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Nota Bene: The landforms of Phzeree,

like everything else connected with it,

are variable in the extreme — this map,
therefore, should be taken only as a rough

guide.
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After several thousand years of civilization, £gypt is still a nation to be reckoned
Wwith. Thanks to their tradition of practicing and refining the arts of dweomercreeft and 2 59
priestcraeft—and being surrounded by desert from three directions—they have

managed to Keep their culture largely intact from outside intervention.
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ix Worlds in One!

This s the sourcebook
for- the fantasy milieu
youwve always dreamed of!

The world of Arth is hauntingly familiar,. yet
strandely mysterous,

Visit Airopa‘’s Avillonian: Is
mighty: Lyonnesse, See the “Dark Continent™ ol
AfTiK, travelling up the Nylle River, I Agypl’s

I dgreal pyramids, o the unexplored: lands: of

'S, which include

the mterior, Or cruise the long reaches of fhe

Mare Ostrim which reaches from eastern Aropa

steppes of Central Azir, Andithen th

seven: Lakes ol distant Varaaard....

about the nations of ZErth, their populations,

at citic

rulers; capitols, and wonders of their are;
lheir magick, intrigues, conflicts, and more,
Ihen read about the labyrinths which

honeycomb the world's: crust, Subterranean

Airth's Shiallowshadow, Midgloom,  and
Deepdark, The races, creatures, and: ecology.

[ound! in this underaround’ maze are like none
pthers

You can even journey o the planet’s: hollow.
nterior, where ancient lite forms still dwell,

Do: alll that and: you: are stlll only: acqualnted
witti half: of Zérth! Tor the world' has a counter:
phase, connected to ZArth by madgickal Fortals,

he world kKnown as Fhigeree, I too has its outer;,

subterranean, and mterior spheres, the realms off
ferie, Hobgoeblin, and Goblin, and of (fivusands
of other things, ...

The Epic of /Erth is the single best source [or
establishing a complele fantasy campaidn. Buy it
pow! And don‘l’ forget to: pick up the Mythus ™
fantasy roleplayindg game book and the Mythus
Magick'" book (0o, so that your fantasy: dame
world can truly come alive,

5001 $22.00
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ISBN 1-55878-132-3
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