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INTRODUCTION

When I first started working in the roleplaying
industry —some time berween the old and new stone
ages — we were very aware of the facr rthat our
audience was young and impressionable. All the bad
press that roleplaying games received (remember
thar?) made many of us quite nervous and careful
about what we wrote. Time passed, and it became
apparent to me that gamers were growing older, and
that games were maturing along with them. Our own
parent company, those fun-loving folks at White
Wolf, had a lot to do with helping rhe gaming
industry ro grow up.

I like to think that the Scarred Lands is an
arrempt to bring some of White Wolf's sensibilities to
the world of d20 gaming, infusing the darkness of
their other settings with the mythic heroism of rradi-
tional fantasy. We haven’t shied away from more
mature-oriented material, and  believe that, in doing
so, we have shown taste and decorum. At the same
time, this marterial is part of the whole, and doesn’t
overwhelm all the other exciting elements of the
Scarred Lands setring.

Shelzar: City of Sins may be a good case
in point. While it's far from explicit (and, frankly, you
can find far more racy sruff on any late-night cable
channel), Shelzar  nevertheless includes a lot of
elements that would have been anathema to a fanrasy
setting justa few shorr years ago. Sex, drugs, violence,
and perversity may not be appropriate to family
viewing hours, but they can certainly add spice to
mature fantasy roleplaying.

Both James and Dave have labored hard, and in
close cooperation, to make a city that embodies the
chaotic nature of its cirizens, incorporates the many
conflicts and challenges of the Scarred Land setting,
and gives both players and game masters a wealth of
roleplaying options. For jaded adventurers, especially
those in the grim and often morally-ambiguous world
of the Scarred Lands, Shelzar is a great place to
adventure. With foes like Mazar, House Asuras, and
Talina Som o contend with, the player characters
should take care that they don't lose track of their
weapons when relaxing at Belsameth'’s Bliss....

Anthony Pryor, Developer
Sword and Sorcery Studio




Chapter One:

The City
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— From the anonymous work
The Sundered Realm, c. 3402 O.C.




CHAPTER. ONE: THE CITY OF SIN

e A
BT i : Shelzar is a place of variety and extremes.
- The wealthy live and work in buildings of gilt-
,t ﬁ roofed marble, eating the finest food from across
U the world and reveling in all manner of pleasur-
ﬁ J , able distraction. The poor endure lives of squalor
6Y .I rare anywhere else on Ghelspad, conditions so
J ﬂ bt filthy and ferid thar few would wish such a life on

ifs ) | an animal.

mps
-
)

, he d It is said that any pleasure and indulgence is
[ﬂce I’V r@ 6 available in Shelzar, for a price; those who come
. 50 T here often discover that while this is true, the
Cm Conle ﬂtﬂw ‘ price is often far too high.

(inte: and 1o mn ShelzarataGlancs
y - [ : ] The city of Shelzar is perched on a fertile
\ W ’IO , We‘f 0 e J peninsula jurting out into the Blossoming Sea,
i3 . , one of the few locations along the southern coast
doe"' JO b% : I' w ] of Ghelspad that isn't too rocky to land a ship.
. T The shoreline lies ar sea level, rising slightly
a} 6"" 0 n W[ 6 he ' rowards the middle of the promontory. The For-
_ 6Y b oot ‘ tress, home ro Shelzar’s relatively small armed

: Lu;’ g forces, sits at the highest point in the city.
@i 6&‘- r&"t Shelzar is the best surviving example of the
' s \ Elzan style of archirecture. Palaces of dwarven-
TS : quarried stone and fine colored marble, gilt domes
and elegant spires make Shelzar one of the most
heautiful cities of Ghelspad. Most Shelzari houses

are builr in the form of a simple, square building
centered around an open courtyard and bounded

-From the Darakeene bard Dafyd abFenwyr's
seminal post-war travelogue Travels & Travails: A _
Grand Tour of the Scarred Lands of Ghelspad on all sides by streets or alleys.
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*" SHELZAR: CITY OF SINS

Even the poorest areas of Shelzar have paved
streets, as an ancient law requires all building
owners to construct and maintain any streets to
which their buildings adjoin. Since Shelzar's early
days, street paving has been the province of the
Brunwyn Craft Guild, a collective of dwarven
stonemasons specializing in masonry of all sorts.

The city is broadly divided into ten districts or
“quarters” — a term held over from the early days
of the city when it indeed had only four districts.

Old Town: It was on this green and sheltered
stretch of coastline that the original Hazari set-
tlers made landfall and founded the city of Shelzar.
Old Town is home to Shalamar, the Shelzari seat
of governmentand home of High Minister Fratreli.
The docks in this area are the oldest in the city
and now serve only as mooring places for the
pleasure craft of Shelzar’s wealthy and powerful.

Merchant’s Quarter: “Merchant (or
Merchant’s) Quarter” is something of a joke, as
trade occurs in every corner of modern-day Shelzar,
but many centuries ago trade in the city was
strictly regulated and mercantile acrivities were
permitted only in this district. Most of the power-
ful merchant houses still maintain headquarters,
offices, and high-security warehouses here.

Foreign Quarter: In the early days of
Shelzar, all foreign visitors to the city were obliged
to make their lodgings in this quarter and re-
quired by curfew to remain within its boundaries
from sunset to sunrise each night. Though for-
eigners are no longer restricted to this single
district, it remains the center of black market and
illicit dealing and trade in Shelzar.

North Docks: The original port for offi-
cial business to the city, this quarter now mostly
services small cargo ships, passenger vessels, and
the pleasure-barges of the wealthy. It is also home
to numerous expensive restaurants, theatres, art
galleries, and tea (or, more recently, coffee) houses.
The more sordid vices common to Shelzar are not
absent from this quarter, but here they are much
more discreet, tasteful, and expensive.

South Docks: Shelzar’'s Sourth Docks are
nearly indistinguishable from the waterfront re-
gions in other port cities. Hardy seamen stalk the
streets, determined to wring every last drop of
coarse enjoyment from their limited time on
land. Dozens of taverns, tattoo shops, sordid broth-
els, and flophouses dot its every street.

Shahdi: The sprawling Shahdi district is home
to Shelzar’s working poor. The houses here are
the remnants of the rundown shacks that once
housed slave workers centuries ago. Over the
years, they have been added to, joined together,
and split apart with little regard for planning or

e Mwm‘mm_
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The Walls

Shelzar is surrounded by a 30-foot stone
wall, pierced along its length by seven huge
gates. The walls are designed primarily not to
defend the ciry from artack, bur rather ro shelter
it from the occasional storms that sweep in from
the sweltering plains, as well as to demarcate the
city clearly from the rest of Ghelspad. A sizable
shanty-town has grown up outside the walls in
recent years, centered around Beggar's Gate.

The old city of Shelzar was once much
smaller, encompassing North Dock, Old Town,
the Foreign Quarter, and the Merchant's Quar-
ters, as well as the north end of the Maze and the
Souk. That wall is now virtually nonexistent,
pierced by a hundred roads and integrared into
the structure of many of the city’s buildings. The
only visible reminders of the old wall are the
numerous arches from the old gates, spanning
the road between close-set buildings, and two
free-standing sections of wall; the first attached
to the bulk of the Fortress and a tiny section
separating the North and South Docks. Still,
the Old Wall is a potent psychological barrier
that separates the old and new sections of the
city. Even though some of the Old City is
relatively run-down — in particular the north-
ern spur of the Maze — rthere isstill a perceprible
prestige attached to the area north of the Old
Wall, which remains the borough of the wealthy
and powerful. Even the Asuras family, whose
estate lies on the single most valuable and promi-
nent piece of land in the Pezwahri District, also
maintains a large townhouse in Old Town as
well as offices in the Merchant Quarter.

RSEANA A VA
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Getting Around

Most local trade and fishing is conducted by
the ubiquitous Shelzari dhow, a small but versa-
tile coastal ship. The majority of travel within
the city itself is conducted by foot or sedan chair,
as the streets are generally too crowded and
narrow to use carts save for the large-scale trans-
portation of goods and cargo. Sedan chairs can
carry up to two roughly human-sized passengers
and may be hired for only 3 ouda (cp) per
quarter-mile (minimum fare 5 ouda).




efficiency; the resulting civic sprawl often re-
quires one to travel through several people’s
courtyards to reach her own front door from the
street. A few years ago, inan effort to improve the
appearance of the city in anticipation of a visit
from king Virduk of Calastia, the city painted the
hovels of the Shahdi in bright, cheery colors,
granting a strange, rather pathetic splendor to the
otherwise dilapidated neighborhood.

Adazi District: The Adazi is the home of the
vast majority of Shelzar’s lesser merchants and
the preferred home of the many foreign expatri-
ates and ex-adventurers who choose to settle in
the city permanently.

CHAPTER ONE: THE CITY OF §IN
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alleyways and even on the street. Gambling houses
and drug dens outnumber common taverns, and a
raucous noise fills the district from dusk till dawn.
Yearsof unplanned growth and developmenthave
twisted this district into a virtual labyrinth.

The Pezwahri: The enclave of the rich and
powerful. Virtually all of Shelzar’s major figures
— mercantile, political, and otherwise — make
their homes here. Although all manner of deca-
dent pleasures go on behind the high walls of the
Pezwahri estates, the area is virtually absent of the
dens of sin so common elsewhere in the city. The
Pezwahri is the embodiment of the old axiom
“don't shit where you eat.”

The Souk: The majority trade in Shelzar is
conducted in the Souk, the vast open-air market
where literally thousands of vendors hawk wares
from every corner of Ghelspad.

The Maze (a.k.a. the Seven Sins): This is
the most stereotypically “Shelzari” district of the
city. Whores advertise themselves openly — and
often perform their services similarly openly, in

Coinage and Finances

Of course, as a city of commerce, Shelzar is
happy to accept coins from all lands. Only rarely,
however, will a Shelzari merchant accept foreign
coin at face-value: visitors should expect their
coins to be weighed and tested for purity to assess
their true trade value. It is thus of paramount
importance that the scales and weights of Shelzari

T AAY, P R e R A N A W
The Underground

Beneath the streets of Shelzar exists another city virtually separate unto itself. Long forgotten crypts,
tunnels, catacombs, and cellars form a vast subterranean network. All manner of dangers exist there, both
mundane and monstrous, from human assassins and thieves to rats, carrion crawlers, oozes and jellies, and
all manner of undead crearures.

Despite the presence of undead and other monsters, however, the most dangerous element in the
tunnels beneath Shelzar is without doubt the ubiquitous Cult of Ancients. This assassins’ guild is
headquartered in the Temple of Shadows, a sprawling and surprisingly opulent complex beneath the
streets. The main entrance to the Temple of Shadows is the brothel known as Belsameth’s Bliss.

Not everyone who walks the tunnels is dangerous, though. Some of the homeless of the city have
carved out a tiny niche in the city’s most modern sewers, living off the coins and scraps that sift their way
through the old sewer grates. Also, there are a number of underground dens owned and maintained ro
provide for the sickest and most debased pleasures of the more “discriminating” (read: deviant) seeker of
pleasure. Such pleasures may not necessarily be illegal, bur they would no doubt sour the ciry’s reputation
in the eyes of foreign visitors and merchants. Even so, some of the entertainments such as the skin dens
and the knife pits are frowned upon by the City Council, at least officially. In truth, many of the councilors
can be found almost nightly wagering in said pits and dens, savoring all the vices that Shelzar has to offer.

Not all the dangers of the subterranean realm are reserved for those who venture beneath the surface.
Undead creatures, clad in the rotten and tattered remnants of priests’ garb, have been appearing in the
alleys and cellars surrounding the Temple of Enkili. And of course the Cult of Ancients use the tunnel
network to travel to all corners of the city unseen. There is even some evidence that the tunnel network
extends out under the city wall, allowing the Cult of Ancients, and indeed anyone who knows the secret
entrances and is willing to risk the dangers of the tunnels, a means of entering and exiting the city
unobserved.

Further, there has been something of a minor war going on of late beneath the streets of the city,
as the Sa’an crime guild’s efforts to find a runnel connecting with the Asuras estate has brought them
in direct conflict with the Cult of Ancients.

Even those who know of the subterranean network beneath the streets have yet to explore it fully.
Miles of ancient tunnels and chambers remain blocked off or even undiscovered. Shelzar is a city of
secrets, and no small number of its secrets lay buried or forgotten beneath the city's streets.
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merchants be fair and true, and to ensure rhis
there exists the Master of Measures, a highly
powerful and respected position in Shelzar. In
true Shelzari style, however, even an individual
charged with keeping the city's merchants honest
and true is not himself beyond corruprion. The
current Master of Measures is Mykal H’aras (male
human, Ar4/Exp2, NE), a man known to be
rather less than scrupulous in reporting short
weights and loaded scales — in return for a small
but regular contribution to his own purse.

Shelzari coins are minted by a local merchant
house that is C(!ﬂ[ractud (8] LlU a0 LlﬂLiCr every
seven years. The reverse side of any Shelzari coin
bears the seal of the merchant house that minred
the coin. These contracts are incredibly lucra-
tive, and there is much graft, politicking, and
corruption around the time that the contract is
granted. House Asuras has held this contract for
the last four terms, but it is soon coming up for
negotiation again, and many rival merchant
houses are determined, after nearly three decades,
to win the contract away from Asuras by any
means necessary. The Asuras are equally deter-
mined to keep it, however.

The city of Shelzar mints six different coins:
platinum ayam-kebir (1 pp); platinum kebir (5
gp);gold ordu (1 gp); gold argenti (5 sp; originally
minted as a large silver coin, but House Asuras
began minting it as a smaller gold coin almost
twenty years ago); silver sayar-argenti (1 sp); and
copper ouda (1 cp). For the sake of simplicity,
these are normally referred to as ayam, kebir, ordu,
argenti, sayar, and ouda, respectively.

Regional Overview

The area surrounding Shelzar is dominated
by several major geographical features. To the
north and west lie the scorching badlands of the
Sweltering Plains, a region of unnatural heat
populated with all manner of fierce and deadly
beasts. Further west lies the inhospirable expanse
of the Kan Thet swamps, inhabited by the reptil-
ian asaatthi.

To the south and east lies the Blossoming
Sea. Generally pleasant — at least compared to
the nightmare realm that is the Blood Sea — it is
nonetheless not without its own perils, from
pisceans, kraken, and other monsters to sudden
storms, perilous weather, and hidden reefs.

There are only three sertlements within a few
days’ journey of Shelzar: the Zathiskan capitol,
Quelsk, is some 150 miles north-east along the
coast; about halfway between Shelzar and Quelsk
is Fort Ire, a former Elzan stronghold that now
exists solely as a safe stopping point for caravans

L T S AR, o T s L U e
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berween the two ciries; and the town of Sandoval,
another former Elzan stronghold, issituated on an
island south-east of the city.

Sweltering Plains

An arid, broken, rocky wasteland giving way
to sandy desert in the south, the Plains are one of
the least hospitable environments on the planet.
Temperatures here soar to well over a hundred
degrees every day, and its temperatures remain
scorching even at night: Rarely does it ever drop
below 80 degrees, save for along the coast (see
Scarred Lands Campaign Setting: Ghelspad,
Chaprer 3).

The Urkhadi

The Urkhadi are a unique people — a race of
half-orcs who bred true and have now become a
distinct racial group. The Urkhadi inhabit a deep
and plentiful valley known as the Scar in the
middle of the Sweltering Plains. For many years,
they were thought to be a myth, but over the past
few decades their numbers have increased dra-
matically and many Urkhadi have begun ro
venture beyond their valley. Almost two-thirds
of the half-ores currently in Shelzar — some
2,000 or so individuals — are in fact Urkhadi or
of Urkhadi descent.

The end of the Urkhadis’ isolationism has
opened a door to new trade for Shelzar. The
Shelzari are equally as desirous to purchase intri-
cate Urkhadi artworks, textiles, and crafts as the
Urkhadi are to acquire household goods, arms,
and precious metals.

Urkhadi Racial Abilities

Make the following adjustments ro the half-
orc racial traits found in the DM Screen
Companion (p. 15):

In place of the +2 racial bonus to Bluff
checks common tohalf-ores of the Scarred Lands,
Urkhadi receive a +2 racial bonus to Fortitude
saving throws against natural extremes of heat
(see DMG, Chapter 3, “Weather “Hazards");
this does not confer any benefit against magical
heat or against fire attacks. Urkhadi still have
the usual +2 racial bonus to Intimidate and
Sense Morive checks, as other half-orcs.

The Golden Triangle
The area immediately surrounding the city
is rruly a wonder to behold. Utilizing a series of
walls to block the sand and heat, an intricate
network of irrigarion canals (and a dab of magic
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Firestorms

Frequency: On average less than once a year. Roll 1d20 once per month: on a roll of 20, a
firestorm occurs that month.

Description: A Sweltering Plains firestorm is perhaps the single most deadly weather phenom-
enon of the Scarred Lands. Incredible winds blast their way across the Plains, carrying an insufferable
heat and driving a devastating gout of scouring sand ahead of it. The sand alone is powerful enough
to scourge flesh from bone, bur coupled with winds often in excess of 150 miles per hour and a hear
so intense that it can set flammable objects ablaze, few can survive such a storm without shelter —
and sometimes even not then. Some five years ago a firestorm blew so powerfully that it reached
Shelzar with enough force left to complerely destroy a secrion of the city's outer walls. Luckily, the
storms are typically driven by such strong winds that they rarely cover a single area for more than a
few minutes and normally blow themselves out completely in a matrer of hours.

Effects: A firestorm normally lasts for 3d4 minutes. Each minute, every exposed creature and
object in a firestorm takes 1d6 points of damage from scouring sand; as well, each round unprotected
creatures and objects take 1d6 points of fire damage from the intense heat. A successful Fortitude save
(DC 20) each minute halves the sand damage, and a separate Fortitude save (DC 15, +1 per previous
check) each round halves the heat damage. Successtul Wilderness Lore checks can grant the usual
Fortitude saving throw bonuses against severe weather, but the DC for such checks is 20, rather than
the usual 15, and a character can only affect one additional person for every 2 points by which her
checks exceeds 20. Any creature or object that takes 4 or more points of fire damage in a given round
must also make a Reflex save (DC 15) ro avoid catching on fire (see DMG, Chaprer 3, sidebar:
“Catching on Fire”). Metallic items or armor take no heat damage, but are affected as if by a heat metal
spell; for the first minute of the storm, such items are warm (no damage), becoming hot (1d4 points
of fire damage) for the remainder of the firestorm.

Wind effects: Wind speeds in a firestorm are generally of hurricane force, averaging between 140
and 170 miles per hour, Huge or smaller crearures must make a Fortitude save (DC 25) or be affected
by these winds: Medium-size or smaller creatures are blown away; Large creatures are knocked doun;
and Huge creature are checked (see DMG, Chapter 3, “Condition Summary” for details). Note that
any flying creatures are treated as being one size smaller for this purpose. The winds automatically
extinguish small, unprotected flames such as torches, and have a 75% chance of blowing out protected
flames, such as those of lanterns. Listen and Spot checks are impossible, as the sound of the roaring
wind drowns out all other sounds and the biting sand obscures all vision.

Sand effects: The blowing sand carried by a firestorm causes any unprotected creature to choke and
asphyxiate (see DM@, Chapter 3, sidebar: “Suffocation”). A character with a scarf or similar
protection over her nose and mouth does not begin to choke in this way until after a number of rounds
equal to 5 times her Constitution score. Typical firestorms leave 1d4 feet of fine, burning-hot sand
in their wake, which might conceivably also pose drowning dangers.

Combat: All ranged combat during a firestorm is impossible, and all melee attacks suffer a =12
circumstance penalty due to buffeting winds, blinding dust, and disorientation. In fact, virtually all
activities are extremely difficult if not virtually impossible during a firestorm: All creatures suffer a —20 ‘
circumstance penalty on Strength and Dexterity checks or skill checks thar use eirher of these srats as
their key ability, and on Reflex saves; and a —10 circumstance penalty on all skill checks that use
Intelligence, Wisdom, or Charisma (including Wilderness Lore checks). A creature attempting to cast
aspell in a firestorm must first make a successful Concentrarion check (DC 20 + any fire damage raken
during that round + spell level).

Spotting the storm: Starting 30 minutes before a firestorm strikes, and every 5 minutes thereafter,
the GM should roll a Wisdom, Wilderness Lore, or Knowledge (nature) check (DC 20, -2 for each
previous check) for each character. A successful check indicates that the character has noticed or
sensed the approach of the firestorm, and thus may take whatever action are necessary (or available)
to prepare — the best option being spells like rope trick, teleport, or the like, which simply remove the
characters from the path of the storm. Spells like wall of stone or wall of force might also, at the GM’s
discretion, be used in creative ways to alleviate or at least lessen the danger of the storm.
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here and rthere), the people of Shelzar have
created a verdant paradise in the midst of one of
the harshest environments in all Ghelspad.
League upon league of fruit trees, melon fields,
and croplands, all interspersed with a handful of
natural oases, are crisscrossed with a well-planned
road network to move harvested goods to market
as quickly as possible.

The Golden Triangle is the life’s-blood of
Shelzar. Without the food grown here, the city
would surely perish. There are more than 2,000
highly paid mercenaries — more than comprise
the city guard itselfl — who guard the fields
ceaselessly, day and night.

Interestingly, the land of the Triangle is nat
owned by the city itself but is held in private hands.
In the days before the Divine War, verdant lands
were plentiful in the area, but with the creation of
the Sweltering Plains, fertile land came to be at a
premium and what remained was quickly acquired
byahandful of Shelzar's wealthiest citizens. Coupled
with the codicil in Shelzar law that requires all
persons elected to the City Council to possess at
least 10 acres of arable land, this ensures that those
who are elected to run the city also have a mo-
nopoly on Shelzar’s food supply.

Fortlre

Once among of the most important outposts
of the Elzan empire, Fort Ire wasabandoned in the
aftermath of the Divine War and lay in ruins for
several decades. During the Druid War, the fort
was rebuilt by dwarven craftsmen from Shelzar
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and served as a stopping point for refugees. After
the war, some of the dwarves stayed on, eventu-
ally purchasing the fort from Shelzar and turning
it into a safe-haven for travelers and caravans
along rhe trade road from Quelsk.

No more than 80 people call Fort Ire home,
and the settlement has yet to grow beyond the
walls of the original keep. Apart from the strong-
hold itself, which now functions as a tavern and
inn, there are 20 or so small dwellings, a smithy,
astable, and a general store. The small population
means that sufficient food can be grown here to
supply the sertlement, making it almost entirely
self-sufficient.

The rocky shore at the fort means that there
is no harbor or mooring place for ships, but
Durghi Ironfounder (male dwarf, Expl2/War 7,
NG), master of the town and the last of the
dwarves who founded the settlement, has plans to
build a mile-long stone jetty out into the sea to
allow ships to dock and thus to trade at the fort.

Vanishing River

In the days before the divine war, this was
known as the Amwari River, a deep and slow-
flowing waterway that provided ship access to the
interior of the Elzan Empire. Since the Divine
War and rhe creation of the Sweltering Plains,
however, the Amwari has all but vanished. Its
course is erratic, sometimes following its old course,
sometimes swinging as far as 50 miles to the
north, and sometimes forking and flowing down
both paths. There is no true headwater to the
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river; it bubbles up from the sands and rocks of the
plains — rarely in the same locarion twice —and
often disappears entirely for weeks or even months
at a time.

Trade Routes

The only major land-route into Shelzar is the
Coast Road thar leads ro Quelsk. Over the past
few years, a rough trail known as the Urkhadi
Trade Path has been worn to the north as traders
bring goods both to and from the isolared tribes of
the Sweltering Plains.

The Blossoming Sea

Teeming with fish and untainted by the blood
of Kadum, the Blossoming Sea is in many ways the
berter half of the Blood Sea. However, it is not
without its own dangers: Monsters and titanspawn
still dwell beneath the waves, and all manner of
mundane threats, from extreme weather to hid-
den reefs Lo pirates, await the unwary traveler (see
Scarred Lands Campaign Setting: Ghelspad,
Chapter 5).

B LNAN YL
The City Beneath the Sea

A mile or so due south of Shelzar lies a
mystery hidden benearh rhe waves. When the
sea is stormy and rough, fisherman and sailors
can hear bells ringing from far beneath the
surface, it is said, and occasionally fisherman in
the area find ancient artifacts or pots of coins
tangled in their nets.

Most scholars surmise that beneath the
waves lie the ruins of a city, perhaps even that
same city of which Shelzar’s “Old Gare" was
once a part. Only a handful of souls have been
adventurous enough to investigate the area, and
to date none have succeeded in solving the
mystery, but based on the value of the artifacts
that have so far been found there, it might be

well worth the effort to try.
N 7 N

Sandoval

Like Fort Ire, Sandoval was once a forrified
Elzan outpost. Unlike Fort Ire, however, Sandoval
has grown beyond the walls of the original keep
and has become a thriving town. The primary
reason for this is that Sandoval is a free port: No
laws exist there save for rhe laws of Sandoval
itself. Everyone who enters the town must agree
to leave his or her gripes behind. So pirates,
thieves, mercenaries, rogues — even, though rare,
some titanspawn — walk the streets openly, safe
from any foreign powers which are hunting them.

T e S I N S S ——

The ruler of Sandoval is Harbormaster Finas
Theyn (male human, Exp9/War4, LN), a hand-
some, blonde-haired Darakeene expatriate. Theyn
keeps a tight rein on the goings-on in the town
ensuring the rules are observed by all, residents
and visitors alike. Strangely, he has found thart it
is rarely the pirates and other rogues who cause
troubles (they seem to be as glad of a place where
they can relax and feel welcome as any other
traveler), but rather it is vigilantes, paladins,
bounty hunters, adventurers, and other “self-re-
specting” types, who seem to feel it is their right
to take advantage of their targets’ lowered de-
fenses to make their move. Anyone who violates
the charter of the free city is banished from
Sandoval for a year and a day.

Owing to the rough and dangerous people
who frequent the city, fully every third shop in
the town produces either weapons or armor. Con-
sequently, these items may be purchased here for
10% to 15% less than the price listed in the PHB,
though masterwork and magic items are extremely
rare. The arms and armor of Sandoval tend to be
serviceable rather than beautiful.

Save for fish, which forms the majority of the
Sandovalian diet, foodstuffs must be imported to
the city. The majority of this food is imported
from Shelzar, with which Sandoval mainrains a
“cautiously friendly” relationship. The fact that
Sandoval allows pirates to harbor there angers
many Shelzari merchants, who label the town a
simply a lawless pirate haven. Sandoval has a
population of almost 500 permanent residents
from all corners of Ghelspad, although at any
given time there can be almost three times that
many people in the rown.

Kath Bay

Bordered to the north by Sweltering Plains, to
the west by the Swamps of Kan Thet, to the south
by a rocky and inhospitable archipelago, and to
the east by a network of treacherous hidden reefs,
Kath Bay is highly isolated and dangerous, useless
for the construcrion of a port city. It is this very
isolation, coupled with the natural protection and
numerous caves and hidden coves and the bay
offers, that makes it a favored spot for pirate safe-
harbors and strongholds.

Were it not for the tremendous bounty of fish
to be had there, none of the locals would risk
traversing the Wrecker's Reef. Hundreds of deep-
sea fish species normally unknown in these waters
are tossed into Kath Bay by the powerful storms
that sometimes strike the Blossoming Sea in this
area; they are then prevented from escaping by
the reef itself. Following the storms, hundreds of
Shelzari dhows set forth to harvest Manawe’s
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bounty, although occasionally some never re-
turn. Many of these are wrecked on the treacherous
reef, but some also fall prey to things far more
dangerous than fish that have also been trapped
in the bay by the fierce tempests.

Thunder Coast

Save for the peninsula on which Shelzar
rests, the entire southern coastline of Ghelspad
— from Quelsk to Fangsfall — is either rocky or
swampy, entirely unsuitable for landing a mer-
chant ship. Nowhere is this more evident than on
the Thunder Coast. The turbulent waters of Kath
Bay hammer against this jagged coastline, creat-
ing a constant thunderous roar. It is said thar
when the winds are right the dashing of the waves
here can be heard as far away as Shelzar. Many a
ship has avoided running aground in the fog on
Wrecker's Reef by changing her heading on hear-
ing the din of Thunder Coast.

Wrecker's Reef

The most northerly of the chain of hidden
reefs that border Kath Bay, Wrecker's Reef is
almost constantly wreathed in thick fog, formed
when the warm water of the Blossoming Sea
meets the cold waters of the Kath Bay. While not
nearly so notorious as the Devouring Reef,
Wrecker's Reef is a far greater hazard given the
ever-present fog and the nearness to Ghelspad’s
premiere port city. In the 150 years since the
Divine Waralone, it is estimated that nearly 1000
ships traveling to or from the city have gone down
on the reef, as well as an untold number of local
dhow fishing vessels.

Harbormaster Finas Theyn of Sandoval has
commissioned renowned dwarven architect and
engincer Berri Burrisdottir (female dwarf, Expl7,
LN) to design and construct a lighthouse fully 50
feet taller than the one in Shelzar. So far, the
structure has collapsed three times since con-
struction began, inciting Theyn to level
accusations of sabotage against both Shelzar and
House Asuras,

Merrow Point

As the name suggests, the waters of the
point are thick with merrow (aquatic trolls).
Even the pirates who take shelter in the bay
refuse to sail within 50 miles of the point. The
peninsula itself is also crawling with normal
land-dwelling trolls. Whether this is a strange
coincidence, a natural occurrence, or the sign of
something sinister is unknown. What is known
is that no one who has ever ventured there has
been known to have returned.

lifein Shelzar

A visitor's first impression of Shelzar depends
entirely upon how he arrives. Those who enter by
land must pass through one of the city's gates, all
of which lead first to the tight, dark streets and
poverty of the Shadhi district, before eventually
making their way to the core of the city. The lone
exception is Newgate: visitors who enter through
Newgate find themselves on the Grand Boule-
vard, the most beautiful street in the city. However,
no mercantile traffic is permitted to enter the
Newgate or travel the Grand Boulevard.

Those who arrive by sea witness an entirely
different city. While the docks themselves are
crowded, dirty, and noisy, like those of virtually
every city in Ghelspad, the sea traveler has an
unparalleled view of the towering gold and ivory
spires of the city proper, a breathtaking vision of
beauty and wealth.

Carrying weapons is outlawed in Shelzar, and
all who enter the city are immediately and scru-
pulously checked for weapons. Anyone bringing
weapons into the city must either surrender them
to a guard station for the duration of their visit or
have their weapons peace-bound (fixed into the
scabbard with a piece of wire and scaled with a
copper seal marked with the city arms). There is
a small forge ar each guard post and gate to
perform this service. The exception to this law is
the dagger: every citizen and visitor is permitted
to own and carry daggers openly. Citizens and
visitors alike may apply for a special dispensation
to own and carry arms in the city, however. These
permits cost 100 ordu (gp) per weapon and gener-
ally take many weeks to process, which generally
ensures that generally only citizens, and usually
only the wealthy and/or criminal ones, are armed
— legally, at least. There is, naturally, a thriving
trade in cheap black-market weapons in the city
for those who cannot afford permits.

Storing one’s weapons with the city guard
incurs a charge of 1 ordu per item per week; a
receipt is issued for each weapon and the weapons
will be returned only with a valid receipt. Peace-
bonding costs 10 ordu per weapon, flat rate, and
the weapon must be presented freely for inspec-
tion at any time at the request of any city guard.
Of course, in Shelzar, there are more than a few
ways around this. Many gare guards can be bribed
to “overlook” a weapon — generally 5 to 20 ordu
suffices— and several individuals within the city
will replace a broken peace-bond for about 20
ordu. The dwarven smith Hugh MacHugh (male
dwarf, Frr2/[Rogb6/Exp6, N) has devised a “trick”

peace-bond which allows the wielder to remove
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the weapon and return it to the scabbard without
breaking the seal and which is difficulr to detect
even under close scrutiny (Search DC 22). He
charges 50 ordu for the service.

Social Divisions
The Peasantry

Most who do not belong to this social class
view it as a unitary mass of unwashed layabouts
little better than animals. In truth, however, the
majority of the peasants are the workers who
make the city run. They roil in the fields, haul
goads on the docks, mend roofs, and perform any
ofa hundred other tasks which are essenrial to the
running of any city. As the middle-class Adazi
district has grown in the past few decades, many
of the peasantry have been displaced from their
homes and now live in shanty towns outside the
city walls.

The Trades

This group includes not only those men and
women who make their living through craft and
service, but also the minor merchants who buy
and sell wares within the city. In many other
cities or states, this lacter group might be consid-
ered far more than mere tradesmen, but in a city
so dependant on trade and so clearly run by the
wealthy, these minor merchants do not enjoy so
elevated a status.
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Money is the life-blood of Shelzar and it is the
merchants who provide it. These wealthy indi-
viduals hold a place in Shelzari sociery normally
held by the nobility of other lands. The mer-
chants of Shelzar enjoy lives of gluttonous excess,
savoring every pleasure and vice that life can
offer. So inured are they to normal vices that a
whole new array of twisted amusements has
evolved to entertain them.

The Politicos

Ultimate power in the city is held by the
politicians, whoare invariably drawn from among
the mercantile class. These individuals buy their
way into power and fight tooth-and-nail to keep
it. In a city of decadence and corruption, the
poliricians lead by example, the most decadent
and corrupt of the lot. From among their number,
the politicos elect the High Minister as the ulti-
mate ruler of the city.

Other Races

Halflings

Those who choose to make their living in
the more respectable or legal trades find them-
selves relegated to positions as servants,
messengers, and the like. Most, however, find
careers as thieves, pimps, or prostitutes to be
much more lucrative and exciting. Halfling pros-
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Underground Enfertainments

In the city of Shelzar, one can find any
number of vices peddled openly that in other
lands would be hidden away from public view:
drug use, prostitution, and even public fornica-
tion are some of the most obvious. Yet even in
the city of sin there are some things thart re-
main hidden.

The most popular of these entertainments
is the knife pit. Gladiatorial combat is not un-
known in other parts of Ghelspad, and here in
Shelzar it is perfectly legal; it is the savagery and
bloodiness of the Shelzari knife pit that forces its
venues to remain secret. T he Shelzari appetite is
to see men slice each other apart ever-so-slowly,
dragging out the fight for as long as possible.
Accomplished knife fighters, easily recogniz-
able by the webs of scars that cover their bodies,
enjoy a certain degree of celebrity in the city.

A far more dark and gruesome amusement
is the skin den, where the most depraved and
self-indulgent of Shelzar society gather to watch
creatures being skinned alive. Not every living
thing that meets its end here is a mere animal.
Sentient creatures, both titanspawn and divine
races, are some of the most popular atrractions.
A skilled den-master can keep a single person
screaming for hours as the spectators sip wine
and wager on how long the poor unfortunate
can remain alive. As an added attraction, while
the den is cleaned between victims, the audi-
ence is treated to such diversions as people being
caten alive by animals or burned alive, or per-
haps men and/or women coupling with animals,
monsters and titanspawn, often against their
will and just as often with fatal results.

titutes — or “whorelings” as they are often called
in colloquial parlance — are in surprisingly high
demand. Many folk outside of Shelzar might find
the thought of a halfling thug, crime boss, or
pimp to be laughable, but no one in Shelzar
laughs at such individuals... at least not for long.
Halflings are the most populous race in Shelzar
aside from humans.

Dwarves

Most Shelzari dwarves are descended from
dwarves who were brought to the city as slaves.
Slavery was officially banned in Shelzar many cen-
turies ago, and the dwarves have since worked as
free Shelzari citizens. Most Shelzari dwarves wear
ornamental iron collars andfor bracers as a re-
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minder of their slave ancestry. Virtually all Shelzari
dwarves are craftsmen of some sort, and fully 90%
of them are part of the Brunwyn Craft Guild.

Elves and Half-Elves

The majority of elves and half-elves in the
city are transients residents, refugees from the
shores of distant Termana. In recent years, the
number of such rravelers has increased substan-
tially, with these folk being engaged in pilgrimages
to reach Darakeene where the worship of their
nameless god is enjoying a renaissance.

Half-Orcs

The few half-orcs that call Shelzar home are
mostly Urkhadi tribesmen, whose presence here
in the past few years has seen a marked increase as
many move here from their traditional home in
the Sweltering Plains. The remainder are
Zarhiskan expatriates. Most half-ores make their
living as mercenaries, guardsmen, or criminal
enforcers, though a few have found honest work
as tradesmen or laborers.

Other

There are a (very) few representatives of
other races in the city, including a couple of
strange, minuscule barbarians called “gnomes”
who came to Shelzar aboard one of the elven ships
from Termana. Orher folk than can be seen in
Shelzar’s streets include orcs, sutak, vertigen,
proud, heron priests, and slitheren. With a few
notable exceptions such as the heron priest am-
bassador of the Jack of Tears, all of these individuals
make their living as either exotic prostitutes,
status-symbol bodyguards, or knife-fighters. Of
particular note is the phenomenally successful
sutak knife fighter Ebalo (see Chapter 4), who is
something of a celebrity about town.

Culture and Entertainment

Food and Drink

The Shelzari enjoy spicy food to a degree
rivaled only by the fiery cuisine of Zathiske. For
this reason, Shelzar is a major destination for
exotic spice shipments. There isa currently grow-
ing trend toward food from other lands, particularly
in dockside cafés and upper-class restaurants. The
most famous Shelzari dish is zatai, consisting of
skewers of marinated goat or lamb. Zatai can be
bought from any of a thousand vendors in the
streets of the Shelzar for 1 ouda (gp) per skewer.
It is normally served with kamadhis, a mixture of
wheat grains and rice. The spice-loving Shelzari
also enjoy the cuisine of the Broadreach elves,
famous for its heat and savor even before the
Divine War — in fact, traditional Broadreach

wg!?ﬂ"'-“ SR ST W Ve




SHELZAR: CITY OF SINS

e e A i C—

cuisine is now far more common in Shelzar than
iris in the dark reaches of the Hornsaw Forest, the
elves’ old homeland.

Holidays

The entire month of Enkilot is a holy time for
the people of Shelzar. During the day, shops are
closed and people pray at home or in remples and
shrines, fasting from sun up to sun down. The
night is a different story altogether. From sun
down to sun up there are raucous celebrations and
feasts in all corners of the city.

There are two important holy days dedi-
cated to Enkili in the Shelzari calendar: the first
days of Enkilot and Enker, respectively. On
these days, Shelzari citizens visit temples, make
offerings, and renew their devotion to Enkili.
These are days for family and loved-ones, and
the giving of gifts and familial feasts are the
order of the day.

B LA N A
The Night of Masks

As might be expected, the Shelzari are for
the most part very open and uninhibited about
sex, and it is not at all uncommon here to find
people coupling in places as public as taverns,
parks, or even the souk. This tendency reaches
its pinnacle on the Night of Masks. The Shelzari
borrowed this Hollowfaust holy day and turned
it into a debauched citywide carnal festival.
Citizens don masks and the city goes wild. Food,
liquor, and drugs are consumed openly and in
abundance, and public fornication with numer-
ous anonymous strangers is commonplace.

There are several bastard heirs to many of
Ghelspad’s thrones wandering about Shelzar as
a result of festivals past.

Drugs and Alcohol

For a people so open regarding their sexual-
ity, Shelzari are surprisingly prudish when it comes
to strong drink. It is technically illegal to display
public drunkenness or to drink in a public place
other than a restaurant or ravern, although these
laws are rarely enforced save in the more upscale
parts of rown. This prohibition against alcohol
and drunkenness does not extend to drugs and
other intoxicants, which helps to explain their
popularity in the city.
Games and Sport

The most popular game among the citizens
of Shelzar is “Hago,” a seemingly simple board
game involving shifting stones around a 20 by 20
square board to conquer territory. It is said that

T R A I S S S  ———

it takes only moments to learn Hago, but a
lifetime to master the game. Invariably, every
coffee house in Shelzar has a few old men huddled
over a Hago board.

The Shelzari have little interest in sport. If
asked, most Shelzari will reply acerbically that if
a person wishes to get hot and sweaty, she should
simply have sex.

Music

The Shelzari generally prefer stringed instru-
ments and boisterous, raucous music. The rich
attend opera and theatre and the more cultured
entertainments of other lands. Commoners pre-
fer traditional plays, farces, and other such simple
fare — none of that fancy foreign muck.

Literature

Literacy is common among the rich, but rare
among the common folk. Most educated Shelzari
canread, write, and speak several tongues, usually
including Zathiskan, Ledean, and Ancient Elzan.

The Shelzari tend to have little interest in
histories or epic tales, preferring instead lascivi-
ous rales of love and lust, stories of tricksters, and
simple adventure stories. The most popular book
in Shelzar is 1001 Shelzari Nights, the classic tale
of lust and intrigue that is also the seminal text-
book for sexual technique in all Ghelspad.

Love and Marriage

What surprises outsiders most is that mar-
riage is taken very seriously among the Shelzari.
Like most celebrations here, marriage ceremonies
are accompanied by drink, drugs, and music in
abundance. It is a common custom among upper-
class Shelzari for both bride and groom to take
part in a masked orgy the night before the wed-
ding, each taking dozens of anonymous lovers in
a last observance of single life.

Both men and women may charge for divorce
on the grounds of infidelity, although, as with
most things, this practice varies greatly. Among
the wealthy and many of the common folk, it is
common for both husbands and wives to take
other lovers openly.

Death and Funerary Rites

Cremation is the norm in Shelzar. When
possible, foreigners are returned to their home
nations or, barring rthat, buried ar sea. Shelzari
funerals are rather boisterous affairs with feasting,
drugs, and alcohol (and, of course, sex). They are
treated as enthusiastic celebrations of life, lasting
anywhere from three to seven days.

Once cremarted, the ashes of the deceased are
placed in clay or ceramic amphorae and interred
in subterranean vaults and crypts. The poor, who



can rarely afford to inter their dead in privare
vaults, instead charter a dhow and spread the
ashes at sea, entrusting their loved ones to
Manawe’s care.

Religion

All faiths are welcome in Shelzar, although
some are more welcome than athers: The Shelzari
chafe at limitations and restrictions to their en-
joyment of life, so religions that espouse such
commandments are unpopular in the extreme.
Enkili

Enkili is the chief deity worshipped in Shelzar.
Virtually every citizen of Shelzar, no matter his or
her background or station, prays for Enkili's favor.
Sailors and fishermen pray for clement weather,
gamblers for good fortune, thieves for luck, and
merchants for favor in business. But Enkili is a
fickle patron(ess), and his/her worship seems to
bring poor fortune as often as good.

Still, Enkili worship suits the people of
Shelzar well. As well as the famed Temple of
Enkili, there are numerous smaller shrines
throughour the city, dedicated to the god(dess)
in all his/her numerous forms. However, despite
the massive size of the Temple of Enkili, most
worship is still an individual activity, and large
sermons are rare.

ldra

Shelzar is the center of worship for the Idran
faith. Given the prevalence of prostitution and
the carnal nature of the city, this is hardly surpris-
ing. It is said that Idra herself, along with her
herald, appears in Shelzar during the Night of
Masks to take part in the most unrestrained or-
gies. The holiest day among the Idrans in Shelzar
is Ramas-Adan, the midsummer festival. On this
night, all the brothels offer their services free of
charge, the prostitutes’ numbers bolstered by the
common faithful of Idra, who spend the night
servicing any patron who desires them.

Manawe

Given the city’s dependence on the sea both
for food and to foster trade, it is not at all surpris-
ing that the worship of Manawe is prevalent here,
particularly among the common folk. While there
is no proper temple devoted to Manawe in the
city, there a number of well-visited shrines scat-
tered throughout the docks. The largest of these
shrines, located about a quarter-mile east of
Belsameth's Bliss in the South Docks, is atrended
by Mari Seadaughter (female half-elf, Clr7, CN),
the only true cleric of Manawe in the city. The
remainder of the Sea Mother's few clergy in
Shelzar are typically acolytes (adepts) of Ist to
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5th level. Shelzari Manavians observe the same
holidays common to their faith, although with less
boisterousness and more solemnity than their

Rahochan brethren.

Hedrada

There is a small but strong Hedradan presence
in the city, mostly in the form of refugees who fled
from the east in the wake of the Blood Monsoon.
These Hedradans know that they are in the mi-
nority here, and they tend to worship quietly and
privately. Unlike the zealous Order of Iron, the
Hedradans hope to sway the Shelzari to their faith
through example.

Goran

The dwarves of Shelzar maintain their faith
in Goran, though centuries of a slave-heritage
many thousands of miles from Burok Torn en-
sures that their worship bears little resemblance
to that found in Burok Torn. Shelzari dwarves
worship secretively, as was their way during their
years of slavery. Goran's traditional holidays have
been forgotten; instead the Shelzari dwarves
spend all of Enkili’s holidays in quiet contempla-
tion, celebrating their own faith among friends
and family.

Corean

Corean has little representation in the city,
but the few of his worshippers who do live here are
vocal and zealous in the extreme. The Coreanic
paladins of the Order of Iron maintain a strong-
hold here, hoping to sway the locals from their
sinful ways through force of words, but to date they
have been resoundingly unsuccessful. Most of the
Shelzari view the paladins with amusement, al-
though a few citizens are quite outspoken in their
detestation for such “meddlers and troublemak-
ers”; some even go so far as to accuse the Iron
Knights and their Coreanic forgemasters with
supplying weapons to the peasants in preparation
for a rebellion. Were it not for the Order’s skill at
arms and the certain retribution from Mithril
were they harmed, the Knights would surely have
been forcibly expelled from the city long ago.
Still, these stalwart souls carry on in the face of
pervasive sinfulness, confident that Corean will
see them through and guide their voices in over-
coming the Shelzaris’ resistance.

Madiriel

Strangely, the goddess Madriel enjoys a de-
vout following in Shelzar, mostly among the
peasantry and those displaced from other lands.
The Redeemer is a symbol of hope to the down-
trodden, hope that guides them through their days
in a city rife with sin and corruption.

A e~ S SR

il

\

it
A
8 IR

= LF<

)

o

=

P

N V
\
4

L‘“.

i
|

g 2

7




SHELZAR: CITY OF §INS

LT T . AR AR S, o N S s L T S —

Chardun

The worship of Chardun has grown steadily in
Shelzar over the past few years, largely as a result of
an influx of Calastians in the wake of High Minis-
ter Fratreli’s growing relationship with thatnation.
Despite his lawful alignment, Chardun’s bloody
nature appeals to a certain — and distressingly
large — portion of the Shelzari people.

Belsameth

The worship of Belsameth is not common in
Shelzar beyond the band of fanatical assassins (the
Cult of Ancients) who carry ourt their heinous
deeds in the name of their two-faced mistress.
Those few Shelzari who do worship Belsameth
normally do so in private, for fear of being branded
amember of that infamous guild of killers-for-hire.

Government

In theory, the Shelzari system of govern-
ment is a simple and equitable one: Cirtizens
elect a council of representarives, or ministers,
who in turn elect a High Minister from among
their number. Practice is quite different than
theory, however.

Shelzari law states thar every citizen “in good
standing” is allowed a vote. Modern law defines a
citizen in good standing as a person “having
resided in the city for no less than 7 years and who
possesses no less than 10 acres of arable land and
a dwelling worth no less than 1,000 ordu.” Thus,
voring is effectively confined to the wealthy and
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the merchant upper-middle class. Coupled with
the graft and bribery rampant in Shelzari govern-
ment, this fact ensures that only the very wealthy
ever ascend to the City Council. Additionally,
there is no precept in Shelzari law specifying a
term of service, virtually assuring that, once
elected, most councilors serve for life.

There are always 38 ministers on the Coun-
cil. Local law holds that any motion brought
before the Council must be tabled by a minister
who cannot then vote on it, thus precluding the
chance of a split vote. Sometimes, though, a
member may refuse to vote on a given issue.
Therefore, in the case of a tied vote, the High
Minister decides the issue.

There is no real nobility in Shelzar. Some
families trace their ancestry back to the found-
ing of the city, and sometimes even beyond, and
most enjoy great status and hereditary wealth,
but the true power in Shelzar lies solely with the
City Council, and ultimately with High Minis-
ter Fratreli.

There has been some discontent among the
Council of late. One of their number, Hamas
Shedani (male human, Aril 2, LE), has taken ill.
Shedani is nearing his 80th birthday, and few
expect him to see the new year. There is already
much unofficial campaigning and politicking
going on as prospective Ministers have begun
jockeying for his position. Moreover, many of
the Council are unhappy with the recent con-
cessions Fratreli has made with Calastia, arguing
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T AL that such a demonstration of favoritism to one
r nation over all others is going hurt trade. This
Shelzarium had led ro speculation that Fratreli may be forced
In addition to the typical ¢oin denominations to abdicate from the Council — or, in darker
minted in Shelzar, there is another form O‘f' coin TUTTOTS, pcrhaps even assassinated —should he
sometimes encountered here, and occasionally in refuse to currail the Black Dragon's privileges in
other areas of Ghelspad where the Shelzari trade. the city.
However, this coin is so rarely encountered that it is
not included in any discussion of common Shelzari Trade

N The common Shelzari diet consists mostly of

_ F‘Ther_r?le“ ‘_"’h" ""O"!‘ & pﬁrnuillar ERE mile or figs, dates, goats, cheese, fish, melons, oranges,
e :’U'f'tm“ et:m,r CocRMOnADILLIP gRElERlpaLy and coffee, all of which is grown in the Golden
of coinsstruck from a strange, glowing meral thar has Triangle. So plentiful is this region that even ina
come to be known as shelzarium. These coins are ; ) i

Al : ; city of more than 100,000 people there is suffi-
marked on one side with the image of adragon (a true ) _
i BN Wi cient produce to export many tons to other lands.
dragon, not a wrack dragon) and on the reverse wit ; .

Beyond foodstuffs, virtually every trade good

an unknown glyphic script that has so far proven ; : ;
untranslatable by horh mundane and magical means. produced in Shelzar is organic: silk, satin, cotton,

There is some variation in value based on the color linen, arrows, and dye, to name a few. In Shelzar,
of the coin, with two slightly different colors of coins wealth quite literally grows on trees. Apart from
having been found thus far: a green shelzarium coin, the Shelzari silk — which is produced in high-
being the more common, is generally worth 20 ayam walled compounds in rhe Golden Triangle —
(pp); purple, the rarer, is typically worth 30 ayam. most of the rextiles are produced from fibers har-
There is a rumor circulating among the people of vested along the verge of the Kan Thet swamps.
Shelzar that the mighty Asuras trading house was Heavily guarded caravans of raw cotton and flax
actually founded by a lowly fisherman ancestor who are the only overland trade to go west of the city.

tounq a sizeable cichel_?f i}:elzarmm coms. "Il"ml: l:r Shelzar has always been known for the huge
F: [ rd nt T o 13
fat; i B a Tumer Al the S8ysdt 57 10 Pedh g number of dyes and pigments found there. No
to curtail, and one that rival houses go to grear ; : .
; place in Ghelspad has a wider variety of dye-
lengths to encourage. : ;
Ghelartinisas had asseeelbut " producing plants, and their number has only
Zi M S €8 JOTK . . < .
AEHALRIRIE S UOIN SR AR Ok dh SERy m increased given the burgeoning trade with the

as copper, making it quite well Suitﬁf{ for making UilbiadiLialf ores: g asmniberof dstincrive and
weapons and armor, though the cost of such irems is o :
colorful plant species grow in the Sweltering

srohibitive. While highl after: items,
proliibithie Whils g pmpgutatieasaensingn Plains and can only be harvested by these uniquely

shelzarium weapons and are understandabl
E i A { hear-adapred people. Consequently, Shelzar is by

rare; most shelzarium is either used in jewelry or kept _ e
ascoinsandusedin trade. lrems crafted fromshelzarium far the most colorful‘c ity in Ghelspad. The streets
are a rior of color: pink, orange, green, magenta,

are treated as masterwork items in terms of price (also

add the marker price modifier from the table below), red, cerulean and other such bright pigments are
but can be creared in the normal amount of time; such as common in Shelzar as the ubiquitous browns,
items do nor gain masterwork enhancement bonuses. grays, and blacks in other lands. Even peasants
Further, the item costs an additional 200 gp per pound dress with at least a few f{lashes of brightly-hued
for green shelzarium, or 300 gp per pound for purple. garb, in particular the customary sashes and tur-
Thus, a green shelzarium dagger costs 302 gp (master- ban (a centuries-old holdover from the Hazari
work cost) + 200 gp (1 pound weight) = 502 gp. Ifsuch religious sect) still worn by many traditionally
an irem is actually masterwork, figure the masterwork minded Shelzari.
‘ COBE COMPONENE IWice (s0 a masterwork green One interesting thing to note is the while the
shelarium dlagger eosts 802 gp‘). _ Shelzari have no great tradition of skill atarchery,
Shelzarium also gives off a bright glow that they produce surprisingly high-quality arrows.

The thorny jama reed which grows along the
rocky shore around the city is exceedingly strong
and straight, and happens to be of a perfect
diameter for arrow shafts. Shelzari arrows are in
great demand as far away as Vesh and Darakeene.
Using a Shelzari reed-arrow grants an archera +1
circumstance honus on her attack roll.

operates as a supernatural ability (ir cannor be dis-
‘ pelled, although it ceases tofunction in an antimagic
field). Shelzarium items weighing 4 pounds or less
shed light in a 5-foot radius; those weighing from 5 to
10 pounds shed light in a 10-foor radius; from 11 to
30 pounds, in a 15-foot radius; and 31 or more
pounds, in a 20-foot radius (the maximum).
Shelzarium has a hardness of 10 and 30 hit
points per inch of thickness.
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Crime and Punishment AT P A T

o

Many city-states employ banishmentas astan-
dard form of punishment, but this is not the case in
Shelzar. No Shelzari merchant wants to see a
potential customer, even one who is a convicted
criminal, leave the city. However, this is not to say
that Shelzari law is particularly forgiving.

In cases of theft, a criminal is allowed the
chance to repay his victim. Should he fail to doso,
his hand is cut off. For the more serious crime of
grand theft, he must repay the debr and still lose
a limb.

Despite the fact that the people of Shelzar are
so open sexually — or perhaps because they are —
rape is considered a serious crime and is dealt with
most severely. Just as a thief loses a hand to
prevent further transgressions, so too does a rapist
lose the offending appendage.

The crime of blasphemy is not reserved sim-
ply to slurs against Enkili. Blasphemy is the crime
of openly slandering any of the gods. Simply
worshipping or preaching of any one god in pref-
erence to another is not considered blasphemy,
but actively disparaging any god or goddess (or
her worship) is. However, although it is treated
seriously, this crime is rarely enforced save on
holy days.

Crimes such as assault or even murder can be
mitigated if the accused can prove that her ac-
tions were in self-defense, which includes defense
of her person, immediate family, home, or assets.

In cases where a guard or other recognized
official (such as a Red Sash; see the “Criminal
Senrences” sidebar) has witnessed an individual
in the commission of a crime, there is no inves-

Criminal Sentences in Shelzar

A few common crimes and their average
sentences are as follows:

Theft: Remuneration or prison term and
loss of a hand. Five years in prison and loss of a
hand for a second offence.

Rape: Castration/loss of offending append-
age.

Blasphemy: Public flogging, with the num-
ber of lashes based on the severity of the offence.

Trespass: From one tosix months in prison.
Five years in prison for second offence.

Weapons Possession: Variablestay in prison
(one week x maximum weapon damage for first
offense; one month x maximum weapon damage
for second and subsequent offences).

Arson: Death by burning.

Murder: Death by beheading.

Treason: Death by quartering.

Assault: Variable stay in prison (one week
per hp of damage dealt, divided by character
level of the victim)

Casting Harmful Magics: Variable stay in
prison (one month per total hp of damage dealr)

Casting Mind-Affecting Magics: From
one to five years in prison, dependent upon
the severity.

Raising or Commanding Undead: Death
by quartering, and the pieces burnt.

Broken, False, or Missing Peace Bond:
One month field labor per weapon.

The Red Sashes

The Red Sashes are the High Minister’s
private secret police and one of the most feared
groups in the city. They function mostly as a
private band of spies, gathering information to
root out the Minister's enemies and, most im-
portantly, seeking out any impediments to trade
in the city.

Though rumor and myth populate every
tavern and street cormner with a dozen eaves-
dropping Red Sash spies, in truth there are only
about a hundred of these agents in the city.
Despite their name, they no longer wear a red
sash, and indeed eschew any distinguishing
garb or mark, preferring instead to blend in to
any crowd.

NS eTA

tigation and judgment is passed summarily by
the magistrates. However, if the guilt of the
individual is in question — or if he is wealthy
enough — the magistrates launch an investiga-
tion into the crime. Third-party investigators
are often used to collect evidence and srare-
ments from witnesses, all of which are returned
to the magistrates within a predetermined pe-
riod of time so that the evidence may be assessed
and judgment passed. It is an unfortunate reality
in Shelzar (as in many places) that the rich are
rarely punished for anything but the most seri-
ous of crimes, and quite often only when their
guilt is public and indisputable — and some-
times not even then. Just as wealth is a sure route
to avoid punishment for any but the most serious
crimes, so too can it buy “justice” (read: ven-
geance) for the injured party. Not a few wealthy
Shelzaris have slipped a shrewd bribe to the right
people to ensure thar rthe most severe punish-
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CHAPTER. ONE: THE CITY OF SIN
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Sample Shelzari Guard Patrol [EL 5]

Guards work in three daily shifts of approximately 560 soldiers each. Atany given time, about half
of these are traversing the streets in patrols of four, with the remainder training at the fortress or manning
the smaller watch-houses and ready to respond to emergencies. In truth, many on-duty guards — both
those on patrol and those ostensibly manning the watch houses — may be found in one of the city’s many
brothels, gambling-houses, drug-dens, or taverns.

Hashi, male human fighter 2

CR 2; SZ Medium-size humanoid (6 ft. tall); HD 2d10+2; hp 16; Init +1 (Dex); Spd 20 ft.inarmor, 30 ft. base; AC 16 [flat-
Footed 14, touch 11] (+1 Dex, +4 armor, +| shield); Atk +3 melee (1d3+] subdual, unarmed), or +5 melee (1d6+1,
masterwork scimitar), or +3 ranged (1d4+1, dagger); AL N; SV Fort +4, Ref +1, Will +0: Str 13, Dex 12, Con 13, Int 10,
Wis 10, Cha 8.

Languages spoken: Shelzari.

Skills: Climb +5, Handle Animal +1, Hide +2, Listen +2, Profession (officer) +5, Search +1, Spot +3.
Feats: Alertmess, Blind-Fight, Power Attack, Weapon Focus (scimitar).

Possessions: Scale mail, small steel shield, masterwork scimitar, 2 daggers.

Ottar, male human warrior 3

CR 2: S7 Medium-size humanoid (5 ft., 8 in. tall); HD 3d8+7; hp 24; Init +0; Spd 20 Ft. in armor, 30 ft. base; AC14[flat-
footed 14, touch 10] (+4 armor); Atk +5 melee (1d3+2 subdual, unarmed), or +5 melee (1d6+2, scimitar), or +4 ranged
(1d4+2, dagger); AL NG; SV Fort +6, Ref +1, Will +2; Str 14, Dex 10, Con 16, Int 11, Wis 12, Cha 12.

Languages spoken: Shelzari.
Skills: Hide +5, Intimidate +6, Jump +4, Listen +3, Spor +3, Swim +7.
Feats: Alertness, Improved Unarmed Strike, Skill Focus (Hide).
Possessions: Scale mail, scimitar, dagger.
Saarak, male Urkhadi (half-orc) warrior 2
CR 1; S7 Medium-size humanoid (6 ft., 3 in. tall); HD 2d8+2; hp 14; Init +0; Spd 30 ft.; AC 13 [flat-Footed 13, touch 10]

(+3 armor); Atk +4 melee (Id3+2 subdual, unarmed), or +5 melee (1d12+3, greataxe); SQ darkvision 60 ft., Urkhadi
traits; AL CN; SV Fort +4, Ref +0, Will +0; Str 15, Dex 11, Con 12, Int 7, Wis 11, Cha &,

Languages spoken: Urkhadi, Shelzari.

Skills: Bluff +0, Intimidate +1, Listen +2, Sense Motive +2.
Feats: Weapon Focus (grearaxe).

Possessions: Studded leather armor, greataxe.

Basha, female human warrior 1

CR 1/2; SZ Medium-size humanoid (5 ft., 2 in. tall); HD 1d8+1; hp 7; Init +4 (Improved Initiative); Spd 30 ft.; AC14 [flat-
footed 13, touch 10] (+3 armor, +1 buckler); Atk +3 melee (1d6+2, short sword), or +1 ranged (1d4+2, dagger); AL NE:
SV Fort +3, Ref +0, Will +0; Str 14, Dex 10, Con 13, Int 10, Wis 11, Cha 7.

Languages spoken: Shelzari.

Skills: Handle Animal +3, Intimidate +1, Search +2, Swim +4.
Feats: Improved Initiative, Toughness.

Possessions: Studded leather armor, buckler, short sword, dagger.

Armed Forces
Shelzar has no standing army, as such. There

ments are brought down upon those who have
done them wrong (real, imagined, or otherwise),

or that someone is beaten, raped, or even killed
once incarcerated. Make no mistake: Money
truly is power in Shelzar.

In all cases where a criminal is to be put to
death, his soul is dedicated to Enkili. Any subse-
quent atrempts fo raise or resurrect the criminal
are entirely dependent upon Enkili’s will ro re-
lease his soul.

are some 1,700 or so guardsmen who patrol and
protect the city, not counting the mercenaries
and private guards hited many of Shelzar’s
wealthier citizens. During times of trouble, the
city can also raise a militia. There are currently
4,812 citizens registered with rthe militia (includ-
ing seven respected mages), and many more may
be conscripted in an emergency.
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All militia members receive training in arms
and are permirtted to own and carry weaponsat all
times, which is normally forbidden within the
city. The city guard, laughingly known as “the
army," is headquarrered at the Fortress. Though it
has fallen into disrepair, the Fortress is still one of
the strongest and most defensible points in the
city. The watch is currently headed by Grand
Commander [smal Khemari (see Chapter 4).

Factions in the City

Minister Fratreli

High Minister Fratreli is the single most pow-
erful individual in the city, at least in theory. He
has proven to be a more able ruler with each
passing year. Fratreli has recently been allowing
huge concessions for the Calastians, giving them
virtually free reign to move both people and cargo
in and out of the city unchecked, leading to
unrest among the City Council.

The City Council

The Ministers of the Council are the leaders
of the city. Although High Minister Fratreli is the
principal power in the Shelzari government, the
Council can veto any of his edicts and decrees
with a unanimous vote. The system was designed
so that the High Minister and the Council are
balanced, preventing either from abusing power.
In truth, the Council and the High Minister
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rarely have differing views, as long as each minis-
ter is able ro mainrain the comforr and excess to
which he has grown accustomed, for all are uni-
formly corrupt and decadent. One notable
exception is the currently ongoing disagreement
over the High Minister's dealings with Calastia.
Fratreli has raken advantage of Minister Hamas
Shedani’s illness — and the resultant inability of
the Council to cast aunanimous vote against him
in Shedani’s absence — to implement a number
of laws and to waive a number of tariffs for
Calastian traders.

Beneath Fratreli and the ministerial council
are numerous degrees of junior councilors, bu-
reaucrats, civil servants, and assorted quill-pushers.
Alltold, some 2,000 people (fully 2 percent of the
city's population) are directly involved in the
running of the city, most of these taking full
advantage of the numerous opportunities for graft,
bribery, black-marketeering, and corruption to
line their own pockets.

House Asuras

The Asuras’ are the preeminent merchant house
in Shelzar, and indeed in all of Ghelspad. Virtually
every commodity that enters or leaves the city has
passed though the Asuras’ hands at some point, and
their reach extends far beyond simple commerce.
House Asuras has held the contract for minting
coins in the city for the past 28 years, which has
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given them tremendous leverage with the City The QOrder of Iron

Council. In one incident some 10 years ago, the
Asuras’ threatened to cease production of coinage
altogether unless the Council quashed a proposed
tax that would have cost the Asuras dearly. The tax
was annulled almost immediately and the flow of
coins continued unabated.

Current rumor asserts that an Asuras is cer-
tain to become a Minister of the Council when
Hamas Shedani dies, leading some to speculate
that perhaps Shedani’s illness is the work of an
Asuras-hired assassin,

Sa’an Crime Cartel

The Sa’an Carrel is in many ways the flipside
of the mercantile coin from the Asuras. Just asall
legitimate trade in the city passes through Asuras
hands at some point, so too does virtually all
black-market and illegal trade involve the Sa’an
Cartel at some point. The Cartel are involved in
everything illicit: prostitution, drugs, weapons,
gambling, knife pits, skin-dens, theft, smuggling,
assassination — it doesn’t matter so long as there
is a profit to be made. In the city, the Sa’an
informarion gathering network is second to none.

The thirteen masters of the Sa’an Cartel meet
in secret, their faces cowled to protect their iden-
tity, save for the head of their guild, called Sa'an —
whao is in truth the skin devil Mazat (see Chapter
5). At least four members of the City Council are
among of the Cartel’s leaders, as well as at least one
high-ranking member of the Asuras family.

The Coreanic Paladins of the Order of Iron
maintain a small chapter house in the city. De-
spite their small numbers and the fact that their
god holds little sway in Shelzar, the Order has the
power of Mithril behind it, making it a surpris-
ingly potent force in the city, particularly in
religious matters. Currently, the Order is spear-
headingan iniriative toclear the immoral elements
from the Grand Temple, though their enterprise
is meering with little success. (See Secrets &
Societies,  “Coreanic Paladins.”)

Cult of Ancients

Few groups are as feared across the conti-
nent as this foul cadre of assassins. No one who
makes use of their services wishes to alienate
Belsameth’s Cult, so they rarely have trouble in
getting their own way. Luckily, the Cult has no
real political agenda and thus demands little of
the City Council and Merchant Houses save for
prompt payment for services rendered. Still,
getting on the bad side of the Culr is ill advised
for any number of reasons, not the least of which
is the very distinct probability of one becoming
a target oneself.

No member of the Cult of Ancients is permit-
ted to kill without being paid, so the Culr irself
maintains a large sum of cash to pay for “open
contract” bounties that it rakes out on its enemies.

(See Secrets&Societies, “Culrof Ancients.”)




Chapter Two:

The History
of Shelzar

It is only fitting that a city virtually synonymous
with the worship of Enkili should have a history of
twists and turns, triumphs and reversals. In Shelzar, the
orthodoxy of one era has often become the heresy of
the next. Like the Trickster himself, Shelzar has un-
dergone innumerable transformations over the
millennia, each time shaking off the forms of the past
and emerging reinvigorated. This may explain why the
city has survived and prospered for longer than nearly
every other city of Ghelspad. With a founding that

predates the Divine War by centuries, Shelzar is at
once impossibly old and thoroughly modern — a
wondrous blend of old and new, sacred and profane. In
its history, one can read the history of all of Ghelspad,
if one only knows where ro look.
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Ancient of Dgvs TheEmpire of Flame

Few who have walked the streets of the City
of Pleasures and gazed upon its great spires of
jade and ivory can doubt that it is an ancient
place. Despite, or perhaps because of its air of
luxuriant decadence, Shelzar bears the weight of
history upon its gilt roofs. Few inhabitants (and
even fewer visitors) have any idea precisely how
old the city is or what its role has been in past
glories and defeats. For most, it is enough to
acknowledge the city’s antiquity and leave it at
that, for, as the saying goes, “Shelzar is eternal.”
To the contemporary inhabitant of the Scarred
Lands, Shelzar's great age is simply a fact of life
rather than a topic of serious consideration.
More important is the simple fact that the city is
an acknowledged haven for — depending on
one's point of view — either the open-minded or
the depraved.

Cerrainly neither of these perspectives ap-
proaches the truth. To say that Shelzar
transcends these two categories (as have
many pretentious loremasters and
sages) is to speak in plati-
tudes; it is, of course,
neither wholly virtu-
ous nor wholly wicked.
Shelzar is a much more
complicated place than
either its most enthu-
siastic ﬂd\’nﬂﬂreﬁ or
detractors claim. It is
not the widely known
caricature that cir-
culates among the
common folk of Ghelspad.
To understand the City
of Pleasures and its place
in the world, one must go
back to the beginning be-
fore the city was founded,
many millennia before
the present era when
Scarn was not yet the
Scarred Lands, when
the gods were naught
but the children of the
titans. There one can
first sece the series of
events rhar have creared
modern Shelzar and have
set the city apart from all
others on Ghelspad.
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After the fall of the Asaatthi Empire, a new
empire arose in the region of the Sweltering
Plains. To this day, no one recalls thar empire’s
true name, for it has been lost in the mists of time.
Loremasters and sages often refer to it as the
“Empire of Flame” due to the legions of fire-
wielding sorcerers who made up
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its armies. The majority of scholars believe that
humans who worshipped the titan Thulkas, the
Father of Fire, ruled this empire. Of course, no
one knows this for certain, and the identity of the
empire's rulers is still a common bone of conten-
rion between cantankerous scholars — as with so
many aspects of the Empire of Flame, there is
insufficient evidence to make any definitive state-
ment. Indeed, there are some sages who claim
that the empire was rather a true successor state to
the Asaarthi Empire, a fragment of that reptilian
realm that survived the fall of its parent, while
others claim that elves or perhaps orcs or some
other titanspawn ruled the Empire.

What seems certain is that the Empire of
Flame controlled the lands bordered by the Swamps
of Kan Thet in the west, the Sweltering Plains in
the north, the Broadreach River in the east, and
the Blossoming Sea in the south. The style and
form of the ruins suggest that humans or crearures
of similar size and habits were its masters. The
Sweltering Plains boast many examples of such
ruins, the vast majority of which seem to have been
military or religious in nature. Both types of ruin
showadistinctive flame motif (such ascrenellations
along their tops whose shapes are reminiscent of
billowing flames), as well as a preference for con-
struction from sturdy granite, embellished with
precious materials like jade and ivory.

Although there is little evidence that the
Empire of Flame built any permanent sertlements
on the eventual site of Shelzar (although there is
some circumstantial support for this theory), it is
clear that there is at least a cultural connection
between the fire-worshipping nation and the
realms that later occupied this area. For one, the
Empire’sarchitectural style and construction tech-
niques were almost certainly an inspiration for its
successors. Contemporary Shelzar makes use of
fiery motifs in many of its oldest buildings. These
same buildings also use similar materials to their
ancient antecedents, right down to the embel-
lishments of jade and ivory.

Some sages argue, though, and not without
reason, that in the area of construction materials,
at least, there isnonecessary connection between
the Empire of Flame and modern Shelzar. The
commonality is an accident of geology and noth-
ing more — the Mounds of Man contain deposits
of jade and caches of ivory from the tusks of
ancient animals, as well as granite. In all likeli-
hood, the civilizations that rose and fell in this
area would all use similar materials, because that
is what they had at hand. This argument is persua-
sive and is the one accepred among the loremasters
of Lokil, many of whom are quite knowledgeable
about this region.
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At the same time, geology and architecture are
not the only points of connection between the
mysterious Empire of Flame and modern Shelzar.
As noted above, the Empire's sorcerers (it seems
that wizards were rare, if not nonexistent among
them) used of fire and flame extensively and to
good effect— a tradition continued by the culrures
that grew up in its wake, including that of Shelzar.
More significantly, these same sorcerers were re-
nowned for their command of elemental spirirs,
particularly genies of various sorts, but most often
summoning and binding efreeti as servants. In most
cases, they bound the efreeti for a year and a day or
even longer, after which time the spirits were
allowed to return o their home in the City of Brass.
In rare cases, genies were bound in perpetuity and
used as the powersource for strange magical engines
and artifacts, only a few of which have survived the
centuries. The summoning and binding of genies
and other elemental spirits has remained an impor-
tant part of the local culture — an indelible mark of
the Empire of Flame's influence. B

Like all morral things, however, the Empire
of Flame fell. Again, there is no certain explana-
rion for its demise. One theory is that it fell before
the might of the Slarecian Empire, as evidenced
by the sorry state of many ruins dating from that
period, which appear to have been destroyed
rather than simply to have decayed with the
passage of time. Other scholars agree that the
Empire of Flame was overthrown in barrle, but
favor a renewed Asaatthi Empire as the con-
queror. The existence of this “Neo-Asaatthi
Empire” is conjectural at best, but that fact has
not stopped its being debated hotly in halls of
learning across Ghelspad.

Neither of these theses is as popular as that
proposed by Oskood Maks, a loremaster of the
Order of the Closed Book, who has argued quite
famously that it was the Empire’s utter dependence
on genies that ultimately spelled its doom. Accord-
ing to Maks, when the genies were no longer
available — either because of some magical catas-
trophe or trickery on their own part — it found
itself unable to maintain order or to administer
necessary tasks and thus quickly collapsed. Con-
temporary Shelzarischolar Shajida Hejan has refuted
this theory, claiming that Maks anachronistically
confuses later events during the Empire of Shelzar
with those of the Empire of Flame. Hejan instead
prefers the notion that the Empire of Flame never
truly fell, but rather was absorbed by the Empire of
Lede, which incorporated its lands and customs
into itself. Needless to say, Maks dismisses Hejan's
theory as rubbish, which has created a furor in some
academies of western Ghelspad that very few others
find the least bit interesting.
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The Slarecian Emp] re precedented degree to destroy their common foe.

At its height, the Slarecian Empire was one
of the mightiest ever to exist upon Scarn. Nearly
all of Ghelspad was under its power. Its rulers were
an enigmatic people whose true origins remain
unknown. They may have been travelers from
another plane or may have been primal forces like
the titans themselves. Whatever the case, the
Slarecians paid little heed to either titans or gods.
[ndeed, these mysterious beings were arrogant
enough to wage war upon the gods — and power-
ful enough to succeed. They slew Hadarus, son of
Belsamerth, in battle, and they captured Drendari,
from whom they stole the secrets of shadow magic.
Their empire left an undeniably lasting mark
upon the face of Scarn.

The details of the Slarecian Empire’s rise and
fall are the purview of only a few dedicated sages.
Still, as is not the case with the Empire of Flame,
there are more than enough details to piece to-
gether a history of the Slarecians’ reign if one
wishes to do so. These matters have little to do
with the history of Shelzar and the surrounding
areas, although it would be wrong to assume from
this that the Slarecians had no impact in this
region. Like the Empire of Flame, the Slarecian
Empire exerted a powerful sway over the lands it
governed, including the lands south of the Mounds
of Man, then called Zathiske. However, the
Slarecian influence is far subtler and less likely to
be noticed than that of the Empire of Flame,
except by a trained observer familiar with the
history of the Slarecians.

One instance of this influence is evidenr in
the esteem with which the peoples of this area,
including contemporary Shelzar, regard sorcer-
ers. On one hand, this attitude is simply an
outgrowth of the influence of the Empire of Flame,
where sorcerers were likewise held in high regard;
yet on the orher hand, it reflects a very real
prejudice that dates back to the time of the titans
when wizards were deemed “unnatural” — their
powers did not stem from an inborn gift as did
sorcerers’. At various times, followers of Mesos
persecuted wizards and other “perverse” or “devi-
ant” arcane magic-wielders.

That the Slarecians stole Drendari’s shadow
magic and thus mastered arcane magic without
possessing a natural aptitude for the art only
reinforced this prejudice. Ruling from their sub-
rerranean realms, the Slarecians have hecome
bogeymen in the eyes of many inhabitants of
Ghelspad, quintessential embodiments of evil.
The titans certainly saw them as such, as did the
gods, for these two groups cooperated to an un-

Afrer the Slarecians' eventual defear, wizardry
spread, taught by the penumbral lords. In time, it
was accepted in most quarters, but the old cus-
toms die hard in some places. Shelzar has held on
to its ancient prejudices, and to this day sorcerers
are seen as more respectable practitioners of ar-
cane magic.

As is always the case when an evil empire rises
up, there were those during the reign of the Slarecian
Empire who decided that it was better to sell their
souls to its leaders than to be ground beneath its
boot: these turncoats, known as the Nasirsa (an
ancient name whose meaning is unclear), became
the Slarecians’ chosen lieutenants. They domi-
nated their fellows and received special treatment
from their masters. It was from the Nasirsa that the
first penumbral lords were drawn, although others
soon joined that group’s ranks and the penumbral
lords were eventually organized into asociety known
as the Eyes in the Night.

When the gods and ritans joined forces o
overthrow the Slarecians, the Nasirsa went into
hiding. Being survivors, they recognized that, if
they remained, they would suffer greatly at the
hands of those over whom they once ruled. Yet
despite their flight, the Nasirsa never abandoned
the Slarecian cause, unlike their rivals, the Eyes
in the Night, who refused to aid the ancient ones
during the war. Certainly the Nasirsa understood
that it would be some time — perhaps centuries or
maore, if ever — before rheir masters could once
again claim their rightful place as the rulers of
Scarn. Until then, the loyal servants would use
whart they had been taughrt to pave the way for
that fateful day. In remaining faithful to the
Slarecians, the Nasirsa hoped they would gain a
favored place when their masters returned.

Unfortunately, the Slarecians seemed lictle
interested in pursuing any such return, at least in
the short term. After the first few generarions, the
Nasirsa grew impatient and attempted to rouse
their masters into acrion against their enemies.
However, the Slarecians were unable or unwill-
ing to leave their subterranean lairs to war against
the gods, the titans, and their enemies’ various
servants. Frustrated, the Nasirsa broke away from
the Slarecians and quickly fragmented into mul-
tiple facrions, many of which worked behind the
scenes for their own ends. Using the shadow
magic the Slarecians had taught them, the de-
scendants of the Nasirsa fanned out across
Ghelspad and set themselves up in the dark cor-
ners of the continent, where they plotted and
planned their own rise to power.
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Over time, this process was repeated again
and again, as secret societies continued to frag-
ment and form new factions, each wirth a new
agenda that bore only a passing resemblance to
the previous ideology of the group. Narturally,
many of these splinter groups became public orga-
nizations and even religions, their true origins
long forgotten. In the modern day, few remember
these errant children of the Nasirsa or understand
their philosophies and practices. The names of
the Imrin, Yaq, Bakraji, and Asiriab sects are now
virtually unknown. All that is known for certain
is that such groups shared a hatred for gods and
titans both, rejecting them and their powers —
distant echoes of rhe Slarecians' long-ago war.

Yet one of these secret sects did indeed sur-
vive and prosper. While the rest died out, thisone
flourished, finding many converts among the
coastal fisher-folk of the Blossoming Sea. Known
as the Hazari, these religious reformers preached
an austere but simple message that would spread
like wildfire within a few short years before the
entire movement would collapse into a mockery
of itself.

The Hazari

The Hazari were very far removed from their
Nasirsa origins, so much so that even they no
longer remembered the Slarecian empire or its
war against the gods and titans, but the connec-
tion was apparent to those who had the eyes to
see it. The Hazari were a religious reform move-
ment that rejected both the gods and the rtitans
— an obvious example of Slarecian influence.
Similar in many ways to more primitive animis-
tic religions, the Hazari considered all living
things to be sacred. They revered the material
world and saw it as the only true source of
divinity. Thus, mortal beings — as well as ani-
mals, plants, and other forms of life — were
superior to both titans and gods, whom they
considered alien entities without any true con-
nection to Scarn, {lighty and contradictory beings,
filled with unquenchable passions and given to
destructive rages. The Hazari saw norhing wor-
thy of worship in the divinities’ actions. On the
contrary, they saw only immorality.

The Hazari worried that if mortal beings
imitated the titans and gods, they would lead
ruinous lives without value or meaning. Worse
still, they felt that mortals would fail to see the
divinity that existed with themselves: they would
never develop their souls to the fullest possible
extent, and would remain fixed in a lower plane
of awareness, like caterpillars that never emerged
from their chrysalises — or that never spun any at
all. This belief in rhe innate potential of mortal
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beings is another echo of Slarecian influence.
Although few even among the carliest Hazari
possessed psionic powers, enough of them did
that they were seen not as unnatural but as an
example of mortals’ own nascent divinity. The
Hazari taught that such mental powers were the
birthright of all morral beings, if they only fo-
cused their minds and lived in accordance with
virtuous teachings. To that end, the Hazari de-
stroyed books and artifacts about the titans and
gods. They defaced artwork made in their honor.
They harassed bards and storytellers who told
tales of these immortal beings. The Hazari did
everyrhing they could to discourage mortals from
treating the titans and gods as anything but an
impediment to their own spiritual awakening.

At first, there was resistance to the Hazari
message. Even though people saw the destruction
wrought by the titans, they were not yet ready to
reject them. Qur of fear as much as reverence,
they saw the Hazari message as dangerous. In-
deed, the first great Hazari propher Maleeha
Al-Rhud was martyred after defacing an imagé of
the titan Kadum in the now-lost city of Nurah.
Her daughter and successor, Daliyah Al-Rhud,
was likewise slain, she at the hands of an angry
coterie of goldsmiths who feared that her sermons
against crafting images of the titans might carch
on with the masses and deprive them of their
livelihoods. Despite these setbacks, the Hazari
pressed on and preached their message of spiritual
growth, a growth free from the terror of the titans
and the passions of the gods.

Yet, as is so often the case, a more pragmatic
leader was needed to turn this spirirual move-
ment intoan unstoppable force. Hakhiya Aboussa
was a former mercenary who had fought numer-
ous wars and had suffered mightily in each of
them. He had lost his family and bore the physical
scars of his warrior's life. Hakhiya had seen first-
hand the dangers the titans and gods posed, which
is why he was drawn to the Hazari movement. He
heard Daliyah Al-Rhud preach in a long-forgot-
ten village where he was convalescing after one of
his more serious battle wounds. Entranced by her
words (and some say by her beauty as well),
Hakhiya rook up the Hazari cause and left his life
as a mercenary behind him. He instead became
Daliyah’s bodyguard and devoted himself to de-
fending her from any who might harm her.

Even though Hakhiya was unable to save
Daliyah from rhe unruly mob that eventually
killed her, his stature among the Hazari was by
that time secure. The other members of the group
turned to him in those dark days after the martyr-
dom of their second prophet. Hakhiya considered
himself ill suited ro lead the Hazari. He was a
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soldier, not a philosopher. He hated the titans
and the gods and wholeheartedly believed in the
Hazari message of spiritual enlightenment. Yet
he was no public speaker, no preacher. How
could he lead the Hazari? How could he take up
the mantle of the courageous women who had
come before him?

The New Prophet

Rather than try to emulate his predecessors,
Hakhiya decided to take a very different ap-
proach: He emphasized the sect’s respect for the
material world and all its pleasures. Despite their
unrelenting drive to censor literature and destroy
artwork relating to the divinities, the Hazari did
not reject the world itself. In fact, they embraced
it. True, they placed intellectual pleasures on a
higher plane than physical ones, but they consid-
ered both to be genuine spiritual revenue. So, the
Hazari enjoyed life to the fullest. They threw
boisterous celebrations filled with drinking, eat-
ing, and lovemaking. They considered such acts
and revels to be the birthright and the epitome of
mortal existence.

The Hazari were hedonists in the truest sense
of the term — they valued only pleasure. Yet, they
were not ruled by it. They recognized that plea-
sure could lead to excess, which was the cardinal
sin of titans and gods alike. Pleasure must be
moderated, It must be taken in appropriate mea-
sure and kepr in check by discipline. Thus the first
maxim of the Hazari: To indulge in a pleasurable act
is to live as amortal. To be ruled by it is to be no better
than the gods or titans. The Hazari walked a fine
tightrope between austerity and excess, since
neither extreme was conducive ro the spiritual
enlightenment they preached and desired.

Not surprisingly, Hakhiya's new approach
started to win converts. The Hazaris’ reputation as
dour puritans was very quickly transformed. More
and more people accepted their teachings and
embraced them wholeheartedly. Admitredly, many
of these new converts did so out a false belief that
rhe Hazari led lives of debauchery, filled with
wine-besotted orgies, but they were soon disap-
pointed. While the Hazari did not shy away from
indulging in pleasure, they always did so within a
context of enlightened spiritual development and
personal discipline. To a few, this was far worse
than if the sect were actually made up of a bunch
of repressed, self-flagellating ascetics. Yet the mul-
titudes who accepted Hazari teachings saw in it a
chance to free themselves from bondage to titans
or gods, and to develop their own potential. In
those later days before rthe Divine War, Hazari
doctrine and practices made a heady combination.
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Hakhiya also created a group of defenders for
the sect. Twice the Hazari had been robbed of
their prophet because they lacked the ability to
protect her from harm. Hakhiya was not abourt to
ler that mistake be repeated a third time, espe-
cially now that he was the sect’s prophet!
Therefore, a cadre of elite warriors known as the
Haz a'Shien or “Guardians of the Truth” was born.
Trained both as traditional fighters and as mas-
ters of stealth and shadow, the Haza’Shien proved
more than effective in protecting Hakhiya and
other important members of the Hazari. As the
sect’s philosophy gained more and more adher-
ents, it met with increasing resistance from the
clergy of borh the titans and the gods. The priests
of Mesos were especially opposed to the Hazari,
with their emphasis on mortals’ acquiring new
abilities through discipline rather than through
birth. The servants of Chardun were likewise less
than enthusiastic about the Hazari and attempted
to slay Hakhiya several times — but they were
continually foiled by the Haz a'Shien.

Shai al Hazari

As the ranks of the Hazari grew, Hakhiya
Aboussa realized that the time would come when
they would need more than the Haz a'Shien to
protect them from the gods and titans and their
followers. So it was that the Hazari sought to
create a citadel in which to reside, safe from the
depredations of their many enemies. At first,
Hakhiya felt that the sect could simply occupy
and build up an already-existing town or fortress.
However, none of the cities or rowns of Zathiske
contained enough Hazari followers to make this
practicable. Hakhiya rejected the possibility of
conquest. The Haz a'Shien were a relatively small
and largely defensive force who artacked only
when the sect or its members were threatened.
They were not intended to be an army.

Therefore, Hakhiya decided instead to take
the Hazari, who now numbered in the hundreds,
to a virgin locale along the coast of the Blossom-
ing Sea, just south of the mouth of the Broadreach
River. The prophet of the Hazari had had great
success in converting the inhabitants of the nearby
towns to the sect. He reasoned that founding a
new town not far from them would be a reason-
able course of action. Likewise, access to the sea
might one day come in handy, either as an escape
route or as an avenue for sending out missionaries
to other parts of Ghelspad. For now, though, such
concerns were for the future. Hakhiya was more
interested in surviving the war-torn present, in
which rthe Hazari were still persecuted for their
unorthodox beliefs.
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The spot that Hakhiya chose for the sect's
redoubt might never have been occupied by man
or beast, it seemed, but for the presence of an
ancient arch and an equally ancient bridge that
both stood intact, apart from any other land-
marks (see Chapter 3: “Old Gare” and “The
Alabaster Bridge”). Taking these mysterious
structures as a fortuitous sign, Hakhiya empha-
sized in a sermon before his assembled people
that the new “fortress of the Hazari” — or Shai al
Hazari — would mark a new beginning for the
sect. No longer would they wander homeless in
the world. No longer would they rely upon the
good will of others to survive. No longer would
they live in fear of men or the divine beings rhey
served. Here, in thisnew home, the Hazari would
forge their own destiny and become a shining
beacon for all of Ghelspad. They would show the
peoples of Scarn what mortals can achieve when
they apply themselves with grear discipline and
an even greater love of life.

Shelzar was born.

ANew Age

Shai al Hazari proved to be less successful
than Hakhiya Aboussa had hoped. This 1s not to
say the city was a failure, for it was not. In many
ways, the city exceeded the expectations of irs
visionary founder. Within halfacenrury, its popu-
lation had grown to three times its original size,
almost all of whom were devout members of the
Hazari sect. The ciry's inhabirants followed the
Hazari principles so well that the city was nothing
less than the sect writ large. Construcred accord-
ing to a precise plan from local deposits of granite,
Shai al Hazari was neither utilitarian nor frivo-
lous in its plan. A demonstrably “Hazarian"
combination of logic and esthetics governed its
architects. Even those who derested the Hazari
and their bizarre philosophies could not deny the
beauty of their citadel by the sea.

Yet admiration is one thing, and tolerance is
another. Even as Shai al Hazari prospered, its
enemies gathered. They were many. The follow-
ers of the titans, particularly Mesos, had not
slackened in their hatred for the Hazari. In this
they were joined by the disciples of Chardun, who
likewise resented the Hazari's brazen rebellion
against its betters. Several of the nearby rowns
had grown less fond of Shai al Hazari as the years
wore on. As the city grew, so too did the trade it
attracted, especially sea trade. While this helped
Shai al Hazari to prosper, it became a matter of
dispute among her neighbors. [t was thus only a
matter of time before these enemies decided,
whether singly or in tandem, to attack the city
and extirpate the Hazari from the face of Scarn.
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Here Hakhiya Aboussa’s vision, or at least
that of his disciples, fell short of the mark. The
original plans for rhe city to be an impregnable
fortress had been abandoned shortly after the
prophet’s death. His successots saw little point in
devoring so many resources to defense when they
enjoyed such good relations with the nearby rowns
and scttlements — and at that rime, their reason-
ing was sound. Yet now that the Hazari Sultan (as
the prophet had come to be called) had achieved
a utopia by building Shai al Hazari, ruling thou-
sands of men, women, and children from several
races (many halflings and dwarves had joined the
sect), the Hazari could not see their enemies
stirring. They were fulfilling their destiny as the
“Shining City" forall to see. Soon, they believed,
all who saw them would reject the titans and the
gods and see the immortals for the agents of
destruction that they were. Truly, they believed,
a Golden Age was at hand.

Not surprisingly, the Hazari did nor see the
attack rheir enemies were planning. Acting in
concert, an army loyal to Mesos, allied with a
force of mercenaries hired by several of the sur-
rounding ritan-friendly settlements, marched on
Shai al Hazari with the intention of razing it and
killing all its inhabitants. For too long the sect
had been a thorn in their sides. They would no
longer allow the citadel to exist unmolested, our
of fear that the Hazari’s vision would come to pass
and that even more fools would take up their
philosophy. This army, which outnumbered the
inhabirants of Shai al Hazari by at least three to
one, surrounded the city. Its leader, a servantand
priest of Mesos called Odermar Ludnitz, demanded
thar all the inhabitants of the city leave its walls
so that they might be slain in an orderly fashion
rather than through a protracted siege. Ludnitz
promised that their deaths would be quick and
humane compared to the fate that was in store for
them if they refused.

The leadership of the Hazari was paralyzed.
They cursed themselves for being so shortsighted
in having rejected Hakhiya’s original vision for
the city. The ranks of the Haz a'Shien had grown
along with the city, but they were still too few in
number, despite their formidable skills, to fight
the army assembled outside the walls. Likewise,
the Hazari lacked any divine spellcasters as a
consequence of their philosophy. In fact, no
temples of any sort existed in the city, which was
one of the complaints Ludnitz made in his com-
munications with the Sultan. He claimed thar
the sect had violated the natural order of the
world by denying the ritans (he was less interested
in the gods) their rightful worship, which he said
was due them by every mortal being on Scarn.



These words shocked the Hazari. Secure in
their utopia, they had failed to recall how much
their unusual philosophy had angered others in
the past: The Hazari were a threat to the old order
of the world and could not be allowed to con-
tinue. These realizations stiffened the resolve of
the Hazari Sultan, who decided, with the nearly
unanimous consent of the city's inhabitants, to
resist the army that had come to destroy them.
Inside the walls of Shai al Hazari, they prepared to
wage a guerrilla war, fighting from house to house
and using every wile they could muster. They
understood that the odds were against them,
resoundingly so. They knew that their efforts
would most likely be in vain. Nevertheless, they
prepared to defend themselves as best they could.
The Hazari were prepared to fight — and to die —
for their beliefs.

They never had the chance.

The Ledeans to the Rescue

While Shai al Hazari had been rising, thou-
sands of leagues away on almost the other end of
Ghelspad, the Empire of Lede, its capital at
Aurimar, had been expanding and consolidating
its power. Lede was far and away the mighriest
and most prosperous state in Ghelspad. Its gener-
als had fought under the gods against the
Slarecians. They had not only witnessed great
destruction, but had also been tempered in battle
like few others. They knew the costs of war — but
they also knew its glories. Thus, when their
Emperor commanded them to bring order and
rule to the continent, they were more than ready
to do so.

The Ledean forces had slowly worked their
war across the continent. They fought innumer-
able foes and won more battles than their generals
could count. Truly, the Empire of Lede was a force
to be reckoned with: its armies were then without
equal. In the space of just a few short years, they
had conquered most of Ghelspad. Sweeping down
from what is now the Perforated Plains, the
Ledeans sought nothing less than universal do-
minion over all other nations and cities. Nothing
could escape their control, for if any nation or
stare did so, it might become a source of instabil-
ity and a haven for malcontents. The entirety of
Ghelspad would be brought within the Empire —
including Shai al Hazari.

The Ledeans had been making their way
down the coast of western Ghelspad. Along the
way they had learned of Shai al Hazari and all the
other cities of the south. Their intelligence was
very good. They knew of the war brewing be-
tween the cirties of the Zarhiske region. Following
their standard military procedure, they would
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allow the Zathiskans to weaken themselves
through internecine squabbles until they were
spent. Then, the Ledean armies would make their
way into the war-ravaged area and face little or no
resistance. The seasoned generals of the Empire
knew well that one of the secrets of empire-
building was fighting battles only when necessary.

Yet General Cunion Duarhai was the com-
mander of the Ledean expeditionary force that
traversed the coast of the Blossoming Sea. Duathai
had an impressive record of victories to his name
and had impressed his superiors in Aurimar with
hissingle-minded dedication to the Ledean cause.
He had a quick mind and also a thoughtful de-
meanor, being a devout follower of the god
Hedrada. When Duathai's scourts returned to rell
him that their intelligence was accurate and that
Shai al Hazari’s enemies were preparing to lay
siege to it, Duathai decided to depart from stan-
dard imperial procedures. Instead of waiting for
the two forces to exhaust themselves before mov-
ing in, he ordered his army to engage the titan
army. He instructed his troops to destroy them
and to leave the city intact if at all possible.
Duathai could not allow the Hazari to be de-
stroyed — at least not until he had discovered the
truth behind the stories about the sect.

In his journey southward, Duarhai had heard
tales of the Hazari and their unusual philosophy,
and he was intrigued: he simply he could not
believe that any group calling itself enlightened
would be foolish enough to deny the power of
the gods and the titans. Surely the stories he had
heard about the Hazari were exaggerated. Be-
sides, the intelligence he had suggested the Hazari
were incapable of mounting much of a resis-
tance, certainly nor against the entire Ledean
force under his command. If the sect failed to
satisfy his intellectual curiosity, he would have
all its members put to the sword and the city
burned. From Duathai's perspective, it made
little difference that he had deviated from the
usual course of action.

As Duathai had expected, the forces arrayed
against Shai al Hazari were ineffectual against
his disciplined imperial troops. The Ledeans
crushed the army of Mesos and scattered the
other mercenary soldiers with minimal effort.
The Hazari were dumbfounded. They had not
anticipated that they mighrt be saved by outsid-
ers — let alone outsiders who served the gods.
They had no idea how to react when Cunion
Duarhai sent a messenger into the city request-
ing that he be allowed to enter its walls to speak
with its leaders, including the Sultan. They
were, of course, ecstatic that the Ledeans did not
seem bent on their destruction, but the Hazari
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remained understandably skeptical of the new-
comers’ true intentions. With some reluctance,
they allowed Duathai to enter the city, along
with a handful of bodyguards and advisors.

Compromises

Akooro Ta'andi was at this time the Sultan of
Shai al Hazari. Though he was not a propher in
the same sense as any of his predecessors, he had
been chosen by the elders of the sect to speak and
act on their behalf. It was he who greeted Cunion
Duathai when he entered Shai al Hazari on that
fateful day. Ta'andi did his best to be a gracious
host, yet he could scarcely contain his contempt
for this warrior who served the gods. By this rime,
the Hazari had grown arrogant and self-satisfied,
sure of their own superiority and the correctness
of their own perspective. (In fact, there was little
wonder that the forces of Mesos and others had
chosen to destroy Shai al Hazari.)

Unfortunately for Ta'andi, rthe Ledean gen-
eral surprised him a second time. Rather than
argue with the Hazari or scold them for the
foolishness of their ideology, Duarhai approached
them as if he were a supplicant. He ‘beseeched
Ta'andi to instruct him in Hazari ways, He ex-
plained how he had come to learn about the
Hazari and had been intrigued by the tales of their
beliefs; ever truthful, he openly admitred that he
could find little sense in their beliefs. Neverthe-
less, Duathai explained, it was cardinal principle
of his own faith to be open to the minds of others,
for true wisdom could come only from looking at
the world from as many perspectives as possible:
The truly enlightened do not privilege their own
experiences or give in to preconceptions.

Ta'andi had no idea what to make of this
enigmatic foreign warrior and his seemingly ear-
nest desire to serve the truth. As he prepared to
give Duathai the standard catechism of Hazari
beliefs, the general interrupted. He admitted that
his interest in the Hazari was nor merely an
academic one; it was strategic. He then explained
the goals of the Empire of Lede — to bring order
to all of Ghelspad. He recounted that he had not
hesitated to destroy cities and sell populations
into slavery if they proved too intractable or too
opposed to the Ledean cause. Duathai admitted
that, although he served Hedrada faithfully, his
true master was his Emperor in Aurimar. That
emperor wished nothing less than rto rule
Ghelspad, whatever the cost. As his general,
Duathai had sworn a sacred vow before Hedrada
to give his emperor just that or to die trying.
Therefore, what he wanted to know from Ta'andi
was whether the Hazari were indeed as inflexible

and narrow-minded as he had been led to believe.
Did they truly reject the titans and the gods!?
Would they force that peculiar opinion on others
who did not share it?

Ta'andi, no fool, could see where Duathai's
line of questioning led. The general wished to
know whether the Hazari would be willing ro die
for their beliefs or if there were grounds for com-
promise. In fact, the Ledeans had come not to
liberate but to conquer. Unlike the armies they
had dispersed, however, the Ledeans were willing
to ler the Hazari go about their ways in peace,
provided the Hazari allowed others to do the
same. Unless the Hazari were willing to open up
their city to others yet allow them to go about
their business unmolested, Duathai would have
no choice but to complete the task he had inter-
rupted. There was room for many philosophies
under Ledean rule, but there was no room for
troublemakers. If the Hazari were willing to ac-
cept the Emperor in Aurimaras theirruler, Duathai
would allow Shai al Hazari to stand and its inhab-
itants to live. Indeed, he promised that, under
Ledean administration, it would grow and pros-
per to an extent previously unimagined.

Akooro Ta'andi rerurned to the elders of the
Hazari and told them of Duathai's ultimatum:
either Shai al Hazari would allow the followers
of the gods and the rtitans to walk unmolested
within its walls, or it would be destroyed. De-
spite the portentous events of that day — or
perhaps because of them — rhe Hazari leader-
ship proved less willing to accept martyrdom a
second time. Instead of ordering the city’s in-
habitants to die rather than submir, the Hazari
acquiesced to the Ledeans’ demands. The city
would embrace its new emperor and would open
it gates to others, even to those whose beliefs
were opposed to their own.

Cunion Duathai's predictions came to pass.
When the Hazari accepted Ledean sovereignty,
the Empire funneled exrensive resources into
turning Shai al Hazari into one of the brightest
jewels in its crown. Within a decade, the city
outgrew its walls and expanded in all directions.
Shai al Hazari was no longer the sole refuge of a
peculiar religious sect, but it was now one of the
most important cities in all of Ghelspad, attract-
ing merchants and travelers from all over the
continent. With Ledean protection, it had no
need to worry about threatening neighbors, and
the Hazari were allowed to practice their beliefs
in peace, so long as they continued to acknowl-
edge Ledean supremacy and did not attempt to
force their philosophy on those around them.
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Shelzar of Lede

These demands were not especially difficult

to meet. Though brutal in their rule elsewhere,
the Ledeans applied a soft touch to Shai al Hazari,
especially in the early years of their dominion.
Cunion Duathai saw to this, leading by example
when he became the city’s first Imperial Gover-
nor. During his thirty-year reign over the Hazari,
he proved as thoughtful and open-minded as he
had ever been. If anything, these traits became
even more pronounced in him as he aged. Duathai
spent much of his time conversing with the lead-
ersof the Hazari, with whom he enjoyed discussing
philosophical matters. Legend has it that the old
general even contemplated joining the secrshortly
before he died, but there is little historical evi-
dence to back up this claim. This did not stop
some factions within the Hazari from claiming
him as one of their own, and some say this ploy
worked: shortly after Duathai’s death there was a
sudden increase in converts to the sect, although
there is no proof of a direct correlation berween
the two events. Neverrheless, Cunion Duathai
remained a revered figure in Shai al Hazari for
generations to come. Whether or not he actually
joined the Hazari does not detract from his other
gifts to them, most especially his prevention of
their destruction at the hands of their enemies.

Under Ledean rule, Shai al Hazari under-
went numerous changes, some radical but most
subtle. Not all came about immediately, but
many did, for the pace of change could not be
slowed despite the efforts of conservative Hazari
to stem the tide of “alien” ideas encroaching on
their city and its people. The Ledeans were a
syncretistic people. They freely mixed and
matched elements of one belief system with
another, creating a blend that was neither one
nor the other. This outlook served the Ledeans
well, for it allowed them to maintain the prag-
matism that had, in part, won them greatest
empire in all of Ghelspad. As more and more
Ledeans came to Shai al Hazari, it was inevitable
that there would be changes. Thus, the city
began its remarkable transformation from Shai
al Hazari, refuge of the purist Hazari, to Shelzar
of Lede, the most decadent place on Scarn.

Zathiskite Province

As was their wont, the Ledeans amalgamated
Shai al Hazari and several other cities and rerrito-
ries in the area to create the new Zathiskite
Province. By all rights, Shai al Hazari should have
become the capital of the new province; its re-
markable growth and strategic position on the sea
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made it an ideal place for the empire to place its
local administration. However, the court at
Aurimar did not fully trust the Hazari, despite
Cunion Duathai’s glowing reports and high opin-
ion of the sect. The emperor and his advisors
believed, perhaps rightly, that the Hazari were
only reluctant citizens of the Empire, their loyalty
bought with fear and not genuine affection. Con-
sequently, the emperor did not feel it wise to
entrust the entirety of the province's governance
to people such as this.

Instead, the Ledeans opted for a novel solu-
tion to their concerns. As Duathai had
recommended, the Hazari could keep their Sul-
tan, although he would be required to make a
semi-annual pilgrimage to Aurimar to make obei-
sance to the emperor. The Imperial Governor
would be the supreme Ledean authority in the
Zathiskite Province and would oversee the bulk
of its administration. Thus, Shai al Hazari, which
the Ledeans (owing to their fondness for linguis-
tic contraction) started calling Shelzar, was the
administrative capital of the province. The mili-
tary administration was placed elsewhere, in the
city of Quelsk, further up the coast and on the
other side of the Broadreach River. The Gover-
nor was still the emperor's chief lieutenant, but
the Master of Arms at Quelsk, who acted as the
Governor’s military attaché, assisted him in those
duties. The Ledeans believed that this division of
authority would make it more difficult for the
Hazari to seize the imperial armory and launch a
rebellion against their rule.

The Empire nevertheless placed a sizable gar-
rison in Shelzar and kept a careful eye on the
Hazari. They likewise stepped up their efforts to
introduce temples to the gods and titans into the
city. The Ledeans were nothing if not masters of
statecraft. They hoped that the presence of so
many foreign temples and ideas would weaken the
zeal of the Hazari and pave the way for their
becoming good imperial citizens. In thishope, they
were both more and less right than they knew.

Transformation

Existing only because the Ledeans chose not
to crush them, the Hazari slowly sank into de-
spair. Their ancestors had been so sure of the
rightness of their philosophy. Yet, time after time,
the mortal servants of the titans and gods had
bullied and threatened them. In the end, only the
good graces of a man devoted to one of the gods,
Hedrada, had saved them and their beloved ref-
uge by the sea. Ledeans and other subject peoples
now streamed into the city. In fact, these foreign-
ers were quickly becoming a sizable minority. The
Hazari leadership, including its Sultan, who was
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now little more than a figurehead spiritual leader,
feared that it would only be a matter of time
before the “fortress of the Hazari” was no more,
with the foreign Shelzar of Lede taking its place.

There was little they could do. While some
Hazari preached resistance against the Ledeans
and their ways, their new masters quickly put
these dissenters down. The Ledeans were a tol-
erant people, so long as that tolerance did nor
undermine their rule. It was one thing to allow
a defeated city to retain its distinctive customs
and traditions, but it was another to endure
sedition. After a handful of incidents involving
traditionalist Hazari, the Ledeans stepped in and
deposed the current Sultan, Mufeer Haab, re-
placing him with a more malleable member of
the sect, Zaa’awa Eloud.

This wasastandard tactic among the Ledeans,
who regularly placed their own pretenders on
local thrones. Eloud was little more than a puppet
of the Governor, trotted out whenever the Em-
pire needed ro ensure the compliance of the
Hazari. While the intelligentsia of the sect re-
jected Eloud and grew to resent the Ledeans even
more (it was they who defamed the memory of
Akooro Ta’andi, whom they blamed for the city’s
predicament), the average believeraccepted their
new Sultan. Eloud was an excellent diplomat and
speaker, and a devout member of the sect whose
parables and teachings contained insights acces-
sible to everyone, not merely to the enlightened
members of the upper classes.

Perhaps unsurprisingly, the majority of the
Hazari preferred their Ledean-appointed Sultan
to the dour old men of the sect’s academies.
Under Eloud’s sultanate, the Hazari reempha-
sized the joys that life has to offer. They did not
abandon their commitment to spiritual enlight-
enment free from the dominion of the gods, but
they came to understand that goal as a long-term
one that might take untold eons to complete: For
now, the Hazari had to live in the world — one
dominared by the gods’ servants — so they might
as well accepr their fate with equanimity. There
was, Eloud taught, no reason why one could not
be both a good imperial subject and a good Hazari.
The only incompatibility between the two, he
asserted, arose in the minds of those who could
not think broadly enough.

Under the guidance of Eloud and other
likeminded sultans, the Hazari continued their
slow transformation. Over the course of many
decades, the sect placed increasingly less empha-
sison its hatred of the titans and gods. Instead, the
quest for personal enlightenment took center
stage, albeit in a modified form. The delights of the
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world must be sampled, the Hazari now taught, for
only by knowing all pleasures can one distinguish
sufficiently the good from the ill. Theoretical ques-
tions rook second place to a zest for new
experiences that bordered on hedonism — a be-
trayal of the Hazari’s original teachings.

The vast majority of the Hazari accepted this
rransformation. Indeed, many Hazari scholars ar-
gued that this new interpretation of their teachings
was in fact truer to its origins than was the more
austere faith practiced in the days of the prophets.
Bit by bit, the Hazari, who now called themselves
the Elzan (following Ledean pracrice), acqui-
esced to the ways of their imperial overlords.
With each step, rheir leaders and their Sultan
justified these changes as being in accordance
with Hazari tradition and teachings, despite ample
evidence to the contrary.

The Elzan were now such enthusiastic impe-
rial subjects that even began to forget the true
history of their city and its people. The Sultan
Alkooro Ta'andi was rehabilitated and hailed as a
hero. According to this new interpretation of
history, Ta'andi had invited Cunion Duathai and
the Ledeans into Shelzar because he saw in the
general the seeds of greatness. As this new version
of the story rold it, Ta’andi had learned through his
command of genies (of course, the real Ta’andi had
not the least bit of skill at summoning genies) that
Empire of Lede was a just and righteous realm
whose rulers acted in afashion compatible with the
ancient Hazari faith. Ta’andi thus reasoned that
the faith — and the Elzan — would be better
served by allying with the Ledeans. After all, how
could rhe Elzan philosophy spread throughout the
world if its enemies destroyed it? Thus, most histo-
ries now tell thar the Sultan of Shelzar voluntarily
joined his lands to the mighty Empire of Lede.

The Elzan prospered under Ledean rule. The
combination of their disciplined lifestyle and
their acceptance of their rulers’ ways created a
dynamic city. Shelzar's economy thrived, eventu-
ally dominating the entire surrounding province
and the lands beyond. Indeed, even the nearby
Venirian Province fell under Elzan influence.
The court at Aurimar took note of this and ar last
decided that Shelzar had proven itself a true and
faithful subject of the empire. The suspicions of
the past were long forgotten. Given the city's
great population, its renowned centers of learn-
ing, and its mercantile muscle, the emperor ordered
a full rransfer of all provincial administration to
Shelzar. Quelsk would retain nominal control of
the military, with the Master of Arms being
headquarrered there, but the bulk of his forces
would be stationed in Shelzar.

Upon the announcement of this newfound
honor, Shelzar erupted into spontaneous celebra-
tion that quickly spread throughout the city. The
old Hazari love of the pleasures of the world came
out in full force, as revelers flooded the streets and
wine flooded the revelers. Remembered as the
“Day of Illuminarion,” rthis celebration marked
the coming of age of Shelzar and the beginning of
its rise to prominence in the annals of history.
Prior to this time, very few history books have
much to say of the city beyond its association with
the Hazari, a sect whose original teachings were
already on their way to dissolution.

The culmination of the Day of Illumination
was a tour of the Ledean remples by Sultan Jamadir
Baghali, who broke with longstanding Hazari
tradition in making this act of reconciliarion.
The Ledean governor was impressed and praised
Baghali as a genuine visionary and true son of the
empire. For the truly traditionalist Hazari, how-
ever, Baghali’s act was a final treason. Something
had to be done.

The Night of Majeel

Although it was relatively small, the diehard
traditionalist faction within the Elzan (who still
referred to themselves as the Hazari) still num-
bered in the hundreds and included numerous
important and wealthy individuals. Chief among
them was Ma'ed Al-Yaga, a merchant whose
family had been members of the Hazari for centu-
ries and who had walked with Hakhiya Aboussa
when he first founded Shai al Hazari. Al-Yaga
and his fellows had watched with horror as the
principles and integrity of the Hazari were slowly
bled away by Ledean influence. Al-Yaqa con-
cluded that when even the Sultan himself was
guilty of such a betrayal, the time had come for
majeel — revenge.

Al-Yaga and his allies pooled their resources
and spent the next several years funding a squad
of deadly warriors who would carty out their will.
They called their assassins the Haz a’Shien, mod-
eling them on that group’s long-defunct
predecessors. Al-Yaga and his allies would ini-
tiate a reign of terror in Shelzar, one that would
simultaneously eliminate those who had betrayed
the Hazari philosophy and teach the Ledeans that
the spirit of the sect had not yet been crushed.
The conspirators hoped that somehow they would
frighten off the Ledeans and encourage the Elzan
to return to the purity of their Hazari faith,

On a terrible night known to history as the
“Night of Majeel,” dozens of these new Haz a'Shien
fanned out across the city and exacted their
masters’ revenge. Among the casualties were Sul-
tan Jamadir Baghali and the imperial governor
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Sinnath Madaine. These deaths caught Shelzar
by surprise: no one, least of all the Ledeans, had
expected such an attack—and certainly not from
within the Elzan, who had seemed to be such
model subjects of the empire.

Shelzar was thrown into chaos. Without the
Sultan and the governor dead, it fell to others to
restore order. In the case of the Elzan, there was
no universally recognized authority who could
urge calm. Baghali did not have a designated
successor and the Elzan elders did not have rhe
time to choose one. The Ledeans were likewise
hobbled by the fact that the city garrisons had
overlapping command structures, whose new or-
der had not yet been implemented following the
emperor’s recent designation of Shelzar as the
capital of the Zarhiskite Province. With the Mas-
ter of Arms residing in Quelsk and thus unaware
of the situation, the Night of Majeel proved to be
especially devastating.

Ma’ed Al-Yaqa exulted in the damage he had
wrought. He and his comrades expected the Elzan
tosee the Night of Majeel as a sign to return to the
old ways. In particular, he hoped rhar the reap-
pearance of the Haz a’Shien would lead to mass
defections from the Ledean cause. Al-Yaqa
thought that he might be chosen as the new
Sultan by the elders in recognition for his “ser-
vice" to the sect. From his perspective, everything
was proceeding exactly as he had foreseen.

Alas (for Al-Yaqa), Shelzar was restored to
order within a day of the attack. Elzan and Ledean
worked side by side to undo the damage of the
Night of Majeel. They sent word to Quelsk,
asking the Master of Arms to enter the city and
assume temporary command of its troops. By the
time he did so, Shelzar had returned to some
semblance of its former self. Despite Al-Yaga's
provocations and the best efforts of the Haz
a’Shien, the Elzan proved themselves to be loyal
subjects of the empire. In fact, it was through
their efforts that the conspiracy was finally un-
covered and its leaders arrested, with the exception
of Al-Yaga, who committed suicide rather than
be raken captive.

Nevertheless, considerable damage had been
done. The emperor rescinded his order to desig-
nate Shelzar the capital of Zathiskite Province,
despite the efforts of both Elzan and Ledean
subjects to convince him to do otherwise. The
Night of Majeel further solidified opinion in
Aurimar that the old Hazari mindset was danger-
ous and that the Elzan were not to be trusted.
Under imperial orders, the newly appointed Gov-
ernor placed Shelzar under martial law. Using
every method at his disposal, including a network
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of pursuivants, the governor rooted out every last
vestige of the rraditionalist Hazari within the
city. Those who wished to avoid execution or
imprisonment fled elsewhere, including into the
Venirian Province. Within Shelzar, many other-
wise loyal Elzan suffered because of the
persecutions that followed. Ledean opinion hard-
ened against the sect. Although not formally
outlawed, its activities were severely curtailed.
Any Elzan who openly admitted to being a prac-
ticing Hazari was blacklisted and excluded from
imperial service.

By the time the witch-hunts ended, the
Hazari had been virtually eliminated. Their
membership disappeared and their influence in
Shelzar was shattered. Many Elzan renounced
the Hazari openly and in some cases even turned
over evidence on friends and family in an effort
to prove their loyalty to the Ledean Empire.
Many embraced the worship of the gods or titans
as a way to demonstrate their newfound change
of heart. [ronically, many began to worship Mesos
orjoined the Coventacle of the Ancients, which
enjoyed imperial support at the time. Although
a few remaining Hazari stayed true to their be-
liefs (although even this was generally the
bastardized version of that faith thar Al-Yaqa
had denounced), they were crushed. It would be
some time before they would again have the
confidence or the wherewithal to influence
Shelzari life — and even then they would never
do so in the same way.

Interestingly, the emperor did not transfer
administration of the Zathiskite Province to
Quelsk as many believed he would. Instead, he
ordered the construction of a new city, to be
called Elz, which would be built on a Ledean
model, This new city, when completed, would be
home to the provincial satrap as well as the
Master of Arms. Elz's construction took nearly a
decade, but when it was finished it instantly
became an important part of the province, steal-
ingaway influence from Quelsk and Shelzar alike.

The Slide into Decadence

Bereft of even the small amount of polirical
importance it once wielded and with the Hazari
brought to their knees, Shelzar was thrown into
uncertainty. Yet itsmercantile situation remained
as vibrant as ever. Daily ships from across the
Empire of Lede made their way to Shelzar’s ports;
goods from all over the continent were bought,
sold, and traded in its many marketplaces. In this
respect, life went on as it did before. In fact, things
were better in Shelzar than they had ever been, ar
least as far as trade was concerned. Many mer-
chants considered the transfer of Ledean power to
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the new city of Elz to be a blessing in disguise, for
it meant that imperial scrutiny of their activities
— legal and otherwise — was lessened. This
proved a great encouragement to commerce.

Shelzar grew in riches and was still called “the ////////
Jewel of the South” in poems and in songs. ¥ /
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influenced by Hazari teachings. Their faith ani- /// / 4
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mated their every activity, even when they did
not realize it. Now, even those who still secretly
professed rhose beliefs were often left with only
the outward manifestations, without the spiritual
force behind them. The Elzan were mere shadows
of their former greatness. It was as if they were
simply going through rhe motions of life, even if
in much the same way as before, but not under-
standing why it was thar they did what they did.
Many outsiders noticed this change that came
over the city. The imperial satrap in Elz once
reportedly commented to the governor of Shelzar,
“Your people appear to have suffered the worst of
all possible defeats. It is one thing to crush the
body of one’s enemies, but that is a fate from
which a people may recover. Time and rest are all
that are needed to heal bodily wounds. But crush
the soul? What salve will heal such wounds? How
much rime is necessary! | fear, my friend, rhar
Shelzar will never recover and that you shall soon
rule over a city of the soul-dead.”

The satrap was an astute man. Shelzar in-
deed appeared to have no future — and it might
nor have had one atall, were it not for the arrival
of Ghurika.

The Coming of the Trickster

Ghurika was a mysterious woman who en-
tered Shelzar in the latter days of the Vhaerith
Dynasty. No one knows her origin. She reputedly
appeared to be an Elzan, but that is unlikely, for
it is also said that she spoke Zathiskan with a
strange accent and was unfamiliar with the Hazari

and with the history of Shelzar. Of course, no one ' (/f
seemed to care much abour the answers to these
questions. Ghurika was a beautiful woman, far yl /

i . - . A \
more beautiful than any in the Zathiskite Prov- i' 4 W y

ince in living memory. Her exotic good looks' " .
. . ' ¥

were matched by a wirand intelligence that made =S =

her the object of every man’s passion and the envy ™ —

of every woman. Ghurika seemed to be a dream ' \
given form. And so she was, in a sense.
Ghurika was a devotee of Enkili, the
genderless deity of storms, trickery, and chaos.
She preached the word of Enkili throughout the
srreets of Shelzar, but her fine oratory was not
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‘ what drew people to her. It was the reckless  the faith. Some even claimed that she had been

abandon with which she led her life. She paid
little heed to thoughts of any tomorrow and
indulged her every desire in as many ways as
possible. She visited the city's gambling halls and
pleasure houses, where she lost and won fortunes
in gold coins — and did it all repeatedly. Ghurika
lived a wild and a charmed life. Her every action
became the stuff of gossip and even of popular
fiction. Poets and storytellers sang her praises and
composed odes in her honor. She was like none
Shelzar had seen before, and she was precisely
what the downtrodden Elzan needed in their
darkest hour.

Ghurika showered her affections and her
passions upon many people, both men and
women. She took them as lovers for a brief time
and then moved on. There was little if any
rhyme or reason to her actions. She did not seek
out the rich or the powerful any more than the
poor or the destitute, but few resisted her charms.
One week she would bed a Ledean priest of
Chardun, another week it would an aging beg-
gar-woman. Speculating on the reasons for
Ghurika’s actions became a popular pastime in
the city and the betting parlors of Shelzar placed
odds on whom she would choose next. Nearly
everyone believed they understood her. Many
believed (or perhaps secretly wished) that she
would choose them as her next paramour. Such
optimistic souls realized that she would inevita-
bly leave them for another, but they were more
than willing to enjoy the brief moments of hap-
piness she would bring in the meantime.

Ghurika never denied her devotion to the
service of Enkili. Indeed, she proudly wore her
piety to the Storm God/dess as a badge of honor.
Her tantalizing dances in the rain became re-
nowned throughout Shelzar. Whenever storm
clouds gathered over the city, the curious would
gather near her home to await her appearance,
hoping to carch a glimpse of her graceful, ener-
getic, sensuous movements as the rain poured
down upon her. Not surprisingly, popular devo-
tion to the Trickster grew in Shelzar. It was only
a matter of time before there was a small temple
devoted to Enkili, complete with a priest who had
appeared in the city one day, even though no one
had called him to the city.

Then — as mysteriously as she had arrived
— Ghurika vanished. None saw her leave her
home. Certainly no one saw her leave the ciry.
All artempts to locate her proved vain. No one
in Shelzar ever saw Ghurika again. This led
some to believe that she was not in fact real but
was rather some sort of magical creation, a con-
struct perhaps, or a spirit sent by Enkili to spread
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an avarar of the Trickster, who had come to bless
Shelzar and consecrate its people to her. There
was no way to test this theory, but it quickly
proved a popular one, particularly among those
who had had the pleasure of spending a night in
Ghurika's bedchamber. The thought of having
made love to a god appealed to their egos, so
stories of Ghurika's divinity soon became com-
monplace. Many Shelzari songs tell of poor boys
whose lives were turned upside down by being
chosen as a lover of Enkili.

Whatever the truth of these speculations,
there is no question that Ghurika forever changed
the face of Shelzar. The faith of Enkili grew by
leaps and bounds in only a brief decade. Its vi-
brant and unpredictable doctrines filled a void in
the people’s lives. They now had a replacement
for their lost Hazari beliefs. Strange as it may
seem, there were many points of commonality
between the Hazari philosophy and Enkili’s doc-
trines. Both lauded the pleasures of the world and
saw experience as a greatest of teachers, for in-
stance. Yert, Enkili taught that life was uncertain.
No amount of preparation, let alone discipline,
could protect one from the fickleness of fate. Rich
man or beggar, all are helpless before the cup of
fortune. The Elzan understood this well enough,
as they had seen how quickly Ledean favor had
evaporated after the Night of Majeel. Perhaps,
they thought, the best way to avoid the disap-
pointments and depression that arose from such
reversals of fortune was to embrace them.

Perhaps that was the truth that Ghurika had
come to teach them.

Enkili Takes Hold

Over the course of the next two hundred
years, a strange transformation took place. The
Shelzari, as they now identified themselves, drew
themselves out of the darkness into which they
had been flung. The accepted Enkili enthusias-
tically, building a vast temple in that deity’s
honor. They lived out Enkili’s teachings in their
daily lives and understood that life, by its very
nature, is unpredictable. No one can control or
predict its rwists and turns with any reliability,
so why should one try to do so? Why not simply
ride the currents of fortune and enjoy experienc-
ing it in rthe meantime?

Enkili’s faith changed Shelzar forever. Once
again, the city was alive and its people flourished.
Shelzar truly was the Jewel of the South, as the
bards had called it in the past. Ships and caravans
from all over the empire moved through its ports
and gates. They came bearing precious cargoes, as
well as travelers. The debauched revels of Shelzar



CHAPTER TWO: THE HISTORY OF SHELZAR

Y " MR ST

were soon renowned throughout the empire. Jaded
sybarites and lascivious voyeurs alike had heard
the tales of the Shelzari penchant for drunken
orgies and other, more exotic pleasures. Many
were drawn to see if the many tales were true, or
if they were merely the products of travelers’
overactive imaginations. Afterall, wasnot Shelzar
the home of the prudish Hazari? — that is how
most Ledeans knew the city.

Despite their incredulity, more travelers
came. If only a tenth of what the tales said were
true, they thought, Shelzar must be heaven on
earth. In the end, the stories were somewhat less
than accurate, for they had failed ro do justice to
the variety and exuberance of Shelzari debauch-
ery. Under the influence of their newfound faith,
they practiced innumerable, unnamable — and
sometimes unpalatable — pleasures of the flesh.
Almost nothing was beyond the bounds of rea-
son as far as the Shelzari were concerned. The
more elaborate and peculiar a vice, the better,
they said. It was during this period rhat the
famous work 1,001 Shelzari Nights was com-
posed. This fascinating rale, which also doubles
as a manual of lovemaking, describes in excruci-
ating detail many of the practices that had taken
hold in Shelzar under the influence of Enkili.
(Interestingly, the book’s protagonist is actually
adevotee of Idra rather than Enkili. By now, the
Shelzari had come to pay respect to all the gods,
and Idra was especially popular among them, for
she was the patroness of the carnal arts.) It is also
fascinaring to note that the Shelzari had mas-
tered considerably more than 1,001 separate
techniques of physical pleasure, although the
exact number is still a matter of debate; contem-
porary Shelzari believe that their ancestors did
not pass down all their secrets to posterity.
Stories of these “Lost Arts" are commonplace in
the coffee houses of Shelzar, but, like so many
other tales, their truth remains uncertain.

The faith of Enkili was not entirely predi-
cated upon sex. Although fornication remained
one of the things for which Shelzar was widely
known, its people were more than just bawds.
Their acceptance of the Jester’s faith was far-
reaching and profound. Shelzari were widely
regarded as gamblers par excellence. This pro-
pensity for trusting fate (or randomness, depending
on one’s point of view) made them daring and
bold. They undertook merchant expeditions that
few others would try, bravely seeking out new
trade routes despite the risks or costs involved.
While many, perhaps most of these expedirions
proved foolhardy, enough succeeded that Shelzar
acquired a reputation as a city where anyone

could become wealthy if they were willing to take
a chance. Likewise, Shelzari sailors were revered
for their boldness. They traveled the length and
breadth of Ghelspad and beyond, convinced that
Enkili smiled upon them. Such men and women
laid the groundwork for the next phase of Shelzar’s
growth, a brief and unexpected Golden Age dur-
ing which the Elzan (in a different incarnation)
once again took center stage.

The Sam'Marith Dynasty

By the time the Empire of Lede was five
hundred years old, it had become thoroughly
corrupt and internally weak. It might have col-
lapsed long before that time had it not been for
outsiders who infused new blood into its work-
ings. As the Zathiskite Province grew more and
more important (thanks in no small part to the
riches of Shelzar), it became an important focus
of imperial artention. The Vhaerith Dynasty out-
lawed god-worship within the empire, which did
not endear its emperors to the people of Shelzar
— or many other cities. Consequently, they en-
gaged in small acts of rebellion against the empire
as a way of showing their independence.

Such actions would never have been counte-
nanced in the old days before the worship of
Enkili. Now, though, the Shelzari were more
willing to take risks, even seemingly foolhardy
ones. Their experience with handling the fickle
skeins of fate had made them unparalleled evalu-
ators of the porential risk of any venture. Shelzari
never called themselves prognosticators or proph-
ets. They knew well enough that one could not
predict the future with any reliability. Neverthe-
less, it was possible to see and ro act on
opportunities as, or even before they arose. The
Shelzari could see that the Ledean Empire was on
the verge of disaster and that it might well take
their beloved city along with it. Emboldened by
the rebellion of the nearby Venirian Province,
Shelzar declared its independence and seceded
from rhe empire.

The Rebirth of Shai al Hazari

The city’s secession was in fact a gamble. The
Shelzari leadership guessed that the Vhaerith
Dynasty was not long for this world. It convinced
its citizens, including the Ledean governor and
military officers, that they would be in a better
position to dictate terms for readmission into any
newly created empire if they were outside it when
the end came to the Vhaerith. They reasoned —
rightly, it turned out — that the successors to the
Vhaerith would need allies in the Zathiskite Prov-
ince, and the Shelzari would be there to provide
them when the time came.
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At the same rime, the Shelzari hedged their

bets. They put forward an elaborate ruse by which
they claimed that the Hazari had launched an-
other coup, this time a successful one. The city
was “renamed” Shai al Hazari and a “Sultan” was
made the leader of the newly independent city.
The Shelzari hoped that their shadow-play would
work. If things did not go well and there were
repercussions from the empire, they had a handy
scapegoat, the already discredited Hazari. On the
other hand, if everything went exactly according
to plan, they could drop the pretense and negoti-
ate with the empire on equal terms.

In the end, the gamble paid off. The reborn
Shai al Hazari did not stay independent for long.
The Vhaerith Dynasty was toppled and its succes-
sor, the Morian Dynasty, understood that it would
have to correct the mistakes of the past if it was to
retain power. The first act of the new emperor was
to rescind the Vhaerith proclamation that out-
lawed the worship of the gods. This pleased the
Shelzari, bur it was not enough. The emperor
needed Shelzar on his side. Its economic might
and its huge population were too important to the
empire. So it was that the Empire of Lede re-
turned again to Shelzar to make a deal. This time,
though, it was the Shelzari who set the rerms.

In exchange for their return to the imperial
fold, the Shelzari demanded a greater say in impe-
rial administration. They asked that Shelzari
ministers be appointed to the satrapy of Elz and
that the empire do more to defend the Zathiskite
Province. The new emperor of course agreed to
these demands. In exchange, the Shelzari allowed
the imperial forces garrisoned in the city to join
with their comrades to put down the rebellion in
the Venirian Province. These maneuverings com-
plete, Shelzar submitted once more to imperial
rule. This entire chain of events has been poorly
understood by many latter-day historians, who
failed to see that the “re-establishment” of Shai al
Hazari was only an elaborate ploy. There was no
Sultan. Unfortunately, the ploy took on a life of
its own and was believed by many to have been a
genuine event. Numerous Ledean histories speak
of the Zathiskite Province being formed only
under the Morian Dynasty, despite its existence
for centuries before that point. Knowledgeable
Shelzari rake grear pleasure in this misunder-
standing, seeing it as yet another sign that the
Trickster truly smiled upon them.

The Morian emperors were very grateful to
the Shelzari and accorded them even more privi-
lege than that which rhey had demanded. The
reason for this was simple: The Morians needed
Shelzar badly. The new dynasty was shaky at its
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via assassination, the nobility of Aurimar was
needless to say suspicious of them. Even though
the Vhaerith Dynasty was unloved, the Morians
could not easily shake the air of illegitimacy that
clouded their rise to power. To combat this, the
raised up many provincial families to ranks of
imperial nobility. They believed that, by doing
so, they could stack the deck in their favor. After
all, these new nobles would be beholden to them
for their honors and would, therefore, be loyal —
a useful counterbalance to the entrenched
Aurimar nobility that opposed the Morians.
The Sam'Marith family of Shelzar was one
family so elevated. They were an ancient and
honorable family, with many respected sorcerers
in their bloodline. One of their number became
the satrap of Zathiskite, as well as the Master of
Arms. Thanks to the Morians, a Shelzari family
had now achieved the pinnacle of power in the
province. The Sam'Marith should have been
grateful, but they soon proved otherwise.

The Pinnacle of Power

The Morians themselves were, it turns out,
every bit as corrupt as the Vhaerith — and even
more unstable. The Sam'Marith realized this and
decided to take action. The Shelzari family did
not wish to see their people's gamble founder on
the unsteady hands of the Morians. Using their
family’s many sorcerers (and supported by genies
of various sorts), the Sam’Marith launched yet
another coup, deposing the Morians and estab-
lishing themselves as the new dynasty of the
empire. Reluctantly, the nobility of Aurimar ac-
cepted the Sam'Marith as their overlords, but it
was clear that they trusted them little more than
they had trusted the deposed Morians.

Rather than wait for another noble family to
overthrow them, the Sam'Marith, under the bril-
liant leadership of Sayyad Sam'Marith, returned
to Zathiskite Province and set up their court in
the capirtal of Elz. In principle, the empire was still
ruled from Aurimar, but in practice it was Elz
where the empire’s power rested. There, the
Sam'Marith emperorssurrounded themselves with
bodyguards and huge garrisons of troops. They
were determined that no one would overthrow
them as easily as they had overthrown the Morians.
In this they succeeded, but in almost every other
respect, the new dynasty was a disasrer for the
empire — and for the Shelzari.

Removed from the intrigues of Aurimar or
the Enkili devotion of Shelzar, the Sam'Marith
emperors quickly became decadent. They in-
dulged their every appetite without regard for
the consequences. Huge harems became the




norm, sometimes numbering hundreds of women,
many of whom were mere girls who had been
sold into imperial slavery to pay off their fami-
lies' debts. Indeed, slavery as a practice became
more widespread under this dynasty, with non-
humans becoming some of the most commonly
enslaved species.

Worse still, the Sam'Marith emperors in-
dulged their personal vendertas and used imperial
power to settle old scores that had very little todo
with the good of the empire. Most notably, impe-
rial legions marched on the Southern Kingdoms
to the east of the Broadreach River and brought
them into the Ledean fold by force of arms. These
Kingdoms had long been trading rivals of the
Zathiskite Province and of Shelzar in particular.
Although the Sam'Marith rulers were successful
in annexing these petty realms (which later be-
came the core of the Calas Province), doing so
came at a cost. For many years, partisans of the old
kingdoms waged restrained insurrcction against
the empire: they fought a guerrilla war and tar-
geted caravansand travelers from cities like Shelzar
as a means of striking back against their oppres-
sors. While the emperors barely took notice of
this violence, it caused great disruptions to the
economic life of Shelzar, which languished for
many years under inflation and worse. Even more
unfortunately, the seeds were sown of a rivalry
berween the Zathiskite and Calas Provinces, each
of whom saw the other as the authors of their
worst circumstances. [t would be many centuries
before those wounds would heal.

The Sam’Marith Dynasty was filled with
mighty sorcerers and binders of genies. These
abilities gave rhe decadent rulers the power they
needed to maintain a hold over the empire. Had
they lacked them, it is likely that they would have
been overthrown like the Vhaerith before them.
Indeed, there were attempts to destroy the dy-
nasty, the most famous being the assassination of
Jaajeem 11 in 601 OC by rebels from Calas. This
eventsolidified the Ledeans’ hatred of the Calasite
people. Jajeem’s successor, Omadil, ordered a
full-scale invasion of the region and deposed its
puppet king, placing his own brother on the
throne instead. The Calasites hated Omadil and
his descendants, but were unable ro overthrow
them for a millennium and half, by which rime
the Ledean Empire was already on the verge of
collapse.

The Fall of the SamMarith

Eventually, the noble families of Aurimar
could no longer stomach the thought of their
emperors being debauched foreigners who con-
sorted with elemental spirits. Under the
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Sam’Marith, the Empire had become stagnant.
Except for internecine conflicts in the southern
provinces, there were no longer any wars to sus-
tain the empire’s morale or keep its troops in
fighting trim. That the Sam'Marith did not even
pretend to be interested in events in Aurimar
only made the situarion worse. It was thus inevi-
table that a coup would be initiated against them
by one of the old families of the empire — that
family happened to be the Takhuul.

Under the leadership of its matriarch Baricca,
the Takhuul family used its considerable military
connections to attack Elzand depose the sybaritic
emperor Zakiyad, whom Baricca found hiding in
his harem, surrounded by hundreds of concubines
of every age and race. Baricca then proclaimed
herself empress and ordered the Zarthiskite ad-
ministration to be transferred from Elz back to
Quelsk. This came as a blow to Shelzar, whose
people had hoped the new rulers of the empire
would again favor them. Unfortunately, the
Sam’Marith had given a bad reputation to the
descendants of the Elzan people, even those not
associated with the deposed dynasty. In the eyes
of the more stolid northern Ledeans, the Shelzari
were no different than the Sam'Marith — a deca-
dent, debauched people who had brought the
empire low.

For the next one hundred and fifty years,
Shelzar turned in on itself. It remained an impor-
tant port and economic center as always, but its
people took increasingly less interest in the em-
pire as a whole. Instead of looking for new ways to
show their loyalty to the Ledeans, they focused on
physical pleasures and sorcerous pursuits. During
this time, the Brotherhood of the Lamp arose. A
society of genie-summoning spellcasters, this or-
der quickly proved itself to be an important power
group — important enough for the Coventacle of
the Ancients to take notice. Within two decades
of the Brotherhood's founding, it had been ab-
sorbed as part of the Seat of Thulkas. The
Coventacle itself was rapidly losing its power
within the empire, as the Takhuul Dynasty en-
couraged god-worship over the reverence of the
titans. This tendency would grow throughout the
Ledean dominions and ser the stage for what was
to come millennia later.

The End of Ledean Rule

Shelzar spent the next millennium and a half
as the decadent center of the Ledean economy.
Ower the course of those many years, the city grew
both in size and affluence. The Shelzari were
among the wealthiest of all imperial subjects,
even during the difficulties that had occurred in
the intervening years. Shelzar had wearhered
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wars, insurrections, and coups with relative ease,
and this was in part due to the city’s insularity. It
remained, as it had under the First Takhuul Dy-
nasty, an introvert, even self-absorbed city. People
busied themselves equally with commerce and
the pleasures of the flesh, no longer giving much
heed to imperial politics as they had in the past.
The city’s dubious reputation as a purveyor of
“exotic entertainments” also kept it occupied
with other concerns. During the Second Takhuul
Dynasty, more than a few emperors paid a visit to
Shelzar to partake of its many pleasures. This
imperial approval cemented the city's place as the
City of Pleasures in the Ledean mind. Whether
that place was viewed as good or ill depended
greatly on one’s relative moral position.

Yet, eventually, despite their immersion in
matters of the flesh, the Shelzari could no longer
ignore the outside world. Even the most dedi-
cated hedonists among them could see that the
empire was finally falling apart. Trade was no
longer as protected as it once was and raiders from
the Greatr Wilds periodically artacked the
Zathiskite Province. Inaddition, there was unrest
in the nearby Calas and Gharia Provinces, which
further disrupted trade — the very lifeblood of
Shelzar. When the ineffectual Argent Dynasty
proved that, for all its tyrannical ways, it was still
unable to restore peace to the region, the Shelzari
at last decided to take hold of their future.

The military, religious, and commercial lead-
ers of Shelzar convened a meeting in the city of
Elz. They concluded, after very little debate,
that they were effectively independent of the
empire already. Why not be so in fact? There was
no reason to continue to pay taxes and tribute to
Aurimar when its legions were no longer able to
defend them. Moreover, the continual reversals
on the status of the gods versus the titans, hu-
mans versus non-humans, and wizards versus
sorcerers were starting to take their toll. The
Shelzari wished to go about their business with-
out having to contend with the vicissitudes of
imperial politics. They decided to secede from
the empire.

The secessionists made no formal declaration
of their intentions to the Ledeans. Instead, the
Zathiskite satrap, who had been co-opted, simply
ceased responding to orders from the capital. He
failed to send off the taxes he collected, instead
using them to hire mercenaries, some of them orcs
and half-orcs, to defend the province’s borders
and to keep trade flowing. The satrap was made
the figurehead Sultan, while the real power lay
with a council of merchant-lords and priests of
Enkili. The cities of Elz and Shelzar, along with a
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few outlying towns and most of the Zathiskire
lands, became known as the Empire of Elz or the
Elzan Empire from that point on.

The Ledeansdid not realize that the Zathiskire
Province had seceded for almost three years. They
were too busy with other concerns. The fall of the
Argent Dynasty at around the same time made it
difficult for the empire to respond to this turn of
events. Their successors, the Thael Dynasty, had
bigger problems on their hand than the secession
of the Zathiskites. Albadian barbarians were rav-
aging the northern reaches of the empire and
took up most of their attention. During a lull in
the fighting, the Thael emperor sent emissaries to
Elz to demand that the Sultan declare his alle-
giance to Aurimar or face the consequences. The
Sultan refused — and nothing occurred. Rumors
of an impending assault circulated for years but
never materialized. The Ledeans could il afford
to send even a small expeditionary force to deal
with the Zathiskites. By 2300 OC, it was clear
that the Empire of Elz would retain its indepen-
dence.

The Empire of Elz

While some might claim that the height of
Elzan power occurred during the brief rule of the
Sam’Marith Dynasty, others contend that rhe
Empire of Elz was in fact its greatest moment in
history. There is some justification for this view,
since the Elzan Empire was actually a period of
growth and expansion for the entire region — for
the first time since the halcyon days of Shai al
Hazari. With the retreat of the Ledeans (and their
eventual collapse), the Elzan were given a golden
opportunity, which they seized with both hands.
They spread out from the borders of the Zathiskite
Province and beyond the Sweltering Plains and
Festering Fields into what later became known as
the Devil’s March. The fledgling empire met
little resistance as its armies secured these new
lands. In fact, many cities and settlements in the
area welcomed the Elzan as guarantors of security
in the wake of the Ledean withdrawal.

The Zathiske Secession Wars

Ironically, it was during this time of great
expansion that the people of Quelsk and Zamon
across the Broadreach River took the opportunity
to rebel against Elzan rule. They had no love of
the Ledeans, but neither did they regard the Elzan
with any favor. They had long been rivals of the
Elzan (especially the Quelskans) and wanted little
to do with this new empire. If anything, they saw
the Elzan as even worse than the Ledeans, for at
least the Ledeans were generally upstanding in
their personal virtue. The Elzan, however, were
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quite the opposite — greedy, lecherous, and sen-
sual. To the inhabitants of Quelsk and Zamon,
the Elzan were abhorrent.

At first, the Elzan Sultan, who had raken to
calling himself an emperor in imitation of Ledean
practice, sent his troops to quell the Zathiske
Secession. Numerous battles were joined berween
the loyalist and rebel forces. The Elzan used their
many sorcerers and summoners to good use in
these early conflicts. The Quelskans rejected sor-
cery as surely as they rejected the hedonism of the
Elzan. In another of history’s great ironies, the
rebels appeared to have incorporated a great deal
of Hazari philosophy into their rhetoric and used
it against the Elzan, touting it as evidence that
their enemies had fallen away from the noble
ideals of their ancient ancestors. Of course, the
Zathiske rebels had no strong affinity for rhe
Hazari. They worshipped the gods, for example,
and did not privilege experience as a means of
attaining knowledge. They simply used these ar-
guments as ways to distinguish themselves from
the Elzan.

The Zathiske Secession Wars lasted for
nearly a decade, rising and falling in intensity
according to the whims of the emperor. The
Elzan leadership realized what the Ledeans had
long known — ruling an empire requires ruth-
lessness. The Elzan were not yet cut out for such
a vocation. Although they reveled in rhe pres-
tige that empire brought them, they were not
willing to do what was necessary to maintain it.
Moreover, their lands continued to expand on
their western frontiers, as they pushed deeper
into the Devil's March and reached the edge of
the Ukrudan Desert. Emperor Ugbaan IV de-
cided in the end that the Zathiske territories
were not worth the trouble. He negotiated a
peace treaty with Quelsk and Zamon, granting
them their independence in exchange for secur-
ing the empire’s eastern border against Calastian
and Venirian aggression. The rebels reluctantly
agreed and formed their own stare, called simply
Zathiske. For decades the two existed side by
side in relative peace, although there was no
love lost between them, with Zathiske rulers and
clergy regularly denouncing the Elzan as corrupt
and vicious and the Elzan returning the favor by
calling the Zathiske simple-minded and boorish.

The Seven Cities

Despite the loss of the Zathiske rerritories,
the Empire of Elz grew in power under a succes-
sion of crafty emperors who slowly mastered the
demands of their position. Elzan armies became
well known as dangerous in battle, since they
always included a contingent of sorcerers. Many
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also used bound genies and other elemental spir-
its to sow terror among their enemies. Of course,
the Elzan were even better at the arts of diplo-
macy and statecraft than at military matters.
Elzan ambassadors were renowned for their silver
tongues and their ability to ascertain (and utilize)
the vices of others to manipulate matters to their
own advantage. Rather than threaten potential
adversaries with war, the Elzan tempted and
seduced them, using their understanding of hu-
man nature to find just the weakness that would
give them mastery over others. Through this
cunning use of “bedroom diplomacy,” the Elzan
Empire held its territories and disarmed most of
the would-be rivals along its borders. With the
exception of periodic rensions with Zathiske,
the Elzan Empire proved to be an oasis of stabil-
ity amid the chaos of Ghelspad.

Secured in this way, the Elzan Emperor began
a massive program of public spending, founding
new ciries and expanding those that already ex-
isted. By the end of this period of growth, the
empire had seven major cities, each of which
became associated with a particular form of ex-
cess. Elz, for example, was known for its elaborate
feasts, where gluttony was given free rein, while
the newly built city of Wahid was home to an
athletic arena the likes of which no one had seen
in the southern lands. Gladiators fought against
one another, as well as exotic animals and mon-
sters imported from halfway across Scarn. Yet
none of the empire’s cities, new or old, compared
to Shelzar in terms of sheer decadence. Shelzar
put them all to shame by having no shame of its
own. Instead of specializing inasingle vice, Shelzar
emphasized creativity and originality. Its orgies
might not be the largest or the most lavish (that
honor belonged to Alkhabe), but they were the
most bizarre, with humans and non-humans both
participating energetically. The same held true
for its gladiatorial combats, which were held in
unusual surroundings, such as the catacombs be-
neath the city. Shelzar was thus the city where
even the jaded could find their lusts sated — and
then some,

The Seven Cities of Elzan cemented the
empire’s reputation as a hub of culture and soci-
ety. The Zathiskans railed against the empire for
its decadence, as did the periodic outbursts of
madmen who claimed to be descended from sur-
vivors of the ancient Hazari sect. Nevertheless,
these cities proved popular destinations for trav-
elers far and wide. They made their way across
Ghelspad to see and partake of the bounty that
the Seven Cities had to offer. Nowhere in the
world could claim to offer more exotic and satis-
fying pleasures than they.
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) TheBeginningof the End

/3 The Elzan Empire knew several hundred years
§ of relative peace and prosperity. It survived be-

i

L T S R T i N s L e
of Elz accepted Charduni rule over his empire on
the condition that he could keep his throne. The
charduni agreed, but it made no difference. There
was rioting in the streers of Elz and the emperor

cause its emperors were crafty diplomats who
employed equal parts guile and misdirection to
keep their enemies off balance orac bay. Yet there
can be no question that the rise of the Seven
Ciries had revealed the soft underbelly of the
empire. The Elzan people much preferred making
money and indulging their desires to guarding
their borders. They certainly lacked the casual
brutality that the Ledeans had shown in their
heyday. When rebels or rivals proved resistant to
seduction or bribery, the Elzan often simply let
them go. Like a frayed carpet, the empire was
unraveling ar a steady pace.

This fact was evident even to outsiders, who
began to treat each of the Seven Cities as if they
were independent entities, owing no allegiance
to the emperor in Elz. In most respects, this was
not far from the truth: The emperor theoretically
had control overall the cities, bur his actual reach
extended only to the streets of Elz. Beyond rhem,
he had to rely upon his diplomatic skills to coax
the governors of the other cities (never mind the
legions) to do as he commanded. Unfortunarely,
that task proved extraordinarily difficult. After
all, how does one tempt the governor of a city like
Shelzar, who can already indulge any and every
vice whenever he wishes? In the end, the emperor
simply stopped trying and contenred himself with
accepting whar raxes he received and with the
pomp of court life. In all but name, the Empire of
Elz was dead.

The Charduni Hammerblow

The final end to any pretense that the Empire
of Elz existed at all came with the invasion of the
charduni. These strange dark-skinned dwarves
swept down from the north and conquered almost
all the lands through which they passed. As their
name suggests, they served the Tyrant God
Chardun and sought nothing less than to bring
the Overlord’s rule to Ghelspad — at any cost. In
this, the charduni were quite successful. Though
cruel and authoritarian, they nevertheless held
chaos at an arm’s length, providing an environ-
ment in which the subject nations of their empire
could enjoy security and prosperity, if not justice.

Lageni quickly accepted charduni
overlordship, since it already served Chardun,
and Calastia managed to win its freedom through
some miracle of diplomacy. This left the Elzan
Empire open to attack. Zathiske had no love for
the charduni, but the Zathiskans were unwilling
to allow themselves to be destroyed in defending

was overthrown by the common people, who
rejected hisdecision to give the charduni claim to
the empire’s lands. In reraliation, the charduni
attacked Elz, killing almost its enrire population
and then occupying it.

The remaining Seven Cities looked with
horror upon the charduni actions. Each had to
decide how it should react to the presence of the
Tyrant’s servants. Most accepted their lot with-
out much trouble. A few resisted and met the
same fate as Elz. Shelzar was torn internally. Its
leaders were bold and wished to resist the charduni,
despite the likelihood that they would be de-
feated. The merchants, however, appreciated what
the charduni intended. They had long suffered
from the Elzan emperor’s inability to protect the
surrounding trade routes and hoped thar things
might improve under the charduni. Even so, the
merchants disliked rhe faith of Chardun and saw
it as contrary to their own devotion to Enkili. In
this view, they were joined by the priesthood of
the Trickster, as well as, perhaps surprisingly, that
of Vangal, who likewise disliked the authorirar-
ian society the charduni offered.

The Shelzari never really had an opportunity
to debate the marter properly. When Wahid was
attacked for its resistance, the charduni decided
that they would make no diplomatic overtures to
any more cities. Instead, they would simply in-
vade and assume control. This they did in Shelzar
and they met minimal resistance from its inhah-
itants. The occasional anti-Chardunite incident
was dealt with harshly and this discouraged oth-
ers from following suit. It took only months under
charduni rulership before the Shelzari acquiesced
and settled down to their old ways once again.

In most respects, the charduni offered the
best of both worlds. Shelzar no longer had to
worry about commerce disruptions and its citi-
zenry could immerse themselves in the usual
excesses to their heart’s content. The charduni
did not care so long as imperial laws were obeyed
and taxes were sent to the capital. It was an
enviable existence, which is why the City of
Pleasures once more became a favored locale for
travelers and sybarites. To visit Shelzar was to
visit paradise — or as close to it as one could ger
on Scarn. The city's population swelled, as did
its wealth. Some Shelzari leaders spoke of this
era as the greatest in all of history, as if they had
already forgotren the glories of the Sam’Marith
Dynasty or the Empire of Elz. Yer, the people
seemed to agree with this assessmenr. Ignoring

the decadent Elzan. Unsurprisingly, the emperor
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the warnings of the priesthood of Enkili, who
said that Shelzar would pay the price for submit-
ting to the Tyrant, the Shelzari lived their lives
like they had no tomorrow.

They were more right than they knew.

The Titanswar

It is hardly an exaggeration to say rhar the
Titanswar is the single most important event in
the history of Scarn. Its effects are still felt now,
acenturyand a halflater. The Titanswar changed
the face of Ghelspad forever. Cities and empires
fell. Entire peoples were displaced. The very
geography of the continent ebbed and flowed
because of the battle rhar raged between the
gods and their parents, the titans. No place
escaped the ravages of the Divine War unscathed
— certainly not Shelzar, which suffered greatly
as a consequence.

The Trickster Returns

During Ledean rule, the people of Shelzar
had come to embrace the worship of Enkili with
avigor that betrayed the origins of the city as the
citadel of the Hazari. Yer the Shelzari were
among the most fervent of Enkili's followers and
paid the Jester homage in myriad ways, not least
of all by embracing the gifts of fortune. When
the Divine War erupted and the gods at last
declared their intention to destroy the titans,

s it
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the Shelzari were caught off guard. They had no
idea what they should do beyond support their
patron deity. The priesthood of Enkili had long
preached against the titans and had created an
atmosphere in which religious devotion to the
gods necessarily included an unspoken rejection
of the titans as well.

Even so, the Shelzari initially hoped that
they might avoid becoming involved in the
Titanswar. They convinced themselves that such
conflict did not concern them and that, like so
many previous wars, it would conclude and life
would return to normal. This hope was in vain.
The destruction of Mesos, the first titan to die in
the war, had profound repercussions in Shelzar, as
a great number of its many sorcerers lost control
of their powers following the death of their Sire.
Others found their abilities greatly increased,
with the dispersal of the titan’s magical energies
into the ether. Clearly, events were quickly get-
ting our of control and even the Shelzari realized
how foolish it was to assume they could simply put
their heads in the sand and wait for the Divine
War to blow over.

It was at this time that Sanabia Eftadi ap-
peared. Like the mysterious Ghurika centuries
before, Eftadi appeared out of nowhere and had
seemingly no history before she took her case to
the Shelzari leadership. Unlike Ghurika, she was
not a wanton libertine. She was, however, a fiery
orator and preacher, who reminded the Shelzari
of the debt they owed Enkili for the deity's con-
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tinued patronage of the city. Eftadi made her case
in the temples of the city and in its gambling
halls. She did not shy away from any public
gathering where her voice could be heard. Her
message was simple: Take up the fight against the
titans. Enkili had made common cause with
Vangal and even Chardun in fighting against the
eldritch evil of the titans. Could the Shelzari do
any less? Eftadi emphasized that the rirans had no
love for mortals and that the days of their ascen-
dancy had been filled with blood and destruction.
If Shelzar hoped to survive and prosper as it had
in the past, its people would have no choice but
to fight. If the gods failed, then all would be lost,
including Shelzar’s prosperity.

Sanabia Eftadi inspired the Shelzari and
turned the tide of public opinion in favor of
involvement in the Divine War. Clerics of Enkili
made common cause with fire-mages and genie
summoners, while merchants and diplomats alike
found ways to forge alliances with nearby cities
that also supported the gods. For the first time
since before the coming of the charduni, Shelzar
raised an army, complete with sorcerous support,
to field in battle on the side of Enkili and the
other gods. Eftadi did not remain in Shelzar long
enough tosee the fruits of her labors. Like Ghurika,
she disappeared into the night and was never
heard from again. Naturally, this led some to
speculate that she too might have been an avatar
of the Trickster, sent to encourage the Shelzari in
their time of need. Others claimed that she was
no more than a reformed prostitute who had been
filled with religious zeal. Over the centuries,
numerous stories of Eftadi’s rrue identity have
been offered, but none has ever proven conclu-
sive. All that is certain is that this woman inspired
an entire city to take up arms against the mon-
strous titans.

The Price of Devotion

The armies of Shelzar proved less effective in
battle than its people had hoped. Defeated time
and again by the titanspawn and their allies, the
people of the City of Pleasures were demoralized,
yet they never called into question their dedica-
tion to the gods’ cause. Wisely, the city’s leaders
emphasized the small victories in which Shelzar
had participated. As the most powerful of the
Seven Cities of Elz, it had kepr its sister cities
alive, with food and other materials thar its trad-
ers provided. Indeed, Shelzar remained a key port
and commercial hub for all of the southern re-
gions of Ghelspad. Though not militarily
significant, there was no question that it played a
vital role in the war.
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Perhaps unsurprisingly, the titans realized
this as well. Their forces ravaged the Seven Ciries
and made it certain that the Elzan Empire would
never again reclaim its former glory. The Swelter-
ing Plains grew in size and spread across the south,
swallowing up entire cities in the process. The
titanic forces marched steadily toward Shelzar
and would soon have reached it had it not been
for Nadhari Rostoud, a priestess of Enkili, whose
family had long practiced sorcery and genie sum-
moning. Communing with her god, she suggested
that the elemental spirits of the City of Brass
might make valuable allies in the war against the
titans. Since Denev was their mother and she had
sided with the gods, perhaps they too could be
persuaded to rake up arms against the titans.

Enkili conveyed this message to his fellow
deiries and they agreed to it. Denev beseeched her
children to join with her against the titans. How-
ever, the genies proved obdurate, refusing to join
her, arguing that the Divine War had nothing ra
do with them. They preferred to wait within the
City of Brass for the war’s inevitable conclusion.
Their refusal pained Denev and angered the orher
gods, some of whom laid siege to and took the
City of Brass, while their brothers and sisters
bound the rest of genie-kind to their will. The
genies were thus forced to aid the gods, but did not
do so willingly. Suddenly, all the genies in the
world of mortals were recalled to serve the gods as
soldiers in the Titanswar, vanishing from the face
of Scarn. The Seven Cities that yet stood, such as
Elz, found themselves instantly bereft of the el-
emental servitors on whom they depended. So
weakened, they fell easily before the armies of the
titans. Only Shelzar escaped this disaster, for it
had been less dependent on genies than its sister
cities. Even so, the great city, the Jewel of the
South, was weakened considerably, and its lead-
ership feared that there would be no escape from
destruction at the hands of the ritans.

ANew Worldis Born

Shelzar did not fall. By the time the gods had
bound the genies, the Divine War was already
turning in their favor. Although Thulkas in par-
ticular would have loved dearly to smash Shelzar,
he had bigger concerns. One by one, the gods
were destroying or binding the titans. Thanks ro
help of mortals like the Shelzari, the gods were
winning — and would soon emerge victorious
over their titanic parents.

The gods remade the world after the wreck of
the Titanswar, shaping it as best they could roundo
the damage wrought in that struggle. Although
they were at times successful in their efforts, they
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could not completely repair the catastrophic de-
struction. Scarn had become the Scarred Lands
and, despite the best intentions of even the gods,
not all of the damage could be undone so easily.
The gods appeared to the many nations of world
and told them that the old world was no more. A
new one was dawning and they were invited to
participate in its forging. By allying themselves ro
the gods, the mortal races would have the chance
to influence the future. In a way that the titans
never did (or could), the gods trusted and de-
pended on mortal beings. They not only needed
their worship — they needed their assistance.

Elz and Shelzar

The damage done by the Titanswar was im-
mense. No region of Ghelspad had escaped
unscathed, and no less the Seven Cities of Elz.
Many of them had been destroyed outright by the
war. Some had been swallowed up by the growth
of the Sweltering Plains. The ruins of these once-
proud and decadent cities can still be found to
this day, beside the even more ancient ruins of the
Empire of Flame, Now inhabited by all manner of
foul beasts, they are a common destination for
adventurers and treasure seekers, as well as would-
be rulers, who see in these desiccated ghost towns
the possibility of renewal — and the power that
goes with it. To date, none have succeeded in
reclaiming any of the lost cities of Elz, although as
recently as a century ago a warrior from Calastia
named Nils Aiman attempted to do just that.
However, Aiman was never heard from again
after he entered the ruins of Wahid.

Of the original Seven Cities, only Shelzar
and Elz remained after the conclusion of the
Divine War. Elz was ashadow of its former self. Its
population had declined drastically, and it had
suffered mightily from numerous invasions and
assaults. Somehow it had survived, though, bat-
tered and beaten. Without the aid of the genies
on which it had previously depended, the stan-
dard of living in Elz had declined considerably
and its people could no longer afford to lead the
lives of luxury and vice that had once been their
birthright. A distant relation of the last Sultan of
Elz had been acclaimed its new ruler. Named
Utbasim, he promised to restore the glories of the
Elzan Empire and to reassert his authority over its
former territories. This boast raised the morale of
the people of Elz, but it was pure fiction. The
likelihood of Elz ever truly reclaiming its lost
heritage was small.

Shelzar, meanwhile, had come out of the
Titanswar beaten and bruised as well, but stron-
gerforit. The city never suffered adirectatrack by
any of the armies of the titans. lts industries and

commerce did not depend as heavily on geniekind
as had those of Elz and the other Seven Cities.
Thus, while it suffered, it did so less than that of
other cities in the region. Moreover, the volume
of trade with the rest of Ghelspad increased dur-
ing the war, as Shelzar was the only major port
city on the southern coast of the continent not
regularly threatened by titanic forces. In addi-
tion, the city accepted refugees from all over the
south, as well as the governments-in-exile of
dozens of city-states and nations. Within its sturdy
walls, Shelzar could now boast that it was “host to
the world.”

Rather than crumbling beneath the weight
of these responsibilities, Shelzar endured. Cer-
rainly, the city had changed; there could be no
way to avoid that under the circumstances. Dur-
ing the darkest days of the Divine War, even the
Shelzari could ill afford to devote themselves to
debauchery and physical pleasure. Yet they
proved themselves to be not nearly as soft and
ineffectual as detractors had claimed they were.
Something of the old Hazari discipline still re-
mained in these people, and they withstood the
dangers of the Titanswar as well as anyone. The
priesthood of Enkili certainly aided them in this,
with its constant exhortations to trust in fate
and to take bold action when all else seemed
hopeless. If it were possible, the Shelzari became
even more devored to the Jester, whose cult had
become nearly a state religion.

In time, though, Shelzar did return to its old
ways. Merchants remained the single greatest
body of power within the city, with the priest-
hood of Enkili being nearly as vital. Together,
these two groups formed a new government, a
council composed of members who, in principle,
were elected by the upper classes of Shelzar, but
who in pracrice generally purchased their posi-
tions with money or favors. No one minded, since
the council and its leader, the High Minister of
Shelzar, made every effort to spend lavishly on
public works and entertainments. Spectacles of
all sorts, as well as exuberant galas, marked daily
life in Shelzar for years after the conclusion of the
Divine War. It was for this reason that the High
Minister gained the title “Most Gracious Host,” a
testament ro his willingness to spare no expense
where pleasure was concerned.

The Final Blow

While Shelzar recovered its footing, Elz lan-
guished in despair. The Elzan people grew to
resent the Shelzari and to see them as traitors for
having abandoned the empire during its time of
need. When the Calastians began their expan-
sion in the first century after the Divine War, the
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Elzan Sultan cultivated their friendship. He even
encouraged the Calasrians o set up outposts in
the region, suggesting that Elz would welcome
them as guarantors of stability. The Sultan even
implied that Elz would aid Calastia in putting
down the intermittent uprisings that occurred
along its borders with Zarhiske. The Zathiskans
had always hated the charduni and to them the
Calastians were little different, no matter what
their race.

Where once the Elzan had been known for
their diplomatic savvy, however, they were now
the dupes. The Calastians accepred the Elzan invi-
tation and marched into Elzan territory —and did
not stop. They took both Zathiske and Elz in a
single campaign. Neither of these states could offer
much in the way of resistance. Both were in fact
stunned that the Calastians would make a move
against them. In principle, the Calastians had not
conquered either state. They (and their armies)
were there simply as “advisors” to the legitimare
governments. The Zathiskans, naturally enough,
would have no truck with such duplicity and at-
tempted to overthrow the invaders. The Calastians
responded by seizing all power in the state and
incorporating Zathiske into their empire. The
Sultan of Elz took note of this and accepted
Calastian hegemony as the price of his folly.

Now, Elz is an unimportant provincial city
that few visit, let alone speak of — the last gasp,
as it were, of the formerly glorious Empire of Elz.

Calastian Interest

The Shelzari narurally assumed that the
Calastians would soon turn their eyes toward the
City of Pleasures, but they did not. The Calastians
found Shelzar far too useful as an independent
city-state. For one, even the Calastians depended
on the trade generated by Shelzar. They under-
stood enough that any attempt to conquer the
city would disrupt commerce, which they could
ill afford. Moreover, the Calastians feared thar a
move against a city as large and generally beloved
as Shelzar might stir up widespread antipathy
against them. With the Zathiskans already in
more or less continual rebellion against them, the
Calastians felt it best to leave Shelzar alone.

This caught the Shelzari by surprise, but they
chose to look upon it as yet another example of
Enkili’s patronage of the city. The Storm God/
dess had helped them so often in the past that it
was easy for them to see this turn of events as a
result of Enkili's intervention. Even so, Shelzar
remained wary of the Calastians, especially when
they expressed an interest in establishing a per-
manent embassy in the city. The Shelzari
government rightly suspected that there were
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ulterior motives behind the Calastian interest
and politely refused. The Calastians did not take
this refusal well, but neither did they exact re-
venge for the diplomatic slight. Instead, they
simply turned their attentions elsewhere, for they
had enemies and rivals enough all across Ghelspad
who also demanded their attention.

__ TheModemAge

Within the last generation, a semblance of
peace has settled across Ghelspad, but, of course,
it is just that — a semblance. The Druid War, for
example, proved that the servants of the titans
were not as distant as many had convinced them-
selves. That war also showed the depths of
depravity to which the Calastians were capable.
Rather than fight against the titans for the benefit
of all, King Virduk withdrew his forces to defend
his empire, with dire consequences for the rest of
Ghelspad. The Druid War was just a taste of
things to come. Albadian barbarians and the
Blood Monsoon both took their tollon the Scarred
Lands. The illusion of peace into which many had
bought was shattered, and the continent once
again braced for changes of a violent sort.

An Uncertain Future

In the last ten years, Shelzar has enjoyed good
relations with its neighbors and has continued
trade with the rest of Ghelspad. The Blood Mon-
soon and the appearance of pirates along the
southern coast have been a cause for concern, but
neither has proved an insurmountable difficulty.
The Shelzari have learned to trust in Enkili and
that faith has given them a remarkable resilience
in the face of adversity, not to mention a boldness
(some would say foolhardiness) second to none in
the Scarred Lands.

Nevertheless, storm clouds not of Enkili's
making are on the horizon. Zathiske is once again
restive and another of its periodic fits of rebellion
is again taxing the Calastians. Zathiskan rebels
have been operating near Shelzar, using the City
of Pleasures as a base from which to get supplies
and other support. Some of these rebels have
gotten the ear of members of the City Council,
appealing to the Shelzari’s common heritage with
them (while downplaying the hatred the
Zathiskans have always displayed roward the
“decadent” Shelzari). These diplomatic efforts
have been only somewhat successful: the
Calastians recently pressed their desire once again
to open an embassy in the city, and the City
Council has acquiesced. Their agreement has
resulted in no small part to the efforts of Ayshella,
High Priestess of Enkili, who lobbied (and more,

Ly (W L W L A S



some claim) Minister Fratreli to allow the
Calastians a place among the embassy of other
Ghelspadian nations. Ayshella’s intention in this
matter remains unclear to all, including other
members of her clergy. Meanwhile, Virduk of
Calastia clearly does not trust Shelzar, fearing
that it might make common cause with the
Zathiskan rebels. For this reason, there is periodic
violence between Shelzari and Calastian nation-
als in the city, usually during the high holy days of
Enkili when rabble-rousing priests and other pro-
vocateurs remind the people of the Chardunite
sympathies of Calastia. High Minister Fratreli has
tried todownplay these incidents, as has Ayshella.

Beyond all this, there is recent evidence of
covert unrest within the city. Remnants of the
old Hazari sect persist. While their leader, who
styles himself a Sultan, is little more than an
affable philosopher, a certain group of hard-
minded devotees are not quite so forgiving of
how badly they have fared in the long centuries
since Shelzar rose. These fanatics have not yet
acted against the City Council or any other
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prominent members of the city, but it is likely
only a matter of time before they do. Likewise,
titan-worshipping cults have been reported in
several places, and crime syndicates use Shelzar’s
open-mindedness to mask criminal activities
such as slavery and worse.

Despite these challenges, Shelzar yet remains
the Jewel of the South —a vibrant, energetic city
where anything is possible if one knows the right
people, is willing to take some risk, or has the cash
to afford it. While more stolid nations may dis-
dain the Shelzari as little more than deeply
debauched hedonists, they often forget the im-
portant role that the city has played throughout
the history of Ghelspad. Time and again, it has
shown itself to be rhe fulcrum of great events. On
a few occasions, the Shelzari have been nothing
short of heroic, providing aid and succor to their
fellow beings at great cost to themselves.

The foolish man sees only what he wants to see,
runs a Shelzari proverb. These words might have
been spoken about the City of Pleasures itself,
and they apply now more than ever.
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To the Tahabitaats of the reskof the Scarred Lands,
Shelzar is simply the City of Pleasures, What more need
be said? Renowned for its decadence and debauchery,
Shelzar is — depending on one’s point of view — either
a dream come true or a nightmare given form. Shelzari
are certainly among the most open-minded and hedo-
nistic people in Ghelspad, true, but that is not by any
stretch the full extent of their character. Outsiders
forget that Shelzari are, in their own way, as devout and
pious as any stern devotee of Hedrada or upstanding
minion of Corean. The worship of Enkili suffuses almost
every aspect of the city’s life — good, bad, and even
indifferent. To forget this fact is to lose the context in
which Shelzar's zest for life takes place.




Shelzar is also an ancient city: “Half as old as
Scarn,” so the saying goes. Its oldest buildings and
structures have seen more years than many na-
tions in the Scarred Lands. Shelzar has survived
the rise and fall of empires, religious disputes,
even the Divine War, and its architecture has
withstood them all. Its people are not just self-
absorbed sybarites (although many are that as
well); they are heirs to a culture and a society
whose age dwarfs that of the Calastian Hegemony
or even Vesh. There are few settlements in
Ghelspad that can boast of their accomplish-
ments as loudly as Shelzar.

This chapter describes the City of Pleasures
from the ground up, concentrating on the indi-
vidual buildings and places that make this city the
Jewel of the Scarred Lands. Far from being a one-
rrick pony, Shelzar reveals itself as a complex and
culturally rich place, where even the pursuit of
bodily pleasures is not just an end in itself bur the
gateway to an understanding that many thought
lost millenniaago. Shelzar isa link toa time when
mortals looked forward to each dawn as a harbin-
ger of newer and more pleasurable experiences.
Rather than dreading the future, the Shelzari
embraced it. To enter Shelzar and explore its
locales is to see the Scarred Lands from a radically
different perspective. Who, in this dark time,
cannot see value in that!
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The Shadhi
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The sprawling Shadhi district is home to the
vast majority of Shelzar’s poor and working-class
citizens, the unfortunates who slog away every day
just to make ends meet and who more often than
not failing to do so. The houses here are the
ancestors of the rundown shacks that once housed
slave workers centuries ago. Over the years, they
have been added to, joined together, and split
apart with such little regard for planning or effi-
ciency that the entire district is a labyrinth, often
requiring one to travel through several people’s
courtyards to reach his own front door. A few years
ago, in an effort to improve the appearance of the
city in anticipation of a visit from King Virduk of
Calastia, Minister Fratreli had the hovels painted
in bright, cheery colors, granting a strange beauty
to the otherwise dilapidated neighborhood.

Some of the non-player characters have
levels in the Shelzari knife-fighter (knf; see
Chapter 4) and the Shelzari eroticist (ser; see
Players Guide to Wizards, Bards and Sorcer-
ers). The eroticist levels can be ignored if the
Players Guide is not available.




In most other cities, this district would have
been cleared out many years ago, and there are
many in Shelzar who are quite vocal that this
should be done to make room for better housing
— people who would be more than happy to see
the whole place burned to the ground. So far, the
residents of Shadhi have been extremely vehe-
ment in defense of their rumbledown homes,
rightly fearing that without other available space
in the city proper they will be forced to make their
homes outside the city in the shantytowns of the
destitute. There have been numerous violent
incidents in rhe area of late. Many fear thar the
Shadhi situation is a disaster waiting to happen
and that riots or worse are soon to come.

Brothels and Gambling Houses
1. Shifty Saed’s Floating Dice Games

Shifty Saed’s Floating Dice Games has no
permanent location, instead setting up shop in
cellars, back-rooms, stables, alleys, anywhere
where a few dozen men and women can gather
round a clear space on the floor and where Saed
canstay one step ahead of the Sa’an Cartel. Saed's
game can always be found somewhere in the
Shadhi district, generally no more than a few
blocks from the location indicated on the map.
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Saed (male human, Com4/Rogl/Expl, LE) was
a member of the Sa’an Cartel until last year. He
lacked the cut-throat attitude and raw talent nec-
essary to excel in the Cartel, and he knew it.
Seizing upon a rare opportunity, he killed a fellow
thief and made off with a sack of booty, hoping to
use the loot to escape Shelzar and live a life of
luxury perhaps in Fangsfall or Rahoch — or any-
place else for that matter. Unfortunately for Saed,
most of the loot turned out to be worthless, leaving
him with a mark on his head and just enough cash
for the stake in setting up the craps game,

Contrary to his name, Shifty Saed actually
runs an honest game, at least by Shelzar standards.
Any cheating is dealt with swiftly — and perma-
nently — by Ayes (male human, War6, LE) and
Berg (male human, War4/Rog3, NE), two muscle-
bound thugs who rarely stray further than a few
paces from Saed. However, Saed has been known
to have the two thugs pay a “friendly” visit to any
big winners following a game, just so they know not
to come back....

Saed is trying to save up enough cash to ger out
of Shelzar, but expenses keep cropping up that eat
away at his savings. He can feel the Cartel getting
closer and is starting to get desperate.



2. Xharen's House of Pleasure and Pain

Shelzar is home to numerous brothels and hasa
reputation for catering to every possible perversity.
Xharen's House of Pleasure and Pain is proof that this
reputation is well deserved. Owned and operared by
a creepy little man named Xharen (male half-elf,
Exp4/Sor4, CN), this establishment caters to those
who believe thar true pleasure can only be appreci-
ated in relation to its opposite — extreme pain.

Xharen's employees are all well versed in a
numberofdifferent techniquesdesigned to heighten
the pleasure of his patrons through the appropriate
application of just the right amount of pain. While
the vast majoriry of the House's clientele are inter-
ested solely in experiences of a sexual narure, they
are not the only people who patronize this busi-
ness. There is a notable minority that savors other
sorts of pleasures just as readily as sado-masochistic
sex. For them, a fine wine or a well-cooked meal
can be every bit as pleasurable as an evening of
physical debauchery under the tutelage of a half-
orcish dominatrix, especially when it is leavened
with a little pain as well.

Xharen has made certain to provide outlets for
these more refined sensibilities, keeping a full staff
of cooks, a vintner, musicians, artists, and numer-
ous orther specialists. All of these individuals are
trained in the same underlying techniques as the
prostitutes and masseurs of the House. They offer
plenty of diversions for those who, for instance,
think drinking ale laced with strychnine (quickly
followed by an anridote) makes ones more appre-
ciative of the heady bouquet of a nice Calastian
liqueur afrerwards. Strangely, Xharen’s House of
Pleasure and Pain is reasonably well regarded in
Shelzar. This is probably a testament to the refined
status of many of its patrons. While many Shelzari
personalities are rumored to partake of Xharen's
more banal services, there is even better evidence
that some of the city’s most elevated individuals
(such as Ayshella, High Priestess of Enkili) have
paid extended visits to the House to sample its
unique offerings. This is understandable. Even in
the City of Pleasures, there mustalways be room for
a little pain. If that pain aids one in enjoying
Shelzar'’s other joys, all the berter.

Temples and Shrines
3. Shrine to Hedrada

There are two major sites of worship dedicated
to the Lawgiver in the city. The first is the temple
on Enkili Way, and the second is this small shrine
builr into Hedrada'’s Gate. This shrine is actually
the main center of worship for Hedradans of the
Shadhi district, who often have too much work to
do to trudge all the way to the main temple.
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The shrine itself is quite simple. An image of
Hedrad is carved into the stone, a bronze bowl held in
a single outstretched statuary arm. During services,
the bowl is filled with oil and is then lit, and parish-
ionets drop offerings to the lawgiver into the flames.

Services are rare here, however, and when
they do occur rhey are normally presided over by a
devout and learned layperson rather than an offi-
cial representative of the church. Such communirty
members receive special training from the church
and are sanctioned by the priesthood before they
are allowed to preside.

4. Shrine to Madriel

Through fire, famine, war, empires, invasions,
and uprisings, a shrine to Madriel has stood on this
site for hundreds of years. In fact, Madriel's was the
first shrine built in the city after the Hazari allowed
the worship of other gods and faiths than their own
during the time of the Ledean Empire. Despite this
history, though, the worship of Madriel has never
spread beyond the common folk and peasantry.

The current shrine suffered much damage dur-
ing the Divine War and is still in quite poor shape.
Without the support of wealthy parishioners, re-
pairs and maintenance to the shrine are carried out
by skilled worshippers. Work on the building con-
tinues slowly, but almost continuously, day in and
day out. [t is not atall uncommon for services to be
conducted to s chorus of hammers, workmen’s
shouts, and chisels.

Miramon, the priestess of Madriel (female hu-
man, Clr6, NG), refuses to have the door of the
building replaced, maintaining that there are no
barriers to the worship of Madriel. She offers her
blessings and services to any and all who enter the
shrine regardless of their faith, although she does
require a donation for healing, a donation that
tends to be a substantially larger amount for non-
Madrielites than for the devout.

5. Shrine of Drendari

Perhaps unsurprisingly, Shelzar is home to in-
numerable thieves, bagmen, and cutpurses, in
addition to even more sinister criminals. It is little
wonder then that there is a shrine to the demigod-
dess Drendari in this district. Overseen by Ikrah
Raydeer (female human, Clr6/Rog2, CN), the shrine
is dedicated to the goddess in her aspect as the
Mistress of Shadows and Patron of Thieves. Despite
the relarive impiety of those elements served by the
shrine, its weekly rites are well atrended. Perhaps
unsurprisingly, the shrine is very well maintained
and apportioned, thanks in no small part to the
“gifts” that its supplicants leave for the priestess asa
show of their devotion to Drendari. (Ikrah Raydeer
also doubles as a fence for her flock.) Many of the
items the local thieves steal pass through her hands
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before being sold illicitly. The shrine takes a cut of
the sale, which the priestess uses to improve the
building's appearance, and the remainder of the
money goes back to the thief who brought the stolen
goods to lkrah in the first place. This arrangement
has worked very well for several years, but the local
authorities have begun to suspect Raydeer’s in-
volvement. Thus far, they have not acted against
her for fear of causing a religious incident, but they
may soon have no choice. Should that come to pass,
the priestess can rely on many local thieves to
protect and support her, since they depend on her
for material as well as spiritual services.

Inns, Taverns, and Restaurants
6. Ehrbar's

Officially, this tavern is known as the Laughing
Djinn, but everyone just calls it Ehrbar's after its
owner and host Jaman Ehrbar (male human, War5/
Exp6, NE). Ehrbar's thick middle and bald head
belie his formerly trim physique and good looks.
Before an injury consigned him to the life of a
tavern-keeper, he wasa member of the city watch—
“in the old days, before they became a laughing
stock” — and was known for his rough-and-tumble
approach to policing the city. He was one of the
toughest towalk the beat, and in fact isimmortalized
in local watch lore by an exceptionally tough region
of the Maze which they refer to as “Ehrbar’s Patch.”
He is always ready ro wade into an altercarion with
his talented fists, and he keeps his old battle-notched
scimitar sharp and ready behind the bar at all times.

Ehrbar’s is the wildest spot in the Shadhi, a
place where the workers and common folk come to
blow off steam and drink themselves stupid. Never
does a night go by without several fights breaking
ourt, and Ehrbar quite sensibly fits the place out
with only the crudest, simplest, and above all
cheapest furniture, such as long trestle tables and
peg-fit benches. A couple of planks fastened across
a pair of upturned barrels serves as the bar itself.

No matrer how loud, wild, and out-of-control
the place gets, the authoritiesrarely intervene. Ehrbar’s
history grants him a certain leeway with the watch,
and, in any case, most reckon that it's better that the
peasants waste their time and energy drinking and
pounding on each other than rising up in rebellion.

7.The Golden Triangle

Named for the fertile region thar provides the
city’s bounty, The Golden Triangle is a rather
nondescript restaurant and tavern. What sets it
apart from the normal run-of-the-mill tavern is
that the proprietor Duncan Rego (male halfling,
Exp7/Rog2, NG), serves no imported food whatso-
ever. Only food grown, caught, or harvested in
Shelzar is prepared in Rego's kitchen.
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Rego is a rarity in Shelzar. Although many
Shelzari halflings work in restaurants and taverns,
few own their own businesses. Rego runsa right ship
and is noted as something of a tyrant among his staff,
but the food is good, the portions plentiful, and Rego
makes it a point to visit personally with every guest.
He has an incredible ear for names and a knack for
recalling personal details: once someone eats at his
table, Rego never forgets any personal detail they've
discussed. While he isn’t in the business of selling
information, his jovial and outgoing nature makes it
rather easy to glean information from him about
guests both past and present.

8. The Serpent Pit

Despire its name, the Serpent Pit is a reason-
ably high-class tavern, at least by the standards of
the Shahdi District. Owned and operated by an
attractive middle-aged woman named Suhah Bara
(female human, Exp3, CN), the Pit caters primarily
to visitors from other realms who wish to take ina
little of the local ambience without having to
contend with the seedy dives that are more typical
of the district. Suhah herself is a lively, jocular
woman, who enjoys flirting with her customers and
implying that she is a devotee of the more exotic
rites of the worship of Idra. While this is not true
(she in fact worships Enkili, like most Shelzari),
her pose is popular with the patrons of the Serpent
Pit, who flatter themselves to think they have
caught the eye of the aging beauty.

The inn’s name derives from its other attrac-
tion, a large open pit in the center of the dining area
where numerous snakes and serpentine creatures
slither and crawl over one another. The writhing,
undulating mass of scales is lit only by torchlight,
adding to its strangely hypnotic effect on many
watchers. None of the snakes is poisonous, which is
fortunate, since drunken revelers have occasionally
fallen into the pit, much to their chagrin and the
amusement of other patrons. Every few days, Suhah
employs a snake charmer to entertain her guests.
The show is usually very well attended, attracting
many people from the district who otherwise cannot
afford the upscale prices of the inn.

9.The Devil's Head

Themed taverns are a proud Shelzari tradition.
Many of the city’s inns and bars distinguish them-
selves from their competitors by offering something
unique or unusual that others do not. If these
offerings prove popular enough, the taverner might
decide to expand his repertoire with more of the
same, or to bring in other attractions in a similar
vein. The Devil's Head is a good example of this
practice. Years ago, an adventurer from outside
Shelzar (no one remembers his name or his place of
origin) entered this inn carrying a large leather bag.
The adventurer became intoxicated and stumbled
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out of the bar, leaving it behind. Since there wasno
way to find him again, the bartender took the bag
and opened it, only to find the bloodied, decapitated
head of some fiendish creature. He assumed it was a
devil or demon and recoiled in horror. Tales of the
devil’s head quickly spread throughout the district,
and the curious flocked to the inn to take a look at
it. Knowing a good thing when he saw it, the inn’s
owner had the head stuffed and mounted above the
bar, where it hangs to this day.

Although the identification of the head with a
devilisstilluncertain (and the head isnow toofar gone
to identify it with certainty), the inn's name stuck.
Qver time, the inn started to alter its décor along a
fiendish theme, wirth statues of devils and painted
flames on its wooden walls. There is very little truly
sinister about the place, however. The owner of the
Devil's Head is Faahir Baaza (male human, Exp3, N),
a worshipper of Denev and an extremely thoughtful,
even gentle man. Baaza is coy in providing details
about himself, though, preferring to seem mysterious
in order to add to the mood of his inn.

10. The House of Ismman Mamer

Coffee has become quite the rage throughourt
Ghelspad, flowing from Termana through trade routes
maintained by House Asuras. This coffee house is a
seedy little place, with very little to recommend it
except the company. The coffee is generally of poor
quality and the service even worse, but its patrons are
amongsome of the most interesting and unusual in all
of Shelzar. Isman Mamer (male human, Com3/Exp2,
CN) fancies himself an intellectual, although in
point of fact he is little more than a dilettante. He
dabbles in philosophy, theology, history, and adozen
other subjects, none of which he knows well enough
to qualify as a true expert.

What Isman lacks in his own education, though,
his patrons more than make up for. His coffee house
is the closest thing the Shahdi District has to a
literary salon. Scholars, sages, and loremasters from
across the city congregate here to talk, to debate —
and to complain about the coffee. No one remem-
bers how it was that Isman managed to turn his
shabby little coffee house into a meeting-place for
many of the foremost minds in Shelzar, but there is
no question that this is now the place to be if one
values good conversation and intellectual repartee.
It also happens to be an excellent place to learn
interesting rumors and tales from across Ghelspad.

Civic and Governmental
11. Shadhi District Office of Governance

The Shadhi district commissioner, “Shayk”
Sala Mei (male human, Ari2/[Exp6, NE), has the
odious and virtually impossible task of keeping
order in the Shadhi district, and ultimately of
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clearing people out of their homes to make way for
new construction within the city walls. Unfortu-
nately for him, the people of the Shadhi, while
generally poor, are quite proud and are not easily
shifted from their homes. There has been much
unrest in the region in the past few months.

Luckily for the folk of the Shadhi, Sala Mei is
inherently lazy and shiftless. He abhors work. He
rarely visits his office in person, leaving the running
of affairs to his underlings who, lacking the power
to enact any of the mandates of the office, take
every opportunity to line their own purses and shirk
what little work they are able to do. Sala Mei
himself is actually rather poor by Shelzari stan-
dards, lacking even the ambition to run a profitably
corrupt office. He prefers to spend his days in idle
luxury, normally as someone’s guest, trading on his
questionable connection to ancient Elzan nobility
to bolster his host’s reputation.

Shayk is an ancient Elzan title somewhat analo-
gous to duke. The shayks of Elz were the wealthiest
and most powerful nobles in the Elzan Empire,
second only to the Amyr himself. Sala Mei is a
distant cousin of the Muhazad family, descended
from the most powerful shayk in the empire. The
title of shayk is now almost meaningless in Shelzar,
though, and Sala Mei's claim to the title is a tenuous
one, but he enjoys the small degree of respect thar it
grants him and so wears it with grear pomposiry.

] 12. Tax and Import Office

Compared to many cities, Shelzar has a surpris-
ingly small government and a minimal bureaucracy.
This is precisely how most Shelzari like it, especially
the powerful merchant houses that control most of
the commerce. Even so, there is no escaping the long
arm of government, even, in such a chaortic city as
Shelzar. Perhaps the most dreaded branch of thar
government is the Tax and Import Office, placed
here in the Shahdi District to keep it our of sight of
the wealthier and more influential residents (who
end up paying the bulk of its levies).

The Tax and Import Office, as its name suggests,
oversees the taxation of all goodsand imports into the
city. The head of the office, Wasood Hakr (male
human, Ari2/Exp2, LN), is very devoted to his duties.
Under his regime, the office has stepped up its collec-
tion processes, hiring soldiers and local toughs to act
as its minions. When an individual is overdue in
paying his taxes, Hakr sends out his collection agents
to remind them of their obligations to Shelzar. These
agents do not hesitate to use threats, intimidation,
and even physical violence in dealing with delin-
quent taxpayers.

Needless to say, Hakr has simultaneously earned
the approbation of the City Council and the enmity
of virtually everyone else. The Council does not
publicly endorse Hakr’s methods, but neither have
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they condemned them. They cannot afford to alien-
ate the merchant houses, so they keep their support
for Hakr silent. Still, there is no denying that the
office now runs more efficiently than ever and gen-
eral revenues to the city’s coffers have increased
noticeably as a result of Wasood Hakr's “reforms” of
the collection system.

Of course, Hakr has an ulterior morive in insti-
tuting these improvements at the Tax and Import
Office. Shelzari take it as given that government
officials will shave a percentage of all taxes off the top
for themselves. This is considered neither illegal nor
immoral. In fact, Shelzari consider such acrions more
along the lines of a “commission” for a job well done.
[f an official can find a way to coax more money out
of the citizenry, he is performing his duries efficiently
and so should be rewarded for his efforts. Hakr is no
different and is enriching himself mighrily. In the last
few years alone, he has amassed a significant fortune,
purchasing a nice home in Old Town and acquiring
a wife from an old family of noble Elzan blood.

Merchants, Equipment, and Services
13. Kubisz's General Supplies

Jah Kubisz (male human, Exp9, NG) is a rarity
in Shelzar, an honest merchant who deals fairly
and openly with the people of the Shadhi. Mind
you, he isn't above a little price-gouging, or even
short-weighing strangers or the more successful
merchants with whom he occasionally deals.

Kubisz's Supplies sells mainly rhe everyday
tools and goods that the people of the Shadhi
require, but he also deals in a wide array of magical
trinkets and talismans. These larter items are al-
most uniformly useless, but he has unknowingly
sold a few real magic items for virtually nothing.
Anyone casting detect magic in Kubisz's shop may
be in for a very pleasant surprise indeed.

14. Jamjoud's Historical Curiosities

In a city with as long and as illustrious a history
as Shelzar, it is little wonder that its cirizens have
taken more than a passing interest in that history.
Most Shelzari are at least cursorily acquainted with
Shelzar's past. [t is both a point of pride for them and
a means of emphasizing their superiority over the
poor, benighted souls from “less sophisticated” soci-
eties, Indeed, it is a common rhetorical tactic of
Shelzari orators and debaters to bait their opponents
by denigrating other societies as less civilized than
their own. This tactic rarely succeeds in doing any-
thing other than angering the other party involved
— which is usually the intention.

Of course, Shelzari also demonstrate their love of
the past in more concrete ways. One such way is
through the collecting of historical curiosities of vari-
oussorts. Whether they are bits of ancient potrery, old



coins, weapons, or even the ashes of famous people
(which is considered by most Shelzari to be in poor
taste, although it is not technically illegal). Conse-
quently, curiosity shops, many of which do a thriving
business, are common throughout the city.

Jamjoud Taleef's curiosity shop is by far the
largest in the Shahdi District. Thisrat-warren isin fact
comprised of several small buildings joined by a series
of catwalks and tunnels, and it contains innumerable
pieces of old junk — the detritus of ancient civiliza-
tions — along with a handful of rare irems of great
value. Jamjoud (male human, Exp7, CN) issomething
ofarogue. Heregularly cheatshiscustomers by passing
oft worthless rubbish as historical treasures. However,
he also has a genuinely deep and abiding interest in
history. If he encounters someone else who seems to
hold the past in the same reverence, he is less likely to
chear them, although he remains thoroughly untrust-
worthy in almost every other respect.

If a client is willing to pay his exorbitant fees,
Jamjoud will do his best to provide her with what she
wants. His shop has a little bit of everything in it,
including magical items from as far back as the Empire
of Flame. Most of his customers, though, are notreally
interested in anything more than small mementoes,
which he gladly provides ar a premium price.

Recently, several different groups have ap-
proached Jamjoud, each of them believing he possessed
an item they called “the Iron Flask of Yazeem." These
groups never identified themselves nor explained just
what the item was or why it was so valuable. This has
piqued Jamjoud’s interest, and he is said to be looking
into the marrer to find a way to cash in on these
unusual enquiries.

15. Bannjya's Fortunes

Shelzari have an unusual attitude toward the
concept of fortune telling. On the one hand, their
devorion ro Enkili reaches them thar the future can-
notbe predicted: todoso is to tempt fate, and suggests
that one does not trust in the providence of the
Trickster, whose guiding hand is said to have steered
Shelzar on the proper course at least since the time of
the legendary Ghurika. Yer, there is no denying thar
the Shelzari, like many other peoples, nevertheless
have a deep and abiding interest in prophecies and
divinarions. For rhar reason, fortunetellers can be
found throughout the city. No devout follower of
Enkili would suffer being seen to patronize them, of
course, which is why such establishments are usually
located in discreet, out of the way places, to better
protect the identities of their patrons.

Banniya's Fortunes is very different. The pro-
prietress, Banniya Jumal (female human, Exp4, N),
is 4 plain woman of middle years who has proudly
established her business on a main street of the
district and advertises her services on a sign thar
hangs outside itsdoor. Whereas other fortunetellers
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cater to their clients by relling them only goad
fortunes, Banniya is well known as a doomsayer.
Her fortunes are always black and gloomy, with a
hefty dose of death, destruction, and dismember-
ment. They are also nearly always true — or so say
her devotees, which are legion.

The irony, of course, is that Banniya is 4 con
woman, a gifted actress and stage magician who uses
her considerahle skills in these areas to enter a
“trance” and “predict” the future for those who pay
her rather exorbitant fees. She claims to have the
blessing of Enkili for her gifts, which is why her
predictions are always woeful. The priesthood of
Enkilidoes notcondone her claims, yet cannotdeny
that there is an uncanny accuracy to her prognosti-
cations. Banniya is as baffled by this as anyone and
has begun to believe her own sham prophecies,
which only adds to her appeal. Daily, Shelzari who
wish to know the dire events in their immediate
future flock to her shop and pay for the privilege of
hearing her tell them of their imminent ruin.

16. Kaziri the Poet

Alat Kaziri (male half-elf, Brd5, CN) is a poet
for hire —but not avery good one. His relative lack
of skill is precisely the reason why he has had to set
himself up in the Shahdi District in the first place.
He was previously employed by the City Council
to write paeans to its glorious members on public
occasions. His inability ro do so in a fashion pleas-
ing to the Council (or to anyone else for that
marter) led to his dismissal. With that black mark
on his good name, no one would hire him, at least
not anyone in the more refined parts of town.

Now, Kaziri is reduced to writing bawdy drink-
ing songs and insipid love poems for dirty old men
looking to bed their neighbors' wives. The sad fact
is that, as much as he hates doing so, Kaziri is much
better suited to this than he was working in polite
society. His vulgar songs are extremely popular
and, judging from the number of divorce proceed-
ings in recent weeks, his love poems have had their
desired effect as well. Even so, Kaziri dreams of the
day when he mighr again undertake more lofty
subjects, and he will try his best to convince
anyone who has connections among the upper
classes of the city to let him do just that.

17. Amirani’s Rugs and Carpets

The intricately woven patterns of Shelzari rugs
and carpers surpass even those of Zathiskan origin,
which are the only othersuch items to compared with
them in the Scarred Lands. What today are called
“Shelzari rugs” were once more commonly known as
“Hazari rugs,” and some of the more conservative
cultures of Ghelspad still call them such. This is
because the ancient Hazari sect pioneered such rugs,
whose beautiful swirling patterns were intended asan
aid to meditation. The original purpose has been all
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but lost, yet the art of creating the rugs has survived,
becoming ever more elaborate and complex. Thishas
only made the rugs even more valuable to collectors
and connoisseurs as far away as Darakeene.

Shaz Amirani (male human, Exp2, CG) is the
proprietor of this shop, which he inherited from his
father, who inherited it from his father—and soon,
for many generations. A member of his family has
been weaving rugs in the traditional Hazari way for
centuries. Shaz takes great pride in hiswork and isa
reasonably wealthy man, owing to his very exclusive
clientele. Despite this, he has not moved from the
Shahdi District, since that would mean abandoning
ashop his family has owned for as long as it has been
weaving rugs. Amirani’s Rugs and Carpets is a
fixture of the neighborhood and it is inconceivable
to imagine it anywhere else in the city.

( 18. Lateen Nu‘'mami’s Home

Lateen Nu'mami (female human, Ari2, NG) is
an aging beauty and the last surviving member of
what wasonce a powerful merchant house of Shelzar.
The Nu'mami were once influential enough ro hold
seatson the City Council, but they fell on hard times
during the Divine War. Since then, they have been
reduced to near-poverty (or what passes for such
among the wealthy). They sold rheir original resi-
dence in the Old Town and bought a home here,
where they slowly died out, leaving Lateen as the
sole member of the clan in Shelzar.

For a woman of middle age, Lateen is very
attractive. She is no match for the nubile Shelzari
women one can see on every street of the city, but
what she lacks in youth she more than makes up for
wealth and determination. With the last remnants
of her family’s fortune (which is still considerable
by most standards), Lateen has vowed to reclaim
the Nu'mami clan’s former grearness. She seeks an
equally ambitious young man of similarly noble
heritage to become her husband and partner, so
thar rogether they might rebuild the commercial
empire that she sees as her birthright. Thus far, no
one has taken Lateen up on her offer, which has
raised some suspicions. After all, if a wealthy and
attractive (if somewhat past her prime) woman is
unable to entice a man to marry her, something
must be wrong, mustn't it?

19. Najd Rajaami’s Home

This rundown home is the dwelling of a dwarf
called Najd Rajaami (dwarf male, Rog8, NE), who
is known locally as “the rhaat catcher,” because he
has made it his personal quest to capture the young
orphan children (called “rhaats” in Shelzari slang)
that live — some say infest — the district. These
children are more than just nuisances, since they
steal and cause all sorts of mayhem, which only
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adds to the repuration of the Shahdi in other parts
of the city. Najd originally hails from Burok Torn,
whence he journeyed over thirty years ago. He has
fully integrated himself into Shelzari society, adopt-
ing a Shelzari name and dressing like a traditional
member of the city's merchant class.

Najd claims that he has only the best interests
of the orphan children at heart, turning them over
to various charities throughout the city. The truth
is quite a bit grimmer: Najd is a slaver and sells the
children to whoever is willing to pay his price. A
great many of them wind up as prostitutes or
pleasure slaves in the homes of aristocratic Shelzari,
while others are trained as knife-fighters or sailors,
or in other similarly hazardous occupations. Najd
has made quite a living at his questionable trade,
although one would never know it by the looks of
his ramshackle home. In a few more years, he plans
to leave Shelzar with his wealth and return to
Burok Torn, where he hopes to make a difference
in thart city's continual war against the dark elves.

20. Wahid Majeef's Home

The Hazari sect has been more or less extinct
in Shelzar for many years. There are a number of
adherents to this ancient philosophy still in the
city, but they have next to no influence in the city.
Eventheircurrent leader Anssara Ishani (see Chap-
ter Four), despite his lofty title of “sultan,” is little
more than a curiosity in a city that long ago
consigned the Hazari to the dustbin of history.
Nowadays, most Shelzari are apt to believe that the
Hazari were a sect of puritanical fanatics who hated
pleasure and preached a soulless creed of self-
denial and discipline. While far from the truth, this
opinion is so widespread that to admit sympathy
for — never mind membership in — the Hazari is
to open oneself up to ridicule or worse.

For these reasons, the Hazari who remain in
Shelzar keep to themselves and rarely admit to their
affiliation. Wahid Majeef (male human, Exp5, LN)
is one such person. He was born into a family whose
connection to the Hazari dates back dozens of
generations, and he has never doubted the veracity
of the sect's reachings. Nevertheless, he fears that
his position as an aide to the City Council would be
jeopardized if his sympathies were revealed. There-
fore, he keeps his connection secret and aids other
Hazari who wish to do the same. Every Denday,
Wahid holds a gathering of Hazari from across the
city, who meet in his home to discuss their philoso-
phy and share news of mutual interest. Only about
30 Hazari regularly attend these gatherings, but
Wahid considers that a large enough number that
he claims that he is conducting “Council business”
on those days, a lie very few of his neighbors believe.
Most are instead convinced that he belongstoacult
of some sort — which isn’t really far from the truth,
at least from the perspective of most Shelzari.
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Places of Note

21. Old Gate

The Old Gate is, naturally, the oldest garte cur-
rently standing in the city. Its age and origin are
unknown, Local legend claims that the massive gate
was in fact built prior ro the founding of Shai al
Hazari. The legends say thar when Hakhiya Aboussa
and his Hazari disciples made landfall along the coast,
they found the Old Gate standing there on a
promontory without any indication of who had built
it or why. Hakhiya looked upon the gate and then
said, “This is our gateway to the future, my friends.
The Hazari havefoundahome.” Shelzar then grew up
around the ancient gate, which became its first and
most impressive entrance through its walls.

Whether or not this story is true, there is no
question that the Old Gate is impressive to behold. Its
praportions are immense — more in tune with giants
than with men. Standing over 25 feet tall, it looks
obviously out of place, since the wall that joins its
western side is considerably shorter than the Gate
itself, as if the early Hazari builders were either
unable or unwilling to extend the wall to the same
height. The Old Gate is the primary means of entry
for visitors from Zathiske and other regions of the
Calastian Hegemony. For that reason, it well pa-
trolled by mercenary soldiers and members of the
local constabulary.

22. Padaweh Gate

The old Hazari were greater lovers of learning.
They believed that virtue could be raught and thar
it was through education that the mortal condition
could be improved. Not long after the founding of
Shaial Hazari, they began constructing the Padaweh,
or University, which quickly distinguished itself as
one of the premier institutions of learning in
Ghelspad. Students at Padaweh were given instruc-
tion in mundane and magical subjects, since the
Hazari recognized arcane magic asan important tool
in the quest for enlightenment. At its height, the
Padaweh boasted some of the finest scholars in the
world. Their works and studies are still read today
rhroughout the Scarred Lands.

During the Divine War, the trustees of the
Padaweh did not believe that Shelzar was safe from
the depredations of the titans and their allies.
After all, Shelzar had not fortified its walls in
decades and its great population and economic
importance made it an obvious target for assault.
Against the wishes of the City Council, the
Padaweh's faculty and student body, along with
the contents of the university's great library, made
the overland journey to Elz, which the trustees
deemed safer because of its impressive fortifica-
tions and relative political insignificance.
Unfortunately for bath the trustees and rthose who
valued learning, Elz wassacked during the Tiranswar

and the transplanted Padaweh along with it. Most
of the faculty was killed and its collection of books,
codices, and scrolls was scattered to the four winds,
if nor destroyed as well. To this day, rumors circu-
late of scholars finding a cache of books from the
Padaweh in some far-off locale, but they rarely rurn
out to be true. There is periodically talk of refound-
ing the Padaweh in Shelzar. So far, such talk has
amounted to nothing, since the City Council has
little interest in diverting the necessary funds and
no private backer has yet appeared to do the same.

The Padaweh Gare is located very close to the
old university. Many of the buildings that once
stood in this area have since been torn down, but
several remain, now occupied by the usual assort-
ment of seedy taverns, dimly lit brothels, and
unsavory businesses. The Gate itselfis poorly main-
tained, since most traffic goes through either the
Old Gate or Enkili's Gate instead. There are a
handful of soldiers who guard the Gate, but their
vigilance is questionable at best.

23. Enkili's Gate

Enkili's Gate was until recently the primary
pgate by which most visitors entered the city. With
the construction of Newgate in the last five years,
thatrole is in transition. Nevertheless, Enkili's Gate
is in many ways the spiritual entrance to Shelzar, for
it exemplifies the ciry’s open-mindedness and tol-
eration. Unlike all the other gates in the city,
Enkili’s Gate has no doors to close against outsiders.
Instead, the gate is actually a giant archway joined
to the wall that symbolically welcomes all into
Shelzar, regardless of race or origin. To many, this
fits Shelzar perfectly and is a fitting monument to
the city's willingness to accept travelers from all
over the Scarred Lands. During the Divine War, this
willingness was put sorely to the test, as refugees fled
from the northand swelled the population of Shelzar
near to bursting. Despite this, the City Council
never advocated closing Enkili's Gate and it re-
mained open throughout the conflict.

Today, Enkili's Gate enjoys a lot of traffic,
especially from the direction the Sweltering Plains
and other regions to the northwest of the city.
Despite the avowed openness of the gare, both
mercenaries and local troops patrol it, although
there are far from enough of them to mount anything
but a token defense against any serious invader. The
archway is made of granite and surmounted with a
carved symbol of Enkili, as if to remind visitors that
the Trickster claims this city as her own.

24. Newgate

Five years ago a massive firestorm blew in from
the Sweltering Plains, withering fields, killing citi-
zens, and finally punching a hole through the city
wall. The dwarves of the Brunwyn Craft Guild
successfully lobbied the city to allow them craft a
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new gate rather than simply patching the wall, and
their work is a glory to behold. Intricate carvings
cover every inch of the grand gate, relating the
history of Shelzar from its founding to the present;
one single slab of stone has been left bare of any
carvings, commemorating the period Divine War
and the break between the old and the new.

The gates themselves are cut from two solid
pieces of granite shipped at the Brunwyn Guild's
expense from Burok Tom. Each weighs more than 15
tons, but one man can swing them easily and silently
open or closed — they are a true masterpiece and rhe
Guild’s greatest achievement to date. The price of
shipping the massive slabs for the gate from Burok
Torn ensured that the Guild suffered a financial loss
on the project, but the quality of the final product and
the subsequent increase in the Guild’s trade as a

result made it a worthwhile venture in their eyes.

L
‘ 25. Hedrada's Gate

The Hedradan church has a surprisingly de-
vourt and robust presence in the ciry of Shelzar, and
this gate commemorates the great contribution that
the Hedradans have made to the city over the years.
Inaddition ro the main Hedradan remple on Enkili's
Way near Shalamar, there is a smaller shrine to
Hedrad built into this gate, the favored place of
worship for Hedradans living in the Shadhi district.

26. Belsameth's Gate

This gate is similar in appearance to Enkili’s
Gate, save that there is no real gate here at all: it is
simply a wall carved to look like one. This is meant
to be very symbolic, of course, but no one seems to
remember of what.

Unbeknownst to most, it is possible to enter the
city through Belsameth's gate. Atop the gate isa very
well-hidden secret door (Search, DC 35) that opens
onto a 70-foot shaft inside the city wall itself, which
descends well below ground level and links up with
the infamous tunnel network beneath the city. There
is no ladder or handholds in the shaft, and scaling it
requires a Climb check (DC 15, due ro the fact that
one can brace against the far wall of the shaft). This

Many peasants have been displaced from their
homes in the past few years as demand for land
within the city walls has increased dramatically.
With no other option, a shanty town has grown up
outside the walls, centered around Beggar's Gate.

28.The Lawgiver's Way

This street is actually the longest in the city,
winding all the way from Hedrada's Gate in rhe wesr,
through the south of the city, and finally ending at
one of the city’s southeastern docks. Consequently,
Lawgiver's Way sees a tremendous amount of mer-
cantile traffic to and from the South Docks. It starts
out guite broad ar Hedrada's Gate, almost as wide as
the Grand Boulevard, but narrows substantially
along its length, leading to massive bortlenecking
and traffic-jams in the Maze and South Docks areas.

The irony of the name Lawgiver's Way lies of
course in the fact that it is one of Shelzar’s most
sordid and disreputable streets. Dozens of the city’s
seediest taverns, drug dens, brothels, and gambling
houseslineir, particularly in the southern stretches,
but even rhose few sordid businesses in the Adazi
and Pezwahri cluster around “The Way."

P I\ A ve

ANotetoall Ghelspadian
Cartographers

Most modern maps of Shelzar are based on a
single pre-war map by the famed Ankilan cartog-
rapher Jefar Yurkiw. Yurkiw's maps were works of
art, meticulously detailed, but he had no gift for
languagesandaslightly more “creative” flair than
was really useful in his field. Asaresult, there has
been a recurring error on most subsequent maps
of Shelzar, such that Hedrada's Gate and
Belsameth's Gate — and, since its construction,
Newgate — are often mislabeled. From north ro
south, the gares are Newgare, Hedrada’s Gate,
and Belsameth's Gate, respectively, and not the
more common but quite incorrect Belsameth's
Gate, Newgate, and Hedrada’s Gare.

shaft is the famed secret entrance of the Cult of 29.The Honged Hcllﬂjng CThe CUtDUfSEGU]'ld)

Ancients, who refer to it is Belsameth'’s Throat.
There are a number of traps both magical and
mundane that protect the shaft, and four Cultists
normally guard the chamber at the bottom. The
rraps are magically artuned to Cult of Ancients
members and thus are never triggered by a Cultist.

27.Beggar’s Gate

The southernmost of the city's gates, no one
seems to recall the origin of its name. The Beggar's
Gate is unique among all the gates in that the
portal is only large enough to admit a person on
foot; no horses or vehicles may pass this way.

L T T A R e R L e

The Hanged Halfling is one of a thousand
nondescript taverns in the city, which is exactly the
way owner and host Silav Milanon (male human,
Rog3/Exp5, NE) likes it. Like many other taverns,
cafes, coffee houses, and restaurants in the city, it
was used as an unofficial headquarters and meeting
place for a band of criminals. What sets the Halfling
apart is thatitsresident thugs, “The Cutpurse Guild,”
have been amazingly successful and are now cur-
rently second only to the Sa’an Crime Carrel.

The Cutpurse Guild has of course grown well
beyond the wallsof the Hanged Halfling’s backroom,
and it now maintains a number of safe-houses,



hideouts, and residences throughout the city. How-
ever, the Guildsmen have never forgotten where
they come from. They still frequent the tavern, and
the leaders can often be found holding secret meet-
ings in their old backroom hangout. The Guild also
offers their old friend some of the best protection in
the city. Anyone who knows anything knows to
leave the Halfling alone. One petty crook decided to
rob Milanon last year and was found the next
morning “hanging around rown.”

30. Grand Boulevard

The Grand Boulevard is the second most impres-
sivestreetinall of Shelzar. Only Enkili’s Way surpasses
it in grandeur, and there are those who prefer the
more ostentarious, even gaudy ormnamentation of this
thoroughfare to its competitor. The Grand Boule-
vard is one of the oldest streets in Shelzar, having
been first constructed in the days of Shai al Hazari,
before the worship of the gods was known in the city.
Consequently, the Boulevard has a rich history, all
manner of important events having taken place
along its marbled expanse. During the reign of the
Empire of Elz, the Grand Boulevard hosted
triumphal parades in honor of the Sulran, as well as ro
commemorate military victories against enemies of
the Elzan people. This use of the street explains its

CHAPTER THREE: THE CITY
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inordinare widrh: it had ro be large enough to accom-
modate columns of troops along with their chariorts
and warhorses, not to mention the throngs of captives
thar were frequently brought in tow.

Perhaps not surprisingly, the Grand Boulevard is
not as well maintained as it used to be. Most of the
important buildings in Shelzar are now located near
Enkili’s Way, which means that the City Council
devores the vast majority of its public maintenance
funds toward its repair and upkeep. The Grand Bou-
levard is lined with many fragrant trees as well as
numerous statues honoring great Hazari and Elzan
figures of the past. Many of these have long since
fallen into disrepair, however, with missing heads,
limbs, and inscriptions. The combination of the
overgrown trees (they are not as well groomed as
those elsewhere in the city) and the decayingstatuary
lends weight to the Grand Boulevard, which is why it
isreferred tocolloquially as “the Streetof Lost Dreams,”
and is perhaps why it has become so popular with
bards, poets, lovers, and other tortured souls.

31. The Fountain of Hussari

Hisbah Hussari was a wealthy man whao lived
in Shelzar before the Titanswar. Although as de-
voted to asybaritic lifestyle asany Shelzari, Hussari
also possessed a strong civic-mindedness. Upon his
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death, he left a sizable portion of his fortune to the
City Council in order to beautify the more run-
down areas of the city. Hussari spent his life
surrounded by beautiful thingsand wanted to leave
some beauty behind for his beloved city. So it was
that the Council commissioned an artist to sculpt
a magnificent marble statue rthar was a fitting
memorial to Hussari, with the intention of its
being the centerpiece of a large fountain to be
constructed in the Shahdi District.

The artist spent a great deal of time learning
about Hussari and his life. In the end, he concluded
that the only possible way to do justice to the man's
lifetime of self-indulgence and hedonism was to
sculpt an image of Hussari himself, naked and cor-
pulent from years of excess, engaged in sexual congress
with a idealized representation Shelzar depicted asa
beautiful young woman with prodigious physical
attributes. The City Council was mildly disturbed
by the sculpture — not because of the subject
matter, bur because of the uncannily accurate image
of Hisbah Hussari, right down to the hirsute back
and wrinkled hindquarters. Nevertheless, they al-
lowed the sculpture to be placed in the center of the
fountain, where it has become a fixture of the
Shahdi District much beloved by its inhabitants. [t
is a popular spot for clandestine meetings between
lovers, spies, and criminals, which has only added to
its notoriety among the Shelzari.

The Adazi District

The Adazi district is the fastest growing quar-
ter of the city. Something of a mixture of the
Pezwahri and the Shadhi, it is the home of the vast
majority of Shelzar’s lesser merchants — the “hon-
est” rraders and businessmen who own and operate
the city’s many shops, restaurants, and services. It
is also the preferred home of the many foreign
expatriates and adventurers who choose to settle
in the city permanently. Most Shelzari refer to
both this quarter and its residents as “the Adazi.”

Brothels and Gambling Houses
32. The Merry Widow

The Merry Widow is the domain of Mahati
Farzod (female human, Exp8/Wiz2/Ser3, N). For
many years she was trapped in a terrible marriage
with her husband Fazeel. She could only watch
silently as he squandered his inherited fortune on
drink and gambling, for every word on her part was
ample excuse for Fazeel to beat her. As fortune
would have it, though, Enkili saw fit to set her free
when Fazeel met with an unfortunate accident. Of
course, everybody in the district knew that she
bludgeoned the miserable old bastard to death
with a frying pan and fed him to the pigs, but Fazeel
was an unpopular man and was not missed.
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Shortly after the old man’s death, Mahati began
taking on young women, giving them three meals a
day and a roof over their head. “Mahati’s Daugh-
ters,” as they are now known, are a welcoming and
convivial lot, more than happy to spend a few hours
with “gentleman callers” for a few gold ordu. The
whole thing is very genteel and above-hoard, and if
things get out hand there is always Grunji (half-orc
[Uskhadi] male, Bbn7, NE), the omnipresent wall-

of-muscle who keeps the peace at any cost.

33. The Perfumed Garden

The owner of the Perfumed Garden, Srebec
Faun (male halfling, Exp8, CE), maintains a refined
and discreet facade thar hides the truth of his
business. In truth, patrons of the Garden can select
any number of exotic sexual partners, including

Shelzari Sex Constructs

The people of Shelzar are obsessed with sex.
Even the common folk copulate often and openly
and partake of sex with mulriple simultaneous
partners, but for the moneyed and powerful, such
ordinary distractions simply do not suffice. The
truly discriminating Shelzari can find all manner
of exotic partners in the city of sins, from other
races to titanspawn to monsters — even undead
— and for some, even such “mundane” distrac-
tionsare notenough. Asaresult, some enterprising
Shelzari sorcerers and wizards have devised the
sex construct, a magical creature whose only
reason for existing is to satisfy carnal desires.

The most common of these constructs is the
sintaur, a thing similar in appearance to a centaur
but formed entirely of human flesh rather than a
hairy horselike coat. It has four human legs, each
pair equipped with normal sexual organs, and
female sintaurs have eitherfourorsix huge breasts.
Each of the sintaurs legs ends not in a foot but in
dexterous, long-fingered hands. Many wealthy
Shelzari maintain stables of sintaurs which they
bring our for parties to impress guests. On the
Night of Masks, sintaurs are lavishly decorated,
hung with jewels and herded through the streets
in a rwisted parody of a dressage parade.

One of the most popular attractions in the
underground is the slavering orificer. From a
distance, this creature looks like a gibbering
mouther, but up close there is an obvious and
disturbing difference: In place of mouths, the
slavering orificer has female sex organs. Mas-
sive orgiastic spectacles sometimes take place
with a hundred people or more copulating with
the orificer, quite often killing the thing in
the process.




even constructs and the undead. It is in facr the
perfume with which the undead are covered that
gives the place its name. Faun even keeps aslavering
orificer (see “Shelzari Sex Constructs” sidebar) in
one of the front rooms. If Faun doesn’t have what
you are looking for, he guarantees that he will get it
for you, and he has yet to fail to realize that claim.

None of this really sets Faun’s far apart from a
number of other pleasure-houses in the city which
offer similar services, but Faun's open smile and
genteel manner hide a dark truth. The halfling
regularly has people kidnapped from the street, then
binds them in a room in his cellar and offers them up
to his “discerning clients” for a hefty price. The
majority of Shelzari, even, would recoil at this sort of
thing— the typically lenient and laughable Shelzari
legal system would skin Faun alive if his secrer ever
got out — but he never wants for custom and makes
enough money from this venture to justify the risk.

Inns, Taverns, and Restaurants

34.Cheny's

Cheny’s has little going for it. The old joke,
“Sure the food is bad, but at least there is lots of it,”
applies doubly here. The proprietor, Cheny Duffar
(male human, Exp6, LE), is not the friendliest sort,
buthe listens with a preoccupied air to whoeversits
at the counter, as long as he or she has money to
spend. Even rthough Cheny is always polishing a
glass, those he serves to customers are uniformly
grimy, leading many to suspect that he only actu-
ally cleans one glass over and over again and that
it is nothing more than a prop.

Cheny's is a favorite of carters, guardsmen,
laborers, and dockworkers who don’t give three figs
what the food tastes like as long as it fills their puts
and gives them the fuel to make it through the day.
The place is filled to the rafters at breakfast and
lunch and nigh on empty at all other times of day,
although it does attract a certain type of middle-
classadolescents whoenjoy “slumming it” at night.

Cheny is famous for his coffee in much the
same way that Hedrad is famous for its licentious-
ness or Burok Torn for its love of dark elves. It has
been compared — unfavorably — to axle-grease,
boat-tar, and Dunahne swamp-oil. It does have
one thing going for it: it indeed seems to “Put hair
on yer chest,” as Cheny claims, although it appears
to do so regardless of one’s race, sex, or species.

35. Orange Blossom Palace

The Orange Blossom Palace is one of the finest
restaurants in the city and would not be at all out of
place in North Dock, Old Town, or even the
Pezwahri. It is housed in one of the oldest pre-Elzan
huildings in the city, a small palace once owned by
one of ancient Shelzar's noble houses. In place of the
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date-palms and shade-trees common to the rest of
Shelzar, the courtyard of the Palace is filled with
dozens of fragrant orange trees, all kept in a constant
state of blossom by ancient magical enchantments.

The proprietress Atelena Elystyl (female for-
saken elf, Expl2, NG) is a refugee from Virduk's
incursions into Termana. Elystyl lacks the forlorn
remperament so common to her race; she is quite
sociable and self-possessed. Many people have
encouraged Elystyl to move the Palace to larger
premises in a more upscale section of town, but she
refuses, saying only, “As long as the trees remain
here, so will I."

The Palace opens for business only from dusk
to dawn, when cool sea-borne breezes stir the trees
and bathe the guests in the succulent, heavenly
aromaof the blossoms. Despite its luxurious grounds
and fine menu, the Palace is frequented by more
than just the city's wealthy: it is also a favored
choice for middle-class patrons seeking an elegant
dining experience. Elystyl makes all her guests feel
welcome in her home (she does indeed live in a
finely-appointed suite on the building’s rop floor)
regardless of wealth or social standing.

Merchants, Equipment, and Services
36. Abd'al Faisal, Scribe

Shelzari law holds the contracted party in any
business arrangement to be financially responsible
for the cost of drafting the contract. Even laborers
hoping for a day's employment in the fields must
have a contract ready tosign. This is where Abd'al
Faisal (male human, Exp6, LE) comes in. Faisal
spends his days copying simple contracts for labor-
ers who vie for jobs in the hiring-pits each morning.
For a few copper ouda, they get an iron-clad con-
tract and a chance to earn some coin.

Faisal's has an excellent command of Shelzari
mercantile law — the only law that really matters in
the city — and draws up excellent contracts with
few, if any loopholes. He prefers to make a steady bur
comfortable living selling simple contracts to labor-
ers, but he is not above penning more “upscale”
agreements now and again for the right price.

The Pezwahri

While the wealthy and powerful maintain
their businesses in the Merchant's Quarter, they
reside in the Pezwahri, adistrict of expansive high-
walled estates, gardens, parks, canals, fountains,
and even a menagerie. In addition to the numerous
city guards patrolling the streets here most of the
residents employ private mercenary guards, the
Legion of Crimson (see Secrets & Societies) being
the most widespread. The elite enclave of Ismarhi
Island is considered part of the Pezwahri district.
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ness owners have been discussing the construction -
of a new wall around the district, particularly in 38. The Epicurean Palace

the east where this district meets up with the
Maze, to keep out criminals, laborers, peasants,
and other such undesirable riff-raff.

Temples and Shrines

37.Grand Temple

The Grand Temple is a labyrinth of a build-
ing. Once an elaborate shayk's palace, the building
has been extensively renovated and modified
over the years with hundreds of rooms and corri-
dors added, subtracted, or moved with no overall
plan of guiding vision. It is an easy thing to
become hopelessly lost in the sprawling complex,
a fact that many of the businesses housed within
rely on for their custom.

Everywhere in the Temple can be seen the
sign of the Great Wheel, a cosmological con-
struct unique to Shelzar. The Great Wheel is
formed of eight spokes, each of which bears the
mark of one of the major gods. The gods are
arrange around the wheel in diametrically op-
posed pairs based on their alignments — Corean
opposite Vangal, for example — starting from
lawful good in the upper left to chaotic evil on the
lower right. In the center of he wheel is the
symbol of Denev, the balancing force and axle
upon which the wheel turns. The most beauriful
and impressive of the Great Wheel designs is the
carving on the Grand Temple’s north wall. Fully
30 feet across, the wheel features human-sized
statues of each of the eight gods and a single,
massive emerald in the center representing Denev.
The fact that the emerald survived the first hour
after it was put in place without being stolen
testifies to the powerful magic that protects it.
The thief who finally does manage to make off
with the emerald —and few in the city doubt that
it will happen one day — will doubtless be cel-
ebrated forever in Shelzari legend.

Beyond the presence of taverns, brothels, and
drug dens in the building, one of the major points
of conflict between the priests in the Grand
Temple and the city government is that the city
charges | copper ouda to enter the building; the
priests argue that religion should be free. The city
counters that religion may be free bur thar civic
maintenance is not, and if the clergy don't like it,
they can go elsewhere. (The exact words, how-
ever, tend to be far less civil. What response the
priests might make is unknown, and probably best
left that way.)

L e e A S S s i S — —

The Epicurean Palace specializes inexotic dishes
from all corners of Ghelspad. Always on the cutting
edge, the Palace two years ago introduced the
Albadian cuisine that isnowsofashionable in Shelzar.
An actual Broadreach elf performance chef works
here, preparing the spicy fare of the Hornsaw with
numerous artistic flourishes and eye-catching antics
such as knife-juggling. Other elements of the menu
are heavily influenced by Darakeene food, leading
some of the craftier merchants to start planning
increased trade voyages to that region next year in
anticipation of a Darakeene cuisine fad in the city.

The owner and host of the Palace is Serena
Venaecia (female human, Expl2, CN), a Calastian
expatriate. It is rumored that Venaecia did not
leave Calastia willingly, but rather fled for her life
owing to some very public and unpopular views she
unwisely shared regarding the monarchy (Queen
Geleeda in particular).

Whatever the truth of her background, no one
can deny Serena’s flair for food or her influence in
creating food trends in the city. Serena personally
creates and perfects each dish before passing the
recipe on to her cooks. The portions are small and
fabulously expensive, yet the waiting list fora table
is months long.

39. The Jsmarhi Overlook

While the food here is not quite so fine or
elaborate as at the Epicurean Palace, the Overlook
is without question the most exclusive dining
establishment in the city, The Overlook special-
izes in the most exotic foods available in Ghelspad,
from rare and strange animals to monsters, crea-
tures from Termana and beyond. Some claim that
they even serve the flesh of elves, dwarves, and
even humans here, if the price is right, and given
the inexhaustible Shelzari appetite for any forbid-
den pleasure or vice, this is quite possibly true.

Eating at the Overlook is not cheap. An aver-
age meal costs in the region of 100 gold ordu per
seat, and some of the more elaborate or exoric
menu items can cost five times that. Atsuch prices,
it is easy to see how owner Laban al'Faruk (male
human, Exp7/Rog2, NE) can afford to have only
four tables in the place.

Aside from the dining experience itself, what
patrons of the Overlook pay for is the view. The
Overlook issituated on the highest point of Ismarhi
Island (apart from one’s standing atop the light-
house, of course), and it offers an unrivalled vista
of the Blossoming Sea, the Thunder Coast, the
Golden Triangle, and the bulk of the city itself.
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Civicand Governmental
40. The Fortress

Originally built to aid in the defense of the city
during the Divine War, the Fortress has seen little
use since that rime and has fallen into disrepair.
This grim and forbidding structure was built on the
foundarion of amuch earlier citadel which was part
of the city's old wall structure. The sections of wall
still attached to the Fortress are some of the few
places in the city where the original wall construc-
tion remains.

The Fortress is the home of the Shelzari “army,”
which is now little more than a city watch. These
forcesare led by Grand Commander Ismal Khemari
(see Chapter 4), a political appointee of little real
experience and even less use. The tradition of
using archaic, overblown, and largely meaningless
military titles forsuch a laughably small and largely
impotent city guard is typical of Shelzar. Khemari

enjoys donning his finery and is rarely seen out of

dress uniform, and he takes pleasure in trorting his
troops out and parading them around town like a
herd of prize horses. That crime in the city doubles
during these parades does little to dissuade him.
The fortress itself is a vast and cavernous
building. Hundreds of rooms lie closed off and
dusty, having been abandoned decades ago as

41. Devan's Rest

CHAPTER. THREE: THE CITY

Shelzar’s army shrank to the ineffectual city warch
that it is now. Even when the army was still at full
force, there was an entire wing of the Fortress that
was sealed off and unused. During the Divine War,
aclan of Syenite assassinskilled hundreds of Shelzari
soldiers as they slept. It was not long before people
reported strange occurrences in the west wing —
noises in the night, items moving of their own
accord, whispers in their ears as they slept, and the
overriding smell of blood. And then there were the
deaths. First a servant took a tumble down a flight
of stairs: unfortunate, of course, but not unheard of.
Then a series of inexplicable fights broke out
amongsoldiers, culminating in three men barracked
in the west wing dying in such scuffles in one
month alone. Then, when Lord General Shayk
Abd’al Mahdis hanged himself in one of the rooms,
the aurhorities had had enough. The west wing was
sealed and not a living soul has entered the area in
a century and a half.

The Forrress is situated at the highest point in
the city, atop the hill known as Devan’s Rest.
Strangely, Devan is not a Shelzari name, norisit of
Elzan or even Ledean origin. If anything, it seems
to be of Darakeene descent.
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There is a recorded Keltai legend known as The
Tale of Dahfyn Dragonslayer. Many scholars believe
this story to be allegorical, a tale to stir the blood of
Kelrai youth and to teach amoral lesson, but certain
elements suggest a possible tie to Shelzar. Could the
hill of Devan’s Rest really be the final resting place
of Dahfyn Dragonslayer, and does this have to do
with the mysteries of Old Gate, the Alabaster Bridge,
and the City Beneath the Sea? Is it all a coincidence
or are there really a giant, a dragon, and a vast
fortune buried beneath the streets of Shelzar! Fortu-
nately, the legend of Dahfyn Dragonslayer is virtually
unknown in Shelzar, or every Shelzari would be
tearing the hill apart with shovel, pick, and soup
spoon, seeking the mythical treasure.

One aspect of the legend that even the Keltai
have forgotten is the claim that Dahfyn and the
great dragon Hoarsynfax will one day rise again to
continue their battle. For the sake of the city of
Shelzar, one can only hope that The Tale of Dahfyn
Dragonslayer really is just a myth. One person who
does know of the story is High Minister Fratreli,
who has considered mounting an archeological
expedition into Shelzar’s underground to see if his
people can either confirm or deny the truth of the
story. What he would do if it turned out to be true
is uncertain.

Merchants, Equipment, and Services
42. Madame Zorah's

Many Shelzari women of means seem to feel
compelled to frequent all manner of charlaran
fortune rellers and mystics. One of the most popu-
lar among them is Madame Zorah (human female,
Com3/Rog3/Sor3, NE).

Madame Zorah'’s place of business is precisely
what one expects of afortune teller— high-backed
chairs, tapestry-draped windows, heady incense
filling the air, a crystal ball, beaded curtains, and so
on — but it is nothing more than an elaborate set.
Her clients expect a certain something from their
mystics, and Madame Zorah is more than happy to
give it to them. Her customers would no doubt be
shocked ar how normal and mundane is the rest of
her house beyond the last beaded curtain.

What is most interesting about Zorah herselfis
the fact that she does not realize that she isn’t
actually a charlatan at all, at least not wholly.
While she is quite happy to fleece the well-heeled
women of Shelzar out of a handful of silver with a
few generic predictions and forecasts, she is often
astonishingly accurate. Normally she chalks this
up to luck, but the increasing frequency and exact-
ness of her predictions is leading her to suspect that
she might actually have “the Gift" after all.
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43. Penrith’'s Jewelers

Marsten Penrith (male human, Rog7/Exp2, NE)
claims to have trained as a jeweler in his native
Darakeene, and indeed he sells a wide array of very
fine and beautiful jewels in his small shop. How-
ever, despite a few things he has learned about the
trade in his rime in Shelzar, he has never cuta gem
or made a piece of jewelry in his life. Penrith is,
however, quite an accomplished thief, at least by
the standards of his native Meliad, and an even
more accomplished and specialized fence for sto-
len jewels.

Penrith does buy and sell a few honestly traded
goods, and he is always willing to buy goods from
patrons of his shop, but the majority of his stock is
stolen goods. Thieves from many lands know
Penrith’s name and reputation, and many a sailor
who enters the port has a pouch of stolen jewels
and is acting as an intermediary for some foreign
rogue. Still, most of Penrith’s trade is local. Every
rogue in the city knows where to go to fence stolen
gems and jewels. He gives a good price and he
always deals fairly.

Further, it is certainly not only rogues and
ruffians who frequent Penrith’s shop. His is one of
the most popular places in Shelzar for the wealthy
to purchase jewelry, owing in a large part to his
excellent prices and to the variety of designs from
foreign lands available here. He has a knack for
knowing when to bring certain items outand when
to keep them hidden, and he has never been
caught trying to sell a jewel to its original owner,
although, of course, that danger does exist. Many
of his wealthy customers in factknow that Penrith’s
goods are stolen, but most really don’t care, as long
as they get a deal. Some even seek out goods stolen
from a particular rival so that they mighr wear
them to a party or ball to flaunt their acquisitions.

44 Gunig Ghellum, Merchant

Gunig Ghellum (male human, Expl2, NE), a
Zathiskan expatriate, specializes in the design and
creation of all manner of sexual aids and devices,
from “standard” bondage gear to the unique and
elaborate straps, harnesses, whips, and cages neces-
sary for the most extreme sexual practices. Entering
Ghellum'sshop isastrange and unique experience.
It is bizarre cross between an art gallery and a
torture chamber, the only difference being that
every item — from bronze, silver, and ivory phallic
devices to masrerful and baffling creations of leather
and iron — has a distinctly sexual use and bears a
discreet price tag.

Ghellum guarantees discretion, but in truth he
would be more than willing to hand over his entire
client list and an invoice of everything they've ever
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purchased for a handful of gold. A few times in the (- <~
past he has accepted sizable amounts of cash to _' ) /
create equipment specifically designed to kill the = ;‘!_,, ‘
user. Ghellumisamaster craftsman in a very special- S i ‘
ized field, but all he really cares about is money. . /b“ I
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45.1'lam Mougy's Funerary

Anunspecified incident involving the undead
in the distant past of Shelzar had two major effects
thatare felteven to the presentday. The firstis that
there are very serious legal repercussions for raising
or commanding undead in the city, and the second
is that the Shelzari always cremate their dead. As
a result, there are dozens of crematoriums in the
city. When a death occurs, the body must be
consigned to a funerary official who files a death
certificate with the city records office.

The funerary house of I'lam Mougy (male
human, Exp7, NE) is large but otherwise unre-
markable, located on the fringes of the Pezwahri.
What makes Mougy’s so successful among the
aristocracy of the Pezwahri is his “value added”
service, Given the perverse appetites and pastimes
enjoyed by Shelzar’s affluent, it is not surprising
that people occasional die under “unfortunate”
circumstances. Forasizable fee, Mougy will pick up
any body and dispose of it in his furnace, no
questions asked. He will even supply an official
(bur false) death certificate to the city records
authority for a nominal additional surcharge.

Homes and Dwellings

46. House Asuras Compound

Without a doubt, the Asuras compound is the
most heavily guarded and defended private resi-
dence in all Ghelspad. Of course, the Asuras have
many reasons to make certain that their home is
well guarded, but this practice is also bolstered by
the paranoia of family patron Telos Asuras (see
both Chapter4and TheWiseandtheWicked ).

The compound itself is made up of six man-
sions and almost two dozen smaller buildings, such
as sheds, greenhouses, barracks, stables, smithies,
and servants’ structures. A few of the buildings are
connected by enclosed bridges on the third or
higher floors, and all six of the mansions are
connected by a network of underground tunnels.
The compound is surrounded by a 25-foot-high
wall that rivals that of the city itself. In addition, a
wall of force extends a further 100 feer above rhe top
of the stone wall. Each of the six mansions is
protected by various glyphs and wards that are
changed every several days with no particular
schedule or pattern. Telos himself actually rolls a
12-sided die each morning and has the wards .
changed whenever he rolls a 7. ——— i
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There are 500 Crimson Legionnaires (see “Le-
gionof Crimson” inSecrets&Societies )stationed
on Ismarhi, almost doubling the population of the
island, all of whom are in the service of the Asuras.
It is almost impossible to go anywhere on Ismarhi
without seeing these crimson-cloaked mercenar-
ies. While the Legion is not generally strict about
the appearance or conduct of its companies, the
Asuras outfits all of these Ismarhi legionnaires
with masterwork arms and armor and matching
fine crimson cloaks and plumed helms while they
serve on the island. The uniform of the Ismarhi
Legion, as these troops are commonly known,
commands a certain grudging respect in the city,
for only the most skilled of the Crimson Legion are
assigned to this rather covered assignment. No-
where else can a Legionnaire be assured of such
good pay, fine equipment, and respect, and all at a
low-risk posting. Legionnaires compete fiercely to
be posted to the lsmarhi legion, and many who
succeed are able ro retire in Shelzar after their tour
is served. The mercenary guards are not required to
take a crystal-bound oarh (see below), as are the
sorcerers, since the soldiers are never privy to
sensitive information or house secrers.

Four sorcerersreside permanently in the Asuras
compound. They live lives of pampered luxury,
wanting for nothing, with the only proviso being
that they are not permitted to leave the compound
while under Auras employ. Each of rhem must
swear a blood-oath upon an enchanted crystal,
into which all of their memories of their time at the
compound are stored. If they wish to leave their
position they are permitted to do so—and are paid
well for their tenure and loyalty — but the crystal
is shattered; this completely eradicates all memo-
ries of anything that occurred while living with the
Asuras. The sorcerer may make a Will save (DC
30) to try to dredge up lost memories, but even if
one is successful the memory is fragmented and
incomplete, rarely more than a few moments long.
Still, depending on what that memory is (eg. the
combination to a safe or the location of a secret
passage), a single moment may suffice to the right
person. The Asuras hire only sorcerers for this
duty, seeming for some reason to distrust wizards
and other spellcasters.

The tunnels beneath the compound meet ata
junction below the central greensward. From there,
awide spiral staircase descends into the roots of the
island, well below the level of the surrounding sea.
At the bottom of the stairs is a huge and comfort-
able chamber in which Telos and the other Asuras
leaders conduct their most important and secret
meetings. The walls are paneled in dark oak, hid-
ing the 5 feer of unbroken iron behind the wood. A
single adamantire door as large as a house-wall
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leads from there to the Asuras vault. No lock or
mechanism of any sort can be seen, for the vault
will open only magically, and only to someone in
whom Asuras blood flows. The Brunwyn Craft
Guild, who of course constructed the vault, guar-
antee that it is absolutely impenetrable. Whether
this is rrue or not is unknown, for no thief has ever
come even remotely close to getting into the
Asuras tunnels, let alone trying ro break the vault.
All of this security exists for a very good
reason. The compound is the central nexus of the
largest trading house on the planer. Events that
transpire within these walls affect a fortune greater
than that of many nations. While the Asuras
maintain an opulent headquarters in Old Town,
the true business of their empire is conducted from
this complex. The wealth that lies in the Asuras
vault is beyond imagination, said to rival the
legendary hoards of the ancient true dragons.

47.The Home of High Minister Fratreli

The official residence of High Minister Fratreli
(see Chapter 4) is the Shalamar palace of gover-
nance in Old Town (indeed, the title “His Most
Gracious Host” is predicared upon the fact that the
High Minister conducts affairs, receives visiting
dignitaries and guests, and runs the city from his
home), but he also maintains a privare residence
on Ismarhi Island. Until he was elected High
Minister, Fracreli lived in the mainland portion of
the Pezwahri; following his election to the leader-
ship of the Council, the Asuras family gave him a
large manor on Ismarhi'’s south shore. The Asuras
maintain that this was simply their civic duty a
good citizens of Shelzar, and the fact that they have
received numerous unique tax-breaks, civic con-
tracts, and special trade dispensations is, of course,
merely a coincidence.

While Fratreli's home is nowhere near as large
or elaborate as those within the Asuras family
compound, it is still an impressive piece of archi-
tecture and one of the largest private homes in the
city. Fratreli hosts many elaborare galas and recep-
tions at his mansion. While admission ro such
affairs is ostensibly by invitation only, many invi-
rations are sold to the highest bidder rather than
sent to specific guests.

Places of Note
48.The Park

The Park is one of the few places where the
Shelzari behave no differently than the people of
other lands. Save for the wild orgiastic rites of the
Night of Masks, there is little public fornication or
any of the exhibitionist tendencies here that they
display in normal circumstances.
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Well-manicured lawns, melodious fountains,
serpentine pathways, and fragrant trees create a
serene and rranquil atmosphere. Here one can find
young lovers strolling in the evening breezes blow-
ing in off the sea, or lounging beneath the shade of
a landra tree ro warch the sunset. Bards, actors,
musicians, jugglers and other street performers
amuse children and entertain the passing crowds.

In addition to the dozens of varieties of local
plants and trees growing in the park there isa large
greenhouse with strange flora from every corner of
Ghelspad, and even several unique plants from
Termana. But of course the main attraction for
most visitors to rhe park is the menagerie.

49. The Menagerie

While the Shelzar menagerie is not the largest
in Ghelspad, it is also far from the smallest. [t has
an almost unmatched collection of rare and exotic
beasts from Ghelspad, Termana, and even distant
Asherak. Here may be found dozens of ordinary
and dire animals including Albadian battle dogs,
wolfrats, and horserats, as well as monstrous crea-
tures such as low gorgons, sutak, proud, unitaur,
and vengaurak. The highlight of the menagerie's
collection is undoubtedly the young black dragon
that the signs identify as Qashami (Shelzari for
“Midnight”). What the creature’s name is in its
own language, or even whether it has a proper
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name, remains a mystery. A fence keeps viewers at
a safe distance from the creature, although an
incident last year in which several onlookers were
killed by a gour of the dragon’s acidic breath forced
the city to move the fence back another 20 feet to
ensure the safety of spectators.

The dragon is the only known member of its
species in all of Ghelspad, having been brought as
an egg to Shelzar by a mariner who claimed to have
purchased it from a mysterious seller in Fangsfall.
The mariner, Nu'maah Elamdar by name, returned
home to Shelzar and offered the egg to the City
Council, who purchased it to add to the Park’s
collection of creatures. This was nearly five de-
cades ago, and, in the interim, the dragon has
erown larger and larger, becoming the primary
attraction of the Park. The creature has been
srowing more restless of late and is obviously
srowing stronger and more cunning with each
passing day. While it has never made any sort of
effort to escape its captivity, there is some concern
in the city that its enclosure is no longer sufficient
to contain it should it attempt to break free.

It is known that King Virduk of Calastia has
shown an unhealthy interest in this creature, per-
haps as a result of the fact that his heraldic symbol
and his title — is, of course, the Black Dragon.
What exactly he might do given custody of the
creature is unknown, and perhaps unthinkable.

_u-m“r._-!-—m_~m ™
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' §) 50.TheAlabaster Bridge

One of the true wonders of the city, if not of
Ghelspad, the Alabaster Bridge is a breathtaking
sight. It arches gracefully from Lawgiver’s Way to
Ismarhi Island, but is not attached to land at either
end. Rather, the entire structure is held aloft from
a single delicate-looking but surprisingly robust
pillar sunk into the bedrock in the cenrer of the
channel. The bridge itself is nearly 50 feet wide and
its sides are guarded by railings nearly 5 feet high.

The bridge is ancient, predating even the
Hazari, and is roughly contemporary to Old Gate.
The entire span, including the pillar, appears to
be cut from a single piece of stone, although how
such a feat could be accomplished is unfathom-
able. The bridge shows signs of tremendous aging
and weathering, but there are no cracks or struc-
tural damage of any sort. There is text carved into
the ridge all along its length, but it is so weathered
as to be unreadable.

Borth ends of the bridge are protected by secu-
rity gates manned by mercenaries from the Legion
of Crimson (see Secrets & Societies), making it
nigh unto impossible to get onto or off of the
structure unnoticed.

51. 1smarhilsland

The ultimate enclave of the rich and powerful
in Shelzar, Ismarhi Island is home to a handful of
mansions and estates belonging to many of the
wealthiest persons in all of Ghelspad.

The island is at sea level on the north shore,
where it is connected to the rest of the city by the
Alabaster Bridge, and rises steeply to a height of
some 50 feer or so above sea level in the south,
where the land drops away suddenly into a vertical
cliff face. To make the island more comfortable
and usable, it has been landscaped into a series of
flat plateaus.

The island was once the home of dozens of
Shelzari noble families, although now more than
half of it is owned exclusively by the Asuras family
and only eight families now reside there, including
the Asuras and High Minister Fratreli.

52.The Lighthouse

Atop the cliffs along the southern edge of
Ismarhi Island sits the lighthouse, a massive 150-
foot tower of polished bronze that acts as a beacon
to sailors at night. The lighthouse is reckoned one
of the wonders of the modern world, although the
tower itself actually predates the Titanswar, hav-
ing been built centuries ago by the ancient Hazari.

The lighthouse sits on land belonging to the
Asuras family, and it is they who maintain the
lighthouse for the city (for a fee, of course). The
Asuras are not at all pleased with rumors suggest-
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ing that the port of Sandoval is planning to
construct a lighthouse fully 50 feet taller than this
one. What part, if any, the Asuras have had in the
pitfalls that have befallen construction of the
Sandoval lighthouse remains unclear (see Chap-
ter 1, “Wrecker's Reef”).

Having weathered the Divine Warwith hardly
a scratch, there is obviously no small amount of
magic wrapped up in the rower, but few know how
much. (Knowing that magic keeps the tower aloft,
the Asuras having squandered the majority of
funds from the city that were earmarked for routine
maintenance to the lighthouse.) The flame that
lights the beacon is also magical. Each day upon
the setting of the sun, a cold magical flame erupts
in the center of the lamp and burns until sunrise,
casting a clear, bright white light for miles around.

There are always from 4 to 6 elite Crimson
Legionnaires, employed by the Asuras, stationed
atop the lighthouse, watching the shore and moni-
toring the island. While they will reportany trespasses
and wrongdoings on the islands as a whole, their
primary concern is always the Asuras compound
and property, and they will always disregard prob-
lems elsewhere on the Ismarhi in favor of those
affecting the Asuras and their interests.

The Maze

(aka The Seven Sins)

This is the quarter most foreigners picture
when they think of Shelzar. It is virtually impos-
sible to take three steps in the Maze without
finding a tavern, brothel, or gambling-house. While
vice is common throughout the city, it is most
concentrated here: it is with good reason that this
district is also known as the “Seven Sins.” A
common joke in Shelzar is that merely setting foot
in this district is enough to costa paladin his virtue.

The entire district is a nightmarish maze of
hundreds of tiny, twisting streets and alleys, most
of which don’t appear on any map. The Maze is
home to numerous drug dens where one can find
ganjas root, julka weed, green lotus, landra wood
incense, and dozens of other such substances in
abundance.

Unlike the traditional open-courtyard con-
cept of most Shelzari dwellings, the vast majority
of the Maze is made up of multi-story tenements
and apartment blocks crowded side-by-side with
little more than alleyways in between. The upper
stories of these tenement buildings are often so
overbuiltand shoddily constructed that they nearly
meet, turning the streets and alleys of the Maze
into virtual runnels weakly lit by the narrow slivers
of barely glimpsed sky far above.



The Maze follows a shallow gully, the lowest
point in the city, and is sometimes subject ro
flooding from the brief but powerful storms which
hammer the region in midsummer.

Brothels and Gambling Houses
53.Belsameth’s Bliss

This is a rather nondescript pleasure house,
seemingly no more remarkable than any of a hun-
dred others in the city. It is neither too upscale nor
too squalid, nor too large and not too small. But it
is this veneer of “normalcy” that the owners strive
desperarely to create and maintain, for Belsamerh’s
Bliss is the main entrance to the Temple of Shad-
ows, the subterranean home of the most fearsome
killers in all Ghelspad — the Cult
of Ancients.

(o))
1y A
'\N\J’

CHAPTER THREE: THE CITY

R S T S, S e I T, TR e e

Although Mistress Jasmine Shetai (see Chap-
ter 4) runs the place for the Cult of Ancients,
there isnodoubt at all who is in charge in the Bliss
itself. If the Cult really wants the Bliss to come off
as a normal Shelzari brothel, she mainrains, then
by Belsameth she is going to run it like one. She
demands that her girls be clean and attentive, not
allowing them any drink or drugs while on duty,
and puts up with absolurely no nonsense in “her”
house. Anyone who breaks the rules, and espe-
cially one who gets rough with any of the girls is
dealr with swiftly, brutally, and often terminally
by the two hulking half-orc guards who go by the
rather unlikely names of Mister Dandy and Mister
Joy. While it may sound ludicrous, anyone with
one whit of sense who gets rowdy in the Bliss

high-tails it out the nearest window when he
hears Mistress Shetai shout for Dandy
and Joy.

The Cult has laid claim to a large
section of subrerranean tunnels and
chambers below the Bliss stretching for
many blocks in every direction; it is impos-
sible to reach the inmost sections without
first passing through dozens of other chambers
including barracks, common rooms, guard
houses, training rooms and even kitchens.
The Temple of Shadows was con-
sciously designed as a
labyrinth to confuse and
disorient intruders.

The innermost room
of the complex is the
Chamber of Whis-
pers, where Talina
Som (see Chaprer 4

and The Wise & The
Wicked) sits on her
throne communing with
Belsameth and ruling her
ever-expanding empire of
blood. Under Som’s com-
mand, the Cult has become
feared, wealthy, and power-
ful, but not everyone is happy
with this new state of affairs.

Entirely apart from the schism

between the Traditionalist and
the Belsamite factions within the
Cult, there is growing dissent.
Many argue that Som’s actions are

not always in the best interests of the

Cult, leading those who know of such

matters to speculate that a full-blown
assassins’ war may soon erupt in the tun-

'ﬁl/ nels, streets, and rooftops of Shelzar.
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54.Bones' Dicing House

Thereare hundreds of gambling dens in Shelzar,
but Bones' is unique in that only games of chance
involving dice are permitted there. No one remem-
bers the real name of the wiry elf who owns the
place, but for years he has been know simply as
Bones (male elf, Rogl 3, LN). Bones is obsessed with
dice, unnaturally so in fact. He abhors all other
forms of gaming and gambling, claiming that only
dice are truly random and free from cheating and
outside influence. Bones’ House isscrupulously hon-
est,andanycheating or tinkering with the equipment
is met with a swift and brutal response.

The House occupies the ground floor of an old
warehouse, but the utilitarian origin of the building
is hidden under acres of burgundy velver thar hang
from every wall and even from the ceiling. The only
light in the house comes from magically enchanred
light globes hanging over each gaming table.

The place attracts a widely varied clientele,
fromsailorsand dockworkers to laborers, merchants,
and aristocrats: anyone who appreciates the true
randomness of fate that dicing entails finds no better
outlet for their passion than Bones' Dicing House.

Bones also manufactures and sells perfectly
balanced dice of all sorts, from the common 6-sided
to the rare 4-, 8-, 12-, and 20-sided from all corners
of Ghelspad. All Bones’ dice are of the finestquality.

55. The Split Fig

The Split Figiseverything that the Belsameth'’s
Bliss is not. Customers and “professionals” alike are
normally the worse for drink and drugs, and pa-
trons take more than a few liberties with the
women. There doesn't even seem to be anyone
running the place, the duty of trying to keep some
semblance of order falling to whichever of the
women is sober enough to do it.

This kind of utter chaos and debauchery is
extremely popular with certain types of people, and
the Fig is full every night. Most of the women who
work at the Fig do so because they have no other
options, and most don't last more than a few weeks.
The lucky ones get sosickened by what they see (and
do) that they give in and findanew line of work. The
less fortunate often meet theirend at the hands of an
over-enthusiastic or psychopathic customer.

The Split Fig is very popular with sailors,
mercenaries, and aristocrats-in-disguise. Although
no one seems to have ever noriced rhe pattern, far
more girls die when servicing one of the slumming
aristocrats than all the others put together.

56. Jester's Warren

The enormous Jester’s Warren is the largest
gambling house in all of Shelzar. Owned and
operated by a man called Inigal (male human,
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Rogl 2/Knf3, CN), the Warren is an expression of
his devotion to the goddess Enkili. In his early days,
Inigal was a student of Darakeene’s Plague War
College, but soon abandoned his studies to serve
the Trickster by becoming a master of games. He
traveled throughout Ghelspad learning the par-
ticulars of his chosen vacarion before arriving in
Shelzar. Immediately upon entering the City of
Pleasures, Inigal knew he was home, so he ser our
to establish the Jester’s Warren. It took him almost
two decades to complete the construction and
expansion of his first, more modest gambling par-
lor, but the Warren now stands as a fixture of
Shelzar, every bit as central to its reputation as the
Shalamar or the Grand Temple.

Within the Jester's Warren, almost every con-
ceivable game is available. The house frowns upon
chearing, which all good worshippers of Enkili
understand to upset the natural flow of luck that
the Trickster moderates. Consequently, the War-
ren is one of the most scrupulously honest gambling
halls in the entire city — one of the most impor-
tant reasons it has prospered over the years. Whereas
other bertting parlors are periodically hit with
charges of corruption (which are invariably true,
this being Shelzar), the Warren has never had such
a charge laid against it in all its years of operation.
Admittedly, this is mostly a point of pride for
Inigal. Most of the den’s patrons expect cheating
on the part of the house or of their fellow gamblers:
that is simply the way of things. They admire
Inigal’srectitude, of course, but consider it strangely
old-fashioned in a city such as Shelzar, where it is
simply assumed that anyone and everyone is ca-
pable of criminal acrions if given the opportunity.

Inigal offers much more than simple games, of
course. He also provides a wide variety of intoxi-
cants and narcotics to his patrons, some of which
he offers for free as a gift to those who visit the
Warren. This has the intentional side effect of
playing havoc with many gamblers’ concentra-
tion, but Inigal seems unconcerned. Strangely, he
does not consider this ploy to be the same as
cheating. Neither does he see anything wrong with
using arrractive prostitutes of both genders and
many races to distract his patrons while they play
athis games. To him, these things are all part of the
ambience that draws customers to the Warren.
They expect nothing less than total service and
Inigal is happy to provide it — especially if it
increases the house’s odds in the process.

The Jester's Warren also has a curious rela-
tionship with the Temple of Enkili. Regularly, the
High Priestess Ayshella rents the entire Warren
for use as a religious venue. She holds religious rites
here along with an inner circle of faithful, chosen
specifically by herself. Inigal is always among this



circle, as are a small number of other prominent
Shelzari. Rumors abound as to the true nature of
these rituals, but there is very little evidence that
they are anything more than they seem. The ru-
mors and innuendo continue to spread across the
city, of course. Why should a lack of evidence get
in the way of good gossip?

57. The Silver Twilight

The Silver Twilight is a private gambling club.
Membership isavailable through one of three means:
(i) An existing member can sponsor a new member,
who, if he meets the approval of two-thirds of the
other existing members, is allowed to join; (ii) One
can simply purchase a membership for the exorbi-
tant price of 1,000 gold ordu; or (iii) A would-be
member can forego either of the aforementioned
processes by finding one of the dozens of silver keys
hidden throughout Shelzar. These keys were placed
by the membership committee to be found by enter-
prising individuals who can unravel a series of clues.
The clues are very difficult to follow and depend on
an extensive knowledge of Shelzari history. Todate,
only a handful of members have ever acquired their
places in the Silver Twilight through this method,
leading many to suggest that there are no more keys
hidden in the city, despite the committee’s assur-
ances to the contrary.

Unfortunately, the effort to join the Silver
Twilight is hardly worth the reward. The clubis not
very noteworthy in almost any respect. Neither the
gambling nor the intoxicants are ar all unusual.
Both can be had far more easily from other establish-
ments in the city. There are no prostitutes here,
either. All thart is to be gained by joining is the
acquaintance of other members, who are admittedly
among the upper crust of Shelzari society. Most are
imporrant merchants and bureaucrats, with a smat-
tering of scholars and sorcerers. Membership in the
Silver Twilight is a sign of prestige to those unfamil-
iar with the cold reality of its blandness. It is also a
semi-useful “old boys' network” that gives its mem-
bers a connection to others of similar starus. If ir’s
good gambling you're after, though, the Jester's
Warren is probably a better bert.

Temples and Shrines
58. Shrine to Goran

The Shrine of Goran in Shelzar is a strange
affair. Toall appearances it is notashrine arall, bur
arather average smithy. There is no priestof Goran
in residence (Shelzari dwarves actually seem to
resent the idea that they should need someone else
to tell them how to deal with their own god), but
a couple of acolytes tend the shrine and keep the
forge lit day and night. For a fee, dwarven smiths
may lease the use of rthe forge for a particularly
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important work, although the price is high. Nor-
mally the forge is used to receive offerings to Goran
and to destroy failed ironworks.

59. Temple of Jdra

The Temple of Idra is presided over by the
High Priestess Madrani (see Chaprer4). Though it
is not an overly large building, the Temple of Idra
is one of the most beauriful structures in the city.
Every inch of the exterior is covered by life-sized
statuary of women and men in various erotic poses.
No two of these statues is alike, every one of them
crafted with such exquisite detail that, were it not
for the fact thar all are cut from pale silver-gray
stone, ir could be mistaken for living people.

The inside of the temple lacks the elaborate
statuary of the exterior, but is no less beautiful.
Hundreds of silver tablets are set into the wall,
detailing both images form Idran mythology and
important passages from the Thousand and One
Shelzari Nighs. The highlight is a huge mosaic floor
which bears a masterwork mosaic representation of
Idra herself. The mosaic measures nearly 30 feet
across, and not a single rile is more than a quarter of
an inch square. Legend holds that the artist worked
for 20 years to make the piece, and that on the night
it was completed Idra herself was so overcome by its
beauty that she visited him in person and bedded
him, rransporting him tosuch heights of ecstasy that
he died urrerly fulfilled. Whether this story is true or
not, there is certainly no finer mosaic work in
Shelzar, or perhaps even Ghelspad.

60. Shrine to Erias

The so-called “lotus eaters of Shelzar” are a
constant feature of legends and tall tales about the
City of Pleasures. According to these stories,
Shelzari are very fond of intoxicants and narcotics
of all sorts, which is, of course, quite true. Drug
dens are a common feature of the cityscape and
there is no stigma atrached to partaking of such
narcotics. This is especially true of the followers of
the demigod Erias. They are most often branded
“lotus eaters” because their religious rites include
the imbibing of several drugs in order ro reach an
altered state of consciousness that is seen as com-
munion with the Dreamlord.

The shrine in the Maze is overseen by Yaseel
Na'ed (male human, Clr9, CG), a tall, thin man
who looks far roo old to be its chief priest. Yaseel is
exactly the sort of person one would expect to find
in the service to Erias: otherworldly and anemic.
He spends much of his time consuming a wide
variety of drugs in order, so he says, to speak
directly with his master. Many of his supplicants
whisper that Yaseel is not much of a priest, prefer-
ring to attend to his own spiritual quest for

enlightenment than to minister to their nceds.
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Despite this, he is always available to speak with
visitors to the shrine, although his answers are
often confused and unfocussed, lending credence
to the tales of his addictions.

Inns, Tavems, and Restaurants
61. The Fiend's Folly

Located on a prime piece of real estate overlook-
ing the Blossoming Sea, the Fiend's Folly is certainly
one of the most infamous of all inns in Shelzar —
quite an accomplishment, considering the competi-
tion. The inn’s notoriety comes from two sources.
The first is that the Folly (or its predecessors) has
burned to the ground no fewer five times in the last
dozen years. Each time the inn burned to the ground,
it reopens months later under a new owner.

The Folly’s current owner, Gellorion (see Chap-
ter 4), was a stakeholder in its previous incarnation
and was left its sole owner after all the other stake-
holders died in the last fire. Gellorion contends he
was just lucky, but most people believe that he was
somehow involved insetting the fire in the first place.
True or not, Gellorion was in an ideal position to
reopen the inn, having inherited sole ownership of
the property and the profits deriving from it.

When he reopened the inn, Gellorion played up
its sinister reputation. He has added an adjoining
brothel to the inn, which has gone a long way toward
expanding its clientele. Of course, the dark rumors
about the Folly also help to pack in the customers.
Adventurers from all over Shelzar and the surround-
ing settlements favor the Fiend’s Folly as their
watering hole of choice. Gellorion revels in the
attention and the money he has generated through
his savvy marketing of the place. From time to time,
he jokes that i’s about time for the inn to burn down,
because it has already been three years since it last
went up in flames, which makes the Folly the most
long-lasting of all the inns to stand on this site.
Unfortunately, not everyone thinks Gellorion is re-
ally joking.

62. The Palace of lllimitable Desire

Despite its name, the Palace is not a brothel
but a restaurant run by two brothers, Kamil (male
human, Exp 8, N) and Ullah Fadahir (male human,
Exp 9, N). Although they are not twins, the
Fadahir brothers look sufficiently like one another
to confuse those who know them only in passing.
This fact only serves to anger each of the brothers,
who not only cannot understand why no one can
tell them apart, but also cannot understand why
their own uniquely handsome features are not
singled out for special approbation. In point of fact,
the Fadahir brothers are both quite plain and
rather unappealing. It is more remarkable that
anyone notices them at all, let alone realizes rhat
they are two different people.
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The Palace serves both Shelzari and foreign
cuisines, although “foreign” largely means
Zathiskan or Calastian, since the restaurant’s cooks
are not very skilled in the preparation of more
exoric foods. However, the Palace lives up to its
name, being large and spacious, with plenty of
room for gatherings of many people. The Palace
also lives up to its name by serving mammoth
portions of food to its patrons, who rarely leave
dissatisfied with their repast. Many groups and
organizations within the city hold banquets at the
Palace of Illimitable Desire, much to the pleasure
of the Fadahir brothers, who see their success as
proof that one or the other of them (depending on
who is telling the story) is a business genius —
while the other is nothing more than a leech. It is
therefore only a matter of time before the brothers
split up and the Palace closes, so visitors are ad-
vised to stop by while they still can.

Temples and Shrines
63. Temple of Enkili

The worship of Enkili far outstrips that of every
other deity in Shelzar. Both by temperamentand by
history (both of which have of course influenced the
other), Shelzari are almost the perfect worshippers
of the Jester. Willful and unpredictable, Shelzari
thrive in uncertain environments and more readily
trust their futures to capricious fate than almost any
other people in all the Scarred Lands. If such a thing
is possible, the Shelzari have become even more
devoted to their god in the wake of the Divine War.
During that awful time, they saw that all of the old
verities could be questioned. Nothing was certain
except uncertainty. Scarn truly was turned upside
down. In such a situation, to whom can one turn for
guidance but the Trickster?

The Temple of Enkili is the largest structure in
Shelzar, larger even than the so-called Grand
Temple, which it dwarfs by a considerable margin.
[t possesses seven silver-gilt spires, each 300 feet
tall, each topped by a statue of Enkili in one of her
guises. Beneath the appropriate spire is a chapel
dedicated to the same aspect of the god — Trick-
ster, Jester, Storm Goddess, King of Fools, and so
on. In the morning light, the spires shine with a
brilliance that can be seen on the other side of
Shelzar, a constant reminder of the centrality of
the god’s worship in the City of Pleasures.

As one mighr expect, the Temple possesses a
large staff of clerics devoted to the service of Enkili,
headed by the mercurial Ayshella (see Chapter 4).
In the past, the Temple stayed aloof from politics,
at least openly, preferring instead to exert subtle
influence behind the scenes. With the accession of
Ayshella to the high priesthood, this has changed.
She (and the Temple along with her) has become
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an outspoken supporter of various causes, pleading
her case before the Ciry Council and making
personal entreaties to Minister Fratreli. Of late,
Ayshella’s two most significant lobbying efforts
have been gaining permission for a Calastian em-
bassy in Shelzar and the suppression of the temple
of Manawe, which had been a criric of the Temple
of Enkili. Ayshella was successful in the first effort
but not in the second. Neither Fratreli nor the City
Council had any interest in starting a full-scale
religious war between the two faiths. Consequently,
Ayshella is using other means to weaken the ser-
vants of Manawe, whom she sees as making too
many inroads among the city’s poor and downtrod-
den, groups that had traditionally been followers of
the Trickster.

Civicand Governmental
64. South Watchtower

In the days of ancient Shelzar, the city was
ringed by a number of watchrowers outside the city
walls. Guards manned these towers day and night,
scanning land and sea for danger. Of these towers,
only two now remain: one on the point of land to
the south-east of Beggar’s Gate is in total disrepair
and used by squarters; the other sits on a curve of
land just north of the northernmost pier of South
Dock. Itisno longer manned at all hours of the day,
and even when it is occupied, the watchmen are
normally far from attentive, being more concerned
with their games of dice or willing whores. The
main duty of the tower guards here is to watch for
storms coming in from the Blossoming Sea. There
are few times when one can see the normally
relaxed people of Shelzar panic as when rthe huge
iron bell of the South Watchtower begins to ring.

Merchants, Equipment, and Services

65. Brunwyn Craft Guild

The Brunwyn Craft Guild, comprised almost
entirely of Shelzari dwarves, is one of the most
important organizations in the city, although irs
members are surprisingly unassuming abour their
business. The Guild's headquarters is a large stone
building at the north end of the Souk, essenmally a
large cube set with small windows and topped by a
silver dome. If it were the work of a normal (read:
human) architect, the building might have become
a squat, blocky eyesore, but the incredible spatial
sense, eye for detail, and consummare skill of the
Guildsmen somehow made this a supremely simple
and elegant masterpiece. The proportions are ex-
actly, simply “right”; the building is not in fact a
perfect cube, but is designed to give that impression
when seen from street level. The windows are small
and narrow, but set so gracefully around the face of
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the building as to break up the massive surface and
draw the viewer's eye up to the top where the silver
dome can just be glimpsed far overhead.

The Guild keeps little in the way of cash on
hand, but their designs often involve the use of
precious stones and metals including silver, gold,
and even mithril and shelzarium (see sidebar, Chap-
ter 1), all of which are stored inside.

The inrerior of the building is divided into six
floors, each of which is essentially a large open
space with no interior walls. Each floor is shorter
than the one below it, so that the ceiling of the
ground floor is nearly 30 feet high bur the sixth
floor ceiling is barely 5 feet high. Each craftsman
has his or her own workbench that includes a small
bur secure safe, and is responsible for any valuable
materials assigned for a job. The only exception
takes place on large projects that require many
worker: these are constructed in the large open
area central to each floor, and the project head
accepts responsibility for all valuable materials.

The Guild is best known for its civic works,
most recently the construction of Newgate, and for
the many buildings they have designed and built
around the city. Still, their membership number
specialists in nearly any craft who will take on any
project, including jewelry, furniture, lamps, carts,
ships, keeps, and castles. King Virduk of Calastia
has recently contacted the Guild about the possi-
bility of designing and building an entire city to be
raised as the capital of his planned empire in
Termana, as well as a series of castles to aide in his
conguest of that continent.

The Guild cares little for politics, or even for
money when it comes down to it. Almost to a
soul, they live only for their work, seeking to
creare the finest items and structures regardless of
type or medium.

66. Hammer & Tongs

This weapon- and armor-smith’s shop is a
rarity in Shelzar in that it is run by a human —and
a human woman at that. Rasma Rimar (female
human, Expl0, CN) is a burly middle-aged woman
with powerful arms and a ready smile. Although
not what one would call attractive (especially not
when she is covered with soot and ashes, which is
most of the rime), Rasma is nonetheless a charis-
matic individual who commands respect from
customersand her community at large. Her friendly
face encourages others to talk openly with her, and
such conversation is in itself widely considered to
be an enjoyable way to spend an afternoon. If one
earns her trust, Rasma may tell the story of her
apprenticeship with dwarves from Burok Torn,
who raught her everything she knows about
smithing weapons and armor.
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Rasma rakes great pride in her work and pro- 'Temples and Shrines

duces nothing but top quality merchandise. All of
her weapons and armor are considered masterwork
weapons. Nothing less well made is available for
sale. However, Rasma takes roughly 20% longer to
pmduce her masterwork items than is usual (see
“Craft,” PHB, Chapter 4: Skills), but they cost
10% less than standard. This has given her asteady
clienrele of individuals who are willing to wait for
the quality items she provides, especially ar such
relatively low prices.

67.Saman'’s Tattoo Emporium

The art of producing tattoos is an old and
respected one in Shelzar. While the Hazari frowned
upon tattoos as “self-mutilation,” later inhabitants
of the city have always seen it as aform of art. During
the time of the Elzan Empire, tattooing was treated
as high culture. Most noblemen (and noblewomen,
for that matter) wore elaborate tattoos along their
arms and foreheads to indicate their high station.
The emperors of Elz too possessed prominent rattoos
thatcovered their cheekbones and noses. If one goes
farther back in history, there are numerous stories of
the fire mages of the Empire of Flame that mention
their magical tattoos, as well.

All these influences have merged to create a
powerful tattooing tradition in contemporary
Shelzar. Saman Ossaah (human male Sor9/Rog2), a
talented sorcerer in his own right, sells magical as
well as mundane tattoos to his many patrons.
Strangely enough, his nonmagical body art is far
more popular than his magical . There are probably
several reasons for this, the most significant of
which is that mundane tattoos leave more leeway
for his remarkable artistic abilities to shine. Magi-
cal tattoos have relatively established appearances,
having been perfected over centuries to the point
where one might consider them rather formulaic
and dull. Even so, Saman is a popular purveyor of
magical tattoos, especially to adventurers, whom
he regales with stories of his explorations of the
ruins of the Sweltering Plains, to which he at-
tributes the inspiration for much of his artwork.

South Docks

When people speak of “the docks” it is gener-
ally the South Docks they are talking about.
Shelzar's docks are very much like those of most
other cities; grimy, dirty, polluted, and overrun by
brothels, dilapidated warchouses, flophouses, and
taverns. The South Docks in particular are rife
with crime, especially smuggling, even more so
than is common in other cities. The pervasive
smell of dead fish, smoke, and boat-tar hangs
oppressively over the area.

68. Shrine to Manawe

Manawe's shrine is nor the finest in the city,
and has fallen into disrepair in the past few de-
cades, but Mari Seadaughter (female half-elf, Chr7,
CN) is nonetheless an earnest shepherdess among
her flock. She holds services each morning before
the fishermen go out for the day and every evening
when they return. She is also available for blessings
throughout the day.

The Manavian Shrine is uniquely designed so
that fishermen (whocomprise the bulk of Manawe's
followers in the city) can pull their boats into a
large, partially roofed-in area ar the south of the
building and there observe the service without
having to disembark.

Civicand Governmental
69. Harbormaster's Office

The Shelzari harbormaster Waradi (male hu-
man, Exp3, NE) does his best to maintain control,
but he is easily bribed or intimidated. He recently
took a substantial bribe to look the other way as a
group of men emptied a warehouse. It wasn't until
the next day that he realized that the warehouse
was one belonging to House Asuras. Waradi is
desperate to find the culprits and rurn them in, or
failing that find some way to cover up the crime to
save himself.

Merchants, Equipment, and Services
70. Gimji's Tattoo Shop

As far as anyone knows, the owner of this shop is
absolutely unique in Shelzar. An immigrant from
distant Termana, Gimji (male gnome, Bar4/Expl2,
CN) says he hails from a race of people known as
“enomes," although he bears only the most superficial
similarity to Ghelspad’s brewer gnomes. Whatever
his race, Gimji is a master of the art of tattooing. Just
as there are hundreds of nondescript taverns, broth-
els, and gambling houses in the South Docks, there
are dozens of tatroo shops, with wildly varying degrees
of skill, but those who know good work tend to seek
out Gimji. Thestrange little man is himself an exotic-
looking creature, covered in tattoos, with numerous
bone and stone ear-, lip-, and nose-rings. Rumor has
it that his eatly life in the jungles of Termana has
given him knowledge of many virulent poisons, but
this has never been confirmed.

71. Paladins of Corean

Some people wonder why the Paladins of
Corean would set up a chapter house in the City of
Sins, but there is no city so evil, no people so
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corrupt that Corean cannot redeem them — orso
runs the paladins’ maxim. Further, there is asaying
among them thar “It makes more sense to found a
hospital among the sick, not the healthy.” Part of
the paladins' mandate from Corean is to endure
battle on his behalf, whether that bartle is physical
or spiritual, and there arc few greater spiritual
battlegrounds for a Paladin of Corean in the Scarred
Lands today than in the City of Sins.

The chapter house is located in the center of
South Dock, in a rather dark and forbidding struc-
ture that sharply contrasts the shining reputation of
the paladins within. It is almost as if the darkness of
Shelzar washes against the building and leaves it
dirty and stained. The keep was designed and built
by the Brunwyn Crafr Guild and is one of the
strongest in the city. While it appears to be quite
large from without, its walls, both external and
internal, are all at least 10feet thick, which substan-
tially reduces the amount of practical space within.

Some 40 paladins generally reside within the
keeps walls; each year a few find that their faith isno
longer sufficient to battle the evil of Shelzar and so
leave, most often returning to Mithril to do penance
and redeem themselves in Corean’s eyes. Other
younger or more idealisric paladins are usually will-
ing to test themselves in this work, however, so the
numbers here remain fairly constant. Duty in Shelzar
is not easy for such hearty men and women; not only
are they not respected by mosr Shelzari, they are
often openly mocked or even attacked from afar by
stones, rotren fruit, and horse-apples. Serving in
Shelzar is one of the ultimate Coreanic tests of faith,
and few measure up to it.

The Souk

Despite the mercantile nature of Shelzar, there
are few permanent shops in the city proper. In-
stead, the vast majority of day-to-day trade among
the people of the city is conducted in the Souk, the
vast open-air market with literally thousands of
vendors hawking wares from every corner of
Ghelspad and often from beyond. Many an unwary
visitor has entered the Souk secure in his bargain-
ing skills, only to find himself wandering away
confused an hour later, with a much lighter purse
and an armload of useless junk.

There are only about 100 permanent stone
structures in the Souk, but the space all around them
is filled with thousands of temporary rentsand stalls.
Many merchants come and go, bur there are many
who have been in the same spot for decades if nor
centuries, their simple stalls having been handed
down for generations. Many of these stalls are shut
at night, but equally as many remain open at all
hours. If youneed something, legal or otherwise, you
can pretty much be sure to find it ar the Souk.
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Temples and Shrines
72.Shrine to Enkili

There are many shrines to Enkili in the city,
but this one is by far the most frequently visited.
Nearly every merchant in the Souk stops here at
least once a day to ask Enkili's blessing in her trade
of the day, and many of the more pious (or super-
stitious) actually come here to finalize business
deals and to sign contracts.

The shrine is tended by Shemyth Lythgar
(female elf, Com2/Clr1, CN), who presides over
any services held here — but these are rare — and
liaises with parishioners. She is also responsible for
accepting donations and offerings at the shrine
and passing these along to the head of the church,
although just as often she pockets the cash or gives
it away to strangers, as befits a true follower of the
Trickster. In fact, unbeknownst to the mortals of
Shelzar, Enkili has taken a rather strong liking to
this woman and is considering using Lythgar as a
page should the Trickster have a need for one in
the city soon.

Inns, Taverns, and Restaurants
73. Darkraven's Magical Emporium

One of the oddest businesses in the Souk is the
Magical Emporium of Aramis Darkraven (male
human, Wizl6, CN), retired adventurer and once
companion of the rather infamous dwarven smith
Hugh MacHugh (see #74, below). Darkraven has
a bit of a theatrical streak in him (what spellcaster
doesn't, really) and enjoys putting on a bit of a
show for his clientele. His shop is every inch whart
the average person expects of a wizard’s lair, from
the stuffed alligator hanging from the ceiling to the
worktable lit by a skull with a candle in it and
covered in huge waterfalls of wax. If customers
knew that the old man often has unseen servants
carefully drip the wax down the skull to get just the
right effect, they might be very disappointed in-
deed — but, then again, perhaps not.

Despite his great age, which he will not reveal
but which some say is close to 90, Darkraven is
strong and vital and his mind is as sharp as a knife.
He sellsa wide variety of completely useless pseudo-
magical talismans, amulets, crow’s-feet, four-leaf
clovers, black-handled knives, mystical oils, and so
forth. This useless junk keeps the punters happy
and pays the rent, but Darkraven's real money
comes from actual spellcasters.

Real pracritioners of the Art are taken to the
back room. It is here thatr Darkraven keeps the
actual magical supplies, including material com-
ponents and foci for most common and many
uncommon spells, as well as crystal balls (which he
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specializes in making) and scribed scrolls, spell
inks, (blank) spellbooks, and scroll paper.
Darkraven’s is the only shop selling such supplies
in Shelzar, and every spellcaster in need finds her
way to his door eventually.

The upper floors of this short rower are
Darkraven'’s home, and like the shop below his
apartments are exactly what the average person
pictures when they think of a wizard’s keep: floor-
to-ceiling shelves lined with books, high-backed
chairs in front of tables covered with scrolls, maps
and mystical texts, and even a musty old raven
(Darkraven's familiar) perched on yet another
skull. Most people probably wouldn’t picture the
basin of perpetually heated water under the bed for
soaking his feet, but sometimes an old man is just
an old man, even if he is a powerful wizard.

Merchants, Equipment, and Services
74. Hugh MacHugh, Weaponsmith

One of the loopholes around Shelzar’s edict
banning weapons in the city is trade itself: in a city
ruled by merchants, there are few limits on com-
merce, including the trade in weapons. It is
customary o deal only in large quantities of such
items, of course, and indeed many merchant groups
from all around Shelzar to do so However, there is
something of a “gray market” loophole that allows
local weaponsmiths to sell their own creations
individually, and by bribing the right officials or
hiring an expert forger, one can get documents
claiming that one is such a craftsman.

One such smith is Hugh MacHugh (male
dwarf, Fer2/Rog6/Exp6, N ). Hugh was actually
quite a devout follower of Goran in his youth and
spent several years training to join the priesthood
before a scandal forced him to flee Burok Torn in
disgrace. No slouch with an axe, Hugh made his
way as an adventurer for several years, wandering
the length and breadth of Ghelspad with a num-
ber of shiftless adventuring groups — usually with
his good friend, the now venerable wizard Aramis
Darkraven (see #73, above) — before finally
settling in Shelzar.

Hugh was actually quite adecent fellow before
settling here, but Shelzar has a way of “getting
under the skin,” and, as has happened with so many
others, Hugh has become nearly as dishonest and
corrupr as the city itself. Despite his skill at the
forge, he rarely bothers to produce quality weapons
any more, preferring instead to churn out pretty
but low-quality items for a quick profit. Still, Hugh
remains a decent soul at heart, and given the right
reasons or incentive, he can be surprisingly forth-
right and honest.



His shop is tiny, with shelves ranged from floor
to ceiling, every inch covered in swords and axes of
all types. Unlike most shops in the Souk, Hugh's is
made of stone, a necessity when one works with a
forge. He always works with the doors of his forge
wide open, and the benches outside the entrance
are something of an unofficial “town square” where
old men gather to play Hago, smoke pipes of julka-
weed or ganjus, and complain loudly and
continuously about life in general and the state of
today’s youth in particular.

The majority of Hugh's trade comes not from
crafting poor quality blades, however, but from an
ingenious false peace-bond (see Chaprer 1, “Life in
Shelzar”) of his own devising, which allows the
wielder to draw the blade and return it to the
scabbard without breaking the bond (each requires
a full-round action to perform or the bond is
broken). He charges 50 gold ordu for his trick-
bond, about five rimes more than most smiths
charge to affix anormal bond. His service is in high
demand and he often installs several dozen of these
bonds in a good week.

75. Verdana Hajisk, Merchant

One of the most famous (or infamous, de-
pending on whom you ask) merchants in the
Souk is Verdana Hajisk (female human, Expl4,
LE). She has tended the same stall for close to 40
years and is famed for being able to acquire virtu-
ally anything a buyer might wish to acquire, given
enough time.

Hajisk looks like she was carved out of an
apple and left to dry in the dessert. Her face is a
sun-browned mask of wrinkles and laugh-lines, a
result of the knowing smile that perpetually graces
her face. She always wears an expression that
leaves one feeling as if she knows something that
one doesn’t.

Hajisk’s semi-permanent tent is small,
cramped, and cozy, and is divided in half by a
curtain, the rear half actually being where she
makes her home. Customers to whom she takes a
liking are often invited to the back to share stories
with her over a cup of strong Shelzari coffee and a
plate of honey-cakes. Technically, it is against the
law to live in a tent in the Souk, but Verdana
Hajisk has done so many favors for so many people
that her transgression is simply “overlooked” by
the authorities.

76. Bayen Jglaur the Ropemaker

Rope is an essential item in everyday life, and
particularly in the mercantile shipping trade, and
there is no better maker of rope, string, and twine
in Shelzar than Bayen Iglaur (male human, Expl2,
N). Bayen makes every variety: heavy hemp rope,

CHAPTER THREE: THE CITY

S s W L, ol = S, 