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INTO THE ABYSS. DEMONS & BLOODSTONE IN GREYHAWK
By KHYRIC

Subj: Demons and Bloodstone Pt.|
Date: 96-02-29 01:32:41 EST
From: KHYRIC

Just happen to have some notes on my hard drivat #itre Throne of Bloodstone, TSRs last real fondy the
Abyss (pre-Tanar'ri days). Hopes this brings somestions up to date. | call this the Good Old days:

The Realm Of Demogorgon.

The smell of rotting jungle vegetation will grebetparty as soon as they enter this plane. Jaggeadtains and
jungle that goes on as far as the eye can seetisfphhe make up of this plane. The full rangedefmonic life
makes up this plane along with all types of dinesawild apes, and birdlike monsters. Creaturesaromal
intelligence have neutral or neutral evil alignnserhtelligent creatures are all chaotic evil. ehare no undead
on this plane. The great type VI demon known a®Bial said to inhabit this plane and if convincédgarty's
merit, can take them to an audience with Demogohymself.

The palace of Demogorgon rises several miles higthé center of a great city occupied by over 100,0
demons of all types. A side note to the city ig ttfearacters spending time in the city will lose dife level for
every hour spent there, no save. The palace &Beliches several miles above the city. It is ommipy demons
of all sorts and contains many magical devices tags. It is impossible to approach the palace awith
Demogorgon being aware of the approach. He preéfecapture rather than kill his victims, and toesithem
thruout time, never letting them die.

The Realm Of Yeenoghu

As the party enters this plane, a barren wastetdusdlt lies as far as the eye can see. In thardist a mansion,
the size of a city, is being slowly pulled by thands of slaves. Gnoll overlords whip the slaveselessly to
keep pulling the city. If characters were to attéok gnolls, a flight of 100 type IV demons attdbk party. If

that 100 is destroyed, a further flight of 100 kelgscending upon the PCs until the party is kilfeaks, or is

captured. If characters surrender or are capttinegt,are brought before Yeenoghu. It is said thegnoghu can
be goaded into a one on one fight with a singleadtar, with a wager of freedom to the party asptiee for

victory.

The Realm of Juiblex

The land of the faceless lord is filled with all mmer of living fungus and rot. The full range ofadéy slimes,
molds, and jellies thrive off of each other. While the plane, all characters must save vs. poisan® penalty
for every three turns spent here. Failure will gram the effects of a stinking cloud spell.

The magic of the plane also instantly putrefiesnalh magical food and water carried by the PC'steWis
changed into gelatinous cube material and foodhanged into black pudding. The landscape is a iatink
swamp filled with unnatural colors. Fumes rise itite air from the mass of putrid liquid. A singlatip, wide
enough for only single file movement, is the ordyns-safe way thru here. Stepping into the swamgngttime
or point will result in the effects of a green dipnblack pudding, yellow mold, and ochre jelly haping all at
once to the creature who treads in. Trying to fipve the muck will result in the swamp spewing Hogteat
streams of itself into the skies to hit the chagextvith the same effects as mentioned earlier.

The biggest heap of decaying garbage in all thagsldas the Palace of Juiblex. As it is approachiesl,area
around the palace is a constant battle ground mihes, type Il and type IV demons, and bar-Iguraralying

on each other. As the party nears the heap, itwithttacked. If the attack is not repelled at dncgreat force, a
great mob joins in. Juiblex will not take an audierf any kind and will attack any who enter hitapa. If the

possibility of losing confronts the demon, he wélleport away, only to return later when healed.



The Realm of Baphomet

A ever-changing maze of a plane, it is currentlidvaf its leader. Baphomet, the demon ruler of ranos, has
been captured by Orcus and is held in the dungefthe prince of the undead.

The Caverns Of Zuggtmoy

Part of the river Styx runs into this plane formagvaterfall on the plane itself. At the bottomtlas waterfall,
the characters find themselves in a network of me+a small node of the layer inhabited by Zuggtmoy
demoness lady of fungi (see dungeon level 3...atiped of module T1-4, the temple of Elemental Efat
details). The entire floor of this level has beeméd to mud by the water of the river Styx. Toaghihe floor at
any point has the same effects as any contactthéthiver itself. The caverns are used to growtr@us molds
and slimes and puddings that Zuggtmoy loves. The cumulative 10% chance that any acts of destruc
here will bring the demoness here to attack.

The Palace of Graz'zt

The Palace itself takes up one whole plane. Theehwinmillions of demon soldiers who drill constgrfibr war
against both Demogorgon and Orcus. Entering tlaseplill bring 100 type 1l demons commanded byya€el
V demon that will demand that characters sheath Weapons and come with it.

If the characters accept, they will be escortethéothrone room of Graz'zt. After being capturedabsorcerer
(Iggwilv) from the prime material plane (Greyhawd) a crucial moment in a battle against the trogles|

harpies, and bar-Igura, he escaped at the costinfjlzonfined to his own layer for a century. I€thlayers
explain their plans against Demogorgon or Orcuswliielend help to further their goals, then cagtwor kill

them if they succeed.

The Realm Of Fraz-Urb'luu

Appearing at first to being totally flat and featlass, this layer is totally alive to the wisheshaf demon prince
of deception, Fraz-Urb'luu.

Besides being able to shape itself however itg wighes, it also radiates a powerful anti-magifte A6 turns in
this layer, there is a 90% chance for each magiu inot counting artifacts or relics) to lose itsedmer and
become powerless. There is also a 10% chance perthat the demon lord himself becomes aware of the
trespassers and will gate in another demon primgeriacess to attack the party. The terrain wilisisin the
battle against the characters.

The Glacier Of Kostchtchie

A howling arctic wind, orange ice, and a bleak goeet visitors to this plane of the abyss. No fiased spells
work, and it is so cold that unprotected creatugeffer an automatic 1-6 points of damage per rounds
populated by various ice demons, ice para-elen®rita devils, ice trolls, remorhaz, night hags] finst giants
to name a few. There is a cumulative 10% chanceyperthat Kostchtchie will sense the intruders apgear
with his pair of Leucrotta (HP 49 each), and hangiwhite dragon (HD 7) to destroy all he finds.

Iron Fortresses

Each of the four Iron Fortresses located on therlay Pazunia (The Palace of 1,001 Closets) ishitde by a
major demon: Ahrimanes, Aseroth, Dagon, or Ebliseil physical bodies are protected here while ey
traveling astrally. First sign of danger and theturn. Each fortress is guarded by 10 type V demioisuders
will be first asked to go away, then the major dameturn to gate in all kinds of help. There ism@asure here.



The Realm Of Orcus

In a word...HUGE. A ton of adventure detail thawill only touch upon. The 333rd layer of the Aby3$e
Palace of Orcus lies in a deep valley surroundedrigense mountains honeycombed with narrow passages
Smaller valleys in the mountains contain citiesunfiead, a Type VI Demon named Ter-Soth, A Valleyhef
Crypt Things...24 in all, a City of the Liches..QlDiches, 12 Demi Liches, and 12 Death Knights tuedArtifact
known as the Hand Of Vecna, a trapped Solar, aa$que, a city of the Zombies....10,000, and Thdl€a
Orcus complete with surrounding city called Orcisga

Well, there you have it. All the facts from the RMdule The Throne of Bloodstone. What is reallyr@uible
about this series is how easy it can fit into a M of Greyhawk Campaign.

Examples....and just a few:

*The Kingdoms of Damara and Vaasa might as weltwyondy and luz or Nyrond and lvid or Vecna, yaket
your pick the story and history is so close in s@reas its scary.

*The Witch King and his secret ally, the Grandfatioé Assassins. Or could this be The Lich Vecna thed
Scarlet Brotherhood??7?.

*St. Sollars...The FR version of St. Cuthbert?®e & zap in and out of the affairs of men.

*Mention of areas in the abyss for side adventurdmth theGDQ1-7 modules and the Temple of Eleaidayil
module.

*Lets not forget the city of Liches with the Hanfi\tecna. (see above), and loads of UA magic items
In short there is a great deal of usable stufhinBloodstone modules, the above is just a snipipgiu ever see

these adventures...buy them... you might be s@grgat you can get if you just make things aliitiss FR and
a little more...shall | say... Greyhawk:)



PANTHEONS OF THE FLANAESS: THOUGHTSON THE BAKLUNI
By Iquander

Subj: Almor, Ekbir and the Rest
Date: 96-02-29 02:40:19 EST
From: lquander

Hurm. | don't see Almor as polytheistic at all. @&, there is a _very_ limited amount of detaikluis one, but
the nation's Coat of Arms depicts a sun rising avéattlement. I'd be more likely to equate thigesto Pelor.
One of the prominent national alignments of Almaswneutral good, so it would seem to be a matcén,At
seems like Medegia and Almor are diametrically gqgah and it also seems like Hextor is the religibrecord
in the Holy See. So, who better to oppose Hextan tRelor (assuming that Heironeous is not an oti&o,
let's get a list of the theocracies of EasterniOeri

Theocracy of the Pale: Pholtus (obvious)

Prelacy of Almor: Pelor (?)

Archclericy of Veluna: Rao (this is positive, wisbhme Cuthbert mixed in, probably)
See of Medegia: Hextor (is this explicitly statadvid? It should be.)

This leaves us with a problem, though. What of @adiphate of Ekbir? I'm currently trying to figuut the

clergies of Xan Yae and Zuoken, and I'm all butvieced that the Baklunish pantheon is incompletee Two

alignments of the nation are neutral good and lagdwd. I'd be tempted to say that the Caliph spdakthe

entire pantheon, but the national alignments seedehy that. Why? Because the entire Baklunishhgamt is

True Neutral, an alignment not even mentioned enrditional alignment chart representation of thépGate.

The description of the nation (typical of all thal®unish states, actually) is so short that it aor® almost zero
useful information. Sargent, unfortunately, sheddight on the issue. It seems, as far as | amexmed, that the
chance of Ekbir being devoted to the pantheon,oortat matter, to a _member_ of the pantheon skme

indeed.

There is an option, though. Think back to the dpton of the Cup and Talisman of Al-Akkbar. Thougkb
Cook seems to have missed this, | believe that Gydanded Al-Akbar to _be Pelor. The primary aligent of
Ekbir is neutral good, thus there would seem ta baatch.

The Common gods are common for a reason. Thougir Beiost heavily associated with the Flan, halss
worshipped across the Flanaess, including the Batlustates. Most of the official Baklunish panthesre
detached or intensely personal. We know for atfaat Istus has few worshippers (though many askéorelp,
of course), and that the followers of Xan Yae andkén are devoted to personal goals above all @lbat of
Geshtai? It's hard to think of a god of Lakes, Riv@nd Wells having a Caliph powerful enough totamrthe
most influential of the Baklunish nations.

So, | believe, Pelor is the answer. The followefrAbAkkbar would have the gumption to get an origaual
church together, and they would also appeal tootiganized mien of lawful good folk. It goes with@aying
that there are severe holes in the Baklunish panthend | think filling in some "common" deitiespecially
those of the Greater variety, is the answer (&t Biaklunishified names, of course.)

So let's see. What other gods would likely be wipgstd by the Bakluni? | know some people will disag but |
see the Bakluni as a pretty highly magical radi&kel Al-Quadim's Sha'irs and elementalists, andflrdtely think
their magic is different, but it would still tapettsame knowledge created by Boccob. Thereforénk thlikely
he would be worshipped, as well.

For my own reasons, I'm unsure about Beory. | thhik Bakluni have a very different cosmology thha t
easterners, and | don't really see any version edr fitting into that cosmology. Incabulos is pabky
acknowledged, but not honored. If Pelor is worshihpl think it likely that some aspect of Nerullnguves,
perhaps at the head of the pantheon of daemons hwndred to the west of the Baklunish states (roaetl in
Come Endless Darkness).



Tharizdun, in some form, is almost certainly knowah|east to certain sages. His power is univeesal, covers
all of the pantheons.

| doubt the Oeridian gods are much honored by tiduBish, and the Suel are probably much hateldol don't
envision the Bakluni as having a developed maritimdustry and trade (in part because there realt i
anywhere to go), so I'm not sure they'd need aofidige sea.

An idea, submitted for your approval,
Savant Iquander



A FIEND OF DELCOMBEN

By KHYRIC

Subj: Fiend Of Delcomben Pt.1
Date: 96-03-04 16:33:13 EST
From: KHYRIC

From the supplement luz the Evil, something nbokls might own, is the following description thfe Castle
called Delcomben located in the occupied Shielddsa\fter that is how | use Klavikus (a Demon ofc@s
from the Bloodstone Module) to fit into my campasgrersion of Delcomben.

« Delcomben....... Once a castled village actingrasutpost watching the lands of the Hierarchsc@raben is
now important as a secondary garrison supportingpisaalong the Ritensa road. Traveling troops stathe
village, with the castle being occupied by a bdBype VI demon for you old timers) who does not equp
outside it. The balor refuses to communicate wittisl troops and no commanders are willing to thkerisk of
challenging it. The Free Reavers of the Horned kamalve been seen entering the castle, thoughhang are
reports of two beholders hovering above the ce&ap in addition to babau and vrock within thetlead/ery
deep, bass, grinding noises, as if rock grindingamk, are heard during the nights. What Delconsb&eahdish
liege may be up to is any ones guess »

Klavikus, Demon Guardian (Type VI Demon).....18.E

AC:-6, MV 6"/15", HD 8+8, hp61, #Att 1, Dmg 1-12+$A Whip and Flame for 4d6, spell like abilities S
or better weapon to hit, MR 75%, AL CE, CR 12", €B Size L

Special Iltems: Ring of protection +4, +2 on saves.

Klavikus has been ordered to guard Delcomben Ime rather then Orcus himself. The mighty demon jeriotc

the undead detected dangerous ambition in Klavikasleft unchecked, could have caused unwanteblgrs
on his home plane of the abyss. When news camesfrequest for servents, guards and armies freralifissal
lords in exchange for magic items, souls and bo@esus saw a chance to do business with the @d on

The demon Klavikus does one day yearn to ruleriquoof the abyss himself, but through the trigkef Orcus,
a pledge of service has been extracted that bimdgchthe castle of Delcomben for the next fiftyayg In that
pledge, the demon must guard the treasure of thp, kecated far below, from all who would takeHe now
spends his time unoccupied with the dealing of hugt,carrying out his sentence reading the thousahthooks
that he has managed to collect.

Even though Klavikus cannot leave the castle, bams of the pact with Orcus, he still manages ieatonew
books all the time. In his keep, he works with tB@holder Scholars who research the where aboutsrefand
priceless works. Through his dealings with the FReawver’s, and also by gating in weaker demonsbtaim
unread or desired material, his collection of boo&stinues to grow. He can possibly be bribed ietting
intruders live, with the price being map books,lispeoks, or whatever-the fiend will read almosytiung. A
spell book offer will almost always grant passaged party of characters. A lesser book will havehance of
50%, modified up or down depending on price, castelninding, rareness, ect. Several books willease the
chance of success. Characters brought before therdwill not be offered lives or information for &ks, they
must think of it themselves, but if they do, Klawikmight even be persuaded to allow a single P&¢ape and
return with some books-but he will keep the renmajrparty members as hostages.

The demon has vowed to stand guard over the treasibelcomben Keep, but nothing more. He neitjiees
direction or help lead any of the old ones trogikintruders in his lands are ordered to be brdughhim for
his pleasure as part of the pact. PCs will be tdkethe castles doors, led in, and then left altingiy way out
barred from the outside. Babau and Vrock within stenekeep will then escort the intruders to thaid for
judgment of their worth. If attacked, Klavikus wdhll to his babau and vrock guards (numbering aay his
two Examiner Beholder scholars wielding mage wasfdigihtning and fireball.



The grinding noises, sometimes heard within ttetleaare in fact the sounds of excavation to tudtwbelow by
the demon guardians minions. News of the actuaichbe has pledged to watch over has surfaced, foyrmhe
of his Examiner Beholders, in a tome obtained ftbmFree Reavers. Klavikus has taken steps totifgfthe

resting place of the old ones treasure.

Taken from the book, 'Histories and tales of migioimes of evil' by the mage known as Cranzer @ficRig,
details of the possible resting places of potentke/@f ill has come to the attention of the curidador. If the
vault below holds any of the mentioned works of dation, Klavikus will soon find out.

Well...there you have it, most of it that is. Iy @reyhawk the vault has still not been exploreadpened, but
the characters do know it exists. They believeit ether powerful items of good not of use toGheé One, or
some of the books from Dragon #225 (detailed inDhegon back issues part on the TSR page). As larikus,

he met the PCs when they were captured outsideetdoinben on their way to Laws Forge on a scouting
mission. All involved (except the mage p.c.) fouhdt meeting and the ones after it beneficial ksides. Since
then, the demons hunger for knowledge has beerfedetind still keeps getting larger, and the phdy found a
source for both information and adventure. And igalt what Greyhawk is all about??:)

Well, if this peaks anyone's interest, | will palsé rest of luzs "Pact with Fiends" later inclglithe warring
balor and marilith from the village of Stahzer. KHY



EXPLORING THE FORBIDDEN CITY

By Iquander

Subj: 11, Hepmonaland, etc.
Date: 96-03-06 01:57:21 EST
From: lquander

The Oerth Journal is (with issue 3) starting autagcolumn called "The Good Oerth," that will diss various
"off the map" areas. While it's possible that théumn will eventually contain information on theas cultures
and nations of western Oerik, we're starting ofasnwith areas like the Amedio, Hempmonaland amal Dry
Steppes. Because Hepmonaland is likely an upcoaniigje, | thought I'd check out module 11, Dewdlaf the
Forbidden City, to see if | could find anything.

Boy, was | disappointed. The module is set in Hepatend (in unexplored mountains just south of De'le
map), but that's about all the geographical infaiomagiven. While it's unfortunate, in hindsighibat a lot of
these earlier modules didn't focus more on the dyasthers, like the excellent Hidden Shrine of Taokan,
have nonetheless provide ample opportunity for egipm. Dwellers of the Forbidden City, unfortungteloes
little in this area.

It's a shame, too, because the setup is fairlyastimg, and the overhead view of the Forbiddew iG5elf is quite
intriguing. Unfortunately, Dave Cook took up nea8ly% of the module in the boring, generic dungeketave
system that leads to the rift in which the citgitsiated.

Since we know so little about the culture of thege of Hepmonaland (outside of David Howrey's "tDar
Continent" contributions, about which | have certaservations), | was hoping to find just a feme$ to spark
my imagination about the people who once lived hiéithe descriptions of the buildings echoed Taahaa, for
instance, a case could be made that the Olman Emgached as far north and east as the locatidhisf
module.

All of the four or so buildings that play a parttiis module aren't really described in terms chaecture, so
once again, we're left without a clue. Of course, a@an make up our own descriptions, but there'sstongy
satisfying about finding it all in a module. | knpirknow, it was a different period in gaming, #fetient time in
design. Too bad it was a stinky illogical one, thlou

Indeed, it's almost impossible to find out if thégmmal inhabitants of the Forbidden City were evemans. As
the place is now infested with Yuan-Ti, it would basy (and lots of ambiguous DM descriptions doelp
overmuch) to assume that these creatures crafecitth

As it turns out, it was humans. About three paralgsafrom the end of the module, Cook finally regeal
something about the city to us. While investigatdugnething in nearby caves, adventurers find they have
travelled back in time, to the period before thenow of the Yuan-Ti when humans ruled what woulddiee
the Forbidden City.

This last of four possible campaign "expansion‘agléa three sentence _description_ of a buildinipeéncity
could accurately be called an "expansion" uponpiftrided material) gives us some clues that canybma
give us some insight into the past of Hepmonaland.

The Forbidden City (which was, of course, callethsthing different) was built a long, long time agfohas to
be several thousand years, imho, because the bhigmans have de-evolved into really deformed melrgnren)

in a mountain rift deep in the Hepmonaland jungleuth of the Pelisso Swamps). They lived thereldag

enough to build all the way to the borders of tifie and all told, the city probably housed aboi@@D people
(judging by the size shown on the city map).

It's unlikely, given the geography of the placeagttthe city-dwellers traded outside of their owmaoaunity. A
huge field in the northeast portion of the rift pided vegetable footstuffs for the entire communiysmall lake
in the middle of that field was well stocked with sorts of fish, and by these means, the citiasase largely
self-reliant.



In fact, it is this self reliance that caused thdorvnfall. Since they did not communicate much vt humans
of the south, they had no warning of an oncomingsion that would destroy their society. A strangee of
good-aligned bat-like humaniods tried to warn tiye @f the coming invaders, but were unsuccessful.

What made the invasion so horrible was the natfithe attackers. Though the city had never befa@e to
defend itself (there are no obviously constructélitary buildings in the city), they had prepareat tlefending
themselves against the tribesmen who were theghbers. They were not, however, prepared to fagéeYthan-
Ti.

These strange snake creatures attacked with gngataind the city fell with little effort. The huma who were
not killed outright were enslaved. Nothing is knoasto the fate of the bat-folk. Perhaps they westroyed by
the Yuan-Ti, or perhaps they still inhabit the abeneath northern Hepmonaland.

Some humans, however, escaped the Yuan-Ti by egtthe primitive sewer system below the city. Théney

managed to escape their pursuers by taking refugeinatural caves that bisected the main dubisy Temain,
in some form, there today, though they are mucfemdint than they were thousands of years ago. Thetil

human, they have grown to be incredibly susceptibldight, and now worship Ranet, a kindly goddes$s
darkness who drives away those who would bring liglthe undercity. There is a fabulous templehtodeity(?)
below the city, where it is said that the serpenfarm of Ranet herself holds court.

Some time after the Yuan-Ti established themselvéise city, the greater empire that had been ecehy their
race to the south began to decline, and many ofYilen-Ti were called away. Those that remained were
eventually thinned due to disease and natural presiaand the upkeep of the City fell to almosthirag.

About CY 420, a group of Bullywugs, probably frohetPelisso Swamp, found their way to the Forbid@igy

(called such by the human tribesmen who neighbtirectity and saw it as a place of their ancestotseh is

probably true, given that they were likely relatedsome way to the folk who originally dwelled tegrand
parleyed with the Yuan-Ti. They brought what thailed a "god-egg' to the city, and were given tbeheastern
plains, which had, in the past centuries, becoswamp, as a domain. The egg proved to be thaPafnaLung,
a wingless dragon from the Far West who is now hipped by the Bullywugs.

So it was for over a hundred years until a humagemamed Horan found his way to the place, andwaged
the Yuan-Ti to strive for empire again. They did and began to court the attentions of a poweritésplanar
personage, some say even a demon prince. Theynmavaged to open a gate to this creature's pladeit @&
unknown what will occur should such a fiend walk terth.

Recently, the Yuan-Ti have been contacted by aggkmown as the Black Brotherhood. It is suspeched this

group is a special faction of the Scarlet Brothethcand many have suggested that the mage Horarhavay
been aligned with this group. Such an event wowldb® out of character for the Brotherhood, andyrfaar

what might come of an alliance between the two gsou

That's about it, really. I've made certain conmettion my own, but that's all there is. | guessnfrilnat
information we can assume that the Yuan-Ti once &ad'empire” (which is probably a relative term) in
Hepmonaland, and that that empire no longer efibtaigh it would be fun to have a few vestiges)lebince
Yuan-Ti are described as "once-human demon worskhsghit's likely that they were merely a factidnedarger
human empire who managed to take over those aotadigned with them in the first place. The appeae of
Ranet, herself a serpent-goddess, suggests thabrifi@eal human culture had a fixation with snakbat
probably affected the truly evil of their societyrieally bad ways.

I am intrigued by the bat-people, and | think ituldbe fun if they were still around. | tire of thermal AD&D
races at times, and these folk seem just uniqueginim inspire some truly interesting play.

Looking at what I've just typed out, it does seém there was, in actuality, quite a lot of matkiiathe module.
That may be true, but | only wish that 11 had bewre like C1, and then our work would be cut outufs.

What have some of you done with this module? Ikliirpoorly executed, but intriguing. Have any afuyhad
different impressions? How do you view the cultuweslempmonaland, and what do you think of this medin
particular?



Iquander



THE KINGDOM OF FURYONDY: AN ALTERNATE CAMPAIGN
By Wildwood72 & additional by Arial3

Subj: What If.. Part 1
Date: 96-03-04 11:12:43 EST
From: Wildwood72

Well, here's the post on an alternate Furyondy lthmbmised. | don't claim that it is the best, dadl free to
comment away. The only major difference in my caignpand "canon" at the beginning of the campaigs wa
that Mayahaine appeared in 577 instead of durieg@reyhawk Wars. She has taken over the activetaesie
against luz that St. Cuthbert carries to this dathe "historical" Greyhawk.

As | stated in an earlier post, this is a greaittyplified version of an earlier campaign of minedgparts have
been left out. This is because at least two of maygrs have access to this folder, and | plan oming a
variation of this in the near future.

Furyondy

The disappearance of the Prince of Furyondy andPtbgost of Veluna destroyed the carefully laidnglaf the
forces of good in the Flaness, strengthening atl e call evil.

Evil became so overconfident in all of its maryiatrhs that it hid one of the symbols of what is hgdedd under
the very noses of those who sought the two leadetsCaught by a union of evil and seperated anitisg
members, Thrommal was held by luz, who struck & péth the Scarlet Brotherhood to further evil oerB.
The Old One received Thrommal, while the ScarlettBerhood got Jolene.

Hidden deep within the Temple of Elemental Evilrdimel was thought to be dead at the hands of thde$
Brotherhood by all, until in C.Y. 577 an unlikehamd of adventurers entered the Temple to destreyeth
within. During the course of their 2 week adventiré¢he Temple, several siginificant things happer@n the
fifth day of fighting and exploring, a crypt thap@eared to be warded from without to contain atgega was
discovered. When the crypt was opened, a greaenyysecame evident to the heroes. A vampire, witlhaden
stake barely penetrating it's chest, lay within ltfer. However, to a half-elven fighter in the goowho had also
become a fledgling priest of Mayahaine, and wasiclemed a bane to all undead, this did not seehnt. figsing a
god-given ability to detect undead (as he was atead hunter), he detected no undeath within thenpuz,"
and the illusion that covered the body melted awRgvealed now in his true form was none other than
Thrommel, Crown Prince of Furyondy.

During the three days that the group took to biihgommel to a place of safety, they tried theilextive best

to bring the Prince up to date on what had happenttk 4 years that he had lost. When the groupsatisfied
that Burne and Rufus of the Village of Hommlet Hhd situation under control, they returned to tleenple,
more determined than ever, and uplifted by thed@tinpromise of support for their cause. Duringféve days,

the group suffered heavy losses, as the Templésbitants were forewarned and ready, springing many
ambushes and setting no few traps. During the fiattle within the temple, the survivors were Hard when
none other than luz appeared to combat them. Tleey anly saved by the appearance of Mayahaineghtduy

the pleas of her faithful. Not wishing to confraatch other before mortals, they both left the Temphe group
eventually figured out the secret of Goldenskutl #me Temple was utterly destroyed.

While this was happening, King Belvor was overjoythdt his son was returned to him, and arranged for
advisors to bring Thrommel up to date on the gomgsn the Flaness. However, Thrommel was so hesin

and sick at the loss of Jolene that he paid ththa hind. One particular advisor got through tsmhhowever,
sympathizing with him for his loss, and appealingrhrommel's sense of "right". This follower of tBearlet
Brotherhood relied on Thrommel's black and whitprapch to life, saying that the ones responsibielébene’s
abduction must be stopped at all costs.

Meanwhile, while radiantly happy, King Belvor's hbavas slowly slipping. No amount of magical ormdane
healing could ease the unnatural pain that now gdawrough his body. Each day, the King appearezkeare
and weaker, with none able to give him aid. Somepdr that the Brotherhood's agents were the catisers
that the root of this came from far away (perhagneas far as Ket...).



As fate would have it, King Belvor died on the saday that the adventurers who rescued Thrommel (now
known as Fire and Fury due to the spectacular étttearemple) arrived in Chendl. Thrommel, numbtvgtief,
listened to their report of what happened aftehae left the area of the Temple, and became ennabed the

Old One's appearance was mentioned. Now he hadjet far his anger, which had been mounting dayldy
since his return.

On the day that he was crowned King, Thrommel idsare ultimatum to his nobles. They could eitherpsup
him in his holy war against luz, or they could s&fuand be branded traitors. The southern noblehf@gainst
this long and hard, but in the end were convinted their own lifes were worth more than disobeytimgir new
king. With the full backing of the churches of Relbayahaine, and Heironeous, and with his noklesly in
line and troops from Veluna backing him, Thromnmladed the southern lands of luz, taking the cambio
almost completely completely unawares. Thrommel $eeh the evil within the hearts of luz's spiekisncourt,
and had kept the plans secret from them. Only #fierinvasion had begun did Thrommel have themucagt
and executed.

Caught with his powers weakened by his battle Witna, and with his attention focused on the Hdld o
Stonefist and the Horned Society, luz was ill pregddor the invasion. He had only a few of his lagaiand the
assorted humanoid rabble of the Vesve to draw upesperate, he called upon his allies in the Alaygkeven
took the field himself, stalling the Furyondian adee at Dorokaa.

At the same time, the Shield Lands strengtheneid ttoethern and western borders, expecting an lathian
either the Horned Society or Furyondy, seekingetdaim their former vassel state. This never hapgehut luz
was busy defending his lands from Furyondian anidnén troops, and never attempted to invade a r8adid
Lands.

This dividing of his power changed this versiortte war, however, as he did not have the time thegallies
as he would have normally had. The allies still eabut later than in the "official” war, so thaéthest luz could
do was reclaim the lands he lost, and annex pattteoHorned Society. Thus, his gains were extremelgest
compared to the official war. He still held thedarof The Rovers of the Barrens and the Hold oh&tst, but
Furyondy and the Shield Lands remained more oriteast.

The rest of the war continued as per _Greyhawk Warith no major changes other than the ones meedio
above (i.e., the Lost Lands were still lost, the&@Kingdom still self-destructed, etc.). The eastnd western
fronts were unaffected by this turn of events.

Ok, everyone. | know that | am no great literarpige, and that some of the things | wrote aboutstnetching
the limits of WoG. These were only part of the fsrthat shaped that particular campaign. Manyatifmost) of
the details that led Furyondy to this state mustaia out of the folder (because of players beimgdrs). These
things happened the 1st time | ran this. Any cormsabout how you'd change things are welcome, Isectis
is about to be replayed with a different group &yprs, and | wish things to run as smoothly (arel)was
possible.

Thanks all,

Bill (cringing in anticipation of the responsek...

Subj: Lost Line of Furondy
Date: 96-03-07 21:30:17 EST
From: Arial3

Taking this Thommel idea and supposing it.trtf@u could get a lost line of Furondian nobilityike the last
Czars of Russia or the lost Dauphin of France. sThhile "alternate”, this story line could be wedkinto
actual history with fascinating consequences. Mgtlstops it. Supposed history can be just tiegain Wild.
Excellent posts.

Arial3



EXPLORING HEPMONALAND

By DTorsiello & SEPieper

Subj: Hepmonaland
Date: 96-03-07 09:44:14 EST
From: DTorsiello

Rog-

| agree with most everything you said in yposst regarding Hepmonaland, but one of the thiftg$ike to
point out is that there would be _some__ differenoetechnology based on climatic reasons if notlefsg. |
mean, | wouldn't expect the Hepmona to be walkimgugh the jungle in full plate mail any more tHamould
expect an Athasian to -- it would be impracticadl aould also shatter the atmosphere. Please ry@we on the
council and on this board -- | beg of you, for gncean we avoid strangling ourselves with this daulitical
correctness?

At any rate, in my old campaign, there was otimie group purely indigenous to the continent; whwe
referred to as the "Hepmona," or, singularly, "Heprh | don't know if this conflicts with publishedaterial,
but my understanding was that the Olman people lntgrithe Amedio jungle, south of the Sea Hold, aede
not native to Hepmonaland. | saw the Olman culageéCentral American (obviously), with a little Hasf the
south Pacific (in ye olden days, there really wasmaterial branded as purely "Greyhawk," so we usethix
and match. We put X1, Isle of Dread, just soutthefOlman Isles and sort of tacked on the polyamesatives
of that module to the Olmans, retroactively, after WoG box came out in '83).

We patterned the Hepmona after middle easteoplps. They worshipped Egyptian, Babylonian and
Sumerian deities. | know alot, if not most, postérink of the Baklun as middle eastern, but | gsvsaw them
as more Asian. In any case, | only use real-wettghic groups as a sort of template for purposesfefence; |
do _not_ see any of the GH groups as actually b&frigan, Asian, or even European, for that matter.

The fringes of the continent were rather priveitiand there was some racial mixture betweenaatepmona,
Olman, and Suel (I would throw in some of thoserkdaontinent" adventures from Dungeon magazind@se
wild areas, if | still played). As we penetratednm deeply inland, the peoples were a more purendapstrain,
and lived in city-states modeled (politically, ratiturally) after those of ancient Greece. Thegkagve created
was the city of Ahtept, ruled by council of priestf the Egyptian pantheon. The head of this cowas the
centuries-old Corim, priest of Osiris. Somewheun¢siwle the city, hidden in the jungle, was the tdithe evil
Amin Seth, priest of Set, and hated advesary oimCoHe dwelled in a pyramid that was externallyisible to
the eyes of anyone of non-evil alignment. He wiae the zealous guardian of the Infinity Well --yane
drinking of its waters, ceased to age. Legenditihct Corim, as well as Amin Seth, had both drénokn it, and
that they had actually been fighting one anothethHe better part of a millenium. It was whispetidt if Amin
Seth captured you alive, he would force you to ldits waters so he could keep you and torture ywuafl
eternity. As a priest of Set, Amin Seth's dark pmaoften hada snake motif; and he was usuallyedeby the
Yuan-Ti (he was actuallycreated after adventurlmpugh 11, The Forbidden City, as the trueringleaafethe
Yuan-Ti).

Needless to say, the inspiration for most of tame from REH's Stygia, in his Conan storiesyway, that
was my take on Hepmonaland.

| posted my last post before | read the othsosjust for the sake of adding my two cents, | agnéth
Oeridian's interpretation that the Yuan-Ti are @frapted human stock. | always thought that theyewcursed--
in my campaign, it was Set, but if you prefer naxing real world mythology with GH (*cough, Erikcbugh,
*cough), you could make it a GH god. "Who," yokaswho else?  Tharizdun.

-DT

Subj: Re:Hepmonaland
Date: 96-03-07 18:28:22 EST
From: SEPieper



| don't have the Forbidden City module, so | ceoihment on it, but | do have a few ideas aboutritemaland.

A recent (581 CY) expedition from the Sea Barorscalvered the ruins of several cities far to thettsonear
Oerth's equator, in the jungles of Hepmonaland. tAdrehe people who lived in these cities were pathe old
Olman empire rumored to have existed in this parthe world or a previously unknown culture is Istibt
known, because the expedition, weakened by disgasainable to explore the ruins. What is knowrtné the
cities are now ruined and overgrown by the jungle.

Did the civilization decline naturally, was it des/ed by an outside invader(possibly the Yuanrip&e
mentioned by Iquander or by the migrating Suel gasavho occupy the northern reaches of the corjirmen
was something more sinister at work. The primifpe®ple who occupy the area today refuse to everoapp
the ruins, fearful of the slithering evils that aaad to lurk within (Yuan-ti, Naga, Dragons?). Tlhaders of the
previous expedition were planning a return to esglthe ruins in the next year(582 CY). They nevet g
underway due to the beginning of the wars, andstdince been abandoned.

| see the ruins they found as being from a Mayem-tivilization; small city-states skirmishing angst
themselves, step pyramids, blood sports, humaifisacetc. The people living around the ruins #re remains
of that culture, although they themselves do natermber any of their past glories.

Steve



GODSOF THE YUAN-TI

By Oeridian2

Subj: Gods of the Yuan-Ti
Date: 96-03-07 20:56:52 EST
From: Oeridian2

That was an excellent question posed a few messgggream. Exactly who was it the human ancestottse
Yuan-Ti were worshipping that brought them to thmirrent state? We have something of a precident the
ancient Flan kingdom of Sulm (mentioned in "Rarg fraitor") in which all the inhabitants were triorened
into the fiersome manscorpions in a single monténbugh the devices of "evil gods."

With the Yuan-Ti, | always liked the idea of a skwmore hideous transformation of the populativaerdhe
course of generations. Imagine dark and forbiddtes of demon-worshippers, nine months after whiahew
litter of slightly-more-snakelike babes appearhia tity. The process wouldn't be a mystery to thepfe; they
would be active, enthusiastic participants, evethdy were ignorant of the long-term effects. Euvally the
reptilian aspects would gradually be accepted asnial" until, one day, the whole population mighg b
transformed but could still consider themselves dminfAnd how would the followers of Wastri deal lithat
conundrum, | wonder?)

This still begs the question, which gods, demomrsijls, whatever were being worshipped? We arerficie
from the official list of Greyhawk deities, as nuiledeity seems to be particularly associated vsighpents. |
hesitate to bring Set into Greyhawk, and | thirdt thharizdun is overdone as a source of evil.

The answer? There's always the arch-devil Geryalf-fhan, half-serpent). And Demogorgon is as equaii¢h
serpents and lizards as he is with apes and sirflissousin Mandrillagon notwithstanding), andré'& nothing
to say that a cabal of particularly powerful Mdmdit(that's Type IV demon to the rest of us) cotiltiave
"hatched" the scheme, so to speak. Plus, theretligng to say that one couldn't invent a new pattemon of
serpents for the purpose.

Actually, my GH campaign is restarting this Sundayd | was hard up for a long-term opponent forgady. |
think I just found it. Drow do get old after a wil: )

Joseph



THE ORPHIDIAN MYSTERIES

By T2Tyger

Subj: Orphidian Mysteries
Date: 96-03-09 03:18:17 EST
From: T2Tyger

The Orphidian Mysteries is a sensationalist moaplyrbelieved penned by the itinerant charlatan-sagk
hedge-wizard Ursk the Brown, the so-called Shattéviage. A montebanke of the first order Ursk hasrbe
declared a heretic in the Theocracy of the Paleigelcome in Veluna, being charged with seditiord &aces
charges of outlawry in Nyrond, Furondy - and thenBg! Making his home in Rel Astra, or Dyvers whbimgs
get too hot, this raconteur, and self styled bovani, makes a living producing treatises on a wardd
questionable subjects, then passing himself offdalthy patrons as an accomplished man of actidrsagacity.
While not purely a liar, and capable of enough eityao incite certain factions, the Shattered Mageork must
be viewed with a jaundiced eye.

The Orphidian Mysteries is not his most originalrkydbeing largely a compilation of the work of othewith
just enough of the sensationalist "sage's" own mgssio stamp it as his own. Still, in bringing ttger disparate
sources, Ursk has performed something of a setwicgore scholarly academics, though such would magmit
to reading his scribblings. Still, Ursk's sourcasa be trusted, even if Ursk can't.

His monographs, like scholastic plagues, sweepugirdhe Flaneass every so often and are gone. Caopie
cheap parchment, they are notoriously ill wroughtch as Ursk. Or so say the wags. The Orphidiartévigs is
currently available in Greyhawk for 5 coppers armry Dyvers for the same. It's a silver if you tvan
autographed by the "author" who is currently inidesce. "On the run from those slithering idiotst"so he
says. Doubtless, a publicity stunt to lend an adangerous allure to the Mysteries.

(Copied from Urnst Allegemine)

Orphidian Mysteries - Introduction

The Empire of the Yuan-ti once stretched from timee#lio Jungle to Hepmonaland. The people we knotheas
Olman lived in slavery till freed by the renegadeav-ti deity Kukulkan. Kukulkan's revolt shatterduok
Orphidian Empire and upon its ruins rose the OlfBampire.

So long ago did these events occur that no complstery of the snake-men's empire exists. Schdlave only
been able to piece together what is known fromteiet reports of explorations and discoveries @nfén south.
Yet, so disturbing is the picture that emerges Wiwt knowledge is available has been widely sugga@.

That the Yuan-ti practiced demon worship is welbkm. That they kept human slaves and performed huma
sacrifice is not as well known but hardly surprisifhat the snake-men engaged in deviate relatiithssnakes,
demons and conducted foul breeding programs tagitten their hybrid race is whispered. But noné spkeak

of the Orphidian Mysteries and the cults that oitmerished, carrying out blasphemous rights, whetsants still
echo through the Flaneass.

Orphidian Mysteries - Chapter 1 - The Olmani

Reports of Shrine of Tamoachan tell us little aktbetOlman deity Kukulkan that the Olmani themsshdl not
willingly divulge. Kukulkan is a messianic figureho once saved the Olman people, only to depastising to
return one day. As such, Kukulkan is not the mastpnent Olmani deity, yet his importance is in way
diminished for all that.

Depicted as a feathered serpent, Kukulkan's coimmeatith things serpentine is obvious. However, omght
discount any connection with the Yuan-ti based upwre physical similarity were it not for accounfsthe
Nacehual - The Achieved Ones. The name itself sigg®me transformation. Their description suggests



more. Cipactonal and Oxomoco as they are namedesmeribed as having bodies "covered with dry, dinagk
snakeskin." This might well describe a Yuan-ti hgtlof some sort. Still, the account is not precise.

If we find, however, clearer evidence of the Yuaimtoth the Amedio Jungle and Hepmonaland ai&libted
that they once possessed an empire, does not gégygsaggest that the Olman Islands would have peaenof
that empire perforce? It makes some sense. Thmhyt be more of a certainty considering Kukulkan &mel
Nacehual does not seem that far of a stretch.

Orphidian Mysteries - Chapter 2 - The Amedio

That the Yuan-ti exist in the Amedio Jungle canpetdoubted. Such is common knowledge in the Holthef
Sea Princes, which has significant and frequertt thié southern jungle. The anonymously publisheyadge of
the Dragonspray adds considerably more detail.

This adventure recounts an expedition to the Amddiogle which encountered not only pure-blood aalft h
breed Yuan-ti but Abominations as well. The preseotthis later creature more than supports thelasion

that the Yuan-ti are present in the Amedio in nuratie any familiar with the habits of the snake-méfat's

more an entire Yuan-ti lair was encountered. Withat lair were discovered tapestries. The autboounts "Of
the three tapestries, two depict whole armies ddiri¥ti overrunning human cities, while the thirdofshumans
being changed into Yuan-ti by some gigantic snake;mbviously a god.”

In light of this discovery, there can be no doubbat the presence of Yuan-ti in the Amedio Jun§leilarly,
that they were once part of a greater nation orilenig obvious.

The religious tapestry apparently depicts the Yuigod Sarthis. The author was mistaken for thisytbeavatar
and was referred to as "Sarthis" after the disgowéartifacts connected with the deity.

Orphidian Mysteries - Chapter 3 - Hepmonaland

Across the Azure Sea from the Amedio Jungle is Hemtand. Evidence discovered here suggests thsaidny
have once been the capital of the Orphidian Empiceounts of the so-called "Forbidden City" nama ruined
city of an ancient Yuan-ti empire. While the Yuarmt the Forbidden City are no longer the powerytbace
were, the accounts make clear that they are onoe meeking to assert themselves. Chillingly, they a
apparently being aided by humans! Worse still, fragtary observations suggest a danger of near cosmi
proportions.

The tales of the Forbidden City include refererca tertain Hall of the Serpent God. Within thid ma bas-
relief of a "cobra-headed man" overlooking scenesnmakes coiling about men. Can this be anythingabu
representation of Sarthis? This connection becanms possible when we consider the tantalizing msrobthe
"fabulous lost temple of Ranet." Ranet is said ¢oab"giant-snake-queen," who still guards her "fertiprhe
implication is clear.

Ranet is the Yuan-ti "snake-queen” to Sarthis'Kerdng." Together, they form the cosmic king angen of
the Yuan-ti - the creator god and his consort. ¥es, attribution flies in the face of the commamlwledge that
the Yuan-ti worship demons. Indeed, evidence o$dhful practices were reported by the explorershef
Forbidden City.

The adventurers tell of encountering "vampiric adelfke plantmen” called Orchonos, issuing from imon gate
to some unnamed plane. An unnamed tentacled beidgdbe driven back through the gate. This seang v
likely a description of some demon as the Yuarrdi said to be "worshipping” the being. For lackadbetter
name, | call this being Orchon. It's servitors eidentified as Orchonos. Possibly, "the spawn ahon." As
we will presently see, this type of demon worstlimpot uncommon by Yuan-ti. How then to explain Y4ian
"gods."

If, as seems likely, the tales of Kukulkan reflactenegade Yuan-ti god rebelling against other Mudeities,
what more likely candidates are there than RangtSarthis? Perhaps, there was no real victor? periRanet,



Sarthis and Kukulkan destroyed one another or yaa? In the ensuing vacuum, the Yuan-ti turnedeimon
worship.

Orphidian Mysteries - Chapter 4 - Eastern Demons

In the Memoirs of Hirikito Toshubu, known to existthe library of the sage Hodukuri, comes the naestiled
account of the demon worship and abominable brgedmactices of the Yuan-ti. Of somewhat questiomabl
veracity, the Memoirs are yet so rich in detailtttieey can hardly be discounted. Indeed, much efaitcounts
therein exactly match, in greater detail, storiesanmon currency. Thus, even with reluctance, wstraccept
that the Memoirs have much to tell us concernimg¥han-ti.

The demon Sch'theragpasstt is identified as thetaref a fourth type of Yuan-ti - the Histachiihd mating of
Histachii with Histachii is said to produce Puredus, while the mating of Histachii and Pure-blo@lsaid to
produce half-breeds. Pure-blood, half-breed andnibation Yuan-ti may mate to produce Abominatiofisus,
according to this account, Histachii are identifeexdthe progenitors of the Yuan-ti race.

Histachii care created from human stock. Forcedriok the monstrous Black Broth on the Night of dem
willing or unwilling imbibers undergo go the transfation into Histachii. The transformation is sessful or
they die. The resulting Histachii are little mohan mindless breeders.

Sch'theragpasstt is said to have thus created uhe-t race who founded a great empire upon hiskipr That
empire fell when the demon attempted to becomenasadth his plane of the Abyss and succeeded atdkeof
his sanity, becoming more and less powerful thdarbe

Certainly, this account is self serving and fromdetail could only come from those familiar witiretCult of
Sch'theragpasstt. However, there yet may be sarttetty it. The Empire spoken of is said to be istean lands
and would thus be distinct from that of the OrpaidiEmpire of Hepmonaland and the Amedio. Certainly,
Histachii are unknown in the Flaneass and thus wellybe the creation of Sch'theragpasstt. Thal tre the
progenitors of the Yuan-ti race, however, seems pyperbole, self-serving cultist propaganda.

One might speculate, however, that the worshifnefdemon Sch'theraqpasstt replaced the fallen Ygots in
the Flaneass. Two obscure sources hint at thisikplitys The miscellany attributed to Drawmij, tteo-called
"Greyhawk Adventures" speaks of a land to the 'East,"” whose description matches that in the Mesnofir
Hirikito Toshubu. Even more exacting is the dedarip given in the Fate of Istus, a series of religi scrolls
concerning that goddess, which if true would sptakhe puissance of that Baklunish power. Therem a
accounts of easterners exactly like those mentionethe Memoirs. The scrolls, ominously, place ¢hes
easterners in the Tilvanot Peninsula, home of tbarl& Brotherhood. Thus, though remote in orighe
worship of Sch'theragpasstt might well have cone tine Flaneass from some "Far Eastern” lands.

By any account, Sch'theragpasstt's power in ageatiYuan-ti Empire did not last. Undone by his aghemes,
the demon is now only a peripheral figure if therivbirs are to be believed. The most recent, and anipbs,
accounts of the Yuan-ti, penned by the miscreamk Bage of Greyhawk, name one Merrshaulk as "gbdtieo
Yuan-ti. Little is said of this being, save that$lembers in the Abyss. Thus, might not this "gbd; in truth,
one more demon? It seems likely. That Merrshaulimbers can only be wondered at. He is noted tonbe i
decline but the cause of that decline is not smetifHowever, certain horrific correspondences ssg@
possible explanation.

Orphidian Mysteries - Chapter 5 - Black Brotherthoo

Returning, for the moment to the accounts of thebigden City, mention is made of the Black Brotloati.
Humans who would see the Yuan-ti return to powdrs@ne men must quake at this passing account.

That the Brotherhood is deemed "Black" harkenshtoterrible rites of the Night of Venom when theadi
Broth is imbibed. That the Brotherhood is so namades the specter of another Brotherhood, onecafl&.
Certainly, the scrolls of the goddess Istus coneasterners of a kind mentioned as followers oftBetagpasstt
with the Scarlet Brotherhood. Certainly, the Fodaid City is not so very far from the strongholdshaf Scarlet



Brotherhood. Both Brotherhoods are said to be &ecbo not the Scarlet Brotherhood and the Yuaweth
engage in breeding programs? Is this all mere @@nce?

Of course, the Scarlet Brotherhood has been ideatifith the worship of Tharizdun. What then? Migtut
Tharizdun seek followers such as the Yuan-ti? Mighttthis explain Merrshaulk's waning power? I&traould
the prophesies of Kukulkan's return in messianghifan foretell a conflict between the featheredgest and
dread Tharizdun?

Then again, one must wonder. Are the Yuan-ti aliéshe Scarlet Brotherhood, through the auspideth®
Black Brotherhood, or do the Yuan-ti secretly cohthe Scarlet Brotherhood? In which case, Tharathust be
more impressed with the Yuan-ti than the BrothdrSaarlet. This might well explain why, despiteaces to
Tharizdun, the Scarlet Brotherhood is often assediaith more traditionally Suel deities. Wheelsymaell turn

within wheels.
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10. PoF: The Bakluni

11. PoF: The Suel

12. PoF: The Oeridi

13. PoF: The Common Gods

14. D,CoA: Procan & Zilchus

15. AQ: Expanding the Baklunish Pantheon

O©CO~NOOUITAWNPEP

Best of Greyhawk #7 (Folder #4)

1. The Fourth Continent: An overview of AnaKeri
2. A History of the Bright Desert

3. GK: Noble Paolitics in the Kingdom of Aerdy

QSamantha, EXTSR, Nitescreed, & Arial3

(Folder #7)
TSR Roger
TSR Roger & Psychlops
Thabel
MB Drapier
Sahantha
QSamantha
Chaos28, Psychlops, & Sabretore
Sabretore
-Assorted-
-Assorted-
-Assorted-
-Assorted-
-Assorted-
QSamantha & MB Drapier
-Assorted-

Tenain
Psychlops & Tataér
QSamtiza




4. GK: The Flanmi River, Thelly River, & Coach Restin the

Kingdom of Aerdy
5. St. Cuthbert, Heironeous, & Trithereon
6. Revisiting the Cleric: Suggestions for Oerth@@arics

Best of Greyhawk #8 (Folder #8)

. AQ: The Enlightenment of the Baklunish

. Imperial Keoland: A Timeline

. Vecna: Bad to the Bone

. OoF: The Bandit Kingdoms & Stoink

. PoF: Priest of Heironeous & Hextor

. GA: Wandering Stars & Scientific Adventures
. Languages of Greyhawk

. The County of Nyrond

. Appendix 1: Where to find GH Online

O©COoO~NOOUITAWNPE

Best of Greyhawk #9 (Folder #9)
1. GO: Beyond the Sea of Dust
2. GG: Caravan Routes of Greyhawk

3. GP: Trithereon, Beory, Pelor, Rao, Allitur, Beiordal,

Procan, Velnius, & Rudd

. GG: Sea Routes of Greyhawk

. GP: Allitur & Beory revisited

. The Vampiric Councils of Greyhawk
. GP: Delleb, Kurell, & Zilchus

. He Came upon a Midnite Clear

©o0o~NO U~

Best of Greyhawk #10

1. GA: Horror in Greyhawk

2. Koravia

3. A Plague Years Campaign: Godwalkers
4. Prisoners of Zagig

5. PoF: Scarlet Gods

6. The Continent of Hepmonaland

Best of Greyhawk #11

. PoF: Thoughts on the Bakluni

. A Fiend of Delcomben

. Exploring the Forbidden City

. Kingdom of Furyondy: An Alternate Campaign
. Exploring Hepmonaland

. Gods of the Yuan-Ti

. The Orphidian Mysteries

O©CO~NOOUITAWNPEP

AQ = Al-Qadim

D,CoA = Dyvers, City of Adventure
GA = Greyhawk Adventures

GG = Greyhawk Gazetteer

GK = The Great Kingdom

GO = The Good Oerth

GoF = Gem of the Flanaess

GP = Greyhawk Powers

OoF = Overview of the Flanaess
PoF = Pantheons of the Flanaess

. GP: The Lost Gods - Atroa, Sortillon, Telchury®enta

. Into the Abyss: Demons and Bloodstone in Greyhaw

. Appendix One: Best of Greyhawk - Table of Cotae#l-#11

QSamantha

Chaos2Bs§chlops
Entlty

Psychlops
Halberkill
Sabretore
Iquander
DeathleafPgychlops
-Bided-
Emirikol7
TSR Roger & Iquander
Nellisir

Psychlops & Iquander
QSamantha
Vool dFool

Vool dFool
QSamantha

Oeridian
Psicosis79

Vool DFool & LEOMND
KHYRIC

(Folder #10)
TSR Roger
QSamantha
Arial3 &alwpler
Iquander
Lefto & lquander
TSR Roger

(Folder #11)
KHYRIC

Iquander
KHYRIC

Iquander

Wilded 72 & Arial3
DTorsiello & SEPieper
Oeridian2
T2Tyger

Nellisir



End Best of Greyhawk #11
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