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Suliawa, the Twisted Forest 
On the northern shores of Lake Kareghest lies the 
Suliawa, the Twisted Forest.  Some say it is the heart 
of Suliawa and not just the trees that have become 
twisted.  
 
Once the forest was home to elves that nurtured and 
protected it, but now it has become touched by the 
chaos of the outer planes and twisted into an 
aberration of life.  Surface elves blame the corruption 
of their traditional homeland on their dark skinned 
cousins who court with demons and seek to enslave 
the other races of the world.  
 
The grass is brown throughout the forest regardless of the season, the limbs of the trees twist at 
unnatural angles and branches that once held broad leaves now lay empty. Still the trees pulse with an 
unnatural life and are almost warm to the touch.  

Inhabitants 
The forest is said to be haunted by the spirits of murdered elves, twisthorns and other chaos-twisted 
creatures known collectively as the aszevara. The unnatural nature of the forest pervades the area 
making it offensive to all natural creatures, so the appearance of any natural animal is extremely race. 
The woods are silent and perpetually shrouded in a cloying mist.  
 
The chaotic nature of the twisted forest has attracted the attention of a number of savage centaur tribes 
seeking to escape the encroachment of civilization. For now the numbers in these tribes are small. Their 
constant infighting and wars with the twistborn have stopped the tribes from becoming a dominant 
force in the region. If the centaurs, do manage find a permanent foothold and become further corrupted 
by the chaos vents, it could spell disaster for the entire region. 

Sites and People of Interest 
There are no permanent settlements of any size within the twisted forest. Some treasure hunters 
explore the haunt treetop villages that the elves fled as the forest was consumed by chaotic forces. 
Most adventurers suspect anything forgotten by the elves in their exodus was likely taken by demonic 
forces and this is simply a fool’s errand. Other travellers venture into the forest seeking natural portals 
to the chaotic planes of existence as there are thought to be several liked to different layers of the abyss 
and others to the home of the chaospawn. Still anarchists seek to locate and harvest wood from within 
the forest nearest the chaos portals and conduit, for it is felt that the wood of those trees can be 
strongly enchanted with chaos energy to being swift death to their autocratic enemies.  
 
A gnomish oracle known as Mibbimil is said to have a secure home hidden within the twisted forest. It is 
said she predicted the fall of Suliawa to chaotic forces but that the elves ignored her. 
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OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b) “Derivative 

Material” means copyrighted material including derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be 

recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 

distribute; (d) “Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open 

Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, 

but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying marks including 
trade dress; artifacts, creatures, characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, 

depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and 

descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered 

trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) 

“Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, 

modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this 

agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 

under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or 

subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the 

COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed 

in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly 

licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in 

Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 

Game Content. 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 

this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 

written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days 

of becoming aware of the breach. All sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 

make it enforceable. 

 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson. 

Denizens of Avadnu Copyright 2003, The Inner Circle 

Original Spell Name Compendium Copyright 2002 Clark Peterson; based on NPC-named spells from the Player’s Handbook that were renamed 
in the System Reference Document. The Compendium can be found on the legal page of www.necromancergames.com.  
Lands of the Gow. Copyright 2010, Purple Duck Creations.; Author Mark Gedak. 
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