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News from the Biggest D§D Campaign in the Worid

Enlightenment can penetrate even the helm of iron—Cuthbertine proverb
Campaign Director: Stephan Radney-MacFarland « Contributing Reporters: Jason Bulmahn and David Christ

3.5 Edition and Living Greyhawk

Recent months have brought a lot of discussion and spec-
ulation regarding the new “3.5” edition of the D&D core
rules, set to hit store shelves in July. Many LIvING GREY-
HAWK players have wondered when and how the cam-
paign will support these new rules. While the campaign
administrators have not yet finalized all the details of
how to implement the changes, we have been working
very hard with the new rules to make any changes as
smooth as possible.

We do know that LiviNGg GREYHAWK will support the
new rules. Those rules will not “go live” for the campaign
in July, but will be implemented by the end of 2003. We
wish to give our players and especially our judges enough
time to become familiar with the new rules before we
make them official.

Shortly after the new books hit the shelves, we will
place a conversion document in the “Files” section of the
campaign website (www.living-greyhawk.com). The doc-
ument will detail what changes must be made to your
character, with a deadline for when all changes must go
into effect. We realize that not knowing what changes
await your characters can be frustrating, but we plan to
incorporate the new rules in a manner that causes as
little strife to the players as possible. With a positive atti-
tude and a litte understanding from all involved we can
make this change as quickly as possible and get back to
the fun of playing the game we all love.
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Campaign Policy: Regionals at the “Big” Shows
The RPGA Network designates certain conventions as
“spotlight” shows. These shows receive Core Premieres,
special events, and other special considerations unavail-
able to regional shows. As a balancing factor, “spotlight”
shows cannot run regional or meta-regional events,
which are reserved for smaller local shows. The current
“spotlight” shows are: WINTER FANTASY, Origins, Gen Con
Midwest, Gen Con West.

New Books, New Spells, New Ways to Die

Got a feat or prestige class from a new Wizards of the
Coast product that’s just perfect for your character? The
list of allowable rules expansions changes twice annually,
and is noted in two important campaign documents. The
LivING GREYHAWK Campaign Sourcebook (LGCS) contains
everything a player needs to create and play a character
in the campaign. The LIVING GREYHAWK Administrators
Handbook (LGAH) provides guidelines regarding what
rules can and cannot be used in the campaign, and is a
resource for the Regional Triads who manage the cam-
paign regionally.

Campaign administrators update both documents
every six months (in January and July), adding character
options that have come out since the last update once
they have been reviewed for campaign compatibility. As
always, the current version of the LGCS can be found at
www.livinggreyhawk.com. @

4
MUTANTS 5§ MASTERMINDS

FREEDOH

A Hometown Worth Rescuing from Evil

The newly released Freedom City sourcebook provides
endless adventure for Mutants isterminds players
and Gamemasters! Battle one of dozens of supervil-
lains or earn a spot in the heroic Freedom League
with the help of this lavishly illustrated complete
superhero city sourcebook!

Praise for Mutants & Masterminds
% % % % %==Simon Collins, Staff Reviewer, ENWorld.org

“The besi-luui:inNoducl I've ever seen, bar
none.” —Mike Mearls, autMes Monster's Handbook

Available wherever quality
roleplaying games are sold.
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v Tum m;llianma Flan :lwllzatlon reached
its zenith on the arid grasslands of Sulm.
Here, the Flan léarned the secrets of agriculture, ironwork,
. and engineering, founded great cmes, and raised majestic
temples to their gods.Ina series of swift, hard-fonght
campaigns, Sulm’s neighbor states (Ronhas, Durha,
Rhugha, and Truun) fell before the might of her iron-shod
- hosts. Continued aggression brought open warfare with
an unplacable enemy—TItar.

Situated in‘a rich coastal region southeast of Sulm, the
valorous Sun Kingdom of Itar honored gods of light and
progress and posed a serious military, financial, and ideo-
logical threat to Sulm. It wasn'’t enough. After three
decades of open warfare, Sulmobliterated Itar’s armies,
mingling the blood of its soldiers with the ebbing -
lifeforce of Vathris, an Itarran god of ingenuity who had
manifested to-aid his people on the field of battle only to
be stricken down by dark Sulmish magics.

With Itar's destruction, the entire region fell under Sul-
mish hegemony. Her people grew proud and her leaders
corrupt and arrogant as wealth and tribute poured into
the great temple-city capital, Utaa, seat of Sulmish rule.
Sulmish society stagnated for centuries as decadence and
evil grew into the hearts of her people; simultaneously
tendrils of insurrection crept among the subjugated folk
of the hinterlands.

For allits might and wisdom, doom came suddenly to
Sulm. The nation’s rulers, desperate to stem the rising tide
of civil unrest and rebellion, delved too deeply into the
poisonous wellspring from which their civilization had
sprung. The last of Sulm’s rulers, an ambitious an
undoubtedly mad sorcerer named Shattados, cried out to
the Lords of Evil for aid and received a whispered promise
in'exchange. His divine patron, Tharizdun, granted Shat-
tados a powerful magic artifact, the Scorpion Crown, that
would allow him total contrel over his subjects. The
greedy overlord thrust the crown upon his head and
brought doom to the entire region.

The Crown'’s fell curse initiated an agonizing transfor-
mation in Sulm’s citizens, who found themselves trans-
formed into hideous “manscorpions,” half-breed wretches
magically bound to the wearer of the Scorpion Crown.

Within a decade the grasslands were dead, withered
into nothingness by an unnatural heat that yet plagues
the region or scoured from the face of Oerth by violent
and prolonged storms sweeping in from the Gearnat. The
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small pockets of- vegetatmn,su:vmng thesetmn penls
were finally buried beneath an msidmus, unstoppable
tide of sand isswing hkea canger from the'cities-and holy
places of the fallen Sulmites Soon the, cursetookhold = -
throughout the area, and wha'c had once been s;\i]lea Sulm
became the Bright Desert.

And somewherg; deep: within the darkest recesses of

the Lower Planes, Tharizdun chuckled softly to hlmseh‘

Thus Sulm passed into history, langulshmg all but for- .«
gotten until eventstranspiring in the city of: Greyhawk in y
the year 584 cy thrust the accursed lands of the Brlght
Desert into the'minds of the great and the good.Tn Har-
vester of that year, delegates from several nations gath

. ered in the free city to sign a pact of non-aggression,

hoping to bring an end to the so-called "Greyhawk Wars
On the Day of Great Signing, the archmage Rary of the
Circle of Eight betrayed the city.and his allies by attempt-" -
ing to destroy the entire delegation in a fiery conflagra-
tion, Rary’s companions Tenser and Otiluke discovered "
their friend preparing to sabotage the treaty and were
killed for their trouble. The archmage Bigby;also present,
was wounded to within an inch of his life. But their sacri-
fice saved the treaty and revealed Rary as a traitor to his
friends, to Greyhawk, and to the whole of the Flanaess.
But Rary hadn't acted alone. On the day of his'treach-
ery, cohorts and apprentices under the direction of the '’
wily Lord Robilar (late of the Citadel of Eight) ransacked
the lairs of Tenser and Otiluke, destroying potential |
clones and ensuring that the wizards would not réturn to
avenge their deaths. Rary gathered his forces late in the
day, teleporting en masse to his towerin Lopolla. Calling
upon unrivaled magical powers, he wrenched his tower-
whole from the very foundation-rock of Ket’s capital and
transported it, along with Lord Robilar and his fanatical
followers, thousands of leagues eastward to the Brass
Hills, at the center of the'Bright Desert. In short order
Robilar’s forces pacified the indigenous desertfolk, forcing
them to pay homage to a burgeoning “Empire of the
Bright Lands.” A new power was born. :
To this day, rumors abound about what dmve the prevn-
ously calm and peerlessly intelligent Rary to betray his
former friends. Mordenkainen and wizards of Greyhawk’s
Society of Magi believe that Rary knew of the ancient his-
tories that cluster thick about the Bright Lands, and that
he likely seeks the catalyst of Sulm’s unnatural fall. The
Ketite archmage was always obsessed with ioun stones,
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and scholarly adv@ntﬂ@ers recently tu.'med up a 574 cY

.....

centration of these n‘w,ﬁa]'-xocksm the Flanaess. Control'
over such a resource woul@ make Rary mighty ('and rich)

. beyond belief. Wl = .

- Buti int the B{lght Bes%rt, alLis not yet Iostmlthough

wnmbmaf ma.ny tiﬁe-‘tfibéﬂimﬁe

* army in the years since his mi’val afew tribes still resist,

_ None stand so bitterly opposed tothe Traitor’s machina-

“tions as thehueleneaer (a race of desert dwe]ﬁng

=

ATy cen‘taum) Afierce and proud people they yet war w1th

the butlandefs, for in Rary they recognize the
countenance of evil and ambition persomfied. Their guer-
rilla tactics have stained the shxfhng sands with'the
lifeblood of hun,gxeds of Robilar’s soldiets and their con- -

- stant.raiding continues to tie down and harass the
empire’s forces. A steady stream of adventurers also now

" trickles into the region, beguiled by tales of high-adven-
tureand the nea.r—limitless wealth said to lie discarded in
ancient’ Sulm‘s abandoned cities.

_ Flora, Fauna. and Clirnate

' Squatting at the near-center of the Flanaess and bounded
on all sides by arid, windswept hills or tumultuous,
treacherous waters, the Bright Lands are all but isolated
from the surrounding civilized nations. '

Two passées cut through the torturous ridgesof the
Abbor-Alz, allowing a trickle of travelers and trade to pass
into the desert fastness. Flan tribes existing in a state

-little betterthan barbarism have dwelt amongst the
ravines for millennia, jealously guarding theirhigh vil-
lages and sacred places. Manticores, wyverns, leucrotta,
lamia, mountain tigers, ogres, hill giants, and trolls all
infest the broken landscape of the inner hills. Bandits,
criminals, and deserters have also found sanctuary
within the uplands and, like the more monstrous inhabi-
tants, prey upon any who enter their domain.

Travelers approaching by sea must contend with fierce
seasonal storms, Pomarji pirates, and sea monsters lurk-
ing beneath the warm, turbulent waters of the Gearnat.
No known safe, sheltered anchorages exist upon the
treacherous Bright Coast and no sane sailor willingly
anchors here. The last two years have witnessed an

increase in the number of vessels attacked along the coast

by an as-yet-unidentified agency that appears not to care
under what flag a vessel sails. Merchantmen, warships,
and pirates have all fallen to this malign entity. Attempts
by several individuals and states to uncover the perpetra-
tor of these attacks have so far met with failure.

The bulk of the Bright Desert is a desolate, waterless
wasteland seemingly composed of endless ranks of wide,
ever-shifting crescent-shaped dunes. Rainfall here is rare;
sandstorms frequently scour the interior, sometimes last-
ing for days at a time. A handful of oases, most jealously
guarded by Rary's forces, are scattered throughout the
region. During the summer, temperatures soar far above
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* Few:creatures have the abﬂ.rtxes to survive deep in the -
desert and, those ‘thatdoare umfomﬂy deadly. Giant ant
~ lions, poisonious snakes;’ f;ve*l:ugds, glantscagpiens the

- " fearsome dtne stalkers; and feral manscorpions all dyvell

_in the deep desert.The more benign brightly colored"

msect—hke permcons. pnzed by nomads, huelenea,er and- -

travellexs a.like for theif ﬁater—dwuung abﬂmea‘ also.
haunt the inner reaches of this land. Whatii_tﬂe-plant Iife.
exists here'is limited to a'few date palm{s attendant *
shrubbery found around oases; and the octasional lone
cacti, a few of wi:uch are ﬂlought tobe able to drainmois-
ture from hvmg creatl.lres straymg too close.. :

The desert’s coastal reaches are more temperate -« D
nature, cooled by sea breezes and watered by sgrmg_andn :
autumnal storms that'batter the coast.The dtzsty, sandy
soil acts as a boon to the uegetatxon that is more predomi-
‘nant here thanin the interior. After heavy rainfall the
desert explodes with color. Wildflowers, grasses,and
shrubs bloom prodigiously for several weeks before
returning to dormancy.Nomads have found many uses
for these plants. They weave the fibrous deep- questing
roots of the yellowthorn into hemp-like rope, whilst t.he ;
carefully harvested pollen of many other flowers is

- crushed and mixed to produce their sacred ochre.

Amongst the nomads the small shrunken melons fou.nd :
growing near oases and along the few rivulets crossing
this harsh landscape are a great delicacy; crushed'and
boiled they made a thick, bitter and pungent jam.

Stands of withered thorn-laden'bushes also grow here
along with the occasional desiccated, forlorn pine tree.
Undeniably ancient, some struggle to sixty feet in height -
and boast a high-set spherical crown of pale green nee-
dles. Their trunks are often S-shaped as if bowed by
savage winds and are wreathed in thick, deeply furrowed
greyish-silvery bark reputed to have healing properties.
The druids of the Flan tribes ascribe great spiritual power
and significance to these trees, believing them tobe |
Oerthly manifestations of the Shalm's powers. Harming
such a tree is a mortal sin amongst them.

In similar fashion the desert’s northern regions are
more temperate in nature than its inner reaches.
Sheltered somewhat by the uplands of the Abbor-Alz a.nd
watered by periodic cloudbursts falling over the range’s” .
dusty peaks, this narrow tract of arid land supports flora
and fauna similar to that along the coast. The shadowy
canyons and ravines of this rocky land offer respite from
the murderous sun but weave a torturous course across
the blasted landscape. Caves abound here, although few -
are occupied. This swath of land quickly gives way to
dunes unlike any found elsewhere within the Bright. The
complex underlying local topography and convoluted
wind patterns combine to form a deep zone of lofty steep-
sided star-shaped dunes. Higher than the squat dunes of
the interior and in places prone to collapse, these three-
legged dunes reach heights of over two hundred feet.
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_Inthe norﬂlmldwestof the desert, the sand is white. Tt is

from these ‘sands, composed of pulverized granules of glassy,

‘quartz, thatthe desert derives its name, for the sun’s light
transforms tihe dunesinto' a-slummenng sea of dazzling
white: Prolonged exposure to the glare of the sands
producesa condition known as “bright blindness,” which.
though normally temporary;can in severe cases lead to per-
manent blindness (see sidebar). Nomads and centaurs that
travel these regions generally do so by might, protecting -
their eyes with veils of fine cloths if they must travel by day.

Trade and Travel
Trade in the Bright is limited. A complete absence of high
ways through the region coupled with the small number of
settlements and the ever-present dangers of desert predators
dissuade many merchants from journeying here. The market
of Ul Bakak is one of the few commerce centers of note. Trade
flows sporadically from twomain sources—the Duchy of
Umst and Hardby. Weapons are in great demand now as is
wood required for the construction of the nomads’ bows. In
return, the nomads trade stone statuettes carved by skilled
craftsmen and polished by the desert winds. Sturdy ponies
can be had for trade in the market of Ul Bakak, as can nearly
worthless artifacts of long-fallen Sulm or Itar, mere hints at
the treasure to be found in the desert’s interior. Some less
moralistic nomads hire themselves out as guides to explorers
intent.on locating the countless treasures of the Bright.
Travel through the Bright Desert is fraught with peril. One
of the chief dangers is the climate, Desert travellers are
exposed to Heat Dangers (described in the Dungeon Master’s
Guide, page 86), having to make a Heat Danger check every
hour. Travel during the summer months, or through the
deep desert, is particularly hazardous, necessitating a Heat
Danger check évery ten minutes.

Peoples of the Great Sand-5ea
Unaffected by the deviltry that wrought Sulm’s end, her
subjugated peoples, enemies, and the hueleneaer
returned to their itinerant ways.

The most numerous of the desert peoples are the

nomads Predorrunat@f of unhlenushed Elanlineage the
Warrior-nomads who. dwell in the Bpght Lands area

“surly; violent, honor—dnven"fulk famed for their incessant
inter-tribal warfare, superstitious Ue}igfs and disdainof =

outsiders. A strongly patnazchal society, among them
strength—be it spiritual or temporal—is the only soutce .
of power. Speakers of Ancient Flan; few know any of the
Common tongue, deeming it beneath them. :

The stocky, bandy-legged Bright Desert Flar exhibit uni-
formly tanned skin, lanky straight hair ranging from
brown to black, and dark eyes. Their dress typically consists
of dark-colored hghtwexght ﬂowmg robes worn over simple

Bright Blindness
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# .' ~the desert folk dau&;saz‘!géd symboals on their faces wﬁh _

- and hoods. M@st@é:maf

d-hair whlch they Wear

cl’bselytropphd hmeath‘léa ¥'coifs: Wamurs prochum

sacred ochze, which eve imparts strength to’fchtfﬁ - their tribal allegiance, bymﬁ _‘5 _ deveﬂy 'draﬁgd brass *
wearer. They prize omamenitation; bone or brass .+ - - & - armbands inlaid with m  blue or black omamenital *
headbands decorated mfh%nghﬂy colored beads attzace . stones. A Bright DesertSu vachis his hona;,,and wm
: especial attention from tlrexg; and are highly valued: H‘-!ever‘wﬂ]iﬂgly be su'&E;ﬁered SRR, X -.-}-‘ ST
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Chilef amongst their pantheon are Beory, the Oerth
_Mother, and her lord, Obad-Hai (the Shalm), known 4lso
-to them as Lord of Wild Places; Above alLtheyﬁar Nerull;

+_for to thenthe igdeath mcamate some even- denounce -

Rar}? as the ,'Reaper‘a emissary. Somé few venerate Pelor,
invoking him as'a protective power against the pervasive:
evil of Nerull, or seek to improve their lot thmugh the -
W’Orshlp of Vat}uis inhis’ orig;;nalgmse as patron of inge-
nuity and pmg'ress ¥
Arcane ability among them is Iargely unknown and
- brutally suppressed when discovered. The latger tribes,
however, maintain a handful of druids (er brajal, as they
are known) who derive their powers from the Lord of the
Wild. Almost exclusively female, brajals act as seers, heal-
*_exs,and advisors. It is a measure of status amongst the
chieftains to maintain a large group of such women, They
live apart from the rest of the tribe and their lives are
sacrosanct. These women are the tribe’s spiritual link to
thepast and are believed to be able'to communeé with
tribal ancestors.

Wairiors garbed in sand- scarred leather armor bea.nng
lance, scimitar, and short bow, frequently harass
outlanders traveling through the desert. The Bright,
unlike other deserts in the Far West, boasts no camels, so
natives have domesticated a hardy breed of horse for loco-
motion (and, occasionally, milk and meat). Some of the
greatest horsemen of the central Flanaess come from the
Bright, where many children are literally born on the back
of a sturdy pony.

A few tribes are of Suel descent and speak only the

- ancient language of the Imperium. A thousand years ago,
several large bands of Suel, fleeing the destruction of their
empire, forced a passage through the Abbor-Alz in a fruit-
less search for a bountiful land spoken of in Flan legends.
By the time their folly was revealed they had not the
strength to win free and were trapped by vengeful native
tribes. Now dangerously inbred, they are reviled and dis-
trusted by their Flan brethren and are slowly being hunted
into extinction. Foremost amongst them are the Tareg who,
from the ancient Suel fortress of Ghazal, control Hardby
Pass, exacting a heavy toll on all who pass through. Led by
the sorcerer Kekravil [LE Suel male Sor11/Clrs—Llerg] a
swarthy, bald-headed, obnoxious man, these folk cling to
fragments of their ancient heritage, worshipping Llerg
above all others. In this harsh (but starkly beautiful) envi-
ronment they have forgotten most other deities of note,
although some few still revere Phyton.

Bright Desert Suel possess deeply tanned (sometimes
burned) skin, which they protect with light cloth robes
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i dmndgmgpmple the éentaurs yet lmgenn mihe \
! Bngh’t Lands, areihe fmal mherﬁors ofa 19 a;‘(d—ghﬁ-
‘ous paﬁ. The} progeny ofmercena:y wamm who once

gua:ded the sorcerer-kings of. Sulrm‘l:hey arg a proud and
noble race that. stﬂl sings the songsof ‘theu past, recallmg
the fq}ly of those wthenerate fell puwmé Strongly.

T

good-aligned in nature, they had all but abandoned their

former allies by the time' Shattados donned Tha‘}izch,m $n

“gift.” The intelligent, cultured hueleneaer, rith in the lore -

of elder days, stil]:,rbmemher where many of Su]m s Tuins

‘lie hidden.

* Despite their culture, hueleneaer can be savage and
merciless when aroused. Although smaller than their -
plains-dwelling cousins, the desert centaurs are more
muscular and hardy than their kin, faking them expert -
warriors and scouts: They hate'manscorpions dbove a]lthe

. menaces of the Bright; tribes occasionally unite tospeed ©
through the desert, slaying all such creatures theyfind.

Although in their historical twilight, strength and
might still lurks within the hueleneaer. Since 589 c¥;
when a promment chief was slainsby unknown
assailants, they have waged a bitter guerrilla war against -
Rary’s forces. Champions amongst them still bear care-

- fully preserved Sulmish blades and armor, gifted to their

ancestors when they served as honored mercenaries in.
the Sulmish hosts. Today, these ancient treasures have
been brought forth once more and are wielded to terrible
effect against the followers of Rary and Robilar,

After last year’s pitched battle at Gai Hur, centaur chiefs
beat the sacred drum and passed the blood- red battle
lance, summoning the tribes to war. The centaurs now
prepare as a unified people for what could be their final

- crusade against the legacy of the evil that sundered their .

homeland centuries ago.

Angeanali [NG desert centaur male Barg/Rgr8], a hot—
blooded young chief, is:one of the most fervent propo-
nents of war. He seeks to carry the battle to Robilar at
every opportunity and dreams of defeating the infamous
Lord of Greyhawk in single combat. A small faction pri-
marily composed of older centaurs stands against him,
led by the astute and cautious Kethharon [NG desert
centaur male Clrg—Skerrit], counsels patience in their.
struggle. Many young warriors accuse Kethharon and his
followers of cowardice, not understanding that their
stance almost certainly spells the complete destruction
of their culture. Only the intercession of Mailannaaethus
[N desert centaur male Brd11), a brave warrior renowri for
his mastery.of the hueleneaer legends; has thus far
averted bloodshed.
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Es the Greyhawk Wars‘d!.awto a close, the
\“arrival of Rary and his . l:mavocably
¥ altered the Bright Dekeﬂ%&m of '~

5 power. None could stand before their

might and the fachou}mhtlcs gf the
region ensm"gdftha\t no gm ance thlq arise ':B‘
to threaten the fledgling empire: Within
months, Raxy’s forces Had swelled Wy X
include a'clan of norkers and. several mbes
of desert nemads defeated in batﬂe and -

tially Rary claimed onlythe land sur.romtd

his domain-has; swelled to include mostof ;
the region As the ﬁr;t days of sgg,unfold <33

“«the desert tribes, Of the nomads, only a few
- insignificant clans of Suel still defiantly -
cling to'their mdependence :
One of the ‘most fervent apponents of the

empire was the handsome, well-liked Tolan
* Kai [NG human male Rgri2]. His capture in
591 was a great blow to the free nomads
and led to.the capitulation of several tribes.
Tblan's ultimate fate remains a mystery.

Rarg s Tower
Rary’s onion-domed tower dommates the
northern reaches of the Brass Hills. Since
the tower's arrival, Rary’s agents (both
. humans and contract-bound yugoloths)
have constructed a sprawling fortress
around the structure. The fortress houses e
the archmage'’s fanatical Paynim riders; Destroging the Scorpion Crown
loyal nomads, and obsequious norker infantry. A few ni
adventurers and apprentices of doubtful character also
attend Rary here, either assisting in his research or rang-
~ ing throughout the region locating rare or arcane items
for their master. 5

Rary’s fortress is surround by an as-yet-unnamed set-
tlement. No doubt destined to become the capital of the
Bright Lands, the town is composed of little more than
semi-permanent pavilions and mud-bricked buildings. A
few canny individuals have staked their claim to some of
the high ground falling within the precincts of the new
settlement and some permanent structures are being
raised here according to visiting merchants. A vast cur-
tain wall, finally completed in early 593 cv, protects the
whole settlement from attack.

Merchant trains arrive here almost daily, bringing food,
water, and other trade goods. The caravans also bring
news of the outside world; making their arrival very pop-
ular with both the rank-and-file and with Rary’s more
powerful lieutenants.

Rary's.Paynim riders, led by the well-travelled and
fiendishly handsome Kanir Chafr [LE Baklunish male
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- Bar6/Rgr3), enforce ti'téir lord’s wﬂl mthm the
“settlement. One of Rary’s chief apprentices, Eliazir- :
Razeem Aza’ mnt oithg Muddled Tongue [N Ba.'ldumsh

male Wiz14), Has- asmaR,. r here, but is frequently
away on diplomatic nussions The half-Paynim bastard
. 'sonofa Lopollan spice
-an apprentice and fs»beheve& to;tlaVE'spertt*mhe on .

other‘planes,wherg he wa&%@nehow chariged, his mmd “Leap has been extenswely extended and reinfomaﬁ'by 3 _. :

add,ledby the experience Aza’ mut earned his eplthet
thanks to his richly accepted Baklunish vo1céﬁnclhis _role
‘as emissary of the Bright I.ands to the eouztsﬁ thet !

. Flanaess, In recent years; Aza' ’muit has visited Hardby,

Safeton (where hewas well xec'.elve‘d by Turin @ ¢ !
'Deathstalker) Namttl. Onnwal and Ah].issa :

Military Forceg of the' Empaee 85

- The bulk of Rary's mﬂi’?h:ry strength wanders the Brass
_“Hills region or garrisons at Kalki's Leap or Fort W:mterodc
- Patrol$ of nomadic horsemen or norkers range far across”
_the'sands, seeku}g out and destroying desert marauders.

Rary’s forces under ‘l:ha.iton leadership of Robilar, have
been forgedinto a- coheswe force capable of meeting and.
_ destroying any remaining threats to.the archmage’s posi-
" tion. The core of these forces, Robilar’s personal guards-
men and Rary’s fanatically loyal Paynim horsemen, pos-
sess excellent training, equipment, and morale: The
Tukim tribe, under the command of the canny Geratyr
[NE Flan maleBarz/Ftr4], number more than 1,500 lances.
Pre-eminent amongst the Tukim is Halan Jeteri [CN Flan
male Bar7/Ftrz], a charismatic hero famed for slaying a
dune stalker single-handedly with naught but a broken
lance. Other nomad contl.ngents muster another
thousand or so troops.

Innumerable norkers and a few contingents of spe-
cialist mercenary troops further swell Rary’s forces. One
of the most infamous of Rary’s servants is Teraeanali [LE
desert centaur male Rgrg], a black-hearted exile from
his people. An implacable foe and skilled archer,
Teraeanali delights in hunting down those in the arch-
mage’s disfavor.-

Fort Whiterock
Fort Whiterock wards the eastern portions of the Bright
Lands. It was from here that Robilar campaigned against

the hueleneaer at Gai Hur. Centaurs frequently siege this

isolated outpost, which was built over the ruins of an
ancient white-walled Sulmish citadel. The seneschal,
Zhora [NE human female Ftrg], formerly served in Grey-
hawk City’s guard and is a wily tactician. Under her lead-
ership these sporadic attacks have been defeated with
little loss. Many pits and ditches litter the surrounding
dunes, bearing mute testimony to the near-constant war-
fare swirling about the fortress.

Whiterock’s importance has grown with the expan-
sion of Rary's hegemony into surrounding lands. More
than 400 nomads and mercenary crossbowmen garri-
son the fort, which has been enlarged several times in
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lackluster sieges,

hant learned at Rary's feetas- Kalki's Leap

o

T :

e

__the past few yeaxs Deep aIte wells prmnde fresh

. waterand newly hewn suhtemnean storage vaults -

_tender the fortress nearly. hw.ulnerable to the centaurs

b !

Rary s main fortress mftheeouthem desert region, lia!lki’

Robilar, who uses it as hii\pei’sonal commandGenter. Sur-
rounded on all sides by narrow, steeply wajlg&Windiﬂg %
“canyons, the inner. donjot is further watded by stout
gramte walls; making t the c;tadet all’bui*-hﬁpregnable
Many no:kers dwnell inl caves carved lugh intothe - ',
surroundmg canyonwalls making a qusphse assau]t vir-
. tually impossible;

Skilled in the artof ambush and unt:wemn

[CE norker femalg Rog.;IBan} organizes Robilar’s outer *
defenses. Grish's loyalty to Robilar is the subject of much

]estmg amongst the Paynims, who coarsely suggest (with'-
no proof whatsoever) that the two may be in love. ‘l‘he P

matteris the source of some considerable frictlon :
between the Paynims and Robilar’ s-h.tghly trained per-:

s v el e

g,!y lqgal to
Robilar, a truly exceptional. unkempt. norkerfiamed Grish . -

8

"

sonal retinue; blood has been shed twice over'the matter.’ b
From here Robilar launched his southern campaigns;

* which he successfully completed by the close of 589."
When the former Lord of Greyhawk is not in residence,

the ill-tempered Chukai [N Baklunish human male
Ftrio] and Morik [NE Oeridiani/Suel male Ftrs)

command the fortress. One of Rary’s most trusted Payn-

ims, Chukai was the fort's original commander. He now

spends much of his time reporting Robilar's moods and - =

actions to his secret master, Rary. Morik is an
exceptional administrator and the garrison quartermas-
ter, Severely injured in the initial campaigns, his left leg
is gone below the knee. Robilar trusts Morik implicitly,
and the two work continuously to soften Chukai’s inflt-
ence over the rest of the garrison.

Places of Interest :
Nomadic villages, a scattered handful of oases, several’
landmarks, and the few remaining sand-shrouded ruins of

once mighty Sulm all lie within the Bright Lands, Primitive = -

villages such as Ul Bakak, Histak, and Kalundi act as focal

points for the civilization that maintains a precarious toe- |

hold here, while other less permanent settlements can be
found huddled around oases and along the few seasonal
rivulets. Of the permanent settlements located in the
Bright, only Ul Bakak yet maintains a precarious neutrality.

Oases .
The Bright Lands boast four well-known oases.

Var is the southernmost and largest of the oases; the
waters here have never failed. Hundreds of nomads
gather water here‘each day.and a small garrison of Rary’s
troops linger here, maintaining discipline between the'
normally factious nomads.



Kolum was oft beset by manscorpions until Rary’s
forces annihilated a nest of these creatures lurking in -
nearby ruins. This slurmish.cemented the willing loyalty.
of several important Flan tribal leaders, who now place
their warriors at Rary'’s disposal. A mixture of nomads
and norkers make up the Kolum gamson :

Tulwar.oasis is the final link in the. trade routebe.tween

Ul Bakak and the desert interior, After a whirlwind
assault by a joint force of nomads and hueleneaer deci-
mated the garrison in 588, Rary ordered his yugoloth

allies to construct a small fort here. The garrison; mem- ©

_ bers of the fanatically loyal Tukim tribe, send out strong

patrols of horsemen to scour the surrounding dunes.
Shembai is the only major waterhole not totally dori-

nated by Rary. Experiments carried out by a puissant Sul-
mish wizard centuries ago caused a small rift between
Oerth and the Abyss to form here. At nightfall the rift
opens, expelling several demons that despoil the area,
attacking any travelers they find. The lucky are slain;
others are carried off to the Abyss. Rary lost several
patrols here before deeming control of the oasis unneces-
sary, placing semi-permanent pickets about Shembai to

* observe and control access to the waterhole.

Ul Bakak

For the last decade or so, Ul Bakak has repeatedly
professed its neutrality in the conflicts wracking the
region. Rary’s domination of the Bright now all but invali-
dates this neutrality, but the archmage allows Ul Bakak
its fantasy because of the trade it attracts. Nomads from
throughout the desert come to Ul Bakak to trade with
unscrupulous caravan masters from Hardby. Since the
village stands on sacred ground, no nomads will fight
here—even Abbor-Alz barbarians and the reviled Suel can
walk the market of Ul Bakak without fear.

Little more than a permanent collection of tents and
mud-bricked dwellings, Ul Bakak stands between the
folds of three hills. A well-guarded stream bubbles to the
surface at the base of these hills, allowing the inhabitants
to cultivate a small parcel of land and to maintain several
herds of goats. Assisted by a ragtag band of desert war-
riors, the dour-faced and single-minded Kumhaik [N Flan
male Ftri2] maintains order here. A veteran of over thirty
years of skirmishing and survival in the deep-desert,
Kumhaik is forthright and honest. The grizzled warrior
will not risk the neutrality of Ul Bakak for any cause, no
matter how just, and does not suffer fools lightly. He is
famed for his equestrian skills and for his patience; desert
tales relate how he once tracked a renegade merchant
guilty of striking a rival in the marketplace for over two
weeks before capturing and punishing him.

The Brass Hills

The jagged peaks of the Brass Hills, situated at the very
center of the Bright Desert, afford superlative views of the
surrounding landscape. Now wholly pacified by Rary’s
forces, the hills swarm with his minions. Some of the

regwn s most mtereshﬂg iocales mph,lde < SO A
 Tower of the Sands. A srall low-lying spur of these -

Il'ulls tuns southward toward the Bright Coast, dlsappear-‘ ]

ing under the sands within mﬂes of the coastline. At the
very tip of this spur, hxddenma s’axxﬂechokéﬂ.valley.
stands a single tower, the| upper: - portions of which have .

" recently been uncovered: A few travellers, who bestowed

upon the tower its rather evocah\re and roman‘tic nama*
have glimpsed this place froma distance, but harassment
by norkers and other desert | denizens predudedttieit o 1
investigations of the place.

The tower's origins remain a mystery, although the
hueleneaer remember. tales, older even than Sulm, imbu-
ing the tower with-an aura of preternatural menace: They
hold the Brass Hills sacred and will not travel here.
Despite this, groups of travelers who recently \ns1ted the .
region report eneountering alone centaur who ptofessed.
to be on some kind of holy quest The centaur, ‘Argaveno
[LN desert centaur male], offered several of these groups
succor, leading them without incident past several large
bands of patrolling norkers: Rumors report the destruc-
tion of several norker patrols by Argaveno and his
charges, and Lord Robilar himself is sald»to be takmg an .
interest in the situation.

The Zochal. In the southern fnnges of the hills, in the
midst of a dense network of jagged hills and deep
crevasses, stand the scorched and blackened remain§ ofa
shattered plateau. A yawning crater now stands in the *
center of the plateau where once stood a rectangular *
building of obviously arcane origin known as the Zochal
by scholars of the Ur-Flan. What caused the explosion is
unknown, although many observers blame Rary-and his
yugoloth allies. The plateau stands northi.of Kalki’s Leap,
which has seen increased activity of late.

The Shrouded Citadel. Adventurers from Ul Bakak to
the Wild Coast whisper of a newly discovered fortification
deep in the hills constructed by Rary to incarcerate a pris-
oner of great value. No one knows the prisoner’s identity,
but the swarms of norkers, Paynims, and hired adventurer-
mercenaries keeping away theinquisitive illustrate the
prisoner’s import. Rary himself visited the citadel several
times in the closing days of 592 cv, leading many to
assume the place plays some central role in his schemes.

Dagger Rock
Thrusting skyward, the deformed pinnacle of cracked
granite known as Dagger Rock dominates the land for
miles around. Travelers have used the landmark as a way
marker for centuries. The pinnacle itself stands at the
center of a shattered landscape. A great expanse of
broken and shattered rocks litters the structure’s base,
making footing treacherous and travel by mount impossi-
ble. Thus, while travelers and explorers alike know of and
have seen Dagger Rock from a distance, relatively few
have actually approached the formation.

The ancient Suel, although they did not linger here long,
used this place for a time as a refuge from their Flan
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_ assailants, calling i’t I&hanot The few bra\re mdwlduaIs

of a cliff- -top foxt;ess tza.r.ved into the outcrop’§ zehith. M
assume that the Suel E:ut’&r discoVEred passages within '« :
the rock that ultimately Iead to its suramit,but the secret
. ‘entrances to such’ thoroughfares are now long forgattem

- ‘Ablue clmgqn named Voltarmarun lmte&*here in re;en“t
decades vintil slain’ by an i'ritehsed Robilar ih 590 c¥.The™
fate of Voltarmarun’s hoartiaerenmms mysterious; sinice
word of the warrior’s brave explmts reached civilized

‘lands, several small groups of adventurers: haveslipped :

. _.intothe'desert via ’;he Knife Edge Pass, seekmg the treas-

ure. Their: ultimate fates likewise remam unknown:

The Upiands of Unath :
This small range of hills, located to the north of Utaa was
once home'to a small colony of dwur allied to their
brethren dwelling in the Abbor-Alz. Natural and dwur-
- -constructed passages burrowed deep under the deseit,
linking the tWo groups in a complex web,of corridors, gal-
leries, and chambers: No one knows the ultimate fate of
the Unath dwur, though they most assuredly warred with
_ the expansionist Sulmites. Either they fell here defending
their clanholds, made afinal stand with their eastern
cousins, ormigrated elsewhere, The remains of theirill-
fated civilization still dot the sharp, jagged peaks of this
range. In many places their way markers ate still visible,
some still bearing the kingdom’s device—twa crossed
battléaxes surmounted by a blazing sun. .

To'the south, near the ruins of Utaa, their strongholds
stand empty but in the north many teem with clans of

mnorkers or jermaline. The jermaline are fiercely independ-

ent creatures that resist the encroachment of the norkers,
who for the most part ally themselves to the Empire of
the Bright Lands. Preying on both groups, small bands of
trolls dwell in and around some of these dwur
settlements. Able to change their skin color to surprise
foes, the-depredations of this subspecies of common troll
effectively culls the numbers of other humanoids.

The deep tunnels and passages connect to the Under-
dark in several places. Powerful adventurers traversing
this shadowy world report witnessing the aftermath of
several fierce engagements between groups of beholders
and duergar. A few explorers also speak of a great under-
ground river flowing swiftly southward toward the Gear-
nat, perhaps acting as a natural drain to the Gnatmarsh.

Much of the warfare that rages here is subterranean in
nature and thus the few hardy nomadic tribes who graze
their livestock in the hills are mainly untroubled by the gob-
linoids of the interior. A small pride of dragonnes led by a
huge male, however, dwells in the range’s central massif,
occasionally issuing forth to prey on the nomad’s herds.

Gai Hur

Named “Sky-Peak” in ancient Flan, this roughly hewn
monstrous stone pinnacle is a vital landmark for those
travelling the Bright’s eastern reaches. The hueleneaer
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! orce gaﬂ\eredhezé'i‘nm' it
. ~“who have since approached report the crumbling rerains | . such meeting en&edmit“ _

‘battlefield strengthened the cen;auxs.'ms

! anrmally, untjl one

e in 592. Surrpnsedand 8
_éncircled by a strong force bfﬂomads and norkers, the % '*. :
gathered centaurs were goﬁtrmcedsto parley with their

"“enemies. After the faﬂuhé_@f:&e(e{alhomg o:nagouanon
- “with Lord Robilar (who hoped t
'.zmtdthe emplre) endedtin stalemate, , the two sides |
-)fxghﬁng Several tumd:edcentaurs died at‘ternpﬁnﬁto .
‘break free GfRﬂbﬂax‘s’“anhy Those deaths andthe £

to bring them peaceal

fepoﬂﬂjpresehce of ‘severalurinatural yugoh‘ﬁ&orpthe > ‘.
ol!ve'to resist’ ;

Rary, and hlS machinaﬂons
W € 3 \ ;

Shan;lsa’::f Fqngotten ngdoms SN

The roots'of Sulm’s c:lvihzatton are lostin pre-histw of

then little is known. Rexidos however, in his 4 Chxgmcie

of the Flan People, hypoti'tenzes that Sulms dﬂgmal. 3

founders were sufﬁvors.efan even older Flan kingdom -

1‘-

'_destroyed in a series of conﬂlcts of which the hlstories

are ignorant. ¥
The doom that engulfed sulm annihilated the popula-
tion and poisoned the land but failed to co:m;ple‘telyr oblit-
erate the fallenkingdom:In many pIaoes ancientruins < .
still thrust forlornly above the'dune sea. MucH of Sulm’s -
riches and lore yet lie in the sand- drowned ruins of this

" once great land, their inaccessibility and many and

potent guardians thwarting most attempts to. retrieve
them. Chief amongst these are the degenerate manscorp1-'
ons. Far more rarely encountered are the dune stalkers.
Tall, naked, hard-skinned humanoids feared for their abil-*
ity to slay opponents with a single kiss, wild theories -
abound regarding their origins. Some believe they are’
native to the Elemental Plane of Earth while others assert
they are the twisted personificatiorr of Sulm's most evil
peoples. A few nomadic sorcerers and wizards have
learned to bind dune stalkers to their service, using them
to slay rivals or to retrieve lost items of power.

In other places hithertounknown ruins are exposed
and then reburied atthe whir of fierce storms sweeping
across the desolate landscape. Finally, dust storms can
strike with barely a moment’s notice, interring would-be
explorers beneath the desert’s shifting sands.

Utaa

The former capital'of Sulm lies in the vezy shadow of the,
hills that ward its northern approaches. The city was
founded on and about a great plateau thrusting 'up from,
the desert floor. Today, only the center of Utaa yet stands
above the encroaching sands. Bare, sun-cracked rock sur-
rounds the city for miles, as if the gods themselves have -
striven to bury Utaa in an attempt to contain the evil
that lurks within. The outer precincts of the.city are
almost completely hidden beneath the encroaching
sands; only the remains of occasional watch towers, nor-
mally swarming with scorpions and many-tentacled ten-
tamorts, yet breach the surface. The dunes hereare stat-'
shaped and very high, some soaring over one hundred



feet'in height. Strong, unpredictable winds complicate
matters for explorers, although windstorms oceasionally,
uncovera long-submerged portion of the city, allowing
further exploration. :

No known oases or rivulets exist within fifty miles of

* these forsaken ruins, making exploration particularly
arduous. Nothing grows within the city’s boundaries and
rain never falls here.

The plateau itself is immense, towering above the'sur-
rounding lands: Many watchtowers, noble residences, and
minor temples have been carved into its sides, Persistent
rumors armongst the nomads speak of a convoluted net-
work of steep, narrow, and lightless tunnels piercing the
plateau itself, reaching downward to the communal

~ burial sites of Utaa’s common folk. Below even the burial
chambers run the city’s sewers, which still resist the
sand’s onslaught. It is through these that pockets of the
lower city can be explored.

The center of Utaa can be reached by climbing one of
three paved highways warded by a series of strongpoints
that snake up the plateau’s steep sides. Atop the plateau
stands the administrative and spiritual center of Sulm.
Here, once-sumptuous palaces, lofty castles, ostentatious
temples, and soaring monuments still stand. Weathered
by the near-constant winds that plague the plateau, sur-
viving monuments depict a race of heroically posed cruel-
faced Flan. The inner city is infested with all manner of
incorporeal undead that effectively deal with most inter-
lopers.

Unaagh

Once Sulm’s most sacred site, the location of this vast
necropolis is well known to the desert's inhabitants. Orig-
inally a place of great beauty and tranquillity, Unaagh is
now a travesty of its former self. Laid out in a great grid,
Unaagh was composed of many rows of mausoleums
interspaced with gardens, tranquil lakes, and shrines ded-
icated to the memory of the departed. In the very center
of the necropolis arose a black-stoned ziggurat from
which the whole necropolis was visible. Now all lies in

ruins,and what beauty‘once existed here has been eradi-
cated by the harsh elements that constantly work to
reduce Unaagh to naught but a memory.

Here, interred in many-tiered mausoleums, lay Sulm’s
elite. Now the ruins teem with'a vast legion of undead
commanded by Drokkas [LE lich male Wiz18] a one-time .
rival of Shattados. Mercifully, these undead seem bound
here by some unknown agency and are unable to leave
this place, crumbling to dust if they attempt to do so.

Rary’s forces have made several attempts to explore
these ruins, most ending in disaster. In 591 ¥, Rary him-
self came here and bested the darkTord of Unaagh ina
magical duel of epic proportions. Much of the black ziggu-
rat was destroyed in the magical conflagration that also
consumed many lesser undead. Since Rary’s exploration
of the ruins, observers have reported a great pall of black
smoke hanging motionless over the nectropolis, resting
the attempts of even the strongest winds to dissipate it.

Darkbridge Temple .
Shunned by all, this accursed place is atthe centerofa
growing nuraber of disappearances over the last decade.
No sane traveler comes within sight of this squat, fester-
ing ruin. Once a Sulmish site dedicated to the reverence of
forbidden gods, Othimvoar [CE young adult shadow
dragon male] now lairs here. Corrupted by dark dreams of . _ -
ancient glories and glittering treasures Othimvoar, nick- -
named “Smoke” by those few who have glimpsed him, was
lured here a decade ago from his lair in the Abbor-Alz.
Originally built atop a high hill at the intersection of
two valleys and ringed by three great walls that hold the
advancing sand somewhat at bay, the central temple still
stands. Four great gates, ceremonially set at the cardinal
points of the compass, pierce the outer wall, which has in
places been overwhelmed by the ever-present wind and
sand. The inner walls protect many lesser shrines arrayed
around the main edifice and are studded with protective
towers. Beneath the temple lie mile-deep catacombs con-
taining some of the most sacred and forbidden places of
old Sulm. Undead remnants of Sulm’s priesthood guard
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cand wr ched plai:n named a‘fter the countless
outcroppmgs of rock in‘the area. Incessant _

_ winds that seem laden with the sorrows of allwho fell

olate landsr;ape Determined

epleted in rtumbers but bearing
anclent weapons imbued with great power. Often they
tell of attacks in the dead of night by spirits clad in the
trappings of fa]len kmgdoms and of their compamons
driven mad by the ceaseless wind

" The Twnsted Canyon i P R
‘Found to the south of the Plain of Spears, where the east-
ern Abbor-Alz run down into the desert, the Twisted
Canyon is barely more than a score of yards wide at any

Adventuring in the Bright
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mostoftheuhve S A S S
The central chamber, known as_‘th'e Vault of the Faith-
ful, has certain acoustic qualities that allow the barest .

whisper to be heard at a great distance. The sqp.n lof

prayer constantly reverberates. here, as it has for more
than a thousand years. The 51sters believe their prayers -
‘have the power to revive Vathris, a god whose physical
form still bears the seeping wounds of his original
destruction. The hero god manifests once or twicea =
year, wandering the desert in a state of wounded delir-
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Sennerae

.The shatte;ed Tuins of Sennerae haye lain almost undis-
 turbed since Sulm'’s forces destroyed the city days after

anmhﬂatinthar s forces onthe Plain of Spears. Once
the capital of Itar, the city was wracked by powerful.

earthquakes conjured by Ur-Flan mystics in the service -

of Sulm: Almost the entire city was destroyed. A handful

of structures came to rest on the treacherous cliffs cre-

_ ated by the - earthquakes while the crumbling remains of
‘a few battered walls and watchtowers still precariously -
_cling to the clifftop. The easily accessible parts of the

city have long ago been plundered, however much of the
wealth of Itar was cast into the warm waters of the
Gearnat along with the bulk of the city. Travelers some-
times take shelter in the clifftop ruins, although few

~ possess the resources or bravery to 1nvest1gate the rest

of the city.

Over the years, the relentless action of the sea has
eroded and smoothed much of what survived Itar's death-
throes until nothing now juts above the waves, even at
~low tide. Below the waves, much of Sennerae still stands.
Cracked temples dedicated to Pelor, Vathris, and Rao have
resisted the onslaught of the tides'well, as have other
lesser structures. Some streets and other buildings also
remain, including portions of the royal palace.

Despite the large concentration of sahuagin and
other undersea predators in the Sea of Gearnat, the
region surrounding Sennerae is lightly inhabited. No
doubt the presence of a gargantuan dragon turtle,
which has laired here for centuries, is somewhat to
thank for this. Few who witness this monster’s depre-
dations survive the encounter, although some mariner's
tales speak of him. Named Lhamzygax in the journals
of Kelsannd, an Ahlissian mage given to undersea
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