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The Seven Principalities 
The Seven Principalities span the island nations of Aesik, Brun, Hile, Huq, Laon, Mael and Noen. The 
archipelago sits in a tropical zone and each island originally possessed thick jungles. Much of this growth 
was cleared away for farmland and grazing pasture but large swaths of dense flora still cover portions of 
the islands. The current inhabitants (almost exclusively human) descend from a common stock that 
arrived about 1,000 years ago. They colonized the islands under a royal charter from Dunring, hence the 
name Principalities. With the fall of that kingdom 400 years ago, the Seven Principalities are now 
independent, but consider themselves part of a loose confederation. 
 
After the minotaur’s death, the Principalities resumed the trade of spices and exotic woods with the 
mainland, and wealthy individuals now once again travel to the islands to enjoy their warmer climate 
and rejuvenating ocean waters. Increased commerce has also increased competition. The islands 
aggressively jockey for the largest share of markets. However, a shared heritage of oppression and the 
threat of pirates prevents this rivalry from turning violent. 

Ecology 
With the trade of spices on the rise again, many of the farmers who raised cattle for Asterion have 
released their stocks into the wild. The aurochs did not fare well against the island’s natural predators, 
but boar and deer have flourished. The deep forests shelter large land lizards and strange, creeping 
vines the locals know to avoid. Dormant volcanoes dot the islands and play home to wyverns, 
manticores and rocs. Natives do not climb the peaks. 

Sites of Interest 
Ruins across the islands prove an earlier civilization occupied the archipelago before the current 
inhabitants arrived. These people or creatures were long gone by the time of the colonization. No 
images of the builders survive, though the design and size of the ruins suggest a humanoid race. 
 
The largest of the Seven Principalities is Huq. As Asterion’s home it suffered the worst of his 
depredations. He ruled the island from an ancient labyrinth fortress built near the summit of a volcano. 
Huq’s people are the most wary of foreigners, and can’t understand why their island attracts so much 
attention. 
 
Adventurers and treasure seekers flock to Huq to explore 
Asterion’s former lair. The edifice is a remnant of the 
earlier civilization that lived on the island chain. Legends 
claim the labyrinth hides ancient magic. Others suspect it 
opens to secret undersea volcano tubes Asterion used to 
travel between islands without detection. 
 
All the increased comings and goings of merchants, 
explorers and visitors has attracted pirates. Ships 
traveling between the mainland and the Principalities 
present rich targets. A large pirate gang called the Grey 
Blades plagues the surrounding waters. If anything, there 
is plenty of work for those willing to sign on as marines. 
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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 
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