.. 









:: 



t ingdo 
01 Robrenn 





U 

lesland 

amp 

IS 

untai .. 

can0 

wrt  

Plateau 

River 

Ocean 

Light Forest 

Forested Hill 

Heavy F----' 

Jungle 

Capital 

I Fort 

4 Ruins 

!Ibwr 

National Bon 

Shipping Lan 

Tra" 
Roa 

The Serpent Penin 

lights red 

** Iuadand 
*-. . . . . . .. . . A 



colony of the € 







of Herath 










