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ADVENTURE LOCALES

Subj: Repost Adventure Locales.
Date: 5/3/96 3:39:21 PM
From: Emirikol7

| can't remember who posted the locations of athefModules and Reference Card Adventures, putdvgau
either re-post them, or send them to me email. yieeady removed the closed folder so | can ngdomet
them from there.

Thanks,

Jay H.

Subj: Re:Repost Adventure Locales
Date: 5/3/96 7:09:54 PM
From: Thendur

Here is a re-posting of my earlier post of Greyhawdventure Locales

| have corrected some mistakes as well as addédatadilable DUNGEON magazine references (thanlksiar
order to TSR Roger, whose Greyhawk Index, | turtoefr some obscure DUNGEON references)

If anyone wants to help me add to this list E-mad: Thendur@aol.com

note: You might want to expand your screen -> foeter view.
Here is a Key to the terms used in this post:

*Adventure*: The name of the Adventure [With A's &&'s omited]
*Number*: Refers to its Adventure # [i.e. *WG8* leaf Istus]
*Hex*: Is the adventure's Hex location on the Wo@p\Mor a general location if no hex is given [+idades
more than one hex]
*Source*: Lists its source of origin [GoF: Gem bétFlanaess, FFF: Folks Feuds and Factions, GHeyamwk
Adventures

Hardbound, FtA: From the Ashes camp#éigok, Dx indicates

DUNGEON mag issue number x (i.e. D1&aneeDUNGEON#19)

Adventure # (Hex) (Source)
Against the Cult of the Reptile God (N1) (k5-113)

Assassain's Knot, The (L2) (B-78)

Assault on the Aeri of the Slave Lords (A3) (A4-104

Bath Time for the Hopping Prophet (NA) (D4-86) (GoF
Beaming Up (NA) (D4-86) (GHA)
Beckoner in the Dark (NA) (Cairn Hills) (FtA)
Beyond the Crystal Cave (NA) (Jeklea Bay)

Beyond the Magic Mirror (EX2) (D4-86)

Border Watch (WGM1) (14-78)

Born-Again Ogres of the Blinding Light (NA) (Caitills) (GoF)
Brainstorm (NA) (Abbor Alz) (FtA)
By the Wayside (NA) (B5-127) (D19)
Castle Greyhawk (WGT7) (D4-86)

Child's Play (WG10) (Unknown)

City of Skulls (WGR6) (Land of luz)

Dark Denizens of the Deep Delve (NA) (Cairn Hills) (GoF)
Dark Heart of Oak (NA) (Gnarly Forest) (FtA)
Dark Justice (NA) (D4-86) (FFF)
Dead of the Howling Hills (NA) (Howling Hills) (GoF
Decent into the Depths of the Earth (D1-2) (M5-138)

Diplomatic Incident,A (NA) (D4-86) (GoF)

Diver Down (NA) (D4-86) (GHA)



Dungeonland

Dwellers of the Forbidden City
Elephant's Graveyard

Entrance to the Valley of the Mage
Expedition to the Barrier Peaks
Falcon's Revenge

Falconmaster

Far Cry From the Swamp

Fate of Istus

Final Resting Place of Doshak Krane
Five Shall Be One

Flames of the Falcon

Gargoyle

Gauntlet, the

Ghazal

Ghost Dance

Ghost Tower of Inverness
Ghost's Ship

Glacial Rift of the Frost Giant Jarl
Greyhawk Ruins

Griffon Hunt

Hall of the Fire Giant King

Heart of Al Rakim, the

Hidden Shrine of Tamoachan
Honest Bandits

Hopeful Dawn

Horse Sense

House of Brothers

House of Cards

Howl From the North

In the Dungeons of the Slavelords
Into the Mistmarsh

Isle of the Ape

luz the Evil

Izek's Slumber

Journey to the Center-of-the-World
King of the Rats

Land of the Men With Tails, the
Leopard Man, the

Lich-Staff, the

Lost Caverns of Tsojcanth

Lost Temple of Tharizdun
Marklands

Mayhem at the Worlds End
Minding the Store
Mordenkainen's Fantastic Adventure
Prisoners of Zender, the

Puppets

Pygmies,Sage,Myconid and Plants
Queen of the Demonweb pits
Rary the Traitor

Rescue of Ren, the

Riders on the Storm

Rogue

Ruins of Nol-Daer

Sea of Sorrows, the

Secret of Bone Hill, the

Secret of the Slaver's Stockade
Siege of the Highfolk

Sentinel, the

(EX1)
(11)
(NA)

(NA)
(S3)
(WGAL1)

(WGA2)
(NA)

(WGS8)

(NA)

(WGS1)
(WGA3)

(WG9)

(UK3)

(NA)

(NA)
(C2)

(NA)
(G2)

(WGR1)

(NA)
(G3)
(NA)

(C1)

(NA)

(NA)
(NA)
(NA)
(NA)

(WGS2)

(A4)
(NA)
(WG6)

(WGRS5)
(NA)

(NA)

(NA)
(NA)
(NA)

(NA)
(S4)
(WG4)

(WGR4)
(NA)

(NA)

(WG5)

(NA)

(WG11)

(NA)

(Q1)

(WGR3)
(NA)
(NA)

(NA)

(NA)
(NA)
(L1)

(A2)
(NA)
(UK2)

(D4-86)

(Y109)

(Hepmonaland) (D15)
(D4-86) (&H
(A6-119)

(D4-86)

(D4-86)

(D4-86) (GoF)

(Various)

(D4-86) OoFp

(N3-58)

(D4-86)

(F5-131)
(E5-137)

(W3-91) (D30)
(Shield Lands) (D32)

(A4-92)

(Scant) (GoF)

(S5-134)

(D4-86)

(Bright Desert) (GoF)

(M5-138)

(D4-86) (FFF)
(A4-137)

(Cairn Hills) (FtA)

(Y4-96) (D41)

(D4-86) (GRA)

(M5-127) (D6)

(D4-86) (GRA)

(A3-43+)

(A4-104)
(D4-89) (FtA)

(X3-83)

(Land of luz)

(D4-86) (D42)
(Hepmondlan (D51)
(D4-86) (GRA)

(Hepmonaland) (D56)

(Hepmonaland) (D22)

(D4-86) (GoF)

(E5-88)

(F5-88)

(Furyondy+)
(D4-86) (GoF)
(D4-86) (GoF)
(X3-86)
(Scant) (GoF)
(14-94+)
(D4-86) (GoF)
(N5-138)

(Bright Desert)

(D4-86) (GHA)

(Stark Mounds) (GoF)

(Hepmonaland) (D34)
(J4-104) (D13)
(Greyspace) (D36)
(B-78)
(A4-102)
(Vesve Forest) (GoF)
0



Serenade Before Supper, a (NA) (54-97) (D53)

Shadows of Terror (NA) (Kron Hills) (GoF)
Shrine of llsidahur, the (NA) (R4-139) (D10)
Sin Eater, the (NA) (Gnarly Forest) (FtA)
Slave Pits of the Undercity (A1) (A4-101)

Slavers by Midnight (NA) (B4-84) (FtA)

Steading of the Hill Giant Chief (G1) (P5-129)

Sunken Temple, the (NA) (Kron Hills) (GoF)
Swamp Hag, the (NA) (Hepmonaland) (GoF)
Tamara Belongs To Me (NA) (Gnarly Forest) (FtA)
Tears at the Orphanage (NA) (D4-86) (FFF)
Temple of Elemental Evil (T1-4) (N4-96+N4-95)

To Slay a Hierarch (NA) (D4-86) (GoF)
Tomb of Horrors (S1) (K2-97)

Treasures of Greyhawk (WGR2) (D4-86+)

Vale of the Mage (WG12) (Vale of the Mage)

Vault of the Drow (D3) (N5-138)

Vecnha Lives! (WGA4) (D4-86+)

Verbeeg of the Gnarly Forest (NA) (Gnarly Forest)  GoF)
Village of Homlet, the (T1) (N4-96)

Vote for the Goat (NA) (D4-86) (GoF)

Well that's all (for now) Anyone interested in aalglito this compilation please E-mail me or poseite.....

Until next we meet on Oerth,
Dan

FUTURE AND GUNPOWDER

Subj: Re:Future and Gunpowder
Date: 5/11/96 1:59:08 PM

From: Oeridian2

Posted on: America Online

I've always liked the very ironic fact that, whilemoke powder" (i.e., gunpowder) doesn't work omtiQdasers
and grenades do (as in "Expedition to the BarrezkB").

Joseph

Subj: Re:Future and Gunpowder
Date: 5/12/96 2:13:38 AM

From: QSamantha

Posted on: America Online

To see just what musketeers can accomplish, | rewmd the movie Ran by Akira Kurosawa and the Samaur
video/war game. Compact formations of musketeer@ojump ahead several hundred years to the G)ime
Thin Red Lines (wherein three ranks of musketese tip a stationary position and fire in sequeaaeh rank
firing while the others are reloading or aimingnche devastating. The more accurate the fire,ntbee
devastating.

However, with magic all bets are off. Magical Anm&C 6 versus melee weapons, AC 2 versus shot?palor
Musket (chance for automatic head shot and sawuseteath)?

Old rifles were often VERY long. | can see an amaabknight charging into battle holding a long guach as

he would a lance. Looks cool in my minds eye. ®ldla Musket of Speed, so he can reload in thdlsad it
looks REAL cool. Kinda like the climatic scene Tmue Grit where John Wayne as Rooster Cogburn solo
charges the bad guys across a field, firing armhthg as he comes on.



The word is FM*A*G*I*N*A*T*I*O*N.

QSamantha

Subj: Re:Future and Gunpowder
Date: 5/12/96 6:36:11 PM
From: Tamerlain

Em,

Interesting points...but in this case | think it wieb have to be the interference of deities...theme several
Greyhawk publications which suggest that Gunpovettersn't work (with the sole exception of Murlyntit®

strange six-shooters...) and the reason is theanmagical property of the Crystal Sphere (or plahgou

disdain "Spelllammer"). The old rule governing gaworlds was this corollary---the level of magiadable is
directly and conversely related to the level ohtemogy developed. High Magic = Low Technology afmte-

versa. Under this set of rules, if Greyhawk devetbfsunpowder, it would "lose" some of it's magicature
(which suggests that the FR would be becomingresgical.

However, the folks at TSR have forestalled thisplbgsenting the rules in the new DM's Option: Higéwél
Campaign. It presents "magic" and "technologytws of four ratings for a world (the other two bei
"chronological" and "ecological"). Each of thesdings can be moved from a low rating of 2, toghtrating of
20. And it is entirely possible for a world to beth high in technology and magic ratings. The DiiGes
suggest however, that any changes (where changewven possible) are generally very gradual, sduglahat
the inhabitants don't recognize it, and, where ghavccurs quickly it is catastrophic (even if bériaf). By
using these rules, a DM could rule that Greyhawk &anagical rating of 12 and a technological rathd.2
(steel tools and weapons, coal mining, trade ceafts guilds, feudal governments etc.)...but thattéth rating
is changing to 13 (cannons, national governments aoean going ships...). The advancement to finsar
requires a change to a tech rating of 14...andoitlcc be argued that technological development drive
technological development...in this case it coutdjéalous wizards holding things up! Maybe Murlyisda
harbinger of change...

The key thing here though is taking it slowly...gpowder was used for firecrackers for quite a langetbefore
these things come to pass.

For a comparison to Oerth, Earth has a technolbgitimg of 17, and a magic rating of 2 (alas, althh some
might argue for 3).

Steve

Subj: Re:Future and Gunpowder2
Date: 5/12/96 6:50:27 PM
From: Tamerlain

I, for one, after having said this would not be oggd to allowing gunpowder...eventually. One efphoblems
right now is that there is not a lot of free captt drive this type of endeavor. | *do* play pdstA, and
although cannons could be developed anywhere irfFldi@aess, the ability to use them in mass at ptase
limited at best (unless Suhfang is busy with thisk}. Let's remember that the Flanaess is thet"athanced"
area in all of Oerth.

| do see the potential of the Scarlet Brotherhoeithdp able to produce these things in a fairly siperiod of
time (strong infrastructure, tight governmental tcol) and a large base for supply exchange). dkes me a
bit upset to even think about though :) | imagied robes (with lots of colonial troops from Hepratamd and
the Amedio) instead of red coats...

But, it wouldn't be unusual for mages to want tomiediately disprove this type of thing as a serious
endeavor...Why on Oerth produces some big irorgthinich throws a steel ball a little ways when yaun have

a fireball or two much more easily? It could beuph, unless the "magical” rating of Oerth wastwéase, that
the way of the wizard is as doomed as the way eflémgbowman...it is too specialized, and too dliffi.



Producing a few cannon is much easier than produzifew third level 5th level mages. But whathié tmages
were to actively work to extend Greyhawk to a magiing of 13 or 14? That would be interestingeied.

Thinking....

Steve

RHENNEE / GYPSY HOMEWORLD

Subj: Rhennee/Gypsie homeworld
Date: 5/13/96 2:18:21 PM
From: DM ScottwW

| was reading a bit in my old GLOSSAGRAPHY about RRhennee, who will be making an appearance in
online game fairly soon... if the players go thalywG> Anyhow, on Page 6, 3rd Column, last pardy(apder
description) it is written-

"Rhennee resemble Oeridians except they tend te Haxk brown or black curly hair. They are shottem
average (about 5'6" tall on the whole) and slefdgquite wiry and strong. Rhennee folklore claiimst their
race came to Oerth by accident, their home plairglmuite different. Thus, legend says, the Rhemoamed
about on horseback and in wagons, but in their Inewe, conditions were so dangerous as to force theake
to the water to survive. Nobles claim descent fregendary leaders of the lost tribe, while theirady
Rhennee are descended from the common folk ofithe t

A third sort of Rhennee folk exist, although theg aost rare. They are land wanderers who claifpetéhe
only "true" Rhenn-folk because they have not chdngeir way of life since coming to the FlanaessrfrRhop,
homeland of the lost Rhennee."

| forget who it was that was looking to create g&g "homeworld" but here is some proof from theyBawk
material that will back you up on it<G> Now forrse WoG specific questions... Where is Rhop? Whethe
Rhennee come to Oerth? To the Flan? When diiRHennee split with their brethren to take to theews |
will be thinking about these questions, and posting later date, in the meantime, | look forwargaur input.

-Scott

Subj: Re:Rhennee/Gypsie homeworld
Date: 5/13/96 4:33:03 PM
From: JOHN JOHN

May be | like my explanations for things simpl always thought that the story about the Reencoming
from some other plane too farfetched. Yes this fisngasy world and all that but | like things simipthan that.
In my mind all the stuff about coming from someetplane is just a legend passed down through ttiaiehas
been distorted (yes | realise the story is in grintarious WOG accessories but I'm going for sioiy). What |
like to think happened is that in ancient timesRiennee were a simple people like everyone etasndrthem
but because of some invasion (perhaps one morallih#n others, say like when the suel came irr dffie
invoked devistation. Granted the suel weren't thlg mvaders and destroyers but they have the wegsitation
now since the Oerdians and Flan have written thhi books so to speak). Well | always figured Rieennee
were descendants of people who took to the seactpe the awful invaders. Maybe they were on angeta
and were trapped so the survivors had no choicgbubd the sea. Somewhere like the pomarj whiakstout
into an ocean so that if you're on the east coastgan go nowhere but the sea. Then for whateesorethey
stayed in their boats. May be other people they did't want these foreigners landing on their sboetc.
Perhaps these people are descendants of peoplévetion the bright desert before the events thatliated in
the Rary the traitor module came into being (thergion crown thing). Perhaps the magic curse digfféct
everyone and all those it didn't headed for the(sgeept for those who travel in wagons on land)short the
world of greyhawk is filled with peoples who haveeln displaced, disappeared or are now extinct amynso,
so the Rhennee could come from nearly anywherecantti've been made the way they are at any time.
more inclined to place them taking to the sea awbming the rhennee we know now during the suetati@ns

my



because that would be an excellent reason to wastialy and live on the sea and rivers for safedgans, but
this is me.

Subj: Re:Rhennee/Gypsie homeworld
Date: 5/13/96 11:03:48 PM
From: HalberKill

john john

my take on the rhenfolk history is that they prdpatmigrated over the mountains well after the inedk
devestation. This would leave few places for a peaple to settle especially with many powerful kioms that
have had a few centuries to "dig in". Not that thveguld want to settle anyways, taking into regandirt
nomadic lifestyle.

| tenatively set it around 320cy, when the Baklglsih nomads invaded the northern territories. (Wlig the
way explains Delvenbrass in the Vesve, a Baklusilep Why did the nomads invade the territoriethtonorth
-- and not leave. Most likely, as in most casesigtory, another tribe moved into their homelamqmsshing them
out. And it very well may be possible that the é#) that pushed them out of their lands did tmeeswith the
rhenfolk.

Needless to say the invading Bakluni/Flan nomad® aharked the beginning of the end of the old
"superpowers" of the day, as around that time pé&ng, veluna, furyondy and tenh break away froeabrdi
kingdom, leaving little cracks for a nomadic peopleo aren't very war like or destructive, and ifytaing
entertaining, to seep into.

And why take to the rivers and lakes---well, jusbk at the greyhawk map---now start thinking abwatle
routes or the easiest ways to travel between therroanters of civilization.

You will probably see that the best way to get angxe that counts is by river, as opposed to lantesowhere
if there is not a great lake barring the way theis hostile territory like the bright desert, thbor-alz, and the
bandit kingdoms---places where merchant caravangdamot likely go unless they had an adventuringypar
two on the payroll. Which would bankrupt any rearohant caravan on the first week to pay them.

just a suggestion

THE WAY THE SUEL OF THE SCARLET BROTHERHOOD SEE THINGS:

Subj: Scarlet Brotherhood Views

Date: 6/10/96 8:50:26 PM
From: Emirikol7

THE WAY THE SUEL OF THE SCARLET BROTHERHOOD SEE THIGS:

We are finally in an expansionist phase ofldstory. The malignant oeridians had chased us fsar homes
on the central flanaess to the fringes. We maaddast stand here on tilvanot. Continuously tHeslof the
oerids, the elves, and dwarves have attemptedstwetlit our attempts at peaceful resolution ofdifferences.
They too hunted our people and chased us from tielamnd.

The baklunish, in our distant past, destroy@dhomelands witht eh rain of colorless fire amastcreated the
sea of dust. Fortunately our people were led tjinoilne mountains by the Scarlet Brotherhood andidito
eventually to our new home here on tilvanot.

The Hobgoblins and other enemies of the oeglles, and dwarves are now our companions anddiie
Their culture is clearly inferior to our own, bubat can you expect; the dwarves and elves hunt désethey
once hunted us, they have been stripped of aleif tvealth and lands, so it is understandable tby hate the
demi's as much as we do.



Our servants, the flan, are a stupid and simptEpfe who are in need of guidance. We have tatingim the
suel ways; but they are too stupid to understaedhttso they don’t appreciate the meaningful workgive

them.

The hepmon, olman savages are another prin@ople their savage nature makes them excellemtons
for our armies. Since the oerids and demi's dadetstand them either they hate them too. Howeeetannot
let them grow too strong or they will threaten opeaceful lifestyle with their savage ways. Theilture has
only negative things to offer, so we keep them af&am our cities and children.

We have grown tired of being dominated by avialsly inferior group. Their ways are decaderd are will
congquer them. The suel people will begin a newoénalle and the oerids, bakluni, and demi willtteempled
underfoot! WE are skilled in the new suel artg] are have gained much since the petty oerid wa¥s. have
readied ourselves for 1000 years and they must eweady to bow to the NEW SUEL ORDER! Hail the

Scarlet Brotherhood. Hail the Father of Obediance!

A LOAD OF BOOKS

Subj: Re:Book Wagon!
Date: 6/10/96 7:07:19 PM
From: KHYRIC

Heres a couple | found. Hope it helps............
songs...

The Tale of Derider
Blinding Light
The Legend of Porpherio’s Garden

Books...

Books from Quasquetons Library (4)

Book discovered by Atirr on The Sinking Isle
The Keoish Court at Niole Dra

The Journal of Henriki Ardand

The Memoirs of Pontus Hardiggin

Power Politics

The Politics of Power

The Triumph of Diplomacy

The Occult Properties of Gemstones

A Lizard Language and Common Tongue Grammar
The Nature of the Sahuagin

History of the Van Arthog Family

Woebluf

Cenozoic Glacial Geology

The Art of Coarse Angling

KHY

Nightwatch Novel
Greyhawk Adventures
Beyond the @hysave

Module Bl déarsh of the Unknown
Grawk Adventures
Greyhawk Advensure
Greyhawk Adventure
Greyhawk Adveesu
Danger at Dunwater
Danger at Dunwater
Danger at Dunwater
Danger at Bisrw
DaaigBunwater
Danger at Dunwater
The Sentinel
The Sentinel
The Sentinel
The Sentinel

Pg 251
Pg 16
Pg 2

Pg 10
Pg 95
Pg 96
Pg 100
Pg 101
Pg 19
Bg 2

Pg 20
Pg 20
Pg 20
Pg 17
Pg 22
Pg 22
Pg 22

THE BOUNDS OF OERIK
WESTERN AND SOUTHERN REGIONS OBSERVED

Subj: Soonis Now

Date: 6/16/96 10:45:54 PM
From: Iquander

Posted on: America Online



Ladies and Gentlemen,
| present to you my much heralded "Other Side aflO@osts. | hope you like them.

Oh, you might want to start "logging" now. Thisaisout 25 pages of text. . . .

Iq

Subj: Intro 1
Date: 6/16/96 10:47:46 PM
From: Iquander

After a long while of promising the informationmi‘finally satisfied with what | have enough to pdshere.
You'll find that I've takes certain liberties wisome of the material, and that I've done a litilsgice things up.
Before | launch into the prattlings of the wizersdd sage of Nellix Town, | thought it might be usktio explain
where most of this comes from, and the major flakerent to the entire piece (if indeed we can tadatinch of
assumptions on grounds of "major" or "minor” flaws.

In an effort to locate the realms of Oerth otheantithe Flanaess, I've had to cast my net ratheelyid
attempting to look into as many places as | colldimary among these is the Glossography, whereirfinst
learn that the planet Oerth has four continentse fbremost of these (at least to the scholarg}hef course, is
Oerik. We know most of eastern Oerik, the landechthe Flanaess, because that is the setting ichvetimost
all official TSR Greyhawk products take place. féhare a few exceptions to this, such as portidngeana
Lives! Taking place just west of the map of then@less, and Dwellers of the Forbidden City takirageljust
south of it.

The further one goes from obviously defined "cahdmwever, the more one learns about the landserfhO
outside the commonly explored Flanaess. In thig Weank Mentzer's RPGA modules are invaluableafashis
comments in early editions of this folder), as &ary Gygax's New Infinities novels and his Sagdrd t
Barbarian "Hero's Challenge" series, co-authoret @iint Dille.

The most enlightening clue to the rest of Oerth eamthe very first folio addition of the World &reyhawk,
and appears on page 18 of the Glossography. 1}, mdfeourse, to the small map that appears to shearly the
entire continent of Oerik. This map is invaluaisie@ur search for foreign lands.

<cont'd>

Subj: Intro 2
Date: 6/16/96 10:48:15 PM
From: Iquander

The first question we need to ask is "what arefdle continents of Oerth?" Oerik is obviously first. Roger
Moore explained why he thinks Hepmonaland (of whighcan see the northern portion in the two colapsn
done by Darlene and included in both the origiratddl set and From the Ashes) is the second (Oeuindl

#3), and his evidence is quite likely to be theecaghe third continent is likely the so-called Aga, or Aqua-
Aerdy-- several thousand miles east of the Solpastof the Great Kingdom settled by Aerdi expleseveral
centuries ago. This is the realm of Frank Mengzedrrent online campaign, and the setting of HXGR

modules. In some way, then Aquaria is official,ledst in light of the fact that the RPGA modulesrev
published by TSR, and they include notes on ththiof Aquaria in light of the history of Oertht also holds
the seal of approval of Gary Gygax, who, of coucseated most of Greyhawk as we know it.

At this point, | would like to point out that alf this information probably violates what Gary aadty planned
in his own campaign, but as the man's _own_ TSKwdiat as much, I'll simply state it as fact and mon.

So, we've got Oerik, Hepmonaland and Aquaria. @leas to be one more, but it isn't mentioned indfigial
TSR source. Oris it? In the conclusion of Daot®emons, Gygax's final Gord the Rogue novel, zoam



returns to Oerth and ravages the entire planetrd @ad his friends Leda and Gellor attempt to qutilue
awakened god of all evil. Witness the passagenelo

"The three had been chivvied and chased acroswtibée of the world. From the distant South, thiouge
Moving lIslands, across Gonduria's vast continentl thence across the Agitoric Ocean to westernk3eri
shore." (402)
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We can surmise a few things here. My guess is tmt"distant South” is in fact the southern regiaf
Hepmonaland, as this would make the three's travelg an adventure "across the whole of the wbrld.
haven't a clue about the Moving Islands, but | Wioassume that they are northeast of the Aerdi Bahaps
just south of Aquaria.

What is "Gonduria's vast continent?" That's arebent question, as it's the only time it's mengidmn even the
extended canon. Oddly, Gygax's Sagard book, "taeDragon," includes details on the "Gondoriangghlly
technological aliens allegedly responsible for theation of humans on Oerth. The last book, "Tire F
Demon," mentions a distant people called the Guesklanwho | assume by the context to live on theosipp
side of the planet from Oerik. Perhaps all of ¢hihéngs are tied, or perhaps not.

Regardless, it seems likely that "Gonduria's vasitinent" is the same place as Aquaria. It's jikblat the
residents on the eastern coast of the huge contoadinit that, just as the Aerdi settled the westeoast and
brought their own names with them.

All of this leaves an entire continent for develam so there should be room for just about angtlyiou feel
like putting on the planet that is not otherwiseréh Design your hearts out.

There is, however, a fair amount of information atbavestern Oerik. For starters, let's look at'tB®eiental”

cultures first. For starters, we know that there Asian-type residents of Oerth, in part becabs& dragons
have appeared in official adventures. Admittetiys is a rather weak link given the nature of Giayk's early
design, in which whatever the designer wanted serininto the world was generally accepted, bstakvays
nice to tie up loose ends. The existence of ammsulture on Oerik (or at least on Oerth) woulglax the
origins of these dragons. | recently noticed that heraldic device of the North Province of Aembntains
what looks to be an eastern (western) dragon, 'andpgen to any theories on that one.

<cont'd>
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The most promising evidence of an Asian cultureQmnth comes in the short story "The Five Dragon Bow
included in Gary Gygax's "Night Arrant" Gord thed@e collection. This is our first (and only) indtection to
the Suhfang Kingdom, and I've included some infdimmacontained in that story below.

Other new countries and places come from Sea ofhD&homur, Sa’han, Behow, Jahind and Mulwar), evhil
others (the ill-named Hitaxia, Fex, the Vanain Gaigration, Davann and more) are taken from the rBaga
books. It should be noted that only a few of thesgeanything other than names, but | have chasefaborate
only when necessary. | have not refrained, howdw@m making obvious or likely connections, antalve not
always explained myself in doing so. Those curiwilisjust have to do the research themselves.

Having said that, there is a fairly major partesearch that | have neglected. | have only belentaltocate the
first, third and fourth (of four) Hero's Challengeoks. While this might seem like a minor probléhat book
describes Sagard's journey from Ratik (where thieeefirst book is told) to some southern realnve Idecided



where | want to put these lands in my own campaagd really the only place they could_ go, ghtiof
certain maps included in the gamebooks, but thersk8agard book, if | ever find it, may prove memg.

<cont'd>
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Just to allay some fears, it seems pretty obvibasthe Sagard novels are meant to be set on Othis is not
the case, and they take place on Yarth, as mentibpesygax himself in Polyhedron, that world haseafst a
dozen countries that are almost exact matches altal itself Oerth, as well. | have no doubts tfatgax
_meant_ to set his books there. He also _meantpuldish the City of Greyhawk, Castle Greyhawk,
Shadowrealm, and about a hundred other projectswell.

I'm sure that some of the stuff I've discoverednfade up, for that matter) is bound to bend sonoplpts noses
out of whack. For that reason, I've presentedrtfigmation in a way that certain sections, orwiele, for that
matter, can be easily ignored. The more visualiiyded among you may wish to know that I'm am cutyen
attempting to draw up maps of the Sagard aredsn{irthem to Oerik. When and if | ever finish taggou will
be the first to know.

Iquander
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The Bounds of Oerik

Western and Southern Regions Observed
by Savant Iquander

Society of Sages and Scholars, Nellix

As you well know, my humble abode in Nellix is faom the salty bounds of Oerth's oceans. Landidds|
am, it's rare that | get the opportunity to treghwhose who rely upon the sea as a home, angesorigin of the
present treatise is a curious one, indeed.

Nearly a year before the Great War, the month ofMisn found me visiting a dying scholar in the motity of
Scant, north of the Azure Sea (which those of Otinimaist on calling the Sea of Yar). While thes$ens
learned at the bedside of that worthy pedant wéllrblated at another time, it is a tale | came ugoite by
accident that forms the basis of this current evdea

It began simply enough, with a half-empty glasCelenese Green and a humble tavern called the f@ngo
Anchor (sources confirm, alas, that this establishimvas razed to the ground when the Scarlet Bretheaded
last year). Nestled betwixt the quarter of Scartvin as the Annals and the city's respectable hatthe tavern
featured an odd mix of well-mannered seafarersyelsas a more cultured, learned clientele, of WHiavas a
member.

Well after dusk, the quiet of the place was upged dark skinned sailor, who burst into the plaabdding in an
unintelligible language at once both guttural aothantic. He appeared a mix of Baklunish, perhaps, a
darker cast, not unlike some of the natives oftsent Hepmonaland. Assuming that this strangeviellas, in
fact, descended from such savages, the sailorsethtime man while the scholars looked embarrassisghy.
I, however, understood the urgency of the foreigaed | followed him to his ship.

Unbeknownst to my erudite tablemates, a small étirkpicked up in the Bright Desert during my temas
Duke Justinian Lorinar's personal historian alloweel to transcend the language barrier, and | utmmishe
strange man's tongue. His plea was urgent, foecrkis had finally landed off Scant's harbor thgthmiafter over



a three months at sea. Half of them had died, feasl gone, and they had become horribly lost. hiBypleas
alone, | knew the man as no Hepmon at all, and dawealiscover the secrets his ship might hold.

In retrospect, it would have been wise have reggestn escort as | accompanied the stranger, but any
confidence scam or mugging with myself as the tavgsuld end with little save disappointed and siiblor
criminals, so | decided to follow the man, destie risk.

It turned out to be a most fortuitous decision.
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The sailor was a member of the crew of the ShalReaier, a sleek (though badly damaged) vesselinagthy
the privateer Damreeg the Rake. | was broughtrabaad introduced to this worthy, who seemed uniikg
man | had met before. He was tall and well musa@ed had olive-toned skin and very slightly sldrtéges. At
first glance, | took him to be Baklunish (albeivery large member of the race), but conversatiangmoved
differently.

In return for a promise of much needed suppliesidivh eventually obtained from the Nyrondal embassy
Scant), Damreeg and his crew agreed to tell meythiag they knew of their homelands and, in sonsesathe
lands beyond. Unfortunately, most of the Rakessvonen were uneducated simpletons, and details efteled

me, despite the simplicity of my inquiries. | haaeluded what information | was able to obtaindwel though

certain holes will become apparent to the carefatier.

My primary concern is that | have virtually no wiyverify the tales of these men. Indeed, a favelisas the
Isle of Batmos) seem so outlandish as to be sdfelyproduct of an imagination starved by months eveh
years at sea in a single outing. By this | measatpthat | encountered several strange men frdiares very
different from those well acknowledged on the Fes® but | have no way, short of accepting thes tedgheir
entirety, to know if what they told me is true.

| have chosen to include all of my findings bel@amd | leave it to astute readers or the unfoldihgnoe and
exploration to prove me incorrect.

Readying, CY 585,
Nellix
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WESTERN AND SOUTHERN REGIONS OBSERVED

It is a fairly well-known fact that the Suel Empigior to its destruction in the Rain of Colorldsee, stretched
to the borders provided it by nature. On all sidbge Suel found themselves surrounded by mountties
Southern Crystalmists (later dubbed the Hellfursagfter the magical chaos of the war set off séwdaen

volcanoes simultaneously) to the east, the Gratsl$oe Sulhaut) to the north, and ranges to thehsand west
as well, whose names we of the Flanaess haveddshé. These borders, however, did not stop ¥pamsion

of the Suel in all directions. To do that took mawer and strategy. Of all directions, the Suel tiee greatest
luck exploiting their southern neighbors.

It is believed that the Suel controlled nearly &mdire southern coast of central Oerik, and theldathat stand
there now undoubtedly hold ruins constructed by fillhempire's eldritch magic. By all accountse fpeople of



the southern coast are as different from the Ssiebald be imagined. They are a dark-skinned fidik stand,
on average, between five and seven feet, the lattshom are seen as more important within thediety.

Social station in this land is, and always has beéntmost cultural importance to the natives.chirologically,
they are akin to the Baklunish, and it is said 8pmllcasting is a rare talent in this area, wigethaps explains
how they were so easily subjugated by the Suethifacture of this land ranges from stone towers squared
buildings to ornate minarets, often within blockeach other. The cities of the Southern Coastaie to rival
Ekbir and Zeif in sheer beauty, and as architetaurtdacts, they put the Flanaess to shame.

The names and nature of these lands has changgficsigtly over the millennium since the fall ofettsuel, and
four large nations are known to exist there todeiderstand that few travelers from the Flanaess hésited

this area, as to do so requires either an exteadddreacherous sea quest or an overland treksattresSea of
Dust. Not surprisingly, then, what information de have comes from daring and lucky mariners.

Beginning due west of the Amedio Peninsula, we find small nation of Changar that stretches from th
easternmost mountains that reach the sea to sofMems to the west. This is the most heavily Suel
influenced of the southern nations, and evidendéisfcan be found in both the racial admixtureéhef land and
the architecture of the Changa's ancient seapatgrtdgar.

Jahind, Changar's sworn ally, extends from the évrmation's border to the next set of mountains rteach

nearly to the sea, some 450 miles in all. Thedamgs are very similar (save that the Jahindi hatersaccess
in repelling the Suel and are thus "untainted" biegskin and light hair), and Jahind is said togrthe benefit
of a successful navy.

Mulwar, the next nation to the west, is a dangetand buttressed by mountains to the north, eabiast. It is
said that the land is ruled by a cruel and cunié@agler who, many whisper, is in fact an evil spiaile to
change his own form and bend the simple people fvdr to his terrible will.

<cont'd>
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Northwest of Mulwar, the immense Chomur spreadsiyehe width of all Aerdy between three distinct
mountain ranges. Chomur is more a wild region tharactual state, and many Suel refugees fled chaiag
and after the horrible wars that shattered theiSail&mpire. In fact, the northern inhabitantsto$ tand are
nearly pureblooded Suel, even after all of thesgsieThese people often war with their southerghiers, and
are despised by nearly every native resident ofathé. It is also said that Oeridians mix openlthvthe darker
natives of Chomur. Little else is known about tigsterious place, save that it is inhabited irtgpby several
organized tribes of hobgoblins.

West of Chomur, in a small valley, the Suhfang ostpf Behow stands as a gate to the wonders ofFdne
West. Though largely independent from the Suhfidimgdom, the Behoise conform strictly to imperiaims
and religion, a fact that gains them few visitomni the east.

Due north of Behow, the legendary land of Sa'haimd the title of easternmost holding of the Subfan
Kingdom. Like the empire proper, magic is saidperate on different principles here, and the ath® Wu Jen
is practiced widely, as is a complicated from ofrtiaharts that is believed to have been the ord@ithe forms
currently employed by the Scarlet Brotherhood.

Both Western Realms have been adamant in theieddtr the Suel, and while many, many refugees have
managed to work their ways into western societyy ttho so primarily as low-caste workers or slavéke wars
between these peoples are legendary, and aninflosity, still.

Aside from these realms, Suhfang dominates muc¢heofest of the continent. It is likely that anuad base of
power, in fact called Suhfang, exists, but the nasr&so applied to the greater realm as a whaid,iais all
rather confusing. Indeed, it is (quite embarragginunknown whether or not the Suhfang Kingdonelftss
even _on_ Oerik at all, as ample evidence sugdbatsit is in fact on the eastern shore of Gondsinast



continent, across the Agitoric Ocean. Adding te dhifficulty of matters is the fact that the SutgeBmperor
declares the entire western half of Oerik undechre, despite the less absolute reality of theéanat

The culture of the empire is quite foreign to owvng and places great importance upon mysticism thad
elements. This latter fact has caused the mosnzegts between the severe Suhfeng and the peotile efst.
Aside from the Bakluni, whose entire system ofdfedind much of their culture hinges upon the imgaee and
veneration of the elements, the Flanaess view®lgments (air, oerth, fire and water, of course)pdy as a
given part of our everyday experience. There eggainly, eastern wizards who focus exclusivelgrupne of
the four elements, and the followers of Telchurtréa, Sotillion and Wenta are often (incorrectlynight add)
viewed as elemental cults, but the elemental foacesot often considered by the average man dfltheaess.

Not so with the Suhfeng, with whom the elements piipossible, a more important role than theyidldhe
Near West. In fact, many of the mages of thesdemesealms are tied intimately to their land, #émel inability
of their most powerful magi to venture far from thige of their personal elemental connection ismftited as
the primary reason this otherwise technologicallyamced race has not been able to make itselfiauser
presence east of the mountain ranges that bisecotttinent.

<cont'd>
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Not only do the scholars of the west place gremgiortance upon the elements, they also disagrde tHwe
nature of elemental power itself. Westerners lbid, instead of the four elements generally ackedged in
the east, the multiverse is composed of _five el@m As proof, they offer the existence of thecaled
"Imperial Dragons of Suhfang," apparently outempladragons of largest size and power that conaeviariety

of five colors, each of which supposedly corresgond one of the elements of the natural world (this
relationship is further elucidated in Scholar Thin Boh's extended treatise, Fo Ling-Ku (Elemental&ures),
currently on reserve in the University Library atlRord).

Apparently, these Imperial Dragons each correspormhe of the western elements and are said to liwithin_

the elements themselves (whatever that means)auBecthese creatures reside outside of the Printerikla
plane, they visit worlds such as Oerth and her fisters only when they so choose--or are summoden

is the color of the Fire Dragon, green that of Watehile blue is said to represent Air/Wind. Thaperial

Dragon of silvery hue is Metal, and that with adshaf violet is associated with Wood/Nature.

Eastern scholars (myself included) scoff at theception of the world as defined by five elementsdgaeryone
clearly knows that "metal" is clearly a product@érth, and that "nature,” as a force of life, syngbes not
enter the equation). Indeed, extra-planar traeelrs to have assured that we of the east are tosiece
beings have thusfar failed to locate a fifth eletabplane. This brings up the intriguing possthilihat the
Imperial Dragons and spirits of the western elemeltt not allow Suhfeng sorcerers the ability twetaoff-

plane, thus proving the fault inherent to theirirensystem of belief. Still, however, the Wu Jexs (nost
western mages are known) are a terribly powerfuldod that power _must_ come from somewhere.

It appears that this cult of elemental dragonsreddeo the boundaries of the Suhfang Kingdom's eagiire
(although, disturbingly, Nerull seems to hold sotegree of influence, as well), just as do theicsand often
draconian laws said to have been drafted over sénmrsand years ago.

In fact, many of the Suhfang colonies south ofdheat bay that intersects southwest Oerik are dlmbslly
independent from this rule, despite the wisheshefdreater government. Most prominent of thedhddarge
theocracy known as Tsing-Chu.

There, a devoted caste of priests diligently folline teachings of the god Khuzkan (a complicatgdré who
may or not be Pelor under a different guise), whplores them to scour the world, rewarding theoastiof
kind men and the dispatching of evil. Of cours@uKar conceptions of evil often vary significanftgm the
morality of the rest of western Oerik (especiafiythe realms south of the Vanian Confederatiord,this alone
has been the cause of several prolonged dispiites justice of Khuzar priests is swift and unflimdy and few
understand what is happening to them before tegitesice has been carried out.



Another spur in the side of Tsing-Chu's neighbaesthe Tsongs, large groups of malign humans exfilmah
their homelands. These men and women prey uposhipeing lanes of the southwest, and are an amceyi®
the people of the south, who view them both asbtlesdiplomatic weapon employed by the rulers ahgsChu
and as proof that the "sentencing" of the Khuzasps is often less strict within the nation's dvanders than it
is without.

<cont'd>
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One nation that has had particular problems with Teing-Chuans is the Vulzar Kingdom, a highly noayi
realm populated (if sailors tales are to be belig\uwy pale white humans with white hair and pinictonson
eyes. All descriptions of the inhabitants of thiegdom match exactly with descriptions of albindgh®e east,
and we can only assume that the entire populaticheonation (or at least the majority of them)iiewise
afflicted.

By all accounts, Vulzar is the most resplendent dadorated of all the nations of Oerik. It is ated in the
western valleys of the Slate Mountains (the ramge teaches southmost in all Central Oerik) aretcdtes to
the warm equatorial waters of the Agitoric Ocedhe beauty of the Vulzar Kingdom is perhaps mogtext in
the architecture and local flair of Wii ShangaZitarally "Home of the Gods," the capitol and maiort of the
kingdom. It is said that every god in the multseholds a cathedral in this place, and while thth tof that
statement is questionable, the city is said to l@svmany temples as residences.

While this echoes of Innspa, here on the FlanadisShangazza is supposedly different in that eaohple is
thought to be the largest and most ornate of eathig the Flanaess. Vulzar legends claim thatgbés
themselves rested on their fair shores in the nsofatowing creation, and that the pure-white azfstheir skin
and strange eyes come from the blood of the gaeisghlves. Certainly, the land of the albinos @fad by
some higher being, as they have resisted absorpyio fewer than three empires of antiquity.

To the east of the capitol, in the heights of theeSMountains, the barbarian people of Davannakea living
by taming the wild mountain goats, bears and (ssp@ly) smilodons. According to legend, many cnestu
long-dead to the east flourish in the lowlandshaf Slates, and one valley in particular is saiglay home to
several hundred dinosaurs, most of which have baémed by the Davanians, who have an affinity viigasts
of all kinds.

The most common of their trained animals is theddéan Bat, which they raise by the hundreds arldséhe
highest bidder. These bats, large reptiles withirgspan of over ten feet, provide excellent aredaively)
inexpensive short-range air travel for the rulefghe Vulzar Kingdom and the lands to the souttlust ks
Greyhawk has it's griffins and Enstad brags of ldgpfffs, so too does Wii Shangazza boast a compdiny
Davanian Bat-mounted knights.

The relationship of the Davann to the Vulzars lesged, throughout history, from total and compfetace to
open warfare. Currently, relations seem to bengtréhough the unflinching support of the Davanriheir

leader, whomever he or she may be, means thattahlerarmy changes philosophies each time a pdeses
away.

It is certain that the land east of Davann, betwtkenSlate Mountains and the southwestern bord&hoimur,
supports at least a handful of small nations, thaugthing is currently know of the region.

At -5 degrees latitude, the land east of the Siddeintains cuts dramatically westward, forming thargsan

Bay. Within the southeast "border" of this bayplexers will find the Hydrianian Island chain. Teasternmost
island, called the Isle of Slith, is inhabited byoail humanoid race with many of the serpentinédraf the

Yuan-Ti prevalent on Hepmonaland. If this is tlase; the Slith represent humanity much closer ¢obtise
stock than the Yuan-Ti of the south, as snakekegures seldom exist here more prominent thankedaiongue
or serpentine eyes.
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The rest of the chain consists of explored but tleskislands not larger than the Olman or Seadesroutposts
of Flotsom, Jetsom or Fairwind.

Due south of the Hydranians, several miles off ¢bast of the mainland, the Skull Island chain bsetile
hostile waters or the Crimson Sea (so named foblibed-red kelp and algae that infest the waterthefentire
region). This collection of some 24 islands is leoto pirates and brigands of all variety. In famtge of the
most prominent islands, St. Koal, is the subjectmgth and legend as far north as the Lordship eflites,
though it is certain that none of those buccankave ever ventured to see it. As seafaring tad®s it, when a
skillful pirate dies at sea, his spirit travelslitce among the legends that dwell at St. Koal.cémparison, the
chaotic streets of pre-war Fairwind are stoic aetl-mannered, indeed.

To the west of these chains, the mainland of Oiiis to a peninsula some 1,200 miles across. ddnsinues
southward for nearly 350 miles (where rest the $aafithe Vanian Confederation), where the landsthin a
width of approximately 65 miles. The land contiss®uthward for some 70 miles before widening thalty

to nearly 900 miles and continues for 250 mileth®south (the land within being Hitaxia) whergvitlens to a
thin strip of land no more than 25 miles from etmstvest. The lands south of this expand greatly are
covered below. | will, however, attempt to deseribe lands south of the Slate Mountains beford¢irmaing too
far, so as not to confuse the reader.

Directly southeast of the Vulzar Kingdom, a fornmempire now wastes slowly away under the gaze of
ineffectual rulership. Long ago, after the magitiahos of the wars to the north ceased much aof dotivity, a
powerful ruler from the city-state of Vane conquktiee Skull and Hydranian Islands, thus ruling cueempire
that extended to Hitaxia in the south to the boafehe Vulzar Kingdom to the north. This rulerai@us Rex,
ruled longer than most men live, but death evehtuddimed him, and the wars of succession betwegseven
eligible sons are legendary. The outcome of themes was the Vanian Confederation, a union of sevgn
states allied in times of war and bitter rivaldimes of peace. As the years that followed thesvediisuccession
have, with few exceptions, been relatively peacefubst of the city-states have diminished considgrin
power, and much of the land claimed by one or nodrine kinglets is, in fact, a wild region. Theng of the
Vanians seems to have passed on Oerth, and itovah@ said that the confederation has left monesrof itself
scattered about the region than it maintains ablevdwellings.

As a whole, the area is heavily dominated by Haaxvhich is truly the rising power of the southeealms of
Oerik. Hitaxian slavers and privateers discoundgrian vessels bound for Hatanagar and the pottseafiorth.
For the most part, they meet little resistancegdav a small but dedicated fleet of privateers leygd by the
ruler of Shaka [of which captain Damreeg was, agthaps still is, a proud member].

Most of the cities of the Confederation are sitdada the coast of the nation, though Yate, theucaltcenter of
the empire during the time of Gargus Rex, has #&raklocation within the nation. Here especiatlye citizens
downplay the decadence of their realm, ignoringy thlitary impotence and domination by the moreveoful
Hitaxians.
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Posted on: America Online

Religion among the Confederation is a strange nfithe native religion, southern tribal spiritualisand the
veneration of a being known as Gak, who seems\e haen the official patron of the Vanian EmpiRerhaps
these once-proud people cling to his worship atubbsrn badge of the time of bounty that will neeeme
again.



Other states in the region include Talea, Ecoméalarakosia.

Immediately to the south of the Vanian Confederat®Hitaxia, the dominant force in the southermes, and
the only nation of the lot that is not either neidymed, wholly uncivilized, or in some form of dgc The
greed of Hitaxia is practically a measurable camista the people of the south, and it is this grdet has
changed the ways of much of southern Oerik.

Just over 500 years ago, the Sultoon Rahman coedjtiee entire Hitaxian plain, and bulwarked higlanmies
against the amassing forces of the disparate Vabaafederation to the north. He marched on théhswomost
city-state of the Vanian Confederation and sackedless than a week, taking much of the hard-ehgpoils of
Gargus Rex's reign south to Tabu-Bel-Abu, Hitaxsa'aport capitol. Nearly all of this money wasnéfe build
up the defenses of the city and improve the stahdéidiving of his countrymen. The Hitaxians foutis
wealth to their liking, and soon discovered a mdthg which they might vastly increase the reverresight in
from trade with the south.

In an operation that lasted the better part ofrduwrg, Rahman erected a great wall of stone runeasj to west
along the 25-mile-wide strip of grassland that dce Hitaxia's southern border. This he plateth wie finest
marble quarried in Nuxes, to the south. The stiecivas a marvel to behold, but southerners knewdality of
the situation all too well. To start, the Hitaxéasalted the fields for miles to the south of theds Gate, and
initiated rigorous tariffs both by land and at sedhe Hitaxian navy, which had always been strong,
complimented Rahman's plan and merchants who wigh&dde between the southern realms and thoteeof
north soon saw much of their profits going to tleéfers of Tabu-Bel-Abu. While suffering from thésdase
that would take his life, Sultoon Rahman orderesl ¢bnstruction of a great palace and treasuryenctpitol
city, both of which still stand today. The natidirived, and Rahman, after his death, was callée "t
Magnificent".

In the years that have followed, succeeding Sultoeave been at once more and less influential thah
seminal ruler, and the nation is still the majaxy@r in the affairs of the southern realms, if Watstern Oerik
itself. Recently, the Hitaxians have taken to isigwraids on the Wuga jungle and northern islangirch The
trade in manpower has been extremely lucrativeHitaxia, and they have found willing customers ino@ur,
Gyptic and elsewhere.

<cont'd>

Subj: Bounds of Oerik 9
Date: 6/16/96 10:55:38 PM
From: Iquander

As can be imagined, the Hitaxians are not welldikg their close neighbors, though there is Iathgyone can do
to change matters as they currently stand. That@ate (now merely of stone; the marble that @moaged its
entirety was stripped by a desperate sultoon somaesyago) precludes any invasion from the disorgahi
ruffians of Fex to the south, and the lack of amghresembling courage to the north assures no rniaijal
assault from that quarter. A strange natural ptresmmn, known as the Black Current, protects Hitax@astern
border from naval invasion, as its waters flow elds the coast with a current not unlike that & #trongest
river. The coast is literally littered with thelking corpses of ships, both friendly and hostilelucky enough
to have been caught up in the Black Current's rmwgm@ppetite.

The racial origin of the Hitaxians is one of theapest mysteries of the Flanaess, as they seemmuerly to be
descendants of Bakluni stock. Indeed, the entituie would be largely at home on the shores &f th
Drawmidj, and the spires, mosques and minaretsabfiiBel-Abu recall sights of Ekbir's grand cityseapt's
possible that the Hitaxians are the relatives ofesstranded Baklunish expedition to the south cegiefore
the Suel had organized into civilization. It isleubtful hypothesis (given what little we know bktBakluni
even today), but one that seems the only possjiilero

Religion in Hitaxia is likewise unique. The peoplthis region believe that, if one dies in comltas spirit is
transported on great ghost boats down the Ebonr Rivéhe Isle of Night, there to pass through thessive
Gates of Fahderium on their way to the afterliféhat the river and island actually exist (southedgtex) adds
a strange twist to the tale. Strangely, the peoplelitaxia do not subscribe to the gods of the IBak and



instead take an almost agnostic view of the wokhen it comes to discussing matters of spirits tweddead,
however, most Hitaxians become grimly silent. k#as take the afterlife very seriously, and iumswise to
taunt the religion, unless one is attempting g firththand investigation of the Isle of Night.

Southeast of the Great Gate, beyond the immensh Kasi Mountains, wild tropical rain forest extenfts

thousands of miles along the north and easternis@dighe land. The jungle itself has no offici@me, but
instead is often referred to by the names of thetrpoominent tribes of savages who inhabit the .aleathis

manner, the northern regions of this jungle aréeddWuga Country," after the dark-skinned prirmgtigeoples
who make this area their home, and the southettiopasf the jungle is called Zymbia, or the Zimbidumgle.

Wuga country is inhabited by at least three promirigbes of humans. The Wuga are, of course ntbst
pervasive of these, and their members are ofteaustered as slaves or guides to the exploring dblditaxia,
Gyptic and elsewhere. They seem to paint theiidsodith different varieties of mud, and the cotama and
design of these body-paintings are said to defirgettibesman'’s status within the society. They fmeall
intents and purposes, nomadic peoples, travelimguthe vast canopy of the jungle while attemptmgvade
the dangerous creatures who make their homes there.

In contrast, the Gingas, another tribe, have mahémenaster certain elements of agriculture, aey thave in
minor ways bent the Oerth to their wills by settiuqg farms and small orchards within the jungle @hhigiven
the voracious appetite of the unstoppable growtthefwoods, is no mean feat). Their culture ididift to
examine, as the Gingas themselves speak in a highitfjcient tongue. What takes a Wuga warrioslésan a
minute to relate in his chittering language migiitet the Ginga tribesman at least ten.

<cont'd>

Subj: Bounds of Oerik 9
Date: 6/16/96 10:56:06 PM
From: Iquander

The Kodokii, who live in the Kush Kavi and are icf exiles from Fex, have recently dominated mucthe
western jungle. They are a vicious people whosaid to hunt humans for sport, and their eatingtbatre
scarcely the material for an enlightened treatigghsas this. Curiously, the Kodokii, who are ihather ways
unremarkable in terms of technological achievemszem to have mastered the art of short-term pakfayht.

It is not known how they manage to do this, sifeewooden wings they attach to their arms _shootd work.

They do work, however, and it is perhaps the Kodoknastery of this craft that has allowed thenddminate
such a large area in so short a time.

Certainly, a jungle so vast as this supports séuébes of humans (and probably a few humanoidsyell), but
as the Wuga, Ginga and Kodokii are the most ofteaentered by civilized explorers, they are theyarbups
mentioned here.

Strangely, jungle tales tell of a secluded racmtiligent monkeys somewhere in the heart of th&tern Wuga
land. These creatures are said to hold the lonéDiglog as a holy site of extreme importance, dadruler of
this tribe is, by all accounts, a hugely powerfhite-ape.

Aside from Mt. Dolog, about which little is knowthe Wuga Jungle holds geographic beauty unpardlialéhe
east, recent discoveries in the Amedio and Hepraoahotwithstanding. A mysterious lake just lartpem the
Sea Princes' Spendlowe can be found just northotdd) and two towering mesas known as the Gaté&eath
act as a beacon toward the region's unique st fla

The most mysterious structures in the Wuga Jutgieiever, are those fashioned from human(?) haimdsthe
south, where the massive Putuma River marks th#iciabborder between Wuga Country and Zymbia, iden
road of stone interrupts the wild of the junglerafed from blocks some ten-feet square, the r@sdsaurvived
the centuries since its construction relativelylwednsidering no other trace of its makers sursiv8ome claim
that this is a part of the colossal causeway cootd by the ancestors of the ancient Momboddo Eemfar to
the south. (Similar roads at one time bisectedhmafczymbia and Tanzula, as well, until the morgragsive
natives there uprooted them from the oerth and tle=dhassive flagstones in the construction ofyeaties.)



If the road had a destination, per se, it must Haeen the legendary Sanda-Uul, the City of Ivoiyo one
knows who built the city, but tales of its treasyrand dangers, have haunted southern culture dog than a
millennia. The few madmen who have claimed to Hawed the city (its location seems to have alwagsn a
secret) claim that huge pyramids form the basithefplace, and that gigantic ivory statuary deghietrise (but

not fall, oddly) of a great civilization. Remnartfthat civilization allegedly still walk the tablattiements of
Sanda-Uul. Though a few natives and explorersncléd have blundered upon the place, no organized
expedition has been able to find it. Perhapshe&dteaming jungles of the south, some things afeerbleft
hidden forever.

<cont'd>

Subj: Bounds of Oerik 11
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To the west, across the Kush-Kavi, the desertsaftiffow their chaos to the western seas. Origiraland of
dark-skinned desert men, Fex became Hitaxia's dugngiounds after the construction of the Great Gatee
500 years ago. What was once a harsh but throriogsroads between the civilized lands of the nanth south
is now a pathetic wasteland. In fact, in the yéallewing Rahman the Magnificent, the desert hasdme even
more treacherous than it was before, and many Rexiaim that the Hitaxians are killing their land.

If these people have any leverage over their nomtheighbors, however, it is by the sheer luck ebgraphy.
Deep within Fexian lands, the Ebon River spilloihiake Ebon, where the Isle of Night stands asfitined

resting place of Hitaxian spirits. For their pahe Fexains disdain northern religion, and seemwdeship a
small pantheon unto itself. Whether these godsiaigue to the region or merely aspects of thelfangods of
the east is currently unknown.

The Fexians use the location of the Isle of Nighgrteat advantage in negotiations with the HitaxiaRecently,
in fact, they threatened to dam up the Ebon Ritteus barring Hitaxian spirits from gaining the Gate
Fahderium, unless a series of concessions weragegrém the southerners. While the greedy merchaintise

north understood that for Fex to do so meant dgistgothe ecology of its northern regions, the Hidzs

eventually relented and agreed to let only Fexiaddrs through the Great Gate from the south. ctuadity,

however, the merchants have lost little, and thayehknowingly employed bandits to raid what few i&ax
caravans there are, thus encouraging the folk ntila, Nuxes and beyond to conduct trade by sea.

Being made up of the outcast criminals of Hitaxial daving been strong-armed into poverty, the Fexare a
sour lot, content to raid each other into obliviofheir despair has led them to several recentlictfvith the
dark-skinned Tanzuli, the most recent of which eduthe Kodokii to flee into the Kush-Kavi Mountaiaad
beyond.

The folk of the grasslands of Tanzula are lessel@$p than their northern neighbors in Fex, any thacted to
the aggression of Rahman by sealing their own beraled becoming almost entirely self-sufficients the land
of this portion of Oerik is much less populatedrttiae Flanaess, there are few settlements of inpdranzula.
In fact, stating that they have any sort of govezntrat all might be an exaggeration. As a whdieugh, the
Tanzuli protect their borders to the death, and tteact to outside aggression as a unified ordesavbge
fighters. They are far from primitive, despite thigibal organization. If there is a leader whegdes over all
of the tribes of Tanzula, that individual is nobkvn to the majority of southerners.

It is believed by many that the Tanzuli are deseatslof the dark-skinned inhabitants of the junglieZymbia
who fled to this land centuries ago. Since thgmmizia has been a lush wild region, said to be tegmiith life
but with death hidden behind every tree. If ehere were a place with more legends of evil, tasknown to
scholarship. Given the harsh reality of life iretjungle, it's likely that most of these storieg avild
exaggerations, but there is certainly somethingiwithe heart of the place that makes even the brase think
twice before venturing within its bounds.

<cont'd>
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Date: 6/16/96 10:57:31 PM
From: Iquander

Currently, much of the jungle is said to be dongdaby the Ushad-I, an apparently human master wif fo
southern magics. If tales can be believed, this,niraorder to stave off death, has pieced togedhieody for
himself from the forms of captives brought from @aches of the southern regions. The lengthshiochathe
Usad-I will go in this are astounding, for it iSc#hat he has changed entire heads several timigis iong life.
Perhaps more frightening, the Ushad-1 has entereda pact with the Fire Demon, Marduk, and nowdhdhe
southern tribes (with few exceptions) under histagn

Just off Zymbia's eastern coast lies Rarzuul, gelégsland that was once a home to a powerful maigets have
traveled to our own lands. Details on the mattespite repeated inquiries, were not forthcoming.

The Zimbian Jungle ends in rough foothills knowrSasa-Nus. South of these hills, the once-greambloddo

Empire is still a site to behold. Its structures different from any known on Oerth. Some repneseperfect
blending of living organic matter and strangely-eudod, while others have been constructed fromlemost

impossible amount of metal. Domes are said totegyral to Momboddo architecture, and there ielltnd not
utilized for some sort of farming. The people lné empire have managed even to tame the tropicahtaims
that act as the empire's western border, and dloeian vessels that ply the eastern and southeprsaate said
to be second to none.

Strangest of all (at least to our own pretensiim#i)e fact that Momboddo is a complete matriarcBpmewhat
like our own free-city of Hardby, but on a tremendascale, women control almost every aspect of Muatdb
society. It is to the oldest female child that @bperty is passed, and it is women who are redeto in all
matters of politics.

This is not to say that the Momboddo do not valemnonly that their society is inherently slantgdiast them.
It has not always been so, however, as storiegtelltime in which the male of the empire werehimtad more
than slaves used for the sole purpose of creatio@lmost every way, their culture was, and sillto a degree,
alien to our own. And, as far as | can tell, thergood reason for this.

The Momboddo are, in fact, aliens themselves. Kénilhe dark-skinned folk native to the south, they olive-
skinned, have sharply chiseled features, and smpffjeed eyes. There are many tales told in thhrabout
how the people of the empire came to exist on canldv These stories are complicated by the faat Ity the
time the Hitaxian's ancestors began recording thistory, the Momboddo were already in decline.fdet, it is
said that Vanian explorers during the reign of GarRex discovered ancient ruins of Momboddo deaggfar
north as the Isle of Night.

The most commonly believed tale of the origin of #mpire holds that the Momboddo simply appeareunh fr
great gates located on the Isles of Dreams, justhsof Rarzuul off Momboddo's eastern seacoastosé&h
ancient travelers (or outcasts, according to Mordtsdenemies) knew they could not return, and enadigt
spread to the mainland, where they began consigiethat would be the hub of a great empire.

The Momboddo brought with them the secrets of rhetal long before its discovery to the north. Thbuhe
women warriors encountered little organized resistafrom the inhabitants of the northern junglésytsoon
dominated most of the land. Their rule was strafigethey merely asserted their control over ttiges and
moved on, seldom building structures of their oleaying the dense growth to itself in all save goweent.

<cont'd>
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The more or less barren plains that would once inecBex and Tanzula are a different case, and edayt
several structures stand in good repair in thosésla South of Tanzula, the Momboddo encountereg#ople
of Gyptic and Nuxes, and taught these men and wdhenculture and technology.



Then, suddenly, the Momboddo Empire withdrew inself, abandoning the empire at large and returtorthe
natural borders that acted as the hub of the empighout the guidance of the Momboddo, Gyptic &hdkes
abandoned matriarchy, but exploited the technolgy artifice taught to them by their alien neighbtar the
east.

Using the naval designs of the empire, the twoonatbegan courting northern trade routes and eatyitame
into conflict with each other. After centuries whrfare, Gyptic lay in ruins, and sold its entiravp to its
neighbor for a pittance (many suggest that this medgheir own idea). Now, it is a poor natiomulgh a return
to the religion and traditions of the time befdne toming of the Momboddo has given it a rich aaltheritage.

The only thing rich about Nuxes is its merchar@ser the years, the renown of Nuxes craft workdmead as
far as the Suhfeng, and their merchants eventdaltginated the government of this land. For theirt,pthe
Momboddo seem unconcerned about the bastardizatiteir lessons, a feeling that is much apprediatethe
men and women of Nuxes. The nation's capitol, v@al; rests on the south-westernmost outcroppirignaf in
the Oerik continent, and has a splendid view of okak, some thirty miles across the Gavvardian Célann
(which connects the Sea of Rage to the westernpAgiOcean--also known as the Sea of Eternity).

<cont'd>

Subj: Bounds of Oerik 14
Date: 6/16/96 10:59:14 PM
From: Iquander

It is clear that the Agitoric Ocean is not eterfawever, as there is a fair amount of travel betwthe far
continent (called Gonduria) and south-central QeriBetween the continents lies the near-mythicl &f
Batmos. There, men train huge fish as mountsaaBdtmosian fishing procession is said to be ortbemost
beautiful sights in the realm. They are said tah®e most peaceful of men anywhere. One of thesviagy
have achieved this peace is by exiling all childnér appear to have an evil streak in them. Thedigiduals
often terrorize the shipping lanes of the seasaabie Agitoric, mounted as they are on huge, katifish.

Beyond Batmos is Gonduria, a continent fully twésehuge as Oerik. There can be found the anci#otres of
Chadan and Gundan, said to be the oldest huma@gdh. And who knows? Across that far continentthe
western shores of what we call the Solnor Ocearhagps the distant relatives of John Asperman, Aserdi
greatest naval hero, live out the Oeridian legadly facross the great globe that is the Oerth. hivigt is
impossible in the realms beyond the Crystalmists.

Nothing.

Savant Iquander,
Nellix.

Subj: Re:Soon is Now
Date: 6/17/96 4:38:15 PM
From: Emirikol7

Posted on: America Online

Iq,
A great thanks for creating another hulk of infotima for neural digestion.
I've got a couple of questions on your marveloimgl/ marvelous) project.

1. What is the name of the SouthWestern bay/s@agunto the mainland?

2. Which side of this bay (east or west) are thentges of Tsong and Tsing Chu on?
3. About what degrees of latitude is the Vulzardtiom located at?

4. How far west does Mulwar extend? Is it justhat mountain valley?

5. What is the continent north of the 'Suhfanginsa

6. What is the name of the Mountain range weshef$uhfang' plains?



7. Is the spelling officially SuhfAng or SuhfEng?

8. When you speak of Oerids mixing Chomurians, retie the heck did they come from? They would have
had to cross two mountain ranges to get to thdatiso valley. If they share the valley with theeSuhey
probably have their own territories inside of itjess they were slaves of the Suel.

9. What is the name of the old suel empire (noavsia of dust)?

10. What was the name of the old bakluni empire?

11. When you speak of Sa'han and the Scarlet 8rodlod, are you implying that the suel escapethéoetist
with this knowledge, or that possibly some beingsrf Sa'han were the ones gated onto the TilvamuinBé@a

for the "Fate of Istus" explanation.

12. Is there anything else you'd care to explain?

Em

Subj: Re:Now all we need is...
Date: 6/17/96 7:41:08 PM
From: Iquander

>>>

1. What is the name of the SouthWestern bay/s@agunto the mainland?
>>>

The name of this bay (or even its existence) isrmentioned anywhere in the Sagard or Gord booksgouldn't
even venture to guess (though I'm sure | could copeith something in a pinch).

>>>>

2. Which side of this bay(east or west) are thenties of Tsong and Tsing Chu on?
>>>>

First off, the Tsongs are outcasts of Tsing-Cht,aneation of their own. Sorry if that wasn't cledly guess is
that Tsing-Chu takes up much of the land surroumtiie east and south coasts, _west_ of the Soul@srn

>>>

3. About what degrees of latitude is the Vulzardtiom located at?
>>>

Somewhere between 5 and 0, as | said in the filetlie southern border stretches near the equaiteat would
mean that the mountain nation of Davvan is locatedtly in the slates, but also in that little nidhetween 4
and 1 on the western slopes of the Slate Mts.

>>>

4. How far west does Mulwar extend? Is it justiat mountain valley?
>>>

Pretty much. Keep in mind, though, that that lditvalley" is about the size of the Duchy of UrnsAlso,
Mulwar extends to the sea, which makes it evendsigd don't imagine that the borders of any of $waithern
Coast nations are very stable,though.

>>>

5. What is the continent north of the 'Suhfanginsa
>>>

I'm not sure | understand the question. If yoa8king what's there, your guess is as good as nhish@ut a ton
of Suhfeng types up to about 35 degrees north, 1thig in some semetic types. All of the formerioas would
have varying degrees of loyalty to the Empire, tiedlatter would be a thing unto themselves.

<cont'd>

Subj: Re:Now all we need is...
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>>>

6. What is the name of the Mountain range weshef$uhfang' plains?
>>>

Again, your guess is as good as mine. | don'kttiiere's _too_ much room to play with off the kfte of the
page 18 map, but | do think that Oerik and Gondaigast coast are much closer than Oerik/Aquaria.

>>>

7. Is the spelling officially SuhfAng or SuhfEng?
>>>

Officially, as far as the word can be used in tiiatext, the Kingdom and Empire are called "Suhfarichave
transformed this into "Sufheng" when I'm talkingpabthe _people_ of Suhfang.

>>>
8. When you speak of Oerids mixing Chomurians, retie the heck did they come from? They would have
had to cross two mountain ranges to get to thdatisd valley. If they share the valley with theeGuhey
probably have their own territories inside of iless they were slaves of the Suel.

>>>

Well, I've always sort of assumed the Oeridians"asople without a home," in that they are sprelhaaer
Oerik (the continent is, after all, named aftemtie By that logic, they would exist all over thiage, including
in and south of the ancient Suel empire. Perhiagg dnce had a great homeland, but, at least tetilGreat
War, they were not unified.

>>>

9. What is the name of the old suel empire (noavsia of dust)?
>>>

Realize that not all of these questions are adddessiywhere. I've always called the Suel empieeShel
Empire, or Empire of the Suloise, much like the RorEmpire is called the Roman Empire.

>>>

10. What was the name of the old bakluni empire?
>>>

Likewise, | call this the Bakluun Empire, or Empagthe Bakluun, but you're on your own.

>>>
11. When you speak of Sa'han and the Scarlet 8rodlod, are you implying that the suel escapethéoetist
with this knowledge, or that possibly some beinmgsrf Sa'han were the ones gated onto the TilvamuinBda
for the "Fate of Istus" explanation.

>>>

| was attempting to imply that the Suel modifie@ tlorms of martial arts practiced in Sa'han inteirttown
forms, which were practiced / revived by the SdaBl@therhood.

| reject in all ways, shapes and forms the ided tha Brotherhood was not always a martial artsethas
organization, and that Kara-Turnas were gated acties multiverse to teach them how to fight. Thest
sounds dumb to me.

Of course, | would be happier with an Oerth-basate gheory, but then | prefer to do away with tindire
scenario.

>>>

12. Is there anything else you'd care to explain?
>>>



I'm happy to answer any questions, but it'll begtodor me to anticipate what people wil want to wnfor a
while. [I've tried to cover all the bases in mytesip, but | know for a fact that major gaps haeerbleft--not
because | left them, but because Gygax simply nevented them. | suspect I'll have lots moreap ance I've
read the Green Hydra (Sagard, Book 2), but for nmwjust happy to field any questions.

Like this one:

>>>
What is the relationship between the Suhfang’s esrgmd the Baklunish/Oeridians to the east?
>>>

Again, this is never mentioned. Magus Yeo seenmst@ contempt for all things of Oerik, so my guissthat
the relationship has been tenuous. There seetves dovast difference inherent to the elementalltiggoof the
Bakluni and the Suhfeng, so my guess is that thssdaused lots of problems. Then again, proxisatys that
there are probably quite a few Suhfeng in Bakluvtdle in the Flanaess, they are relatively rare.

| think Oeridians are tolerated just about everywhéut they are not allowed into the upper rarfkSuhfeng
society.

Iq

Subj: Bravo, lquander!
Date: 6/17/96 9:41:48 PM
From: TSR Roger

Iquander, | loved reading your series of posts @mntl® Thank you! Only now no one will like my Amedi
Jungle article, alas. ("Derivative," they will spfaut that is the burden that all must shoulderrihyou again!
Way cool stuff. Roger

Subj: Way Out West
Date: 6/19/96 11:00:27 PM
From: QSamantha

A very nice set of posts on Western Oerik, lquandérank you.

QSamantha

Subj: Western Oerth Posts
Date: 6/21/96 12:10:06 AM
From: Arial3

Iquander,

An excellent job of pulling together informatior¥ou're ready for Jeopardy. ;) | have to say theggaphy is
somewhat confusing. The scale is also a bit fuzBlyat's not your fault, of course. While intenegt | wonder

if this information is at all useable by TSR in dnyure WoG product. First, some of it they damin | believe.
Second, not all of it comes directly from purely @/csources but must be extrapolated from the EGG
apocrypha. Again, no slight to your effort. Ardl gjuite interesting. Well done.

Arial3



