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HE GREYHAWK 
CAMPAIGN 

Schick, David Sutherland, and others. The 
scope of the world broadened to include 
the southern tropics of Hepmonaland and 
the Amedio Jungle, a hidden city inside a 
dormant volcano, and the d r e a m  

also presents in detail the core of the new campaign, the City of Greyhawk and it: 
environs, for gaming to begin anew in th is  marvelous realm that so many have lov 
And look for the Player’s Guide to GREYHAWK, designed to help both new and v 
players adapt their characters to life in the Flanaess. 

Welcome once more to the GREYHAWK world! 

The Adventure -Ins 
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REFERENCES TO EARLY 
GREYHAWK PRODUCTS 
In some places in thts text, cross-references 
are made to previously published 
GREYHAWK campaign material. Though 
almost all of these products are currently 
out of print, many Dungeon Masters@ own 
these items, or are able to purchase them 
at game shops, auctions, used book stores, 
and so forth, or have access to them 
through the official TSR web site on the 
Internet The material in this book is 
designed so that the City of Greyhawk 
setting can be linked with those earlier 
GREYHAWK products in a coherent and 
i n t d y  consistent campaign. 

to a DM using The Adventure Begins are 
listed below with their stock numbers 
(four digits), designators (letter-number 
combinations), release dates, and 
additional notes. All AD&D game 
materials produced before 1988 use 
AD&D ISt edition statistics and formats. 

Early Greyhawk producu of greatest use 

C2 The Ghost Tower ofInvemess 
(TSR #9038, 1980). This hard-to-fmd 
adventure derails the Ghost Tower, which 
lies southeast of Hardby. 

WORLD OF GREYHA& Fantasy Game 
Setting boxed set (TSR #1015,1983). 
This derailed overview of the GREYHAWK 
campaign reveals affairs in the Flanaess, 
the core campaign lands, and more, as of 
576 CY. 

EX1 Dungeonland (TSR #9072, 
1983); EX2 The Land Beyond the Magic 
Mirror(TSR #9073,1983). These two 
adventures were originally connected to 
Castle Greyhawk (see WGRl Greyhawk 
Runs, below), as this bizarre demiplane 
was reached through a gate in the 
dungeons below those ruins. 

WG5 Mordenkaineni Fantastic 
Adventure (TSR #9112,1984). This 
adventure details the dungeons and 
inhabitants below Maure Castle on the 
western border of the Duchy of Umst 
The adventure is assumed to take place 
before 570 CY, perhaps as early as 560, 
because of the lower levels listed for 
Mordenkainen and Bigby. Maure Castle’s 
ruins and dungeons in their current state 
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--- 
can be designed by the DM as d, 
overhead map of the Maure Cas1 

WG6 Isle o f  the Ape (TSR k 
begins at Tenser’s Castle on the 
Rao. This quest is assumed to o( 
also be reached through a gate in 

T I 4  The Temple ofElemen 
expands an earlier module, TI 2 
place in the Viscounty of Verbo’ 
of a cult devoted to the Elder El’ 
St Cuthb& and Iuz. This quest 
Wars, in the mid- to late 570s. 

A 1 4  Scourge of the Slave Lc 
four earlier adventures and adds 
T I 4  The Temple OfElemental 
Brotherhood-backed Slave Lord: 
Greyhawk. This major quest is a: 
Greyhawk Wars. 

GREYHAWK Advenhrres rulebc 
magical items, personalities, local 
be added to a City of Greyhawk 
Nerof Gasgal, Derider Fanshen, 1 

Tang the Homfic, and Guiliana 
southeast of Hardby, are describq 
latter two are fairly close to the I 

WG8 Fate of Ism (TSR #92 
576 and 582 CY. This booklet is 
was conquered and assumed destr 
here as an inland town, though it 
port controlled by Elredd existed 
Elredd may be used to guide PCs 
ruins. Also in this booklet are des 
in the neighboring Duchy of Urn 
Verbobonc with that in WGA4 7 

The Ciy o f  Greyhawk boxed ~ 

Greyhawk and its domain as of s 
time. (Note: Disregard refmces 
Gem of the Flanaess; instead, use 
as given in The Adventure Begin: 
the Free City at an earlier time. 1 
Homed Society and Bandit King 
works but is assumed to have enc 
just before the Shield Lands were 

WGAl Falcon’s Revenge (TSl 
1990); WGA3 Flames of the Fa 
chronicles events in the City of C 
before WGA4 Vecna Lives! o c a  

m- 

mired, using this adventure as “how it once looked.” An 
i e  area appears on the inside cover of this book. 
t9153, 1985). This voyage to another bizarre demiplane 
Nyl Dyv and includes information on the Crook of 
:cur years before the Greyhawk Wars. The Isle could 
I Castle Greyhawk‘s dungeons. 
d E v i l ( T S R  #9147,1985). Tlus supermodule greatly 
Xe Village ofHommlet(TSR #9026, 1981); it takes 
bonc, west of Greyhawk. It addresses the reappearance 
emend God, and includes details on the rivalry between 
is assumed to have taken place prior to the Greyhawk 

ids (TSR #9167,1986). This supermodule collects 
new material. This far-ranging adventure picks up where 
’ Evil leaves off, focusing on the fight against the Scarlet 
E of the Wild Coast and the Pomarj peninsula, south of 
~sumed to have been completed some years prior to the 

,ok (TSR #2023. 1988). Many of the spells, deities, 
ions, and creatures appearing in this volume could easily 
campaign. Of particular interest is the information on 
Org Nenshen, Turin Deathstalker, Duke Karl1 of Umst, 
Momdus. The Pits of Azak-Zil and mins of Zarak, 
zd here, as are the Twisted Forest and Esmerin: the 
:ree City. 
53, 1989). Events in this adventure occurred between 
most useful for its city maps. Elredd, on the Wild Coast, 
oyed by the Orash Empire in 584 CY, The dry is shown 
was called a seaport in earlier works: it is assumed that a 
east of the city but was captured as well. The map of 
who wish to recover lost treasures in its orc-colonized 
criptions of Verbobonc, west of Greyhawk, and Lm!&h, 
EL (Note: A DM should compare this description of 
/ m a  Lives! and resolve any conflicts.) 
set (TSR #1043, 1989). This presents the City of 
pring, 582 CY, nine years before the present campaign 
: to WG7 Casde Greyhawk on page 21 of Greyhawk: 
WGRl  Greyhawk Ruins, placing the castle’s location 
.) This set is highly recommended for its portrayal of 
l e  text refers to an invasion of the Shield Lands by the 
doms in 579-581 o(; this is not mentioned in later 
led with the withdrawal of most invaders in 582 CY, 
: invaded by Iuz that year. 
R #9279,1990): WGA2 Falconmaster (TSR #9289, 
(con (TSR #9302, 1990). This adventure trilogy 
keyhawk that are assumed to have taken place just 
imed The plot by the villainous Falcon and her dies  to 
I L.. T..- conquer the Free City was backea vy IUL. 

WGA4 Vecna Lives! (TSR #9309, 1990). This adventure details the conflict 
between the Circle of Eight and the demigod Vecna, who tried to conquer the world of 
the GREYHAWK campaign just before the Greyhawk Wars began. Much material can be 
found here on Vecna’s cult The entire Circle of Eight was slain by an agent of Vecna, 
and so would fear and hate this cult greatly. 



WGRl  Greyhawk Ruins (TSR #9292, 1990). This is the official version of the 
infamous dungeon complex below the abandoned fortress of Zagig Yragerne just north 
of the City of Greyhawk. DMs should alter the information in this work if players 
have played it previously; adding newly discovered dungeon levels is recommended for 
maintaining interest. It is assumed in The Adventure Begins that Greyhawk Ruins 
depicts Castle Greyhawk and its dungeons as they appeared about 580 CY, but DMs 
have the final say over time placement. (Note: WG7 Castle Greyhawk [TSR #9222, 
19881 is a comedy version of this dungeon, not for use in a straightforward and 
serious Greyhawk campaign.) 

GREYHAWK Wan boxed set (TSR #1068, 1991). The Adventurer's Book from this 
board game details the offtcial history of the Greyhawk Wars (582-584 m), giving 
much useful information not found in later works. It also makes clear the timing of 
events during the Wars. 
From rhe Ashes campaign setting (TSR #1064,1992). Building on the Wars boxed 

set, Ashes updates information on the City and Domain of Greyhawk to spring 585 CY, 
following the Greyhawk Wars. The Campaign Map from this set shows minor 
differences from the Greyhawk Area Map in the Ciy of Greyhawk boxed set; chedr 
them with care. Missing from the map are some locations to the far southeast mentioned 
in previous products (see C2 The Ghost Tower o fhemess ,  G-WK Adventures, 
and WGR3 Raty the Traitor); ako, Castle Greyhawk is not placed. The area to the 
northwest on the Campaign Map (Furyondy) is detailed in WGR4 The Marklands. 

WGR3 Raty the Traitor (TSR #9386, 1992). This presents the current status of 
the archmage Rary, his evil henchman Robilar, and their realm in the Bright Desert 
about 585 CY. T h e  eventual fate of these two is left to the DM; The Adventure Begins 
assumes that these NPCs have not managed to affect areas outside the Bright Desert to 
any visible extent DMs may, of course, dedare otherwise in their home campaigns, 
having Rary or Robilar mastermind certain plots against the Circle of Eight and 
Greyhawk itself. The map of the Bright Desert shows some adventuring locations to 
the northwest that are actually close to Hardby. 

WGR4 The Marklands (TSR #9398,1993). The war-weary Kingdoms of 
Furyondy and Nyrond and some surrounding areas are greatly detailed in this 
important work, which is set in spring 585 CY. The material on Furyondy is of special 
interest, as it lies north of the Nyr Dyv across from the City of Greyhawk. 

WGR5 Iuz the Evil (TSR #9399, 1993). This is an important work for DMs using 
T h e  Advenrure Begins, as it details the chief enemy of Greyhawk, Iuz, and his many 
secret organizations and plots. Note details on Admundfort in particular, as this island 
commands much of the Nyr Dyv. The campaign starting time is spring of 585 CY. 

, 
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ATISTICS AND 
IBRMATIONS 

* 1 1 .  . . * .  
iT 
LW 
'his DOOK is aesignea mrn me assumption 
iat the AD&D game players and 
hngeon Masters using it are 
nowledgeable and experienced with the 
m e  system. As a result, many of the 
D&D game statistics for nonplayer 
iaracters are abbreviated, using the 
illowing system: [Alignment Race-% 
:lass-Level; hit points; significant ability 
:ores; important magic]. Abbreviations 
)r each statistic follow. 

Al;-mc I C l-"&.l m,-.,-.rl I N I+..&.I 

S 
P 
T 
d 
c 
k 
g: 
A 
cl 
fi 
C 

fi 

neutral, LE lawful evil, NG neutral good, 
N true neutral, NE neutral evil, CG 
chaotic good, CN chaotic neutral, CE 
chaotic evil. 

Ran: h=human, e=elf, d=dwarf, 
g=gnome, %=halfling, %e=half-elf, 
%o=half orc. Other races are spelled out 

S< 

'Y I- lP.,lcy 5"U' M. -,vL- 

SE m=male, fzfemale. 
Claw Fzfighter, R=ranger, P=paladin, 

C=cleric, D=druid, W=wizard, Tzthief, 
B=bard. The number that follows is the 
level for that class. Multidassed and dual- 
clas 
levt 
F4i 

( 
aba 
0th 

I 
-1 
More items can be added by the DM it 
desired; this is quite appropriate for high- 
level NPCs. 

In practice, this shorthand appears as 
follows: (LG %f F3; hp 11; Str 16; short 
sword +1) indicates a lawful good halfling 
female who is a 3rd-level fighter with 11 
hit points, Strength 16. and carrving a 
shozt sword +l. 

;sed designations have the classes and 
:Is separated by a slash (for example, 
/T5). 
M y  those ability scores of 15 and 
ive or 6 and below are noted, unless 
erwise significant 
ikewise, only the most important 
gcal items are given for each NPC. . ._  .. . ~~~ - 
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GEM OF 

The City of Greyhawk is often called the 
Gem of the Flanaess because it represents 
the best of what this great land can offer. 
It is said that almost any aspect of life in 
the Flanaess is represented here, from 
crude barbarism to high culm and 
powerful magic. This is true enough: 
Greyhawk is many things to many people. 
It is not only near the geographic center of 
the Flanaess, but it is the center in many 
other regards as well. 

THE CENTER OF TRADE 
The city has long sat astride several critical 
trade routes through the Flanaess, linking 
the east and west by land and the north 
and south by water. From its early days as 
a frontier trading post on the Selintan to 
the present, the city has thrived on 
merchant caff ic  and has organized its laws 
and policies to encourage greater t r a f f k  
from as many places as possible. It 
developed its own local textile and 
meatpacking industries and profited well 
when nearby ruins were found to be fded 
with riches, drawing treasure hunters from 
across the land. The first treasure boom 
began. Despite periods when trade faltered 
because of war, civil strife, or changing 
economic conditions elsewhere, the city 
struggled to maintain a reputation as a 
place where merchants were always 
welcome. This reputation paid off when a 
second boom in treasure hunting began 
with the fall of Castle Greyhawk, and new 
wealth and trade poured into the city. 

The Greyhawk Wars brought about a 
drop in trade, but also an influx of 
citizens. Though the majority of the flood 
of 10,ooO refugees who reached the city 
were almost penniless, those who had 
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money and treasure had 
established new, stable c 
Domain underwent rapic 
city’s guilds suffered gre 
boost their standards an 

Before long, Greyhaw 
existence. With northen 
the growing importance 
Sea (through Woolly Ba 
of business for all the F1 
Safeton have greatly ben 

THE CENTER OF 
Greyhawks long reputat 
of its rulers to make it t 
as few neighbors and for 
times by threats from nc 
is s t i l l  widely considered 
conflict can attempt to i 

This was highlighted 
in Harvester 584 CY, en 
years. Though the Pact : 
have since been signed h 
ambassadorial staff men 
the Flanaess. Greyhawk 
unofficial reprmentative: 

THE CENTER OF F 
No city in the Flanaess 1 

particularly since the Gr 
Greyhawk during the wi 
particular, many riches 5 

of Tenh, the Shield Lan 
central Wild Coast city 
Orcish Empire. Many p 
and nervous merchants 1 
life against the Great Ki 

As the center of trade 
year who spend enormous amounts of money on food, valuables, rent, and so forth. 
Goods are bought and sold here in tremendous quantities. The Union of Moneychangers 
and Pawnbrokers, aided by the Union of Merchants and Traders and the Guild of 



Lawyers, Scribes, and Accountants, has become the repository for a staggering quantity 
of wealth, most of it from mercantile families and organizations. Some exiled nobles have 
stored the remains of their families’ riches within the city, and it is rumored that some 
kingdoms have placed pomons of their national wealth here for safekeeping, in the event 
of another war with Iuz’s vast legions. The Union of Moneychangers and Pawnbrokers is 
now the largest banking establishment in the Flanaess, offering loans for many mercantile 
ventures, particularly those establishing new trade routes and markets. 

So great is the wealth passing through Greyhawk that the currency itself has begun to 
change. Paper credit slips for vast sums from the Union are honored in a halfdozen foreign 
states, and “bar currency” (bouillon) is coming into great use. 

THE CENTER OF DEFENSE 
Greyhawk was never noted as a major military power until the Greyhawk Wars diredy 
threatened the city’s domain from both north and south. Iuz’s enormous hatred for the 
city, thanks to his long imprisonment in Castle Greyhawk by Zagig Yragerne and others 
beginning in 505 CY, has put the city on alert for retahation ever since 570 CY, when Iuz 

’ escaped confinement Iuz’s staggering successes in the Greyhawk Wars, as well as several 
attempts by his priests to infiltrate the city and cripple or destroy it, have served to greatly 
boost the city’s milirary budget and the professionalism of its army. 

Greyhawk, which once relied on mercenaries, luck, and a poorly trained farmers’ militia, 
now has a strong and dedicated army combined with a strong naval presence in Woolly 
Bay, projected from Hardby and Safeton. The city has developed excellent, if costly, 
alliances. Greyhawk‘s coffers have secretly supported the navy of Furyondy for years, the 
result being that the Nyr Dyv is largely free of piracy and enemy raids from Iuz’s lands on 
the northern shores of the lake. 

Greyhawk‘s army is concentrated in five locations: the city itself, the Cairn Hills to the 
north and east of the city (to protect the mines and suppress banditry), the Gnarley Forest 
(in response to increased humanoid attacks there), the Hardby/Abbor-Alz region to the 
south (as a precaution against attacks from the Bright Desert or raids on Hardby), and the 
Wild Coast The Geyhawk Militia includes the Mountaineer Militia of @on-riders in 
the Abbor-Alz, the Narwell Headhunters, the Safeton Border Guards, and the Hardby 
Marines who patrol Woolly Bay. 

The invasion of the Wild Coast by Turrosh Mak’s Orcish Empire in 584 CY sent 
shockwaves of fear through the city. Safeton has since become the foundation of a 
powerful defensive line marking the Domain of Greyhawk‘s southern border. This border 
has been tested many dmes, increasingly so in recent months, but it has held firm. No 
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Teac 
subject or craft can De rouna in the city, 
though their rates vary wildly. Even 
members of the Circle of Eight spend 
time as tutors; Jallani Sallavarian, for 
instance, is in great demand as a magic 
tutor for mid-level mages of good nature. 
Many small schools line the mazelike 
streets of C 
with a sing 
with staffs 
dozen or sc 

astro. 

. ., . . . . . . . . . . -. . . . .. . - . . . _ _  

.am of historical and literary arts, 
many special fields such as foreign 
iages, architecture, military 
leering, fine arts (poeny, painting, 
ting, acting), and law. The college 
a small but marvelous observatory 

de the city walls, the jewel in its 
logy and astronomy courses. About 
students graduate in a good year. 
ie School of Clerkship focuses on 
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cuments, and other forms of 
XI mathematics and writing. This 
s graduates form the backbone of 
/s power stlvcture as accountants, 
translators, and so forth. Some 

dass citizens are illiterate; thus, 
cretaries can wield considerable 
All of the city’s powerful guilds 
se of this school’s graduates, who 
iieve high social status and 
able wealth. 
:hers and tutors for almost any 
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lerkburg, ranging from tutors 
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of half a dozen teachers for a 
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THE GEM OF THE FLANAEU 
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IWE CENTER OF MAGIC 
The city where the notorious Mad 
4rchmage Zagyg once ruled as Lord 
Mayor has a solid historical tradition as a 
stronghold of magical studies and defensive 
might This repuration is well deserved, 
v m  in the present day. 

is a major component of the city’s 
maordinary magical strength. The 
miversity is owned and operated by the 
Free City’s Guild of Wizardry, the center 
>f magical research and training for the 
mtire Flanaess. The g d d  maintains a large 
library reputed to be the fmest collection of 
magical works known, and its alchemical 
facilities produce superb potions. A quiet 
trade in magical items for wizards is 
conducted from ttUs guild, and spell 
components of many som may be bought 
md sold here as well. 

The Society of Magi is a politically 
active body of local wizards. Members are 
required to be full citizens and long-term 
residents (five-year minimum) of the 
Domain of Greyhawk, and must be 
members in good standmg of the Guild of 
Wizardry. Its wizards must be able to cast 
5th-level spells (thus, may be no less than 
loth level) and must pass an intelligence 
test (Intelligence of 14 or above). The 
president of the society is, by tradition, 
lnvited to become a member of the 
Directing Oligarchy, but can decline to 
ioin. Many great wizards cannot join this 
p u p  - Mordenkainen is a prime 
?xample, since he lives in the Yatils. The 
society is primarily concerned with the 
political situation of the Flanaess as it 
xffects the security and well-being of the 
City of Greyhawk. The current president is 
Tomna Hebvard 

roots in the city and the nearby Wild 
Coast. This exceptionally powerf;l group is 
a political body of wizards who work to 
naintain a balance of power across the 
whole Flanaess, so that states can formulate 
heir own policies without interference or 
Fear of invasion and conquest by ourside 
Forces or empire-building neighbors. Two 
merit members of that body (Otto and 
lallarzi Sallavarian) have homes in 

The Greyhawk University of Magic Arts 

The famed Circle of Eight has many 
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Greyhawk; all the others (Mordenkainen, Bigby, Drawmij, Alhamazad, Nystul, Wmes 
Starcoat, and Theodain Etiason) visit on an irregular basis. Tenser, a former member, lives 
near the city in a fortress on the south shore of the Nyr D~Y. 

Wizards from many other states are frequently seen in the City of Greyhawk on 
government business, performing research, or for training. Some mages are reputed to 
travel here from other worlds and planes, but this has never been fully proven. 

The town of Hardby has long been governed by female wizards belonging to a 
sorcerovs dynasty dating back to the region’s settlement by the Suloise. This magic-using 
family, called the Gynarchy by outsiders, has gradually retired into the background of 
current events, but its grip on local politics is sti l l  very strong. Many practical aspects of 
life in the town are controlled by the council of Greyhawk military officers who command 

a and Hardby Marines; trade policies are handled by an alliance of 
local merchants and rivermen. However, all of the latter are married to women belonging 
to the Gynarchy, and several officers have since married local women who are also in the 
Gynarchy. W h o  actually calls the tune for any aspect of Hardby policy is not easy to 
identify, but wise bets might be placed on the aged Gynarch herself, who does not belong 
to either the Society of Magi or the Guild of Wizardry in Greyhawk 

THE CENTER OF RELIGION 
Greyhawk is not the first place most people think of when discussing centers of religious 
activity and expression. Cities with smng leanings toward particular deities or alignments 
are usually trotted out, such as Wintershiven, capital of the Theocracy of the Pale (which 
worships Pholtus): Mitrik, capital of the Archclericy of Veluna (which worships Rao and 
other l a d  good deities); and even Dorakaa, where the evil demigod Iuz holds  IS 
monstrous court. Greyhawk does not even have any particular religious relics of renown. 

However, few cities can claim to have as wide-ranging a selection of churches and 
temples as Greyhawk, where no single religion is given preference by the government over 
any other. The enormous importance of Greyhawk in the affairs of the Flanaess draws 
priests of almost every deity to its streets, all in hopes of gaining followers and converts to 
their faith and possibly influencing Greyhawk‘s policies in favor of their deity and their 
chwch’s agenda. 

can sit down and converse over meals about their beliefs, Greyhawk has developed a 

It was a priest of Rao from Greyhawk, Edoira, who centuries ago established the basic 
principles of conduct by which followers of different lawful good religions could 
cooperate on any number of important matters. The Edoiran Compact has been 
extended to allow cooperation between other good (and even a few neutral) religions, 
though not all groups adhere to the Compact. (Evil religions certamly don’t, along with 
several intolerant good or neutral religions. such as the Pale denomination of Pholtus and 
many highly individualistic followers of Trithereon.) The Feast of Edoira is celebrated 
by many during Growfest. 

respectable libraries of information on the world These resources and the priests’ contacts 
within the city make them vatuable to their religions as sources of information; they are 
often consulted for their views on their churches’ present condition and possible future 
directions. This worldly knowledge does not always endear these priests to either their 
superiors in other cities or to fundamentalist elements in their flocks. Still, many aspirants 
trek to the city as pilgrims, seeking spiritual guidance or intending to join the priesthood 
as adventuring clerics. Tutoring in religious proficiencies is common in the city as well. 

Though temples and monuments to evil deities are largely forbidden (with some 
exceptions) and harsh penalties are levied for worshiping these beings, the city houses a 
hidden and constantly changing assortment of forbidden faiths and priests. Most 

As a melting pot of religious thought, a place where the clergy of any number of faiths 

long-standing reputation for religious tolerance and openness -within limits, of course. A 
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The priests who do make Greyhawk their home are often able to accumulate 
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i banned faiths are drawn to the city, like 
d others, because of the great political 
and mercantile power here and the 
enonnous range of opportunities and 
potential followers (and victims). Some Tt banned faiths are present simply because 

?c they wish to destroy the city, as its e existence so greatly hampers the goals of - 
F I$ % their various cults. 

m E  CENTER OF ADVENTURE 
As Greyhawk‘s history reveals in great 
detail, the city became favored by would- 
be heroes and adventurers very early in its 
existence, when great hoards of treasure 
inside ancient tombs were uncovered in the 
Cairn Hills to the north and east This was 
the first great “adventuring boom” in the 
city’s life, and it lasted for almost a 
century as treasure seekers combed the 
dangerous wilderness in search of wealth 

epom of strange discoveries, 
rominence. Tales now 
grinder, Echo Crypt, the 
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seems to be underway at present. During the Greyhawk Wars, the Greyhawk Militia was 
ordered to establish posts and garrisons throughout the Cairn Hills and in the noahem 
Wild Coast, to protect Greyhawk‘s valuable mines and defend the south from invasion 
by the Orcish Empire of the Pomarj. Army units sent back r 
revealing new mysteries and bringing old legends back into F 
circulate throughout the Domain of Greyhawk of the Doom 
Great Barrows, Screaming Valley, Maure Castle, the Chokink uALJ, y lc  Asu-ouB I.ILLL -- 
Caim, the Lake of Ebon, Lyzandred’s Tombs, Bad Deep, the Wailing Halls, and the 
undead-haunted Keep of Leraizen. Castle Greyhawk is making a comeback as an 
adventuring center, too, with discoveries of new levels and caverns that seem to go down 
into the earth forever. 

In summary. the City of Greyhawk is an excellent starting pc 
in the Flanaess. Much is known in the city - but far more 1 

beyond, and much of that knowledge can be purchased only 
worst SOIL And of dangers and peril, the Flanaess has an in6 

Oerth is a world for the clever, the wise, the strong, the quic 
world where anyone can become famous, rich, and powerful. 11 
v&y, a world of adventure without parallel. And most of th 
city of Greyhawk 

e ,int for any sort of adventun 
is unknown in the world 
by facing dangers of the 
inite supply. 
.:.I. .-, I. .I.:Il.J 7- ;. . 
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HE WORLD OF OERTH 
T h e  world on which the  City o f  
Greyhawk stands has not been extensively 
explored. The majority o f  the world hasn't 
been visited at  all by adventurers from the 
Flanaess, and what little broad knowledge 
exists is superficial and misleading. Several 
reasonably accurate descriptions o f  the 
world follow, from the accounts of  
learned ones. 

As is natural and proper, all other 
worlds revolve around our own 
planet Oerrh, fiom the least rock to 
the vast burning sun itself: Little is 
known of  these worlds, though a set 
o f  magnifylng lenses or magical 
cusps reveals their curious shapes 
and colors, and their motions across 
the sky are well chatted. As any 
rational individual knows, these 
"wandering stars" influence the lives 
o f  all beings on Oerth, and their 
positions against the vault o f  night 
give hints to learned astrologers 
about events yet to come, revealing 
secrets fea& and sublime. 

Oerth rotates on its axis once 
every 24 hours. The sun navels the 
sky tiom east to west, revolving 
clockwise in its orbit around Oerth 
to make a fLll circuit o f  the heavens 
every 364 days, following a fixed 
path through the Twelve Lairs o f  
the Zodiac. %ugh the Zodiac o f  
the night sky also pass the Great 
Moon of Oerth, known as Luna, 
and the Lesser Moon, Celene, also 
called the Handmaiden. Ghost-white 
Luna waxes and wanes in a fixed 
Tcle of 28 days, reaching fLllness 
13 times each year. Aquamarine 

Celene passes through its phases more 
reaching hllness only four times a ye: 
the calendar used by civilized inhabita 

It is known that when both Luna a 
wandering stars have themselves acbie 
events ofgreat portent are likely to oi 
may be in the balance, and the involvc 
appearance o f  a falling star has f ir the 
bright exploding star hovering in the I 

More wiU be said about the place of 
heavens, but we first tum to an analysis 
lairs on our Oerth, first desaibed by Ba 
- Agath of  Thrunch 
fiom Understanding the Handiwor 

It was established long ago, as eveqyoi 
sphere floating in a void, around whic 
mathematical measurements and magi 
o f  Oerth is 25,200 miles. Thus, the d 
and the total surface area is about 20; 
figure, we have sure knowledge o f  on1 
on+ a little more. Our mathematical 1 

Dominated by a vast and pam'ally t 
for - and by - the tri5es.that conq 
part in the last thousand years), our n 
continents and countless islands, greai 
o f  savagery and enlightenment. Four I 
bays surround these lands, and within 
that beggar the imagination and &rea, 
The lands and air of Oerth are also ir 
fearftl and some frendy, but most ic 
tem'tory or socieqy. 

But what is the appearance of the v 
being resolved. I t  is a cruel irony that 

. slowly, taking 91 days for a 
u. These natural rhythms are reflected in 
mts o f  our land. 
nd Celene are either hU or new, and the 
ved positions ofpower within the Zodiac, 
:cur on our world. The fate ofcivilization 
ment ofgreat magic I s  almost certain. The 
r significance, and a great pale comet or 
darkness is a harbinger of  cataclysm. 
'our grand world in the hierarchy of  the 
of  the zodiac and the special influence o f  ics 
klunish ast~~logem rwo millennia ago. . . . 
h o f  CeIesrian 

cycle and 

le knows, that Oerth is a great rotating 
h ics sun and moons revolve. Carem 
cal divinations reveal that the circumfetence 
kameter o f  Oerth is about 8,021.5 miles, 
h139.540 square miles. O f  this grand 
y a tiny fiaction, and sketchy fiagments of 
peach exceeds our physical grasp. 
civilized continent called Oerik (named 
uered and settled so much of the eastern 
(odd o f  Oerth also sporrs three lesser 
rand small, possessed of  their own cultures 
nighty oceans and many smaller seas and 
those waters dwell monstrosities ofnature 

ten the tiny ships that dare to cross them. 
ibabited by beasts o f  every sort, some 
(different to us unless we intrude on their 

vbole) This age-long mystery is slowly 
even tales that ring o f  truth, told by ." 7 r .  9 ,  r I .  explorers who have conquered these rimes ana set root on tne snores or auen . me zw:a 

lands, are not always believed. So many liars and charlatans prey upon public 
gullibiliqy and hunger for knowledge of  the world that it is impossible for 
common folk (and even those with access to magic) to distinguish berween m t h  
and illusion. The desire for fame is intense in the adventuring world, and some 
gain it by deceptive means. It is  also undemood that magical illusions are cast by 
wizards, monsters, or gods to conceal the existence o f  certain regions, and 
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explorers themselves do not always share the same standards by which they 
measure the world. What one explorer would call a savage might be called noble 
and civilized by another. The existence ofmagic, monsters, and many deities - 
some o f  whom are actively involved in affairs on Oerth - distorts even the 
most carehlly documented accounts. 

Nonetheless, advances are made. An explorer o f  repute might deliver a map to 
our University that  shows certain major features o f  the whole Oerth in common 
with similar past maps. Some adventurous souls claim to have flown over parrs 
o f  the world by means o f  rocs, magic carpets, dragons, magical ships, winged 
boots, and so forth. Severd wizards have created spells that  allow them to spy 
down upon the world from on high, using spells sinular to wizard eye or 
allowing the mages to see through the eyes of summoned elementals or genies. 
Once in a while, the gods pass along limited information &ugh divination 
spells or wishes on the nature o f  the world, though these divine authorities are 
strangely reluctant to do so. And clever experiments have been designed that give 
us a very accurate idea of the size o f  Oerth without even leaving our homes. 

Over the centuries, we have accumulated many maps and tidbia of information, 
and the majoriy show agreement on certain points that we have come to regard as 
representative o f  our Oerth's true appearance. I myselfhave been in a position to 
veri+ the accuracy o f  some o f  these drawings, and it does appear the majority are 
correct, though most d t ~  poorly rendered or labeled, ( I f  all explorem could only be 
taught to spelL9 Additionally, tales collected from adventurers and merchants horn 
many foreign lands also reflect a degree o f  similariy, so that some reliability can be 
attached to the combined result o f  such reports. 

reader's examination. This description includes those features most often 
reported by explorers, as well as anomalous regions worthy o f  finder study. 
Certain large islands and other features are ignored as phantoms i f  no more than 
one report exists o f  them, though this, of course, cannot complete+ rule out 
their existence. "Magic," the priests ofBoccob are fond o f  saying, "makes the 
world stranger than we could possibly imagine." 

The Northern Border o f  Day and Night is the latitude above which the sun 
fails to set during the nighn ofsummer and f d s  to rise during the days of  winter. 
This effect is said to become more pronounced as one ravels farcher north, and 
using models o f  the O d  we can c o n h  that, in theory, this should occur exady 
as desm%ed. .This border lies a t  exactly 60 degrees north latitude; during the 
summer, fkom Growfest 4th to Brewfest 4th. the sun is always above the horizon, 
reaching its zenith on Richfest 4th. It is believed t h a t  this cycle is reversed south o f  
the southern Border ofDay and Night (at 60 degrees south latitude), where the 
sun is high during our own winter, since the seasons o f  the northern and southern 
hemispheres are reversed. This is a consequence of  our Oerth's tilted axis, which 

The 
i the 
rbons, 

I describe here those lands immediately neighboring the Flanaess for the 

1s o f  
zg as to 
Boros 
h it 

.en this 
5 

..- 1 - 1 . 4 4 1  I --I-- 
indoubtedy once broke o f f  
b hinges o f  this arctic land. 
J explorers say that a single, 
ig light shines high over the 
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suitable. Icebergs (islands o f  ice) 
reen in the n v m A 4 i  Orpm m,f t h r  
Icy Sea L 

from the 
Sever; 

un& 
northern y-.c lWLll -= 
great c d a r  valley with a tmpical 
interim, but these reports diffe on 
specifics, except that  they agree t h a t  
beasts long believed extinct inhabit 
this valley. Several regions of  
vulcanism have been discovered a t  the 
top o f  the world, with many high 
mountains, great crevasses, and 
howling bliaards. Frost giants, white 
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' 
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%on;, and other predictably cold- 
iwelling creatures are said to inhabit 
h i s  land. Human inhabitants have 
been reporred in a barbaric condition, 
warring with all o f  the above and 
some humanoid tribes as well. 
Demihumans are unreported, except 
F,, .1 -..Arvc -n~- -hn..r rmnmer nr 

lwarves living undergmund in 01 

nounrainous xgion. 
The size o f  this arctic contin 

mknown, and its outlines are 
mforrunately vague, as no 
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expeainon nas ever cmcumnangated 
this land. A huge bridge of ice is 
said to link this conrinent to OenX 
in the far west, readung to the 
laqest mountain range on Oerik and 
th; world (about w h h  more later). 
A second, smaller bridge o f  ice 
appears to link the Flanaess's Land 
o f  Black Ice with High Boros during 
the long winter night. It appears that  
most or all ofHigh Boros lies above 
60 degrees north latitude. Assuming 
that the outer edges o f  this icy land 
melt and shrink in the arctic 
summer's long day then grow wide 
again during the dark, &gid wincer, 
the total area ofHigh Boros could 
vaty from five million to ten million 
square miles - respectable enough 
to count it as a true continent, 
assuming it has solid rock 
somewhere beneath its ice and snow. 

As a side note, Oerth's southern 
pole appears to have a region that 
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resembles High Boros in climate. 
This land is reportedly very small 
and might not be a true land a t  all, 
but a thin cap o f  ice that 
encompasses several mountainous 
islands. It is interesting that  o f  the 
six reputable sources for 
information on this little-known 
region, usually named Polaria, four 
claim nothing lies here a t  all except 
mountainous islands o f  ice or rock 
in a gray, fiigid sea. However, those 
explorers were present only during 
the long days o f  the southern 
hemisphere's summer (our winter). 
The ice cap may have vanished 
during t h a t  time, leaving only 
icebergs drifting among the true 
islands. The other TWO exploring 
parties each stayed over for a long 
period o f  time on one true island, 
and they both report the rapid 
formation o f  thick ice over the sea 
once the sun sets and the long night 
o f  winter begins (see Exile from 
Aerdy, by Sondemako o f  Rauxes, 
and Two Years' Record o f  the 
Hidden Sea, by anonymous, in the 
Guild libray). Measurements by the 
reclusive Savant-Sage suggest that all 
o f  Polaria lies below 80 degrees 
south latitude. 

The barbarians o f  the Thillonrian 
Peninsula have long told sagas o f  an 
island east o f  them, which they 
called Fire-land for the many 
volcanoes there. These legends 
fiequently claim that colonies o f  
Cruski and Schnai (Ice and Snow 
Barbarians) were established here 
along long fjords, battling various 
gian fs, dragons, native barbarians, 
and other fell beasts for their 
survival. These tales also mention 
ruined cities, long broken walls, 
huge metal monuments, marvelous 
geysers, horrid things frozen in 
glacial ice, and intelligent races 
unknown to us in the Flanaess. It 
may be t h a t  Fire-land is subject to 
volcanic cataclysms that destroyed 
all previous civilizations there. 

The existence o f  Fire-land 
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Korund returns from Fire-land 

SL (also written as Fireland) has been confirmed in the last centuv, though public 
mention o f i t  is limited; it is oflittle interest to most traders due to its remote 
location and unfriendly reputation. The Thillonrian barbarians, however, accept 
its existence as casually as we do the existence o f  Admundfort Island across the 
Nyr Dys and they occasionally send out longships to trade goods and news with 
their fellows across the Solnor Ocean. 

In 565 CY, the explorer Korund o f  Ratik sailed with a number of  barbarian 
&ends to Fire-land, returning with a crude map made with respectable 
instruments and a bit ofmagic. From this, the Savant-Sage and I have concluded 
that Fire-land is a collection o f  islands. N o  single island is great enough to be a 
continent, though the largest might be the largest island on Oerth. The whole 
surface area o f  Fire-land would likely cover less than one million square miles. 
W e  would so l&e to have a more accurate and recent assessment! 

The smallest continent on our world (or the largest island, say a few 
authorities) is the wholly tropical realm we call Hepmonaland. Information 
regarding this region has increased with the development o f  deep-water ships 
such as the caravel. Numerous modem ships have been used in the last two 
centuries by merchant-explorers from the Sea Barons, Re1 Astra, and other old 
seaports of  the Great Kingdom, as well as by the Lordship o f  the Isles, Lendore 
Isle, and Onnwal. A detailed map o f  this land, drawn a century ago by a Sea 
Barons' captain, was apparently verified by a Re1 Astran ship that recently sailed 

a. 
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into Hardby, claiming to have rounded Hepmonalands southern cape using a 
copy o f  this map. I f  the map is accurate, then Hepmonaland is about two 
million square miles -precisely on the border between continent and island, 
but favoring the former in the opinion o f  most learned minds. 

Despite the crippling blockade on maritine aaffic that the Scarlet Brotherhood 
has placed between the SoJnor Ocean and the Azure S a  a t  the Tilva strait, and the 
censorskp ofinformation on new+ discovered realms ofien imposed by governments 
wishing to gah a monopoly on foreip trade or create their own slave empires (and 
here I refer d i r d y  to the Scarlet Brotherhood), geographical reports continue to 
filter into our hallc in the Guild o f  Wizar+. Some have related Re1 Astran and Sea 
Barons' experiences with the kingdoms and barbaric tribes OfHepmonaland. Indeed, 
cumavigation o f  Hepmonaland seems possible if one can run the Scarlet 
Brotherhood's gauntlet at the O h  Isles (and survive piray, storms, and sea 
monsters elsewhere). This joumey, though +g and audacious, is Uely to be 
attempted more ofzen in & m e  years, and it could develop into a major sea route 
fiom east to west if its dangers can be even partially managed The legendary natural 
riches ofHepmonaland's jungles, combined with reports of  civilized (if exotic) states 
along its middle and southern coasts and islands, are sure to move the greedy heart o f  
any footloose adventurer or mder. 

To the south, beyond the long reaches of  the Amedio Jungle and the isles of  the 
Densac Curt; is said to lie one o f  the great seas o f  our world, which, because o f  its 
most &ous produrt, is called the Pearl Sea O f  the dtures and peoples here and 
beyond, we know less than we would like. The little-known and nameless fourth 
continent of  our world is known to lie to the south in this region, but ody 
divination spells give us knowledge o f  it. 

Such spells also hint that an ocean so l q e  as to be a sibhg o f  the Solnor also lies 
far to the south of  us, a vast sea racked by violent tempests and thus called the S a  of  
Storms. No adventurer has ever visited the area and lived to give a reliable account of  
it. A third, frigid ocean, called the Sea of  Thunder for the endless roar o f  cracking 
ice as summer arrives, encompasses the southern pole and Polma Less than a half 
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. . ~ .  . . .  . . . . . . . dozen a&ed voyagers have seen these waters, hawg reached it and survived ~ t s  
dangers ody by magical means. The f o d  and last o f  Oerth's great oceans, usudy 
called the Drami4 Ocean, abuts part of  the northern continent ofHigh Boros, 
merging with the Solnor and almost encircling the arm2 wastes. Some cartographem 
believe the IT S a  is part o f  this great circumpolar ocean and not part of the Solnor. 

To the west o f  our wondrow Flanaem lies the great mountain-bordered BakJunish 
Basin, where an empk ruled a miJJennim ago. This w o n  is genedy believed to be a + steppdand, but its interior is nunored to be f d e  and dd, with riven and small 
lakes about The Dramidj Ocean nmws and reaches down h g h  chis land, mdltng 
countless isJan& and suange societies on its shores. The dunate here is thought to 
range fiom temperate to hot, as the Dramidj Ocean is so watm its& Beyond the vast 
mountain range to the f;u west is said to be a great and ancient empk, the like of  
which we can scarcely dream O f  this imperial realm we know little, though explorers 
and merchants would dearly love to know more. A couple of  advenrurrtJ in t i nes  long 
mace ha- rnlrl nCm.rc;rm &-,.A d.& mtrirp a d  ax- L m - , l  k ---&-;l.rr a ran ge of  

nlr, wecan 
o the eat 
.-en and sea 
more of  these 

k and longitude. 
atics, astrology, and w h r d  
wed us to locate ouxposiu 
o the equator with . .  J.1- n...r;c;n, A,. ...."".lrm* 

! retain it as our base of  reference tc 
inor the grand achievements of  our 
renmners, not the debased Overhi 
~ ~ I. , &I ~ .~~ .,. :~- " ..~~~.. -1.. ,:.. 

Accurate positions on all maps of  
lands on Oerth are described by means 
oflatituc 

have all0 On 

relative t 
consideth,, y.LL.o.v., ".. ..5~vu~ial 
cham. Our present system of 
esdlishing longitude and latitude is 
founded on the work o f  the Great 
Kingdom's Royal Guild ofNavigators, 
which existed for ody a centuqy and a 
half until it M victim to the poJitical 
horrors of  the Turmoil Between 
Crowns. Rauxes marks the point o f  
zero degrees longitude, fiom which 
locations east and west are measured 

ha 

who nau mem w. niuxes iusv urs at  
almost exady 30 degrees north 
latitude, and a blue obelisk was raised 
a t  the site north ofRauxes where 30 
d-es north latitude, 0 degrees east 
longitude exists. The Cily of  
Greyhawk thus lies a t  almost exactJy 
36 Y4 degrees north latitude, 17% 
degrees west longitude. 

The knowledge to d i h e  such 
measurements was hard-won over 
many centuriks by mariner lords and 
merchant princes, by common sailors 
and high dtay oficem. The 
combined clew of our Great Pawn, 
Xerbo, Protector o f  the Seas and All 
DweJJen Within, and the esteemed 
goddess Osprem, who guides sailors to 
safety amss the waves, were in the 
forefont o f  this investigation every 
step of  the way. How this was done is 
the subject ofmy next lecture. . . . 

Mathem. T 

W f  > 
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- Talrand Quehris 
Patriarch of Xerbo, 
Free City of Greyhawk 
from a speech to apprentices at 
the Guild of Cartographers 
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Most timekeeping on Oerth is 
perfomed by means of  sun&als. n e  
modern versions are sophisticated 
enough to indicate not ody the time 
of  day but the month and &y of  the 
year, seasons, holidays, and so forth. 
This is because Oerth’s axial tilt 
causes the sun’s shadow to wander in 
a cuning pattern over the ground that 
repeats every year: a sundial  can track 
this e f f k ,  which was known as far 
back as the days of  the Sue1 
Imperium. Water docks and 
mechanical docks, powered by coded 
wind-up springs or pendulums and 
weights, are also used, but these are 
complex and costly to make, usually 
gaudy in decoration, and prone to 
inaccurate readings. Magical 
timepieces have been invented by 
priests and d s ,  but these are 
priced beyond the reach o f  the general 
public. Guilds for navigators and 
nightwatchmen are the prinmy buyers 
of such devices, which are, o f  course, 
perfectly accurate. Minor spells allow 
sundials in public areas to register the 
time even on doudy &ys, and these 
are s&cient for most public needs. 

..fortunately m e  that no oyo cities 
in the Hanaess have exactly the same 
M y  nine a t  any given moment, 
unless they lie on the same longitude 
line. For eve’y 5 degrees of  longitude 
eastward o f  a given base point (equal 
to 350 miles, a t  70 miles per degree 
of  longitude), a sundial records the 
time as 20 minutes later in the a k ~  
for every 5 degrees westward, the time 
is 20 minutes earlier in the day. A f;II 
15 degrees o f  longitude d e s  an 
hour’s dfference, one degree means 
four minutes, and so forth. At 
sundown in Hepmonaland, it is f;u 
daylight over the Sea ofDust This 
can easily be confmed by any wizard 
with a deport spd. As I’ve heard it 
said, “The correct rime is wherever 
you happen to be.” Fine disrinctions 
in time are IuckiQ of no importance 
to nine out of  ten of  us, and we can 
ignore them. 

With sun&alsz it is also 
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The clerics of those deities concerned wi 
Istus, Cjmdor, or Lendor, are often consulti 
official timekeepers. I myselfhave a perfect 
students are well accustomed to my punctu: 
and immediately know the exam passage of  
many timekeeping priests, I can also guess I 

any spot on Oerrh, given an accurate map tt 
Priests Concerned with time are valued and 
ceremonies, complex spells, and military act 
employed by certain merchants, governmen! 
and so on. Were it not for us, the issue o f  i 
still be a mystery, despite the claims o f  our 
and Osprem. 
- Mathilde Dessenter 
Matriarch o f  Istus, Free City of  Greyham 
from Introductoty Marine Chronograph) 
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HE FLANAESS 

Oerik is generally known to be the largest 
of the four continents of Oerth, though 
only its eastern extent, the Flanaess, i s  
reasonably well known. (What is not 
known about the Flanaess, however, could 
fill a thousand libraries.) The Flanaess is 
regarded by i t s  inhabitants as “the center of 
enlightened humanity,” though tales are 
often told of foreign civilizations of 
advanced aspect whose nature and customs 
would astound even the most cosmopolitan 
wayfarer from the City of Greyhawk. 

headhunting savages and beasts, and pirates and man) ll...-l ..--.-.. _-... ... ~ .-., --a 
and bay. Giants compete with bandits and lycantl 
dragons and undead wizards offering distractions 
hordes of rapacious humanoids. 

Reliable maps for the whole Flanaess are not dii 
Greyhawk and other civilized and learned areas. TI,= Luu yLuL 
funds, and armament necessary to see those lands first-hand. 

clearer the following section on the geographic and cultural divisions of this ancient and 
varied region. 

PEOPLES OF THE FUNAESS 

LYL-3aY.L ulz cvyLagL, 

Details on the inhabitants of the Flanaess are given below, which serve to make 

HumanS 

Ice of origin, physical appearance, and pantheon of pods allied 
attention to skin color. Hum; 

ing peoples and cultures. 
gmal human inhabitants of the 
hunters, fishers, gatherers, and iarmea, mwgn mere is enaence 
that long ago vanished The Flan were greatly displaced by 
west A typical Flan has bronze skin and dark eyes and hair, and 
in bright, primary colors. 

I 
their empire was destroyec 
: B a k l k h  ride horses and are governed by mbal khans. *wed, 
ded by emirs, caliphs, and sultans. 

m because they were being pushed by I 
nanoids in the latter stages of the ancient baklunlsh-hulolse war. 
I black hair, with brown the most common. 
d e  skin, blue eyes, and blond, white, or red hair. They fled the 
and the vengeful peoples who hated the “evil ways” of the SueL 
tanned and freckled from exposure to the sun, are found in the 

d e d  the Rhennee is found in the central Flanaess. These 
m river barges and are very clannish. Rhennee claim to have come 

volcanic Hellfurnaci 
where once lay the : 
empire, as well as t h  
the Sea of Dust. Ro 
there, one fmds the 
mysterious Dramidj 
Land of Black Ice, t 
Sea, and the immen: 
Solnor Ocean, said I 
thousand leagues ea! 

tropical Hepmonala 
Gulf and Pearl Sea s 
south for another t€ 
more. The wild Am 
out the geographica 

I have golden skin tones. 7 

southeast are the jui u1s were a warlike barbarian people whm 5s 

Equally as danger monaland. 
the inhabitants of tt 
nomads eye foreign 
steppelands, freebooting barbarian hordes 
and humanoid armies crowd the north, 

to &e Flkaess from another world and they do not I 

reputation as thieves, but most are not truly evil. 
re a bad 

_._. ipmonaland. The Olmm i c  Qnother minor race, known from d.- . 
d an empire in the southem jungles, but it collapsed long ago and 

iousand leagues or 
edio Jungle rounds 
L walls that enclose 

‘ous as the terrain are 
lese areas. Sullen 
visitors on the 

each race has its own pla 
with i t  Few humans pay 
intermarry, slowly blend 

The Flan were the on 
them. The Flan lived as 
they had a great culture I 
invadmg races from the 
prefers to wear clothing 

The western Baklunisl 
their hair is dark. When 
Dramidj coast Nomadic 
civilized Baklunish are n 

Olive-skinned Oeridia 
of their own free will th: 
marauding armies of hur 
Oeridians have blonde t c  

Suloise humans have 1 
ruin of their old empire 
Barbaric Suloise, heady 
Amedio Jungle and Hep 

A minor human race < 
wayfaring people travel c 

hropes for the wild lands, with 
from the norm. Everywhere are 

&cult to acquire in the City of 
L” !-“-A ..“A :- ”...”-”:..,. +l.” L_._ I_^ 

- 
ms of different races frequently 

rheir eyes are often gray or green anc 
i the survivors fled north to the . . .. . . . - .  

o entered the Flanaess le 
3aklunish refugees and - . . . . - . . 

trust outsiders. They h a v  
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vanished. O h  are seen in the Hold of 
the Sea Princes as slaves. 

Other human races are rumored to exist 
beyond the fringes of the Flanaess in every 
direction, but these folk are not well 
known at present. 

Demihumans 
Elves (called “olve” or “olvenfolk” in the 
Flan tongue) inhabited the Flanaess for 
many centuries before the destruction of 
the Baklunish and Suloise Empires. 
Suloise, Oeridian. and humanoid invaders 
pushed the elves from their grassland and 
prairie homes, forcing them deep into 
ancient forests. Fortunately, the elves 
preferred forests to other environments, 
and they were able to hold their own in 
many ancient timberlands against human 
and humanoid aggressors. 

High elves are the elves most likely to 
interact with other peoples of the Fknaess, 
particularly humanity. High elves are slim 
and pale in complexion, standing about 5 
feet tall, and they like to wear greens, grays, 
and pastels. Most high elves are dark haired 
and have green eyes. Like all elves, they are 
often highly skilled in magic as well as 
sword&, and they have extraordinarily 
long lifespans. (AU elves invariably have 
minted ears.) The ancient Flannae 

rules that land. These elves are d e r  than usual, some reaching 6 feet m height, 
hey resemble golden-blond gray elves. Valley elves are not well liked by other elves 
ome reason. 
p t i c  elves live in temperate and tropical seas. A large number are lolown to live near 
pindrift Islands, where they are allied with the high elves. Aquatic elves have webbed 
n and toes, and they can breathe water as well as air. 
df-elves, the offspring of long-lived elves and short-lived humans, are found everywhere 
s the Flanaess, in every part of society. 

wes (“dwurfolk”) ace about 4 feet tall, broad-shouldered and muscular, and of stocky 
~ Both males and females are bearded They prefer to h e  underground in vast cavern 
nnnrl c,,c*-* “,Lo,.* A*.. m ; n m  ---A,.*.* ms+.lr .,-A “-0 -mi- -LA r^-^^ :- ,.“..A 

Gray elves have either silver hair and 
amber eyes, or else golden hair and violet 
eyes. The gray elves of the Flanaess are 

confronted with hostile human kingdoms, 
but some are militant and have alliances 
with local humans and demihumans. 

Sylvan elves inhabit old woodlands and 
have darker complexions than high elves. 
They dress in browns and greens, and they 
value their privacy and separation from all 

Kvlgdom and the Geyhawk Wars have only 
encouraged their Mer isolation. Wild 
elves, or grugach, are sylvan elf offshoots 
who remain isolated from all other peoples, 
even other elves. They are scattered across 
the Flanaess in small bands in remote, 
temperate forests. They are very pale, shorter 
than most elves, and are xenophobic 

V d e y  elves are known only from the 
Valley of the Mage, serving the wizard 

who 
and I 
for SI 

the S 
finge 
H; 

acros 

Dwa 
build 
and t 
tones, from red-brown to tan to gray. They tend to be dour and suspicious, but 
grudgingly helpful. Dwarves live long lives, though not as long as the elves, and they 
reproduce slowly. Dwarves are sturdy, vengeful warriors with long memories of everyone 
who has done them hatm. 

the Flanaess, and are often seen as soldiers and merce 
humanoids. 

Mountain dwarves are less common than hill dw 
taller than their cousins, averaging 4% feet tall. Thr 
the mountains. 

traditionally reclusive, especially when A< 

other peoples. The collapse of the Geat  ~ ”,”-- -.-, ....___ -.- , ..-. ~ ~““’” .._-= -_ 6“””’ I L.CIL a-L CYl l lL I  “1 =-“I 

Hill dwarves are the most common sort. They work with other good-nanmd races across 
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bergar, also d e d  gray dwarves, live far 
underground These evil dwarves are hostile 
to their brethren and to all other races. 

Gnomes (“no&) are thought to be 
related to dwarves, though they are smaller 
and enjoy the open air and forests much 
more than their cousins. Gnomes have 
wood-colored skin in a variety of shades, 
from light ash to dark oak. Many gnomes 

. - live underground in shallow burrows, often 
in hills and forests. They enjoy work as 

? much as they like memymakmg. The 
gnomes of the Flanaess are aggressive in 
defending their territory and figure strongly 
in wars against humanoids and tyrants. 

Halllings (“hobniz”) are half the size of 
humans and look much like human 

$children, though their faces age like those 
of humans. A light covering of hair runs 

p over most of their bodies, especially the 4 backs of their hands and the tops of their 
feet Halflings usually travel about ) barefoot, their thick-soled feet protecting 

,f them from the ordinary pain humans 
F would feel in stepping on briars, sharp 
;, stones, and so on - though such , protection only extends so far, of course. 
6 Most halflings build shallow burrow homes 

or cottages in grasslands, forests, or hills. 
Three subraces of halflings live in the 

Flanaess. The hairfeet is the most 
numerous and usual group, and most of 
these live among humans. Tallfellows are 
about 6 inches taller and rather willowy in 
build, usually living near elven groups. 
Scouts are about 6 inches s d e r  than 
hairfeet and live among dwarves. All of 
these groups are basically good natured 
and enjoy cseature comforts. Y 

Y 

They prefer living in caves over open grounc 
loot and hunt for meat on the surface. They 
have learned a bitter respect for humans, wh 
fight among themselves, tribe against tribe. 

Orcs can breed with humans (creating hal 
The offspring of an orc father and an ogre r 
basically a taller, stronger, braver, and better 
and an orcish mother IS an ognllon. The og 
stupid, and violent. The ogrillon has a thick 
Goblins are relatively manlike. Their flat j 

skin, and fangs set them off from humans. C 
they are slave-takers of foul habits who pref; 

Hobpblius are the most ferocious, aggre! 
Resembling tall, heavily muscled humans wi 
faces, they are renown for their brutality anc 
than other goblin races. 

Kobolds, norkers, gnolls, flinds, bugbears, 
races exist, varying primarily in sue and ugli 
other peoples. 

Other intelligent races of the Flanaess, SUG 

Dragons are brilliant thinkers at times and I 
understanding of the term. 

are the most common humanoids 
: gray-green cavemen with bestial f 

1.1 1 . 1 1  

orcs in the Flanaess by far. Orcs are carnivores who 
resemble Hcial features. As large as well-muscb-’ 
humans, orcs are wariiKe ana eager IO cndenge other races for food and living 

i and can partially see in the dark, 
hate dwarves and elves most of a l  

o are their most dangerous foe. 01 

f-orcs) and many other sorts of humanoids. 
nother is an orog, or great orc. An orog is 
equipped orc. The child of an ogre father 
dlon is orclike but even more brutish, 
skin and powerful fists for pummeling. 

Faces, pointed ears, sloping foreheads, orange 
ioblins hate humans, dwarves, and gnomes: 
tr caves to sunlight 
rsive, and organized of the goblin races. 
th red-brown or gray skin and red or orange 
1 rmlitary skill. They are also much smarter 

ogres, and many other minor humanoid 
ness. All are bad-tempered and dangerous to 

:h as giants, are considered uncivilized 
vell read, but have no culture that fits human 

CULTURAL AND GEOGRAPHIC Divi 
The Flanaess can be divided into nine cultui 
its own place in history. 

.C” 

space. 
but they 
1, but they 
:cs often 

idians-early in the history oithe 
1 a bit of Ba!dunish) occur in the 
dation, appear in the eastern end of 
treat to this region comes from the 

,land. I Jlrk State*. Pomm. Hold o f  

1. Weston Nyr Dyv (“Old Ferrond): hryondj 
Greyhawk Hardby, Celene, Wild Coast, Highfolk. yyl CU.L.CU yLL 

Velverdya River and its two major mbutaries, was once part of the Viceroyalty of Ferrond 
in the Great Kingdom It was settled largely by Oer 
Flanaas, but strong strains of Suloise and Flan (an( 
population. The Rhennee, a p e d a r  immigrant pol 
the Nyr Dyv and its many mbutaries. The major tt 
Empire of Iuz to the north. 

the Sea Princes, Geoff, Sterich, Gran March, Bissel, Valley of the Mage. This region was 
once organized into a huge kingdom (Keoland), the first to appear after the migrations 

2. The shddomar Va&y (“Old Keoland”): Kec ._._, _ .... _._.... . -...-.,, _ _ _ _  _ _  

ong hum. 
Y, Sterich, 7 

he Valley 
ddomar ( 
:at here co 
s, and Barrier Yeam to me west, and the Vrcish 
tates have been invaded by these forces. The 
~artly under the control of the Scarlet 

ns, with s&ong Oeridian influence. 
and the County of Ulek), and heay 
of the Mage. 
each with several major tributaries) 
mes from humanoid and giant 
. n <  1 .  - .. 

ismit, Ket, Ull, Plains of the Paynims, Dry 
ich lie beyond the Yatils, Bamer Peaks, and 
i of the Baklunish people. Ket shows the most 
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influence of Sue1 and Oeridian peoples. All 
these states vary from nomadic barbarism 
to high civilization with major trade cities, 
strong armies, and experienced navies. 
Civilized states cluster around the Tuflik 
River and its tributaries. Nomadic 
Baklunish folk live to the north and 
northeast of this central group (Tiger and 
Wolf Nomads) and to the south and west 
(Plains of the Paynims, U11, the Dry 
Steppes). No major external threat exists 
to this stable area. 
4. The Bitter Noah: Wolf and Tiger 

Nomads, Blackmoor, Perrenland, Land of 
Black Ice. This area has but one truly 
civilized state, that of Perrenland, which 
has descendants and influences of nearly 
every people known to the Flanaess. The 
Baklunish nomads to the north raid each 
other and their neighbors, but the major 
threat here is from the Empire of Iuz to 
the east. Civilization in the region centers 
on Lake Quag (in Perrenland). 
5. The Empire of Iuz: Lands of Iuz, 

Homed Lands, Shield Lands, Bandit 
Lands, the Barrens, Tenh (in pact). The 
demigod Iuz forged an immense and cruel 
tyranny here during the Greyhawk Wars. 
His vast armies consist of orcs and 
hobgoblins, with other humanoids and 
even many evil humans; Iuz’s lieutenants 
are nearly all evil spellcasters. The 
empire’s western areas are its core lands, 
lying around Whyestil Lake and its 
tributaries. The imperial capital is 
Dorakaa. The empire’s civilized neighbors 
al l  currently follow a policy of strict 
containment, building up massive defenses 
along their borders with Iuz. The major 
threat to this region is not external, 
despite numerous raids along every border 
and a major conflict in Tenh. The empire 
is threatened by manpower and food 
shortages, poor distribution of what few 
good resources exist, and a completely 
chaotic and paranoid chain of command 
in which high-level commanders hoard 
resources for their private use while 
striving to undetmine their peers. 

6. TheThihnmu . P W :  
Stonehold, Ice Barbarians (Cruski), Frost 
Barbarians (Ftuztii), Snow Barbarians 
(Schnai). The peninsula northeast of the 
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Oeridians before they reached the Flanmi River and created the Great Kingdom. It is 
considered separately from Old Aerdy East because most of it was once part of the 
Kingdom of Nyrond, which broke from the Great Kingdom just over 200 years ago to 
establish a separate culture and identity. The Duchy of Tenh would have fully counted 
as part of this region, but it is ravaged by war and claimed by Iuz and others. Nyrond 
has expanded east to annex the ruined and depopulated lands of Almor, destroyed by 
the Great Kingdom in the Greyhawk Wars; the northem borders with the Pale are 
unsettled. This region is threatened by Nyrond’s internal weakness and instability, by 
the Empire of Iuz to the north, and by humanoids from Bone March (and possibly 
raids from the Great Kingdom of Northern Aerdy). The United Kingdom of Ahlissa is 
viewed with grave suspicion. 
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idian and Flan influence 
idden Empire of the Sca 
Iars but has retained mu 

m theo-aacy. The Scarlet Brotherhoc 
1 it seems to have no interest in ami 
xthem barbarians raid the Lordship' 

ted in the south to Relmor Bay 
the Great Kingdom of 
xession of an undead wizard 
hm-lv nnirerl i r  $1. with man" 

s nobles. All surroundmg states distrust or hate 
iom, several being long-standing members of the 
+e. The Scarlet Brotherhod is viewed as a 
overrun by its followers. 
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8. Old Aady Euc Great Kingdom of Northem Aerdy, Ratik, Bone March, United 
Kingdom of Ahlissa, Re1 Astra, Onnwal, Irongate, Kingdom of Sunndi. Nearly all of the 
former lands of the Great Kingdom make up Old Aerdy East, which is greatly divided 
politically despite its common heritage. Oeridian influence is dominant here, with minor 
elements of other human races; Bone March has fallen to humanoids of many sorts. 

The Harp River forms the western border with Old Aerdy West The core of Old Aerdy 
East was formerly the Flanmi River p h ,  but now it has shif 
and the Thelly River. The threats here are primarily intemal; 
Northem Aerdy fights a lingering civil war involving the sup1 
and his undead army, and the United Kingdom of &sa is ---~f 
half-hidden rivalnes and conflicts between it 
these two successor states of the Great King 
Iron League that opposed the old imperial rt 
background threat, though Onnwal remains 

Sea Barons, Spindrift Isles, Hepmonaland, Amedio Jungle. Most of these geographidy 
isolated areas were settled centuries ago by Suloise peoples fleeing the Oeridians; the Sea 
Barons have Oer as well. T h e  Tilvanot Peninsula is the core of 

de t  Brotherhood, which has lost territory since 
ch of its naval power. The Lordship of the Isles 

__  - . . ..-~, 

9. IsoW Rmlms: Tilvanot Peninsula ( vc_. LL yLvy.LI ...,-..,, I-__.._ r -- -----' 

but appears to be acting as a neutral 
o Jungle are tropical rainforest 

ore Isles) are completely in the hands of 
ited by unknown peoples farther 

,d threatens or has conque 
:king the elf-held Spindrif 
's fleet A grave hture  thrt 

Kingdom of Northern 
United Kingdom of Ahlissa rum these realms into naval giants over 

A HISTOW OF THE FLAMAESS 
A detailed overview of the last thousand years of Flanaess history is beyond the scope 
of this product. Some discussion of this is necessary, however, to understand the world 

peoples, the Oeridians and the Suloise, 
ire and Sue1 Imperium far to the west, 

just over 1,OOO years ago. The original inhabitants of the Flanaess were the Flannae and 
the demihumans, who were pushed aside by the powerful human migrants. With the two 
human races also came many new humanoids who plundered and slew at will. The 
Baklunish survivors of the great wars largely remained west of the Yatil/Crystalmist 
mountain chain. 

The Suloise who spread aaoss the southern Flanaess were very often wicked and 
destructive. Their chief rivals, the Oeridians, were exceptionally warlike but able to get 
along well with the Flan and demihumans. The Oeridians eventually settled the far eastern 
end of the Flanaess along the great Flanmi River plain. There, they established the 
Kingdom of Aerdy, eventually known as the Great Kingdom, the largest empire known to 
history. For 250 years, the Great Kingdom stretched from the Solnor coast west to the 
Yatils, and from the Azure Sea north to the W M o u n t a i n s  and Fellreev Forest. 

In time, the outer domains of the Great Kingdom fought for and won their 
independence. The first major break in the Great Kingdom was the loss of the Viceroyalty 
of Ferrond, which became the Kingdom of Furyondy in 254 CY. This realm eventually 
split into the separate states of Furyondy, Veluna, Verbobonc, Perredand, and so on. 
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kingdoms of their own. In the first half of 
the fifth century ci, the House of Naelax 
destroyed the House of Rax in a conflict 
called the Turmoil Between Crowns, and 
Naelax took the Malachite Throne of the 
Great Kingdom. It is believed that a foul 
pact was made between Ivid I of this 
House and an infernal Power, by which 
Naelax achieved prominence at  an 

Cry! 

Kin) 

Suloise tribes who were less warlike 
I their fellows, Keoland soon ruled the 
le region from the Pomarj to the 
italmisu, and its armies pressed into 
and Veluna around 350-360 CY. 
erses in military fortune followed 
,&I., W;th;- ~.-~fi.m K m l ~ n r l  lnct i rs  

[tier regions (the Ulek states, Celene, 
el, and the Yeomanry) and settled 
n into a stable realm, with the semi- 
pendent lands of Gran March and 
ich supporting its m y .  
he  third recent split in the Great 
cdom came in the south, in 
-447 CY. Extreme repression and 
don of the population led to a general 
,llion among commoners and nobles 
e. The city of Irongate was the first to 
quickly joined in an alliance by the 
inty of Idee, Onnwal, and later the 
mty of Sunndi (in 455 CY) and the 
dship of the Isles. The armies of the 
:rking in South Province and the See of 
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iown as the Iron League. 
. disaster was on the way, 
The House of Rax became 
and weak, and large areas within 
ken Great Kingdom were ruled 
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THE FLANAESS 

unspeakable cost. The nobles of Naelax 
are generally regarded today as either 
insane or evil fiend-worshipers, or both. 

grew and shrank, other parts of the 
Flanaess took shape. Baklunish horse 
barbarians took much of the northern 
steppes at the time many of the outer 
realms were breaking free of the Great 
Kingdom. A century later, the Sea Princes 
and Bandit Kings looted and pillaged their 
ways to political power. The City of 
Greyhawk, founded much earlier, reached 
its first period of greatness about 375 CY 
under the rulership of the "Mad 
Archmage" Zagig Yrageme. (A more 
complete history of the Free City is given 
later in this boot)  

However, the humanoids - especially 
the orcs and hobgoblins -were on the 
rise. As demihuman and human armies 
drove humanoids out of the Lortmil 
Mountains in the Hateful Wars, the 
humanoids invaded the Pomarj peninsula 
and destroyed the human states there, 
taking the land for themselves in 513 CY. 
In the north, the half-fiend child of a 
female human necromancer seized his own 
kingdom and brought humanoids into his 
armies. This wicked-beyond-nightmares 
ruler was named Iuz; his plans for 
conquest were interrupted when he was 
magically imprisoned in Castle Greyhawk 
in 50.5 CY. In 560 CY, the northern Great 
Kingdom province of Bone March was 
invaded by humanoids from the Rakers. 
Bone March fell three years later and has 
been in a barbaric state since. 

In 573 CY, a secretive monastic group 
called the Scarlet Brotherhood was 
discovered living on the Tilvanot 
Peninsula, south of Sunndi. Despite dark 
rumors of this group's aims (control of the 
Flanaess by Suloise-descended peoples) and 
forces (monsters, assassins, thieves, and 
martial artists), the Brotherhood was 
ignored for a decade. 

In 582 CY, a series of conflicts 
collectively d e d  the Greyhawk Wars 
began. Iuz, who had escaped magical 
imprisonment beneath Greyhawk Castle in 
570 CT, retuned to his homelands and 
tricked the northern barbarians of the 

While the Great Kingdom and Keoland 
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Thillonrian Peninsula into attadung the Hold o 
over the evil Master of the Hold of Stonefist as 
then hurled his armies into the Homed Society, 
Furyondy. The Great Kingdom, under the insan, 
atrack Nymnd and Atnor. The turmoil in the C 
the realm's own provinces were despoiled and IU 
conquered and despoiled Geoff and Sterich. Aft< 
went on to attack and conquer BisseL A half-o~ 
and led orc and goblin armies to conquer the SOI 
the Principality of Ulek. Finally, the Scarlet Bmi 
within, adding the Hold of the Sea Princes, Idee 
its territory. Barbarians from the Brotherhood's I 
Hepmonaland were used as soldiers to hold new 

When peace came in Hartester 584 CY, the w 
that the treaty signed then marked the end of ~tli 
cities. But this was not to be. The peace of the C 
the end of only the first part of a great period of 
the known world and affected every creature ftol 
f m e r .  

FROM TllE CREWIAWK WARS TO 1 
It is now the first &y of Needfest, 591 ci. %vi 

Greyhawk was signed in the Free City of that n; 
would expect T h e  s&g restoration of the ar 
the announcement that the Circle of Eight was 
people in the difficult days h e r  the end of the 
events that have brought the world to its presen 

The Flight of 
In Coldeven of 586 CY, word spread through 1 
great fiends that had patrolled and ravaged the 
in sight Their disappearance initially caused a 
who feared the monsters had crossed deep intc 
invasion by Iuz's forces. However, word was sc 
contacted by their superiors in Mitrik, that the 

V 
'Y. 
DEI 

oc 
ca 

been recovered, and it had been used by His 
by many lesser priests and the archmage Big1 
Reports confirming the absence of these mol 
few fiends in scattered locations had withsto 
Still, the majority of these demons had been 
their home planes. 

T h e  consequences of this event were twofc 
hrmmnnid i r m i e ~  nf TUT who remonin=rl rhe 

who had no idea where the fiends had gone. ! 
Furyondy that were arrayed against Iuz took 
soldiers, and commoners who dreamed of bit 
their grasp King Belvor knew there was no cl 
risking his throne in the process. He thus sen 
counteroffensive against Iuz would begin on i 
usual squabbling between the lords of Furyor 
I&e-s. a m i n o  wnnnc wmrisirinnino urnnlir. 

f Stonefist He apparently gained control 
well, and had rhe Fists invade Tenh. Iuz 
Shield Lands, Bandit Kingdoms, and even 
e rulership of Ivid V, chose this time to 
keat Kingdom turned into mad chaos, as 
lined An m y  of giants and humanoids 
e r  its beygraf signed a treaty with Iuz, Ket 
named Turrosh Mak arose in the P v '  

uthem half of the Wild Coast and half of 
herhoad conquered several states from 
, Onnwal, and the Lordship of the Isles to 
ioldings in the Amedio Jungle and 
.ly captured lands. 
,hole world was weary of war. Many hoped 
uching armies, bloody fields, and burning 
keyhawk Wars is now seen to have marked 
'conflict that has reached into every part of 
n the highest prince to the lowest peasant 

re PRESEnS 
:n years have passed since rhe Pact of 
me. Much has happened since then, as one 
rhmage Tenser in mid-585 CY, followed by 
mce again at full number, heartened many 
wars. But that was only the first of many 
t state of balance and tension. 

the Fiends 
Furyondy of an extraordinary event The 
many lands seized by Iuz were no longer 
panic among troops on the front lines, 
n Furyondy as a prelude to a renewed 

' artifact known as the Crook of Rao had 
'enerable Reverence, Canon Hazen, aided 
to rid the Flanaess of the fiends' presence. 

trosities conflicted with later news that a 

,on received from priests of b o ,  i 

i** 

4 4 
I the Crook's effect and remained at large. 
Et  from Oerth, back into the depths of 

1 First, chaos spread through many 
,ss of rh& nnw&il maer-. rlimrrlrr 

,IC 

~ ._____ ___la"- _ _  ~~..-_.-..-__ ~- ,  -I ---- ~ _._I. 

erupted among the mortal leaders of these forces, Iuz's priests and Bonehearc spellcasters, 
Second, and more importantly, the armies in 
heart. Northern lords, commanders, knights, 
ter revenge against Iuz now saw it within 
lance to hold an offensive back without 
tou t  word to his nobles that a 
his command. He managed to suppress the 
ldy and direct their attention to calling up 

.. ..., _ _ _ _  r-, "ITr-.-~. and laying hasty plans for the attack. 



empire and the former Great Kingdom 
open to outdoor travel and adventures for 
21 levels. An occasional demon (with 
powerful defenses) can s t i l l  be found for 
high-level adventures, however. The Crook 
of Rao is held in h4itrik from this time 

_I ?c 

3 afterward, unless the DM decides 

- - 

otherwise in a home campaign. 

adventure WG6 Isle of the Ape, where it 
had to be rescued from a demiplane by 
adventurers. (If this adventure is not 
played in the campaign, assume it was 
successfully completed by a hand-picked 

’ force including Wames Starcoat, now a 
wizard of the Circle of Eight) T h e  Crook 
ofRao was later described in the From the 
Ashes boxed set (Atlas, pages 75-76), 
where it was noted to be held in Re1 Astra 
An adventure outline was provided for 
PCs to recover this device and ensure its 
return to Veluna If at all possible, the 
DM should play out this event in detail as 
a major campaign event, taking place in 
585 or early 586 c(. The ceremony to use 
the Crook might require Mer service of 
the PCs. 

The Crook of Rao first appeared in the 

, 

T h e  Great Northern Crusade 
In the face of Iuz’s obvious threat and the 
northern nobles’ determination to strike, 
King Belvor IV saw no need to adhere to 
the Pact of Greyhawk, especially when the 
demigod’s empire was suddenly weakened 
by the loss of the fiends. The king also 
received many reports that Iuz’s forces were 
preparing an unpleasant surprise for his 
armies in the conquered lands, specifically 
the raising of an undead army from the 
remains of the thousands of humans slain 
during the war. Such an act was odious in 
the extreme to Furyondian morality. 
Religious and s e d a r  support for a new 
offensive was nearly universal once news of 
the banishment of the fiends was heard 

southern lords into line with his plans, 
though they deeply resented his tactics and 
could not at first be won over by threats 
or bribery. At last, when shown reports 
and evidence of I u ’ s  potential to create 

King Belvor managed to strong-arm his 

I around Chendl to suppott the 
lake secret deals with his southern 

IV and representatives of Canon 
nf the r*r.t Nnehrm r m , d e  

s lost to Iuz and the complete 
ifront them. A minor scouting action 
as used as the pretext for a claim that 
as Belvor was concerned) void. 
e forces, under the command of Grand 
le Hart and great amounts of magic 
igby of the Circle of Eight), slammed 
Secret aid to the demihumans and 
rrl + L e e  n r ~ ~ n ~  en m - L  e J l ; n n  .&Lm. 

vast undead legions, and particularly after hearing the accounts of spies who had visited 
behind the battlelines and seen the horrors there, the southern nobles gave their grudging 
support. It is nunored that King Belvor was forced to give up much of his family fortune 
and even mortgage some of his family’s ancestral land 
costs of this conflict. Rumors that he was forced to II 
nobles are officially denied. 
O n  the first day of Planting, 586 N, King Belvor 

Hazen, in a unique joint ceremony, proclaimed the SL.. -_ ____  _____ - 
The goal was the recovery of all Furyondian land 
destruction of the armies of Iuz that dared to COI 

by perhaps six orc soldiers south of Crockpott w 
Iu had violated the Pact, which was now (as far 
Along a broad front, Furyondian and Velunes 

Marshal Jemian and backed by the Knights of tk 
from priests and wizards (including, it is said, BI 
into the humanoid armies and drove them back. 

at I d s  forces west of Whyesti 
they pinned down many poteni 

Factional fighting between hi 
leaders, weakened the enemy’s a 

6 ‘..-” humans of the Vesve Forest and Highfolk allow., ulclc 6...”r’ ... ........ ...-... 

Orcs attack Safeton 

1 Lake; these attacks had only mixed results, though 
tial reinforcements for I d s  legions. 
manoid races and tribes, and even between their wicked 
b&ty to resist A major thrust of the assault was a strike 
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toward Grabford, where Iuz’s supply lines 
and reinforcements were cut off in savage 
fighting. War magic was widely used by 
both sides. The Battle of Grabford allowed 
the full encirclement of Iuz’s forces in 
Crockport, which fell in 588 CY after a 
horrific siege, followed by an uncontrolled 
slaughrer of humanoids and enemy 
humans by Furyondy’s armies afterward. 
T h e  command and supply center of Molag 
became the target of heavily armed, 
destruction-bent adventurers and 
mercenaries, the city suffering so many 
assaults that it was partially ruined. All of 
Furyondy was recovered by the end of 
588 CY, though all cities that had fallen to 
Iuz were ruined. 

In their moment of triumph, the 
victorious armies were staggered by the 
horrors they found in the recovered 
territories. Tales of the inhuman treatment 
of Furyondian soldiers and citizens c a p d  
by Iuz’s mops w e  widely circulated. The 
vilest atrocides had been inflicted by magical 
and mundane means on defenseless 
prisoners, and evidence was found of mass 
executions and mass sacritices. Sa inflamed 
were commoners. nobles, and royalty by 
these revelations that on the 1st of  Planting, 
589 CY. King Belvor proclaimed to roan of 
approval from all who were assembled in his 
COG that a permanent and unalterable srate 
of war existed from that day forward 
between the Kingdom of Furyondy and the 
Empire of Iuz, a war that would end only 
.&+h +h, ,L-.+h A+ hm..&h--+ -f 1.- GA- 
1.111. Y.b ULmLY. Y L  “-YL)LuLLLLIc “I 1- l lY.I l  

the face of Oerth. 

however, many army units were disbanded 
in the spring of 589 CY, with only 
units on border patrols and involvi 
castle-building along the frontier b 
maintained at t;U readiness, A full 
from the war would take years. A 1 
northem lords have d l e d  King Be 
coward for refusing to strike farthi 
the Empire of Iuz, but the kine never naa 

Despite the angry pronouncement, 

war home to Iuz “by other means,” but what this porten, 
Refugee Shield Landers and Knights of Holy Shieldir 

their homes o f  exile across the Flanaess once the crusade 
use o f  them in a side campaign that took more potential 
the northern war, also deflecting In’s  attention from th, 
appointed Lady Katarina, Knight Commander of the Sh 
of an army made up of ex-Shield Landers, Knights of H 
foreign mercenaries and adventurers from a dozen lands. 

With these troops in 587 o(, she led a three-pronged 
forces on Scragholme Isle (with the help of the Furyond 
the Veng River above and below Critwall. Brutal fightin 
given, raged for a year before what was left of Critwall v 
the Shield Lands was proclaimed to have returned home 
590 CY only a fraction of the western Shield Lands had 
Scragholme Isle and the area within 20-30 miles of Cri~ 
stalemated, both sides battered into resting and building 
that more of the Shield Lands will be recovered anytime 
extremely well entrenched. 

Admundfort Island has been the target of over a doze 
mercenary, and adventuring groups around the Nyr DyV 
orcs of Admundfort have held out quite well, however, I 
from their allies on shore by a Furyondian naval blockac 

)le staging at 
cy patrols 01 

id  gives aid 
rc-crewed sh 
ival fleet and 
ling to dear 
I land recovt 
K campaign 
Jorthern Cn 
of participai 
:made work 
iger actions 
d be played 

“.u.E. -yy-L.. Lu L..r vucI_yLLLc uLL ,,usade in the 
Admundfort Island could be the scene of especially vicio 
accessories WGR5 The Marklands and WGR6 Iuz the 
on this region for a post-From the Ashes campaign. Rer 

of Rao - b 

capture of the island would make it a valuat 
Shield Lands and would strengthen antipirat 
Royal Navy constantly watches the island 

Whyestil Lake is still controlled by the 01 

Belvor lacks the funds to rebuiid his own na 
is always looking for private adventurers wd 
minor noble titles and parcels of Furyondiat 

DMs Nota A DM running a GREYHAU. 
consider playing through part of the Great P. 
would likely be involved in this war. Instead 
take on the s p e d  missions that made the C 
Molag, surprise raids on Scragholme Isle, rar 
Iuz’s navy on Whyestil Lake, and more cod, 
ha:-- *-..lLd +I., C-.l -+?A. C* 

those 
ed in 
Neing 

Few 
lvor a 
:r into 

in Iuz’s empire were banished by the Crook 
adventurers a nasty surprise. 

recovery chaos in 
The reverses in Furyondy, though troubling 
grand empire. However, the Great Northerr 
counterattacks that have gone on to the pres 

1 1  rT , . r  - , P  

such plans; he wished only to recover lands 
lost to his state, knowing that he would 
have little ability to hold any territory 
gained in Iuz’s forsaken realm. 
Nonetheless, it is rumored that King Belvor 

position he does not tolerate well. 
One of the most peculiar counteroffensiv, 

a unit of light cavalry mercenaries employed 
the armies of Iuz. This cavalry was led by a 
Tang the Homfic, who was probably the fu 

ds is not yet clear. 
ig poured into Furyondy from 
: began. King Belvor made good 
reinforcements for Iuz out of 

e north. In early 586 CY, Belvor 
ield Lands, to be Lord Marshal 
oly Shielding, Furyondians, and 

assault in the east, landing 
kan Royal Navy) and crossing 
g, with no quarter asked or 
vas regained The government of 
in 588 CY, though by the end of 

been retaken, that being 
mall. Fighting in this area is now 
heavy defenses. It is unlikely 
soon, as Iuz’s forces are now 

n raids by different military, 
r between 586 and 590 CY. The 
:hough they are largely cut off 
ie. The city there is in ruins, but 
:ea for new invasions of the 
1 the Nyr Dyv. The Furyondian 
to adventurers landing there. 
ups of Ita from Dorakaa King 
I harbor in Crockport, though he 
the lake for him, in exchange for 

ered from In. 
based on From the Ashes should 
sade with player characters who 
ring in major battles, PCs can 
.. Smash-and-grab s d e s  against 
in t h e  Vesve Forest, battles with 
in the campaign, with the results a ’y 
DM’s home campaign. 
us adventurer-style fighting. T h e  4 
Evil orovide much infomtion 

=. 

nemder that almost all the fiends 
ut a few remain to give 

the North 
to Iuz, were hardy mortal to the demigod‘s 
I Cmsade was the start o f  a series of 
;ent day. These attacks have broken off pan 

or ~ u z  s emmre to tne tar east. ana eenerauv have put the demigod on the defensive, a 

es apparently began in the Shield Lands when 
by a Shield Lands’ lord managed to escape 

renegade Dry Steppes nomad warrior named 
lest mercenary in the area at the time. 

_I___ ~ ____., Tang led a fighting retreat north to the Icy _- 



Sea, then ctossed west to the lands of the 
Wolf Barbarians. There, in the winter of 
586-587 CY, Tang summoned a war 
council and told the tribal khans that the 
time was at hand to deal Iuz a telling 
blow. Upon learning that the ancient 
burial caves of the Wolf Nomads 
(Wegwiur) lay within Iuz's main 
homeland, Tang proposed that an army be _ _  . 
raised to go to these caves and recover;he 
ancient bodies and relics for reburial in 
safer regions. 

The WolfNomads were +y 
astonished at the audacity, courage, and 
~d charisma of th is  fellow nomad The 
council and the tarkhan himself agreed to the 
attack immediately, perhaps sensing the 
importance of this moment in htstoty. In the 
late spring of 587 CY, the Wegwiur's 
Relentless Horde rode from Eru-To~t. and 
attacked the unnrspecdng OICS of the 
Howhg Hills, driving than back in chaos 
from the Wegwiur Thralls caverns and 

the bodies of their forefathers and packed the 
caves' many masures, whiIe Tang and 
T a r b  E h p  hounded the humanoids of 
this miserable land Two days later, a retreat 
was called and the cavalry force returned 
home in mumph By chance, this a d  came 
just before the Shield Lands assault began to 
the south, and Iuz's attenuon was thus 
diverted from the important action at 
C r i d  Iuz lost no land in the fighting, but 
his oro suffered many casualties and a 
stupendous loss of face in the eyes of Iuz and 
the Wegwiur, who thereafter raided the 
borde~ more freqwntly. Tang and a small 
force of cavalry were last seen ndmg into the 

slurounding area. shamans carefillly removed 

spellolsterstakechargeoftheremainsofTenhasthe- . .. . - 
By means not yet known, Iuz's charm-like conm 

in mid-588 CY. Enraged at the abuse he suffered, R 
soldiers, and advisors in the area were slaughtered c 
bloodshed once again. The Master then ordered a 1 
Nevond Nevnend and Calbut Stonefist warriors rr 
Thunder Pass (called Rockegg Pass by the Tenha), 
back to Stonefist Reports were already filtering ba 
of Ice and Snow Barbarians was raiding and bumin 
all wished to go home and do battle. 

The Master also made public certain political ch 
earlier that had not yet been MIy  implemented or su-cu wnuL uLs VuWLuc ~ W U ,  uxa- 
to the paranoid and violent nature of the inhabitants. To 
conflict, Seword essentially introduced feudalism to the 1 
Rhelt ("king" in the Cold Tongue), and his own positioi 
made hereditary. Thus, the Atamen became nobles and R 

htoneholders lek 
,1 over Seword Redbeard was broken 
ledbeard vowed revenge. Iuz's priests, 
)n sight, and Tenh was plunged into 
F i  looting of Tenh and a retreat to 
Leant to keep this area so as to guard 

ck to the Stonefist mops that a force 
g its way across the eastern Hold, and 

the route through the Griff Mountains 

mges enacted in Stonefist a decade 
.!----A -2-L -L. .̂.. "LL 11 &LA?" 

resolve a long-standmg tribal 
Hold He had himself declared 
I and those of his Atamen were 
.edbeard's line became royalty. 
1 leaders instead of having them ..,. . . The chieftainsbf Stonefist were allowed to elect warbanr 

chosen by the brutal Rite of Battle Fitness. The Rite itseit was modrhed to become more 
survivable while remaining physically challenging and dangerous. (Some tales said the Rite 
was often turned into a massacre to rid Seword of potential rivals.) A standing army was 
also established, made up of warriors who survived the Rite. The war chiefs were tasked 
with expandmg the Hold of Stonefist through conquest using their Fists (warbands). The 
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efficiency of this new system was proven 
when Stonefist troops conquered Tenh. 

The Hold of Stonefist was also 
renamed. Now openly calling itself 
Stonehold, this quasi-kingdom is composed 
of four Atamanships: Vlekstaad (west), 
Pumull (south), Kelten (east), and Bastro 
(north). Four Great Chieftains were named, 
each equal to an Ataman (Reindeer, White 
Bear, Wdrus, and Forest [Hraak] People). 
Stonehold has become a force that is 
greatly feared by all in this region. 

The retreat of Rhelt Seword and the 
Stonehold troops to the northern foothills 
of Tenh pleased IUZ, even if the battering 
of his forces did not. In late 588 ci, Iuz’s 
humanoid armies moved out of Rookroost 
to pick over the ruins in Tenh. At that 
point, eastern Tenh was invaded by two 
armies, commanded by Theocrat Tillit, 
from the Theocracy of the Pale which had 
quietly converted and trained many 
expatriate Tenhas as warriors in the 
church of Pholtus. These convects, once 
homeless refugees, planned to retake their 
country and make it an allied subject state 
of the Pale. Other expatriate Tenhas 
returned to Tenh for the fight, but these 
were not well organized at first The 
exiled Duke Ehyeh now “commands” the 
latter from his new home in the County of 
Urnst As a res& four mutually hostile 
groups now make war over the bloody 
fields of Tenh, led by Iuz, Rhelt Seword, 
Duke Ehyeh, and Theocrat Tillit Rhelt 
Seword‘s force has the strongest defenses: 
Duke Ehyeh’s group is weakest, and some 
of those have defected to the Pale. The 
mage Nystul of the Circle of Eight is said 
to support Duke Ehyeh. 

Iuz’s control over the Bandit Lands has 
slipped over the years as the region sinks into 
its old habits. About a dozen minor 
warlords, human and humanoid, have arisen 
in the nine yean since this land fell to I u z  m 
582 CY. Many ora and hobgoblins from 
Im’s armies have allied themselves along old 
tribal lines with these warlords, and a 
considerable amount of chaotic fmding, 
power-grabbing, and infightmg goes on The 
Bandit Lands st i l l  respond to most of Iuz’s 
commands. Of the old Bandit Kingdom 
“realms” here, Stoink has survived best 
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I d s  control over the Barrrns, the Homed h 
Molag has been attacked numerous times by adv 
Crusade. Stonehold’s men have pulled back fro= 
humanoids here. The current condition of the dt 
They may be extinct, in hiding, or joined with ar 

Many pans of the old Shield Lands are .d 
awaiting settlers who can hold the land against s: 
these lands. Iuz’s forces are well entrenched and I 

with the WolfNomads, Furyondy, retuming Sh 
Stoneholders, and more. 

DM‘s Notex PCs might be able to join Tang 
fighting the humanoids here personally and lead; 
north. Tang’s current whereabouts are left up to 
Adventures, pages 4743. 

An adventure set in 588 CY whereby PCs fir 
of Stonefist, then break Iuis control over Sew 
ruining Iuz’s plans in the far east of his empire 
the above groups contesting rulership of the bt 

The DM is left to sort out the fate of the R 
the Shield Lands. WGR5 luz the Evil is recon 
these and other areas. 

nds, and the Shield Lands is strong, though 
en- bent on destroying it during the 
L the Barrens, and no one challenges the 
rcimated Rovers of the Barrens is unknown. 
iother people to recover their terrible losses. 
abited and undefended, f d e  ground 
wage humanoid assaults. Everywhere in 
supplied. Battles and skirmishes continue 
ield Landers, the County of Umst, the Pale, 

‘s Wegwiur smke into the Lands of I n ,  
ng pursuers on a merry chase m o s s  the 
the DM. He is described in W W K  

id the means to enter Tenh or the Hold 
ord Redbeard, would go far toward 
. Afterward, PCs may choose to aid one of 
imed cities and fertile fields of Tenh. 
overs of the Barrens and resettlement of 
imended as a source of information on 

A New Great Kingdom? 
Word from distant former provinces of the Great Kingdom is slow in reaching the west. 
Gnomes from the Flinty Hills, traveling at great risk through Nyrond to the Umrt states, 
reported in mid-586 CY that North Province, which became independent of Rauxes two 
years earlier, was calling itself the Great Kingdom of Northem Aerdy by its self- 
proclaimed Overking (formerly Herzog) Grenell I, of House Naelax. This “new” realm 
has not changed in character from the old, being cruel and tyrannical in the extreme. T h e  
new imperial capital was prodaimed to be Eastfair, to no one’s surprise. 

It is difficult to know the full situation in this region because of unrelenting hostility. 
It is known that the Great Kingdom of Northern Aetdy encompasses a l l  lands of the old 
Great Kingdom from the Tessz Torrent eastward, as far south as the city of Delaric and 
east to the Solnor coast, even to the port city of Winetha. Many courts in the heart of 

Ivid V of House Naelax, was able to forge alliances with two potentially hostile noble 

leaders in Bone March Grenell (no one in Greyhawk can bear to call hun “Overking”) 
s d  leads the priesthood of Hextor in his realm, which is that region’s supreme religion. 
Rumors spill from a dozen sou~ces about a dreadful civil war fought in the late 580s 
around the city of Rinlom, with men, orcs, and hobgoblins pitted against a vast army of 
undead; details are sketchy even now. Fighting is likely to continue there sd. 

Most authorities believe that Grenell is strengthening his kingdom’s infrastructure: 
tightening lines of command, rebuilding the coastal navy, and improving roads and trade 
within his r e a h  What he will do when he t u r n s  his attention outward again is 
unknown, but the possibilities are greatly feared in Nyrond and even more so in the 
Flinty H&. It can ody  be guessed how the n o d e m  barbarians - long the enemies of 
old North Province - and the independent woodsmen of the Adri Forest feel about the 
situation. There ace rumors that adventurers are being secretly recruited as spies and 
scouts by states bordering Grenell‘s kingdom (especially Nyrond) to infiltrate his realm 
and report back on the conditions there, particularly in Edge Field on the Adri Forest 

One area of great concern is the noble-held land between Delaric and Rauxes, which 

the Flanaess were stunned at the news, for it indicated that Grenell, musin of Overking 

houses of the north (Torquann and Garasteth), as well as with many humanoid tribal 

> *  na 
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Kingdom of Ahlissa to the south (see below). The border between the Great Kingdom’s 
two successor empires is sure to be hotly contested in rhe near future. 

The Great Kingdom of Northem Aerdy is rarely called that in full. More often, both 
nobles and commoners elsewhere call it the Northern or North Kingdom, the “little” or 
“new” Great Kingdom, Northern Aerdy, and even “Grenell’s Kingdom” The f;ll name 
arouses much antipathy even today in the hearts and minds of those who suffered SO 

greatly under the heel of the old Great Kingdom. 
DM‘a Notca: Two major kingdoms wish to know more about the situation in the 

Great Kingdom of Northern Aerdy: Nyrond and Ahlissa The rulers (acting only 
through subordinates and middlemen) are willing to pay well for spies to undertake 
specific missions to explore Grenell’s realm and report back on his activities. It is 
understood that missions to the Northern Kingdom are dangerous in the extreme, and 
few adventurers are willing to take such risks. Details on Grenell’s court, the locations of 
his military units and strongholds, the activities of humanoids both here and in Bone 
March, the reported civil war around Rinloru, and all current shipbuilding projects are of 
key interest Missions to support the hard-pressed gnomes of the Flinty Hills, the front 

appreciated by Nyrond‘s ruler (and the gnomes!). 
’ line of defense against the evil human and humanoid armies of the east, would be 

The Unknown Fate of Rauxes 
Many thought Grenell’s d e  as “Overking” would be short, as the mad but true 
Overking Ivid V would never tolerate such blatant presumption. However, a response 
from Rauxes seemed very slow in coming, and it appears to have never come at all. It is 
not certain what transpired in the capital of the fallen Great Kingdom the tales told by 
adventurers and deserting Aerdy soldiers conflict on many points. Most stories state that 
an announcement was made in Rauxes in early 586 N by a high priest of Hextor, 
declaring that Ivid V was no longer Overking (not dead, just not the Overking). A 
reason for this was never given; possibly, the disappearance of fiends from nearly all the 
Flanaess, which occurred just before this, had some connection. 

Whatever the cause, the next event was only minutes in coming. The Malachite 
Throne of Rauxes was open for the taking. A conflict almost immediately broke out in 
the city between rival nobles, many of them spellcasters and some of them undead It 
appears that several contenders magically transported themselves to the city from afat to 
take advantage of the situation. Perhaps even the animus Duke Szeffrin, who oversaw the 
destruction of Almor, was in Rauxes, as he was no longer seen in the Almorian Lands 

Eyewitness accounts are few and confused, but most des indicate the capital was in 
flames within the hour. Thousands fled as houses were consumed by terrific bursts of 
magic. A number of repom have fdtered back in recent years indicating that Rauxes yet 
stands, but the city and the lands around it for several leagues are dominated by bizarre 
and dangerous magical effects. Spellcasting is unpredictable and monsters never seen 
before inhabit the ruins. (One very dangerous monster is said to resemble a two-headed 
man.) What became of the people who were not able - or who refused - to flee can 
only be imagined The wizard Mordenkainen commented in private that such destruction 
could only have been brought about by an artifact, and a rift in the planes may have been 
opened there. (He was furious when his remark was repeated by a hireling and widely 
circulated.) No reliable adventurers are known to have explored the old capital, so 
nothing more is known of this matter. Rauxes is still considered a part of the Kingdom 
of Ahlissa, but its status is complicated (see later). 

DM’s Notes: The fate of Rauxes (on the Flamni River) and the true conditions 
around it remain unknown. Many powerful persons and creatures were in the area when 
the disaster struck. If the D M  has access to the online document “Ivid the Undying,” 

:urn the Mad may have been involved.) 
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,ity” and its impact on the Flanaess 
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heir own campaigns. 

Assassination, War, and Rebellion 
vIore is known about lands of the old 
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made up of spies from this plane of 
existence, however), he was able to find 
and slay many of the Scarlet Brotherhood’s 
comm 
His pc 
into Id 
northe 
onnw: 
heavy i ~ g ~ ~ u g  111 IUCC LVLLCU I- LV U I L L ~ ~  

those plans. 
Pleased nonetheless, Reydrich told one 

of his generals to be prepared to ride to the 
Tilvanot Penin 
bodies of the I 
spies, assassins, 
returned to Re, =-----“_I___ 
day to find the archmage dead, apparently 
slain during the act of casting another spell 
against the Brotherhood’s leaders. His 
assassins were never found The general 
wisely fled South Province for Nyrond, 
where his story was made known to all. 

Into the power vacuum stepped a 
coattion of military officers and nobles 
who btiefly attempted to establish a realm 
of their own, renaming South Province the 
Kingdom of Ahlissa Several of this 
oligarchy were slain by Scarlet 
Brotherhood agents during the winter of 
586-587 o(, but the oligarchy held 
together and oversaw the complete 
reconquest of Idee by the end of 586 N. 
The citizens of Idee feared for their future 
under Ahlissa, but the oligarchy was not 
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THE FLANAESS 

inclined to exact particular revenge on the 
rebel province, though looting was 
widespread The main enemy was now the 
Scarlet Brotherhood, whose savage army 
was not equal to the task of defending 
itself against heavily armed, highly trained, 
highly motivated c a v e ,  infantry, and 
sorcery. As expected and feared, most of 
the leaders among the Scarlet Brotherhood 
here escaped, their whereabouts unknown 
even to this day. 

Many savages from the south were 
massacred after battles they lost. Those 
who were captured were forced to rebuild 
the few areas of Idee that had suffered 
damage during the Brotherhood‘s 
occupation. Many freckled savages 
(descended from Suloise who fled to the 
Amedio Jungle and Hepmonaland 
centuries ago to escape the Oendians) still 
labor in imperial work camps, though a 
few have escaped or been freed T h e  
savages cannot return to their homeland, 
and nearly all have become beggars, serfs, 
and common laborers in this region. 

Onnwal continued to struggle against 
the Scarlet Brotherhood. The core of the 
rebelling force consisted of the entire 
thieves’ guild of Scant, led by a 
notorious master thief, Rakehell Chert. 
Guildmaster Chert apparently caught 
wind of the Brotherhood’s plot just 
prior to the fall of Scant in 584 CY, and 
moved his headquarters into the 
countryside, reorganizing his thieves into 
cell groups. When Onnwal fell, his guild 
became the only effective resistance 
group in the country, evolving into a 
rebel government in opposition to that 
of Sister Kuranyie’s in Scant. Chert 
encouraged Onnwal’s citizens to 
cooperate with their new masters to stop 
retaliatory mass murders by Brotherhood 
thugs, such as the burning of 34 farmers 
in Scant’s Grand Market in Richfest 
585 CY. However, Chert warned that 
actual treason would not be tolerated, 
and all citizens should be prepared to 
throw off the tyrant’s yoke in the near 
future. Sister Kuranyie. the 
Brotherhood‘s secret leader of Scant, 
became aware of the resistance early on, 
bur had little luck in rooting it out. 
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Graf Reyckich unknowingly aided the freedom f 
rebellion’s timetable when he magically slew a doze 
(lieutenants) in 586 ci; she herself apparently esca 
protections. Sister Kuranyie believed the atrack can 
immediately prepared a genocidal sweep of the cou 
of this, decided the time for war was at hand His 
the dwarven dans of the Headlands and with Iron! 
many soldiers who had escaped Onnwal’s fall, indl 
the assassinated szek. Chert also received considera 
a r c h g e  Bigby, once a resident of Onnwal, and a 
apprentices in Scant The rebellion began, oddly a 
586 a, and lasted through the month of Patchwa 
confusing, but even the outcome m a i n s  uncertak 
Scant and thus by definition Onnwal, but Jian Der 
which seems to be a highly organized underground 
countryside. Communication to the outside world 
di%culL Sister Kuranyie’s fate has not been revealc 
about her in the least 

The Scarlet Brotherhood in Scant originally blc 
soon switched strategies, instead allowing ships th 
protection money. This is particularly irksome to 
Kingdom of Nyrond. 
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A New Empire 1 
Greater things were afoot in Ahlissa A secret conf 
Kalstrand between Fireseek and Coldeven of 587 
Ahlissa’s oligarchy met with Prince Xavener, the n 

him representatives from a broad alliance of other princes whose fiefs were largely 
untouched by the chaos or were at  least able to ride out internal disorder caused by the 
Greyhawk Wars and their aftermath. These lands had survived decades of struggles 
between South Province, North Province, Rawes, and the See of Medegia; their nobles 
were hard, practical, and ruthless. For all their feuding and infighting, they recognized 
that strength lay in unity, and they knew the rest of the Flanaess was dead-set against 
them. Details of the conference are incomplete, but its consequences are widely known. 

allied in a new political body called the United Kingdom of Ahlissa. (This is called 
simply “Ahlissa” by most people.) Prince Xavener was proclaimed the first Overking 
of the United Kingdom of Ahlissa; other princes gained positions within Xavener’s 
court or became speakers for their families or realms in the newly constituted Imperial 
Council. This council was devised to debate issues, recommend courses of action to 

Houses in the southern lands of the fallen Great LL5.+wL2A. . E.“‘ “.“a -.-.L..L. y.Iy 

During Growfest 587 CY, it was announced that these nobles and their Houses were 



the Overking, and even vote for acceptance or rejection of a wide range of internal 
policy issues (with allowance for the Overking's veto on some items). 

The naming of the United Kingdom of Ahlissa was doubtless duenced  by Grenell's 
Great Kingdom of Northern Aerdy, which did not respond to calls for it to join this new 
alliance. Many saw the renaming as a wise move, allowing Ahlissa to disassociate this new 
body from painful and fearful memories of the decayed Great Kingdom. Xavener himself 
remarked with humor that it was better to be the first ruler of a new empire than just 
another name in a long list of an old nation. His title of Overking reflects the kingdom's 
borderline status as an empire. 

This new state borrowed many of the trappings of the old Great Kingdom, but it was 
a different fish indeed The new Overking's powers were limited in scope compared to 
the powers Ivid V wielded, and it was the dreadful knowledge of Ivid's abuses of power 
that caused the allied princes to bring about the change. Whatever squabbles the princes 
carried on between themselves - and there were many - they all favored greater 
freedom to rule their own lands and handle affairs once left to the Overking, particularly 
judicial matters and the ability to raise their own armies "for local defense." 

The noble Houses of the new empire found themselves with a difficult problem, in 
that many members of three major houses - Naelax, Torquann, and Garasteth - were 
now nobles in the Northern Kingdom and answered to the self-styled Overking GreneU 
Xavener resolved this conflict by d e c h g  that all nobles in the Northern Kingdom were 
in amve rebellion against the Overking of Ahlissa and subject to execution and land 
seizure - unless, of course, they repented and declared their holdings for Xavener. Thts 
has produced turmoil and deep r i f t s  in those Houses, all of which are likely in 
communication with discant family members in Grenell's kingdom No nobles in the 
Great Kingdom of the North have changed allegiance yet They might not dare. 

Most of Ahlissa's principalities were named for the largest city or town present in 
each, which automatically became the capital. Among the largest such domains are the 
Principalities of Re1 Deven, Jalpa, Nulbish, Tomch, and Naerie (formerly the County of 
Idee). Each is ruled by a prince or princess and can send representatives to the Imperial 
CounciL The old Kingdom of Ahlissa became the Principality of Ahlissa, whose capital 
remained at klradton; the title was a concession to the noble houses there who wished 
to honor Queen Ehlissa the Enchanter, who long ago ruled the area and for whom the 
fief was named. The surviving three members of the Ahlissan oligarchy w m  to be left in 
charge of the Principality and given the title of prince - until Graf Reydrich, believed 
assassinated the year before, reappeared at the royal ceremony of investiture in Zelradton. 

demanding with some heat that he retain control of "his" Ahlissa The members of the 
Ahlissan oligarchy immediately declined to pursue their claim to nobility and were given 
minor titles and lands far removed from Ahlissa, at their request. Overking Xavener 
honored the graf's demands and invested him as the Prince of Ahlissa, also granting the 
archmage the position as Xavener's chief advisor on things sorcerous. However, it is said 
the Overking made certain demands on the archmage in return for rulership of Ahlissa, 
and Reydrich was in a 6.q over them, though he agreed to the conditions anyway. No  
satisfactory explanation for Reydrich's "death" and "resurrection" has been advanced 
(and none dare ask him about it). The Circle of Eight is greatly disturbed at Reydrich's 
reappearance, as he is known to bear considerable ill will toward the Circle for reasons 
not revealed. Reydridis successful defense against and attacks upon the Scarlet 
Brotherhood are testimony to the power he commands, and he is widely feared. 

Ahlissan empire, most governed by s m a l l  noble families or loyal local rulm (such as the 
mage Oswalden of Carnifand). Many of these minor realms lie near the A& Forest or by 
the T h d y  River between Ahlissa and old Medegia, encompassing one or more river towns 

Reydrich gave no explanation of his whereabouts in the past months, instead 

Dozens of minor duchies, baronies, counties, and so forth presently exist all across the 
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two marches were moved to Innspa (for 
the Adri) and Torrich (for the 
Grandwood). The long-time inhabitantr of 
these two forests are reportedly terrified at 
being brought into the empire, and 
considerable resistance is expected from 
them, not to mention possible military 
action by the Northern Kingdom and Re1 
Astra Concern over a possible A&- 
Nyrond alliance is on the minds of many 
in Kalstrand Military units are forming at 
Innspa and Tomch, preparing for their 
first scouting missions. 
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THE FLANAEES 

The northernmost realm of the Kingdom 
of Ahliw is the Marchland of h e s ,  
w h i 4  on official maps, encompasses all the 
knd between the Flanmi and Imeda Rivers 
with no fixed northern boundary - thus 
impinging on the Great Kingdom of 
Northern Aerdy’s land around Delaric and 
Winetha, and pentially including the Gull 
Cliffs and the independent town of Roland 
T h e  Ivlarchland of Rauxes is administered 
from the Barony of C d a n d  No one 
pretends that anyone travels to the “lost city” 
of Rauxes for any reasow wise folk avoid i t  
The Marchland is likely to be divided soon 
into smaller provinces, leaving only the City 
of Rauxes as a Marchland The nobles here 
do not complain, as they were brutalized by 
a long succession of Ivids and are thus prone 
to accept whatever dictates are given them by 

Rumors flew in the fall of 590 CY that 
Northern Kingdom forces were seen in the 
uppermost regions of this march. Some 
nobles with holdmgs between Deknc and 
Rauxes have yet to declare allegiance to either 
xavener or 
of the town of Dustbridge, on the upper 
Flanmi), but they are under p a t  y e  
from both sides to do so quickly. 

The See of Medegm, depopulated and 
broken by Ivid V s  armier in the Greyhawk 
Wars, later went ungoverned except by 
bandit lords, military deserters, and orc 
chieftains, The fonner capita of this 
religious province, Mentrey, is said to be 
trmtally nrled by all three. Rel Astra’s 
soldiers daim to have explored much of the 
north and east of Medegia, and Drax has h d  
claim to part of it, but no one apparently 
oversees the whole. Ship captains in the 
A d  Sea avoid coming dose to the luins of 
Pontylver, at the mouth of the Flanmi River; 
the city is said to be haunted and filled with 
UNpeaCable things that once lived. Clearing 
Pontylver - or at least its riverfront - k 
widely recognized as critical to Ahlissa’s trade 
and military hture, as the Flanmi River and 
all of its many tributaries reach the Solnor 
here. Opening Pontylver to shipping opens 
all ancient Aerdy lands to the world and 
would solidtfy the young !ungdom, giving it 
apowerful edge overall rival states- 
parricularly the Scarlet B to the rhd  

any authority. 

(such as Prince Strychan 

27 

The Medegian lands are now known as t 
being explored by military units from T o m  
that region as a (probably renamed) princip 
confLcts with Re1 Astran units are rumored 
to hold a swath of land within 30-40 l e a p  
strange encounters and dreadful monsters a 
from Medegia, though such talk is strongly 
Overking Xavener wishes to gain military ct 
movements here by the Kingdom of Sunn& 
which may have already made inroads into I 

Shattered Almor, like the rest of the Flar 
of the Crook of Rao in Veluna. The animu 
soldiers and expatriate Almorians began to 
has been greatly slowed by local humanoids 
unfarmed down to the Harp River, all of w 
by King Lynwerd I in Growfest 587 CY, an 
Kingdom of Ahlissa. King Lynwerd exercisi 
region. There is talk of restoring the Prelac 
as are returning Almorians, and the only su 
restoration of the Prelacy seems unlikely. R 
Principality of Re1 Deven, across the Harp 
attacks on humanoid bands and bandit cam 
Overking Xavener and Prince Carwend of I 
prince’s failure to &e western Almor befoi 

In 590 c(, Countess (now Princess) Kar 
Ahlissan empire - reportedly after being g 
Overking Xavener. The Principality of Inns 
of Adri woodland within the bend of the F 
stretch of the Flinty Hills, and the portion 
Innspa across the Harp River, to the borde 
formerly the eastern half of the Prelacy of i 
immediately fled west across the Harp Rivt 
empire. Some A& folk may flee to Nyrona 
reaches them. 

Innspa’s entry into the Kingdom of Ahli, 
just as Nyrond‘s earlier annexation of the v 
empire. A massing of army units is repone1 
River, including the construction of fortific 
have not yet taken place, as far as is known 
toward one another, but the situation is COI 

The former capital of Almor, Chathold, 
United Kingdom of &sa, and is adminir 
was first designated to include al l  of the 01, 
portion recently annexed by Nyrond King 
complaint about this and beefed up his ove 
Ahlissa did not challenge him.) Even now, 
wasteland of Chathold, and very few of them return. 1 he stones ot terror returned by 
survivors have convinced most to avoid the place, despite the treasures of the old Prelacy 
likely buried there. One or more fiends (or somedung worse) apparently stalk the ruined 
capital, though details are unavailable. Nyrondal and ex-Ahorian mercenaries and 
adventurers are sometimes seen in the ruins, theorerically subjecting themselves to arrest, 
trial, and punishment as thieves, bandits, spies, or worse, according to imperial law - 
but the nearest imperial forces won’t come within a mile of Chathold 

he Marchland of Medegia. This realm is 
ch and Nulbish, with an eye toward restoring 
ality once it has been resettled. Sharp 
but not proven: the Re1 Astrans are known 

:es radius of that city-state. Additionally, 
re talked of by incautious soldiers returning 
discouraged by commanders. It is said that 
mtrol over &s area quickly, fearing 
I or - worse - the Scarlet Brotherhood, 
this chaotic region. 
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1s Duke Szeffrm vanished later. Nyrondese 
retake these lands that year, but resettlement 
and undead Vast tracts of land remain 
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3 only uncertain control over this chaotic 
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%e1 Deven is rumored, revolving around the 
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After Innspa entered the empire, the Marchland of Chathold was reassessed to include 
only the fingertip of land between the Harp River and Relmor Bay, on which Chathold 
lies - an area of less than 2,000 square miles. The remainder of the region was given to 
the Principality of Re1 Deven; the area claimed by Nyrond was acknowledged as lost. It 
seems that Overking Xavener prefers for now to avoid conflict with Nyrond, as he has 
more serious enemies to the north (“Overking” Gcenell) and south (the Scarlet 
Brotherhood), and he must keep an eye on the resurgent Iron League as well. Perhaps the 
recent and highly astonishing trade talks with Re1 Mold have something to do with this. 

Overkine Xavener’s reign over Ahlissa was threatened with turmoil early on when 
several nobTes of House i a e h  attempted to gain the throne by having keir new liege 
murdered Overking Xavener was unharmed and even made a public appearance shortly 
after the attempted assassination: he was in surprisingly good humor. The young Overking 
said the conspiracy had been detected before it could act, and he deflected questions about 
the fate of the conspirators. It soon became known that many important Naelax nobles in 
the new empire had suddenly vanished that very morning. The involvement of Prince 
Reydrich is suspected The suMvors of House Naelax were given an opportunity to 
re f i rm their loyalty to the Overking; all swore innocence in the plot and eternal 
faithfulness to the crown The Overking said later he considered the matter dosed. 

Other problems confront Ahlissa at this time. The Scarlet Brotherhood is widely 
discussed in Kalstrand and in every principality across the empire. It is commonly 
believed that Brotherhood spies are thick in this region, though learned observers think 
far fewer spies are present than most people think. Overking Xavener has ordered a 
massive build-up of the decrepit imperial fleet, and he ordered the execution and 
imprisonment of several naval officers who allowed the fleet in Ptymp to decay. Given 
that both Prymp and Naerie City are being upgraded and strengthened as seaports, the 
Scarlet Brotherhood cannot be happy about the situation. Conflicts with Brotherhood 
ships have already been reported, but the waters off Naerie (formerly Idee) are said to be 
swarming with monsters under the Brotherhood‘s control. Talk is heard in seaport 
taverns of possible raids against L o  Terlep in retaliation for Brotherhood piracy. 

The reorganization of the southern Great Kingdom into the United Kingdom of 
Ahlissa has loosened the purses of many nobles, who have principality capitals to outfit, 
palaces to decorate, and trade roads to repair. The Royal Guild of Merchants of Aerdy, 
backed by House Darmen and the priesthood of Zikhus, survived the chaos in the old 
Great Kingdom in fair shape. T o  the amazement of many, it recently petitioned 
Overking Xavener to open trade with several of the Great Kingdom’s oldest enemies: 
Nyond and the Iron League. Much of the Flanaess has yet to recover from the excesses 
of the Greyhawk Wars, and Ahlissa is no exception. The Overking is said to be seriously 
considering such action, and he has allowed a trickle of trade to cross the borders with 
Nyrond and Sunndi as a way of testing the waters. Reaction across the Flanaess is mixed 
but mostly (in the words of a Nyrondal merchant) “cautiously optimistic.” 

These days, the United Kingdom of Ahlissa is the most infernal hotbed of cutthroat 
politics in all the Flanaess, being a relatively loose coalition of power-hungry princes 
barely under the control of their Overking. Politics and religion are intertwined 
inseparably in many factional feuds. Still, all matters of state (even murder) are handled 
with diplomacy, wit, and forethought, though in a style to chill the blood of invited 
foreign diplomats now gathering in Kalstrand. Aerdi has suffered much but is eager to 
reclaim its destiny of might; the wise are preparing for the consequences. 

DMs Notes: The lands of the former Great Kingdom were little explored in earlier 
GREYHAWK adventures and accessories. With the rise of the United Kingdom of Ahlissa, 
relatively safe travel into the former Great Kingdom’s realm should indeed be possible 
(except, of course, for dangerous areas like the Northern Kingdom, Rauxes, Medegia, 
and Chathold). The adventuring possibilities here are almost limitless: the lands abound 
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United Kingdom of Ahlissa The dwarves 
put little trust in the words of the smiling 
new Overking. Iron Hills dwarves are 
permitted to cross Ahlissan territory to the 
Hollow Highlands in Sunndi, but only to 
conduct trade and for a steep toll about 
which the dwarves complain bitterly. 

The County of Sunndi felt particularly 

IQS after tne weynawK wars is aVaLlaDle 
the online document “Ivid the 
’dying,” and this may be used by a DM 
create adventures in the United 
ngdom of Ahlissa after Overking 
tvener comes to power. Driving bandits 
1 humanoids from trade routes is a 
od start, but adventurers can also be 
iwn into the hellish spider web of 
litical maneuvers between rival noble 
>uses. Player characters can also explore 
ned Medegia, Rauxes, Chathold, and 
‘ntylver, uncovering lost treasures and 
ling monsters. 

The Rest of the 
Once-Great Kingdom 

le remaining former lands of the Great 
ngdom are not indined to join either 
llissa or the Northern Kingdom, a state of 
iirs thought to irritate the Overkings of 
th realms. The two remaining free states 
the Iron League (Irongate and Sunndi) 
unanimous in their rejection of 

mbership in the United Kingdom of 
llissa Relations between the Iron League 
1 Ahlissa are cordial but strained, though 
de has eased tensions. 
The Free City of Irongate conducts a bit --- -2- -.LL *Ll:..- I L 

des during the last two decades. The 
.arf and gnome clans of the Headlands 
re a mutual aid and defense treaty with 
‘“gate in case of war with &sa or any 
eat from the Scarlet Brotherhood The 
m e s  of the Imn Hills under Dwarfking 
dgi Hirsute have begun a very cautious 
de with the &sans at Zelradton 
)wever, the Dw&g is also considering 
offer to join the Iron League as an 
ociate member, since the Iron Hills are 
w nrwrnmriPrl nn 911 CA-C hqrt h-7 A- 
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threatened by the fall of Idee and the 
subsequent appearance of a strong Aerdy 
power - the United Kingdom of Ahlissa - 
to its noah After long consideration and 
consultation with his nobles and 
representatives from the human and 
denuhuman lands around, Count Hazendel 
declared Sunndi to be a full kingdom during 
Growfest 589 CY. becoming Olvenking 
H m d e l  the Defender. The kingdom is 
subdivided into numerous counties across its 
hius, forests, and fields. The independent 
town of Dullstrand, to the east, did not join 
the kingdom but continua to act as its ally 
in deed, if not in word Hazendel hopes 
Dullstrand will join eventually and become 
Sunndi’s main seaport to the world, though 
Dullstrandem fear this will invite retaliation 
from the Scarlet Brotherhood. (InfXtration 
of Dullstrand by the Brotherhood is 
rumored but unproven; the town now trades 
with the Lordship of the Eles without 
inadent) Some trade with Ahlissa through 
Hexpools, Kalstrand, and Nulhish began in 
590 CC, though Sunndi and Ahlissan army 
units glare at  each other across the Thelly 
and Grayflood Rivers. 

increasing number of attacks on Sunndi’s 
southern border by amphibious monsters 
from the Vast Swamp, often accompanied 
by clerics of the toad-demigod Wastri, who 
makes the Vast Swamp his home. Several 
lesser clerics of Wastri have blurted that the 
“Hopping Prophet” has decided once more 
to expand his domain and cleanse his 
borders of all demihumans and 
“unbelievers.” Well aware of the fate of 
those nations that once bordered the 
kingdom of another evil demigod (Iuz), 
King Hazendel has ordered a series of castles 
built along the kingdom’s southeastern 
border, where mast of the attacks have 
fallen. Raids from the Vast Swamp peaked 
in 578 N; such assaults now could be a 
prelude to a m e  invasion. 

The independent cities and towns of the 
Solnor coast (Re1 Astra, Ountsy, and 
Roland) have made no official response to 
Overking Xaveneis call for reunion, 
though unofficially, they discard any 
possibility of union with the empire. All of 
these cities have increased patrols along 

One unpleasant development has been the 
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their borders, built new lookouts and forti 
military forces. Sea trade has been much e: 
Lordship of the Isles (under great scrutiny 
aside their weapons to bargain for goods. 

Re1 Astra, which declared itself indepen 
be closely courting the woodsmen and elvi 
Lone Heath to prevent encroachment by i 
Grandwood was declared a Marchland in 
with Ountsy and Roland (the Solnor Con 
friendly relations with the Sea Barons. Thi 
popular as Rel Astra’s ruler and self-stylec 
molydeus demon that styles itself the “Fie 
before and after the Crook ofRao cast ou 
been affected by the artifact Rumon cirn 
their territory into the northern part of th 
horrors, ruins, and strange magic along wi 

Merchant ships from Re1 Astra ceased to 
known that the Tilva Strait has been bl& 
command of the Scarlet Brotherhood and li 
seaports of Ekul and Dux& are undoubt 
ports to support the effort may have been b 
northern Hepmonaland This situation has 
corridor from the town of Dullstrand uphif 
the Kingdom of Ahlissa to Nyrond and on 
moderate tempers in diplomatic relations bt 
All three coastal cities @el Astra, Ountsj 

the Scarlet Brotherhood has placed on trade 
but without success - until the astonishing 
590 a. The crewmen chimed to have saile 
Oljatt Sea, battling their way b o u g h  a bloc 
Olman Isles and the Tilvanot Peninsula anc 
strange spices, tools, jewels, clothes, and de5 
previously unknown kingdoms and peoples 
daimed was either a huge island or a very I 

home but has not been heard from since. D 
sure to be tried again by brave crews any ti 

The realm of the Sea Bmns seems little 
ha&, as one wag remarked A small fleet o 
As@ in 586 CT, returning late in 589 0 
startling tala of the lands beyond the h o b  
voyage, particularly in Ratik, Re1 As- and me w g c s  UI me normem oaroanans, as weu as 
among young sharks of the Sea Barons. The Sea Barons are very dtturbed at events in the 
Great Kingdom of Northern Aerdy and are undoubtedly considering raids against 
shipbuilding facilities in Winetha and elsewhere. 

Next to nothing is known of events in the Spindrift Isles, though elven ships are often 
seen cruising the Aerdi and Oliatt Seas. The fleet sent forth by the Sea Barons across the 
Solnor in 586-589 believes it saw elven ships on several occasions many hundreds of 
leagues from the Spin&. Were they exploring, or on r+ runs to elven colonies 
elsewhere? An elven ship was seen in the Densac Gulfas well in 589 a, and many wonder if 
the elves are allowed to pass through the straits or have managed to sneak through using 
magic. It is also possible the elves are rounding Hepmonaland as the Rel Asuans claim to 
have done. Many wonder what the Spindrift Isles have become under elven d e ,  and contact 
with the sea elves (as they are sometimes called) is hoped to occur s o o n  

fications, and expanded and improved their 
Vanded with Ratik, the Sea Barons, the 
), and any northern barbarians willing to lay 

dent during the Greyhawk Wars, is thought to 
:s of the Grandwood and the inhabitants of 
mperial forces, which is much feared since 
587 c(. Re1 Astra has a new defensive alliance 
ipact, signed in 589 Cy), and it has very 
D undead Drax the Invulnerable remains 
I lord protector. Drax’s closest companion, a 
nd-Sage,” has appeared in Re1 Astra both 
it demons elsewhere; it does not seem to have 
date that Re1 Astran soldiers are expanding 
e ruined See of Medegia, but are encountering 
th fertile land for the taking. 
, appear in the Azure Sea after 586 a. It is now 
ded hy ships and possibly monstem under the 
kely its puppet, the Lordship of the Isles. The 
d y  part of this blockade, though additional 
sdt along the Tilvanot Peninsula and even in 
led to an increase in trade along an overland 
1 to the Kingdom of Sunn& and from there into 
to the west This trade connection has served to 
:tween the Iron League and Ahlissa. 
r, and Roland) have sought to break the iron grip 
! with western lands by way of the Tilva Strait, 
; appearance of a Re1 Astran caravel at Hardby in 
d around Hepmonaland‘s southern tip from the 
zkade of Scarlet Brotherhood ships between the 
1 at the Strait of Gearnat. They produced many 
ices alleged to have been gained in trade with 
of t lus  tropical land, which the Re1 Astrans 

continent The ship left two months bter for 3 
Nespite the ship’s apparent loss, this new route is 

changed - different faces, same daggers in the 

= *  
a* ne soon. 

f ships set sail across the Solnor Ocean from 
‘ (missing several ships and many crewmen) with 
on. This has sparked great interest in a r e m  
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the Greyhawk Wars. In the Iron League, Onnwal will need to be freed (as noted earlier for 
From the Ashes campaigns), but even when liberated work continues as it reWds its 
merchant and military naval forces as well as its diplomatic links with other seafaring 
nations. Communication and trade with distant Sunn& must also be maintained. 

Characters who hail from Sunndi might find positions for themselves in that new 
kingdom. The call for skilled warriors is now great, as Sunndi is nearly surrounded by 
potential enemies. Strikes into the Vast Swamp are called for to throw back Wasms 
racist priesthood and its allies (bdywugs, trained killer frogs, giant toads, and so on). 

isles of the Sea Barons can 
om of Northem Aerdy or 

become a major campaign feature, espeaally if the DM uses the map of Oerth published in 
the D R A ~ . @  Magazine Annual #I (“Beyond the Flanaess,” pages 72-73). 

Contact with a ship from the Lendorese elves of the Spindrifts could be a dramatic point 
in a campaign IfelfPG assist Lendorese elves against a mutual foe - such as a sea 
monster or ships from the Scarlet Brotherhood - the elves might decide to allow the PG 
to visit their home islands. However, PCs who attempt to land on or survey the Spindrifts 
risk imprisonment if captured which could become an interesting adventure in itself, 

The Wounded Giant: Nyrond 
The gravely weakened kingdom of Nyond staggered on after the Greyhawk Wars, defytng 
expectations that it would collapse into chaos. In the fall of 585 CY, King Archbold III 
appeared to suffer a stroke, but his disability was revealed by a priest to be the mult of 
poisoning. Prince Sewamdt, Archbold‘s conupt youngest son, axtempted to seize the throne 
at that time with a group of junior military officers, but his plans went amy when the whole 
clergy of Heironeous in Rel Mord took up arms and attacked Sewamdt’s small force at the 
palace, rescuing the king. Crown Prince Lynwerd was on an inspection tour in Mithat, but 
he was notified (by magical means) within an hour of the attempted coup and immediately 
led an army back to the capital. Prince Sewamdt and some of his supporters fled before his 
brother arrive& his other allies were quickly skin or captured, 

knowledge that one of his sons had tried to kill him He became deeply depressed and 
ceased s+ing with anyone, even his own family. During Fireseek 586 CY, the king 
abdicated the throne and went into retreat at his estate outside the capital. Lynwerd was 
declared king. His brother has not been seen in Nrond since, but he is believed to be alive 
and in hiding, possibly st i l l  planning to take the throne. 

his first year on the throne, he resmctured Nyrond’s military command and cut back the 
size of his armies, freeing many troops to go home and farm their lands again. He reduced 
taxes almost to p r e m  levels, and he even authorized a bonus of 1 gp from his personal 
treasuty to each Nyrondese family that celebrated a birth in 586 or 587 CY. (This latter 
project, though dogged by fraud, had the desired effect of boosting the postwar baby boom 
to record levels.) When in 586 CY war flared again between Furyondy and Iuz, Lynwerd 
appealed to nervous citizens in the County of Umst to move farther from Iuz’s empire and 
settle instead in Nmnd’s w s r m  lands. Mow imnorrmtlv. Kino T -wad stood up to 

King Archbold recovered from the assassination attempt, but he never recovered f b m  the 

King Lynwerd I seized the moment and made every effort to revive his declining realm. In 

representatives from the church of Pholtus 
and the Theocracy of the Pale, resisting calls 
to allow the Notth Lands of N p n d  to be 
given up to the Pale. This policy prcduced 
bad feelings in the Pale for the young king, 
but the Theocracy is now preoccupied with 
the war in Tenh and does little but sow 
dissension among Nyrondese peasants 
through temples and clergy of Pholtus. 

Lynwerd’s worst defeat in 586 CY came 
when Baron Bastrayne of Wocdwych fled 
the kingdom with the bulk of the  ax money 
he had been collecting from local peasants 
and merchants for years. He was also found 
to have despoiled pan of the Celadon 
Forest, and the inhabitants of the woodland 
were in arms over theit mistreaanent The 
king’s men were unable to find the baron, 
who disappeared without a axe .  Worse, the 
elves and woodsmen of the Celadon were in 
full revolt, attacking anyone who entered 
their r e h  Lynwerd was forced to order 
troops to secure the forest’s perimeter, 
though he kept his soldiers out of the wood 
itself. 

The CLsaPpeatance of Duke sze&in from 
Ahor in 586 CY, after being confLmed by 
priests and wizards at court in Rel Mod, led 
Lynwerd to take a gamble and order his 
poops on the eastem border to advance into 
Ahorian Lands, clearing them of bandits, 
humanoids, and undead Though slowed by 
unexpected resistance from many humanoid 
bands (ex-soldien from the Great Kingdom), 
Lynwerd‘s forces were successful in reaching 
the Haxp River late in 586 CY. This gave 
Nyrond the appearance in the minds of many 
in the Flanaess of being militarily strong once 
more, though this was far more illusion than 
reality. In Gmwfest 587 CY, King Lynwerd 
declared all of old Almor west of the Harp 
and Flessem Riven to be a protectorate under 
Nyrond‘s conpol. Lynwerd was hailed a hem 
and savior by many in his realm, particukrly 
among expatriates of Ahor who fled the 
prelacy’s ruin 

This strategy nearly undid N p n d ,  as the 
two Umst states briefly discontinued their 
financial support of the kingdom, believing 
Nyrond far stronger than it was. Lynwerd 
was able to restore this aid after many hasty 
meetings. Although the Pale (correctly) 
declared that Nyrond‘s show of strength was 
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THE FLANAESS 

false, few listened now to the priests of 
Pholtus. 

A terrible tragedy s u u c k  Lynwerd and 
his kingdom in 589 cf. A long-planned 
marriage between King Lynwerd and Lady 
Xenia SaIlavarian, a distant cousin of both 
the Circle of Eight member JallarZ; and 
Duke Karll of Umst, was scheduled to take 
place during Richfest of that year. In 
Wealsun, Lady Xenia was touring Rel 
Mord on foot when she collapsed of 
heatstroke. She could not be revived by her 
attending priest, and it was leamed later 
that her body was devoid of her intellect 
and spirit, though she sti l l  breathed. Her 
body was &en back to Nellix, where it is 
tended by her family. Divinations and 
questioning of those present when the lady 
collapsed strongly hint that she was 
attacked by magical means, but little more 
was leamed Though the royal marriage was 
believed convenimt for both parties, it was 
known that Lynwerd and Xenia were well 
pleased with each other’s company. 
Lynwerd fell into black despair for weeks. 
Richfest and Brewfest were bleak in 
Nyrond that year, and few celebrated long. 

into his work. He spent 590 overseeing 
the repair and strengthening of his 
kingdom’s roads, annies, cities, and trade 
Mrs. He hally managed to have weapons, 
clothing, food. and other assistance sent to 
the gnome clans of the Flinty Hills, winning 
their approval despite their grumbles over 
the tardiness of the aid He approved trade 
with the Lordship of the Isles and the 
United Kingdom of Ahlissa (the latter to 
the shock and outrage of many in his cow). 
He further charged the mercantile priests of 
Zilchus with ensuring that much trade 
would enter the kingdom, as fast as possible, 
with tariffs going directly to the royal 
coffers. The priesthood has been in contact 
with irs fellow clergy in Ahlissa and 
merchant traflic by both land and sea is 
hoped to expand in coming yeass. Lynwerd 
has not been able to resolve the situation 
with rhe W o n ,  however; the forest is still 
dangerous in the extreme to Nyrondese folk. 
A reward for Baron Bastrayne’s capture, dead 
or alive, was posted but never claimed 

King Lynwerd is very active and decisive, 

At present, King Lynwerd throws hunself 
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though he seems joyless. His father has not app= 
condition has never changed His traitorous brotl 
Woodwych. He even attempted to speak directly 
their assistance, but instead fell into a bitter a q p  
archmage fiom the Umst states, and came away e 
advisors that he fears there will be great trouble v 
of Northern Aerdy, or both in the near future; th 
st i l l  unsecured, and the Flinty Hills gnomes need 
preaches against Lynwerd and sponsors religious 
he suspeas other nobles in his realm are withhol( 
withstand a massive assault from any direction, nm 
fights for Nyrond’s future every day, and his pop 

DM’s NotaE Nyrond needs strong nobles w;U 
borders with the Northern Kingdom and &sa 
vassal lords who declare their eternal loyalty to tl 
sorely t e s t4  Nymnd has many more enemies th 
Scarlet Brotherhood is feared to have had some d 
the king were to die, his brother could fight for t  
Nyrond and wouldn‘t mind seeing it fall, the pia 
time. And evil cults of every saipe have found th 
converts, looting, and worse. It is not impossible 
had nothing to do with luck - and the king SUY 

Clerics and paladins of Heironeous are muct 
their actions in saving the king (and likely the 1 

The D M  should play out this dramatic conffia 
to link the GREYHAWK From the Ashes setting 
Marklands is strongly recommended in this cas 
77. Note that another map of Re1 Mord appea 
map has several similarities to the later one if n 
directly to the right, not at the top of the page. 
shows the city at an earlier time period. 

The gnomes of the Flinty Hills, more than a 
Anything that can make their scouts invisible o 
potions of dairaudirnce or dairvoyance) and tI 
are willing to trade gems and precious metals u 
their many enemies. If a wizard were to spend : 
ecstatic. A priest would be less welcome, as the 
deities of mining and have no wish to be conve 
Overking Xavener were to send a delegation to 
see if the whole Flinty Hills could be brought I 

(voluntarily for now) as a demihuman principa 

ued in public in many years, and Xenia’s 
is still fret, as is the former Baron of 

with membm of the Circle of Eight for 
nent with Wames Starcoat, a mighty 
mpty-handed. The king confided to his 
rith either Bone March, the Great Kingdom 
,e northern and northeastern fiontiers are 
more help. The Theocracy of the Pale 
subvmion through the North Lands, and 
lining taxes. His kingdom is not yet ready to 
or will it be for years to come Still, he 
&ty grows strongec with the years. 
Lng to build castles and settle its eastern 
. King Lynwerd is willing to grant land to 
ie kingdom. However, this loyalty will be 
an are mentioned here. In particular, the 
loings with King Lynwerd‘s brother, and if 
he throne. Some in &sa have no love for 
:es to be picked up by &a in a short 
e tomering kingdom ripe grounds for 
that the kings streak of bad fortune has 
mgly suspects dus to be the case. 
I honored in the kingdom nowadays for 
Mhole kingdom) in the autumn of 585 CY. 
t in detail as part of a “bridge campaign” 
with the ament  year. WGR4 The 
e, using the map of Re1 Mord on page 
n in WG8 Fate oflstus on page IS; this 
orth on the former is assumed to be 
Assume the Re1 Mord map in WG8 1 

nything, wish to have magical support. 
r that allows long-distance spying (such as 

rith anyone who will aid them against 
some time among them, they would be 

?red. An interesting mess might develop if 

le like are desperately sought The gnomes 

gnomes worship gnomish and Flan 
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the Flinty Hills h i m  Innspa, aiming to 

into the United Kingdom of Ahlissa 
lity. 

Reversals and Change for the ScarIet Sign 
The Great and Hidden Empire of the Scarlet Brotherhood has suffered serious reverses since 
the end of the Greyhawk Wars, but it swvives and spawns fear in the hcam of many in the 
southern Flanaess. W e  court officials in many realms believe the “Empire of the Scarlet 
Sign” is in the initial stages of cohpse after overextending its&, others think this view is 
premature and could be dangerously naive. Only time will tell. Every crowned head in the 
Flanaess would give an arm to know what the fabled Father of Obedience is thinking, but no 
spy or spell has cast a light upon the Brotherhood’s internal workings and plots. 

The prelude to the current troubles of the Brotherhood began when the Pact of Greyhawk 
was cast aside by Fuyondy and Veluna in the year 586 CY, when the two states drove Iuz’s 
forces from King Belvor‘s lands. Other states soon abandoned the pact as well for their own 



self-interest. The loss of the diplomatic protections and b e d  borders set by the pact, whose 
collapse may have come as a surprise to the unseen Father of Obedience, probably hampered 
the Brotherhood when it was suspected of involvement in antigovernment plow in the City 
of Greyhawk, Nyrond Cnnwal, Keoland and the United Kingdom of Ahlissa. It was forced 
to work undercover or through middlemen once more, and all of its visible agents and 
diplomats dropped out of sight, with all their henchmen. 

was subjugated by the Brotherhood in 584 c(, but a few nobles were initially left in 
power. These were soon replaced by Herdsmen under the tyrannical rule of Elder 
Brother Hammandaturian, who answered directly to the Father of Obedience. The 
population of the Hold was bmtalized by savages brought in by the Brotherhood as its 
army, and public executions for disobedience in any form were common. This state of 
affairs lasted for five years. 

Little is known about the exact events of the summer of 589 CC, but it is believed that a 
smoldering religious or political schlsm within the Brotherhood's hierarchy in the Hold 
turned into a violent internal war of assassination that threw the oppressive government into 
chaos. The co&ct widened when several junior members of the Scarlet Brotherhood began 
an armed revolt in the capital, Monmq, leading barbaric soldiers into the streets of the city 
to run riot. The revolt was put down within a day, but a general uprising among other slaves 
began quickly thereah. Within weeks, the whole of the region was engulfed in widespread 
fighting, and there was a near-complete breakdown of civil order except in two of the largest 
aties (Port Toli and M o n m q )  and the three islands (Flotsam, Jetsam, and Fairwind), 
where the Scarlet Brotherhood barely managed to keep its grip on the reins of power. Several 
astonished observers, present in the Hold as foreign spies, reported that the very mechanisms 
that the Scarlet Brotherhood used to undermine other realms were turned against the 
Brotherhood by its own people, with devastating effect 

In considering the magnitude of the Hold's civil crisis, it must be understood chat the 
slave trade practiced by the former Sea Princes, followed by the importation of armed 
savages and other personnel by the Brotherhood, fded the Hold with a variety of ethnic 
groups, of whom most were implacably hostile to one another. Stirred in this fiery brew were 
Olman slaves from the Amedio Jungle (and possibly from western Hepmonaland or the 
islands near it); tanned, fiedded slaves descended fiom ancient Suloise migrants, from the 
same tropical e o n s  as the Olman; even more Suloise-descended savages brought by the 
Brotherhood, given arms and relative freedom for their unquestioned support of the 
Brothers: oppressed Holder commoners who knew considerable freedom under the old Sea 
Princes but were reduced to serfdom under the Brotherhood's yoke; middle-class and noble 
Holders, many of them former slave owners, who deeply m t e d  their new second-class 
status and feared with good reason they were marked for eventual torture, execution, or 
worse: n o r k  soldiers who hated all humanity except those with such wealth as could hire 
their services as mercenaries; and the Brotherhood's own highly skilled and fanatical 
hierarchy. The headhunting Olman and cannibalistic Suloise were ancient enemies; all slaves 
hated their Sea Prince masters and u~ classes; the Brotherhood's soldiers looked down 
upon their long-enslaved brethren as weak and cowardlp and the Brotherhood could not 
tolerate any situation except to be in complete control of all other beings. Disaster was the 
only possible outcome. 

Bitter fighting continues to this day moss the Hold It is genetally believed that the 
Brotherhood continues to rule Port Toli, Monmurg, and the islands, supported by their 
imported armies, tyrgs, and wizards. Only Scarlet Brotherhood ships (all disguised 
nowadays) or ships of the Lordship of the Isles dock at the ports. The Olman, led by their 
priests and by far the most numerous of the groups (though also the worst equipped), have 
taken the westem half of the Hold across the Hool River, where the majority of them were 
formerly employed on farms and plantations. A rough alliance of Sea Princes' commoners 

The loss of Idee was disastrous, but worse was to come. The Hold of the Sea Princes 
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within several leagues of the coast The navies 
of Keoland and the Prinapaliv of Ulek 
scored major succmes against Brotherhood 
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ding minor nobles who survived the 
ges of the Brotherhood The norkers, 
rustworthy even under the best 
umsrances, prey upon anyone unlucky 
)ugh to encounter them. Bandihy and 
lessness of the worst sort exist across the 
umy. In the open wilderness, those with 
tpons eac those who are unarmed starve 
are forced into slavery anew. 
k5 a consequence of this chaos, the Hool 
mhes and Tors form the effective 
them border of the Hold Keoland and 
Yeomanry carefully patrol their southern 
its, as many refbgees from d sides in the 
dict (including renegade minor members 
the Brotherhood) have fled north to 
ape the disastrous turn of events. Few 
'gees, however, survive the terrors of the 
to1 Manhes, the Tors, or the Dreadwood 
The northern city of Westkeep was 
cured by an expeditionary force of 
tcenaries and regular army soldiers from 
>land in early 590 C(, with the intention 
using it as a sraging area to sunder the 
therhood's hold there. However, the city 
U-supplied, surrounded by hostile locals 
1 swampland, teeming with disease, and 
iltrated by assassins and spies of the 
de t  Sign. It appears that King Scotti 
ndered badly in putting his own forces 
e, and calls for withdrawing troops from 
atkeep are heard loudly and often in the 
es of Keoland Unfortunately for his 
ops, the king st i l l  believes the 
herhood can be driven from the Hold 
force of arms overland His admirals 
re elected to keep up pressure on the 
nmis wirh their dire sotridmns. a mnve 

ly to produce results for far 
noney. 
night still be patrolled by the 
but this is uncertain as no other 
here. As the bay was always 
" ~ "  ---" +-.. tC.. R-J.A.--A 
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THE FLAlyAESS 

ships in the western Azure Sea in recent years, 
and trade throughout the sea flows more 
freely than before. Masive Ahlissan 
shiptddmg projects in Naerie City and 
Prymp bode ill for the Brotherhd in the 
long nm, as does Onnwal’s long-lived 
undqmmd organization. 

in at Highport and Blue in the Pomarj, 
though most Brotherhood ships fly the 
flags of other countries (or no flag at all) 
to hide their true identity. The Azure Sea 
is effectively the domain of two 
overlapping political conglomerates. One 
is the Brotherhood (using the two ports 
and three islands of the Sea Princes, 
Narisban on South Olman Island, Scant, 
and Kro Terlep on the Tilvanot 
Peninsula). The other consists of all other 
naval states: the Kingdom of Keoland, the 
Principahty of Ulek, the Domain of 
Greyhawk, the Kingdom of Nyrond, the 
Free City of Irongate, and the United 
Kingdom of Ahlissa. 

Ships of the Scarlet Brotherhood do not 
often pass north of the Strait of Gearnat 
Woolly Bay is dominated by trade and war 
ships from the Domain of Greyhawk 
(primarily from the poa of Hardby, though 
some had from Safeton). Trade and pirate 
vessels crewed by humans and humanoids 
operate from decaying seaports w i h  the 
Orcish Empire of the Pomarj and southem 
Wild Coast Relmor Bay is the joint 
province of the Kingdom of Nyrond and 
the United Kingdom of A h h a  All of these 
states (except possibly the Orcish Empire) 
are violently hostile to the Brotherhood‘s 
vessels, though most are d i n g  to tolerate 
ships flying the flag of the Lordship of the 
Isles and having no red-robed officials 
aboard. Irongate vessels d attack Lordship 
craft on sight, and Gradsul has banned 
Lmdship vessels from docking there, though 
Keolandish warships rarely barass them on 
the high seas. 

The Lordship of the Ides presents a 
curious political problem to the world 
When Prince Frolmar Ingerskam was 
secured on the throne in Sulward in 584 CY, 
it was assumed his career would forever be 
that of mouthpiece for the Scarlet 
Brotherhood, until such &e as they wearied 

Brotherhood shps are rumored to put 
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of him and +sed of hun. In the years since then, many doubts have arisen about the 
accuracy of this early assessment Prince Ingerskatti, who still des,  is very possibly 
responsible for some of the changes that have been made in the Lordship’s fortunes, though 
not al l  observers believe he auly  makes any policy in the Seven Islands these days. 

is the complete blockade of the Tilva Strait Tlus blockade is Ikey conducted by Lordship 
vessels operating out of W - a spmwling, ugly seaport of the Brotherhood on the 
penmda’s east coast - and Duxchan, the southernmost major port of the Seven 3sJand.s. 
Lordship crews appmntly act in concert with sea monsters that are cbauned by spellcastas 
aboard those ships. AU trade between the Solnor Ocean and the Azure Sea is now cut off 
except to ships of the Lordship, which claims that only its own ships “can withstand the 
horrors of the deep that infest the SU%~,” and it offem to &e merchant shipments from east 
and west for a great fee. Few merchants have risked their cargos in this way, preferring instead 
to find an overland route (through AhLssa if possible) or an alternate sea route Elven ships 
from the Spin& Isles a p p  uninterested in maveling to the Azure Sea, though there is doubt 
that the Brotherhood would attempt to stop them if any tried. 

How the Brotherhood-&ed Lordship came to acc as a “neuhal” sea power is a contro~nial 
topic in any porr city. Merchant ships flying the blue crown-and-anchor tlags of the Lordship 
(minus the Iron h g u e  +l once +layed a~ the bottom) traveled across the Azure Sea in 
586 CY, ..rrv;lg diplomatic personnel, merchants, sailors, and a few marines. No obvious 
members of the ScarIet Brotherhd could be found aboard t h e  shrps by q i n g  wiwds, nor 
did other divination spells determine that the crews were under chann or duress. The diplomats 
requested an opening of relations with other major seafaring states, with the goal of restartjng 
the considerable maritime trade that the Lordship enjoyed prior to the W w k  Wax All 
appeared sincere in their stated desire. Defection attempts were expected on the part of these 
ships’ crews, but no such event ever occurred (m far as anyone knows). 

Keoland still smarring from the attempted invasion of cradsul in SS4 CC, lefiwd all 
contact with the Lordship‘s emissariff Irongate has similarly refused to deal with the Lordship. 
The Principali~ of Ulek, however, was desperate for new revenue to s u p p  its continuing 
state of war with the orcish Empire of the Pomarj. Prince Gnund finally ~ e d  trade with 
the Lordship at Gryrax, though all Lordship a m  and traders were restricted in their 
movements through the city (and Uely shadowed as well). The Kingdom of N p n d  nearly 
banktupt from its murderous war against the Great Kmgdom, later oped trade with the 

The rebels in Onnwal have often called for Ulek and N p n d  to reject trade with the 

The most obvious effect that the Lordship and Bmtherhd alliance has had on the Flanags 

Lordship at Oldred and Mithat 3 

na 

4 4 
Lordship of the Isles, but when PMce Lynwerd assumed the throne upon his father’s 
abdication, he refiwd to unn away any trade s o u m  but the Brotherhood i d a n d  Iuz The 
Directing Oligarchy of Greyhawk allowed a few LoIclship vessels to sail up the Selintan 
unmolested to the westem Nyr Dyv, and Lordshrp captains have as0 w d  the Nesser to reach 
pom along the e a r n  half of the lake A few ships have stopped at the Gan of the Flames, 
&wing considerable attention The Lordship merchants offer raw woods, spices, fruits, and art 
objects gained from Hepmonaland in exchange for a variety of other goods. Not a soul doubts 
that the scarlet Brotherhd gains a percentage of all moneys made from these trade missions, 
but trade has proceeded nonetheless in many porn. 

of sources that governments would never acknowledge using - namely, spies. Unnamed 
officials in several countries tell that conditions in the Lords+ of the Isles (stiI l  &g itselfa 
princip.ltty but owing fealty to Kro Terlep) are mildly oppressive but actually tolerable. The 
majority of the island inhabitants are of pure or nearly pure Suloise descent, their ancesm 
closely dated to those Woke who colonized the Tilvanot PenLuula and became the scarlet 
Brotherhood of tcday. The islanders never had a voice in their government and w m  laqely 
divorced from concans other than famung and logging, sending their goods to Mwad or 
h c h a n  for owmas trade. 

What little reliable news can be had from the Lordship’s home islands comes from the h d s  



The islanders have a long history of animosity toward the Great Kingdom pardcularly the 
Kingdom’s former province of the Sea Barons, whom the Lordship islanders hate with a 
tiny. The sailors, diplomats, and others who have come from the Lordship appear to share 
this attitude to an extreme, leading to speculation that these crews were carefully recruited 
for their absolute loyalty and with the promise that their success at such trade would move 
the Brotherhood to aid them in some way in their eternal war with the Sea Barons. On the 
other hand, one wag has stated that he would be on his best behavior, too, if his family were 
in the hands of the Brotherhood’s treacherous goons. That no red-robed overseen were 
found among the crews is usually credited to the faith that the Brotherhood has in them, 
though the same wag as before - a merchant of some standing - said it was just good 
marketing on the part of the Brotherhood to gain everyone’s sympathy and get others to let 

Nothing reliable is known about conditions in the homeland of the scarlet Brotherhood, 
the Tilvanot P& though for years, qua claim to have visited there and thus know 
all the sema of the Hidden Empire, which they will share with one and all for a large fee. 
Murmurs of planned naval raids against Kro Terlep have no basis as yet in reality, though a 
surge of naval rearming and renovation is sweeping the coastal realms of the southern 
Flanaess. Another blockade by Scarlet Brotherhood ships and allied monsters is generally 
believed to exist along the so-called “Southern Gates” of the Azure Sea, between the h e d i o  
Jungle and the Tilvanot Peninsula where the two O h  Islands (North and South) lie. This 
blockade is alleged to have been bypassed on a few occasions, most remarkably by a caravel 
from Re1 Astra, whose a e w  claimed to have sailed entirely around the southernmost tip of 
Hepmonaland Their claim was backed up by considerable proof, though some believe this 
was a trick by the Brotherhood to enaap or destroy ships, using monsters nunored to swim 
near the Olman Islands. 

Odd m o r s  from mariners and traders continue to d a c e  that open warfare has broken 
out along the distant coasts of Hepmonaland, between Scarlet Brotherhood vessek and 
forces of an unidentified state or league of states. Nothing more is known of rhis at the 

DM‘s Nota: The Scarlet Brotherhood, though it has taken serious blows recently and has 
gone underground again, is st i l l  the most dangerous force in the southern Fknaes. Its 
leaders have switched tactics in their continuing conquest of the Fknaess. Now, if a change 
in a state’s govemment can be arranged, the new d e r  (securely under the thumb of the 
Brotherhood) does not publicly align the state with the Scarlet Sign. A subverted d e r  might 
even loudly denounce the Brotherhood, while seaetly supporting its agents and goals to the 
best of fus ability. The DM should determine which kingdoms and nations are in danger of 
such subversion and which have already “fallen.” 

Though the Scarlet Brotherhood has no visible agents or diplomats now, it never lost the 
majority of its advisors, assassins, thieves, spies, informers, middlemen, and unwitting dupes. 
These are still in place in various spots across the southern and middle Flanaess. This great 
covert network is not unbeatable. but it is extremely hard to root out 

Also, not all of the Scarlet Brotherhood‘s agena work well together. Religious conflicts, 
regional politics, family feuds, and personal vendettas and power-hunger have corrupted 
many Brotherhood agents so that the entire network has become difficult to control. The 
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Uing partner of the Scarlet Bro therhd  
d its citizens enjoy better tteatment than 
3st might The LoIdship attempts to 
aintain neutrality in all matters, appearing 
be faa and even austworthy, but the 
mdance of evidence indicates it is sending 
ige amounts of money and goods to the 
arlet Brotherhod in exchange for 
anaging its own matters. Prince Frolmar 
gerskatti is very clever and skilled in his 
anipulations of public opinion about the 
otherhood and many citizens have come 
accept their “junior partnership” with 

ose in the scarlet robes. 
Player characters can become involved in 

iy number of adventures in uncovering and 
oting out the “hidden empire” and its spy 
:work They can explore the chaotic 
nlntlyside of the Hold of the Sea Princes, 
d the beleaguered Keoish soldiers in 
lestkeep, sneak into the O h  Islands to 
e what the Scarlet Brotherhood is doing 
[ere, support the rebels in Onnwal, and 
tempt to break the extremely tough 
ockade at the Tilva Strait The 
rotherhood’s southern blockade at the 
lh Islands is weak, hampered by poor 
adership and other problems. PC spies can 
Sitrate the Orcish Empire of the Pomarj 
: the Lordship of the Isles to check on 
rotherhood involvement there, support the 
,bels in Onnwal, and perhaps even explore 
rongholds such as Kro Terlep and Ekul to 
Luse a little trouble for the Brotherhood on 
s very doorstep. Aiding any of the 
cotherhood‘s many enemies, like the Sea 
arons, wins friends and wealth despite the 
bvious hazards. The Brotherhood may have 
hand in q n g  to keep rival sea powers 
om growing stmnger (and preventing 
otential rivals such as the United Kingdom 
f &sa from challenging it), so 
xnterintelligence work is also an option. 
When facing the Scarlet Brotherhood, it 
important to remember that no one can 

e trusted absolutely. The DM should make 
111 i i w  nf rhis raveat 
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Victories in the Sheldomar Valley 
In addition to the violence in the Hold of 
the Sea Princes, much else has taken place 
in the mighty Sheld- Valley. The 
Earldom of Stetich was retaken from giant 
and humanoid armies in a long and brutaI 
campaign from 585-588 CY. Keoland, 
Gran March, and the Duchy of Ulek 
supplied arms, mercenaries, and goods to 
the Sterish forces. The victors. however, 
have many problems to iron out, not the 
least of which are conflicting legal claims 
over the reconquered territory and struggles 
between nobles, generals, and rich 
landowners for a voice in Sterich's 
reconstituted government Sterich is in great 
debt to Kwland and other states, with little 
means at present to pay the price for its 
freedom except land grants (causing further 
legal problems). Clan disputes among local 
dwarves further hamper efforts to stabilize 
Sterich's economy and society. 

to regain the "lost lands" of GeoE but no 
quick resolution of this conflict is foreseen, 
as the soldiers and mercenaries who retook 
S&ch are exhausted from fighting. The 
semi-independent town of Hochoch was 
saved from humanoid invasion in a great 
battle here in 586 CY, won by the Knights of 
the Watch and soldiers from Gran March. 
The town was declared a "temporary" 
territory of Gran March until the situation 
around it was stabilized, but it seems char 
annexation of the town is ahnost cerrain. 
Hochoch and the Oytwocd are the 
mustering points for raids into GeofF, and 
attempts are being made to reach many 
Geoffites and elves trapped in the Homwood 
for the last few years. Goma, howwer, is st i l l  
in the hands of the giants and humanoids. 

On the other side of the valley, Kmghts of 
Luna and soldiers f;om the other Ulek states 
now aid the Principality of Ulek in a 
counteroffensive being waged against the 
Orcish Empire in the eastern half of the 
principality. Fighting has not stopped here 
since 584 CY. Ulek has already retaken some 
land between the lower L o d  and the 
Jewel River, and an arrempted humanoid 
invasion of Celene in 586 CY was stopped 
dead Many mercenaries are employed here, 
as Ulek is also backed by wealthy dwarves 

A vicim, low-grade war began in 588 CY 

and gnomes in the Lorn 
fashion has led to a grea~ 

The Kingdom of Cel 
some elves now openly 
and militarily. Humans 
no sign this is about to 
Luna, is generally regarc 
Flanaess. Queen Yolanc 
from this realm has bee: 

The counteroffensive 
about their futures. Tu 
in conquering old ones. 
humanoid raids and aer 
appeared, though it is n 
resurgence in Woolly B ,  =----,, ~--"~--, "ITT-"-- li -.- 

Little is known of events in some areas, such as the Valley of the Mage. The vallv 
elves here have taken to slaying adventurers outlight, but a few surviving (albeit foolish) 
explorers report seeing distant battles being fought in the d e y  involving unknown forces. 
Some believe the Mage himself has been killed, but divinations yield nothing on this 
matter. It is thought that an invasion of giants and humanoids took place here in 584 CY, 
but valley elves still hold the pass into the valley. The wizard Drawmij of the Circle of 

yLyy.c ". __,I^ 
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A giant against Sterich soldiers 

nils. Anger at Queen Yolande's &sal to support the war in any 
: decline in trade and communication with Celene by its neighbors. 
ene is still officially neutral in all matters in the Flanaess, though 
disregard the orders of their queen and do as they please politically 
believe Celene is ripe for a military revolt or civil war, but there is 
happen. Ptince Melf, who has openly declared himself a Knight of 
led as the leader of those elves who wish to fight evil in the 
le apparently carties on as if nothinR were amiss, though news 
n v.fl. scarce over the last decade. - 
in the principality has made Narwell and Safeton less secure 

Tosh Mak has a habit of striking at new targets when unsuccessful 
The militarized northern Wild Coast suffers inaeasingly potent 
ial attacks by dragonnel riders. An orcish-human coastal navy has 
ot very pow& Hardby, Safeton, and Greyhawk all fear a 
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, out no one yet 

with undisguised 
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s armies were withdrawn from 
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its d e r  thrown down ' 

Both Veluna and Gran March regarded Ket's occupation of Bissel 
loathing, especially in light of Beygraf Zoltan's dealings with I-. In L, 1, L L l L  "cygLal 
was assassinated by one of his generals, who was repelled by Iuz's overtures and feared the 
demigod would attempt to further subvert Ket's government. In the power struggle that 
followed in Lopolla, several army units were withdrawn from Bissel to restore order at 
home. The new beygraf, Nadaid, was able to seize command just in time to prevent an 
attack on Bissel by Gran March, which had been waiting for a moment of weakness in 
which to strike. With war against Iuz bumine once more in the north, both sides were 
eager to talk instead of fight 

Bissel. The 
border city of Thornward was declared a net,LLa Luuc, uw' Icu  ul I- wy L L u  side. It is not 

Afier long and involved negotiations, Ket', 

seen much actton in the last tew years III 
ighout the valley. A 

DM's Notes The oriented campaign, 

. .  

though the conflicts between kactions in the ..alhed. side would requre extensive 
diplomacy and negoriation. The danger that the allies would fall to arguing or fighting 
amongst themselves and then fall prey to the enemy should always threaten. 

Additional long-term conflicts in Geoff and the eastern half of the Principality of Ulek 
may be played out Characters in the Knights of the Watch or Knights of Dispatch could 
be employed in Geoff, Ket, Sterich, and the forests in these regions. (Someone might even 
try to spy on the Valley of the Mage to see what is really going on there.) Many factions 
wish to see humanoids thrown back from once-civilized lands, but the humanoids are dug 
in and ready. Orcs, giants, and goblins have become highly skilled at small-unit tactics; 
some even have magic. 

concerned that Queen Yolande is under an evil influence or is being given false 
information by agents of evil cults, the Scarlet Brotherhood, and so on. Elves, however, 
generally believe she is acting of her own free will, though many disagree with her policies. 
Elf characters, especially nobles, may attempt to learn more about what is going on in the 
isolated kingdom to see if they can influence the queen to aid the nations around her. 

Thomward is now a hive of trade, spying, and intrigue between the Baklunish west and 
the rest of the Flanaess. Diploma@, merchants, spies, assassins, thieves, and other "urban" 
sorts abound here, and the city has an exotic flavor of mixed Baklunish and Oeridian 
cultures. Any sort of city-based adventure could take place here. 

A number of lands wish to know the exact name of court politics in Celene. Many are 

an independent city since it is governed (if that is the r 
representatives from Ket, Bissel, Veluna, and Gran M a  
flow of caravan and river traffic passing east and west 1 
r-- :.. -LA--:-.- --~-- e-ad.m- _-_._+AX; 

ight word) by delegated 
rh,  who oversee the tremendous 

I 
iere. Thornward is now notorious 

i' Lw LLLaLy u~cc~yyu~y ,  seLIL=a, LULLUyL uL.LLLds, tariffs and bribes, diplomatic 
3 brawls, and papenvork; for a caravan to pass through here in less than a week is ' considered a miracle. Still, it is the primary gateway for all tr&c between the Baklunish 5 lands and the rest of the Flanaess. 

: country's center. Bissel's own Knights of the Watch held a huge citadel called Oversight 
near this town; the fortress never fell to the Kettites despite being besieged for several 

Bissel's new capital was chosen in 590 CY to be Pellak, a trade and farming town at the 

. .  . . .  r 

nd their ranks and importance have expanded thror 
ts of Dispatch, have formed and are also fighting. 
! war to free Sterid! would be an excellent combat-' . . . '......... . I  . 

Other News of Importance 
Perrenland's mercenaries are spread far and 
wide and continue to see action in 
Nyrond's Flinty Hills (against humanoids 
from Bone March); in Highfolk, the Vesve 
Forest, and the retaken Shield Lands' city 
of Critwall (against humanoids from the 
Empire of Iu); in the northern Wild 
Coast and the Principality of Ulek (against 
humanoids from the Orcish Empire): and 
in Geoff and Stench (against humanoids 
from the Crystalmists). Other troops are 
employed in common by a cooperative 
agreement between Veluna, Ket, Gran 
March, and Bissel, serving as guards and 
peacekeepers in Thornward. Perredander 
units are on guard in the County of Urnst 
and Kingdom of Furyondy, along their 
borders with the Empire of Iuz. 

Still, many Perrenlanrlrr* wtum~,-l m 
their homeland after the end of fighting in 
Furyondy. Several groups of former 
mercenaries have joined forces with their 
Wolf Nomad neighbors to the north, 
fighting Iuz's troops east of the Blackwater 
River or even heading farther north in 
search of adventure in Blackmoor or the 
Land of Black Ice. 

The people of Highfolk continue their 
struggle against Iuz's humanoids in the 
Vesve Forest The war situation is thought 
to be fluid, but most feel Highfolk has the 
upper hand for now. 

Verbobonc was thrown into numoil in 
585 c( when the Furyondian Knights of 
the Ha~t called for the annexation of the 
viscounty and Dyvers as well. Though the 
people were calmed by a representative 
from Veluna, great tension remained in the 
land, and it increased dramatically when the 
Great Northern Crusade began in 586 CY. 

The situation exploded in Harvester 
587 CY, when Viscount Wilfrick died in 
his sleep. His successor was his eldest son, 
the Right Honorable Sir Fenward 
Lefthanded. Fenward believed pattols in 
the Kron Hills and Charley Forest were 
too costly for the small realm as well as 
unnecessary; no obvious enemies were at 
hand. He resented being pressured to 
formally d i p  Verbobonc with Furyondy 
and Veluna, fearing that this would leave 
the viscounty open to Iuz's wrath. He 
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ended the last few patrols through the 
Kron Hills with an ill-thought comment 
that “the craven little moles [gnomes] can 
take care of themselves.” 

The gnomes of the Kron Hills were 
outraged when this bit of news reached 
them. They were already frustrated with 
the decline in local patrols and an increase 
in human and humanoid banditry in the 
hills. To call them craven, however, could 
not be tolerated A full meeting of clans 
was held at the warren of Kron just before 
the first snow fell. There, the gnomes 
dedared all of the Kron Hills to be free of 
Verbobonc’s authority and beholden only 
to their Clanlord, Urthgan the Eldest of 
Tulvar, and to the Assembly of the Kron 
Hills, a council of clan elders. Despite calls 
by some nobles to swiftly mend the rift 
with the gnomes, Viscount Fenward 
continued to belittle them and threaten 
them with attack if they did not pay their 
taxes at the next collection in the spring. 

At this point, certain papess were found 
in Fenward’s chambers by his steward 
These papers implicated the viscount as an 
agent of the Scarlet Brotherhood outlining a 
plot to cut off all river trade along the 
Velvedyva and kill those nobles who 
supported increased patrols and v ighce  in 
the tiny state. These papers were later 
proven to be forgeries, though no gmup or 
person was fingered as respansible for their 
creation and placement among the viscount’s 
effects. T h i s  knowledge did not help the 
viscount, however, as he was confronted by 
the captain of his guard and slain when he 
resisted imprisonment for treason. T h e  
guard captain then killed himself. 

When the confusion was finally sorted 
out, the new viscount was installed on the 
4th of Needfest, 588 CY. He was old 
Wilfrick‘s only surviving relative, a 
forgotten ha-elven bastard son named 
Langard of the Gnarley Border. Viscount 
Langard has little support from most 
nobles, who think him a ndive bumbler 
and wish to see another noble among them 
take the throne. However, he is popular 
with the lower class for his openness and 
humble origins: they 1;ke his 
straightforward speeches as well. The 
viscount has established fair relations with 
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A council of Kron Hills gnomes 

’eluna and Furyondy, though he is woefully unskilled in matters of court etiquette. 

Ids and their clanlord, to boost Verbobonc’s internal security, which he feels is 

rder of the Knights of the Hart for Verbobonc is controversial, but he would tie it to 
’eluna’s knights, which are crusted, whereas Fuyondy’s are not. His success as a ruler 
mains to be seen. 
News from the distant Baklunish states is scarce, but most m o r s  brought back by 

ierchants and adventurers tell of a war fought between nomad tribes of the Paynims and 
Ill. The exploration of the Dramidj Ocean and Dry Steppes by the civilized states is 
iscussed later. 

angard‘s foremost concerns are to smooth relations with the Assembly of the Kron 

userably lax, and to maintain trade with Dyvers to the east. His proposal to create an 
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The famed Circle of Eight was re-formed in 586 CY, with the addition of the Umst 
archmage Wames Starcoat, an elderly Baklunish sorcerer from the Sultanate of Zeif, and - 
to everyone’s surprise - a powerful elven wizard from the Yeomanry. (The R e m  of the 
Eight adventure details these events and characters.) 

Rary, arch-enemy of the Circle of Eight and the City of Greyhawk, i s  apparently s t i l l  
at large in the Bright Desert, though tales of his demise circulate in many cities. Next to 
nothing is known of his activities and domain, though some say he has a fortress in the 
Brass Hills in the desert’s center, where he and his treacherous parmer, Lord Robilar, are 
forging an empire with aid from native folk 

DM‘s Notes: Adventures suggest themselves easily for Perrenlandet mercenaries. The 



Highfolk will be preoccupied with Iuz and his humanoids for years to come. The chaotic 
political situation in Verbobonc would make an interesting background to an adventure 
there; dealing with the new viscount could be startlu~g. as he has no sense of protocol or 
etiquette and can be outspoken, though he also seems 
Verbobonc’s situation. 

are left as unknown quantities, to be worked into an ongoing campaim as the DM likes. 
Use of WGR3 R q  the Trairor is recommended, 
reasons as to why Rary turned against the Circle, I 

within the D M s  campaign. Rary may have turned 
with an evil artifact, or he may be possessed by fie 
and so on. He mav wish to attack the Circle of Einht. tne LIN or CTfevnawK. me m c n v  

Involvements with the Circle of Eight are detailed LCL uLu VYVh A.ay 

ucean. anips rrom Leu ana ELcoir now reporceaiy cnuse me i e n p  ma Dreaam 01 mnis 
sea, exploring the many islands there and establishing communication with a group of 
old cities and kingdoms on the far western shores of the ocean. Some ships are said to 

r- ---... 
condition has remained a mystery. 

The discovery in 577 CY of the legendary Passage of Slerotin, which runs from the 
Yeomanry to the Sea of Dust through the Crystalmists, has led to the establishment of 
an adventurers’ town in the Yeomanry called Dark Gate. Many wizards, sages, and 
treasure hunters are collecting here, hoping to explore the caverns leading out of this 
tunnel passage as well as the lost Suloise cities beyond, gaining knowledge and magic. 
One ruined Suloise city, Zinbyle, lies not far from the southwestern end of the Passage 
in the Sea of Dust, and is currently being investigated. However, some parties have 
vanished in the Passage, and NIILOCS of a subterranean war involving albino dwarves 
have begun to circulate. (A demo Uniting War has probably started, threatening many 
underground communities such as those of the drow and mind flayers. Many raiders 
and refugees are about, and “UnderOerth” is now extremely dangerous.) 

Ships from resource-hungry lands of the eastern Flanaess are stnking out in search 
of trading partners, hoping to rebuild from the wars. The Sea Barons and the east 
coast city-states of Re1 Astca, Ountsy, and Roland are now exploring the mini- 
continent of Hepmonaland, returning with fantastic tales and riches. (Many fall prey 
to disease, pirates, monsters, and privateers from the Scarlet Brotherhood and Lordship 
of the Isles, however.) Several major kingdoms full of new peoples are said to lie in 
this tropical land, some rumored to be at war with the slave-taking Brotherhood. 

In Marner, capital of Ratik, a lone long ship sailed into port in late 590 CY. The 
pale barbarians aboard the ship spoke a dialect of the Cold Tongue and claimed to be 
from a distmt northeastern ialmd rdlrd Firplmd. T h m  r9me with four other ships in 
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1 of Urnst, or some other state or power. 

The World Beyond the Fhaess  I 
, A grand period of exploration beyond the Flanaess is beginning, fed by many needs in 
? the wake of the wars and struggles that have spanned the region. 
4 
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With the decline in trade from the east because of the Greyhawk Wars and Iuz’s 
continued grip on the north, the Baklunish states look westward across the Dramidj 

’ have gone farther west to search for new realms beyond. Overland traders have crossed 
the Dry Steppes and met many new peoples and kingdoms on the way and on the far 
side, some of the latter being the same folk contacted by Baklunish ships. Stories have 
long been told of a vast empire of great antiquity beyond a distant range of mountains 
far to the west. The Baklunish knew of this kingdom before the Greyhawk Wars, but 
had little trade there before now. This situation seems ready to change. 

Empire have been rediscovered. The locations of most cities were well known from 
As a side effect of all this, a number of ancient city and town ruins of the Baklunish 

h e  Thillonrian Peninsula 
here centuries ago; the 
sh to establish further 
them. The glaciated land is 
Id for its volcanoes, visible 
es a t  night as red fountains 

Flanaess are headmg south 
e Amedio Jungle, though 
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search of help for an undisclosed problem 
facing their people; their other long ships 
were sunk by sea monsters or Ice 
Barbarian raiders. The aged explorer 
Korund of Ratik can supply maps and 
some information to anyone wishing to 
return to Fireland with these barbarians, 
but he is too infirm to travel and is 
growing senile as well. Frost Barbarians 
believe “Firelanders” are descended from 
sailors from I 
who settled t 
barbarians wi 
contact with 
called Firelar 
for many mil 
in the sea 

Few in the 
to explore tht 
some minor expeoicions co ENS Lana nave 
returned to confirm old tales about it or 
add new legends. Ships from the Scarlet 
Brotherhood and local pirates make aavel 
to the Amedio very dangerous, as if the 
jungle itself were not dangerous enough. 
Ancient ruins are scattered across this 
region, filled with wealth (it is said) and 
dreadful things. 

In addition, voyages across the Solnor 
Ocean by the Sea Barons, and trips 
northward from Perrenland to Blackmoor 
and the Land of Black Ice still take place. 
Even old ruins close to home are being 
reinvestigated in search of new wealth and 
an end to potential threats and dangers. 
(Even Castle Greyhawk has seen renewed 
interest of late.) 

It is an exciting time to be alive in the 
Flanaess. The wars have subsided and 
exploration has begun anew. Attempts to 
reach marvelous, faraway realms also offer 
many awful ways for adventurers to 
perish on the trips. Those who survive 
and conquer will win fame, wealth, and 
influence such as few have ever known 
before. Courage, wit, and daring are 
essential to victory in every case. 
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Following is a description of the standard 
calendar. It is ;.p..t..t to note that the 
Common Year calendar docs not have a “zero 
year.” As a result, calculating the time h has 
passed since an event prior to the f+ of 
the Great Kingdom is tricky. For example, an 
event in the year -100 CY twk place 690, not 
691, yean before 591 CY. Most histotians of 
the Flanacss use other daung systems when 
talking about ancient histoy. 

year is 1235 OR in the Omdian Record 
calendar, 6106 9) in the Suloise Dating 
system of the old &el Imperium, 5053 oc in 
the olvm calendar, 3250 BH of the 
Baklmkh Hegira calendar, and 2741 FT in 
Flan Tracking. 

The standard week ofseven days (based on 
ancient Flan reckoning) is as follows: 

The game campaign year is 591 CY. This 

Starday Work 

Sunday Work 

Moonday Work 

Godsday Worship 

Waterday Work 

Earthday Work 

Freeday Rest 

A month lasts 28 days, divided into fnx 
weeks of seven days each A year is divided 
into twelve months, and is finther divided into 
four groups of three months each, each group 
separated by a week-long f d d ,  for a total of 
364 days. The Daenmonth and the f m  
festivals (in Rata) follow: 
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COMMON SI 
Needfit M 
Fireseek v 
Readying SI 
Coldeven SI 

Plannng L 
Flocktime L 
Wealsun L 

Reaping F 
Goodmonth E 
Harvester F 

Patchwall A 
Ready’reat A 
Sunsebb P 

e: new moon D 

-l 

RiC& M 

Bmvfisf 

Annum EV 
For campaigns i 
starting time is I 
to play through 
through the Ion! 
new year. Thou) 
adventurers mig 
usually immune 
hurricanes sweq 
find themselves 
hampering their 
offices are close< 

This section bnLuUrcJ UIC mqw a u u u  C V C I ~ U  curmnuniy recopuea in me wormun 
of Greyhawk, focusing on the four festival weeks. Each religion has its own holy days in 
addition to this list, but with so many deities and different practices (not to mention 
regional and cultural variations within the worship of any particular deity), it is 
impossible to list all of the days considered even moderately important. In addition, each 
city and town celebrates its own secular holidays, most of them of minor importance 
elsewhere. Only the most significant religious days are given here. Certain days of 
importance to the government of the City of Greyhawk are given as weU 

-- ---- . --,- 



Needfest 
This frigid seven-day period marks the transition from one calendar year to another, and 
is usually accounted as the start of the new year. Merchants typically complete their 
annual bookkeeping during Sunsebb, just prior to this week, figuring the taxes they owe 
for the year past as soon as spring comes (Growfest). Some guildmembers labor in their 
halls and shops, producing new goods of wood, cloth, and metal to sell in the coming 
year. All such work ceases during Needfest 
All seven days of Needfest are public holidays in Greyhawk; this is a time to celebrate 

life when the weather is most miserable. Food stored away after harvest is brought out 
for grand dinners and all entertainment establishments are full to bursting. Each noble of 
Greyhawk invites his vassals and servants to dinner one night during &IS week, and 
charitable gifts of food and drmk are common at such parties. The news and gossip of 
the year is reviewed and rehashed, and plans are laid for the coming year. Overindulgence 
and merrymaking are the rule. Some middle-class and noble citizens have a tradition of 
decorating their homes with yellow candles, boughs of evergreen branches (symbolizing 
the triumph of life through hard times), and even magical lights and ornaments. Daytime 
displays of harmless illusion/phantasm spells are held at the High and Low Markets in 
the Free City, drawing many spectators. 

Needfest is not a religious celebration per se, but local religions take note of it 
nonetheless. Special services are held at many churches and temples, complete with 
singing, music, sermons, and feasts to which the priests and their helpers invite all 
parishioners. The religions of Rao, Pelor, and St Cuthbert banded together after the 
Greyhawk Wars to feed the refugees that flooded the city; this began a new practice that 
seems to have caught on. O n  Godsday (the 4th of Needfest), hundreds of small loaves of 
bread are distributed from booths at the Low Market to needy citizens from the Old 
City, who stand in a long line along the Processional from the Black Gate to get this 
bounty. The booths are operated by minor priests of the three religions involved, with 
the stoutly atmed faithful of St Cuthbert providing security and ensuring that everyone 
behaves. A smaller but similar event is held below Wharfgate for the destitute residents 
of Shack Town. 

The clergies of Heironeous, Pholtus, and Trithereon do not participate, but they 
attempt to perform good deeds (or lawful deeds, for the former two) each day during 
this week. However, the great rivalries between the clergies of Pholtus and Trithereon, 
and between those of S t  Cuthbert and Pholtus, provide unintended and lively antics for 
Greyhawk's citizens to view, as the clerics of these faiths argue with each other and even 
fall to blows if their "good deeds" conflict in any possible way. Regrembly, Greyhawk's 
citizens often cheer on such fights and make bets on the outcome. 

The evening of Needfest Godsday is also known as Midwinter Night. On this night, 
Needfest 4th, only aquamarine Celene is visible in the sky, as Luna is new. For this reason, 
Midwinter Night is also called Handmaiden's Glory or the Dim Night This is a holy 
night for priests of Celesrian, who conduct all-night services of moonwatching and 
stargazing on the grounds around the Grey College Observatory. Magical adjusrments to 
the weather are sometimes made to ensure good viewing, though the temperature is always 
left cold enough to prevent widespread melting of snow and thus flooding. This tinkering 
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Mayor and the Directing Oligarchy, 
wearing dunce's caps and straitjackets, 
troop into the Old City in a ragged l i e ,  
heading down alleys and streets through 
the Slum and %eves' Quarters. They 
stop to hear the words of simpletons and 
idiots along the way, listening sagely as 
crowds jeer and cheer them on. It is 
generally understood that any attack on 
these gentlemen will be swiftly detected 
and repulsed by the many thieves who are 
guildmembers in the city, who are thick in 
the cmwds but nondescript in appearance. 
The much feared Guild of Assassins is also 
said to be out in force on this night, 
providing an extra level of security. 

This invisible protection was breached 
only once in recent years, in 589 CY when a 
beggar attempted to assassinate Nerof 
Gasgal with a poisoned needle. Catmen 
Halmaster, a Director from Greyhawk's 
Union of Merchants and Traders (and 
secretly a member of the Thieves' Guild) 
was struck instead. The assassin was swiftly 
pinned down and taken away: no word of 
his fate was ever released Halmaster, who 
appeared to be dying, was healed on the 
spot by a cleric who was traveling with the 
Director's silent bodyguards just in case his 
services were needed To his credit, the pale 
and shaken Halmaster insisted on 
continuing in the parade with aid from 
other Directors, to the thunderous approval 
of the crowd, though he seemed to have 
great trouble walking. 

Fools, madness reigns. Thieves secretly 
leave small bags of coins (always copper) 
for former victims and the poor to find 
Warriors beg children to save them from 
unseen monsters. Rangers claim to be lost, 
and paladins loudly challenge puppets to 
single combat Judges and senior officials 
in the Coum of Justice are stood on the 
docks and tried by lowly clerks and 
messengers for absurd crimes, a f b t  which 
they are (briefly) jailed The sages and 
tutors of Grey College, the University of 
Magical AKS, and other schools sit in the 
audience as their most inexperienced 
students happily regale them with 
nonsense. Even the clergy of churches and 
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Elsewhere in the city during the Feast of 

40 



THE CALENDAR 

temples take part in this event, though the 
actual rites vary according to the religion 
practiced. Priests of Rao are addressed by 
fools and maniacs. Clerics of Heimneous 
listen to tales of heroism and sacrifice told 
by known liars and cowards. Members of 
the Order of St. Cuthbert listen to any 
religious advice offered by those of other 
faiths and appear completely won over, 
smacking themselves on the forehead for 
having been so misguided before. 

All of this silliness is overseen by T h e  
Fool, the most talented bard or jester in 
the city, who gains t h i s  very honorable 
appointment by vote of the Directing 
Oligarchy. For the seven hours of the 
Feast, The Fool is lord of the city. 
Whatever The Fool orders is done, though 
these directives (&e everything else that 
goes on in the city at this time) must be 
governed by a carefully designed logic of 
paradox. Nothing that threatens the 
security of Greyhawk, injures any citizen, 
destroys property, involves physical 
violence, and so on is allowed. The Feast 
of Fools is meant to be completely in fun, 
with no later regrets: even The Fool must 
be careful not to do something dangerous 
or stupid A "stupid" act in this case is 
anything that might offend someone so 
much that The Fool will be very sorry 
about it later. (Angering the Lord Mayor 
is considered "very s t u p i y  angering 
Glodteddi Bakkanin, the Inspector of 
Taxes, or Vesparian Lafanel, rumored to 
be the Guildmaster of Assassins, is plamly 
the act of a genuine madman.) 

take part in the evening's wild events, 
acting precisely the opposite of their 
normal behavior. Brightly colored and 
bizarre clothing is the norm, the crazier 
the better. The stones of mock 
"adventures" and lunacy that go on during 
h s  time are enjoyed for years to come. 
The birth rate soars around Brewfest of 
the next year. To refuse to participate in 
the fun is a serious breach of etiquette, and 
anyone who shows a lack of humor on the 
topic immediately draws the attention of 
a l l  nearby merrymakers, who mercilessly 
hound the spoilsport with practical jokes 
and snide comments long afier Needfest is 

All citizens of Greyhawk are expected to 
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Needfest 

are allowed some leeway in participating, but even they are expected to 
silliness in harmless ways. (A smile and a goofy costume go a long way.) 

3f Olidammara, who encourage revelry with music and song; druids, 
ise of humor about even pretending to dislike nature or balance, and 
ity for the evening: and the Guild of Assassins. Assassins simply stay 

'oups are said to act as they always do during the Feast of Fools: the s . y  
1. 

* d  
. .  . 

&guise themselves as other people, usually foreigners or beggars, and 
T o n e  else around them - unless a situation develops requiring their 

to the holiday spirit of Needfest is required of the Lord Mayor and . .  ..L-- - - L -  , - - I ,  &L.:.c.~-- t .~~ ~~ -1 .I ,  ~ . .  L. I Directing Oligatuiy, wno nom meir nrsc quarterly merung mm u roreign amoassaaors 
to the city at the Lord Mayor's Palace in High Quarter on Needfest 1st. This directors- 
and-diplomats meeting might continue for days if many important matters are being 
covered or a city emergency arises. These meetings can be tense affairs, though usually all 
present try to restrain themselves and discuss their concerns in a civilized manner. The 
Lord Mayor meets privately with the Directors after the ambassadors depart. The 
Oligarchy normally meets on every Starday during the year to address business relevant 
only to themselves, the City, and the Domain. Some ambassadors meet with the 
Directors more often (even monthly), particularly those from the Umst states, Nyrond, 
Furyondy, and Veluna 

Needfest 4th is also the day when the yearly Grand Administrative Council is held 



The Lord Mayor and the Directing Oligarchy fortify themselves for a long meeting at 
the Lord Mayor's Palace with the nearly two dozen petty nobles created (for tax 
purposes) by Glodreddi Bakkanin beginning back in 584 CY. Only the dinner held after 
the meeting brings the Directors any relief from the boredom and irritation of listening 
to the reports and requests of these self-important minor nobles who have little real 
political power. 

Needfest's spirit of festiveness was spoiled in 585 CY by a drunken brawl in Shack 
Town, in which a mob of jobless, angry Greyhawkers was incited to attack poor Tenha 
refugees. Thitty-two died, all of them Tenha; many more were injured on both sides. 
Some of the social damage was repaired by the good-natured churches of Greyhawk; 
Nerof Gasgal, the Lord Mayor, later arranged for many homeless Tenha to be resettled 
in the Domain on their own farms. Needfest has rarely been celebrated right outside 
Greyhawk's city walls, but along the riverfront and in Shack Town, it has passed with 
little notice since that dreadful year. Only the bread distribution below Wharfgate, . .. .. . .  - . .  . .  . - -. 

. ~- =... - ~ ~ D ,  ... , , ~ ~ ~ ~ ~ ~  ~~~~ ~~~~ ~- 
rt, but with their own peculiar customs. Rhennee in the city during the 
s usually pretend to live in the city as normal citizens, addressing everyone 
nd incorrect) names with friendly smiles. 
of Fireseek, immediately following Needfest, the first quamerly Grand 

reyhawk Guilds meets at "City Hall," which is the nickname given to the 
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or else send deputies in their place Lf they absolutely cannot be there. 
t Elmshire holds the whole week of Needfest as a public holiday as weU, celebrating very much 

as Greyhawk does with feasting, &inking, dancing, &giving, decorating, and revelry - though 
1 withmt the Feast of Fools. EM;e, almost completely made up of extended families with huge 
' burrow-home farms, has no impoverished or homeless populaaon to spe& of, but thow families - less well off than others are provided for by neighbors. 

Hardby marks the occasion with music, cheer, bright magical lights, the excessive 
mnn,mn&nn af ~n;<t.-A A v i n k  i.nA ehhr t w m l  - ' & m w d  fkfiohrc herween riilnr. An& 

conducted by well-nrntected clemv on bodsdav. marks the occasion. I he Khennee alone 
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workers, soldiers, and anyone who wants to join in. The Gynarch appears in public on 
Freeday at noon to walk through the town, followed by her family, servants, and guards. 
She is not present to be made fun of, however, as some visiting Greyhawkers have 
discovered to their great sorrow. She talks to townsfolk inspects units of Mountaineer 
Militia and Hardby Marines from Greyhawk, confers with priests and foreign merchants, 
and grants 10 petitions chosen from the many submitted to her earlier in the week by 
townsfok or soldiers. The militiamen and marines who once regarded her as a powerless 
figurehead now cheer her appearance as loudly as any townspetson, and have started to 
respect and listen to her in ways that would alarm the Directing Oligarchy in Greyhawk, 
which most certainly meant to put her under their thumb. 

Narwell sees much singing, dancing, and dr;lk;ng during Needfest, but without the 
glitter seen elsewhere. The good cheer is often forced because the townsfolk do not trust 
one another, and food and drink are not shared The major local event IS the Frostbite 
Run on Freeday, in which contestants clad only in loincloths and boots race around the 
town walls three times, cheered on by screaming, maniacal citizens. The winner gets a 
small kettle of gold coins. Gambling and cheap ale are the order of the day throughout the 
city on d u s  Freeday, with violence and murder often the result By this time of winter, 
everyone has cabin fever and can't wait for caravan traffic to star t  in the spring. 

Safeton has little celebration of Needfest. The week is not taken as a holiday, and few 
decorations or smiles are seen. Family gatherings and church meetings are held on some 
evenings, but these are rare. Drinking is heavier than usual here during Needfest, though it 
is always heavy. People often gaze southward with grim expressions, clearly thinking about 
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Symbol of Celestian 
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Symbol of St. Cuthbert 

Growfest 
Growfest is not considered a week-long 
public holiday in Greyhawk, though it is 
regarded as a time of good cheer with the 
full arrival of spring. The weather is usually 
blustery, with cool sunny days alternating 
with heavy rain. Merchant activity is high, 
as the first caravans of the year set out at 
this time on the first day of good weather, 
providing the roads are in a fair state. 

all foreign diplomats to the City of 
Greyhawk and the Lord Mayor and 
Directing Oligarchy takes place on 
Growfest Ist, at the Lord Mayor‘s Palace 
in High Quarter. See mention of this 
meeting under “Needfest” for M e r  
details. The atmosphere is usually better 
than during Needfest with the 
improvement in the weather. 

Growfest 4th, Godsday, is St Cuthbert’s 
Day, the largest annual festival celebrated by 
those of his faith. At dawn, local wonhipm 
(of whom there are many) and pilgrims 
from foreign lands assemble outside the city 
walls at the Highway Gate, at the southem 
end of the city. They then enter the city and 
march north along the Processional, 
chanting and singing. while their children 
run alongside in great excitement and strike 
them with green switches. This is called 
“the cleansing;” the kids seem to love i t  
Other children are not supposed to join in, 
but sometimes do anyway. Catcalls from 
unbelievers are stoically tolerated, but not 
rotten fruit (anyone caught throwing 
produce faces the beating of his life). 

The second seasonal conference between 

The line of marchers eventually arrives 
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at the High Market and tums left, heading down C 
Saint Cuthbert. After a service in which a magical c 
Mace of St Cuthbert is brought out, a huge feast i: 
dusk. A huge bonfire is lit outside at sundown and 
clerics carefdly watching to make sure the fire does 
can remove curses from penitent followers. No one 
festival, given the church’s great local power and m 

One other religious event during Growfest is worth 
imprtance over the years, particularly since the Grey} 
Edoira, which commemorates a religious d e r  of an 
argumentative sects of Rao in Greyhawk and establish 
guidelines by which people of good alignment could 1 

Many good-aligned churches and temples in this re@ 
never gained divine status. Celebrations varied from d 
held on Godsday (primarily involving the clergies off 
were usually more festive than solemn. The clergies of 
service on Godsday during Growfest, and they occask 
Mayaheine to join them. This has been difficult of la1 

The highlight of Growfest for the rest of the popu 
Growfest 7th. This event is the Despoaium of Magic 
allowed as thousands of residents pour northward up 
taking up places around (but not on) the hill on whic 
applause, the Master of Ceremonies of the Guild of 1 
Gil Spareaow) comes out of the citadel and presents 
which goes on until midnight The contestants are ne. 
not native to the city or have not yet joined the Guild 
grouped into five teams of three members ea& One i 
the most magdcent display of illusion/phantasm m 
minutes. The displays, made up of any number of spe 
cannot cause harm to any creature or to the citadel, h 
detailed, and lifelike as possible. 

Each performance in the Despodum of Magic w 
upon the Grand Citadel by various humanoids and I 
spellcasters within the Citadel itself. This motif is b: 
made on the city by a humanoid m y ,  backed by sp 
assault was dnven off with the clever use of illusions 
contestants can elaborate on this basic theme to incli 
were not a pact of the actual event, making the attacl 
defenders as heroic as possible. 

The performances are judged by Kieren Jalucian, 
of Wizardry; Jallarzi Sallavarian, a local wizard kno 

for victory is 500 gp per winning team member, plus training for the next experience 
level at 
winners 

barrd, an( onsumed by the audience during the displays. A hot meal is 
prepared i hand Citadel when the Despodum ends. Most people 
attending tired when they go to work the next day. 

Immediacay rouowmg wowfest, on the 1st of Planting, all guilds in the City of 
Greyhawk must present their membmhip lists at the High Quartet home of Gloreddi 
Bakkanin, the Inspector of Taxes, by high noon. The roll of recognized guildmembers is 
read aloud that afternoon by a team of scribes at “City Hall” (the Lord Mayor’s Palace), 

Eight; and Tomentz Hebvard, the President of Grei ~ ~ ~ ~~ ~ ~ , ~~~~~~e~ ~~~~ ~~ _ _  

f Wizardry. Admission to the guild is offered to the 

Food venaors make a m g  on hot chestnuts, mast squirrel, mulled wine, ale by the 

half-price from the Guild 01 
I for free. 
I .  4 *.<<. 

1 the like that are c 
for all outside the ( 
this event are dead 
, 1 r 1 1  , r 

iarden Road to the Sacred Temple of 
opy of the artifact known as the 
i held for the faithful from noon to 
kept burning till midnight, with 
i not spread. It is said that this fire 
in his right mind interferes with this 

ilitant attitude. 
I mention, though it has lost 
iawk Wars. This is the Feast of 
dent times. Edoira united several 
led the Edoiran Compact, a set of 
work together in relative b o n y .  
m once revered his memory, though he 
lurch to church, with interfaith services 
b o  and Pelor); secular observances 
‘Rao and Pelor st i l l  have an interfaith 
mally get priests of Heironeous or 
:e, which womes the clerics of Rao. 
lace comes on Freeday evening, 
: Torchlight is the only illumination 
the Processional to the Grand Citadel, 
h the Grand Citadel sits. To great 
Vizardry (currently the half-elf wizard 
the 15 contestants for the Desportium 
arly always illusionists who are either 
! of Wmrcky. The contestants are 
It a time, the groups attempt to cast 
agic possible, in a maximum time of 40 
:ik cast without use of magic devices, 
zt must be as w o n d d ,  striking, 

ies a long-established theme: an attack 
nonsters, repelled by warriors and 
sed on an a d  historical attack 3 

= *  1. 
ellcasters, around the year 43 CY. The 

ude exotic monsters and spells that 
by the city’s defenders. The 

ken look as dreadful and the 
4 4  

the Guildmaster of Greyhawk‘s Guild 
wn to be a member of the Circle of 
rhawk‘s Societv of Magi. T h r  reward 



then posted on a board outside for all to 
read If a roll arrives late, the guild is 
declared to have no members and be 
officially disbanded - unless a sizeable Qe 
(plus, it is said, a huge bribe) accompanies 
the errant document when it reaches the 
Inspector of Taxes. No &d is reported to 
have missed this deadline in a decade, some 
even w i n g  over their membership lists as 
early as the-end of Needfest Slow~acting 
pldmasters often panic if they haven’t 
completed their membership lists, leading to 
a flurry of crazed activity in some areas 
during Growfest 
Also on the 1st of Planting, the second 

quarterly Grand Council of Greyhawk 
Guilds meets at the Lord Mayor’s Palace. 
Details appear under “Needfest” 

Elmshire is the only outlying town to 
celebrate Growfest as a public holiday. 
Planting competitions, foot races, 
weddings, ale judging huge feasts, and so 
forth are commonly held. Safeton and 
Hardby prepare their docks, streets, and 
businesses for the coming stream of cogs, 
caravels, and other ships from foreign 
ports. Only one church in Safeton s t i l l  
celebrates the Feast of Edoira, which was 
only a decade earlier a major town event: 
no church in Narwell or Hardby s t i l l  does 
this, though townsfolk generally remember 
who Edoira was. The halflings of Elmshire 
aren’t fanuliar with Edoira at  all. 

Safeton conducts military drills in 
expectation of border raids from the 
Orcish Empire, which may already be 
taking place just to the west. Narwell 
prepares itself for a stream of caravan 
traffic and marching soldiers from the 
Greyhawk Militia on patrol. Some in 
Narwell also prepare to leave town and 
begin a bit of banditry in the counctyside. 

Richfest 
The hot, breezy week of Richfest is not 
observed in full as a public holiday in 
Greyhawk. The third quarterly diplomats- 
and-directors meeting takes place on 
Starday, Richfest 1st  Details are much the 
same as described under “Needfest” 

Midsummer Day (Richfest 4th) is the 
only real holiday, when the city doses 
shoD to celebrate the heioht of summer 

c 

and give thanks to the appropriate gods for good fortune. All but the most essential 
personnel (soldiers, the Watch, and so forth) are free from their obligations. As this is 
also Godsday and most people attend a worship service at  some point during the day, the 
work-free directive primarily affects workers in the local entertainment industry and 
those government and religious workers of a general nature, such as messengers, clerks, 
and cooks. Priests are “on duty” aU the time, but nonessential clerics may get the day off. 
Most shops and both city markets are closed on Midsummer Day by long tradition, and 
entertainment activities like gambling, the theater, and gladiatorial events are prohibited. 

Midsummer Day is called the Holy Day of Pelor. Pelor - master of the sun, light, 
and healing - is beloved of many of Greyhawk’s populace, and this day sees the largest 
religious festival held in the Free City in Pelois honor. Every priest of Pelor around 
assists in preparing for the event. The public is invited to the grounds of the Temple of 
Pelor in the Garden Quarter, and the mass of worshipers fills the open space from the 
Millstream on the east to the Nobles’ Wall on the south, and spreads westward to the 
Path of the Sun, the road between Pelor’s Temple and the Grand Theatre nearby. The 
service lasts from dawn to noon, and the weather is usually altered by the priests just 
enough to let the s u n  shine for most of this time. 

In the afternoon, a huge feast is prepared and served free to all comers. “A starving 
man is not a wise one,” the priests say as they hand out cups of soup, mugs of fresh 
water, and loaves of bread to all. “The sun gives freely, and we do as well.” After the 
feast, the priests, clad in yellow and gold, lead a festive parade down the Processional to 
the Old City, where they spread out in small groups and administer healing spells, food, 
and comfott to all who ask for it. Children are given special attention; if any require 
greater care than can be given on the spot, they are carried back to the Temple of Pelor 
and given treatment there, free of charge. 

One effect of this benevolence is that many members of the Guild of Thieves, the 
Guild of Assassins, and the Beggars’ Union who were raised in the Free City remember 
being helped by priests of Pelor, and the temple and clergy have come under the 
protection of these three groups. Anyone who harms or steals from a priest of Pelor is 
hunted ruthlessly and subjected to a homfjmg fate. The priests of Pelor have no clue at 
all that this occurs. 

If Pelor’s priests have any fault, it is that they have a very cynical attitude about the 
city’s nobles and much of the middle class, recognizing that most people will not give 
charity until shamed into it. The priests have become quite skdled at creating tear-jerking 
situations at a moment’s notice when they recognize an incident that they can exploit - 
for example, carrying diseased, maimed, or dying children from the Old City along the 
Processional to the temple of Pelor, in full view of all passersby. Onlookers are 
simultaneously approached by minor clerics who bee for donations to defrav the costs of 

I 

Symbols of Pelor and Beory 

44 



THE CALENDAR 

healing these innocents. Priests exhort all 
folk they see to give, give, and give again: 
“To give twice is to be twice blessed! To 
give thrice is to be thrice blessed! Give!” 
Miserly citizens complain that they are 
coerced into donating all their camed 
wealth by unseen figures who stand behind 
them and softly murmur encouragement 
such as, “Give the nice lady your money, 
or I’ll cut out your heart and you can give 
her that” Few believe this really happens. 

The evening of Richfest 4th is, of 
course, Midsummer Night. Both moons, 
Luna and Celene, are full, and a night-long 
holy vigil by the Celestians and their flock 
takes place on the grounds around the 
Grey College Observatory. The height of 
rhe service comes when Celene eclipses 
Luna at midnight This is a portentous 
evening, and sometimes astronomical 
phenomena are witnessed that hint at 
future events, both good and ill. 

Midsummer Night is holy also to 
druids of Beory, Obad-Hi, and other 
gods, who consider this night the most 
sacred of all. All quarrels between the 
various cults are set aside, and the leaders 
of the local druidic circles join in a 
celebration of Oerth and the Great 
Balance they serve. This is the best night 
of all for druids to collect mistletoe, with 
which they cast their spells, and many 
lower-level druids head west and south 
from Greyhawk early in the week to be 
prepared to enter the Gnarley Forest and 
gather the needed plants with special 
sickles and bowls. 

This is also the night on which the 
greatest number of werewolves are out 
hunting everywhere on Oerth, as the 
combined effect of the two moons makes 
it nearly impossible for any lycanthrope to 
avoid were-change. Evil-natured 
lycanthropes have been known to go 
temporarily mad at this time and are 
especially dangerous. 

two days after Midsummer Day, Richfest 
5th and 6th These are the a d  Days, for 
which the artisan gdds  of the Free City have 
prepared for many months. Public +lays 
of aaftmanship are placed in the High 
Market, and the quaLty of these goods - 

A sort of “working holiday” occurs on the 
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Richfest 
s ’ y  1. 

i, fine fumiture, glassware, armor, weapons, 
is widely acknowledged to be among the best 
d y  guarded, and it is thought by many that 
tion money to keep the collections safe even 
awk steals time from their regular work to 
>Id City make the trek north ro cake a glance. 
.e to browse and marvel at these works IS 

4 
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jewelry, rugs, clodung (lots of it), furs, sculptum 
tools, wagons, cam, leather goods, and more - 
seen in the whole Flanaess. The +lays are heax 
the Guild of Thieves is paid considerable prom 
at night Virtually everyone in the City of Greyh 
walk through these exhibia; even beggars from ( 
Guild Days are not public holidays, but the des; 
ovefpowering. T h e  Directing Oligarchy opens eam aay or me crart raw, ana me mra N U ~ C  
Nerof Gasgal makes powerful speeches pointing out that the Guild Days show to the world 
the exact reason why Greyhawk is the economic and mercantile powerhouse it is these days. 

Bids may be placed by onlookers for many items, and the highest bids at the end of 
Guild Days win. Hundreds of visitors enter Greyhawk to view and bid on these marvelous 
items, the wealthy worthies coming from towns and lords’ manors in the Domain of 
Greyhawk, and from surrounding realms, particularly Dyvers, Veluna, Verbabonc, 
Fucyondy, and the Umst states. Rare travelers from Celene, the Ulek states, Keoland, or 
impoverished Nyrond are sometimes seen, and a handful of merchants and nobles from the 
United Kingdom of Ahlissa make the ioumev and are uleased to do so. Inns and taverns in 

Y 

New City are filled to capacity. 



The d ctsplays are also judged in a 
series of great compeations. The master of 
each crafts’ guild judges the work of his or 
her guildmembers, assisted by one to four 
senior guildmembers chosen by lot, who 
cannot enter the competition but can 
display and sell their works. Competition 
categories are usually broken down by the 
type of item crafted (for example, the 
master of the Guild of Leatherworkers and 

during Guild Days they buy space in the Lo 
finest livestock and vegetables. In recent yea 
Guild of Butchers have joined the farmers, a 
prepared meats (kept fresh with the use of a 
judged in tents lining the Low Market, with 
cleric of Zilchus from the Duchy of Umst d 
orgy of professional productivity.” 

Costumed jesters, bards, animal tamers, for 
street vendors, pickpockets, urchins, spies fior 
during Guild Days. Thts gives the city the car ” r -I f l ~ ’ , , l - ~ ~  - ‘ l l . ~ - ~ .  

saddles, gloves, leather annor, and so on). 
The creator of the single finest work in each 
crafts ategory wins the greatly coveted 
Medal of Zag~g, a stunning achievement 
that wins accolades from all. This h e a u a  

’ gold medal (worth 10 gp) with blue and red 
ribbons assures the owner who displays it in 
his shop of higher prices and greater sales 
for years ahead 

Several startling competitions have been 
introduced over the years, particularly by 
service &ds eager to gain the recognition 
long enjoyed by crafts guilds. Thus, one sees 
amazing contests sponsored by the Union 
of Dockers and Whatfinq the Laborers’ 
Union; the Guild of Lawyers, Scribes, and 
Accountants: and the Guild of Barbers and 
Dentists. The dockers and laborers perform 
feats of strength, lifting or hauling 
enormous weights, sometimes while moving 
through a complex maze. Lawyers and 
scribes engage in contests to speak or mite 
the most rapidly, often in languages other 
than Common (such as the Ancient Sdoise 
used by this guild for its documents). The 
Zagig Medal for the Guild of Barbers and 
Dentists is awarded to the person who 
passes a two-stage competition. First, 
commtitors must extract bad teeth from 
volunteers with actual tooth problems, 
performing as many operations as possible 
in 30 minutes. Volunteers are paid 10 sp 
for their services, hut most are wise enough 
to get slightly dnmk beforehand to kill the 
pain. Second the competitors must .. . . 

However, bribery, sabotage: blackmail, theft, 
the scenes, as some guildmembers and farmers a 
any cost Heads sti l l  shake over the disgraceful ‘ 
when the prize-winning squash was found to ha 
counterfeits a Medal of &gig earns a sentence e 
coinage: maiming, imprisonment, hard labor, fu 
though they are careful to display their “ m e w  
Greyhawk itself. 

Right after Rdfest, on Reaping 1st the thi~ 
Guilds meets at the Lord Mayor‘s Palace. Detai 

Richfest is a full public holiday in Elmshire, 1 

merrymakvlg common to the community. Richl 
holiday. On this day, all the religious leaders in 
dawn to dusk, with many breaks for food and n 
are held on Richfest 7th. 

M i b e t  Day is Foundation Day in Nm 
(centwies ago at an artesian well) includes a to* 
soldiers. Formerly the town baron’s troops (whc 
the marching. The town standard is carried wid. 
&A &rpc nwtA.LL F ,  rpl-o \I-, 

larket and hold competitions for the 
ie Guild of Bakers and Cooks and the 
I startling array of baked goods and 
I minor cooling spells) are displayed and 
ing and butchering contests as well. A 
ibed Guild Days as “an overwhelming 

mer Giles’ squash” incident of 581 CY, 
een magically enlarged. Anyone who 
L to regular counterfeiting of Greyhawk 
md so on. Still, some try it anyway, 
ly in foreign cities and never in 
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few 
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nid-like atmosphere it sees during Needfest 
or mewresc, mouen m a  ways SUI reram a strongly professional and mercantile character. 

and worse are known to take place behind 
re determined to win a Medal of Zagg at 
‘Fan 
ve b 

ies, i 
on 
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dqlmerlyGran‘,- .‘ *,- ‘ ‘ 
Is appear under “ 
with all the usual 
fest 4th, Godsdy 
Elmshire have jo 
iusic between. A hshmg contest and flsh hy 

reU This celebration of the town’s founding 
m-wide parade by Greyhawk Militia 
> doubled as brigands in the old days) did 
I the troops, but this event is not popular 

L..c_., r-.Lcu*ruq ”... I .-.<ell‘s standard includes various tokens den 
from Gnarley Forest and Welkwood elves slain in past battles with the town guards or local 
highwaymen. Foundation Day is fairly riotous, with plenty of dr1nkin5 fighting, and music, 
hut with an unpleasant xenophobic edge directed at everyone whose ancestors were not 
from Narwell. 

Dark Night 
Both moons of Oerth are new on the night of Goodmonth 1 l th  (always a Godsday), 
which earns this evening various tides such as the Dark Night, Black Night, or S 
Night. More stars can he seen on this one evening than on any other night of th 
This is, of course, a holy night for followers of Celestian, with long astrological 
ceremonies, learned speeches, and debates around the Grey College Observatory’s 
grounds. Happily, lycanthrope activity is at its lowest for the year on this night. 

are uneasy a t  the absence of the moons and take it as a bad omen. All-night bonfires are 
commonly maintained by peasant farmers and herders, particularly in the towns of 

ll and in small villages across the Domain of Greyhawk. In addition, 
$oris see this night as perfect for raiding local civilized settlements, 
i military alerts. Criminal activity increases as well: several gods who 
ier underhanded deeds take this night as holy as well, but require 
dertake special missions this evening to prove their skill and 
main evil cults hold this night as very unholy and perform 
s, and vile rites at this time. 

However, this pleasant regard for the evening is not shared by most other people, who 

‘tar 
e year. 
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Brewfest 
Before detailing Brewfest, it must be 
noted that every four years, public 
elections are held for positions on the 
Public Council of Greyhawk. Election 
day i s  on Harvester 28th, the day 
immediately before Brewfest. The 
madness this day generates cannot be 
imagined. The next election year is in 
594 CY, but campaigning has already 
begun in some quarters. 

Only the first and last days of 
Brewfest (Starday and Freeday) are 
public holidays in the City of Greyhawk, 
meaning that no one can be coerced to 
work, and public revelry i s  encouraged by 
the government. However, many citizens 
take this fall celebration of the last 
harvest completely to heart, and public 
intoxication is common - perhaps too 
much so, as even some members of the 
Greyhawk Militia and City Watch have 
been known to perform their duties 
during this time while drunk. 

Brewfest has long been noted for the 
intense beverage competition held in the 
guildhouse of the Greyhawk Guild of 
Ostlers and Brewers the entire week. As 
Greyhawk is a cosmopolitan city with vast 
trade connections, any sort of ale, beer, 
mead, wine, spirit, liqueur, or other 
alcoholic drink made anywhere in the 
Flanaess can be entered into one of 
dozens of categories here, to be judged by 
senior members of the aforenamed guild. 
AU entries are tested by magic for poisons, 
though special categories exist for 
nonlethal drinks whose effects border on 
venomous. The city takes on a circus 
atmosphere and the streets are filled with 
actors, jugglers, acrobats, animal and 
monster trainers (with their best “pets”), 
and grinning adventurers showing off 
their latest trophies. Even Rhennee and 
Shack Towners are welcome. Businesses 
and inns are decorated with corn shocks, 
wheat and barley sheaves, ripe gourds, and 
more, and cups of free ale and cider are 
handed out everywhere. Church services 
on Godsday are usually very short. 

The festival is celebrated in Elmshire, 
Hardby, Nanvell, and Safeton, too, 
though with a different character in each 
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town. In Elmshire, Brewfest i s  a time for cheery f 
is light to moderate. The whole week i s  taken as 
halflings from Greyhawk and elsewhere are free t< 
the celebration, but church services are lively and 

In Hardby, widespread fistfights bordering on 
sailors, and longshoremen are common at this tin 
stockade built each year to hold drunks) is filled 
town is noisy, exciting, colorful, and ignorant of 
that it had much of either to begin with). The to 
night parade; the Starday after i s  an unofficial ho 
work off dreadful hangovers. 

Narwell’s crime rate soars during Brewfest as n 
but caravan traffic is left largely alone by bandits 
celebrate with everyone else. Ale-brewing contest! 
staged nightly, and horse races and athletic feats i 

Safeton’s guards are rotated for a day or two o 
garrison remains on constant alert in case orcs ap 
as violent as in Hardby, but with a dark, nervous, 
and ease of the latter. “Orc hunts” are oken held 
and/or armed citizens roving through town, look 
resembles a humanoid. In the past few years, som 
Brewfest by releasing captured goblins or orcs wii 
must fight for their lives against frenzied mobs. E 
fate here is rare, but not unknown. 

The Lord Mayor and Directing Oligarchy of C 
meetings during this time. The fourth seasonal di 
Brewfest 1st (Starday); see “Needfest” for details 
such meeting, though once in a while a diplomat 
and says something that causes considerable troul 

The fourth and last quarterly Grand Council o 
Patchwall Ist, right after Brewfest. Time and agai 
mistake, as more than one of the guildmasters wo 
depths of a hangover. In 585 CY, Nerof Gasgal fi 
Council to Patchwall 3rd, a Moonday, to everyor 
Directors gather at the Lord Mayor’s Palace. For 

On Patchwall 8th, the second Starday after Bre 
Directing Oligarchy convene the annual Greyhaw 
Lords, established after the Greyhawk Wars (see 
Greyhawk”). Here gather the recognized leaders c 
Narwell, and representatives from smaller commu 
Ford, One Ford, Greysmere, Karakast, the mining 
communities in the Gnarley Forest and northern 
problems with Nerof Gasgal and the other Direa 
when discussion of the Orcish Empire arises. Just 
i s  the presence of the Gynarch of Hardby, who ,-.. ~= Lv E.“’. ~ ~ c I L L  y,l 

the council despite unsubtle attempts to exclude her and deal only with the 
commanders of the Mountaineer Militia and Hardby Marines, who also attend. The 
Gynarch and Nerof Gasgal appear to absolutely hate each other, though they are 
unfailingly polite in public. 

dancing: drinkii 
holiday, and 

. .‘ I . , .  
‘easts, music, and P2 
a resdul, carefree 
D join in. Godsday is m e  neignc of 
often held outdoors. 
full riots involving drunken soldiers, 
le, and “Ale Bay” (a large outdoor 
to overflowing. During Brewfest, the 
all social mores and decorum (not 
wn hits bottom during the Freeday- 
liday, as most townspeople must 

’any drunks are beaten and robbed, 
who likely have come to town to 

3 between dozens of local brewers are 
ire heavily attended by day. 
f liberty during Brewfest, but the 
pear. The holiday atmosphere here is 
, ugly edge that lacks the laughter 
at night, with gangs of drunk 

:ing for anyone who faintly 
eone has spiced things up during 
thin the town walls; the humanoids 
:or a humanoid to escape a gruesome 

keyhawk have two important 
plomats-and-directors meeting i s  on 
. This is usually the most festive 
or director drinks more than i s  wise 
de. 
f Greyhawk Guilds formerly met on 
in, this proved to be a tactical 
buld arrive either drunk or in the 
nally relented and moved the Grand 
le’s relief. The guildmasters and 

bwfest, the Lord Mayor and 

“Politics & Government of 
>f Elmshire, Hardby, Safeton, 
inities like Grossettgronell, Two 
; towns in the Cairn Hills, and other 
Wild Coast, all to talk over their 
:om These meetings can be tense 
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more, see “Needfest,” above. = w q y  
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E CLIMATE 
F GREYHAWK 

The Domain of Greyhawk is particularly 
blessed with regard to weather, a fact 
that has boosted the Free City’s homeless 
population considerably in the Slum and 
Thieves’ Quarters and riverfront areas 
like Shack Town and the new slums of 
Far Bank. War refugees and migrants 
hear from many sources that Greyhawk 
has hard laws but tolerable weather, and 
they willingly risk the former for the 
comfort of the latter. 

Across the Domain of Greyhawk, 
weather effects are much the same, with 
minor variations based on local 
geography. The latter are detailed below. 

Communities near the great Nyr Dyv, 
on the northern side of the Cairn Hills, 
are subject to “lake effects” that cool 
residents in the heat of summer and 
warm them in the winter. However, 
thanks to lake effects, snow is more 
likely to occur in Elmshire in the winter 
than in the City of Greyhawk itself, 
farther south. Winds tend to blow inland 
during the day, and out to the lake from 
the shore at night. Westward-moving 
storms over the Nyr Dyv are often 
weakened once they cross over the 
rugged Great South Peninsula that 
defines the Midbay and forms the 
northernmost extent of the Cairn Hills; 
this benefits naval traffic in the far 
western end of the Nyr Dyv, and Dyvers 
and southern Furyondy suffer few 
damaging storms. 

Shielded by the Cairn Hills and 
Abbor-Alz, the Plain of Greyhawk 
(including the Free City) and the eastern 
Gnarley Forest have milder weather than 
the Duchy of Urnst. Major storms 

reduced in strength, and flooding rains are uncc 
and mountains than farther west. At the City of 
rarely a problem because of the walls around th 
structures. However, Shack Town is subject to : 
lies in the open on the outside of the city and ji 
Wind effects are thus magnified, and the shack! 
with injuries to the inhabitants. 

The northern Wild Coast has some interestir 
by the presence of the hot and arid Bright Desc 
come in from the southeast, up Woolly Bay. N: 
“dirty rain” caused when windblown dust from 
thundershowers; rainwater is always filtered or 1 
Tiny particles from huge dust- and sandstorms 
northern Wild Coast on windy days. This is no 
except as a faint yellow haze in the air; l o c h  h: 
dusty streets and houses. Broom sales are alwayl 
around the mouth and nose on bad days. Those 
move elsewhere. 

Safeton, Hardby, and other coastal communii 
Woolly Bay have “bay effects” similar to the la1 
temperatures in the summer than farther inland 
temperatures in the autumn and early winter. SI 
to the Bright Desert; rain is more likely. Wooll: 
rare occasions, ice forms along the shores. Cool 
afternoons but may go in any direction at night 
moving breeze within a few miles of the coast o 
though it does not ofcen harm normal sailing ar 

Storms in this region are encountered most o 
fall and spring; a few storms come from the not 
These storms are not as violent as those in the ! 
wave heights are only moderate at worst. Sailing 
stick close to shore (when between Safeton and 
sign of a storm. 

During Goodmonth and Harvester of each ye 
communities are subject to an unusual wind, thi 
of its reputed healthful properties in blowing di 
communities. T h i s  p o w e h l  gale is apparently g 
southeast, coming northwest toward the northei 
from about 60 miles south of Safeton up to the 
gale disperses inland within 30 miles of the coa 

: noontime and continues until 
.. . -  
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almost never feels this wind. As it is so 
hard to move against this wind, sailing 
vessels heading down Woolly Bay for the 
Sea of Geamat avoid traveling in the 
evening, unless they can stay close to the 
Bright Desert’s shores. 

T h e  Safeton Physic has a speed of 
4d10+3 mph (25 mph average), checked 
every hour. When the wind speed reaches 
30+ mph, treat most effects as per the 
3rd-level wizard spell g u s t  ofwind. AU 
forms of land travel are slowed to 75% 
normal (25% normal if walking into the 
wind), and missile fire is reduced to half- 
normal range; a -1 penalty to attack rolls 
is applied to missiles at short range, and 
a -2 penalty at all other ranges. See 
Tables 78-79 in the DLJNGEON MASTER 
Guide for effects on sailing, treating the 
Safeton Physic as a gale. 

WUTHhR TABLES FOR 

A series of tables for detmnining the 
daily weather in the Domain of Greyhawk 
is given here. Unlike the complex weather 
tables that appeared in earlier GREYHAWK 
products, these are designed from the 
point of view of the typical adventurer 
and player, whose interest in weather is 
limited unless the ongoing campaign is 
greatly inconvenienced by a tomado, 
blizzard, hurricane, flood, or other event 

A few words should be said about 
weather as experienced by the average 
adventurer. First, almost no one bothers 
to measure it. Thermometers are not in 
great use in the Flanaess because they are 
fragile and mercury is hard to acquire; 
only a few sages, priests, and wizards have 
them for research purposes. Instruments 
exist that measure air pressure, humidity, 
wind speed, and so forth, but again, these 
are considered the province of the learned 
and homebound, with little practical 
application given them by explorers, 
treasure hunters, and adventure seekers 
(unless such items can be stolen and sold 
for a handsome profit). To be fair, nearly 
all lower-class commoners and even many 
nobles have a similar regard for the value 
of meteorological equipment 

Thus, for the sake of simplicity, quick 

GREVHAWK 

---- 
die rolls, and direct game applications, all weather I 
sky conditions, local temperature (crudely measurec 
sleet, hail, fog, and so on). Wind speed and directic 
particularly when characters are levitating or flying. 

To use the following weather tables, roll once at 
proper seasonal table for sky, temperature, and prec 
each roll. Precipitation occurs only if the sky is par 
the type of precipitation by rolling the 12-sided dic 
using the column for the daily temperature determi 
Table is consulted as needed, using a 20-sided die : 
minimum time between rolls of three game hours is 
“Tables for Weather & Illumination Effects” for w 
campaign and considers any additional adjustments 

sky 
On the weather tables, three outcomes are given. 

the second for partly cloudy skies (pc), and the thii 
Precipitation occurs only under partly cloudy and c 
practical differences between overcast and partly clc 
readings OK navigation using the stars, sun, or moon 
overcast skies; illumination is reduced by clouds; an 
spells may depend on current conditions. 

Temperature 
In the Domain of Greyhawk. only three categorie 

adventurers are concerned. Each is defined by the d 
and the amount of clothing the adventurer must we 
damage). 
Cold: This is any temperature below 40 degrees 1 

considered freezing. In the Domain of Greyhawk, tl 
about -10 degrees, with winds creating a chill facto 
nights per year. Water freezes at 32 degrees and wi1 
cold, but heavy cold-weather clothing cures most ill 
thick woolen or fur-lined coats with hoods; heavy g 
scarves; long cloaks, robes, or dresses: and high boo 
(Suggested prices for such clothing appear in Table 
Peasants must make do with hand and foot Wrappir 
with blankets for coats or cloaks, and cloths used a! 
make a good insulator, but paper is rarely available 

:olls are reduced to the following: 
l), and precipitation (rain, snow, 
m can be determined if needed, 

the start of each game day on the 
yipitation, using a 12-sided die for 
tly cloudy or overcast. Determine 
: again on the appropriate table, 
ned earlier. The Wind Direction 
md the proper seasons column; a 
~ advised. Last, the DM checks 
eather applications to the 

The first is for clear skies (clear), 
.d for completely overcast (over). 
ivercast skies. The primary 
mdy skies are that astrological 
IS cannot be performed under 
Id the effects of weather-altering 

‘s of temperature exist as far as 
iscomfort (or damage) it ’ causes 
ar to feel comfortable (and avoid 

-ahrenheit; 32 or below is 
ie lowest annual temperature is 
r of 4 at worst for only a few 
Td turns chilly weather into bitter 
s. Cold-weather clothing includes 
loves or mittens and caps or hats: 
ts with loose socks or stockings. 
44 in the Player’s Handbook.) 

g s  made from many layers of rags, 
i head wraps. Layers of paper 
to poor people unless they find 

scrolls or a wizard‘s spellbobk. 
Few people go outdoors in cold weather if thev can avoid it, esoeciallv on windv or 

L 

snowy days; long-distance travel is rare. Nights c k  be very cold, and se:eral layer: of 
blankets and quilts are necessary for sleepers. Long exposure to snow causes most 
cold-weather clothing to become wet, negating its protective value until it is dried 
out. Liquids must be kept warm to prevent freezing, which might harm magic potions 
and cause bottles to crack or pop open. 

Anyone failing to wear proper clothing or take other protective measures in cold 
weather suffers Id4 points of damage every half hour (3 turns), or only 1 point of 
damage if a Constitution check on 5d6 succeeds. In addition, Strength, Constitution, 
and Dexterity scores are reduced by 1 point in that same time period (no saving 
throw). If any score reaches zero, a character dies. 

Very few humanoids travel in cold weather, prefemng to remain in their lairs for 
the winter unless they are starving. Many monsters and animals hibernate in winter. 
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dissipates over the Gnarley Forest. Road 
traffic comes to a halt along the Wild 
Coast as highways turn to mud and drivers 
seek shelter. Narwell experiences some 
floochg in town and on outlying fanns. 
Orc raids decrease during a storm near 
Safeton, as the humanoids hate going out in 
bad weather. (The DM can cancel an 
encounter check if desired.) Safeton rests on 
a long, shallow slope and does not flood, 
but the storm’s winds can damage docks 
and ships in the harbor. 

On a roll of 8, the storm comes 
northward up Woolly Bay and strikes 
Hardby, following the Selintan River to the 
northwest thereafter. Like Safeton, Hardby 
does not flood, though storm damage to 
ships and docks is feared The Selintan rises 
2d6 inches. 

Light fog This occurs with cool or 
warm temperatures, but never in the 
Bright Desert. Light fog lasts for 2d4 
hours. Wind speed is ld20 mph. 
Heavy fog This occurs with any sort 

of temperature, but never in the Bright 
Desert. Heavy fog lasts for Id12 hours. 
Wind speed is l d l 0  mph. 

Hailstnn: This occurs with cold or 
cool temperatures, but never in the 
Bright Desert. Hail lasts ld4 hours. 
Wind speed is 4d10 mph (see 
“Thunderstorm” above for wind effects 
at 30+ mph). Exposed characters suffer 
1 point of damage every two rounds if 
wearing AC 6 or worse and unable to use 
a shield as cover. 

Sleetstom This occurs with cold 
temperatures only, but never in the 
Bright Desert. Sleet lasts 166 hours. 
Wind speed is 3d10 mph (see 
“Thunderstorm” above for wind effects 
at 30f mph). 

Light snowstorm. This occurs with 
cold temperatures, but never in the 
Bright Desert. Light snow lasts 2d6 
hours. Wind speed is 4d6 mph. 

Heavy snowstorm: This occurs with 
cold temperatures, but never in the 
Bright Desert or along the Wild Coast. 
Heavy snow lasts 4d6 hours. Wind speed 
is 3d10 mph (see “Thunderstorm” above 
for wind effects at 30+ mph). 

WINTER-EARLY SPRl 
(Sunsebb-Needfesc 

Roll ld12 for sky, tern€ 
% clea 
Temp.: coli 
Prec no 

* Freezing on second 

winter-Early SF 
(dependent on temF 
ld12 cold 

1 Heal 
2 Hail: 
3 Sleet 
4 Sleet 
5 Ligh 
6 Ligh 
7 Ligh 
8 Ligh 
9 Ligh 
10 Ligh 
11 Heax 
12 Hea7 

from the previous precipitaric 
* If the next day’s temperature 

MID-SPRING H 
(Col 

Roll l d l 2  for sky, temF 
skp: de; 
T-2 coli 
Prrc no 

* Freezing on seconc 

Mid-Spring 
(dependent on temp 

ld12 cold 
1 Heavy tog 
2 Heavy fog 
3 Hailstorm 
4 Hailstorm 
5 Sleetstorm 
6 Sleetstorm 
7 Light snow 
8 Light snow 
9 Light snow 
10 Light snow 
11 Light snow 
12 Heavy snow ’ If the next day’s temperature is cold, 

from the previous precipitation. 

Light rain* 
Light rain* 
Heavy rain* 
Heavy rain’ 
Heavy rain’ 
Thunderstorm* 
Thunderstorm’ 
Light fog 
Heavy fog0 
Hailstorm’ 
Light snow 
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Low SUMMER 
WEATHER TABLES 

(Gowfest-Planting-Flocktime) 

Roll Id12 for sky, temperature, and 

S&y dear 1 4 p c  %7/over a 1 2  
T--* i - 7 ~ ~ -  a 1 2  
prrc no 1-7/ye~ a 1 2  

* Flocktime: +4 to die roll. 

Low Summer Precipitation 
(dependent on temperature roll, as above) 

1 Drizzle Drizzle 
2 Drizzle Drizzle 
3 Light rain Light rain 
4 Light rain Light rain 
5 Light rain Light rain 
6 Heavy rain Light rain 
7 Heavyrain Light rain 
8 Thunderstorm Heavy rain 
9 Light fog Heavy rain 
10 Light fog Thunderstorm 
11 Heavy fog Light fog 
12 Hailstorm Heavy fog 

MID- TO HIGH SUMMER 
WEATHER TABLES 

(Wealsun-Richfest-Reaping-Goodmonth- 

Roll Id12 f& sky, empaam, and 

Sty? clear 1 J / p c  67/over 8-12 
Temp? wann 1-12 
Prec no l-S/yes 9-12 

*W&+1tom&Hawem-lrnmll. 
es Harvester. cool if Id12 roll is 1-2. 

Mid- to Hi h Summer Precipitation 

1 Drizzle 
1A2 warm 

2 Drizzle 
3 Light rain 
4 Light rain 
5 Light rain 
6 Light rain 
7 Light rain 
8 Light rain 
9 Heavy rain 
10 Heavy rain 
11 Thunderstorm 

EARLY FALL WEATHER TABLES 
(Brewfest-Patchwall) 

Roll Id12 for sky, temperature, and precipitation. 

Temp.: cool l-5/wann 6-12 
Prrc no l43/yes 9-12 

% clear l A / p c  %7/ovet 8-12 

Early Fall Precipitation 
(dependent on temperature roll, as above) 

Id12 Cool warm 
1 Drizzle Drizzle 
2 Lightrain Drizzle 
3 Lightrain Light rain 
4 Heavy rain Light rain 
5 Heavy rain Light rain 
6 Heavyrain Lightrain 
7 Heavy rain Light rain 
8 Thunderstorm Heavyrain 
9 Light fog Heavy rain 
10 Heavyfog Thunderstorm 
11 Heavy fog Light fog 
12 Hadstorm Light fog 

LATE FALL WEATHER TABLES 
(Ready’reat) 

Roll Id12 for sky, temperature, and precipitation 
% clear 1-2/pc 3-6/over 7-12 
Temp: cold* 1-5/cool6-12 
Prre no l-7/yes 8-12 

* Freezing on second roll of 1-5 on Idl2. 

Late Fall Precipitation 
(dependent on temperature roll, as above) 

Id12 Cold Coop 
1 Heavy fog Drizzle* 
2 Heavy fog Light rain* 
3 Hailstorm Lightrain* 
4 Hailstorm Heavyrain* 
5 Sleetstorm Heavy rain* 
6 Sleetstorm Heavy rain* 
7 Light snow Thunderstorm* 
8 Light snow Thunderstom* 
9 Light snow Light fog 
10 Light snow Heavy f o g  
11 Heavysnow Hailstorm* 
12 Heavy snow Light snow 

* If the next day’s temperature is cold, the ground 
covered with ice from my previous precipitation 

will he 
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HE DOMAIN AND 
CITY OF GREYHAWK 

As noted earlier, Greyhawk's physical 
location has proven to be a great boon. The 
city rests along a narrow neck of land 
between the Nyr Dyv and Woolly Bay, a 
sort of natural highway or bridge between 
the eastern and western halves of the 
Flanaess. Further, it also lies directly on the 
Selintan River that connects the Nyr Dyv 
and Woolly Bay, linking the Azote Sea with 
al l  those inland mas that can be reached by 
the rivers flowing into the Nyr Dyv. The 
Sehtan is generally preferred by merchants 
and sailors over the Nesser to the east, as the 
latter passes through the greatly dislked 
Gnamxmh for many miles on its way 
inland Thus, Greyhawk is a crossroads for 
both land and water traffic aaoss the 
F h e s s .  The temperate (even pleasantly 
subdued) climate only adds to Greyhawk's 
value as a trade center. 

the City of Greyhawk controlled a smal l  
region bounded by the Selintan and Neen 
Rivers, extending north to the Nyr Dyv and 
east to the border with the Duchy of Umst 
in the Caim Hills. This area was commonly 
called the Domain of Greyhawk The region 
south of the Neen River to the Abbor-Ah 
was controlled by the Gymarch of  Hardby, 
who paid tribute to Greyhawk to avoid 
being absorbed by the growing city-state and 
could call on Greyhawk for militaty 
assistance. Greyhawk also claimed the lands 
west of the Selintan within eight leagues (24 
miles) of the river, including the fringe of the 
Gnarley Forest, though little was done with 
the woodland 

By the end of the Greyhawk Wars in 
584 CY, however, Greyhawk had gained 
control of not only all of Hardby's 

the northem Wild Coast, a sizable pomon of the cniarley Forest, and much of the Cairn 
Hills once claimed by the Duchy of Umst Moreover, almost no one contested this 
expansion, as the domain was seriously threatened by the Orcish Empire of the Po+ to 
the south. Greyhawk's military might was commonly seen as the only bulwark against the 
complete collapse of the Wild Coast, and its economic strength quickly lifted the poorest 
regions of its domain into unexpected prosperity. The paranoia of the times bred a strong 
conservatism that only now is beginning to fade. 

the Directing Oligarchy will be able to hold the enlarged Domain together 
more. Nanvell, Safeton, and Hardby have begun to pull away from Greyha 
show more independence in their decision-making, despite the close ties th 
Free City and the common threats they face. All three have known centurie 
and their people (if not their Greyhawk-appointed rulers) see any alliance with Greyhawk 
as a matter of temporary convenience and necessity, to be cast off once their sense of 
security rises again. 

realm as one could hope to find anywhere in the Flanaffs these days. This was not always 
true of the city, however, as a look at its long history reveals. 

1989 Cit, of Greyhawk boxed set, which itself was updated in the 1992 From the Ashes 
boxed set's &pa@ Book 

A HISTOW OF GREVHAWK 
A thousand years ago, the area now called the Domain of Greyhawk was entirely wilderness, 
more widely foztsted than it i s  now. Nomadic Flannae hunted and fished along the banks of 
the Selintan and the shores of the Nyr Dyv. The b e  also traded and hunted with the 
olvenfok who lived in the western end of a great forest that covered what is now the Wild 
coast, Celene, the Plain of Greyhawk, and much of the land south of the Velverdyva River. 
Next to nothing is known of Flan history before this time, though it is possible these people 
were descendants of empires or states that had long ago collapsed into barbarism. The only 
clue is the monolithic StoneRing. built by the &dic priests of the local Flan for their 
ceremonies, which s d  stands outside Greyhawk's eastern ciy wall by Ery Trail. It is now 
daimed by the followers of Beory. 

Investigations of the many burial cairns in the Caim Hills hint at the possibility that the 
has, for their seclusion, were colonized for a time by wizards predating the arrival of the Sue1 
in the Flanaess (The four known Star Caims in the Abbor-Alz are guessed to be only 
400500 years old) The nature of the builders has never been established with c d y ,  
however, and some sages believe that beings from other worlds or planes settled here for 
unknown reasons. How they intetacted with the Flan and demihumans of the area at that 
time is also unknown. Only dwarves kept written records of this ancient time, but these 

The political structure of the Domain is ever-changing, and some question exists wherher 

Whatever the future brings, the Domain of Greyhawk is currently as active and strong a 

The enmes in th is  section update the earlier description of the City of Greyhawk from the 

For decades prior to the Greyhawk Wars, 

hidden, their location and contents guarded by the clergy. The 



demihuman settlements of Grossettgrod 
and Greysmere are centuries old but do not 
date back more than 900 years, their 
ancestral citizens having come from 
undisclosed clan holds m the area. 

by events far to the west. For ages, aibes of 
Oeridian bone barbarians inhabited the 
steppes and foothills of what is now U t  
Over two centuries before the fall of the 
Baklunish and Suloise empires, these 
barbarians united in a single confederation to 
resist incursions by imperial Baklunish across 
the Ulsprue Mountains and by node 
Wunish  to the noah This event marks the 
start of the Oeridian Record (OR), the 
calendar used by the Oeridians until the 
Great Kingdom was founded 

About the year 180 OR, the cound of 
hetmen of this Oeridian rribal confederation, 
heeding the advice of their shamans, chose to 
lead the Oeridians out of their ancestral 
homeland and make them a migrant folk. 
Some of their gods had said the Oeridians 
were destined for unsurpassed greatness as a 
people, and the source of their power lay in 
the east In addition, the manpower-strapped 
Baklunish Empire now employed brutish 
euroz (ore) as mercenaries to p a d  their 
northern borders, as the rest of their army 
was engaged in fighting the Suloise. (The 
Suel Imperium itself employed euroz and 
other humanoids as front-line soldiers and 
even used them to maintain civil order 

This period of relative quiet was shattered 

within the increasingly chaotic empire.) 
Abandoning their lands to the Baklunish and 
pursued by humanoid marauders who cared 
for nothing but looting and murder, the 
OericLans headed for the great pass between 
the Barrier Peaks and Yad Mountains. They 
crossed through the Tuflik Valley (now Ket) 
in 187 OR and began their generations-long 
trek to glory across the Flanaess. 

The Oeridians were not alone in their 
drive eastward. Suloise refugees fled in many 
dueaions from the ctuelties of thei~ 
tyrannical and war-ravaged empire. Many 
Suloise crossed the Crystalmists through the 
Kendem Pass, which they called the Harsh 
Pass, braving every sort of monster and 
privation to seek the fabled security of the 
uncivilized lands beyond These were joined 
d e r  the Rain of Colorless Fire by a flood of 

weary survivors who walked directly 
Slerotin. This magically engineered i 
explored, exited at the border of the 
entered was green and fertile, most I 
between themselves and their decayi 

The last of the Suloise to migrate 
Neheli, took possession of the vast ; 
tribes of Oeridians entered the vde! 
peoples united and created a new ai 
manner, the Kingdom of Keoland w 

The majority of the Suloise move 
eastward through passes in the Lorm 
between the Nyr Dyv and Woolly I 
Nyr Dyv, but they were driven bad; 
Velverdyva River downstream, still : 
along the Velverdyva, forming the o 
Great Kingdom, and Furyondy and 

A few Suloise clans settled aroun( 
over 340 years before the first Ovei 
coast by &ted olvenfok of wha 
Along this poor strip of land, the St 
independence, adventuring, and s e d  
piracy, trafficking with humanoids, : 
Suloise in the Lo& were encour: 
in their exploitarion of the coasr; wi 
trouble-prone region to their liking. 
and boughs of the Suss: it is though 
Elredd, and was a center of wickedn 
said to have founded the city of Bad 

The majority of the Suloise move 
plain fed by a great river and rich wi 
hardy settled down as fishers and fa 
crossed over the Cairn Hills into a v 

through the Crystalmists by way of the Passage of 
tunnel, which was recently rediscovered and is now being 
present-day Yeomanry. Though the new land they 
juloise prwed eastward, eager to put as much distance 
ng empire as possible. 
beyond the Crystalmists, the Houses of Rhola and 

md fertile Sheldomar Valley. When southward-moving 
r and the inevitable conflicts were fhished, the two 
h t i o n  to bury their dark memories of old In this 
'as founded in 303 OR. 
d on. They spilled out of the Sheldomar Valley, beading 
mil Mountains until they reached the forests and plains 
1.y. Some of the Suloise attempted to cross north of the 
by tribes of warlike Oeridians who had followed the 

seeking their destiny. Many of these Oeridians settled 
ore of the land that would be later called Fmrond by the 

i the westem shores of Woolly Bay, circa 300 OR (just 
king was crowned). Most were driven to the isolated 
t are now the Gnarley Forest, Welkwood, and Celene. 
doise estabhhed the Wild Coast's long traditions of 
kin5 as well as treachery, slavery, theft, brigandage, 
md so on. Certain humanoid bands encountered by the 
sed  by threats or bribery to join the Suloise as parmers 
cked demihumans of every local race also found this 
A ruined city of the Suloise is said to lie under the roots 
t to have been a river p a t  along the Jewel, southwest of 
ess for centuries before it fell. Descendants of its folk are 
[wall. 
d farther east, following Flan legends of a great f e d e  
ith wildlife. They crossed the Selintan (where the less 
men), avoided the repde-infested Mistmarsh, then 
ast, temperate w e  every bit as rich as the Fkn legends 

veluna today. 

> ,J?,.-*e-..-.-* T I -  :-..-A;-- C..l..A. ,I _̂ .." *L" L .....- 
gatherer Flan southward, away from the NJT Dyv and its plains into the Abbor-Alz Some 
had promised, though with no rivers .uL-cluLaLcc. uLv...-g uuvuc \UYIL IIuIILcI- --I -5 

; their paradise lay in that 1 
onger fend off the vengehl Flan 
utuai prisoners there. The 

3 the south and east of the N ~ T  
It out their better side. They 
mt imperial House of the Suet 
ue more) by the barbaric 

I 

P I  3 -  

Sud misdenIy went south ;;to the ~righ;~~'ert ,  &E 
direction When they discovered otherwise, they could no 1' 
tribesmen of the hills, who kept the desert-bamd Suel as VI 
descendants of each side live in dm desolate region wen to, 

The luckiest Suloise settled the prairie and river d e y s  tr 
Dy, establishing a rough civilization that eventually brougl 
called their slightly tpmica l  kingdom Umt, after an ancii 
Other Woke moved to the northeast and east, pursued (or 
Oeridians, who had paralleled the eastward progress of the ma a a w  me  centra^ r w s  DV 
passing n o d  of the Nyr Dyv. Though many believe the Suloise who mo5 
Thillonrian and Tilvanot Peninsulas were driven solely by the Oeridians, e 
that these late-migrant Suloise clans were first forced out of the settled lan 
Dy by their more civilized fellows, who had grown tired of banditry and 
for rest and security. 

The Oeridians, meanwhile, had cleared and settled the region noah of the Nyr 9, and 
they blended with the Suloise east of the lake. Led by the most pow& mbe, the Aerdi, the 
majority of the OericLans moved farther to the east, following the very same Flan legends of 
maplicent f i d e  river plain that bad drawn the Suloise. The Oeridians' luck could scarcely 
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lOMAlN AND CITY OF GREVHAWK 

and south, and caravans and traders going 
west and east) served to expand Greyhawk 
steadily over the next few centuries. It gained 
a reputation as a primitive, lawless, but 
enjoyable and profitable meeting place for 
merchants from all nearby lands. 

Bigger things were in store, however. In 
535 OR, the Nyrondese cavalry was defeated 
by Aerdy forces commanded by nobles of 
House Rax, during the Battle of a 
Formight’s Length. Shortly, all the lands 
from the Harp River west to the Nyr J3yv 
swarmed with Aerdi fmers ,  hunters, fishers, 
merchants, bandits, and soldiers. This 
conquest changed the character of the 
Kingdom of Aerdy, which saw its destiny as 
the dership of all the Flanaess. 

In 645 OR (1 CY), the first Overking, 
Nasran of House Cranden, was crowned in 
Rauxes. The Kingdom of Aerdy was an 
empire, and its borders rolled unstoppably 
west and north At this time, the outer 
borders of the province of Nehmnd (as the 
name was compted by the conquering 
Aerdi) reached the Cairn Hills and Abbor- 

captain named Maret Nial (originally from 
Greyhawk) crossed the Cairn Hills with a 
large hand of ex-soldiers, men who had 
served with him in the N p n d a l  campaign a 
year earlier. Nial arrived at the a g e  of 
Greyhawk, proclaimed it conquered without 
bothering to have a bade, and set about 
with his men building a mom-and-bailey 
keep in exactly the s p t  where the Grand 
Citadel stands today. (Nothing of this keep 
now remains.) Nial’s authority was not 
challenged by the &gets, who had no 
possible way to overthrow hm. One and all 
feared they would swn fall victim to the 
ruthless exploitation for which the Aerdi 
were becoming quite notorious. They could 
not have been more m n g .  

Nial is viewed in hindsight to have been 
clever and wise beyond the judgment of his 
peers. He declared h domain to be part of 
the Great Kingdom, which brought about an 
im+ tax obligation but also boosted the 
land’s security from bandiuy and piracy with 
the resources of the Overking. (It also 
prevented a more violent “conquest” by 
other land-hungry migrants.) Rather than 
piUage his subjects, Nial taxed them quite 

Alz. In 4 CY, an oppormnistic infanuy 

lightly except for the local merchants, 
granting of “royal” monopolies on hat 

Nial ordered packed& toads bu 
Hard Bay (now Hardby) and west to 1 

now called Dyvers). Dyvar benefited t: 
becoming a major trade city in its o m  
(established circa 100 CY). 

The self-styled Lord Nial seems to 
rising merchant &c that flowed eas 
first century. The ancient cairns of the 
centuries earlier. Their looted conten* 
province of Nehrond, or west and sou 
origin of the tomb-looters. T&c hea 
free of bandit troubles, while caravans 
directions were frequently atracked ani 
Lord Nial’s soldiers to guard the 
Greyhawk, where the local merchants 
Greyhawk to balloon into a sprawling 
population rose from perhaps a coup11 
foreshadowed the later boom in “adve 
but it unfortunately gave rise to a long 

Lord Nial became very rich and no’ 
all intimately familiar with the local te 
saw fit to grant him the title of h d g  
domain in addition to the river. He cc 
south to the Neen River, and west am 
Forest (It must be said that this regioi 
common, so hs clann fax exceeded his 
futthet boom in trade, as the region w 
Greyhawk‘s geographic importance in 
provinces escaped no one, and many n 
monopoly on any form of overland or 

Lord Nial’s son and heir, Ganz, was more a nwaucrat man a somer, more a manager f 
than a leader. However, he was a very good manager, and he had all of his father’s 
shrewdness. Gam married Maro, the daughter of the then-current Gynarch of Hardby, 
forging a loose but lasting alliance between the two towns. Though Greyhawk and Hardby 
have been competitors in political and mercantile fields for centuries, and the relations hi^ 
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who were taxed more heavily but appeased by the 
idling of land and river &G 
ilt from Greyhawk south to the independent port of 
the river town of Dyvar (Oeridian for “deep water,” 
rom its land and water trade Lnki to Greyhawk, 
I right as a part of the Viceroyalty of Femmd 

have nm an effective protection racket involving the 
t and west as the Great Kingdom swiftly grew in its 
Cairn Hills had been discovered by Suloise settlers 

i flowed east by ship to the N ~ T  Dyv ports of the 
th by barge and overland caravan, depending on the 
ding toward Greyhawk seems to have been remarkably 
of silver ingots and ancient jewels heading in other 
i robbed It was soon clear that safety lay in allowing 
‘ans and in sending all treasures duedy through 
happily shipped it or traded for i t  This wealth caused 
river port within a decade; by about 15 CC, its 

2 hundred souls to several thousand This boom 
nturer &c” from the dungeons of Castle Greyhawk, 
: tradition of semi-legal bandiuy in the Cairn Hills. 
w oversaw a wel l -hed  force of hundreds of warriors, 
rain. For Nial’s service to the empire, the Overking 
rafof Selintm, Selintan being the official name of his 
Introlled a territory from the foot of the Cairn Hds 
o s  the %tan River to the border of the Gnarley 
1 was barely settled during this time and monsters were 
actual reach.) The establishment of %tan led to a 
as perceived as more secure than it a d y  was. 
linking the core of the empire with its westemmost 
ierchants moved to Greyhawk in hopes of seidng a 
river trade. . 1 .  

r 
between the two is prickly at  times, the two have never warred with one another, and they 
nearly always support one another in times of danger. Ganz also established many 
accounting procedures that have survived to the present day, greatly improving business 
practices in both towns. 

six spellcasters; this force had unsuccessfully med to storm Hardby a week earlier. Ganz and 
his wife recruited several local wizards and appropriated magical items from various citizens 
(by force, it is said), then used their hastily assembled resources to generate homfpng 
illusions that broke the morale of the attacking humanoids. Ganz then posted substantial 
banties for the capture or death of the su spellcasters who led the humanoids. Unsavory 
adventurers set out at once from Greyhawk and Hardby on the trail of the commanders, who 
were a l l  slain by year’s end The best of these bounty hunters were hired by Ganz for other 
services, a practice that, in later years, led to the foundmg of the semi-legal Guild of Assassins 
in Greyhawk. 

The heirs of Gam and Maro (who became Gynarch in 49 CY) oversaw a domain with vast 
potential. With Selintan tied to the Great Kingdom (albeit by fairly loose strings). settlement 

About 43 CC, Ganz oversaw the repulsion of a humanoid army from the Abbor-Ab led by 
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Even the nobles of the 
both word and deed 

notorious for the 
large number of con artists, thieves, and crooked merchants who f l d e d  to it in hopes of 
making their fortunes in the free-for-all trade environment 

time for all. However, bandiuy in the Cairn Hills became a serious problem, and these 
bandits were in no way allied with the %tan Landgrafs. The town of Greyhawk was 
enclosed in walls about 2M) CY, this later becoming the Old City. The Grand Citadel was 
also rebuilt as a huge stone fomess. with a large garrison of Aerdy troops stationed here. This 
show of force succeeded in dnving away many of the brigands in the counuyside, and in 
winning the grudging respecr of local citizens. It also gained the ire of several evil religions 
that had become established in Greyhawk. After the gamson commander and the Land& 
of Selintan were both assassinated in 209 CY. the next officer in line declared martial law and 
led his force into the town itself. His soldim burned several evil temples to the ground, 
massacred every worshiper of evil gods that could he hunted down, and seizmd their pmperty. 
This even& the ExpuLion of Evil, established the policy of intolerance fm wicked deities and 
priests that continues to this day. 

The new commander, Ponies the Bull, reordered the town’s government as well. As the de 
facto ruler of the region (the young land& had left no heirs), Ponjes ordered the formation 
of a council of the most important town leaders. He included priests, merchants, the heads of 
the Watch and town miIitia, and anyone else he felt had political pull. This council met 

Conuption among fdow merchants could be tolerated, as there was wealth enough at the 

monthly to discuss important issues; and Ponjes’ willinp& to lisien to the townsfolk made 
him popular. Few gnunbled when word eventually came that the Overking had appointed 
Ponjes the new Landgraf of Selintan. Ponjes did not use the d e ,  instead calling himself 
Mayor of Greyhawk He spent the rest of his life there, rooting out much of the conuption 
that threatened to choke off trade to the town. 

The period up to 254 CY was marked by a new surge of hade. More houses were built 
along the road l&g from the walled town of Greyhawk to the Grand Citadel (Wealthier 
citizens built their mansions close to the citadel.) A strong textile industry sprang up and the 
town exported carded wool and yam from the many flodcs kept in the Cairn Hills. Local 
hunters were able to preserve their game in sea salt from WooUy Bay, shipped north by 
Hardby, and a large meatpacking trade began. Exploration of the Cairn H& and Abbor-Ah 
by treasure-hunters continued, and the peculiar Silver Metal Cairn was discovered and later 
lost Hardby became particularly pow& in the early 200s under Gynarch Jonnosh, whose 

and marines cleared many pirates from Woolly Bay: that town operated independently 
of Greyhawk once again 

At0 at this time, the Rhennee first appeared in Greyhawk Some came overland by wagon 
t;om the Duchy of Umst, fleeing persecution famher east in the Great Kingdom, but others 
came by boat, having learned with great trouble to navigate the rivers of the central Flanaess. 
The Rhennee seemed confused by the flora and fauna of this land, and they daimed to have 
come here from another world 01 plane they called Rhop. Their exact origins and how they 
came to the Flanaess have never been established, but certainly, they are not native to Oerch. 
They are thought to have first appeared in the Flanaess in the area around the A& Forest 
circa 150 0, moving west to avoid harassment by Aerdy soldiers and citizens. The Rhennee 
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by JLU L Y ,  nowever. URYMWK naa rauen 
into a slump A series of particularly bad 
Overkings had levied so many taxes and 
tar;ffs on merchant cargo that all trade with 
Furyondy had nearly < 
businesses in Greyhaw 
elsewhere. Trade was 2 

number of states and L~~~ -) I.ILL, 

Rhennee were difficult to deal with. 
Monsters were appering in larger-than-usual 
numbers in the Nyr Dyv, and ”bandit kings” 
were spreading across the northern shore of 
the vast lake. Greyhawk became a haven for 
criminals fleeing Aerdy justice farther mr, 
and its Oligarchy (as the city council was 
now known) had become corrupt and petty. 

Into this mess came a wizard named 
%gig Yrageme, rumored to have been 
born somewhere on the Wild Coast Zagig 
was short, inclined to be heavy, and had a 
round, flushed face. The earliest records of 
his presence in Greyhawk often call him 
the “laughing mage” or “the m G  he was 

inded in 254 CY when Furyondy 
bred itself independent of the Great 
gdom, putt;ng Greyhawk right on the 
at  Kingdom’s border with the former 
~oyalty. A large imperial force was 
ioned at Greyhawk, with a smaller force 
iped outside Hardby, but their 
mishes with the Furyondian army came 
iothing. The Overking withdrew most 
he troops in 261 CY, leaving a small 
:ison at  Hardby until 277 CY. 
\s the Aerdy army left, the Landgraf of 
ntan was ordered to bring his militia up 
mperial standards and defend the Great 
‘gdom’s border with the Kingdom of 
yondy. However, the landgraf (Ponies’ 
, Cmt, often called Cmt the Hairy) had 
n holding secret talks with representatives 
Gng Thrommel I in !3yvets. He knew 
Cyhawk was in no danger from the new 
gdom, which believed that seizure of 
Cyhawk would provoke a determined 
nterattack from Rauxes’ huge military 
:es in Umst. Omt chose instead to 
her boost Greyhawks grip on east-west 
ie, and he successhrlly argued for officials 

r 1 n. 

le, whch had fallen’ off d&g the 
yondm secessron, swiftly rose to 
nfomble levels. 
1 - , A _ .  I r. I 1 1  la-,, 

:eased. Many 
t collapsed or moved 
jd conducted with a 
-&& h., -’&- L.* A- 
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known as an eccentric with an 
unfathomable sense of humor. &gig 
brought some wealth with h, which he 
used to build a smal l  m o r  north of the 
city in the Cairn Hills. He managed to get 
a seat on the town’s oligarchy by bribing 
everyone currently on the council, then 
managed to have himself elected mayor. 
The rest, as they say, is history. 

greatest ruler and citizen. The list of 
achievements his administrarion brought 
about are staggering. He reformed the city’s 
legal code, established a city currency, 
reformed the militia and led it to many 
nctories over bandits in the Caim Hills, had 
the Midbay channel to the mouth of the 
Selintan marked with buoys and lights, 
founded the Guild of Wizardry, invited 
scholars to Greyhawk to create colleges, had 
the city’s sewers and the Free City Arena 
built, oversaw the creation of two mines in 
the Caim Hdls (Diamond Lake and 
Steaming Springs), organLed the fmt 
Despordum of Magi&, and SO on. Zagg 
became so rich that he had his manor rebuilt 
and enlarged almost a dozen times. until a 
whole industry existed in the city just to 
support Zag igs  building whims. The 
colorful lights atop the three spires of Castle 
Greyhawk could be dearly seen from the 
streets of the city, glowing in the distant 
northern lulls, until the new walls were built 
after Zagig’s reign ended The phrase “Gem 
of the Flanaes,” as applied to Greyhawk, 
was coined by Zapg himself in a speech 
outlining his desire for the city to become 
the “keystone of civilization.” 

Z a g ~ g s  reign was remarkable in other 
rrgards. During this time, the royal House of 
Rax-Nyrond rebelled and formed the 
Kingdom of Nymnd, effectively mtting 
Greyhawk off ttom all contact with the 
Great Kingdom after 3.56 CY. This event was 
much celebrateat in Greyhawk, which had 
long suffered under the chaotic impulses of 
the Rax Overkings. Zagig failed to declare 
Greyhawk a free city at the time, possibly 
believing (as did almost everyone eke) that 
the Great Kingdom might sd conquer 
N p n d  and return to claim Greyhawk as 
well. Possibly, he just didn’t care. The 
Kingdom of Keoland reached its greatest 

zaglg was unquestionably Greyhawrs 
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heights at this time, 
not so much bloom 
month as caravan ill 
luruts. It was an age 

perhaps its most fea 
370 CY, and the 01 
became dear to mar 

read like reports fro 
meeting of the Olig 
a black dragon he k 
dressed as the Over1 
the Oligarchs when 
not recorded) 

It was obvious b) 
planned the layout ( 
Grand Citadel up tc 
City), but apparentl 
air. How this woula 

d d  possibly want 
word reply: “Sanity. 

Then came the d 
He was not seen by 

single, unremarkable 
home. The Lord M 
Greyhawk remain, f; 

By 430 CY, the ci 
to be abandoned bu 
believed cursed and 
around the city, and 
poisoning in 432 CI 
Butchers. More &< 
butchers was re& 
gruldmanbers to avc 
distant Great Kingdg 
and merchants of th 
and Celene o p n k  
representatives were welcomed as well, 

which some feared would break out into a general war (which had nearly happened a cenhuy 
earlier). This, however, remained a war of words at  most between the capitas of Leukish and 
Re1 Mord Less pleasant was the news from the north, of a conqueror named Iuz who was 
rumored to be of other-than-human stock, and of the fall of Perrenland to the humanoid 
armies of a witch named I&v. The Hatefid Wars began in 498 CY with savage, noquarter 
fighting spreading throughout the Lomnil Mountains and Kmn Hills between humanoids 
and the dwarves and gnomes. Greyhawk aided the demihumans with money and goods, not 
wishing to lose the trade in precious gems the dwur and noniz supplied 

The year 498 CY marked a turning point in the city’s international politics as well. Lord 
Mayor Paerinn ( i  his only notable act while in office) declared that Greyhawk was then and 
forevermore a free city, unallied with the Great Kingdom or any other known state. It was 

If Zagig was c, 

astounding that his 

city both thrived an’ 

quietly commemora 

Of more concern a t  home was the tension between the Duchy of Umst and N F n d  

and Furyondy underwent a revival in the am and literature. Trade did 
in Greyhawk as explode, with unbelievable fortunes being made every 
id ship traffic stretched Greyhawk‘s manpower and resources to their 
of greatness without parallel - but it came with a price, 

yhawk’s greatest ruler, he was also undoubtedly its most dangerous and 
red Zagig’s eccentric personality appeared to gradually deteriorate after 
igarchy and many citizens were in terror of his humor and his rages. It 
iy that &gig had ceased to age, and his magical powers became so 
every word became law: no one dared defy him. Accounts of this time 
m a world of dreams and madness. Among the minutes of a typical 
ar& during Growfest, 400 CY, is a note that %g was accompanied by 
ad captuced in the Mistmarsh, a small army of homonculi, a flesh golem 
cing, and an unidentified artifact that burned off the little fkger of one of 
Zagig toyed with i t  (How the ducky  Oligarch reacted to this event is 

r 395 CY drat &gig had w h i t e d  power but was wholly insane. He 
If great walls that would surround the p a t  of Greyhawk south of the 
) the n d e m  wall of Old City (encompassing what is now the New 
y meant for them to be made of elemental forces such as water, fire, or 
I affect the citizenry did not seem to enter his conwiomess at all The 
d suffered in the last years of his rule. When privately asked what he 
in a city that had everythmg an unnamed Oligarch had a quick, one- 

ay in 421 CY when Zagg did not appear for a meeting of the Oligarchy. 
mortal beings on Oeah h e r d e r .  T~E. day, Coldeven 8th, has been 
ted ever since by Greyhawk‘s Lord Mayor and Directors, who share a 
: loaf of bread and several cups of water for lunch at the Lord Mayor’s 
ayor o p  the meal with a short but heartfelt prayer to the gods that 
3r all practical purposes, “ n o d . ”  
ty had recovered somewhat from &gig’s long reign. His castle was found 
t guarded by spells and matures that defied the imagination; it was 
soon abandoned New walk (of normal bl& of stone) were built 
the various quarten were established After a tragic incidence of meat 

r, the first of the great &ds of Greyhawk was formed the Guild of 
c 

IC 

c k were swiftly created when the collective bargaining power of the 
i, and the, Oligarchy was forced to permanently reduce taxes for 
Did a general revolt Tales of unrest, open rebellion, and civil war in the 
om intrigued the citizens but had little effect on their daily lives. Ships 
e Iron League were welcomed in Greyhawk, and when the Ulek states 
d themselves into semi-independent realms, their merchants and 
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was undesirable given the atrocious 
behavior of the Naelax Overhgs. Greyhawk stood to benefit in many ways from such a 
neuad stance in politics though unfortunately, it would be some time befm this advantage 
could be realized 

A major problem was on the horizon for cneyfiawk - within the city walls. The 
disappearance of Zagig Yrageme created a power vacuum in the city, The Oligarchs had been 
mere figurehe& for several generations, and the city was ripe for cormption. Within a 
decade of Z a g i g s  last appearance in the city, num~uus thieves and crooked businessmen 
formed a broad &mce to enrich themselves on the enormous volume of trade to which they 
had access. Parodying the many guilds in town, the leader of the thieves, thugs, smugglers, 
and charlatans of the city’s underworld named his organization the Guild of Thieves, and the 
name stuck. The Guild of Thieves soon had several members on the Oligarchy in its pay, and 
eventually grew to such power that even the Greyhawk Militia obeyed the orders of its 
gulldmastet Greyhawk‘s mde volume began to drop as foreign merchants sought new 
shipping routes to avoid the ever-increasing bribes and tariffs placed on their goods. 

For a time, the hture was bleak indeed Greyhawk was clearly in dedine once more. The 
war in the M was in doubt Perredand had freed itself from Iggwdv’s domination, but 
Iuz (rumored to be the witch‘s child by an unnamed demon) openly stated his intention to 
pluck the “Gem of the Flanaess” to highlrght his crown, and bragged that he planned to visit 
the city himself. 

Then, in 505 a‘, Iuz was gone. Stories spread frmn unknown sou~ces that the m o n s m  
tyrant had indeed come to Greyhawk, bur he had run afoul of a trap set long ago by w g  in 
the depths of the nearly mined Casde Greyhawk In 510 CY, the Hateful Wars ended with 
the dem;humans triumphant Great celebrations were held for days in Greyhawk by local 
dwarves, gnomes, and their human suppo~fers. This joy was muted when, in 513 CY, the 
“Poor March” penmula, governed by petty human lords, fell to the forces of the om, 
goblins, and other humanoids driven ftom the Lortmils. Still, the P o w  could be militarily 
isolated to prevent the humanoids from ever escaping again to trouble the Flanaess - or 50 

everyone thought at the h e .  
Then new trouble appeared to the north in the wake of In’s fall. A group of evil humans 

calling themselves the Homed Society established a state that threatened river aaff;c from 
Furyondy, then threatened Furyondy i d ,  as well as the Shield Lands bordering the Nyr 
%. Several at~empts were made by the Homed Society to infiltrate Greyhawk’s government 
and militia, but these were d e t d  and stopped with some &culty. 

Reform in Greyhawk was also on the horizon. R e k g  that the Thieves’ Guild‘s excesses 
were driving away profits, the Union of Merchants and Traders (itselfinfilpated by 
numerous thieves who sought legitimate sources of income) threatened to leave the city and 
move its oprat~ons ro Dyvers or Umst The guildmaster of the &eve, Yavos the Elder, 
agreed with the union, but a signScant number of high-level thieves had no desire to lose 
their highway to wealth. Nearly all of these “old-guard thieves were followers of Kurell, and 
they were already considering a war to unite all thieves under the direction of the pries& of 
KureU. Fighting broke out within the upper ranks of the Guild of Thieves in 533 N and 
casualties were great Mmy lower-level thieves fled the city for their lives. When the wat 
ended, the great power of the guild 

Under Yavos the Younger (whose father died in the khting), the Guild of Thieves 
changed its tactics ind began worlung almost hand-in-hand with the city’s merchants and 

broken, and the reformers had won out  

Though 
ey -e 
5, but 
Even given 
imcy that 

Wer cause for amazement, and not a 
little fear. Every death in the city thereafter 
was suspected of being caused by hired 
killers, when in fact almost none were. The 
Guild of Assassins was formed by a group 
of guild thieves who were ordered to hunt 
down several priests and &eves of Kurell 
who had escaped the guild war in 533 a, 
but were now making trouble for 
Greyhawk‘s merchants in Dyvers. The 
vengeful thieves accomplished their mission 
so well that they were made a permanent 
enforcement arm of the &d In a short 
time, they became a separate entity and 
began to serve the needs of the Directing 
Oligarchy as well, successfully assassinatmg 
a Hierarch of the Homed Society who 
aied to enter Greyhawk and stir up a revolt 
among the masses. 

In the mid-SOOs, a Wild Coast wizard 
named Mordenkainen quietly began to 
confer with several sorcerers in the 
Greyhawk area about the possibility of 
forming a group dedicated to the 
preservation of the Flanaess from external 
threats. This gmup became known as the 
Circle of Eight, an outgrowth of an earlier 
group of eight powerful individuals formed 
by Mordenkainen known as the Citadel of 
Eight, said to be headquartered in the Yatil 
Mountains at Mordenkainen’s retreat A few 
of the m& of the Circle of Eight have 
been publicly named, such as Bigby and 
Tenser. The latter was already a semi- 
resident of the Domain of Greyhawk, as he 
had taken control of an ancient castle on the 
southern shore of the Nyr Dyv near the city. 
Two other mages known to have joined the 
Circle were Bucknard (who vanished in 
579 CY and was later replaced by Jallan;) 
and the ancient mage Leomund, an 
immigrant from the east who redred ftom 
the Circle in 576 CY and has been little seen 
since. otiluke replaced him later that year. 

The reasons for the creation of the Circle 
of Eight were many. The Hierarchs 
presented a growing threat to the seanity of 
the north, and their network of spies and 
assassins had to be defended against Equally 
troubling were a number of evil cults arising 
in supposedly s e a m  areas such as 
Verbobonc and Furyondy; a continuing 
threat from the morally decayed but 
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militarily o v e r w h b g  Great Kingdom and 
several power-mad wizards and priests of the 
time who saw Greyhawk (like Iuz before 
them) as a gem to be plucked for their own 
or shattered under their heels. The mo6t 
infamous of these evil spellcasters was 
I&v, believed by Mordenkainen and 
others to sull be alive and capable of 
retuming to O& H d y  less notorious 
was the w e  wizard known as Murq, who, 
in 561 CY, kidnapped two-score children of 
Greyhawk’s noble f d e s  and fled the city. 
The fate of the children was never 
der-ed, though a group of adventurers 
(subtly guided by the Circle of Eight) 
tracked down Murq in the far north and, 
through a magical conshuct, prevented him 
from attacking the a ty  again. The fate of 
Murq and the children was never revealed to 
the public. 

Mordenkainen and his two groups soon had 
notable results. They quietly directed, in 
part, the downfall of the Temple of 
E l m e n d  E d  in 569 ci in Verbobonc, 
foiled I&v’s conquest of Oerth in the 
57Os, disrupted plots of the Homed M e t y  
and Iuz, and puformed other deeds too 
numerous and sensitive to mention, p d y  
by arranging for adventurers to take up these 
causes as their own. A major consequence of 
this p u p ’ s  use of adven- to investigate 
a certain area or perform a given task was a 
sudden boom in the exploration of the 
ancient cairns in the hills around Greyhawk, 
with the discovery of several new burial sites 
in the Abbor-Alz that were named the Star 
Cairns. Greybawk Castle was again the scene 
of determined exploration by seekers of 
treaxue and magic, and the City of 
Greyhawk saw a flood of would-be heroes 
fill its streets and taverns, spending wildly 
before they departed on their expeditions 
and retuming (if they came back at all) with 
strange tales and bizarie d f i m  that drew 

The invisible manipulations of 

even greater crowds. 
The seeking of treasure in Castle 

Greyhawk icselfhad unintended 
consequences. Iuz was suddenly freed from 
imprisonment in the dungeons under &gig’s 
old a i d e  in 570 CY, to the great 
consternation of those in Greyhawk who saw 
the half-fiend briefly when he emerged fmm 
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Preparing to explore the Star Cairns 

the ruins. He then returned by magic to his old kingdom in the no& Several members of 
the Cicle of Eight attempted to prevent Iuz’s escape but were unsuccessfuL Other pow& 

f 
z 
c beings, some of demigd status and some demon lords, appeared around this time, also 

apparently freed ftom captivity by their own muggles or the careless i n t m t i o n  of 
adventurers sluch as Lord Robilar of Greyhawk, a Wild Coast warrior who &played a bad 
habit of setting evd monstrosities loose from their magical bonds. Every pow& being freed 
from Castle Greyhawk b h e d  &gig pemonally for his or her imprisonment and vowed 
revenge as they fled to recover ftom their ordeal 

that hinted that Zagg was still alive and active long after he was believed by all to be dead. 
Then came the revelation by Mordenkainen and several of his assodates that they believed 
%g (now called Zagg a variation that the archmage often used at whm in signing 
documents when he was Lord lvlayor of Greyhawk) to not only be alive but to be a 
demigod; several of the Circle accorded him their worship. Priests could cast spells in Zagyg’s 
name, and Z;, was discovered to be a setvant of the god of magic, bccob. The cult of 
Zagyg has since gained a minor following in Greyhawk, though it has never been strong in 
his adopted home town. 

A violent conflict in the Old City of Greyhawk between the Thieves’ Guild and the Union 
of Beggats in 571 C( led to a w o n  of the Old City being bumed down by accidmL at the 
same time that the Thieves’ Guild reached a new pinnacle of power. A master thief named 
Nerof Gasgal had decided to make a career in politics after surviving a t ramt ic  exploit; he 

It 
L 

Awful as this was, the city could not escape cettain remarks made by these enraged beings 



became Lord Mayor of Greyhawk in 570 cx at the age of 30 [not the youngest Lord Mayor 
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of Assassins was dispatched to eliminate hun) Turin 
gathering abilities further than ever, and this was of g 
troop movements across the Nyr Dyv when war betv 
Lands began in 579 CY. Greyhawk was perceived as i 
Shield Landers, made homeless by the fighting move 

fell entirely to the forces of luz at C 

*tory, as nored earlier, expanded greauy as a resut or me WYMWK wars. , 
f *hawk was signed in Harvester 584 CY, Greyhawk‘s Lord Mayor and 

md daim to a large amount of territory parded by the largest m y  Greyhawk YUCLLVLl 

had ever fielded in its history. The most direct threat came from Turrosh Mak‘s empire in 
the south, but the traitorous archmage Rary, agents of the Scarlet Brotherhwd and Iuz, and 
the priests of banned religions had the ability to destroy Greyhawk from w i b .  A temble 
plague in E h h u e  in 583 CY was a frightening blow to Greyhawk‘s security as weU The 
rebirth of the Circle of Eight in 585 CY, a year after Ray slew two fellow members before 
the signing of the Pact, was thus welcomed by all in the Free City. 

Between 585 C( and 591 CY, Greyhawk has undergone f;rther changes. Secret suppo~t 
once sent to Futyondy to maintain its fleet on the Nyr Dyv has ceased, but this invisible 
suppert money now flows east to N p n d  to keep King Lynwerd I in power and avoid the 
complete collapse of the kingdom. King Lynwerd reduced taxes, which gave his subjects more 
money to spend on foreign goods, which brought back many merchants to N p n d  in search 
of markets. The Scarlet Brotherhood‘s suanglehold on the straits between the Po+ and 

! 

i 

L ever, but nearly si). His cloge friend, Chg Nenshen, b;came &ildmast& of -%eves and &I 
? .  Oligarch in 572 CY after the death (by ~ t ~ i - a l  causes) of Arentol, who led the g d d  to 

vlctory over the Beggan’ Union. The two brought great dynamism to the government of the 
city, and they were able to improve business conditions and bring in foreign merchants and 
tradesmen to settle as cidzens, adding to the p o l  of local wealth and talent Glodreddi . 1 1  r- L . .  . ~ . -  

~~ ~~ i’ -l.. ~ ~~ ~ D 

of income for the city’s coffers, and thu he did with enthusiasm and cunning. (The 
appearance of the annoying People’s Constables in 575 CY was one of Glodreddi’s more 
financially successful projects.) 

The Oligarchy also reformed Greyhawk‘s currency in 579 CY, simplifying it to the 
relief of many. Greyhawk was widely acknowledged once again as the center of 
civilization, and it amacted many powerful individuals who saw the city safely through 
the twisted plotting of several evil cults (for example, the monstrous Falcon and her 
Spurned Cult of Iuz, and the terrifying Cult of Vecna, both of which made bids for 
power in 581 CY). Diplomats from foreign countries began appearing in the neutral Free 
City ro negotiate international agreements on trade and regional boundaries, which 
further boosted Greyhawk‘s image abroad. 

of the Guild of Assassins was slain by a summoned mezzoloth. (An insane wizard had 
arranged for the summoning in case he was ever killed, with the mezzoloth to hunt down his 

In 574 CY, the Oligarchy was joined by Turin Deathdker after the entire upper hierarchy 

A.. L e -  ..,-.. 1,l La.,- :+ *La .,;-~.,4 A.m+mmJ A+ Gh, nffAvLwL *he cntilA 

the Shield Lands 
Greyhawk‘s ta 

When the Pact o 
Tu---.--. L-2 le: 

improved his g d d ’ s  intelligence- 
Feat help to Greyhawk in learning of 
v e e n  the Homed Society and the Shield 
u1 unassadable place of refuge, and some 
.d there during 58C-582 CY, when 
he start of the Greyhawk Wars. . r ,  ,. , I T . ,  

With northern overland made routes 
docked by the Empire of Iuz, and with the 
Feat importance of naval traffic between 
h e  states of the N y  Dyv and the Azure 
Sea through Woolly Bay, the militarily 
secure City of Greyhawk is again the center 
2f business for all the Flanaess. How long 
it will hold this position in an age of 
political uncertainty is unknown, perhaps 
even to the gods. 

Twe GOVERMMEMT OF 
GREYHAWK 

The Directing Oligarchy 
n e  City of Greyhawk and its domain are 
ruled by a Directing Oligarchy, a group of 
technically coequal members who head 
various major interests within the city. 
T h e  number of Oligarchs (also known as 
Directors) usually varies between I2 and 
18, depending on the political 
circumstances. Replacement of an 
Oligarch who dies or retires is not 
required. If a vacancy in the Oligarchy 
should be fded, the new Oligarch is 
chosen by vote of the current Directors. 
The Oligarchy meets every Starday during 
the year to cover business relevant to the 
City, the Domain, and themselves. 

T h e  Directing Oligarchy periodically 
elects a Lord Mayor among its members 
to lead them. T h e  election of a mayor 
occurs whenever the old mayor dies, 
retires, resigns, or fails a no-confidence 
vote consisting of a two-thirds majority of 
the Directing Oligarchy. Since 570 a, 
Nerof Gasgal has been the Lord Mayor. 
So far, he has been one of the best. 

its maximum number of members, but 
this may change in the next year. Each 
Direcror is named and described below, 
with his or her current age (and apparent 
age) and areas where that person is most 
likely to be encountered in the City and 

The Oligarchy is currently (591 CY) at 

- . r - ,  , *  Vomam of CrreyhaWK. Important notes 
for the D M  on each Director are 
included. An asterisk (“) indicates that 
person is a member of a secret “inner 
circle” of the Oligarchy that derermines 
which issues are most critical, then crafts 
most major policies. 
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NerofGasgaP, Lord Mayor and Assistant 
Guildmaster of Thieves [LN hm T12; hp 
49; Dex 17, Wis 18, Cha 16; age 51; areas 
H14/T4/HJ/C2]. Fronts as a concerned 
businessman but is widely known to be a 
thief; aims to keep the city mnning as 
smoothly as possible and to be 
remembered as the best mayor in the city’s 
history; is habitually devious, moderately 
corrupt, and often mthless, but well-liked 
and hard-working; has superb judgment 
but is not especially bright; enjoys politics, 
gambling, a high-class life in moderation, 
and a bit of roguery; wants to be a 
member of the aristocracy but is snubbed 
for his vulgar birth, accent, and sources of 
wealth; close friend of Org Nenshen; 
dangerous to cross. 

Derider F& City Constable [NG hf 
C l3  -Pelor; hp 51; Dex4, Con 15, Wis 
18, Cha 16; age 52; areas GC6/H12/ 
Hll/GC5/G10/01d City]. Plans to retire 
in 592 c( and work as a legal defender; very 
active physically but clumsy and a w k w d  
personable, wise, and warm, greatly loved 
and trusted by manv defends rights of the 
poor in Greyhawk and is concerned about 
homeless children in the Old City; close 
fiend of High Matriarch Sarana of the 
Temple of Pelor and Jallarzi Sallavarian of 
the Circle of Eighc unmarried but has a 
small circle of male “romantic &ends.” 

Tignn GcUna, Captain-General of the 
Watch [LN hm FIO hp 57; Str 17, Dex 
15, Int 17, Cha 15; age 46; area GC6/out 
of town visiting forts]. Very good grasp of 
strategic considerations involving defense 
of Domain of Greyhawk. an intellectual 
commander with large library on militaty 
topics; respected by the Greyhawk Militia 
for his strictness, bluntness, and sense of 
order; created Mountaineer Militia and 
Hardby Marines; believes Orcish Empire 
of the Pomarj is Greyhawk‘s greatest 
external threac recently married to a cleric 
of Pholtus. 

Olp N&*, Guildmaster of the Guild of 
Thieves [LN hm TIS hp 58; Dex 18, Int 
16, Cha 16: age 52; areas H15/TZ1]. Very 
active physically; bright, cheerful, confident, 

and outgoing; excellent p h n a  
strategy (though he seems reck 
threaten his gwl& has live-in g 

V+Vesper“I.&EP,~ 
hp 58; Dex 17, Con 16, Int 1: 
S5/T27J. Conservative, cold, 1 
the city, his guild, or himself; c 
dwarves; an intellectual sociop; 

Kiam Jaucip1, Guildmaster o 
of Magical AN F G  hm W11 
over 100 (35); areas H13/C6, 
true archmages in Greyhawk. r: 
on magic-related topics; &end 
Circle of Eight 

Tomentz Hebp;pd President i 
(49); areas HI 3/C2]. Perhap: 
advocate of political neuaality 
opposes Nycond in many mat 
active physically and widely kr 
cleric of Zilchuc. 

Ravel Dasinda, Patriarch of B 
Int 16, Wis 18; age 73; areas I 
discussions; unrivaled divinatib 
of Mordenkainen of the Circle 
but acceprs deviousness; concn 

Stakastcr ViUaine, Pamarch ot 
Cha 17; age 5 4  areas G12/H 
projections; heady relied upoi 
teacher but basically quiet and 

Eritai K a m - I ~ ,  Matriarch 
16, wi s  17; age 44; area G4]. rorcea ner way into tne Uhgarcny m 580 CY, backed by 
the Nightwatchmen and many in Greyhawk Militia and City Watch: intolerant; handled 
with kid gloves by the “inner circle”; very aggressive and outspoken on issues of defense, 
especially against Empire of I n ;  constantly at  odds with those Directors she thinks 
might be criminals or pacifists; the Director most disliked or hated by the rest of the 
Oligarchy (and thus the one most likely to be ousted in a future power play); now 
married/divorced five times. 
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Jerome KaknsAaia, Patriarch of Rao [LG hm C20 - Rao; hp 63; Dex 16, Wis 18, 
Cha 18; age 86 (50); area R121. Says little in meetings but is extremely well informed on 
many political and religious matters of the Flanaess: superb judgment and always 
mithful; a masterful speaker, diplomat, and project leader, though he usually keeps to 
himself: close ally of Bigby of the Circle of Eight, knows everyone in the government of 
Veluna; considering retirement soon and may move to Mitrik in Veluna. 

--rw 



Drmvl N&*, Guildmaster of the 
Union of Merchants and Traders [N hm 
F2/T9: hp 38; Str 15, Dex 16, Int 17, 
Cha 16: age 47; areas T4/T21/F6/F9]. 
Very popular and brilliant businessman 
(and professional smuggler); outgoing and 
charming: a well-placed member of the 
Guild of Thieves; knows Greyhawk inside 
and out; secretly involved with Gerda 
Hollardel in affair and illegal operations. 

Carmm W, Representative of the 
Union of Merchants and Traders [N hm 
T8; hp 25: Int 17, Cha 15: age 57: areas 
AI l/T4/F6/F9]. Currently inactive 
member of the Guild of Thieves now 
deeply involved in cloth and clotlung trade; 
crippled in assassination attempt several 
years ago; a genius at predicting changes in 
trade patterns, made a fortune speculating 
on risky trade ventures: fears evil cults. 

%- 

Grid Mplshpng, Representative of the 
Union of Merchants and Traders [LE hm 
W4/F6: hp 23; Int 16: age 39: arias 
T.4/S1]. Brought in after the death of Ren 
0’ the Star in 583 CY; selfish but bright: 
closely follows Deman Nathane and 
Carmen Halmaster in voting: excellent 
troubleshooter on short-term projects but 
has a short, nasty temper. 

stimhin Gmusg, Representative of the 
Union of Merchants and Traders [LN dm 
F3: hp 19: Con 15, Int 16, Wis 6, Cha 6; 
age 155: areas T4/Sl/C2]. Replaced Laup 
Cobrun in 589 CY, generally follows others 
in the union in voting, but does not s p k  
except on spedalized or technical trade 
issues; tends to obsess on topics and annoy 
others; respected for knowledge but ignored 
otherwise: generally harmless and doesn’t 
have much of a personal life outside of work. 

G d a  HofLnhl Guildmaster of the Guild of 
Jewelers and Gemcutten [CN hfT3: hp 11; 
Int 17, Cha 16; age 32; area a]. Replaced 
~g &her, Bodmi Hollardel, in 589 CY; 
secretly involved with Deman Nathane in 
affair and illegal operadons: brilliant and 
strong-willed, but eives cause for concern 

Sir Anton Palmitian, Guildmaster of the Guild c 
[LE hm zero-level; hp 2: Int 18; age 70: areas H 
cold, calculating, ruthless individual with enormc 
knowledge of Greyhawk‘s laws and court system 
now single: vengeful and a borderline sociopath; 

Glodrrddi Backplin4, Inspector of Taxes, Greyh; 
hp 44: Dex 18, Con 15, Int 16, Wis 17, Cha 5; 
H17/GC7/C7]. A financial genius and cold-hea 
new ways to bilk the public out of money to fd 
of memory; grossly corrupt and wicked even by ( 
and personal life are unknown; feared and avoide 
dangerous to cross. 

if Lawyers, Scribes, and Accountants 
12/C2/C17]. Seems pleasant but is a 

JUS political power and complete 
; in failing health; divorced twice and 
extremely dangerous to cross. 

iwk Revenue Service [LE dm TI0 
age unknown but over 100 (old); areas 
+red schemer who constantly looks for 
Greyhawk‘s treasury; vengeful and long 
+hawk‘s low standards: past history 
d by nearly everyone; extremely 

Internal Issues Faci 
The endless strain of maintaining a large standin! 
suppress banditry in the Cairn Hills is telling on 
people think the Cairn Hills are secure enough a~ 
reduced to furthet support the south. Some don’t 
of Urnst, however, or fear a resurgence in human 
Elmshire and residents of the three mining towns 
presence in the north strong: dwarves don’t care : 
their strongholds. Haflings also hate and fear tht 
the coast 

Other internal threats exist to the Domain. Liza 
Abbor-At are an occasional problem, and the R h c  
troublemaking along the Selintan and some of its t 
shore of the Nyr @. If the Blackthorn humanoid 
desmy the small communities in the forest and cu 
And there are disquieting reports of “pale dwarves’ 
the aty and countryside, Scarlet Brotherhood spies 
previously unknown monsters seen in Castle Grey1 

The political ties holding the domain together 
and her family appear to be subverting the milim 
their loyalty away. Hardby has always wanted to 
resentment of Greyhawk is growing. Worse, Nar 
they can handle their own internal affairs, though 
payment of taxes to Greyhawk is the primary irri 
these three towns would almost c d y  mean a 
which the Oligarchy does not believe it can affoo 
strength of the Orcish Empire to its south. 

Other issues seem relatively minor by compariso 
approaching: 598 CY (the 100th anniversary of Gr 
freedom) and 600 CY (seen as the start of a new cc 
over the use of divination magic by the City Watd 
taking a census of the city every decade (the 590 CY census IS now cornpietea), overcrowcimg 
and crime in the poorer neighborhoods of the city, and conflicts between recent inmxpnts 
and long-time residents for living space, food jobs, money, and so on 
Factions within Greyhawk that the Directing Oligarchy must contend with include the 

nobles and lords of the city, who resent any intrusion on their territory and “innate rights” 
(personal business), the buffoonem of the now twodozen petty nobles (whose titles were 

le power in return), the wild and woolly meetings 
iblic Council of Greyhawk, the various approved 

ng Greyhawk 
5 army to guard the southern flank and 
the city’s treasury and patience. Many 
id the military presence there could be 
: want to give territory back to the Duchy 
oid or brigand activity. Halflings from 
i are adamant about keeping the army 
1s much, as they feel relatively secure in 
: Rhennee, actively driving them off from 

rd men in the Mistmarsh and ogres in the 
m e e  are accused of theft and 
ributaries, as well as along the southern 
Is boiled out of their caverns, they could 
t off l+g and food gathering there. 
’ in the Cairn Hills, resurgent evil cults in 
and assassins l u r h g  everywhere, and new, 

lawk‘s ruins. 
are also fraying. The Gynarch of Hardby 
ry units Greyhawk put there, winning 
stay independent of Greyhawk, and local 
well and Safeton are also murmuring that 
I with Greyhawk‘s military help The 
tant in all cases. Loss of tax revenue from 
reduction in Greyhawk‘s military budget, 
d, given the great (if disorganized) 

~n. Two major festival years are 
eyhawk‘s declaration of independence and 
ntury). There are legal arguments burning 
1 in tracking down suspects; better ways of 
.. . <, 

64 



religions (some of whom who have become 
more militant and assertive, butting heads 
with the Oligarchy on many issues), the 
mercantile unions and guilds, the mayors and 
other leaders of the towns and strongholds 
in the realm, the m i l i q ,  the City Watch 
and Nightwatchmen, the wizxds, the thieves 
(of course), the outlying fanners, the 
working poor, and so forth. Far down the 
list are groups like the Rhennee, the beggars, 
the homeless, and the Peoples’ Constables, 
who get practically no attention at all unless 
they cause trouble. 

On the fust days of Fireseek, Planting, 
Reaping, and Patchwall (immediately 
following each week-long festival), the 
Grand Council of Greyhawk Guilds meets 
at the Lord Mayor’s Palace. AU the city’s 
Guildmasters must attend or send deputies 
in their place if they absolutely cannot be 
there. At this meeting, petitions and 
legislation before the Directing Oligarchy 
are discussed, if such may &ea the trade 
or business of at least one guild. This 
meeting also serves the purpose of granting 
a hearing to those guilds not directly 
represented on the Directing Oligarchy, 
though how much influence they have on 
government policy is a matter of much 
heated debate in the guildhalls. 

The Public Council of Greyhawk 
In 581 CY, the Directing Oligmhy decided to 

involvement in government &%E. A clever 
suggestion by Glcdreddi Badran;n led to the 
creation of a new council of Rpresentadves 
e l e d  by Poputar vote from each of the eight 
city guarcets. Voting would take place every 
four years on the last day of Hatvester (the 
Bth, a Freeday and the day pt befm the 
start of Brewfest), starting in 582 CY. It would 
cmt 1 silver noble pa petson for the right to 
vote in each eleaion, which the Ohgarchy 
blandly stated was to keep out dffrsffand 
discnuage repeat voting by individuals. -This 
said, the Oligarchy made it a point to not 
count how many timm anyone voted in the 
elections, and to always accept coinage from 
anyone wishing to cast a vote. As expect& 
many power groups in the city s d y  passed 
out silver nobles to their foUowm to get their 
candidates e l d  filling the city’s coffers. 

F-6 agrowing popular for greater 

THE 

The initial election took place ag: 
a nightmare of voting fraud dmnb 
and platforms, a council of eight wa 
beggar-thief, a doppleganger (who m 
hiding) and a very pleasant woman i 
swiftly executed, leading to a second 
Directing Oligarchy could hope for, 
guaranteed that the (drunken) popu 
the “crazies” would dominate and fi 
and that the elections would sate tht 

In the long run, however, the crea 
solved. By 586 ci, several of the cn 
receiving secret financial backing an< 
had i n i d y  opposed the creation of 
gained control over one or more cm 
government, even if the voices were 
the Greyhawk Wars and the flood E 
reform, law and order, and even exp 
the election of 586 CY was violent a 
Brewfest Twelve were lulled and ov 

The Directing Oligarchy nearly a 
wone was to come, but the council 3 

took several steps instead toward M( 

farmland around the city and the de 
manon of Greyhawk‘s nobles. Black 
manorial villages created in this way 

The Public Council of Greyhawk 
every quarterly festival, detailing con 
other advice as felt necessary. Some, 
goat was a d y  quite a good speak 
even agree with the Directors at t imt 

DOMAIN AND Ccly OF GREVHAWK 

linst the backdmp of the start of the Greyhawk Wars. In 
n street brawls, and e~ta0-y bizarre political parties 
s elected that included a talking goat, a chismatic 
r a s  exposed but continued to serve as councilor while in 
who turned out to be a priestess of Vecna (and was 
. election in the Foreign Quarter). Yet it was all the 
as holding the election immediately before Brewfest 

lation would not dunk seriously about major issues, that 
d e r  insure that serious issues would not be discussed, 
: periodic public calls for democratic government 
ldon of the Public Council created more problems that it 
mcilors had gained a remarkable following and all were 
1 vocal supporc from some of the city’s gruldrj. The &ds 
‘the council, but several gulldmasten realized that if they 
mciloa, they would gain additional voices in the 
s d  Worse, the social scars following the afcennarh of 
if refugees in the city brought out strident calls for social 
&ion of the refigees. “Real issues” came to the fore, and 
nd bloody, with noting throughout the city even during 
er 100 injured. 
~ded the elections and dissolved the council, fearing 
was saved by one vme on the Oligarchy. The Oligarchy 
ial refom, sponsoring the renting of new, low-cost 
velopment of new villages centered on the outlying 
fair Manor and Lockswell Manor are the two krgesr 
for the refugee population. 
meets with the Oligarchy in a full session for one day 
ditions in each quarter, proposing solutions, and offering 
C O U ~ ~ O K  are clowns and are ignored (though the talking 
er). A few seem intelligent and make sense, and a couple 
:s, which the Oligarchy greatly appreciates. 

YD THE MILITARY NPC STATISTICS: LAW AB 
c 

c Greyhawk Militia 
k M a u d - h  AC 4/3 (chain mail and shield 50% chance for Dex 15); MV 9; F1; hp 

ld4+5; THACO 20; #AT 1; Dmg by weapon tp +1 (club, broad sword, or light 
crossbow); Str 16, Dex 14/15, Con 15; ML 13: AL non-ed, usually lawf;l or neutral. 

Junior Sapu t  AC 4/3 (cham mail and shield 75% chance for Dex 15); MV 9; F2; hp 
ld10+7; THACO 19/18; #AT 1; Dmg by weapon type +1 (long sword, halberd or light 
aossbow); Str 16 (50% Str 17) Dex 14/15, Con 15; ML 14; AL non-ed, usually la& 
or neutral. 
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S u p n t - a t - h  AC 3/2 (chain mad + I ,  50% chance for shield, Dex 15); MV 12; F3; 
hp M6+14; THACO 17; #AT 1; Dmg by weapon type +I or more (long sword, halberd, 
dagger, or long composite bow/sheaf amow); Str 17 (3% SIX 18, roll for exceptional 
Strength to max 18/50), Dex 15, Con 15; ML 15: AL non-evil, non-chaotic 

Lktmaut (per 20 men): F4-6, exceptional ability scores and ld3 magic items. 
Captan (per @son) F7-9, exceptional ability score and ld4+1 magic items. 
k (per gartison): C4-7 (45% St Cuthbert, 40% Heironeous, 10% Pholtus, 5% 

Mayaheine), ld3  magic items. 

43 &mbat Ws-9 (50% invoker, 25% general mage, 25% other), ld3 magic items. 



The Greyhawk Militia’s 6hn Hills pptrols include M4+6 fighters (1 sergeant-at-arms, 2 
quipped as noted above. Some 

The Mamtameer ’ Militia at Storm Keep keeps watch over the Abh-Alz  Patrols include 
either ld2 griffon riders (each F3-7 in leather annor, with a short bow, two javelins, a 
daaer, and a ring offeather filling) or 2d4+8 fighters (2 sergeants-at-arms, 2 junior 
sergeants, others men-at-arms). AU are armed and equipped as noted above, except for using 
long composite bows, having Con 13, and special nonweapon proficiendes (endurance, 
mountaineeting, and similar). Magical potions might be available. 

sergeants, others men-at-arms). Leather armor used instead of nonmagical chain mail; spear 
and shon bows used 50% chance each of a ranger (level 2-4) and priest (level 3-5, u s d y  

ed criminals around the northern 

Gm+ For& patrols include ld6+9 men and women (ld2 sergeants-at-arms, I d 2  junior 

Wild Coast and Gnarley Forest fringes. Each patrol i s  mounted on horses and consists of 
M4+10 people of greatly varying abilities (rangers, thieves, fighters, and occasionally a cleric 
or wizard, levels 3-7). 

The Hardby Mpines wear leather armor and use swords, cutlasses, daggers, knives, hand 
axes, clubs, pikes, and other ship-to-ship combat weapons. They are all fighters (25% 
1st-level, 40% 2nd-level, 25% 3rd-level, 10% 4th-level, with leaders of levels 5-9). Each 
ship has a wizard (level ld4+5) and priest (level ld4+5). Non-chaotic alignments are 
dominanq ability scores are usually Str 16, Dex 13, Con 14. 

Enemy forces include bandits and marauden such as the Cockatrice Riders of Pascorel, 
orcs and other humanoids in various raiding parties from the Orcish Empire or Blackthorn, 
bands of lizard-man hunters, q e s ,  and so forth. These can be created by the DM as desired. 

City Watch 
Men-at-arms, junior sergeants, and sergeants-at-arms are as per the Greyhawk Militia, above. 
In addition, there is the deputy constable: 

Gnrtlbt: AC 1/0 (chain mail + I ,  Dex 16,50% chance of shield): MV 12; F5; 
hp 35-40; THACO 14/13; #AT 1; Dmg by weapon type +3 (longsword +I, light 
crossbow, halberd mancatcher, or quarterstaff); Sa 18 (OI-OO), Dex 16, Con 17, Cha 14+; 
ML I&; AL non-evil, non-chaoric, usually LG/LN. Magic potions are often possessed, 
with a magic ring 01 miscellaneous item 

! 

i 

A standard patrol group has ld4+3 men-at-arms (50% chance of junior sergeant). An 
elite patrol group has ld4+4 men-at-arms, ld2 junior sergeants, and a sergeant-at-arms. A 
special patrol g r o ~  (used only in grave emergencies) has six sergeants-at-arms, two deputy 
constables, and Constable Derider Fanshen, with one wizard (level 54) and one LN/LG 
cleric (level 5-8). 

GuiId of Nightwatchmen 
The Guild of Nightwathen supplements the City Watch in the houn of darhess. This 
gwld is privately funded largely by the church of St Cuthbect but also by private citizens, 
shops, gwlds, or temples that feel the need for extra security at night The Nightwatchmen 
(beine almost completely drawn from the followers of St Cuthbect, and checked for la&, 
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ddm~er/Toichbnm: AC 7 
udded leather under tabard); MV 9; 
; hp ld4+5; THACO 20; #AT 1; 
ng by weapon type (ranseur or short 
ord); Str 15; AL LG/LN. 
trchbearers carry torches, lanterns, or 
gical lights instead of ranseurs; they are 
avoid combat if possible. 
sergcata. AC 4 (chain mail under tabard, 
eld); M V  9; F3; hp ld8+20; THACO 
: #AT 1; Dmg by weapon type (long 
ord); Str 16, Con 16: AL LG/LN. 
Dadrmm: AC 3 (chain mad under tabard, 
eld, Dex 15); M V  9; F2; hp ld6+10; 
UCO 19; #AT 1; Dmg by weapon type 
!on sword); Str 15, Dex 15, Con 16; AL 
;/LN. Darhen  are almost always 
nihumans (80% gnomes, 15% dwarves, 
b half-elves 01 haMings) with infcavision 
t to 60 feet 
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Temple of St. Cuthbett. 

Le smallest unit of Nightwatchmen is an 
‘ort of one gddmembet and one 
,&bearer. A guard unit consists of two 
ildmembers, a torchbearer, and a darkman. 
street patrol has five gddmembers, two 
.&bearers, a sergeanr and a darkman, with 
;3% chance of a deric of St Cuthbert 
vel 2-4). 
The guildmaster i s  73-year-old sh Gavin 
llbus [LG hm F13; hp 91; Str 17, 
in 16, Int 15, Wis 17, Cha 16: two 
nded sword +2], once an officer in the 
,eyhawk Militia and an extremely popular 
ure in the city. His many connections 
th the most powerful and lawful figures 
mnd also caused the Thieves’ Guild to 
nply lay lower than before instead of 
Ting into a full fight with the 
ohrwswhrnen ‘& A r n h i r  live* new tho 

People’s Constables 
This group of minor law enforcers was 
established following a suggestion by the 
Inspector of Taxes, Glodreddi Bakkanin, 
in 575 CY. About 200 young males and 
low-level thieves (Tl-2) are employed by 
the Directing Oligarchy, each for a yearly 
fee of 10 gp and references (never 
checked). The People’s Constables enforce 
the laws against minor crimes such as 
obstruction of streets, threatening 
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language, slander against common persons 
unlawful disposal of garbage, creating an 
offensive odor or noise, and so forth. 
Also, there are a large number of trivial 
laws that were put on the books by &gig 
Yragerne during the last stages of his 
madness, circa 4 W 2 0  CY. These laws 
are each quite absurd (for example, it is 
forbidden to ‘‘fondle’’ [.amy] a duck on 
the Processional) but are enforced Fines 
for these minor offenses range from 1 cp 
to 10 s p  

The People’s Constables work in the Old 
City but have expanded their amvities in 
recent years into the “middle city,” 
parricuhry into Clerkburg and the Artisans’ 
Quarter. They carry leather annor, daggers, 
and sometimes short swords, so they never 
pick on better-ann& pasans than 
themselves. They travel in p u p s  of ld4-1, 
usually traveling alone to pick on defenseless 
p o n s .  The People’s Constables are hated 
by most citizens, but because the Constables 
are carefid about pidring their victims, few 
complaints reach a level the Directors feel 
must be addressed - and the Constables do 
bring in good revenue for the aty. 

CRIMINAL CODE OF GREVHAWK 
For major offenses in the city, a person is 
tried by a Judge of Greyhawk (ex-lawyer 
from Guild of Lawyers, Scribes, and 
Accountants), one of eight such judges 
elected by the Directors. Three Directors 
might sit in judgment of a major crime, but 
two of these judges may be objected to and 
substituted (once). Convictions can be 
appealed (once) if the judge permits, which 
always ~ECUIS with a capital crime. The 
appeal is heard by three judges, often 
including the Lord Mayor, Nerof Gasgal. 

Minor crimes are tied by magistrates 
from the Guild of Lawyers, Scribes, and 
Accountants, with one magistrate uymg each 
case. AppeaS are very rare and available only 
from the Lord Mayor. Punishments range 
fiom hard labor for two weeks to two years, 
with h e s  of 1-20?? of the convicted 
person’s worth, up to 1,030 gp. The DM 
has free reign in tunning and wrapping up 

Victims must be ‘‘people,” which are 
considered to be humans and d d m  

C O l l R  cases. 

of all sorts. Monsters such as mind f 
people. Humanoids have very Iimite, 
judge to judge. Some intelligent beir 
centaur could be regarded as a “pers’ 
Manufactured crratures such as gole 
Familiars are either persons, monstet 
speak intelligently, and the judge. 

A list of major crimes (md, in pa 
sentences) appem here. Crimes are I 
GREYHAWK campaign. 

Anon (1.5-7,9) 
Assault, gnevous (3.6-11) 
Banned religious worship (1,2,4,9: 
Blackmail (I-2,4-10) 
Bribery of a ty  official (5-1 1) 
Burgkry (3.7-11) 
Burgkry of/damage to city property 
Counterfeiting Greyhawk comage (3 

Fraud, includes lying to City Watch 
Genocide (1) 
Imponat ion of city official (7-1 1 
Importation of dmgerous controlled 

Magical interference with the integri 
Manslaughter (2,5-8) 
Mass murder (1) 
Murder (1.4) 

Possession of an unlicensed monster 
Rioting and affray (2,7-11) 
Robbery (3,7-11) 
Sedition (1-5) 
Tax evasion of 50+ gp (10-11) 
Tomb robbing (2 ,611)  
Treason (1) 
Vandalism (8-1 1) 

Embezzling (2,610) 

Incitement to riot (Z,6-9) 

P* (6-10) 

Sentences for Major Crimes 
1. Death 
2. Permanent exile and banishmenc 
3. Mualation (loss of hand, tongue, eye, e) 
4. Hard labor for life. 
5. Hard labor, ld10+10 yean (often more for long-lived d e m i h m )  
6. Hard labor, ld6+6 years. 
7. Hard labor, ld4+4 years. 
8. Hard labor, Id4 years. 
9. Enormous fine (90-95% victim’s true worth). 
10. Heavy fine (6040% victim’s m e  worth). 
11. Standard fine (2540% victim’s m e  worth). 

z k 
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Minor Crimes PI 
Assault, minor (no broken bones) Tl 
Blasphemy against a priest an 

Dangerous conveyance of a vehicle in a public place 
Dangerous navigation along r ivdont  (includes unauthorized landing) 
Disturbance of the peace (excessive noise, light, smell) 
Public dnmkenness and disorderly conduct 
Offenses against public propriety n3 

Receiving, possessing, or fencing stolen property 

slavery or procurrmmt of slaves 
Smugglmg (avoiding city taxes) GI 

Trespass, violation of privacy, and unlawful entry into cio/ 

Blasphemy against/desecration of a temple mi 
an’ 
alv 
m 
re: 

Use of an unlicensed weapon ba 
Po n 
P 

Tax evasion (50 gp or less) 

Unlawful hindrance of business 
Use of magic in a public place without due cause 

I 

Legal Weapons 
The following weapons are permitted to be carried openly through the streets of 
Grevhawk, though thev should be tied to one’s belt or placed in a scabbard when 

v ,  

possible: dagger, dart, sling, staff, staff sling, club, knife, hammer. Swords and axes 
are allowed if in a scabbard or leather head case (for an axe). Polearms, spears, and 
pikes are banned, period. “Assassins’ weapons” like poison and garrotes are banned 
as well. 

Private Annies 
Citizens and visitors cannot bring private armies, militias, or personal guards into the 
city without a license. This prevents attempts to overthrow the government or spread 
havoc on a wide scale. Mercenary guards for caravans are licensed by the city through 
the Union of Merchants and Traders or the Guild of Mercenaries. 

Controlled Magic 
Magic is strongly controlled in Greyhawk, and cannot be cast freely in public places. 
Nondamaging spells like charm, slow, or hold, which can be used to capture villains 
are allowed. Damaging spells with limited areas of effect (such as magic missile) are 
allowed only in desperate self-defense. Mentally intrusive spells like know alignment 
and ESP are frowned upon (except as used by proper authorities hunting 
lawbreakers), and “mischievous” spells like invisibiliry are also disliked. Spells 
damaging a wide area (for example, fireball ) bring a prosecution for p r o p e q  
damage and any other applicable side offense. Of  course, spells cast to aid city 
officials or prevent the destruction of a large part of the city will be better regarded. 
It’s up to the judges. 

Dangerous Contraband 
1. . 

of 

EOPLES OF GREVHAWK 
ie last tax c m  of the City of Greyhawk 
d its domain was conducted in 590 CY, by 
mbers of the Guild of Lawyers, Saibes, 
d Accountants. Official census figures, as 
vays, should be taken with a grain of salt, as 
my groups within the a ty  and domain have 
lson to inflate or minimize their population 
dts. On the whole, however, thee forces 
lance out most of the time, so the total 
$tion figures are reasonably acnuate 
ie following table gives a rough idea of the 
~ w t h  that the City and Domain of 
-eyhawk have expienced in recent years. 

Greyhawk‘s Estimated Population 

575m 58,000 75,000 
58Ocy 60,000 78,000 
585m 66,500 84,000 
5 9 0 0  69,500 91,000 

* For census purposes, the “Domain“ is 
that area held by Greyhawk before the 
Greyhawk Wars. It does not count the 
northern Wild Coast with the towns of 
Narwell and Safeton, nor Hardby, 
Elmshire, or the depths of the Caim Hilt 
and Gnarley Forest The populations of 
these areas are discussed in later sections 
concerning them. 

Yar Ckty DormidL 

At ptemt, in 591 0, h t  76% of the 
residents of the city (just over 52,000) are 
native-brn. Native Greyhawk are 
descended pnmanly from Oeridian and 
Suloise settlers, the Suloise side having been 
established here far longer than the Oeridians 
who came after Greyhawk was made a part of 
the Great Kingdom Native Greyhawkers also 
have a mix of Fkn, Baklunish, and Rhennee 
ancestry from the many groups of merchants, 
reflgees, and tradesmen who have moved here 
in the past, giving the people a wide variety of 
physical features and cultural backgrounds. 

cosmopolitan and its people particularly 
unconcerned with matters of race, though 
they are highly aware of s c u d  status and 
perceived wealth. T h e  invasion of the Wild 
Gast has damaged this accepting attitude to 
the degree thac visiting humanoids are 

This d e s  Greyhawk2 character very 
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generally svspected of being spies for Turrosh 
Mak’s ordsh Empire of the Pomarj. 

Another 18.5% (about 12,800 people) 
are humans who moved to Greyhawk from 
other areas of the F h e s s .  This p u p  
pnmanly includes Rhennee bargefolk and 
various immigrants and refugees from 
Fqondy, Dyvm, Veluna, Verbobonc, the 
Wild Coast (mostly Narwell and Weton), 
the Duchy and County of Umst the Ulek 
states, Nyrond the Bandit Kingdoms, and 
the ‘lost lands” of &or, Tenh, the Shield 
Lands, and the Wild Coast city of Fax 
(which fell to the Otcish Empire). Most of 
these i m m i p t s  arrived in the last decade as 
a result of the Greyhawk Wars. 

Small pockets of close-knit immigrants 
from more htant lands exist in the Foreign 
Qrarter, pdcularly from the Baklunish 
states to the far west Perredand and 
Keoland Individuals from everywhme else in 
the Flanaes come and go on a daily basis. It 
is not u n d  to hear languages other than 
Common spoken in the Foreign and River 
Quarters. C l e r k h  or the Old City, and 
small shrines or temples to little-known 
deities appear in the oddest places. It is 
interesting that though most immigrants 
retain their old cultural ways, they regard 
themselves as tme citizens of Greyhawk as 
mngly as native-born atizens. 

Humans make up about 94.5% of the 
total population of the city. The next largest 
group is the Mings ,  most of them 
immigrants fmm Elmshire or with close 
family ties there Halflings are nearly all of 
the hairfmt sort, with stouts in the minority 
and tallfellows almost unknown. They make 
up about 2.5% of the census (about 1,700 
individuals). Halflings cluster largely in the 
Burrow Heights neighborhood of the Foreign 
Quarter, adjacent to the Deep Ditch of the 
Millstream, where they maintain their own 
Watch p a d s  and temples. However, 
hdflmgs can be found in e v q  quarter of the 
city, often living among humans with few 
other halflings nearby. Most &gs in 
Greyhawk are employed in crafts and service 
grulds, particularly as bakm, cooks;, brewers, 
carpenters, tailors, gardenem, clerks, 
accountants. and other jobs in the high-lower 
or middle dass. Few are found in jobs 
requiring great strength or endurance. 
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About 1.5% of the city’s peOF 
l o o b g  at them. ( T h ~ s  figure wa: 
umtjmg cultural traits, and they : 
around them. Nearly al l  of the 1, 
Qrarter, and they fall within the 
of Laborrrs, the Union of Sewen 
Gravediggers, and other distastefi 
Thieves or Beggars’ Union. Two 
Deathstalker, a notorious orc-hat 

Half-orcs arr less numerous tk 
prejudice against anyone with or( 
Coast in 584 CY. Some half-orcs 
and general public harassment of 
in Greyhawk stayed on, keeping : 
This prejudice settled down in tt 
pdaln OK ancestry in these trc 

Half-orcs are nearly always bc 
human ana by orc raiders. A lar 
following the collapse of the Po 
humans in their ravaged homela 
the Wild Coast These P o q ’  I 

and the current population is m 
half-orcs tend to marry other ha 
partners are also half-ora. Theii 
have human physical feature (if 
their actual nature. 

Dwarves make up the third kr 
population (700 individuals). Ne 
here from Mtious dan holds in tl 
and the Principality of Ulek. Mo 
found as smiths, miners, soldiers, 
outgoing than others, from their .~..~ ~~~ ~ ~ 

small enclaves, sometimes bymg or renting a p p  of houses in a row along a s t r e e ~  Most 
dwarves live in the Artisans’ or Foreign Quarters M in Clerkburg with perhaps a hundred or 

, ._ ___._ __ -, - _. ~ ~~ ~ - _. - .- 
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c 
c more packed along Smith Road to either side of the Guildhall of Architeas and Stonemasons 

in the Artisans’ Quarter. Other enclaves exist along Craftrmans Way, around the Guildhall of 
Jewelers and Gemcutters, and in &mow Heights in the Foreign Quarter. It is thought that 
some dwarves have (illegally) been excavating cellars and tunnels below their homes in the 
Artisans’ Quarter, but no one has yet checked on this possibility. 

Greyhawk‘s dwarves maintain smng interests in the politics and ament events of their 
ancestral homes. News of the ongoing war against the Orcish Empire in the Principality of 
Ulek is intensely sought after by all dwarves, regardless of their place of origin, The sintation 
around Safeton is of only barely less interest, and they ah0 seek out news about humanoid 
raiders from the Gnarley Forest lair of Blackthorn and the Caim Hills lair of Harrgrrk 
Kukulend near Karakast 
Gnomes make up about 0.5% of Greyhawk‘s citizenry, some 350 in all. The gnomes of 

Greyhawk are more outgoing than dwarves but, like dwarves, g e n d y  live in enclaves of 
their own among their human neighbors. Most gnomes live in the Burrow Heights area, in 
the southern part of Clerkburg, or in the Arrisans’ Quarter. Gnomes are nearly always in 
the middle class and work in skilled positions in crafts guilds, though some work in the 
fme arts as artists or performers. Many gnomes came here from the Kron Hilk and 
Lomnit, having served in the Hateful Wars, and their families have strong wanior 
traditions and assertive mannerisms. 
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C are half-ora, though one would not know this just by 
; determined by magical divination.) Half-orcs have no 
ittempt in all ways to blend into the human envitDnment 
,ooO or so half-orcs present reside in the Old City or Ever 
lower dass. Many do have m n g  positions within the Union 
men and Smcleaners, the Guild of Embalmers and 
i or hard-labor grulds, and some have meem in the Guild of 
have entered the Guild of Assassins now that Turin 
er, has left town. 
lan they were only a decade ago, largely thank.i to public 
: features following the Orcish Empire’s suike into the Wild 
lek the aty following seveal unsolved murders of their kind 
‘them, but those with m n g  human features who could “pas” 
1 low protile around human &gees from the Wild Coast 
Le late 5805 and is at a low ebb now, but it is unwise to 
iubled times. 
>m under unhappy circumstances foUowing the invasion of a 
ge number of half-orcs came to Greyhawk in the years 
marj in 5 13 CY, unable to find acceptance among ora or 
nd and desiring more oppomuuties than were available along 
.efLgees formed the core of Greyhawk‘s half-orc citizenry, 
d e  up almost entirely of their descendants. For some reason, 
If-orcs even when they are “passing” and unaware that their 
. offspring are also considered half-ora but nearly always 
‘somewhat hairier). Some grow up completely unaware of 

gest nonhuman p u p  in the city at about 1% of the 
mly all of Greyhawks dwarves are hill dwarves who migrated 
ie Cairn Hills, Abbor-Alz, L o d  Mountains, Kron Hills, 
st Greyhawk dwarves belong to crafts &ds and are largely 
masons, and architects. Greyhawk‘s dwarves tend to be more 
lono asswistion wirh humans. but thm still tmrl tn live in 



Elves and half-elves are very rare now in Greyhawk, almost never numbering over 100. 
Many went to Celene after the Greyhawk Wan. Elves who stay here are nearly always nobles 
or highly skilled workers, though rustic elven hunters from the Gnarley Forest pass through 
the aty at times. Humans and elves simply do not cross company very o f t a  the sylvan elves 
to the west are as strongly isolationist as the gray elves of Celene. Those elves and half-elves 
who do live here are highly visible, attract attention wherever they go, and are known to all: 
Fioranna Aielestriel, the former ambassador from Nymnd who has stayed in the city Jawal 
Sevemain, the drow librarian of the Guild of Wizardry; Vesparian Lafanel, said to now be 
the gutldmaster of all assassins in the city; Elraniel Tesma~ien, a Nymndese grey elf and sage 
who lives in Clerkbug and the late Ren 0' the Star, the murdered half-elf &dmaster of the 
Union of Merchants and Traders. MeK prince Brighdlame of Celene, puts on an occasional 
appearance in town as well, and other local elves are ambassadors, wizatds, master archers, 
rich merchants, and so on. 

Because of their high profiles and active habits, elves and half-elves are believed to be far 
more common in Greyhawk than they really are. They live in almost every quarter, usually in 
fme and tasteful surroundings, but many prefer to inhabit whole floors or houses by 
themselves or with servants. Elves are more likely to rent lodgings than brry property, as they 
tend to be on the move ofien. 

On any day, a handful of other nonhumans are in town, ranging from a centaur hunter 
and forester from Celene's W e h o o d  to a hulking half-cgre in the Union of Laborers, kept 
as a sort of mascot and heavy lifter. Anyone looking like an orc or other humanoid is 
immediately p o i n d  out by the cidzenry and might be arrested by the Watch or Militia for 
later intermgatioon Various nonhumans disguised as humans are ahnost certain to live 
undetected among the cit izerq this group includes dopplegangers, Greyhawk dragons, 
lycanthro~,  certain powerful undead such as vampires, and other polporphed or 
shapechanged beings. These are rare in the extreme, but might have an influence over events 
out of propomon to their tiny numbers. 

Social Class and Status in Greyhawk 
For all its cosmopolitan character, Greyhawk has a clearly understood ranking of its 
popuktion by social class, which is strongly but not entirely related to personal wealth. As 
wealthy as the Beggarmaster of the Union of Beggars might be, he will never me above the 
lower class. His Solemn Authority, Nerof Gasgal, arguably the most powerful, wealthy, and 
skilled Lord Mayor of Greyhawk since &gig Yrageme, will never gain acceptance among the 
nobility of the city because of his lowly birth Several times in the past, city nobles have been 
reduced to +ess states by disaster, but they were still regarded as nobles. 

Race can enter into the social ranking as well, though only rarely among humans. Rhennee 
keep themselves as outsiders and are not well intepted into Greyhawk's ongoing life, and so 
wiU never rise above lower class status, which is fine with t h a  Other than this, a Baklunish 
or Flan citizen is as likely to enter the upper or lower class as an Oeridian or Suloise. It 
simply makes no difference to most humans, who share a world with numerous other 
intelligent and social races and so tend to minimize differences among humankind 

The story is Merent when considering nonhumans. Almost any of the better-known , . ,  . 1 , r ., 1, 

rly a half-orc, but he is so well 
khed and has such a forceful (if . . . . ... . . . . . 

iddle-class status to his death. 
semihuman b e a m  are very rare but not 
h o w n ,  but none were ever elves; even the 
,orest sylvan elf hunter gains respect 
orthy of a landowner. 

&Uppa C k  At the top ofthe social 
gister in Greyhawk are the "old nobles,'' 

. . .  . 

Great Kingdom and had its nobility 
ointed directly by the Overking. Most of 
e families live just outside the City of 
yhawk in the Domain on large country _ _ _  _..I_.._ 2 - 2  L.. __I_^--J L..- 

defer to him, entirely out of fear of his 
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as equal to the old nobles, such as Count 
Reichart Pemdes, the ambassador from the 
Duchy of Umst, who lives in =gig's old 
summer home in the High Quarter. Old 
nobles are accepted on a level equal to most 
foreign nobles when they travel because of 
their his 

Nart 

city 

clel..,,,. -..- LyLcI I' mL -..- y"' 6 

family c 

were brougm mw mc -own 5 nouury mom 
the time of Zagig Yrageme or later. Zagig 
himself appointed most of these for services 
rendered to the city during his reign as Lord 
Mayor. Few Lord Mayors have bothered 
with noble appointments since his time, but 
some nobles from foreign lands have moved 
to Greyhawk and managed to officially 
retain their status by writ of the Directing 
Oligarchy. These nobles are much like the 
old ones in habits. 

unands more social attention even than 
d Mayor Nerof Gasgal, which initates 
much Other old nobles include the 

inwrighrs, who still work at 
pnmaking on their estate outside the 
's east wall, and the Wheats& of the 
;h Quarter, who have little day-today 
raction with the d they own in 

,tory, wealth, amtudes, manners, and 
onnections. 
are the "new nobles," those who 
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New nobles include the Lockswells of the 
Gnarley Forest, the Bkddairs of the Ety 
River, and the Silverfoxes and Henways of 
the High Quarter. Lord Ymg, formerly of 
Mordenkainen’s Citadel of Eight (see Fmit 
of the Mill, location A7 in the Artisans’ 
Quarter), is st i l l  a new noble, though he was 
away from Greyhawk for many years. J M  
Sallavarian has a tentative hold on “new 
nobility,” being a cousin of Duke Karll of 
Umst, but she has no interest in social status. 
Otto, a wizard who, like J&i, is of the 
Circle of Eight, is well-placed as a new 
noble, having elected to live in Greyhawk 
after his homeland of Almor was mined a 
decade earlier. Lord Robilar, who joined the 
archmage F b y  in attacking the Circle of 
Eight, was once of this status, the last of his 
family line: he is now branded a traitor and 
criminal Tenser, who has his own castle, a 
smal l  army, and connections beyond 
counting across the Flanaess, is usually 
considered equal to a new noble. 

Oligarchy should be the leaders in social 
status. In actual practice and public 
perception, this is not so. The Directors are 
seen as upper class, certainly, but not on the 
level of the old nobility and barely on a level 
with the new. Nerof Gasgal is on equal 
footing with the Magister of Dyvers, 
currently Larissa Hunter, the former captain 
of that city’s Free Army, but neither Nerof 
nor Larissa have any interest in meeting one 
another. Nerof has never personally met 
Duke Karll of Urnst or King Belvor of 
Furyondy, either, and doesn’t believe he 
would like the experience of being someone 
else’s inferior. 

Other members of the non-noble upper 
class include the high priests, male and 
female, of the major religions of the city - 
beyond those priests who sit on the 
Directing Oligarchy (Ravel Dasinder, a 
priest of Boccob; Jerome Kasinskaia of Rao, 
Stakaster Villaine of Zilchus; and Eritai 
Kaan-Ipzirel of St Cuthbert). Other major 
priests and their gods include Sarana (Pelor), 
Janziduur (Ttithermn), Mathilde Dessenter 
Qstus), and Talrand Quehris (Xerbo). As a 
general d e ,  most priests who can cast spells 
of fifth level or higher (thus being 9th-level 
or above) are of the upper class, and every 

In theory, the Lord Mayor and Directing 

priest v 
howeve 

Mos 

Bigby and Otto of the Circle of Eight 

vho can cast 6th- or 7th-level spells is accorded such respect The few local druids, 
r, are seen as mtics, having low social status. 
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,t guild masters, high commanders in the Greyhawk Militia, and famous wizards are in .,.. ~ n . l - 1 . ~ ~  - ~ ’  -1 1 1 .1 1 ,  r ,  . ,. c v the uppa uass. i-illillllTIS: gam me regaro oue me upper class Decause or tneu extensive 
education and connections; Greyhawk has several smal l  religious orders of knighthood, each 
with no more than a dozen members, and all are well regarded though they mely work 
together. The heads of the large human and demihuman towns around Greyhawk are also in 
the upper class, though sometimes marginally so. The mayors of Elmshire and 
Grossettgrottell (a hallling and gnome, respectively) get less attention and respect than the 
dwarf dan heads of Greysmere and Karakast, who get less respect than the Greyhawk- 
appointed military rulers of Narwell, Safeton. and Hardbv. The GMarch of Hardbv - as 
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nyted earlier - &tranks them all in the minds of many,’including the minds of Greyhawk‘s 
own upper class, the Directing Oligarchy excepted. The Oligarchy’s attempts to ignore the 
Gynarch or diminish her influence have only served to give her enormous sympathy in the 
eyes of many. The leaders of foreign orders of knighthood (Knights of Holy Shielding, 
Knights of the H a ,  and so on) who visit Greyhawk are also accorded upper class privileges. 

Upper class citizens of Greyhawk make up about 2% of the total population. This group 
controls about half to two-thirds of the wealth in the ciry and nearly aIl the land, which is 
rented out or given as fiefs to those who vow their loyalty and tax money in the usual f e u d  
m e r .  The upper class is very resistant to the idea of anyone but another upper dass citizen 
owning land outright, a concept they feel would lead to chaos. 

- A -  w r  
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this social level are professional soldiers in the Greyhawk Militia, minor merchants and 
crafkmen, and petty landlords. 

One career category (if it can be called that) that generally falls within the middle class is 
that of professional adventurer, a catch-all title for treasure-seekers, spellcasting mercenaries, 

for high pay. Adventwen often 
credibly rich one day and broke 

Thc Mi& claff The middle class of Greyhawk is a mixed bag of merchants, expert 

intellectuals, and low- to mid-level spellcasters. Most of these citizens bettered themselves 
financially through their businesses, though some inherited money from wealthy relatives. 
Mid-level clerics of the major religions in the city, sages and scholars consulted regUlat.1~ by 
government officials and private individuals, experienced bards, and wizards who sell their 
services at spellcasting or potion-making are important minor members of this p u p ,  the 
&men, merchants, and traders being in the clear majority. A key element shared by almost i dl is that they participate a great deal m the day-today economic life of Greyhawk, putting 
their hands on hard cash and maktng it move and work. 

Ten such titles were created a t  first by the Oligarchy, but now almost two dozen exist 

&men, landowners, non-noble community leaders, military officers, minor city officiab, 

Recent additions to this group are the petty nobles mated in 584 CY for tax purposes. i 
1 7 1 m n S . A  r n s t  mm ,,+hv of ninr- thwe ne- nnhlpc hSVe almncr no nnliriral www ' and have never been accepted into the upper class, as they so clearly purchased their titles to 

sate their egos. However, several petty nobles have managed to parlay their titles into 1 moneymakmgventures. 
Village leaders in the Domain of Greyhawk fall into the middle dass, too, including d e r s  
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the next; they are also unreliable as a tule and prone to travel so mu& and pss& such rude 
manners that they do not fit into soaety. 

Greyhawk's long-established middle class is open to nearly anyone of the lower dass 
willing to put foah the effort to gain the respect and wealth required. "If Selaek Gobay& 
can do it, anyone can," is a common expression (though it is never stated within the W- 
ore's hearing, of course). In total, the middle class of Greyhawk hovers around 15-20% of 
the population, and it controls about a third or more of the wealth and land available. 

'Ihe LOWS C&S The majority of ~reyhawk's citizens (80% or more) are in the lower chs .  
Most could be considered "upper lower dass." meaning they have homes, adequate clothing, 
and a reasonable certainty of getting food every day. On the other hand they have little 
leisure time and must work very hard for the few necessities they manage to get 

students must work for their tutors in addition Typical lower-class citizens who manage to 
make do through hard work and long hours are the bulk of all guildmembers in crafts and 
service guilds, those whose skills and experience are insufficient to lift them to master levels, 
as well as mercenaries and hired guards, professional thieves, minor bards, woodsmen, 
fanners, herders, trappers, fishers, hunters, common laborers, and gruld apprentices. AU 
Rhennee are regarded as lower class, as are nearly all halfacs (even if unrecognized), who 
tend to be short-tempered, dictatorial, argumentative with co-workers, and poor at  fmancial 
matts .  Foreign barbarians and nomads make up a smal l  but interesring number in this class, 
coming from all over the Flanaess. 

Greyhawk has no system of slavery or indentured servitude: it abolished slavery in all its 

The easiest life is probably had by students, whose tuition is mostly paid for, though many 
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Fashion and Dress in Greyhawk 
agig Yrageme is revered among the many 
!othing manufacturers and merchants of 
keyhawk for repealing all the sumptuary 
IWS that restricted the types of clothing 
'om by citizens of the city. The upper 
lass had long forced everyone else to dress 
I dull colors to hivhliqht social ranks. but 
I time, e 
due in a 
nything . 
normous 
)r every 

ther me1 
Today, 
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le city every year. I he awareness that tok 
ere have of social and economic status is 
itense. It has been remarked that the 
ltimate goal of fashion in this city is not 
3 make everyone look like a noble, but to 
lake everyone look like a merchant (in 
ther words, rich). 
The primary materials used in clothing 

re wool (grown and processed locally), 
ntton, linen, leather, fur, and - for a great 
rice, available only through import - silk. 
Vool is most commonly worn in the cooler 
ionths. Poor folk wear simple and roughly 
cwn garments for the most part, but many 
y to make themselves look better than the 
rst of their peers. 
Many middle- and upper-class folk, male 

nd female, wear a vest, blouse, or surcoat 
i th  pants or a kilt (or a long skirt or dress 
3r women), though robes or togalike 
annents for either sex are common as weU 
:loats and gloves are most common in 
no1 weather or at night High boots or 
ioes with high stockings are often worn 
i th  a short robe, toga, or kilt Some 
'omen wear full dresses or gowns. Nearly 
U clothing is cut so that the wearer has 
reat freedom of movement, which is a 
rinciple that Greyhawkers feel strongly 
bout, even if they rarely need it. People are 
rgely unconcerned about exposed knees, 
Ikles, necks, waists, wrists, arms, legs, and 
3 on, though there isn't a lot of exposed 
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ven the nobles came to see the 
llowing everyone to wear almost 
- especially when this created an 
i and unending market at home 
type of clothing imaginable. 
.c c.-ll -In+h&n ha-- Am *-., 
rhandise, even food. 

ityles as varied as Greyhawk's. 
ture and race of the Flanaess has 
ed something to the vast 
I of fashion that swirls through 

few city populations have 
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skin to be seen on a daily basis - people 
love nice dothing here, and they wear a lot 
of it to add to their social status. 

Hats are not uncommon, but most 
citizens go bare-headed in warm months. 
Footwear is of every sorr, and comfortable 
shoes and boots are widely available; 
stockings or foot wrappings of cotton or 
wool are commonly worn with them. 
Jewelry is very common, though usually 
restrained except among a few individuals. 
(It is considered an invitation to thieves to 
wear more than a few items of jewelry, 
and anyone who goes out with a valuable 
bauble and has it stolen gets no public 
sympathy.) Even poor folk try to wear 
decorative items made from hone, 
feathers, colored string, beads, and so on. 
Rings, necklaces, bracelets or bracers, 
earrings, and so forth are seen on both 
sexes and all races. 

The most common garment colon are 
natural hues of green, brown, rust, gray, 
and black. Anyone who wears these colors 
on a regular basis is most likely of the 
lower class, as these colors are readily 
available and inexpensive. Richer folk can 
afford brighter colors like red, orange, blue, 
purple, yellow, and so forth White is 
considered a sign of wealth, as a lack of 
dirt or stain means one does not have to 
work for a living. Colors are presented in 
solids, stripes, checks, plaids, simple 
patterns, and so forth. Some churches, 
notably that of Pelor, make a habit of 
collecting used clothing from wealthy 
citizens for distribution to impoverished 
ones: as a result, even pos  folk often wear 
good-looking clothing in Greyhawk, 
though with patches and worn spots. 

like clothing. Though the people of 
Greyhawk believe that they are 
extraordinarily well groomed when 
compared to the people of any other city in 
the Flanaess, it should be pointed out that 
the middle and upper classes rarely bathe 
more than once a week on the average, 
usually before church services on Godsday; 
the lower class does not bathe at a l l  except 
on major holidays. Perfumes and colognes 
are thus widely sought and used. 

Hair and heard styles are of every sort, 
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Common is, of course 
Greyhawk A variety c 
&played in public 

First, there is the G 
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The few members of I 
and phrases relating tc 
argot, drmlated only : 

The Guild of Emb 
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research. This near-? 
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A number of other 
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r honorary Rhennee using Rhopan. Rhennee usually speak Common in public 

with them their own languages, where such existed. These foreign languages are usually heard 
only in neighborhoods where folk with similar backgrounds have clustered together. Many 
rehgees from Nymnd brought with them Nyrondese, and the few Tenha who escaped their 
counay’s collapse sd rpeak their dialect of Ran. Some residents from the Ulek states and 
Keoland speak Keolandish 

Other occasionally heard languages are racial tongues, e s p e d y  haltling (t&cally called 
hobnis-vocca), gnome (nonis-vocca), and dwarf (dwuta-mcca). These demihuman languages 
tend to vary auoss the Fknaw, but they all share so many toot words and grammatical rules 
that a demihuman from the far west usually has a relatively easy time speaking with a 
demihuman from the far east Demihuman deities appear to encourage this unlfylng force by 
sending communications to their priests in a basic form of the racial tongue that all their 
peoples can understand clearly. 

T h e  elf tongue (olve-vocca) is d y  heard in Greyhawk now since the recent depamm of 
many elves to Celene. Any official Greyhawk document going out to halfling, pome,  dwarf, or 
elf community leaders is written in Common with a copy in the correct racial tongue. Books, 
maps, and other written works are pduced  in these languages in Greyhawk, though rarely in 
elven, as communication with Celene or the elf clans of the Cinarley is difficulr at best, 

The many immigrants who arrived in Greyhawk as a result of the Greyhawk Wars brought k 
L 

Languages in Greyhawk 
!, the language heard, spoken, and written most often in the City of 
,f other languages are known to its cidzens, but rarely are these 

xnmon-based argot and jargon spoken by members of qxialized 
m p s ,  which often include hand signals, gestures, facial expressions, and so 
mmunicated m q e .  The two major exampler of such speech are 
the Guild of Thieves) and beggars’ cant (used by the Union of Beggars). 
he Guild of Assassins speak thieves’ cant, but with many added words 
I their bloody work It is possible that some banned cults have their own 
unong their evil priests, but this is not certain. 
almers and Gravediggers has extensive jargon describing the gruesome 
but this is slowly evolving into a form of criminal argot, as this &d 
uts with wizards and priests who want corpses for animation or 
got has no name as yet, though the phrase, “You talk &e a 
; lg  to circulate, meaning the speaker seems to be hmting at some 

legitimate &ds and occupations in the aty have highly s@d 
x used by professional sadots (called riverman talk in Greyhawk), which 
he current weather and water conditions, various items of nautical 
i t s  of sailing, sa aeatum, the typs of people sailors deal with, the tactics 
so f d  M& of the Guild of Lwym, hi, and Accountants 
an extreme, as they use a highly technical form of Ancient Suloise in all 
documents. The latter practice has its 100s in the anaent days when the 
region were abruptly brought into the Grrat Kingdm they deliberately 
the Oeridian “invaders” out of their personal discussions. The Suloise 
the original Flan inhabitants here to speak theit old impetial tongue 
:d 
Iy heard “non-Common” language in Greyhawk is probably Rhopan, 
ee cant by some. Though this tongue bomows many words and uses 
rases in the manner of thieves’ cant, it has so many differences frmn any 
:e as to make it a me separate language. The Rhennee folk daim to have 
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vity. 
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Rarely heard in the streets of Greyhawk are regional, barbaric, peasant, dying, or secret 
tongues from afar. Such minor languages indude Old Oeridian, which became the main 
language in Greyhawk during its earliest days as part of the Great Kingdom, but is dying out 
now across the Flanaess; Feral, used only by ofid& of the Iron League: Lendorian, a 
Suloise dialect of the Spindrift Isles now being forgotten with the expulsion of all humans 
from those islands by the elves; Velondi, spoken by peasants on the Furyondy-Veluna border 
who almost never come to Greyhawk Ancient Baklunish, spoken mostly by Baklunish 
nomads and regarded as uncouth by Baklunish scholars, merchants, and mercenaries in 
Greyhawk, who speak Common; and F m ,  the Cold Tongue of the barbarians of the 
Thiuontian Peninsula. No documents are produced in these languages in Greyhawk, though 
some books, papers, documents, and other items dating back over 300 years are written in 

Obviously, humanoid languages am almost never spoken in Greyhawk Anyone who 
overheard a conversation using words from orc, goblin, hobgoblin, or ogre languages would 
immediately repott this to the Watch in the belief that the speaker was an i d h a t o r  from the 
Orcish Empire of the Pomarj. 

Unique among Greyhawk‘s languages is one religion-based tongue, called druidic speech. 
This very ancient secret language is used only by druids of Beory and Obad-Hai; it is 
unknown outside their number. Druidic speech has a slight similarity to Fkn and may have 
evolved from it, but it has become a separate, if very limited, new language. It is used to 
detail flora, fauna, and natural events like weather, and druids in Greyhawk use it to 
recognize one another. 

THE NEAR DOMAIM 
The “near D o w n ”  IS that land immediately around the City of Greyhawk itself, within a 
distance of roughly 3 leagues (9-10 miles). This area is administered directly by the city and 
is carefully patrolled T h e  near domain indudes a number of hamlets and farms, but no 
known major monster lairs. All of this region drains into the Selintan River, which winds 
southwestward from the city. The soil is not very f d e ,  having been overfarmed for 
centuries. The land is owned by Greyhawk and leased to farmers and herders for reasonable 
annual sums. Hunting is fairly good even dose to the city, with wild deer, boar, and game 
birds in profusion. 

The major locations in the near domain are described below, starting from the north and 
moving in a dockwise direction around the city walls. 

The rolling, moderately forested region north of the city walls was designated as a park by 
&gig Yrageme about two centuries ago. The woods and flower-fdled fields here are very safe 
from predators except the occasional brigand nearly always a criminal from Shack Town. 
Banditry is are, as retaliation for it can be severe if a noble family is wronged Several narrow 
walking paths run through North Hills Park, which marks the southemmost boundary of the 
Caim Hills in this region. The selintan River, which jogs away from the city to the 
northwest at Wharfgate, heads back in a northeasterly direction less than a mile north of the 
city. The park continues to the northeast of the Grand Citadel for another three miles before 
turning into farmland again. 

The walls and towers of the Grand Citadel easily look out over the north parkland, which 
is secretly kept trimmed so that no trees or creek bed can hide a sificant military or bandit 
force that might approach. Also a secret is the fact that the attractive ponds and streams in 
this area were carefully placed to slow an attacking atmy. A few spells cast on the area could 

e 

In the last decade, immigrants to the city 
have set up their own clusters of farms 
and fields in this area, most branching 
directly off High Road (favored for the 
high volume of caravan traffic passing 
through, providing a ready market for 
farm produce and locally made ale) or Ery 
Trail, which links Greyhawk with a 
number of manorial estates and villages on 
the west bank of the Ery River. 

Immediately outside the city walls, just 
south of the Duke’s Gate, is the Grey 
College Observatory. This domed building 
is owned by Grey College (see C1) and is 
used by sages, astrologers, students, nobles, 
and others with an interest in the heavens. A 
s m a l l  fee is charged for using the 
observatory, which features several small 
telescopes with fmely ground lenses 
mounted on rotating stands. The 
observatory grounds are also used by 
followers of Celestian on various holy days 
throughout the year. The Observatory Tutor 
is Karol L g a  [N hf P2 - Celestian; hp 7; 
Int 17, a talkative middle-aged woman who 
got the job when her predecessor retired and 
moved away. 

Lord Wainwright’s Manor is the noble 
estate nearest to the city walls. It is a regular 
policy of the city to keep noble estates at 
least 5 miles from the city walls, River Road 
High Road, and the Selintan River (to avoid 
messy property claims, tolls on merchant 
~ I C ,  and the possibility that a rebellious 
noble might cut off d e  to the city). 
However, Lord Wainwright’s estate was 
nrimnallv a waunnmakpr’s shnn esrahlirhpcl r ..~~~~-, . .~.. 
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divination spells cast upon i t  Flan druids are 
believed to have constructed this site. 
Though this is not a regular place of 
worship, passing druids of Beory and 
Obad-Hai often stop here for a moment of 
prayer and reflection before moving on. It is 
said that a person standing in the middle of 
the stone circles cannot be detected by 
divination magic: dus appears to be true. 

emerges from a subterranean passage just 
outside the southeastem comer of the cicy 
walls. This minor cave begms in the center 
of Old City, where the Millstream 

The Millstream that n m  through the city 

disappears undmp 
have used wells to ( 
against them in Cnr 
of th is  lirtle cave, a! 
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m d  Some wells in the Old City open into the -el, and certain people 
bpose of unwanted bodies, poisons, or evidence that could be used 
ninal cases. It is rumored that a fortune undoubtedly lies dong the bottom 
i gems, coins, and other items (such as bones) occasionally wash out at the 
exit A few tiny farms are scattered around the cave, but the “fanners” 
c minor treasure hunters keeping a pretense of farming whde they wait for 
to wash from the cave. The cave is too narrow, muddy, and unstable for 
though some have t&d to crawl in (but never came back out in one 
o not drink the water here. 
most important land route into the city, is lined with farms, taverns, 
lore. Some caravans make a habit of stopping just outside the city to dump 
y were canying (incluchg unwanted stowaways and pests in the wagons), 
rinesses are happy to cater to them at cut-rate prices, which causes great 
sses inside the city walls. River Road is well patrolled by groups of light 
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cavalry and trained caravan guards, and residents along the road are known to take up their 
axes and spears to attack highway robbers. Only a fool or a very stupid monster would make 
trouble on River Road between Greyhawk and Ford Keep, about a day’s ride to the 
west-southwest A series of large caravans can create a long d c  jam at the Highway Gate 
as senmes check identification papers, have visitors sign the log, look for smuggled g o d  or 
banned items, handle complaints, and so on. 

Marsh Path, heading west from Mash Gate, is becoming increasingly dotted with small 
huts and one-room homes inhabited hy poor immigrant fmers ,  most from the Wild Coast 
or distant lands like Tenh or Nyrond Many of these people make their living by hunting 
through the refuse at Garbage Hill just north of them looking for things to clean up and sell 
in the city’s Low Market Stray dogs are everywhere here, but they keep down the rat and 
vermin population at Garbage Hill. (These mutts are called “Greyhawk purebreds.”) 

Garbage Hill is the steep, forested slope south of the Dockway, by the Selinta~~, where 
inhabitants of the River Quarter and the wharves throw their garbage when they can’t wait 
for regularly scheduled pickups by the Union of Sewermen and Strdeaners. The Directing 
Oligarchy has made many fudle attempts to clean up the mess and stop the dumping, but 
this old habit has been impossible to break. The local winds usually blow from east to west, 
so the smell rarely bothers anyone but those living along the river. T h e  rats here are bold and 
the ravens mean-tempered The lowland marsh t h s  once lay west of Greyhawk was long ago 
drained by priests and engineers for farmland, but the area still floc& during heavy rains. 
Off the map to the west is a huge stonework span across the SeJirm called Zagtgs 

Bridge, built by &gig and once used to tramprt supplies across the river to his castle to the 
north &gig‘s Bridge is not used much these days, though it is wide enough for two wagons 
to uass each other. The bridge is onlv 2 miles from Marsh Gate. A few hovels are clustered w 

on either side of the bridge. Some people fear the bridge, as it st i l l  radiates a magical aura, 
but it has no known powers or abilities. Many people use a ford just north of the bridge, but 
it is very deep and mounts (and walkers) must swim part of the way. The only people who 
m s s  the bridge regularly are either farmers or adventurers heading for Castle Greyhawk ot 
places in the Cairn Hih on the Great South Pemmda 

Marsh Path branches off into several trails on the west side of the Selintan, one trail 
heading north to the old ruins. Another now-unused trail heads for what was once the 
estate of Lord Robilar, who betrayed the city and the Circle of Eight in 584 CY by 
allying with the archmage Rary. Robilar’s manor was burned and his lands are becoming 
wilderness; few go here for any reason, though it is said the dungeons below the manor 
were sealed without being explored. 

what some call the “Wharf Quamr” of the city. Many new docks were built &et the 
Greyhawk Wars to accommodate the expandmg river trade. A m o w  dirt road called the 
Dodouay follows the Selintan closely, used by those workers off-loading cargoes from boats, 
rafts, and ships that tie up here. Nearly all the rickety buildings here are warehouses, storage 
sheds, or Ofices of the Cargo Inspectorate. The last are placed every 250 feet along the river 
in smal l  shacks, each kept well lit at night and staffed by four City Watch sartries and two 
Cargo Inspectors. All city officials and guards here dre highIy experienced fighters, skilled at 
dealing with those who refuse to pay taxes levied against incoming qm. They function as 
a law unto themselves here, keeping order with htal efficiency. Approved cargo is stamped 
and hauled into the city within ld4  days of the pmpr taxes being paid (perishables are given 
priority), though bribes can greatly speed the approval process. 

Most cargo flows into Greyhawk through the Cargo Gate, but some passes through St 
Cuthbert‘s Gate and a mckle goes through Wharfgate. Some contraband is sneaked through 
Marsh Gate or elsewhere. The east bank immediately adjacent to the city wall is called West 
BlulT because it is west of the city wall. (It is not much of a bid, being only 20 feet high at 
most) Brush and weeds fill in the spaces where nothing is built. Rats, dogs, cats, and seagulls 
are commonly seen here, the last migrating from the Ny Dy. or Woolly Bay. 

The Selintan River’s east bank is lined with wooden wharves for about half a mile, creating 

The Selintan forms an odd bulge in i ts 
western bank near Wharfpte; the water in 
th is  bend is stagnant and (in the summer) 
mosquito infested. From Coldeven to 
Patchwall, the eastern bank - called Barge 
End - is filled with 4d10 Rhennee barges 
and boats that tie up to each other like a 
huge floating platform. The City Watch 
doe  not bother the Rhennee here, making 
this one of the few spots in the Flanaess 
where the Rhennee may live undisturbed, if 
not welcomed. As winter comes on, the 
Rhennee pole uprivet to their annual 
gathering place on the Nyr Dyv, at an 
undisclosed location. 

Shack Town, a growing collection of 
wretched, one-roam buildings largely 
inhabited by about a thousand poor 
immigrants who came to Greyhawk during 
and after the Greyhawk Wars. They hail 
from placer as far away as the Shield Lands, 
the Wild Coast, N p n d ,  Furyondy, and 
even Tenh. Most inhabitants are loners, and 
many are fugitives, criminals, and outcasts. 
Any farmlies that came to Greyhawk have 
long since moved away to local farms or into 
the city itself. The City Watch almost never 
goes into Shack Town, less out of f a r  of the 
inhabitants than complete disregard for their 
condition and any crimes committed here 
Shack Towners occasionally get into fights 
with local Rhennee, but the two groups 
usually leave each other alone Shack 
Townen sometimes hunt animals in North 
Hills Park for fwd, but this is a crime 
punishable by a long term in a Greyhawk 
work house. The neamesr of Shack Town to 
the High Quarter and the vast differences 
between the two are noted by many visitors 
to the city. Chickens and goats roam the 
paths of Shack Town; dogs are driven OK 

A few huts and sheds dot the far shore, 
creating a tiny hamlet called Far Bank These 
people are penniless immigrants, most from 
the Wild Coast, who came here when the 
Orcish Empire conquered their homeland in 
584 CY. They survive by fishing and 
gathering food in the woods to the west A 
few tell stories about caves in the western 
hills where monsters and “evil dwarves” lurk 
possibly, these are part of the same cave 
network used by followers of the Falcon 

The most miserable part of Greyhawk is 

The Adventure Begins 76 
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during their failed attempt to conquet or 
destroy Greyhawk in 581 CY. A connection 
from these caves to Castle Greyhawk is 
possible, but has not been explored. 

Several locations are of interest here, 
marked on the city map on the wrapper as 
W1-WS (for "whatves"). 

W1: Shack Town Pia. This large and 
unusually sturdy dock is used by locals for 
their boats or for fishing. Folklore has it 
that this is the same pier once used by the 
earliest rulers of Greyhawk, and that Shack 
Town grew from a few houses inhabited by 
servants of those nders. 

W2 shriae ofst Cadhat. This is the only 
"official" religious building here, though 
shrines to gods of luck and evil are mored 
to exist in hidden places underground or in 
the woods nearby. A priest named N&Ii 
N o d  [LG hm C3 - St Cuthbm hp 13; 
Int 16, Wis 181 works here among the par, 
as he has for over two decades. 

w3: Dodrad ami W h a l h d S  unioll 
Haa A two-story building at the east end 
of the Dockway, this spot is considered 
politically dangerous, as the union is lately 
tied to smuggling and other criminal 
activity though it stays clear of involvement 
with the Thieves' Guild The guildmaster is 
scrrdDor6nau [NE hmF3; hp 14; Int 
171, eldest son of the previous master 
(murdered in 588 CY). 

W4: SqtodShipLddiag. lhis large 
hidding holds the best shipbuildmg and ship 
repairs company in the area. The business is 
owned by the grumpy BndE sBli\gtooth [NG 
d m  F12; hp 72; Str 17, ring ofproternon 
+4, battle axe +3]. a dwarf who also NIIS 
the Barge Inn in the River Quarter. The 
shipbuilding company is managed by Fhor 
clawhatrd [LN hm F6; hp 48; Str 18/00. 
Dex 18, Con 16, Int 16, ring ofprotembn 
+3, battle axe +z], a shipbuilder formerly 
from Ratik. Over 40 people are employed 
here. making it the %est local business 
outside Greyhawk's walls. Brack is the only 
dwarf in Greyhawk known to actually be 
divorced, a situation he never d;scusses. Hi is 
well regarded by other dwarves, but he loves 
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telling jokes making 
superb manager and 

W5: AuLncc of Tc 
after a Shack Tom 
refugees dead. The 
their demands for t 
with other &ds, v 
by AKhatlHamalc 
superb speaker. 

fun of humans and elves. He is less stupid than he seems. Fionor is a 
a skilled carpenter and shipwright 

& Workrs. This one-story building holds a labor union formed 
I riot turned into a massacre in Needfest 585 CY, leaving 32 Tenha 
Alliance oversees the needs of local Tenha workers and puts bite into 
xtter pay and working conditions. The ATW is very unpopular even 
vho think the ATW is unnecessary and pushy. The ATW is managed 
n [CG hm 0-levek Cha 181, a long-time Tenha rabble-rouser and a 

DMa Noks The c 
but they can be devi 
dungeons under Ca! 
adventurers here, bu 
the ruined estate of 
the Circle of Five a~ 
Warning signs are F 
manor dungeons. 

Optional links to 
Near Domain, placi 
are some sugestion 

number of interpla 
dangerous places. 7 
details on the dung 
invented. The old i 

Mirror describe a t 
The StoneRing, 1 

dtuid to ope" the p 

cosmos in a secret n 

have the idea that Celestian's congregation is supposed to travel to the stars, but this is not 
taken seriously. The clerics of Celestian keep news of their travels secret from outsiders. 
Details on Greyspace can be found in the SPELLJAMMER accessory SJR6 Greyspace and in the 
War Captain's Companion boxed set, Book 1. 

strongly resenble normal sailing ships. These craft touch down in the Nyr Dyv or Woolly 
Bay, then sail along the Selintan to Greyhawk to quietly off-load cargo and take on new 
shipments. Nonhuman crew stay below decks in poh Fionor Clawhand knows all about 
wildspace, but he pretends to know nothing on the topic. He has some enemies in the 
spelljamming trade and looks forward to raking revenge on them. Brack S ~ g o o t h  genuinely 
knows nothing about spelljammers and doesn't care about i t  

-= opt 

various elemental pl 

- m o p  

followers of Celesua, a L r w y  *"y%= "ll" ""-piLC ('mdyy L'ulcu ulcy>yaLc,, ZII"*L pr"pc 
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Snagtooth Shipbuilding (W4) does a low-key business with some spelljamming ships that 

aves west of Far Bank were described in WGA3 Flames of &e Falcon, 
doped and expanded as the DM desires. They might connect to the 
d e  Greyhawk The castle ruins themselves are the major attraction for 
It this underground area has killed many explorers. The DM can create 
Lord Robilar for e x p l d o n ,  but the area was sealed off and trapped by 
Id the Guild of Wizardry, making it extremely dangerous to investigate. 
mted al l  around the burned manor. Possibly, a secret mute exists into the 

I the P-9 and SPELLJAMMER' campaigns can be added to the 
ng the City of Greyhawk within a much broader setring. The following 
s based in part on earlier material on the City of Greyhawk. 
iopr. Castle Greyhawk is notorious in tale and legend for the large 
nar gates within it, all of which are understood to lead to extremely 
NGRl Grcybawk Ruins (do not use WG7 &de Greyhawk!) gives 
:eons and some of the planar connections it holds, but mote can be 
idventures EX1 Dungeonland and EX2 The Land Beyond the Magic 
Gzarre demiplane that can be reached from Castle Greyhawk 
mder certain astronomical conditions, can become an interplanar gate to 
anes and demiplanes of u n d  nature. A special prayer must be said by a 
ate at the correct time. 
tinx The local clergy of Glestian keeps records of its voyages into the 
w m  below the Grey College ObsavatoIy. Few people know that some f .- *-."IT..- "-- :-.- ..:la"-"-- /l---ll.. --lT-d P -Î ^̂ -̂  \. ---A _.-_ 1- r 

GREVHAWK'S DEFENSES 

The City Walls 
Hundreds of years have passed since the defenders of the City of Greyhawk last faced a 
enemy army. Though the aty triumphed then, it is far better prepared to repel an invasion 
should the same thing happen these days. The Old City's walls have been reinforced to the 
s t a n b d s  of the New City's walk, built just after &gig Yrageme's reign. The city walls are 



, gate houses, and towers. Huge 
stonemasons, the walls 

measuring 18 feet wide at the base and 10 feet wide at the top. The top of the walls has a 
walkway for sentries, with an inside and outside parapet Access to the top is permitted at 
each gate house, but secret comparanents are placed along the inside wall every 300 feet, in 
which a dozen ladders are stored per compartment The total length of the outside walls, 
excluding those of the Grand Citadel, is about 12,400 f e  the Grand Citadel is surrounded 
by about 2,800 feet of wall. 

Two additional walls divide the city into three parts. The Nobles’ Wall to the north sets 
apart the High and Garden Quarters from the rest of the city, and the Black Wall 
(soot-stained by countless old fires from stoves, ceremonies, and mass co&ptions) 
separates the Old City (Thieves’ and Slum Quarters) to the south fmm the New City. The 
Nobles’ Wall is also called the Upper or New Wall, and the Bladc Wall the Lower or Old 
Wall. The Nobles’ Wall is almost 2,500 feet long, and the Black Wall just over 1,800 feet 

In the dayime, one watchman of the Greyhawk Militia is placed every 300 feet along the 
top of the surrounding wall. At night, rwo sentries stand evey 150 feet along the top, and 
torches are kept lit there by the Lamplighters’ Guild+ altemating every 150 feet with the 
sentries (sentries thus have torches 75 feet to the left and right of them). In practical terms, 
about 65 senuies are on the wall during the dayhme, give or take a dozen depending on 
circumstances. At night, this number rises to over 250. The exact numbers of sentries on the 
wall at any time is kept secret 

By law, no one can build a structure that uses a city wall as one of the structure’s walls. 
(This keeps anyone from tunneling through or otherwise harming a wall.) A minimum 
distance of 5 feet is required between the city walls and interior buildings. 

F \ 

T h e  City Gates 
Greyhawk has a number of gates along its walls, all of which are permanently guarded by 
rotating shifts of Watch patrols. Most gates remain open from sunrise to three hours 
past sundown; three of them - Cargo Gate and Highway Gate on the outer wall, and 
Garden Gate inside the city - are open at all times except during dire emergencies. 
Anyone approaching a gate when it is closed cannot gain entry unless t h e  traveler 
convinces the sentries of the urgency of his need to pass, perhaps producing a letter or 
writ from Greyhawk‘s Lord Mayor, Captain-General, or the like. In any event, the 
traveler must be searched and adjudged to be harmless before being allowed through. 

Each city gate has a huge pair of wooden doors, each about 12 feet high, 8 feet wide, 
and 1 foot thick, made of iron-banded roanwood. Four gates - Cargo and Highway on 
the outer wall, and Garden and Black on the two inner walls - are larger, with each 
door measuring 16 feet high and 12 feet wide. Behind each gate’s pair of doors is a huge 
iron portcullis whose bars are 2 inches thick, intertwined so that only a very small child 
could squeeze through them. A portcullis is usually kept raised, and is lowered only 
during emergencies or when the gate doors require maintenance. 

Each gate is contained within a gate house consisting of two 40-foot-diameter, 
40-foot-high towers with a wide walkway between them, running above the gate. All 
of the usual means for attacking intruders exist (arrow slits, murder holes, and so on), 
plus a few new tricks added by engineers and spellcasters from across the Flanaess 
over the cPnnrriec. The oite house towers each have 2 door into the rim i t  their har .  
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The two internal walls, Black and 
obles’, divide the city into three districts 
T economic class. The extremely crowded 
Id City at  the south is largely inhabited 
I the working poor, long-time residents 
id recent immigrants alike. The Old 
ity’5 inhabitants can gain access to the 
i4iddle City” of Clerkburg and the 
rreign, River, and Artisans’ Quartm 
rough the Black Gate. Access is usually 
itomatic during the proper hours. T h e  
mrishing middle class of Greyhawk, 
ade up of merchants and tradesmen of 
‘ery sort, inhabits the “Middle City” and 
u1 move with considerable freedom into 
ie “Upper City” of the High and Garden 
~artm through the Garden Gate, which 
kept open nearly all the time. The 
istocracy of Greyhawk can move as 
:sired into any quarter of the city, though 
w go to the Old City or River Quarter 
:cept as necessary. However, anyone 
itering the High and Garden Quarrm 
ill quickly be escorted out if he or she 
rpears to be loitering, involved in 
,iminal activity, begging, and so on. 

aveler to sign a roster, which is annotated 
y the senior sentry present with his 
iitials, a coded note describing the person 
riefly if unfamiliar to the guards, and the 
Troximate time (taken &om a nearby 
mdial, mechanical clock, timekeeping 
)ell, or other). Illiterate persons - that 
, most in the lower class but far less than 
alf of the middle and upper classes - 
lust sign with a simple X rune and their 
unes are appended by the sentries. Many 
,sidents and familiar folk can pass 
uough by signing only their initials, as 
le guards recognize them easily. Every 
ioming before dawn, the rosters for each 
ate are collected and brought by courier 
> the Great Library of Greyhawk, where 
iey are stored. What happens to these (by 
3w very many) documents has not been 
:vealed Some say that the Directing 
lligarchy and officers of the Watch are 
le only persons supposed to have access 
) this information, but rumors say that 
them (such as certain guildmasters and 
xhaps the Circle of Eight) have access to 
lis data as well. 

Passage through any gate requires the 
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No one is asked to explain his or her 
business or reason for passing through one 
of the two internal gates, an old 
“hands-off‘ tradition that people here 
appreciate. However, anyone arriving at 
the city’s outside gates must explain his 
business and is examined with some 
suspicion, particularly in these troubled 
times when spies, assassins, saboteurs, 
foreign thieves, and other troublemakers 
from the lands of Iuz, Turrosh Mak, the 
Scarlet Brotherhood, and so forth are 
much feared. 

Not everyone is automatically allowed 
entry to the city through its outer gates. 
Citizens of countries hostile to the city are 
barred, and neatly all humanoids and 
monsters ate turned away (assuming they 
ask for entry and do not try to force their 
way in). Any known citizen of the Scarlet 
Brotherhood, the Empire of Iuz, or 
Turrosh Mak’s Orcish Empire of the 
Pomarj is prohibited from entering the 
city. A long list exists in each gate house 
of other perceived enemies of the city who 
are not allowed entry, particularly persons 
belonging to evil cults, traitors, major 
criminals, and beings of hated races such 
as the drow, derro, ogres, om,  lizard men, 
and so on. A gray area exists for unusual 
beings such as centaurs or pixies, who are 
not hated but aren’t viewed with a great 
deal of trust, either: fast talk, a pleasant 
and patient manner, and the usual bribes 
may help here if normal documents do 
not suffice. 

The penalties for lying to the City 
Watch, entering the city u n l a d y ,  
smuggling, and so forth are given in the 
section, “Criminal Code of Greyhawk.” 
Bribery is not uncommon, but usually only 
well-known individuals can get away with 
it. Unfamiliar, suspicious-looking 
individuals who offer bribes are likely to 
be arrested. 

in a clockwise fashion from the 
northernmost gate. 

Whdgatc Most traffic here consists of 
citizens who wish to wander in North 
Hills Park or persons having questionable 
business in Shack Town or with the 

Brief notes on each gate follow, moving 

Rhennee, whose I 
burden, or livesto 
the wealthy area ( 
southwest and thl 
here. An elite pat 

Battle Gate This 
at certain specifie 

Duke’s Gate: Hig 
allows traffic to a 
the Duchy of Un 
through here. Th 
much of his time 
An elite patrol an 

Druid’s Gate Th 
to the east. Dwar 
through the High 
they tend to be la 

IGghway Gate T 
which most first-! 
Flanaess enter het 
their searches for 
miss detecting th< 
spy on traffic thn 

Marsh Gate Farn 
though the gate is 
sent through here 
Greyhawk leave tl 

Grgo Gate Carg, 
foot and cart tra8 
numerous docks 1 
city from the river 

>arges are tied up at Barge End. No  wheeled vehicles, beasts of 
‘ck may pass through here, a rule that limits lower-class traffic into 
>f the city. From Wharfgate, much of the Selintan River valley to the 
z city itself (which slopes away to the southeast) can be seen from 
rol and a standard patrol of the City Watch are here. 

gate, unlike the others, is normally kept shut and opened briefly only 
d times. It is detailed further in the section on the Grand Citadel. 

h Street turns into the paved High Road beyond this gate, which 
nd  from the Cairn Hills, Elmshire, Grossettgrottell, and eventually 
1st. Farm produce and mined ore are the major products shipped 
e gate is named for a duke of Urnst in the last century who spent 
in Greyhawk and was a major patron of the city’s gambling houses. 
d a standard patrol of the City Watch are here. 

is, the least used gate of the city, opens to Ery Trail and many farms 
ves from Greysmere occasionally enter here, though most come 
way Gate. Two standard City Watch patrols are on guard here, but 
x in their duties. 

his is the main entrance to the city, the magnificent gate through 
time arrivals pass. Huge caravans from across the central and western 
‘e. Two elite patrols and one standard patrol act as sentries here, and 
smugglers and criminals are fairly meticulous. Somehow the guards 
>se members of the Thieves’ Guild who are disguised as peasants to 
)ugh this gate in search of victims and enemies. 

iers and fishermen who live near the Selintan use this gate most often, 
the second least-used gate of Greyhawk. Wagon loads of waste are 
to be dumped at Garbage Hill. Adventurers heading for Castle 
le city by this gate, which is guarded by two standard Watch patrols. 

F 
D Gate is not as fancy as Highway Gate, but it is even busier, with 

ining the west bank of the Selintan. Almost every item entering the 

ff 
‘IC passing through it at all hours of the day and night from the 

I (save for a few smuggled items going through other gates) passes 
o elite Watch patrols and one standard Datrol mard rhis laror uare 

@ K 
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&ough here. Tw, 

~~ ~~~. ~~~~~ ~-. 
Some spies from the Thieves’ Guild are usually present, too. 

ty to visit the . -  - 
- e  - 

ng. However, a good 
ligh Market. One elite 

St Cuthbm‘s Gate Named for the many pilgrims who come to the cii 
Sacred Temple of St. Cuthbert in Garden Quarter, this gate is smaller than (.arm 
next to it and sometimes is ignored in favor of its larger sibli 
amount of merchant traffic passes through here toward the E 
and one standard Watch patrol stand guard here. 

Garden Gate A standard Watch patrol monitors traffic through this gate, though with 
casual indifference. Everyone must sign the roster at this gate, however. An extra guard 
patrol is stationed here only during emergencies and manhunts. Most traffic here heads 
for the High Market. The guards are irritated by constant complaints from 
Greyhawks aristocracy about “beggars and thieves” using this gate to enter their part 
of the city. 
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Bwr GaeE This gate is more heavily guarded than the Garden Gate, with an elite and 
standard patrol present. In addition, the Thieves' Guild maintains careful surveillance over 
this gate, noting who comes and goes as a way of protecting what the guild perceives as its 
own part of town. The Thieves' Guild watches other gates but not continuously. 

The Grand Citadel 
The Grand Citadel of Greyhawk is usually just called the Citadel. Some residents curse it, as 
it houses Greyhawk's main prison. Some bless it, as it holds enormous power to defend the 
city from enemies. Many ignore it, as its dark gray walk have looked over the aty from the 
top of a high series of CMS for centuries. Once designed to hold the entire population of 
Greyhawk within its walls (against enemies that were never defined for certain), the Grand 
Citadel m w  f;nctions as a correctional facility, arsenal, Watch barracks, parade grounds, and 
treasury. The Grand Citadel commands a magdcen t  view not only of the city but the 
countryside around Centuries have passed since its defenses were put to the test, so guar& 
here are relaxed though st i l l  vigdant and lo$ Excessive drinking and fighting (as a result of 
lost gambling wagers) is sometimes a problem among guards here. 

The Citadel is guarded daily by two groups from the City Watch, which a n  rotated in 
four-hour shifts starting at midnight The guards open the Bade Gate of the Citadel every 
two hours except at  the hours of 2 and 10, A.M. and P.M. Prisoners are awakened at 5 A.M., 
fed, led to work sites at 6 A.M., and return 12 hours later, to be fed and put in their cells at 
9 P.M. Aside from various Watch patrols, commanders, nobles, and city officials, no other 
encounters will be had within the Citadel's walls. Escaped prisoners are very rare; the prison 
is extremelv secure. 

Because of an old law prohibiting any accurate description or mapping of the Grand 
Citadel, local m a p d e r s  usually draw the Grand Citadel entirely too small to be realistic, or 
else include falsified and usually grandiose elements. Foreign visiton are sometimes confuJed 
when they actually see the Citadel, as they were expecting something five times the smcmre's 
actual size, with towers on which dragons roost or a palace the size of the Old City. The city 
map shows a number of impartant spots in the actual Citadel, and these are described here. 

GC1: capd cit?del's Wall aud Towen. The walls are very old and solidly built The walls 
are 45 feet high, rising above the city waU The wall base is 40 feet wide and the top is 20 
feet wide; the outside of the wall is very steep, with the base projecting only 5 feet beyond 
the top, but the inside base projects 15 feet beyond the top for a slightly gentler slope. 
(%eves gain a +10 bonus to their chances to climb walls from the inside - not that 
many get the chance to try.) The top of the wall has a notched parapet providing cover for 
archers. Access to the wall tops is gained only from the towers, which have stairs inside. 
T h e  Grand Citadel's towers are square, each 50 feet across, 70 feet high, and massively , 

built The top of each tower is covered with a pyramidal roof of slate shingles, fairly 
resistant to fire and lightning, It is known that spellcasters patrol the towers with the 
regular Watch guards on an irregular basis. 

DM's Notes Regular guard pstings were instituted here as a precaution after the 
Greyhawk Wan, when public paranoia about half-orc thieves, assassins of Iuz, and Scarlet 
Brotherhood spies was at a peak. Magic is thought to be used extensively to hide sentries here 
and detect invisible opponents. The wall itself is rumored to be trapped in devious ways to 
prevent anyone from bashing or drilling through i t  The Grand Citadel is built on dense 
bedrock, so sapping and mining attempts against it are all but impossible. 
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tower 
ts 100 feet into the air to provide the 
ndel with a superb d e r y  platform. 
tapults and ballistae are mounted here, 
luding one huge catapult mounted on a 
ating platform. Only one door at 
Pund level opens into the Great 
&house, and it is doubtless heavily 
'ended During peacetime, the 
&house is the quarters of 100 guards 
sm the City Watch, 10 of whom stand 
ud  on the roof in a rotating shift. A 
ious rumor circulates that a tunnel leads 
lm a secret door on the first floor of the 
)&house all the way into Clerkburg. 
atch guards arrest and interrogate anyone 
10 so much as mentions any rumor of 
n e t  tunnels" to them, so smart people 
LO hear the rumor say nothing. 
DM's N e  Approaching aerial 
'atures, including winged mounts such as 
ffons, pegasi, and so forth, will be 
rected and attacked from the Great 
,&house. If anti-dragon defenses exist, 
y are likely to be mounted here but 
iuld be kept secret. The tunnel from the 
tat Blockhouse m s  to a small building 
the campus of Grey College. The City 
atch leaders know of it and have used it 
the past to enter and leave the Grand 
tadel unseen. 
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W. Hatfcitde Wall. Oddly, this wall is 
only 20 feet high. The courtyard behind the 
wall is 10 feet below the level of the rest of 
the Grand Citadel’s courtyard A 
5-foot-high, 3-foot-thick wall notched with 
arrow slits funs along the edge of the 
courtyard a t  the dropoff. A door is set into 
the lower part of each of the two square 
towers anchoring the wall. A huge door 
stan& in the short Southeastern wall; it 
appears to lead into an underground area 
below the Citadel’s main courtyard Half 
Circle Wall took advantage of a natural 
shelf on the high bluff on which the Grand 
Citadel sits, and it was designed as a trap. It 
appears to be a weak spot in the outer 
defenses, but any force that manages to 
scale the low wall and get into the 
half-circle courtyard will be incinerated by 
od poured into the yard and set aflame. 
Archers on the two towers and along the 
low wall bordering the couttyard w d  
shower murderous missile f re  into the 
attackers. The three doors ace false, merely 
wood coverings over stonework No guards 
are posted on Half Cicle Wall, but illusory 
‘guards” are sometimes placed there. 

I 
;c5: Prima T ~ I S  duU, massive stone 
milding has no windows or decorations. 
I’his is GreyhawYs prison, which contains 

loor leads into the prison from ground level, 
with two doors leading up to the roof far 
v& to patrol. Each floor can house up to 
ux) prisoners. Usually, the prison holds 
1,000-1,500 convicts, 98% of them male, 
15% being human and the rest dwarves, 
xdf-orcs, or humanoid o&cers of various 
iorts. The m t  Warden of the Citadel is 
ZtinDace[LEhmF13;hp89;Int 18; 
m y  rings and potions], a brilliant former 
3eyhawk Militia officer who was promoted 

I 
t 

r------- . . .-.. - .- 
br comtption in 585 CY. (The former 
Warden died during a routine questioning 
asion with Derecs.) No one has escaped 
xison during Derecs’ term in office. 

:omtp~ drinking, gambling, and assaulting 
xisoners is rampant, though the guards can 
>e bribed to give better treatment or favors. 
The chance of bribing a guard to allow an 

The guards here are saong, aggressive, and 

r 

Greyhawk from the Selintan 

escape is very small, as the punishment for this is extreme (a personal meting with Derecs). 
More likely, a bribed guard will give a prisoner a few moments of lead time, then cry an 

6 
P 

c alarm and have the prisoner slain during the escape attempt, while the guard claims credit for 
discovering the escape 

DM‘s Nots If a character somehow manages to be thrown into prison, life will be 
very rough. Only female prisoners have any hope of reasonable treatment, as Constable 
Fanshen (see GC6) will check on their condition on a daily basis. An escape attempt from 
the inside is possible, but the best chance, though a weak one, is for outsiders to break in 
to free a comrade. 

GC6: Redoub~ This is a two-story fortress within a fortress. Aside from sewing as a 
Watch garrison, the Redoubt holds the offices of the 46-year-old Captain-General of the 
Watch, Tigntl Gcllna [LN hm FIO hp 57; Str 17, Dex 15, Int 17, Cha 15; many 
magical items] and the 52-year-old City Constable, Daidn F& [NG hf C13 - 
Pelor; hp 51; Dex 4, Con 15, Wis 18, Cha 16; staffofsmking ring ofproternon +z]. 
Constable Fanshen p h  to retire in 592 CY but has not named her replacement The City 
Vault (GC7) is within the Redoubt This ornately decorated bastion has three outer doors, 
one of which opens into the Citadel Stables (GC8). The City Vault holds a l l  taxes 
collected by the government and some additional magical devices. The vault, greatly 
enchanted and defended to withstand a city full of thieves and mages, is not a target of the 
city’s Thieves’ Guild, since the guild’s donations to the city’s coffers are also kept within. 

k e 



for the nip. The existence of a second tunnel heading north into North Hills Park is 
unproved (but it does exist). A third tunnel exists but is completely unsuspected (see H14) 

P M  P - d  TI.:" __I ~ -".. J .--a ..-J *c ~ n,,..,Ap -..nrlc hv W,r,-h 2nd. 

T h e  guild wdl hunt down anyone who breaks into the vault, and it discourages plots 
against it in various b r u d  ways. 

leads from here ro the High Quarter. Those in the know say it actually goes to the 
Wizards' Guildhall (H13), and it is defended almost entirely by spells and nonliving 
sentinels. Wizards use the tunnel to enter the Citadel without being seen or wasting a spell 

DM's Nops: A bunker is said to lie beneath the Redoubt, with rumors that a m e 1  

-7; -rpLu, I,"- "L"".L-y.,*'uJLyu "..... - LI y'y.-..- ~~ -I.- I , I.- -~-, .. __ 
at times, the Greyhawk Militia, when the latter is present Open air military ceremonies are 
held here during certain holidap and after great victories (such as after the Battle of Safeton 

DM's Notes Winged mounts do not land here (more thar 
understood by the Watch to be an attack. Aerial mounts and 
land outside the a t y  and walk in through a gate. Rainwater frum me courcyara a m  
through concealed and screened narrow pipes into the city sewer system; use of these pipes 
for an exape would be impossible without magical aid 

GREYHAWK'S CITV QUARTERS 
Visitors usually ask the question that Greyhawk citizens never think of: If a whole 
object has only four quarters, how can the City of Greyhawk have eight quarters? The 
use of the word "quarter" to mean a city district developed unintentionally. In the years 
before &gig Yragerne came to Greyhawk, the city consisted of the walled part now 
called Old City, plus a large number of dwellings encircling the City Market (now 
called the Low Market) outside the city walls, and the aristocratic estates south and 
west of the Grand Citadel. These sections became known as the East and West 
Quarters of the walled city (separated by the Processional), the Market Quarter, and the 
High Quarter, respectively. 

After the New City walls were built about a century and a half ago, the particular 
character of each neighborhood in the city became better defined and the "quarters" 
developed as they are now known. Garden Quarter evolved from the lower end of the 
old High Quarter. The decaying West Qumer became the Slum Quarter, while the 
East Quarter became the Thieves' Quarter in local folklore. Market Quarter became 
Artisans' Quarter dter a huge influx of craftsmen to the city. Clerkburg grew up around 
the many schools and facilities established by Zagig The Foreign Quarter was the last 
section established, following a law passed almost a century aEo stating that foreigners 
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The High Quarter 
ie High Quatter was established cennnies 
J, and though nobles, merchant princes, 
ibassadon, and city officials have come 
d gone, their great estates and manor 
mes have largely remained intact. No 
ops or businesses are based here, as the 
igh Marker caters to most of the needs of 
e High and Garden Quarters. The 
idscape here is parklike, with marvelous 
rdens, exotic architecture, and open spaces 
mmon. The streets are crowded only 
ring parades and festivals, and on Freeday, 
e most popular day for shopping in the 
igh Market At other times, only a few 
)bles and uppa class citizens are out in 
eir carriages, on horseback, or on foot At 
ght, the High Quarter IS well illuminated 
I streedamps and lights on the mansions 
emselves. City Watch patrols are 
erywhere, and private guards are also 
merous. The Nightwatchmen roam at 
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night in groups of five, accompanied by war 
dogs. Anyone who appears to loiter or act 
suspiciously is questioned by guards and 
escorted to the Garden Gate, with orders not 
to rerum unless there is actual pressing 
bvsiness here. 

buildings and places. Some of these are 
described below. 

The High Quarter has many important 

HI: Fmbsyofdu Duchy ofumst This 
unique building with its many onion-domed 
towers was once the summer home of %g 
Yrageme. It now setves as the permanent 
residence of the ambassador from Umst, 
who has for years been Gnmt Rcichart 
Pehida [LN hm F7; hp 40; Str 18/17, 
Dex 15, Int 15; many magical items]. T h e  
count is 58 years old tall, and strong but is 
getting overweight. He has an old wound on 
his left arm from an assassin of Iuz, which 
he keeps concealed 

DM's Notes: Count Petrides is a n m  with 
the Oligarchy and Lord Mayor of Greyhawk 
for failing to help the duchy fund naval 
patrols on the Nyr Dyv, while Greyhawk 
secretly sent money to Furyondy for this 
purpose. He is not as helpful to the city as 
he once was, and on some issues he has 
locked horns with the Oligarchs (particularly 
in defining the border with Umst). The 
count is happy to &t with visitors from the 
duchy and might help them out, especially if 
it would mean tweaking the noses of the 
Oligarchy or Greyhawk in general. He won't 
take paa in acts of war, however. He hates 
Rhennee and humanoids. 

Iu: Lohd Henway's Mrmgerie Wealthy 
from his family's partial ownership of several 
Caim Hius mines, Lord Henway [CG hm 
F1; hp 4; Int 16, Wis 51 is also eccentric, 
but in a generally harmless way. He collects 
specimens of different live animals, keeping 
the only private zoo in the city, and hires 
a d v e n w  to bring back more for his 
srudies when he doesn't buy specimens 
ouuight from those arriving in the city. 
Greyhawk's schools and universities often 
contribute h d i n g  for these expeditions. A 
great conical building on his estate houses 
tropical birds. An adjacent building has 
almost two dozen deep pits and cages inside, 

THE c 

containing a variety of unusual large a 
This much-abused building was once 
converted to a n  indoor zoo. 

DM's Notes: Animal and monster 4 

it's only a matter of time until some& 
to be a polporphed aeanue of a con 
old form Anyone going out to capm 

I 3 k  Hmway Fannly Manor. This br 
Shielding during their forced exile fro 
Northern Crusade of 586 CC, nearly : 
Furyondy, where they mounted their I 
Lord Henway purchased their manor, 
Crusade, and he moved himself and hi 
buildmg, renown for its magdicent c 
center for zoo-animal food and a prir 
appalled but they can do nothing abc 

DM's Notes: Thieves might want 1 
Henway has left lying about. Unfortu 
within it, locked in cages and rooms v 
Setting these animals free by accident 
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vlimals and monsters: a crude aquarium is also present. 
Lord Henway's lovely manor, but he had it entirely 

scape from the menagerie have thankfully been few, but 
ing big gets loose. An exhibit in his zoo might tum out 
ipletely different son that wants to escape and regain its 
e or recover a specimen for him is in for an adventure, 

dding was formerly used by the Knights of Holy 
m their homes in the Shield Lands. During the Great 
d of the Knights moved our of Greyhawk to travel to 
successful attack to retake Critwall and Scragholme Isle. 
which the Knights happily sold to gain funds for their 

s servants into this grand and beautiful edifice. The 
olumns, is now tuming into a dusty and messy storage 
nitive veterinary chic AU of Greyhawk's upper class are 

:o look around this manor to see whar old Lord 
nately, the manor has many wild and dangerous animah 
vhile being treated for minor injuries and h e s s e s .  
is tragically easy, as Lord Henway is growing careless. 

ut It. 

Grey Mamr. At some point in 
put under the protectorship of Lord I 
eccentric wizard named Mizaab Zaler 
the Falcon (the first such incidenc sht 
an evil spellcasting cleric who attempt 
sight atnost 20 years ago, the estate p 
Sturtevant has not been seen in the cit 
city allowed his estate to fall under th, 
Grey Manor has been sealed and has : 
contain considerable wealth, The man 
have been discouraged from entering t 
the manor move and fight as if intellis 

DM's Nota: Grey Manor was det; 
extensive labyrinth of wide tunnels frc 
secret exit near the banks of the Selint 

identities adopted by a Greyhad drapnkho is currently absent f? 
returns, he will have adopted a new identity, likely that of a minor 1 
very old Greyhawk dragon - hp 145: Int 20; many magical it0 
labynnth to leave the city to feed on distant wildlife. He is died wi 
Cuthbert, who do not suspect his m e  identity. 

northern tunnel from the Redoubt (G ~~~ ~ 

the late 58&, this magnificent tree-encircled estate was 
-Ienway. Grey Manor was formerly owned by an 
I, who gained fame in 521 cc for his help in trapping 
later escaped and was brought to justice in 581 cy). 

ed to conquer Greyhawk Mer Mizaab dropped out of 
assed to a relative, a retired merchant named Suutevant 
y for five years, and legal papers he had filed with the 
e care of Lord Henway, an old friend of the merchant. 
L lone private guard, but it is generally believed to 
or and stables are surrounded by a low walL Thieves 
he manot, reporting that the trees and plants around 
cent Y 

F 

C 
iiled in WGA3 Flames of the Falcon, Chapter 2. An 
im the cellar here leads deep into North Hills Park, to a 
an. By a miracle, the labyrinth did not intersect with the k 

k 
om the city. When he 
iuman spellcaster [LN 
ms]. The dragon used the 
th the city's clerics of st. 

- 
2 

HJ: Wheel ofGold Gambling HOWC. This luxurious club is very exclusive and admits d* 
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The Wheel of Gold is owned by Nerof Gasgal, Lord Mayor of Greyhawk (see H14), and 
only persons in dean, quality dothing (no armor or weapons) who pay 1 gp at the door. 

it brings in huge amounts of money. The place is frequented by every sort of wealthy, 
upper dass individual, including Greyhawk's most famous personages, but it is also said to 
be home to expert thieves and zold-digeing courtesans. The atmosphere is relaxed and -- - 
exciting, but &y trouble is ad&essed by burley bouncers and elite Watch guards who arrive 
in seconds. Troublemakers are wise to leave the city quickly, given the narure of the 
gambling house's owner. 



p4]. the Wheel of Gold has also 
Mayor, but others come from all 

over the Flmess to hear gossip about their neighbots and potential enemies (and about 
themselves). The concepts of moles, double-agents, and &information are welt known and 

H4 Ebbassy Cirdc Thin new complex of buildings was completed in 584 CY and boasts of 
impressive security features, though of come, the nature of these is never openly discussed 
Numerous foreign ambassadors are housed here, representing states and free cities from 
moss the Flanaess. Many ambassadors spend their leisure time at the Wheel of Gold, on the 
hill above their residence, where they can eat for free It is thought that this arrangement 
works well for the Lord Mayor, as he can keep tabs on the ambassadors through the h d n g s  
and thieves who work at the casino. Elite Watch and Nightwatchmen sentries patrol this 
walled area night and day. 

itself), espionage and diplomatic errands are strongly supported here. Characters should be 
CareM about the kinds of persons whom they befriend 

H5: I d s '  Tomb. Famous city rulers, nobles, and many wealthy individuals are buried in a 
vast series of crypts below this domed mausoleum Private guards work here, backed by 
spellcastm. A consortium of nobles, some with spellcasting abilities, owns the Lords' Tomb 
and manages its services, with a burial costing a minimum of 1,ooO gp. Over a half-dozen 
vault rooms are said to m t e  here, with considerable treasure buried with the bodies, but 

DM's Notes Given the intensely political chaacter of this area (and the City of Greyhawk 

dark tales have been told by former guards here. Undead of considerable power are said to 
walk the buried halls, acting as the true guards of this sire. The Thieves' Guild does not 
recommend any of its members tzy their luck here 

DM's Nora: The crypts of the Lords' Tombs do not connect with any other 
underground network. They are indeed patrolled by powerful undead Once every few 
decades, an undead creature ventures out at night on personal business in the city (as 
determined by the DM). None of the guards make the slightest attempt to stop it, as they are 
under orders to leave the undead alone, which they are more than happy to do. 

H6: P& (3ua The hest  of Greyhawk's fine dubs is here, with formal dress expected 
at all times. Ir is open from near dusk to near dawn, admitting members only (20 gp per year 
membership ood reptation and background required). Security here is maintained by very 
powerful wamors with magical devices, privately hired by the club's owners, another 
consortium of local noble families. This three-stoty building of grand style has a superb 
restaurant in the basement, a bar and gambling moms on the first and second floors, and a 
hall on the top floor that can be rented for weddings, balls, and patties. A former Greyhawk 
Militia officer named Ralston Tour is the owner of the club; he was once the security 
manager. Ralstom Tm [N hm F11; hp 84; Sa 17; long sword i3, many potions] is 44 
years old and has not gone adventuring in a long time. 

his rniliria days. He took om a few items, including a ring he keeps in a locked chest in his 
room. Unknown to Tour, the ring functions as a cubic gate and is being sought by an 
undead creature once buried in the cairn but disinterred by Tour years ago. 

H7: Lond S i I v a M s  Maaoc This rambling home was obviously once a smaller dwelling to 
which several additional wines were added The oripinal Lord Silverfox was eiven his title by 

?hich 

J g  

DM's Notes: Raston Tour found a small cairn in the hiUs to the no& of the city during 
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mces of wealth in order to gain a share of 
Le inheritance of this estate; as a result, 
Iventura  are common in their ranks, 
Lough casualties in the family are also high. 
h e a g e d ~ S i k b ~ [ N h f T 4 : h p 7 ;  
agical potions] was widowed recently she 
3w handles the breeding and sale of the 
mily's "silverhounds," a breed of paw& 
ar dog, and manages family finances. 
DM's Ndrs Lady Silverfox lost an 

lventuring daughter years ago in Castle 
myhawk She would like the remains of her 
iughter brought out and properly buried. 
[owever, no one is sure that Lady 
ilverfox's daughter is really dead, as 
ivination spells are inconclusive on this 
 in^ Characters might wish to do some 
ztective work ro find the missing heiress. 

I& Enbassy ofFmpdy. Most people 
&eve that 49-year-old Elskau seramah [LG 
n W17; hp 34; Dex 15, Inr 18, Wis 17, 
ha 15; many magical items] was sent to 
keyhawk in 584 ci to replace the previous 
n b d o r ,  an amusing old goat named 
aron S&, who apparently retuned to 
tnyondy. In truth, Saramade was 
wquerading as Saachan, disguising the clase 
lationship that Grryhawk and Furyondy 
F hidden for years, involving payments 
lade by the former to the latter to support 
itipiracy patrols on the Nyr Dyv. &kan 
d e  is a serious diplomar, not as much 
mas his predecessor but farmore mpected 
Vo one pays atrention to his circle of 
nutmns.) The auth about Greyhawk's long 
'ppoa of Fuyondy has leaked out but is still 
D t  c m o n l y  known 
The embassy is rambling but well kept, 

ith a large staff and many visitors. Knights of 
toly Shielding and Knights of the Hm are 
elcome here, though some friction remains 
meen the two p p s .  Representatives from 
le Free City of Dyvm might be found here, 
vemeing trade agreements, defense issues, 
id so forth with the Duectmg Oligarchy. 

pin that Furyondy is going to annex the 
ree City of Dyvm, though the king of 
tnyondy denies this. heal  persons in the 
nights of the Hart are spreading these 
mors to mate a trade panic and weaken 
Fers' position and alliances. 

DM's Notes Wild m o r s  are spreading 
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H9: R.oyal Opm Harse. Once the most 
elaborately decorated building in the city, the 
Royal Opera House was neglected for the 
last few decades until it was in a disgracefd 
state of repair. Finally, grants from several 
noble families allowed renovation to bgm, 
but the work has Wen bebind schedule. The 
exterior is covered with scaffolding, and 
work sheds and scraps littet the grounds. If 
not for its @cipal singer, the place would 
have been abandoned by its patrons yean 
ago. The current Director of the Opera is 
SClmMd Rogasscn [NG hm 0-level; hp 31, 
the frightfully jolly and sociable 43-year-old 
son of immigrant Frost Barbarians. Selmund 

no sense of style. Since his forme boss 
retired, he has fded the opera schedule with 
either cheesy, low dass productions that 
appeal to the lowest common denominator, 
or solo performances by Aestrella S h a n f d  
(see below), a female balfdfwho is the most 
stunning operatic singer in the city’s history. 
Selmund continues a long rivalry between the 
Royal Opera How and the Grand Theater 
by bad-mouthing the latter every chance he 
gets and even hiring thugs to cause trouble 
during Grand Theater performances. 

DM‘s Nobs Aaaelt Shadad [LN 

wears ouaageously O S t e l l t a t i ~  clothing with 

1 1 -  t I 1  r ,  I ,  I .  v,, 

live at either the Royal Opera House or the Grand Theater, as she works at bo& she rarely 
seems to sleep. 

H10: Fioraaua Aielestriel$ ViIla. The former ambassador from Nymnd, Fiolpma AicleJtritt 
[NG ef W13; hp 29; Dex 18, Int 18, Wis 15, Cha 18; many magical items], asked to 
remain in Greyhawk in 584 CY when she was replaced by Sir Ranald Immaam [LG hm F 9  
hp 77; Sm 17, Con 17, Int 15, Cha 151, who now lives at Embasy Circle (H4). She retired 
to her home near the Grand Citadel, rarely going out except to the High Market or the Star 
of Cdene (G6). Now 721 years old (a great personal secret), this gray elf has stunning, 
youthful looks (kept that way by magic) and dresses to make a Greyhawk noble look poverty 
stricken, passing herself off as a minor wizard 

original mission as an agent of the Iron League. AU of the 14 years she has lived in this city, 
she has gathered intelligence and arranged for the rapid shipment of goods to Irongate and 
Nyrond She hates the United Kingdom of Ahlissa, as her father was slain by Great Kingdom 
soldiers in the early 5705, and she works against their ambassadors. Nymnd‘s recent 
peacemaking with Ahlissa astounds and angers her. She meets with Sir Immanen on occasion, 
but reveals nothing. The Directing Oligarchy does not suspect her of being anytlung other 
than a “retired elf with time on her hands; her a d  age and goals are unknown by them. 
Her superiors were slain during the Greyhawk Wars, but she now reports to a new agent in 
Rel M o d  

DM’s Notes: Fiotanna uses magic to leave the city undetected, still carrying out her 

aout ureynawK aragon -1; np 00; mc 17; 

many magical items] maintains her disguise 
as a balf-elfdiva, loving the endless attention 
she receives from literally hundreds of 
adoring d e s .  If she wants a favor from a 
male, she charms him She has a secret 
agenda to undo the forces of chaos and evil 
in the city, but she does this in an unofficial 
capacity. Having carefully read the legal code 
for the city, she uses her SF 
idendy evildoers, then qui 
situations that lead to the c 
plots and &t. The City L lLLLLILU 

ell powers to 

*Y -g= 
iiscovery of their 

pnsonm. 3entences not mvoiv 
stay in a cell (after fines have b 

DM‘s Notarr Escape from t 

tips from her (messages either mailed in 
secret or dropped off at Watch Houses), but 
the Watch does not know the identity of the 
person sending the notes. Her cover was 
almost discovered several times by corrupt 
offidals hying to c a d  her. No one knows 
she’s a dragon She knows Mizaab Zalen 
frhe onlv nrhm fh&& Amnn lml.ll,r in 

H11: %Guard Bpmckr &High Quptcr City Wvchstabioa These two large buildings 
are reserved for extra units of the Greyhawk Militia in case they are needed in the city. At 
present, about u)o sentries from the City Watch live here, serving in the High and Garden 
Quarters. About 10 times this number can be accommodated here in cramped style during 
emergencies. The Watch has the usual problems with clnnk~ng, gambhg, and fighting, but 
rarely anytlung serious. 

DM‘s Notes: The guards are encouraged not to discuss their work with strangers, but 
someone who makes good friends with a Watch guard might pick up excellent tips on secret 
back doors, open windows, hiding places, and the like around this pan. of town and the 
mansions of the rich. Thieves, in particular, would love to get this information. 

: 
H I 2  Ni&m&u~n’s Gdstaticm, Coum of Jultia. a d  City GaoL Three completely r 

C 
&similar buildings are joined together here. The one nearest the Processional is for the 
Nightwatchmen in the “Noble Quarter.” The central building holds the Courts of Justice, 
where magistrates try minor cases while a noble or the Lord Mayor hears major trials. The 
City Gaol has one large holding cell, with a few individual cells for dangerous or unruly 

k 
L 

r . . .  4 .  * . . . I  . .  . q a term m a work hOUe are admuustered here wth a short 
ee 
he 

~ ~ ~~~~~ 

n paid). 
gaol is possible, but it will draw an automatic and long 

wuaras or anv race ana auenment. though s~ellcasters determined to he a dinow rn rhe nm 

,-.- .. --a-.. 1 -. 
the UT), but she hasn’t seen hun m years. 
This doesn’t concern her, as Mmab always 
comes and goes as he pleases. She seems to 
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way home. Very u n d  prisoners might be found here for a one-night stay, leading to 
future adventures. 

H13: Winrdd GdQlla This p e d - s h a p e d  building is home to the mighty Guild of 
Wizardry, established by Zagig Yragerne in 393 CY. Membership is 100 gp per year, open to 1 

. , r  I .. . . .. . . .  . . .  
0 0.- -- --I ~ . 0 ,  

or g d d  are refused admission. A variety of new spells. a 10% discount on training costs, a 
nearly complete selection of spell components, and a chance to buy scrolls, potions, and other 
very minor magical items are offered to members. Guildmembers (while not on adventures) 
can charge for the spells they cast, but must pay 10% back to the gdd Customized magical 
items can be made for a price (potions being most common). 

: 

’ 
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DM‘s Nota The Master of the Guild of 
Wizardry is Kinm JauCim [NG hm W18; 
hp 42; Str 17, Int 18, Wis 17, Cha 17; 
many magical items], also the Prindpal of 
the Greyhawk University of Magical Arts. 
Tall, heavy-set, and handsome, blond Kieren 
once enjoyed life but has pulled back from 
his many interests. It is rumored that he 
asked Jallan; Sallavarian (see H16) several 
times to many him, but for some reason, she 
has refused Kieren looks less lively than he 
once did, and he seems distracted and 
unhappy at his work. He is businesslike but 
not passionate about serving on the 
Directing Oligarchy. 

The Ciddhall is served and guarded by 
its Porters, who are ausovorthy dwarves led 
by Head Porta Dum KhonMpl [LN df 
F7; hp 55; Str 18/01, Con 17, Wis 15; 
throwing axe +3, “hg ofprotection 7‘21. 
Dunar’s father retired after being injured in 
an alchemical explosion, and the bearded 
Dunar took his place with enthusiasm and 
pride. Guild wizards have found Dunar to 
be quite strict and very no-nonsense. Many 
think of her as a male, but she is used to 
this sort of nonsense from humans. 

The Guild Libmy is said to hold the 
largest collection of magical and 
magic-related tomes on Oerik, and probably 
on the whole Oerth The books and notes of 
%gig Yrageme are kept here, locked away. 
Spells may be copied here, but for a 
considerable and arbitrary price (1KL1,ooO 
gp per spell level, depending on a 
pldmember’s status in the pld). The 
librarian is a peaceable but humorless and 
monastic drow elf named Jd hemain 
[LN em F2/WlZ; hp 29; Dex 16, Int 18: 
many magical items] who keeps the library 
semi-dxk, forcing researchers to use smal l  
magical lights (no flame!) to find things. 
Jawal is over 400 years old and has spent the 
last 170 years here, since he was appointed 
to his task by &gig Yrageme himself in the 
last stages of the Arclunage’s madness. The 
appointment turned out well, to everyone’s 
relief. Rumors claim that the Guild Library 
is secretly guarded by invisible 
“domesticad beholders, but older wkuds 
laugh when they hear this. On the other 
hand, the Guild of Thieves quietly 
recommends that its manben never, ever, 

87 

steal anythmg from this p 
going to do just thlt neve 

Anyone wishing to sell 
Exchange, Pabaj the Bam 
items]. Pateris has a bitin) 
so he’s called “the Bard I 
when the latter disappem 
purchasing the body pam 
circulates that Bubka‘s on 
by persons unknown (dol 
which he can identify q 
region. He is well respecti 

The Alchemist Major I 

Dex 17, Con 5, Int 17, C 
S p c u l a r l y  ugly, T i p  
distorted. He is a nasty ar 
laboratory and offices in I 
He is a past master of ald 
longeviq which he has u1 
&guises hunself to look 
they reduced his Constiru 

Tigana was mixed up v 
arrangement involving elf 
then covered up his own i 
becoming very paranoid a 
cult, preferably that of NI 

The Guild of Wizar+ 
Magical Arts. Details on I 
sometimes-used tunnel le; 

#lace or harm any book or paper in i t  Thieves who daun they are 
r come badc. 
or b y  magical items or .p.ll components must see the Mage of 
i [CN %em W14 (diviner); hp 28; Int 17, Wis 17; many magical 
; wit and is good at making up short songs and poems on the spot, 
3y his fellows. Now 45, he replaced Kondradis Bubka at this post 
XI a few years ago. It had been discovered that Bubka was 
i of murdered elves from aiminals in the civ a nasty rumor 
a body parts were carefLlly separated and used as spell components 
ibtless elves). Pateris has a variety of spells, powers, and devices with 
$tal or legendary items, and is one of the foremost dviners in the 
rd and is building a good reputation 
>f the Guild Hrkmymow Tigaua 
ha 4; many magical items], is 80 years old but seems a bit younger. 
I is under 5 feet tall and has vaguely gnomelike fames,  much 
id initable fellow who smells of vile chemicals and dead things; his 
he lower levels of the Guildhall are undisturbed by arrangement, 
hemy with a fantastic memory. His speaalty is in making potions of 
sed on himself. (His magically altered age is now 46, but he 
older. The potions did not raise his charactcristin, however, and 

vith the previous Mage of Exchange, Bubka, in a gruesome trade 
body parts; Bubka was going to confess, but Tigana murdered him, 
involvement and escaped retribution Tigana is an alcoholic; he is 
nd evil over time. He is considering making contact with a dxk 
d, to see what they might have to offer for his skills. 
y as0 supplies and manages the teaching s t a f f  of the University of 
his are found in the description of area C6. A secret but 
rds to the Guildhall from the Redoubt (GC6). 

hm W13; hp 27; Str 5, 

tion) 

H14 Lord Mayor‘s P h  (City Hall), One of the &est mansions in the aty, the “Palace” 
is less grand than its name implies. Many people refer to it as City Hall, as the place handles 
the same functions as a city hall would elsewhere. It is tastefid and restrained, with its own 
stable in back as well as a small auditorium, a ballroom, various offices for city government 

F 
Y 

c 
workers, guard moms for an elite patrol of the City Watch, and a superb kitchen (plus a 
marvelous garden behind the house). The furnishings are the best around contributed by the 
best &en in the city’s many gudds. 

DM‘s Notce Behind the mansion is a three-stotv tower. The b t  floor holds a receution P 
L 

u. roam and smal l  conference area, the second has thl offices for the Lord Mayor, and de top 
floor has a private study from which the Lord Mayor, 51-yea 
TI& hp 49: Dex 17, Wis 18, Cha 16; many magical items] c 
business. A secret door on the top floor leads to a spiral stairc-, --. U.ILC.ICY 

to a tunnel leading to the lowest levels below the Redoubt (G 
Citadel knows of this tunnel. Nerof Gasgal is further d e d e d  
Government of Greyhawk,” in the d o n ,  “The Directing 0; 

put in place by Zagq Yrageme, and no one is eager to test them, even in an emergency. 
Possibly, the Palace has room and powers completely unknown at pmem 

EtVLUiJ 

The Palace has numerous magical defenses, but few of ther.. -. _I II.--L. “-7 nUr_ Y 

C6). No one in the Grand 
under the heading, “The 
ligarchy.” 

H15: Org Nmshen’s Hape Greyhawk‘s Guildmaster of Thieves, Org Ncnshm [LN hm 
T18; hp 58; Dex 18, Int 16, Cha 16; many magical items] is 52 years old and has lost 
none of his grace and good looks. He is perhaps the most active of all members of the 
Directing Oligarchy, pushing himself to ever-greater achievements. His activities following 



the Greyhawk Wars revolved around rooting out several evil cults in the city, and he made 
some very bad enemies during this time. Org thinks it is only a mtter of rime before a 
cultist gets revenge on him, so he feels he cannot rest in his fight against them. His home is 
so plain and low-key that it is almost out of character for High Quart% it does have a 
respectable air, with many art objects inside of great value. Org has a you15 live-in 
girlfriend who seems bright and reliable but has no particular skills; she has a nasty streak, 
but Org likes that in her. 

DM's Nota: Org's girlfriend is more than she seems. Znris Dan [N doppleganger-f; 
hp 29; Int 191 is a doppleganger with asps  ofmind shiefding (wom over her eyes and 
thus not easily detectable). She is happy with her life at present and has no urge to kill 
anyone to take a new identity. She can imitate most skills by reading other people's minds, 
and has an uncanny knack for anticipating what someone is going to do or say. She also 
likes Org and finds him exciring compared to most humans she's known. 

H16: JaUarzi SaUavariau'8 Tower. This huge tower and the grounds around it belong to 
the only female member of the famed Circle of Eight, 42-year-old Jallatzi Sdavarian 
[NG hf W17; hp 41; Dex 18, Int 18, Wis 17, Cha 17; bracers offire resistance and 
defense AC2, ring ofprotection +4, dagger ofspeed +4, many magical wands]. She is 
related to the Duke of Umst. 

Following a destructive attack by a powerful demon lord in 585 CY, her tower was 
renovated and Jallarzi had it reinforced to be more resistant to invasion. Jallarzi lives 
alone here except for her sole henchperson, M a d  [CG hf W15; hp 32; girdle of 
protection +2, shoes of silence, several magical rings], and numerous nonliving magical 
wardians. Now and then she sees her long-time paramour Kieren Talucian (see H13), 
Lut since her kidnapping by the demon lord Tueky the Merciless-she has been 
withdrawn, paranoid, and cheerless. Something is obviously bothering her, but she won't 
discuss it with anyone. Marial has a constant stream of male admirers, but none are 
allowed in the tower. 

adventure; the exterior is the same, but the inside has been altered somewhat. Jallarzi is 
having nightmares about her captivity by Tuemy, and certain memories of events and 
places she saw are surfacing despite being magically suppressed by the fiend. If her 
nightmares are correctly interpreted, they will reveal something of Tuemy's lair and long- 
range plans. 

' 

DM's Nota: The tower's former appearance was detailed in the Return of the Eight 

H17: Glodraddi Bokknin's House. The Inspector of Taxes for the Greyhawk Revenue 
Service is a much-hated but much-feared dwarf, the ancient Glodrcddi BadraDin [LE dm 
T10; hp 44; Dex 18, Con 15, Int 16, Wis 17, Cha 5; many magical items]. Glodreddi is 
grossly corrupt, receiving bribes and kickbacks from many people in the city on a regular 
basis. He is also a genius at finance, and he has created many clever schemes that have 
fded Greyhawk's coffers and pulled the city through bad times. The others serving with 
him on the Directing Oligarchy regard hun as an absolutely necessary evil. He has a staff 
of 120,75% of whom are dwarves of brutally lawful nature who are happy to break 
down doors to get overdue taxes. 
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uarter is not well separated 
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ve in these parts of town. 
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d less well-kept than those in the 
later. However, they have better 
.d grounds with rainbows of 
flowers and marvelous topmy 
Also, the citizens of the Garden 
seem less s t u q  and more open 
IP in rhp Hiuh O l i a n e r .  nerhans 

I the differeice. 

he two 
m can rarely 

& Mvkct The High Market is a 
ig-established feature marking the hub 
the "Noble Quarter," that part of the 
y north of the Nobles' Wall. The High 
arket (or Grand Bazaar) is a large open 
ace of packed earth and sand in a 
unond shape, measuring about 200 feet 
rth-south and 300 feet east-west. Every 
ijor northern street branches off from 
re. Wood-frame booths with pennants 
ing, colorful tents, open tables with 
Lght silk coverings, and friendly 
:rchants greet the happy customer. The 
.gh Market is open every day of the 
ek, with the least vendors open on 
)&day (some booths are open out of 
,pect to the mercantile deity Zilchus) 
d the most businesses on Freeday, when 
t number of booths more than doubles. 
lis area is always well patrolled because 
the large sums of money changing 
nds here, and because the nobles 
mand security at all costs. 
The goods sold at the High Market cost 
to 150% the price of similar goods sold 
the Low Market, but usually, the High 
arket items are of superior craftsmanship 
i better materials, and have prettier or 
)re exotic decorations. Buyers may bargain . -  .... 

to bring prices down, but the risk is great 
that the buyer will be told to go "down the 
hill, where they sell the cheap stuff (in other 
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words, the Low Market) if bargaining is 
pursued ma ofren or with too much vigor. 

Items typ idy  sold here on a daily basis 
indude semiprecious jeweky, colognes and 
perfumes, sdk, domestic fresh fiuits, 
imported fiuits and vegetables, steel armor 
and weapons, fine leather footwear and other 
goods (saddles, armor, belts, bags, and 
more), high fashion clothing local and 
imported wins, imported whiskey, local 
sculptures and paintings, well-bred hounds, 
fresh baked goods, well-crafted toys, fresh 
cut flowers, nonmagical potions and 
medications, colorful candles, and glassware. 
On Freeday, dwatf-made items from 
Greysmere and Karakast are on sale, with 
fresh h e  meat and high q d t y  jewelry. 
Special items imparted from Eyvers, Veluna, 
Verbobonc, Fuyondy, and Perrenland also 
appear here on a regular basis on Freedays 
since the conclusion of the Greyhawk Wars 
and the Great Northem Cmade. 

DM's Nots While contraband is very 
rare here, valuable items looted from other 
realms have been known to appear for sale. 
Such items are often pursued with vigor by 
their previous owners or have CUIses attached 
to them (leading to their speedy sale). 

GkCiyBohnialGPdaaandWd 
Established by &gig Yrageme early in his 
career as Lord Mayor, the Botanical Gardens 
are centered on a square gazebo covering a 
freshwater spring. The gardens are elevated 
to give the visitor a great view across the city, 
except into the Grand Citadel. Exotic trees, 
shrubs, flowers, and hedges are everywhere, 
intmvoven with miniature waterwheels, 
waterfaus, reflecting pools. and so forth 
This area is maintained by a minor noble 
famdy named the Gandees, who live in an 
amactive if smal l  manor on the gardens' 
eastem side. 

DM's N e  One of the Gandees is 
a d y  a dryad attached to an oak tree 
adjacent to the garden. How the dryad 
appeared in the city a decade ago is a 
mystery, but the f d y  has adopted her and 
managed to provide a cover for her as a 
long-lost daughter. The dryad is likdy to 
pick up a handsome adventurer for a brid 
dalliance before the family fmces her to let 
the victim go. 

G2: Otto& Whd'sH~aue. Iti: 
member of the Citde of Eight, Oa 
Wis 16, Cha 16: many magical ita 
of Atnor, during the Greyhawk W 
once was. Of late, he has traveled t 
Ahor that Nyrond annexed, looki 
fighting He is present in the city 5 
patronizing the arts, or seeing visit( 
outgoing and c h e d  He is a sup' 
among artists and actors everywhex 

DM's Notcs: Otto has a side in1 
Any character who brings Otto a n 
previously unknown musical insm 
his friendship If befriended, he is : 
might know of some adventuring r 

G3: Nymph aod setp Inn. Pop& 
exotic selection of alcoholic bev? 
is relaxing if sometimes wild, and 1' 
from late afternoon until past mi& 
well in the past 

DM's Notcs: A rumor is circul; 
young noble named Aodis [N hm 
truth, the business is for sale for a 
but the payment must be made in 
angered an Oligarch by providing 
and a forbidden lover. T h e  young 
life is in jeopardy. He is now disg 
can get his gems. 

G4: SacrrdTempleOfst cutfibetl 
that of St. Cuthberr T h e  temple h 
the grandest house of worship m~._. - .-, ----, , __ _ _ _ _ _  -, 
and night Beggars and others in need find ready help here, mixed with stern warnings 
about staying on the beaten path (or else risking a beating themselves if they do evil). The 
temple is overseen by Eritai Kaau-Ipmel [LN hf C l l  - St Cuthbert; hp 64; Str 16, Wis 
17; place mad +3, mace +3] of the order of the Billets of SL Cuthbeh Tala& nuaydiu 
[LG hm P9; hp 72; Str 17, Wis 15, Con 16, Cha 18; place mail +4, frostbrandlong 
sword +3] is a paladin-in-residence. 

Interestingly, this temple has no guards other than its unusual Weisshund dogs, though 
it is filled with valuable religious ornaments and items of precious metals and jewels. The 
faithful clerics apparently receive warnings from above of almost any plot being hatched 
agaitlst them or their temple, anywhere in the city; they have never been successWy robbed. 
The temple was attacked once in recent memoty, by agents of the Falcon in 581 CY, but 
the assault was driven back despite damage to the temple. This caused the warriorlike 
clerics to arm and armor themselves to a greater extent and to increase the number of 
~riets here to a total of 30. The Citv Watch and Niehtwatchen's Guild. both filled with 
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~ollowers of St Cuthbert, also patroithis area head; 
DM's Notcs: This temple and its activist priests are a target of many ewl cults in the 

city, particularly those of I u z  Characters who worship St. Cuthbert can become involved in 
efforts to defend the temple, rescue its priests, or mot out its many determined enemies. 
Holy quests and special missions to benefit the church are common, as are nasty conflicts 
with priests of Pholtus. 



GS High T m  Tawan and Hoatdy. T h e  High Tower Tavern is an unpretentious spot 
that makes up for its lack of elegance with a relaxed atmosphere and numerous loyal 
customers, including many wizards from the Guild of Wizardry and some from the Circle 
of Eight The proprietor, Ekic Goodfellow [NG Xem W4; hp 51, rarely practices magic as 
he is fully occupied with running the business. Games of chance, particularly cards and 
similar games involving great concentration, are common among patrons. Six excellent 
rooms (for private games or for overnight guests) are available for rent, but only to ftiends 
of Eric. The front tower of this building, shaped and painted like a pointed wizard's hat, 
has three floors (each a single room) available for overnight rent but without beds. 

DM's No- Aside from its value as a source of innumerable rumors and bits of gossip 
flying around the city, this is a superb place to make the acquaintance of important upper 
class NF'Cs. If a character is polite and honorable, sound and enduring contacts can be 
made leading to important tips and news. A poker game against members of the Circle of 
Eight would be very interesting to play out 

G6: SM of Glme Iau A half-elf bard from Courwood purchased this small mansion and 
turned it into an inn that caters to others from the Kingdom of Celene and their guests. All 
h i n e s s  is conducted in the old elvish language common to olvenfok across the Ranaess. 
Others may enter, of course, but uninvited sorts are steered to a special room in the back 
where they receive inWerent service; few return. The inn is large and airy, with elaborately 
carved wood furnishings and silk wall hangings. The inn features four apartments that are not 
for lent; instead, they are given gratis to official visitors from Celene or other elven realms. 
Fioanna Aielestriel (see H10) is sometimes seen here, as are merchants and envoys from the 
Duchv of Ulek and elf mbes in the Gnarlev Forest and Welkwood The current owner is the 
same hf-elfwho f m d e d  the inn, F h b h  A& P G  %em B9; hp 31; Int 16, Cha 18; 
magical musical instruments, scrolls]. 

DM's Notrc The "problem at court'' (Queen Yolande's refusal to aid neighboring states 
against their common enemies) is a much debated subject here among guests. Some elves who 
comes here are secretly members of the Knights of Luna: the Knights oppose the queen's 
isolationism. Elf characters who agree with the goals of the Knights of Luna might be quietly 
brought into that organization ifthey will go on special missions to succor potential allies of 
Celene against Iuz and the Orcish Empire of the Pomarj. 

G7: Garden Qupm City W& Stahm This is the guard house of the City Watch for this 
quarter. Once a minor noble's home, the building was donated to the city government in the 
noble's will - a gft that made the noble's memory a happy one to the Watch. Following 
the unexpected attack on the k e d  Temple of St Cuthbett in 581 CY and the general rise 
in dangerom religious cults since then, the number of patrols based here has been increased to 
six standard and three elite, as derailed in the section, "NF'C Statistics: Law and the 
Milirary." Some spellcasters have been brought into the Watch, but their function, numbers, 
and powm have not been publicly revealed 

DMs N e  Characters wiU not m afoul of the City Watch here unless they amact 
attention to themselves. (Or so it is said) A Watch pan01 based here recently caught and 
destroyed an undead thief in the neighborhood, and patrols are careful to ward themselves 
from a variety of undead t p e s  when approaching suspicious characters. Necromancer 
characters will he arrested for questioning. 

G8: Gdd Dngon Ina Overly expensive and pretentious, the Gold Dragon Inn never wants 
for customers because of its location near the &den Gate, Royal Opera House, and Grand 
Theater. If one does not personally know the 60-year-old headwaiter, Alphonse Odalle 
[N hm W11: hp 33; Dex 16; robe ofproreaim +4], the wait for a table can be long 
indeed even for a noble. The Gold Dragon Inn has elaborately carved walk, a high ceiling, 
and many museum pieces under glass (and various protective spells). The best known of 
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)a in the Cairn Hills, including some 
+ous items from the legendary Silver 
e d  Cairn, whose location is now a 
"jtely. 
DMs Nota A few of the museum pieces 
very valuable, hut they are unique and 

y well known, so could not possibly be 
iced within Greyhawk or its domain. A 
v items are a d y  &germ became of 
:ir odd powers or curses, but ill effects wiU 
t be aip~ered unless the items are handled. 
ie most interesting and popular items are 
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nn fancy is impossible, as no one can tell 
L difference. 
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k Grand Thcatm. This huge baroque 
ilding is surrounded by wide plazas and 
ine columns. It is an old architectural 
wel that presents classical dramas, 
hestra and choir music, bardic 
certainment, and more all year long, except 
ring the holiday in the second week of 
,odmonth. The Gand Theater sits next to 
L smaller Playhouse Theater, which offers 
usual productions and comedies. The  
and Theater's performances range in cost 
)m a few silver pieces to a handful of gold 
pending on what is offered. The Theater 
rector is 101-year-old Kahari Kclkinm 
IG Xem C5 - Olidammarq hp 19; 
x 17, Wis 16, Cha 161, who came to 
:eyhawk from Keoland years ago. He looks 
ung, is very culture4 and has a long hatred 
his main competition, the Royal Opera 
m e .  The Grand Theater employs a dozen 
In;,.- %J "..,....- e*.*- L.-A ,c 

tse has gotten out of hand b 
sions. Characten can be cau 

o the Thieves' Guild and 
cret bosses of potential 

rn belong to the Thieves' Guild and 
m their secret bosses of potential 
ms here. 
IMs Notes The bitter rivalry between 
h d  Theater and the Royal Opera 
tse has gotten out of hand on numerous 
sions. Characten can be caught up in the 
-standing riv+ in many ways, 
&ly ifthey can be tricked into 
a p g  the reputation or property of 
T establishment. 
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THE DOMAIN AND CITY OF GREYHAWK 

G1O. Tempt OfPdor. Though this temple 
appears rather rundown on the outside, the 

statuary and other finery. Like the church of 
St. Cuthbert, Pelor’s Temple ministers to 
the poor and downtrcdden who find their 
way to the High Quarter. The temple has 

had 
see1 

inside is filled with golden mamek of hP 
m 
do: 
any 
p~ 

I a few arguments with the senaies at the Garden Gate, who ofcen nun away pmr folk 
cing alms, food, drink, or shelter here. High Maaiatrh Sa;ma [NG hfC15 - Pelor; 
81; Con 15, Wis 18, Cha 15; nirgofprotection +4, mace ofdisruption, five staves of 
hg] is 63 years old and feeling the pinch of age, but still continues her work Sarana is a 
;e friend of Constable Derider Fanshen. Raise dead spells are more available here than 
where else in the aty, but many restrictions apply to their use. A shallow, rectangh 
11 on the grounds west of the temple has fountains built into it and is used for bathing 
ing public ceremonies. 
>Ups Nota: Characters who worship here have a fair chance of becoming acquainted 
h Constable Fanshen and some of the City Watch who visit here. This is a very popular 
$on in the city, but it has enemies among evil cults, as doe  SL Cuthbert’s following. 
ne clerics of Pelor have been rargeted for smear campaigns and blackmail by evil groups; 
fer characters could investigate these charges. 
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h a n a  nas maae contact wtn tne omy two ~ierarchs who escaped 1uz.s attack Andrade 
Miub [NE hm C18 - Nentll: hp 74; Sa 16, Con 15, Wis 18, Cha 15; m y  magical 
items] who is 54, and Namajrn [NE hm CIS - N e d ;  hp 63; Dex 16, Con 15, Wis 18, 
Cha 161 who is 47. Nermajen has built a strong force of humans, humanoids, and undead in 
the westem Fellreev, with which he harasses Iu i s  forces. Andmde, however, lives in the City 
of Greyhawk (see R10). AU three make heavy use of magical devices and spells that conceal 
their identities and 6il divination spells. Their plotting is responsible for the rise in evil cults 
in the city, as they are all drawn to the spreading web of evil that is being spun. Guiliana and 
Andrade plan to seize power in the city over a period of time. They wish to weaken the city’s 
Watch and Thieves’ Guild by corruption from within, and also hope to compt the Guild of 
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1: Golden phomh Inn. One of the most luxurious inns and dining houses is the Golden 
mix, which sees a steady meam of business from the caravans entering and leaving the 
’. Many caravans make short stops at the Temple of Zilchus next door before leaving 
m, getting breakfast at the Golden Phoenix as well. The Golden Phoenix (often confused 
m e  with the Golden Dragon by newcomers) has 12 double rooms, 18 single rooms, and 
I restaurans. T h e  Velunese Grill is popular for nnall meals early in the day, and the 
ene Feast Hall serves large meals in the evening. The Grand Feast in the Celene Feast Hall 
the last day of each month and on all public holidays puts on a spectacular show with 
$em and musicians. Costs are 1 W  gp for meals and 10-15 gp per night for a room 
The inn was purchased in the late 580s by an unknown person, believed to be a foreign 
kwoman, and it is currently managed by Emul J3aq [N hm T2; hp 5; Int 16, Wis 5, 
I 161, a Shield Lands refugee who came to Greyhawk in 579 a. Barq is pleasanz friendly, 
always quick with a joke, but has no common sense about things. Barq’s boss dresses in 

k dothing as if in m d g  and aavels only at night under heavy guard from the Old 
y. She is called the “Night Dame” by those few who have seen her. Barq calls his boss the 
Id Lady” and doesn’t care if his remarks about her nasty temper get back to her. He seems 
i secure in his job. 
IM‘s Notcs: The “Night Dame” allows Emul Barq much freedom and doesn’t care 
it he calls her. Her real name is Guiliaru Moaidus [NE h f C l 2  - N e d ;  hp 64; 
s 16, Dex 18, Cha 18; m y  magical items]. Guiliana, now 44, was one of the very few 
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C 
sts of the Homed Society who escaped being slain by Iuz during his invasion of that 
m in 582 a. She was away from Molag and went into hiding in Fyondy,  slowly 
cing her way around to Greyhawk. Guiliana was able to locate and take charge of several 
s of Nerull along the way, seizing their funds and turning them into her personal 
Lyguards. By using disguises and operating through intermediaries like Barq, she has kept 
identity secret and built herself a saong aading business that operates out of Greyhawk 
If, from several buildmgs in the Old City. Her purchase of the Golden Phoenix, which 
‘equated by the Directing Oligarchy, members of the Circle of Eight, guildmasters, 
1 priests, and nobles, allows her to secretly eavesdrop on these potential enemies. 

@ 
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Wizardty. Guiliana was made a third Hierarch by the other two in a special ceremony, and 
they are looking for more candidates to open branches of the Hierarchs in Dyvers, the Duchy 
of Umst, and Furyondy. The Hierarchs hate Knights of Holy Shielding and all good 
religions in the city, particularly the la& ones, and work against them 

G12 Temple ofzildnn This squat, h w n  stone pyramid houses one of the grandest 
temples in the aty. The interior is a monument to the power of wealth, with furnishings of 
gold, silver, platinum, mithral, adamantite, sdk, and crystal being the order of the day. The 
congregation is small but d e  up of the richest merchants and guildmasters in the city, 
particularly members of the Union of Merchants and Traders. Offices are available in the 
temple for business meetings (under the patronage of ZiIchus). 

Qla 17; many magical ierm~], who has become the leading economic voice in the city. He 
opposes taxing uade but argues in favor of sinking money from profits into d b t ~ c t u r e  
(roads and bridges) and building trade with the United Kingdom of Ahlissa through 
Nyrond A master of fmancial planning, he is consulted by the Directing Oligarchy, the 
Guild of Wizardry, and the Union of Merchants and Traders on many matters. 

DM's Nota: While it is widely reported (and very me)  that many of the riches here are 
openly displayed with no apparent guards about, very few thieves have lived to tell of robbing 
this temple. Eight stone golems, a complex magical security system, trapped/cuned treasures, 
and armed clerics discourage (or kill) most who would try their luck here. The temple pays 
protection money to the Thieves' Guild to get this group to stay away however, foreign 
thieves and certain monsters are a problem. A maeical abacus was stolen from here a decade 

The high priest here is stdasm V k  [N hm C l l -  Zilchus; hp 47; Int 16, Wis 16, 

" 
ago: its recovery would bring great favor on the &der. 

Symbol of Heironeous 
from the militia and Watch are easy to 
overhear and are likely to be teliable, 
considering the sorts of people who repeat 
them. Much can be learned, espenally about 
conditions in the Cairn Hills, along the 
High Road, in the mining vdages, and out 
to the Duchy of Umst. Talk can also be 
heard here about recent changes in the old 
Great Kingdom and what they might mean 
for Greyhawk. Distlust of the United 
Kingdom of Ahksa is pt, and hatred of 
the Great Kingdom of Northem Aerdy is 
profound 

Clerkburg 
Otiginally part of a noble's estate, Clerk% 
got its start  when the land was purchased by 
7-4- vr*--- &- L, hoe-...- r ,.-A M*..,.+ 

G13: Chapel ofl%uhghu Thismodest temple has strong ties to the Temple of Zilchw, 
next door, and to the Union of Merchants and Traders. Travelers, peddlers, middle-class 
merchants, mercenaries, caravan guards, and others come here to offer tithes and prayers for 
safe travel before leaving the city. The priest in charge and the entire s& are rotated in 
staggered shifts to other shrines and temples across the Flanaess, rarely staying in Greyhawk 
more than a year. The average priest in charge is a human or demihuman of level ld6+2, 
with M6 lesser priests. Little of value is kept here except good food and drink, maps, and 
valuable oral lore about conditions across the Flanaess. The small wood lot in back belongs 
to the temple and is the scene of outdoor services. 

DM's Notes This small temple is a storehouse of information on the mads and trails of 
the civilized nations of the Flanaess Spots where bandits lurk, the amount of tolls charged, 
friendly and hostile resting places, mins visible from mads - all these and more can be 
learned from a short visit here. 

-E.8 . La6L.AaL _-. ,.- -cuILL -,Lu L..a Y 

G14: Sanctum of HeiroamuS. With the sale of the house belonging to the Knights of Holy 
Shielding m Lord Henway (see m a ) ,  the knights and other folk from the Shield Lands 
gather here to wonhip, trade stories, and collect money to support their brethren in Critwall 
and h g h o h n e  Island in their fight against Iuz Everyone dreams of seeing Admundfort 
Island retaken, but this is known to be a long-range goal. Many officers of the Greyhawk 
Militia and some in the City Watch belong to this denomination, as do refugee warriors 
from Nyond and old Ahor. Money is also sent from this temple to Nymnd's treaswy, but 

16, 
m e d  

of Greyhawk He turned over the manor 
house on the estate to the administrators of a 
small school, which f m e d  the nucleus of 
what became Grey College. He then invited 
teachers, tutors, and scholars from across the 
Flanaess to settle here and build their own 
schools. Since the end of Zagig's rule, 
Clerkburg has expanded considerably to 
become another quarter of the city. This area 
is often called "The Halls" for its large, airy, 
university buildings. 

Most schools here hold classes from 
Goodmonth 1 to Flocktime 28. Wealsun, 
Richfest, and Reaping are vacation months 
for students, but not for the st& Teachers 
engage in research or instruct each other 
every day during that time, for eight to 
twelve hours a day, except on Godsdays, 
r . ,  1 1  . n . . r  ,-. 1 1  rreways, ana a w g  rumest. cloasaays are 
expected to be used for quiet studying if one ~m 

ars is not at  worship. 
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Clerk- is a quiet, parme  area where 
crime is fairly low. Aside from school 
buildings, the area is dominated by boarding 

houses filled with studeni 
are not wealthy even tho: 
expenses paid for in adva 

The low crime rate cil~ 
containing great riches (a 
discourage almost all thie 

M6 rounds after being si 
rarely have much to do b, 
Constables generally avoit 
away the students will mi 
Constables away, and a p ~  

mgical A m  in search of 

s and by small businesses catering to the students’ needs. Students 
5e sent here by nobles from other lands have their tuition and 
nce, and they must take menial jobs to earn spending money. 
1 be attributed to several factom. Those areas in Clerkbucg 
~ c h  as the City &t) are so heady guatded and warded as to 
ves, and only fools would try to break into the University of 
.student-created magic items. The City Watch can have a patrol out 
unmoned. The Nightwatchmen are seen here at night, but they 
esides settle drunken fights between students. The People’s 
d this area, as school authorities have long made it clear that driving 
n this quarter; private guards are not gentle in shooing the People’s 
>rentice wizards ofien cast annoying cannips “for practice” on them. 

c1: Grey college Grey c 
degrees in many fields, in 
engineering, healing, geog 
mathematics, and history. 
north to south, these are ’ 
faculty offices, the libmy 
&rooms, lecture halls, 1 
and largest buildmg, built 
ground Smaller building 
observatory stands outsid 
silvedox [LG hm F3; hp 

Grey College has 400- 
eight yeats, depending on 
students at most Student 
roughly 50 gp per year ar 
not from Greyhawk; cost 
and accounting classes an 
(ofien family owned) as r 
wizards, explom, and in 

Grey College is someti 
outsiders cannot initially nna it, as rney UUflK It IS named sometiung else, and a iew end up F 

applying to other colleges instead by mistake. 
DMs Notes: Advennuers have found this school’s tutors to be a go 

many aqxcts of the Flanaess as well as ancient history- espeaallyuse 
ruins before w a h g  into them, Many teachers and students have a low 
adventuren but also seady  admup them, The campus is known for poht ld  acpyltlsm but not 
necessarily for rational  though^ naive students might debate ways to prop up Nyrond or how 
to nm the aty government more effectively, but they might suspect the Greyhawk Thie~s’  
Guild conmls the whole Flanaess or that Iuz the Evil is not as bad as =le say he is. Rumm 
pickedm on this cam= can be so wild as to be m e  than useless. 

C k 

hllege is an excellent institution of leaming that offers classes and 
cluding alchemy, astrology and astronomy, architecture and 
pphy, economics and finance, the tine am, accounMg and 
The largest bddmgs on camp lie near the Processional; from 
Timber Hall (where most classrooms are), College Hall (holding 
, and meeting rooms), and the Hall of the Dean (containing 
laboratories, and storerooms). The Hall of the Dean is the oldest 
: during the reign of Z q g  Yrageme, with a dining hall below 
5 are scattered along the northern curve of University Street An 
e the eastem aty wall. The Grey college chancellor is Hewler 
13; Int 161, a distant reladve of a noble Greyhawk M y .  
450 students each term. A basic degree can be earned in two to 
the courses. Class sizes vary but are generally small, with 20 
s are almost exclusively upper or middle dkss, as tuition stam at 
id doubles every year thereafter. About three out of ten students are 
E increase for these students by another 50%. Economics, f m c e ,  
: the largess these students tend to go into mercantile businesses 
wagers. Many graduates become teachers, but some later become 
dependent sages. 
mes called Greyhawk College or the University of Greyhawk. h e  F 
P 1 .  * 1 . .  . . < .  * . . -  v 

cd soutce of news on 
ful when researching old 
opinion of duty . . . . . . . . 

I t ,  

though entertaining. 

brary, with its columns, 
is not ornate. Many 
ss, and this is likely true. 
r ronir im&nahlP rhnnoh 

C2 Gwat Jibmy ofcmph.wl. The granite facade of the Great Lil 
stairs, and statues, is far grander than the rest of the building. which 
daim this is the latgest repository of books and scrolls in the Flanae 
The Great Library has collected volumes and papers on nearly eveq ..~.- -.~--~-, 6.. 
evaluating this wedth of knowledge for its veracity is a challenge for anyone. The Great 
Library is open every day from dawn to dusk unless the staff is ill. There is no adrmssion fee. 
Magical lights are hung throughout the building, remaining lit at  all hours. Silence is expected 
of all users, and armor and weapons are strictly banned. No use of fire is permitted, and the 
buildmg has no heating system (a drawha& in the winter, but no one complains). 
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The library has six wings, each devoted to a Werent topic History, Geography, Artistic 
Studies, Poetry and Literature, Science and Engineering, and “General,” a catch-all title for 
m a t e d  that don’t fit other categories. Books and stacks of papers line the walls of each 
wing, with the center of each mom filled with tables and c k .  About 3d6 X 1,ooO books 
are in each wing. New books are being created all the time by a staf f  of writers employed by 
the library. There are no editors, so the quality of the writing varies greatly. 

is reserved for Contributing Members -library patrons who donate at least 100 gp 
annually; they may take home up to three books at a time for one week. Some nobles are 
Contributing Members, but more often, a noble’s personal secremy or a gwld’s scribe or 
researcher is given membership by their sponsor, in order to do the research required of their 
position. Everyone in the Directing Oligarchy and many wizards in Greyhawk are members: 
even a few major thieves and priests are as welL Those who are not citizens or residents of 
Greyhawk can be members, but they must pay 2.50 gp per year. 

Iquanda [LN hm W11; hp 23; Int 18, Cha 15; five ioun stones]. Iquander came to 
Greyhawk from the Duchy of Umst long ago to research a few questions, but he never left 
the city afterward Before Gratius Saghast &ed, he passed his position to the able Iquander, 
who has an astounding memory and excellent organizational skills. He is happy to share his 
knowledge with visitors, and he gives clear dvections as to how the library can be used best 
Iauander lives in the librarv basement where a number of urivate studv rooms are available 

Visitors can read any books and copy them, but they cannot take any home. This privilege 

The library’s chief administrator is also its chief researcher, a reclusive wizard/sage named 

for a fee to sages and researchers who need a place to study and work 

Intelligence X 5, with modifiers added by the DM ifrhe subject is very esoteric. The 
actual information value of nonfiction works varies. Assume that 50% of all “famal” 
material is accurate in general, with some flaws in the details. Another 30% of information 
is flawed in general but logically so, making it appear fachlal. Another 10% appears 
completely wrong or illogical but does have some elements of truth. Finally, 5% of 
manuscripts are completely mong and look that way, and the final 5% are completely true 
(though they may look prqmsterous). 

adventurers bring in. The sale value of such books is judged by Iquander and several senior 
Contributing Membeh, who g e n d y  offer a fair value. Works from the grand early days of 
the Great Kingdom, Nyrond, Furyondy, and Keoland are much sought, but documents from 
the ancient Sue1 Imperium or Baklunish Empire are treasures without p d e L  Anydung 
written by &gig Yrageme is considered valuable. 

The library has a continuous problem with book thieves, usually adventurers seeking 
treasure knowledge and thinking nothing of ripping out pages or stealing scrolls with 
information they need. Some patrons are compdsive book thieves, stealing books simply for 
the pleasure of i t  Papersating creaNres such as bookworms are feared by all. However, 
copies of all books are kept in a basement storage room, and the public stacks are thus not 
difficult to replace. And they are not the most valuable works here. 

stone walls with iron doors. These are reached by a concealed door at the rear of the 
budding, which leads to a flight of stairs down to a narrow hall. Here labor several scribes 

DWs Notes: The c h c e  of finding a book on any specific topic equals the searcher’s 

The library s& would love to acquire any old books or papers (even copies) that 

The most valuable materials are kept in the three underground Library Vaults, which have 

Writings and books by the infamow i &gig 
Yrageme (even his note scraps) are kept 
here. The second room contains valuable 
artwork worth untold amounts of money, 
and the third contains the official records for 
the entire city. Detailed records are kept for 
three decades, but some general works are 
hundreds of years old Copies of treaties, 
agreements, and parmerships that the 
Directing Oligarchy and Lord Mayor have 
signed with other states or cities are kept 
here, along with tax records, seaet military 
information on strengths and expenditures, 
and even the admissions rosters for each city 
gate for the last five years. Also kept here are 
books deemed libelous or politically 
dangerous, including ghastly works written 
by evil persons or cults. 

c3: Old Mill. The  stone foundation of the 
Old Mill is about five centuries old, dating 
back to Greyhawk‘s earliest days. The mill 
has been damaged and rebuilt several times, 
but it has operated almost continuously 
apart from these intenuptions. This is the 
more important of two mills in the city and 
m s  around the clock, operated by six 
millers at a time in eight-hour shifts. The 
Old Mill gave the Millstream its name. 

descendant of the original owner, Loni 
WhatrmiIl [N hm zero-leveh hp 31, who 
lives in the High Quarter on a small estate. 
He has little contact with the mill, instead 
leaving its operations to an underhg, h n j a  
Lollgb$rer [LG fif @level; hp 21. Brenja, an 
immigrant from Elmshire, has run the mill 
for almost 20 years. 

DMs Notes The Guild of Bakers and 
Cooks is q n g  to work out problems 
associated with a vast increase in business 
brought about by the rapid rise in 
Greyhawk‘s population during and after the 
Greyhawk Wars. The Old Mill might have a 
new wing added on in the near future, or the 
New Mill College (C8) might similarly be 
enlarged Someone has recently tried to 
sabotage operations here, too, by introducing 
pests into the grain supplies. Millers, bakers, 
and cooks are anxiom about the future. If 
bread production falls, food riots are feared 
in the city Lord Wheatsmdl has not been 
very helpfd, and he is very unpopular. 

The mill is owned by an elderly 
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c4i BkckDngon Inn. The largest inn in 
Clerkburg is the Black Dragon, a three-stoly 
building offering 60 rooms for rent The inn 
employs students as bouncers, maids, 
bartenders, and housekeepers; bouncers must 
be warrior-trained The proprietor is the 
huge, bearlike Mikls Dam [LG hm F4; 
hp 26; Str 16, Cha 151. Miklos, a retired 
adventurer, knows many rumors about the 
city and its long-time inhabitants, a few of 
which he will share with anyone who gives 
him ale and listens to his adventuring stones. 

DMs Nota: Miklos knows a few m o r s  
he should not discuss openly. Some concern 
members of the Dkcting Oligarchy, 
revealing the actual links that several 
Directors have to the Thieves’ Gild and 
what sort of background plots they have 
hatched to better their positions. Characters 
who repeat these particular m o r s  to the 
wrung people can get themselves (and 
Miklos) into hot water. 

c5: J&’ alld GaMlud Gu;ldhdt 
The Guild of Jewelers and Gemcutten has 
an ornate but fortresslike guildhall 
containing several vaults holding vast wealth 
in cut and uncut gems. The guild prides 
itself on its defenses, which are believed to 
be extremely good Magical and mechanical 
traps and alarms are known to be in use 
here, tested on a random basis by 
trustworthy adventurers hired by the guild 
The g d d  aSo prides itselfon the expense of 
its furmshings, and it is indeed one of the 
gaudiest and most overdecorated places in 
the civ. The g d d  makes a huge profit on 
the gems and jewelry it exports. 

T h e  old guilclmasm retired several years 
ago and was replaced by his daughter, 
G d a H o W  [CN hfT3; hp 11; Int 17, 
Cha 161. Now 34. Gerda is popular despite 
the fact that she doesn’t take advice from 
anyone; her business sense is good, if 
conservative. Like her father once was, Gerda 
is a membet of the Directing Oligarchy. 

DMs NotE Gerda is secretly a low-level 
member of the Thieves’ Guild, something 
her father doesn’t know. She has a long 
personal relationship with another Director, 
Dmrm Natl~nc [N hm T8: hp 30; Dex 15, 
Int 16, Cha 15; many magical items], who 
himself is a mid-level member of the 
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Thieves’ Guild as well as a membc 
Gerda’s father, Bodnu, is a clos 

Guild had an understandmg with 
for which bdmi provided details 
This worked well until a jeweler a 
Artisans’ &mer in 589 m, and I 

arrested later. Anguished, Bodmi I 

robbery, and his daughter was qui 
This did not end the intrigue b 

supplying information on & d m r  
Demen have quietly begun to red 
Gild,  giving the appearance that 
this came to light, it would cause 
destroy its reputation, and bring 1 

muoi*of~has7 
a three-sided courtyard wall 6 feet 
No door or window mars its exte 
gate. Apprentices (at zero-level) a 
their tutors) once they identlfy th( 
apprenticeship begins, the student 
she has become a 1st-level wizard 

The university building has a h 
than the floor above it and conmi 
students there. No kitchens are ne 
The first floor houses about 100 
the third has 40 at 2nd level, the 1 
sixth is home to 6 at 5th level, an# 
floor a b v e  this. 

Tutors are about three levels of 
level. An apprentice who reaches t 
leave the campus and go adventur 
level and above have returned hen 
Students range from teenaged hur 
gnomes, with some elves of unknt 
some ignorant apprentices; only d 

claim the pyramid has many more floors than expected, which < 
and mms being connected to extradimensional spaces or beiif 
curious ways, Heavy lifting and some maintenance work in the 
Porters from the Wizards’ Guildhall (H13). 

Kieren Jalucian (described at H13) is Principal of the univm 
top floor - or what seems to be the top floor. The Senior Tutor at the university is the 
exaemely aged T o b  Po&& [LG hm W16; hp 34; Int 18, Wis 16, Cha 17; many 
migical items], who is both deaf and blind but can see and hear dearly using magical devices 
and spells. He had a tabby cat (actually a changeat, a shape-altbg feline) that died recently, 
leaving him in a deep depression. The  other tutors and Kieren Jalucian want the old mge  to 
retire, and he might soon do that 

Admission to the universiy requires the recommendation of another wizard, approval by a 
b a r d  of tutors, and an initial admission fee of 100 gp. This amount is often paid by an 
older wizard, who gains the apprentice’s services as an aide during the first years of training. 
Training fees for older students are set as per the usual tules for gaining levels. Students are 
nearly all humans from Greyhawk and surrounding states and cities, with a few gnomes 

Details on the pyramid’s interior otten vary, depending on who descnbes it. Some students 

1 of the Union of Merchants and Traders. 
e fnend of Nerof Gasgal and 0i-g Nenshen. The Thieves’ 
this g d d  that it not break in and steal its goods, in return 
on some gruldmembem‘ shops, which were then robbed 
nd his family were murdered during a robbery in the 
the City Watch found a m p  of the shop on the thief it 
,etired abruptly, though he was not implicated in the 
ckly elected. 
metween the two guil&. The old system continues of 
mbers’ shops to the thieves. Additionally, Gerda and 
kect some shipments of cut gems to agents of the Thieves’ 
the gems were lost to highway bandits OI other problems. If 
enormous conflict in the Guild of Jewelers and Gemcutrers, 
he City Watch in with both feet 

his startling buildmg, a three-sided pyramid surrounded by 
: high, is 100 feet along each side and about 90 feet high. 
nor; the surrounding wall is similarly featureless and has no 
:e brought through the wall by magical means (employed by 
melves verbally while facing the wall. Once an 
might not reappear for a year or two, by which time he or 

uge undenpund auditorium and nine flw~, each larger 
ning classrooms, sleeping quarters, and a dining area for the 
,ede& priests of Boccob who live here create food for all. 
hopeful apprentices; the second about 60 1st-level students, 
fourth has 20 at 3rd level, the fifth has 12 at 4th level, the 
d only one or two students of varying levels are housed per 

‘ability above their charges; tutors ‘ice never less than 7th 
he 1st level of ability is  allowed (actually encouraged) to 
ing to broaden skills and knowledge. AU wizards of 1st 
: for M e r  rraining to achieve their next levels of ability. 
nam (quite common as apprentices) to a few ancient 

c 
r 

1wn age. Race, gender, and age are meaningless except to 
le ability to command magic ranks the students. C 

. .. . .  . - 

:auld result from some floors 

universiv is accomplished by 
linked by &porters in 

sity, and he has moms on the 



(learning to be illusionists) and a few elves and half-elves. Few students are evil, but these 
learn to behave themselves here; most students have a neutral alignment component and 

Magical Arts, but a considerable 
amount of magical wridngs, such as spellbooks and scrolls, are found within. Some minor 
potions are around for training, and a few powerful items are usually stored in a seuet vault 
(with extradimensional connections) accessed from the top floor. The place is jammed with 
magical defenses too complex to describe here; it is not impregnable, but it is very dangerous 
to someone with bad intentions and few dues as to what might happen The DM could 
improvise as desired ifsuch defenses were tested to prevent theft or damage to the pyramid 
The Thieves' W d  does not dare bother with this place, preferring to stay in good graces 
with the wizards and putchase their services for various projects. 

C7: City Mint The official coin-stamping and casting center in Greyhawk is also the 
gwldhall for the Mintworkem' Guild, a heavily f o d e d  and guarded pair of buildings 
connected by an external corridor, giving the structure an H shape. A bridge was built 
recently over the Millstream to allow access to the southern half of University Streec, and this 
has become the only entrance to this windowless hall. One elite and two standard City 
Watch patrols are stationed here, with a great degree of magical and mundane protection 
behind them. Reinforcements from the City Watch and the Guildhall of Wizardqy can arrive 
at a moment's notice. 

here. coppet commons are 
hoard them), thanks to inflation 

k I 

brouiht on by recent trea&e-hunters dri;lging in huge amounts of coinage, new and old 
Older types of low-value coins, such as iron drabs and bronze zees, are no longer made or 
accepted in made; only children will pick them up if found on the ground Coins minted here 
are transferred under heavy guard to the city's moneylenders and other repositories before 
being put into &dation. 

lust for precious metals would overcome them. However, the g d d  voted in 588 CI to 
allow dwarves in, following the retirement of three gwldmembm who opposed the 
admission Several dwarves now work for the gwld, and no problems have developed The 
guildmaster of the mintworkers is Wilyard Grrathand [LN hm F3: hp 16; many protective 
magical items], who is best described as aggressively paranoid He rarely leaves the City 
Mint for any reason. 

in the City Mint is a secret, but the supply is huge. Platinum, in parricular, is present in large 
amounts, as well as valuable metals used in iron alloys when making magical weapons and 
armor (mithd and adarnantite). The Thieves' Guild manages to skim off a few shipments of 
coins once they leave the City hht, but no assault on the mint itself is seriously 
contemplated, as Orp Nenshen (the gddmaster), Lord Mayor Nerof Gasgal, and the rest of 
the Directing Oligarchy flatly oppose it. The idea is freely debated for fun, of course. 

Dwarves were once excluded from entering the Guild of Mintworkers for fear that their 

DM's Notes The exact amount of platinum, gold, electrum, and silver bars and coins kept 

C8: New Mill College The "New Mill" is one of two funccioning m i l l s  within the city 
walls (the other is at C3). This three-story building serves many functions, being at once 
a regular grain mill, the headquarters of the Guild of Bakers and Cooks, the campus of 
New Mill College (where the chefs art is taught to students), and the site of a great 

of the 40-50 students here are 
many from Elmshire. 
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1, as the Go facilities share many - 
nmon interests. An outbreak of food 
soning recently sickened some students, 
ugh no one died. This was not a result 
rvil intent, but the possibility is on 
Tone's mind (with wild rumors of 
olvement by the Scarlet Brotherhood). 
igical devices that detect and remove 
sons and pests are being sought by the 
001, which is secretly contacting 
mnturers to hunt for such items. 

: Jkduhool. A century ago, several 
sic tutors from Grey College broke with 
it school and established the Bardschool 
I building adjacent co the main campus. 
e Bardschool now handles about three 
!en students ac any time, mosc going on 
3ecome nonadventuring musicians. Some 
ome m e  bards, however, spreading this 
ool's fame far and wide, and others 
orne famous teachers who gain great pay 
ieighboring states. Students usually 
lain at this school for a half-dozen years, 
'ugh adventuring students return for 
ther training on an irregular basis. The 
dty, s&, and students of Bardschool 
.e a friendly rivalty with Grey College 
I compete against that facility in sports 
I other events. Practical jokes played on 
:y College, however, have become a 
iition of the former and something of an 
tant to the latter. 
I'he High Tutor and Headmaster of the 
,dschool is 60-year-old Larme Furlo 
hm B12; hp 31; Int 15, Cha 15; many 
ions and music-based magical items], 
o encourages the light-hearted antics. A 
nd document called the "History of the 
Ids" is kept here, detailing life in the 
I with a poetic and artistic view; the 
rk is quite large and has many famous 
duates as its contributors. Outsiders 
y read the document for a small fee; it 
:s have some useful historical 
xmation not found elsewhere, which 
ght be of use to adventurers. 
3Ms Notes Adventurers learned long 
, that ancient legends and songs 

i 
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s o m a i a + s h a d i n l ~ c l u e s r o ~ u r r s  
buried in their lyrics. Bads d y  know 
d+ Rmthehemos tddac r ip t ions  in 
old plamtghr hold a glunma of mth The 
songs and lore of the Gmt I<lllgdoa from 
its earliest days to its M coltpae, are often 
"mined" for stcm rrfaences ro lost mifads 
wluds' towas, old dungeolw, and so fatk 
For a fee, outsiders can read through the vast 
collection of d s t m d  here, or pay for 

come, can also help i d m e  notable armor, 

and some have a feancndouI knowledge of 

PafomvMCs of cauin old songs. Bards, of 

weapom, and devices found in O l d h o m L ,  

thehmldryOftheFhacs& 

C1& ~ O f ~ l i f a l t h  This 

ormng, perhaps bcausc the Ba&chwl is 
bridge is nnnoredto be alughtyromantic 

Lnmcdiytymxt to it Students at Grey 
College are the mainlvwrs of the bridge, and 
a few seem to be on or Murid the bridge 
evay warm q h t ,  enjoying themaelves as 
best they can. Mvly marriage propoaals are 
made here cvayyur; SOmMnc who e 
a ''walk in Qerkburg" to a parimr is uwuly 
dropping ahint that ap@ is in the 

th+ no evidence of this &IS. 
DM's Nac* The &rdschool delibaately 

conaibutes to the suggestion that the Budge 
of Entwined H e ~ b  has a magical &a on 
romance. T h e  bridge was called Collegt 
Span a century ago, unril the Bardrchwl's 
dbegvlholdmgandoor music practke 
that couldbe heardfmm the bridge. Music 
students now d y  have ampit ions to 
see who can play the most d c  (yet 
subde) music, basing their evalm~ons on the 
&em their music has on people visitingthe 
bndge. Bardschool students even have a 
rating system, with points a d  for 

that take p b  on the bridge while a satdent 
plays music. Magd influences an not 
dowed, and a W-hour playing rime per 
student is the standad 

works. some believe the bridge is magical 

hd-hokhg, klsing, embncmg, and SO 

Clk  Srrmc Tnrm Once the home of a 
Grey Colkge duncellor, this SI"T~ 

beorme a tavcm with a pMllLv twist. The 
mterior is a m z e  ofdark, narrow corridors 
and small rooms with one table and a few 

I7 

\ 
I 

I 
chair3 eadL Bookshelves axe "+ere, wi& worn vohrmco, papas, and %kiting ilqlmum 
a l l  ht. Fireplaces, lantmu, and cpldles light the+ and provide wvmrh The Spplmb 
frequaltedbyatrors, qe,&h, s tuhnt r ,~andotheraduatedpnonsfmm 

c 
Y 

F L around C k k b q .  Formerly an exfhrsively male (andhuman) domain, it now has a m a t  
mixed crowd This is the place tog0 for inpltgenc (ifsometbm r&c) debate and several 
good varieties of ale. The mmu is limit4 b l o w  in price. 

robes. He dinks agreat ded here and rarely talks with anyone except about t r i d  dungs 
He is MdanSIlmnrldKct [LN hmzeip.level; hp 2; Int 19, Wis 181, the younger 
brother of- the Archmage, now called Ruy the Traitor. Since b bmther bctmyed the 
Circle ofEight and the City ofGreyhawkand fled into the Bri&Desa+ Aduhn has fillen 

Dh45 Noter Om reg& painm ofthe !Savant is a &Munirh gcnd- sdmlu$ 

into &+:He pblicly &wned'b h t h e r  in 584 CY, but A stiU suspccd of bemg in 
league with Rary by less iaformedandless forgiving pasons in thc city. 

The Directing Oligarchy believes A r e  is trustworthy and has hired his services a 
number of dmes, but he lost his teadung position at Grey Gllege and now works on 
commission for adventurers (a task he feels is as de&g as cleaning sewers or slavay). 
Arkalan is an alcoholic and is deraiorating physidy, though bis mind is d shup. He 
knows he can do nothing a b u t  his fate and that his brother is beyond denpaon, and 
he knows Rary could turn against him in a vicious way. Still, he hopes to find somcone 
who can mtore his brother to his former self, as the two had been very close before 
Rary's treachery. 

E 1 







DM’a Nmr A student hac d w o v a t d  an enpance mm the sewen ofthe aty a ftw ycnr 

yltodresewps m m t a u o n o f d a d r r n a m r s  mdungmm Onamawtulethcydmma 
ago m thc ccllnr ofhw bllddmg. ocEa(ll0llPy: g r u p  ofkghtlyvmed&ts drrnnun 

kcep the scaet ofthe flumels 0 well. 
-Cmphband WOfEktrrknOWSbthestuden~wmt, Yodlctstudmtc 

FoteignQuprtcr 
When the New City w& were bdt, before 450 CY, a scpamtc s e a o n  of the aty was set 
aside for residents who were not aaual atlzens of Grcvhawk bv chace or birth A 
pannoia existed in the city, fed by s w c d  sources, &t the & bung drilled rhrough or 
destroyed by foreign saboteurs, enemy spdlusten, and monstm in human form, (Such 
had happened in the Great Kingdom) All dwellings were moved smnl feet away from 
the walls, and foreignrrs were obliged to rent their homu in the m l y  des+ Foreign 
Quarter. Forrignm were banned from pur3usulg rral estate, but (oddly) they wm 

of time-thmks to presucc from city umkcqxm who wylrcdmorc bwlnss. Ato, 
foreign nobles and guests of the city w a e  allowed to bypaw dl of thuc rrshictions. 
leading to situations in which a few fomgn diplomats and nobles own their own es(atcl in 
theHighQuartcr. 

The Foreign Quarter is considered the most cosmopolitan part of the city, and its 
variety and color make it highly amactive even to city residents; some well-to-do loul 
merchant families live here. The mix of accents, dialects, and hguagu, with the wide 
assortment of dothing, shops, building dccmtiow, and customs ”npomd with the 
residents here, give the quarter an Uroric charrcur. Moat Foreign Quarter residents come 
from only a few outside locations (Furyondy, Verbobonc, J+rs, Duchy of Urnst, 
County of umsb N p n d  and major towns in the Domain of caeyfuwk, with the rest 
hdng tiomvross the Flulacpr. Nearly all residents cvnehm for trade or business 
reasons, and some also sene as unofficial reprcsmtatiw of thcir homc statu. 

Most crime here ConSisD of petty theft (pidEpOckeang), b q h y ,  and conMence 
scams, with a certain amount of bkdmuil and extortion in addition The City Watch has 
a few pamls here and will arrive 3d6 rounds after being summoned. The Nightwadmen 
conduct re& patrols hac  after dark. People‘s Conspbtp arc a bother, aa they habituaUy 
prey on “wicked ignorant” foreigners. F’rivatc bodyguards and -es arc a common 
sight hae. 

allowed to mt ~UOIIM i~ Lu19 anywhere in the ~~T-CVCII walls and for 1- paiods 
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The Blue Dragon is now dosing in on the Silver Dragon for sheer popular~ty in this 
quarter. Gustin has converted part of the first floor into a meeting W for the Guild of 
Ostlers and Brewers; he was elected gwldmaJter in 590 ci for the next four years. The house 
ale is called Witch Queen’s Cauldron and is very pow& 
DM‘s Notes Gustin Longpike is a loud advocate of democracy, a radical concept to most 

Greyhawkera except within limited areas such as guild elections and the recently formed 
advisory committee called the Public Council of Greyhawk Gustin is happy to aggressively 
debate politics with anyone. Gustin is also one of the fm people who can say he !UIOWS the :. archmage Mordenkainen personally, as he worked for the wizard a few dmes on missions in 
the Yacils. He m o t  say he’s a dose &end of Mordenkainen, but he thinks well of the 

: wizard and passes along inmesting information to the Cirde of Eight. A characta who must 
talk to Motdenkainen would do well to see Gustin first. 

F5: Ahliam W H+uatem This huge, four-story block of offices is mted by the 
Royal Guild of Merchants of Aerdy, the only official gwld of traders in the United Kmgdom 
of Ahlissa. The Royal Guild has held a monopoly over nearly all trade in the Great Kingdom 
lands since the Turmoil b e e n  Crowns over 150 yws  ago, when House Darmen cast its 

regulate all trade and crafts gwlds in the Great Kingdom, and it formed the Royal Guild to 
oversee its immense operations. The gwld is not evil in the main, and it is heavily backed by 

lot with House Naelax @id I). House D m e n  was then given the authority to license and 

the Ahhsan priesthood of zikchus. However, the Royal Guild is wealthy beyond the wildest 
dreams of the grulds in Greyhawk, and it has huge lancU-~oldmgs in Ahlissa. The current 
Overking of the United Kingdom, Xavener I, is the leader of House Dannen, and he receives 
a part of its profits. 

When the United Kmgdom of Ahlissa was formed, many in the west did not mt it, 
fearing it would be as bad as the old Gmt Kingdom. This has not proven true (so far), and 
Ovedung Xavener has granted pamission for the Royal Guild to seek markets in those lands 
that allow i t  With grave misgivings, the Duechng Oligarchy allowed the Royal Guild to rent 
a large building in the Foreign Quarter for its operations, for an absurdly htgh rmt The 
Royal Guild paid the fee for 10 years in advance from its petty cash mmres, to the 
Oligarchy’s astonishment and horror, and took up residence within a month. The building is 
sd in chaos, with Ahlissan merchants arguing with architects and engineers over how their 
offices should be set up. but it has already begun to serve as the hub ofAhlwsan business 
west of the Nymnd/Ahhsan border. 

[N hm T6; hp 16; Int 18, Cha 17; cloak ofprotection +3], a bald and eccentric man who 
r e h  to eat meat but is a superb diplomat He ultimately aims to overwhelm local grulds 
with his own, but he is having great d;fficulty breaking into rhe local market. (The i n d  

about the good old days when the City of Greyhawk was a p a t  of the Gnat Kingdom (as 
the Barony of Selintan, before N p n d  rebelled in 356 CY), but this unnerves Greyhawkers 
who do their best to pretend this part of history never happened. If there were e m  a 
flashpoint for international trouble in the City of Greyhawk, the AhLaJan Merrhants’ 
Headquarters (as it is unofficially called) is it. 

F6e MC+UI& d P a w n b d d  Guddld. One of the most pow& gwlds in the city 
(indeed, in the c e n d  F h )  is housed here. The Union of Moneychangers and 
Pawnbrokers operates from this grand a c e ,  performing their expecd tLncrions both here 
and in small pawnbroking shops across the city. In addition, this union tnds money to solid 
borrowers but collects high rates of inmest Many people in the aty hate this gwld with a 
passion, but none deny that it powers the excellent economy of the city and keep its 
businesses lunning. Without it, few would have the initial capital to get new busineua off 
the ground 

t 1 
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DM’s Nobc~ The Western Major Guildmaser here is sffpll 0- of House Darmen 

conflicts of his o m  gwld branch are as0 getting in the way of business.) skrryn loves to talk 

The guildhall has ofices on the ground 
and second floors, with a huge ballroom/ 
auditorium in the cellar for gruld 
meetings. The vaults are on a level below 
the ballroom This guild works most 
closely with the Union of Merdwts  and 
Traders, the Guild of Mintworkers (which 
supplies coinage), and Greyhawk‘s noble 
f d i e s .  Small s h e s  to Zilchus am 
everywhere, though a few shrines are 
present to other known gods of money 
and trade, such as Xerbo. 

here for a 10% d o n  fee pad to the 
gwld This fee falls to 5% for coinage fiom 
Dyven or the Duchy of Urnst, but rises a5 
high as 25% for very distant countries like 
Ratik or the Lordship of the Isla The 
vaults here have huge reserves of cash, mesal 
bars, and precious items, with wd-trained 
and wd-quipped sentries backed by 
magical alarms and traps. 

The w e n t  conversion rate for 
Greyhawk’s coinage is as follows 
500 copper commons = 50 silver nobles = 
10 elecmm luckies = 5 gold orbs = 
1 platinum plate. For convenience in text, 
the designations are abbreviad as “sp,” 
“gp,” and so OIL The aty once used low- 
value iron and bmm pieces (known as 

these have Men cut of use. 
DM’s Nota: This union has an informal 

treaty with the Thieves’ Guild, as some 
merchants are also aaive or retired memben 
of the latta. Thieves are to keep thew hands 
off the vaults in return for a monthly 
“p&on” fee. However, many upper-level 
members of the Thieves’ Guild fed they are 
paid too little, and they actively debate ways 
to break into one of the d t s  and take a 

the thieves can do it if+ choose, forcing 
an in- in monthly payments. 

F7: City Wartbarrc Those found gwlty in 
the justice system but deaned to be 
salvageable are sent to the two-story City 
Workhouse instead of the Grand Citadel‘s 

men and a score of no-nonsense guvds live 
here. Every morning at dam, the offenders 
are marched to diffmnr locations in the city 

Coinage from foreign countries is changed 

“drabs” and “zea,” rrspecdvely) as we& but 

few things-just to let the merchants know 

prison (Gc5). About 100+4d10 young 
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1 advenMmr bring to them and they will happily b y  many such maps andunfamilLrbodrs 

. .. 
a u t h d y  z d  and r;gged pen in a few more m?nm rooms, then hire middkmm tosdl 
them in the LnWMpkCtandval i~ taverns arnmdGrcyhawk Theguilddoe have many 
wxy old andunusualmaps that chvvtasmight invstigatc m r ~ ~ c c t o  huge p l ~ u n t s  of 
cnaaurandadventlue. 

F10: Fortip Qparr City Witch sarioa The Watch hae sees an amage amount of 
activity each week, uaUy.in the illca8 oftrying to break protection ndretp and chasingoff 

gambbghem, but nothmgis done about tlw it isn't ilkgal to gamble, so long as no legs are 
broken, Unfommady, in this quarter, a lot of muglungup occm overg+ debts, with 
more than a few murdcm. Anumberof foqn  criminala and gangs havetoeholdr in this 

Guildhall of Moneychangem and Pawnbrokers (F6). 
D M s h T h e  Wwhhtre has some prepdue against catain fore+rs, parti&y 

t h a e  &om the WildcOvz as rrfuges from that area have been involved in an inmasing 
number ofviolent crimes here Narwell mm in partiCuLrare often seen aa thugs, muggas, 
andaforcaJ. Rhmee are also disliked Some d e s  from thelocal gurld(F1) tend to 
pick fights, and the wrrsdas from the Pit are a m m t  irripnt Sa also the "DMs Note" 

those who Would prey on fomigm. The watch knows the w Guild ConOols 

I 
mandintrigw is thick.The watchis~conamedaboutrheaafeh/ofrhe 

for the Nighmatchmds Guildsraton (F13). 

F11: TrpVlrtodC3l&lLThe G3dofTwdators is made up o f m  and wanen who 
have ex&t skills in madug, writing, and speakmg foreign tonguea At the pnxm time, alJ 
the a;lj,lanpruses and nearly dtheminor ones are wvacdby this guJd which cOmpriscs 
only 18 people. As Common is 10 7vldesprud, the needforamsktors in a city as 
cosmopolitan aa Greyhawk might seem unnecemxy, but many merchants and diplomats hae 

legal doclmratc written in Ancient Suloise, as this is rhe p..i.w of the Guitdof Lawyers, 
hi and Acmtans. Thew ofAncient SUloLe gives the latter@ its moIlDpolyover 

I 
wish C X d l l g U d & O I W  OfWlhlldOMnenrs andndlgrrements. Thcguildd Mt W d a W  

lcgal sealanents. 
D M S N D t s r S e v e a l m a n b e r s o f t h i S g u i l d s p e a k ~ n o t ~ t o t h e ~ ~  

these individuals hail from far away or haw spent long periods of pine away from the FLnaess. 
The DM may invent these Npo and their unusual backgmds as best fits the campaign 
O o e ~ m i ~ t h a v e u r i v e d o n O a r h a b o a r d a s p d l j v l r m a f r o a n ~ ~ ( ~  
a linL to the mJAh4hER campaign), and an&+ have come hm from another 
ADBrD ampaignwoddby+t ravc l (add inga l iuk to the~  ampaign). 

PURedSerpent Rdmmnt The Red Sapent Restaurant SpepalLes in many sorts of 
pepperd-rice, sdr-fiied dishes that strike local W w k a s  as Qtfemchj spicy and pmne 
to causiqheprbum, among other typa ofgastric distress. However, the Red Sapent has a 
very loyal clientele oflocal and foqn folk willing to eat here once every week or two, ifnot 
more o b  Bprad and wlddninks arc servedas well the drinks cooledin asmall, magdly 
OperatcdrrfngawrinthekitChuL (Greyhawken arenosaccustoanadto OOlddrhJrs- 
m l y  al l  oftheir de and0ther;lcohOlic bnrnges are servedquite warm) The owner, cdl 
&&FIG hm W5; hp 101 and his wife &k [NG hfFS; hp 251, claim they came to 
Grcyhawkfium anunidentjf iedbland.  They never arry weapons and appearquicc 
chcaM, though both are notorious practical jokers. 

DMs Notm Both Gvin and Enkar are experienced at a foreign type of martial art that 
involves unarmed fighting with open hands and ki&. Thc DM can demmine how this 
style qxtatsa in gametrnns.They arc willing to teachothcis how to pe*orm this o/pe of 

combat for a conaidaabk fee. (It ia 
expmrive, as tc.ct..p takes time away fmm 
other pursuirs, Iike work.) 

F13: ' T h i s  
gwldsaclon sees alocofktainessin this 

righdidy do not flw each other orthe 
qualter,asthekIrelgn"rrsidCnts"htre 

ay's manythims.All ofthe ims, ovem8, 
rlsamants, and &public Edcilitiesha 
are putundcrmtant gupd ani& che 
Pit hires its own guards, d y t h u g a  fmn 
theThi~'GUiid,TheMaccnuied 
Guildhall needs no pmtdon as its 

themsrl- Duty in Burrow Heights (F14) 

the Pit (F8) ia c o d e d  tough 

that & of Pholeuc (see R8) and 
Trichcreon (R14) from the Rim Quarter 

occupants are well able to protect 

k~~~~~~ 

DMS Nae: An additid probtm is 

O f t e n w a n d e r t h K U g h r h e F o r r i g n ~ i n  
search ofeither chaos (forthe former) or law 
(forthe latter) to quell. This means 
d ~ b a s e d m M f i g h t s o c M a b o u r  

injuries andbepmgs, but Some have ended 
with& andspclbmg. BorhoftheK 
priesthoods arelikdyto tUm w the 
N-who intavalc, Y t h e g c u l d ' S  
comeaions to st C U t h M s  church (a) 

once a modx most result in modcnte 

are well known 

PI4 brow Butrow Heights is 
another uniqw nqhborho0d-in-a- 
neighborhood Here, on a duner of smalI 
mounds SMtaCdonthe wcstbype~s and 
ontheustbytheMillsmpn a BdgDitch," 
dozauofshortc&n&mns mt homa 

, I' . 

that have been built anpletdy 
UadergmmdHalflingSfromEhnshin, 

gnomes from GbosKtrgroacli stay hm, 
usuauyonmadunt ordiplomtbicbusiness 

dwanns from Greysmen andelsewhae, and 

for long periods of time (d m o n b  to 
s d  yeam). Few b wander here, 
simply because there's nothing much to see 
or do. Crime is low, though almrgga or 

hopes of overpowering the wlller folk, 
who often cauy daggers and other weapons 
dose at hand. 

twomighthidcinthe wesomptm in 
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being sought for conversion to join the Pale's holy war. The p.i..LI arc bung d v c  lbour 
this because they inand to turn Grcyluwk into a center ofPholm d p  intime, or at 
least inm a +  suppoaaofthe Pate +rut its memkr &mis wouldlike irhma&m on 
Nymndsambvsldorsintheayifpoadble. 

R 9 : G o b q & ~ ~  widlout question, the aoasiucdidhalforc in the city 
is Wcobquilr [N b F 5 ;  hp 38; G m  16, Wis 8,Q4; l&annor +I,  
scimicu +l]. Now quite OM (45) but in good health GobayuJr is the grulclmasm ofthe 
Embamer$and Gravcd i~ 'G t i l d  Hidcodyugly and always drrssad in black, he is quite 
wealthy andkeeps his money invesrcdinvariousmtaprises with the Union of 
Moneychnngas and Pawnbrokers. He has no known friends, and other gruldmrmben follow 
his dirrcdrrs~beuusetheyfeuhim Theyalsohopehewillindudcchaninhiswill. 
Gobayuikhpcsgooddaics~theyuebadforhisbusincss(theyhulandrrscpmcc 
people).Various jokesaboutthisguildmuter,mostinvolvingimpmparomndc 
invol- withtheundcad, have been dr;culdng in the city for cbades, 

The guild maintains civic CanMieS in the aty and purchases land m setup new plots. 
Bccausc of city ovcmv+ the gurld is about to buy a hgc tract o f M  east of the aty 
along Ery Trail for a future lnnial ground The guild has a monopoly on the (legal) d q w d  
of cotpea in the city, and only a certificate proving the dryh and burial of a a;tizcn, iasucd 
by the guild m thehpccmrofTaxcs, Glodrrddi Bakkprin, willrrmove that from 

taxes. Becpw of this, way relative of a dud p e ~ o n  wants the deccnsed m be certified by 

herals,moumingcawnonk andso forth, ChoUghthedKmhes lhnostunivasallydespise 
theworc. 

DM'a Nabk Gobayuik has been involved in a variety of illegal activities over the 
years, the mast important (and illegal) of which has been the sale of fresh corpses to 
evil cults and necromancers in the city. Gobayuik knows many ways to contact 
representatives of the underground followings of N e d  Incabulos, and the like, 
though he refuses m deal with Iuz's cult for unrecorded ~ W M .  h h y  bodies of poor, 
unimportant P ~ O M  are taken out of the city by secret means to be animated 
elsewhere as zombies or skeletons, doing eternal guard duty or simple repetitive &. 
The bodies of more important people are sometimes sought for darker purposes 
(magical questioning, secret rcsucrecdoR and sacrifice or torture, plots against living 
relatives, etc.). 

the cellma andguildiolls; otherwise, the dccasedk M y  mmbarmuctpay the dcceasds 

thegwldandburied The guildworks with alllegal religions in Grcyhawktoootgulize 

RlQ Wut City W a b a r t  Thw uarchoue was mce ownadby TormsRmk amerchant 
who abnrptlydua+during the Grcyhawk Wan. It has unce po+pcdmtn otkrhands 

though not byNi&mchmm or &known s.=iuutyspmdutm 

Tomzc Ratckwas themastarhidm charge of&eved Guildopsnnonr in the RIva 
Quarta. Heand a ducf-pneatnamcd shpynMaundia(in charge oftheThicvd Q w a d s  
opaatrons) were III a plot to ovathmw Org Nenshcn and awnx mnml ofthe 
entire& Both w a t  qumlyemcucsd in late 583 mand rrpkcedby&ctuesa loyal m 
N& Rwk's d a m e  went on the auction block and was ptrch;wd by a secretive 

The T h u d  Guild now uses this wudraw as a m c a i n g p k  andasrongc facily k i t s  

doesn't m e  aroundofta~ The mduefoftheRivrr Qunm, who works andlives hac 
as aanrrhouse fkemau, is-- 
dapk ofel-. Mmeck and sevenl other thieve a t  a loft tpvrmenr ova the rrrrm 
floorofthewvehowe 

and has been rrnvlledthe west oty wvehowe Theplalxappn to bc wcllgwrdsd 

DM'sNoe: The West City WvehouK is at the center of a COmpLx knot ofplok. 

merdLptwhohutdmmyttucvesas~hudla,appuendg.lgnoMtoffharaueNMe 

Rl~Qualtcropaations OIyCnmre AmsMulda, themachant who pt..h...a the pkce, 

H T 8 ; h p  31; Dex 15; booa ofehmkid 

.--- 





questions and comments plren from the congregation. The recovery and uv of the Crook 
ofRao in Vduna has greatly boosted this church's standmg in Greyhawk, though it kdcr 

and clergy of Pelor. 
T h e t e m p l e i s h n n e t o a b c u t a d a e n p r i a r p t d b y ~ ~ ~ h m ~ 0 0 -  

Rao; hp 63; Dn 16, Wis 18, Qm 18; dak ofdkphment, rLlg o f p a d m  +4, uuoked 
dofRao(+2 vs. ncuaa&, +5 vs. evil)]. Jaome appurs to be abut So, but he is fir olda 
than he looks. One of the h~&~rank.mg priests of Rao alive, he hs concum with 
theleada$upand~iiOmVdunaandkwmBagbyofrhecirrlrofEightHehas 
long bem a member ofthe Dmdmg 0-y ofGreyhd but he cbxa not pt ic ipa~~ 
much in its domgs, 0nlyLSrrmng d o f f .  infbrmedopinima Hia &is dmh/ 

the maltid characm m y  adventurers like. The church ha6 close ties with the follomrs 

f o l l d  hoWCVer, as he is known to havemny d o n s  aaWgdKFlruear vldlmow 
d i n t d + c e .  

m k this one is. &enw the GacakofRzoin vehma wad raed to cas out +dl of 
DMaN04 One would not expect such a passive rrligion to be involved in i.aip.., but 

Iuz'sdanonicsapvlo juapr ior to theGmrNo&m~ hehasgivrnspoialordaJ 
for this Mto be UtgetDd and dcspoyed by his agents. Eve minor daics in the trc yeac 
havebeenmudcrcdbymagicinrheirbcds, and Jaome ~ i s d e s p Q V r r o k p n w h 0  
is domgthik The kiUa is $o?kcdbymagic and imposaibk to locm. The munter ofaminor 

i n ~ b u t h a s n o t d r ; d u N ~ a r c s i m i t d y s t g m i c d  
cleric of st cuthbert last yea might also be tied to these kiumgk The Gty watch is 

R l & S a U c i p t k T h i s g n n d O l d h o w r i s t h e m o W i n t b m o u r a n d ~ b m d r c l i n  
Greyhawk, a twc-story b d m g  told of in ales ac~oss the FLOYSS. It is alro a sucial club of 
sms fottheRiva Quarta's denizau. Inrrcanyeps, it has OPQyd amuodlygoodbar 
with expensive drinks. The place is run byRbhn& [N hfF11; hp 83; Sa 18/00, 
Cha 15; twdmckfswoid +3], an old wommof- physical samgth ;ad size (6 
feet 6 inches nu). Rhina was a famed adventurer fmn Rel Mod who farghr rhe Ovaking's 
armies in the old days. She hates cvaythq to do with the old Gprv Kmgdom or its 
succusots~tes.  F a r l - m d  d e v e ,  Rhina is the eLaaddckgate h r h e  &a 
~ t o t h e ~ ~ O f G r e y h a w k d & i s ~ + ~ ~ ~ ~  
plvform is +k Leave the Rim Quuterdoncto do its ownbu&less. 

DM'a Nota: Rhina is having problems with somc of the local &&a (Trithercon, 
St. Cuthbcrt, Pholtus) because h a  (limited) patience has worn thin ni& thcir ?ttanp~~ to 
shut down her establishment Afta buang the car out of two Sacred Sons of Trithuwn 
with a club ksc month, she is on the church's bkddist of people rrBprded as "evil tyranm." 

invade it or bum it down spellustm would be erpcaally useful She doesn't know that 
some guild thieves arc planning to break into h a  business the nat time Trithmon's 
clerics come Murid 

RlCTQpt 0fTridwaOp This stout buddmg with its low tower is the heart of a small 
but very aarblaomesect of Trithcrcon the Sumnorm. This good but ula-amhonty 

all Iawfulrehg~ons (Cspeapllyrhose ofst Cuthbat dwlolau) arc to be d m d  
d t a u p t e d a t a l l d m e s . T h o l r g h i t s ~ i n R i v a Q u m a i s n o t I r r g e , t h e ~ i s  

trmble with the Directkg Ohgmhyand Loni Mayor, nottomcntim the Gmdk,  md it 
is fcMing on the brink ofbung 0ff;ciaUybannedfor 'period ifis activities an not 
rrsaincd 

Rhina wouldlike to hire Some ~ l m w c l e t o g u p d T h e ~ v c r c n m r t i o m u p m p D  to 

rrligionppma d u t s l a p r r s , r m t h r y a n d h ~ 0 o f f i a r s , ~ t  ingencnl and 

dcvorodd-  aoublebeyondtheptopotrionofibrntmbakThisrtLgionis inoDMant 

The tanpKs one prLc is its hupgokh bcll worth 1z,ooogp vldpfectedbymagical 
wallsoffbrce.Thebellisnmgholllh/OnGodsda~andUnnuet~.Thelc.daofthe 
tanplc is Je- [CG hfF7/C13 - TrittrerrOn; hp 84; sh 17, Wis 17; 
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ofthe Gwley Forest att v y g r y b e u u ~  the 
loggem kill game, destroy trres. and convert 
the devedknd into farm Evendy ,  the 
Gnarl7 Forest would vanish. Thia d e  
between ckyhawk and the elm is an old 
one, but the huge influx of hmipnts inm 

put great prrrsrm on the city to expand its 
CilK+I~SdomaininthelastdeUdehu 

OdyiqVilLges andfnnkndk There is 
little room to c o m e .  

AslkhmingAithtdculdhpawhen 
zagrgvdudin theht CQIIUIY, some said 
that his sucasurrinrmdnesswas Lord R a  
a noble who received his station from the 
Mad Anhnagehlwelf. Lord Ren lovedthe 
uo, fiumactingtomUaiCt0p;lintingto 
evQydungelsc H e d a g r r u f -  
bytradJnginancient a a w 0 d r ~ V a e d f r o m  
vainrr dmgeons (by 9uesfionable maw), 
and he had a andl castle built for W o n  
anvdticLlhill.Bdorehisdeath, LordRen 
wiUedhismall&andhismtire art 
collecdon to the Guild of Paforming 
Artistes, which was 0"lyafmycUs old at 
the time of the  brquest This c a w  the 

p o d  inmest groups in the city, but io 
influace has been fairly subtle. The Guild 

singers, lugglers, jesters, musiciaus, ytots, 

acrobats, pintem, sculpton, and the like 

meanmghstooutsidas. 
The gruldw (som*imes called the 

"arcism' casde") now h- a gallery with 
what is generally believed to be the finest 
collection of artwork in the Flanaess, along 
with a small theater, meeting moms, 
dassrooms, two small libraries of literary 
works, a d m q  hall, a shrine to the 
goddess Lin, and living quvtas for most 
of the gruld's members. The castle actually 
has a small multiled dungeon used to 
store costumes, props, wine, and food. 
some &d manbas even live there, 
enjoying the solitude. 

but it is also used to give private preview 

reach the Grand lluater. (Nobles and 
e ace given the dunce to pay 15 

smaugulld into the rmks Of ' themos t  

OfPafomungArtistesinctrdcsbuds, 

In& politics ace intense, though 

The theater is d y  used for rehearsals, 

perfomunccs of upcoming plays before they 

gp eathfordlisprivllegc.)The art &is 

OoeninI i moons, six days a week and all day on Godsday; admission is one dva piece. L the wiucd om, (of& c;d~ of+) is !mown to be a patron ofthe it is 
belirdtheg;lllayhas ~i~mpgicalpmtccticms. Appm*iccsoftheguitdoften~ 
guaddqinthegallery, doublmgasguidesandanswaiqquestionr about the a r t a d  the 
guild, On futival days, b t igh t lyun i fd"+  parade il~o61 the d s  butlrmmts, 
and huge flaga andbanam fly fiumpoles and KWW (0~6. 

DM'aNata: The uf gallay i s 4 y  warded against theft, to an expcme degree. Many 
wizani and pica@ haw been cart here, none ofthe smt that would damage the attvwk 
w h i l e d r a w i n g ~ t o a t h e f t m p m g m s . ~ o f d ~ t o d ~  in 
the past, the @has great ;mtipathyforthe Guild O f T h i e v e ,  despite the ficrrhat some 
mrmben o f t h e  GuildofPafomung Artirtea also d y  work forthe Guild ofThieves. A 

the gutld's badraa (-0aO andanumber ofclerics ofLirr), who lay down the 
d e ' s  CLfcMCs Anew pblancpnt to hght duringthe Greyhawk Wus, when some 

reside behind Bt..ptrrl barciaa. 
More thau a few piem ofartwmlootedbold dungums manydecdcs ago, and 

some have unusual"+lam." Somr ace clnscdormagically tupped, andso arc act apart 

peopkwhobelievcthoscwol*sacerighrfullyrheLs (astheirfvnJiesonceo4madtheobpcrs 

a few items hold chra to ancient mysmies and sources ofpat wealth-and-. 

con- low+ wuggtgoes on between the thieves, who want to getthe d and 

people visiting the & med to damage art fromthe G r c a t ~ s n n c p i e c r s  now 

fromonlookas andhandledwithgrrucar&Someaceveryfiagil.Snnembdng~by 

beforetheywm stolen fromman, rhen "rrcovaed" byadvenaKa3 andbrought here). And 

A& I d h u w d d  Gddmn An olda gruld ofleuhenvorkers, smiths, and o& 
profess lo^ broke apvC m the hte 580s. The leath- and their& (cobhlaa, saddle 
makers, and so on) d t l m  bddmg. The break had been long expect& mmygrulds 
waefitptorgvwed~anOkgarchydecmthatgroupcdwotkmnotbythe~fypeof 

arrangement unraveled after the Greyhawk Wam when tnde b l d a n d  everyone chased 
after way copper t~n. Though boot makere, saddle makers, andannormakas haveMe rn 
common besides usmg leather (and often not even the same sort of leather, at that), they 
have made common cause tog& to smnghen theubvgamtngpmm wtth merchants 

work rhcy C L d h  by the d t h r y  used01 the areas they irlhablted. Tlus C b 3 y  

who dl then goods and wth the Oltgpchy. whuh lam affccring bwuKsa c 
The guddhau has mauycnmpleo of M y  tooledlepherwodrondwply, andme*tng Y 

roans att always av& for the pkhemba A luIunous aparrmrnr at the rcu of the 
gruldhall IS usedbythegubwter, H S r r r m F i u h  [Nhmzuu-lcvek hp 3; Cha 17, no 

admuusatorthanhenaleadKlworlra,Armmberofthe~nartheg3due 

to force a u u p w d  aroundthes buddmgs m pamanent.rmldupdnfq preventing t h e d  
ofthe leathuworkmgplocess b o v e r c o m r n g  k h v i a g  near tlm area. Advummsrmy 
dl the Mes of unusual or rare beasts here tbr good money. 

DM'LINo~ The Ttueves' Gwldsomebm~ ordem e l &  ammr, hoop, and 

c 

relauon to Constable Dender Fanshen Hauau IS a+ fisl.. annuh bma 

1- shop of*t sorts. various spells had been castovertlm area i n t h e p t  

L 

gloves from k, &ch Harran happdy + m eX*e for tmrrmntty from thcft The 
%eves' G d d  sces itselfaa lxndkng m o ~ f  from tlm arrangement as the Gwldof 
LwhavodEers IS not thought to have anydung extra0nim.q worthsmlng. Thu IS not 
true. Harranfoundthatlus apPrmentcontvladsevaal+ltempstotodthenbya 
pmnous gruldmaster who died ~tl a s m *  brawl a dacade ago. Harran's moa@ dtsco*rry 
IS a mt ofleather armor +3 that allows hun to cast a dueldspell ~WICC per day at the 12th 
level of ablllty. 
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Tall, d, and ngilant, Yrag now travcls abmt in the g& of a mercsnq and 
advcntumf named Yr (not an uncommon name in this region becauac of ita suloise 
ma). H e  is VQY fond of Kuin; lately, she is the only person in the city he s m  bcridcs 
Nerof Gpsgal and Captaidimcral T i p  Gcuner. Ymg Mt the Cirpdel of slghr mcral 
years ago, aftcr the Greyhawk Wars, following a wulgollt with M6rdmk&m o m  
long-term a u a q i c  policy. He is the -lord in ofthe shclI keep of ForriLcep, 
west of Greyhawk, w h m  the Weatan Ropd QOM the selinrrn from Rim Road and 
hnds for Dyvm. 
YraghasonemajaltabiIqHemadcamaabaofgmtawrnieswongacabalof 

stmnghold was deSa0)mibyYng andhu wociam onadeniphc, and the amimia 
spellc;utnsanddanolginhupasr~Thccabplisrmsnnrivcmoarh;itrorigkul 

mddsnrrhac. The group is quietly WKchingfor YrPganddrouldscop at nothing to 
dapoyhLn and all hi fIk& hmily, nd Jlka Ylagsap 01 thcmDvc, knowing he i 
~huntedbutdoingsomc dmnonslnmtmgofhisownas d H c b  aqnionalmagd 
pmtcctbn, but it is not infaUibk Karin ia his ordyloveandhis mpkea spot To dcfmdha 
while hc‘s gone, he b givm her jewelry that is magd (annJecafmind&fd& +of 

Thicvd Guild that the Fmit of the Mill is &-hits, without arplammg why. 
protcccMn 4, andnorr) , thoughi t lo0kSmartyddNdhas infnmcdthe 
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merchants and their customers are swiftly 
judged and resolved At dusk, the 
administrative team totals up its receipts 
and leaves under guard for the union hall 
(T4). The tent, made of fire-resistant 
cloth, remains standing at all times. 

are extmne, and foreign merchants who 
rent market space have an uphill fight 
Traditional rivals of loul merchants in the 
Low Market are those from Hardby, the 
Wild Coast, Dyvers, and the Duchy of 
Urnst. This rivalry continued even h e r  the 
Greyhawk Wars, with the duchy’s 
merchants losing market space to very 
aggrrssive traders from Safeton and 
Hardby. Drmihumvl merchants have niche 
markets not much challenged by o tha  
groups (baked goods and other prepared 
foods from Elmshire, and dwarf-crafted 
iron goods from Greysmcre and Kyacast). 
However, with the recent rental of an 
entire building in the Foreign Quarter by 
the Royal Guild of Merchants of the 
United Kingdom of Ahlissa (F5). everyone 
fears that Ahlissa will overpower everyone 
else in both the High and Low Markets, as 
well as the caravan trade. (The bad old 
days of the Great Kingdom have not been 
totally forgotten, despite being as c d y  
ignored as they are in city lore.) On the 
good side, this isn’t likely to happen soon 
The Royal Guild moves slowly and 
deliberately these days, having learned 
caution under the long and +tal reign 
of the Naclax Ivids. W m  the gwld to 
become more aggressive, however - that 
would be a diffmnt story. 

DM‘a Noto: As expected, a certain 
amount of covert criminal activity occurs 
here. Money is embezzled, certain 
merchants are unfairly excluded or given 
favored status in the market, bribes are 
taken, and minor thefts of merchandise 
occur, not all of it brought about by the 
Thieves’ Guild. Sabotage, assault, and the 
like take place on a weekly basis. Only 
rarely does this activity affect business, 
however, and most people put up with it, 
as considerable profit can be made 
despite it. Most of this “action” will not 
concexn adventurers, but anyone with 
merchant friends or relatives will hear 

Rivalries k e e n  merchants in this a t y  

~ 

. 

much about the “back-stabbing, ungrateful, money-grubbing aiminal monsters” who 
run the Low Market. 

All:Hslmprta’rHalL This large four-storybddq is owned by a man who is at once a 
member of the city’s I)lrrctmg Ohpchy, a lugh-rankmg official in the Union of Merchants 
and T&, and a currently inactive member of the Thieves’ Guild: CermCnbbhmkr [N 
hm T8; hp 25: Int 17, Cha 15; manymag~alitmrc]. Hahstcrgot his SW in the 
smuggbng trade, and he is very familivwiththe Wild Coast’s terms andpcnonalitis as L 

result 
In the last decade, Halmaster’s wool-des business took off to such an extent that he 

had little time for more traditional thieving activities - he was getting far wealthier in 
safer ways. Following an assassination attempt in 589 CY, Hahaster developed an 
incurable rmvous tremor from the poicon used against him he walks with a cane (MV 6) 
and has difXculty holding things. His mind is sti l l  sharp, however. 

Halmaster’s Hall, as this Wdmg is c&d, is effectively the center of the cloth mde in 
Greyhawk, as Halmastahas so many duls andagreamnts with othaloal cloth and 
clothing rnachans. Halmaster is behind somt of the recent fashion aazes that have taken 
over the aty. 

This W also has the meeting rooms forthe Guild o fClo thde r s ,  made up ofthe city’s 
weavers, tailots, dyas, curtain makers, yarn-spinnem, hurar, andso foxth. This 
new p l d  was formed in the late 580s. Carmen Hahster has cultivated good relations with 
this pld which has diEiculty standmgup to him on k w s .  Membas ofthis @and dreir 
shops arcscau.crcdallaaos~theArrisvlj and F o m i g n ~ d u y h a v e n o ~ ,  
instead being governed by an elected cnnmime with a rrpmenative from each mde in this 

with reptable clothworkas, but they arc worked hard for long h a m  at no pay. 
Dhi‘a Nmr Diviner wizards andpriem have dmrmined that Gmvn Halmvvrwas the 

target of a plot hatched by an evil religious adt in the city. Which group pafbmvd the deed 
and what its motives and gods were are unknown atpmcnt. This news has not been relea4 
to the publiq the murder attanpt has been minimized by the 0hgarc.h~ Nerof Gasgal has 
been said to be the target ofthe attacks, and Halmaster jokes about i t  The would-be asglssLl 
was apMcdby Hatnuters bod+, but hedied in custody More aqhingcouldbe 

all-auompassinggroup. Young women convictal ofminor crimes M oft+n sent to work 

learned fran him. The man’s mindcahd not be mad, his spirit could not be m n d  afta 
his death, and he said no+ to give a duc about hLnsflfor his mission. The My is bemg 

Halmaster is very paranoid now and has a special far  and hatred ofunhrmliv priestq he 
also avoids being around suangcrs. 

F 
r 

c heldby the Thieves’ Guild in hope of findrng+mevu to divinc mom abauhim. 
k 
L 

Halmaster SOnvdmeJ hires lughlyrrconmwndad and reliable messmgas to carry his 
insawtiom to his trading agents in otha cities and towns, particularly Dyvers, Safzton, 
Narwell, Hadby, and Radigast City (in the County of Urnst). A Thieves’ Guild member in 
g d  stank could get such a mission. However, them is a rcaI po&hty that rhe gwld 
itselfhas been infiltraredon some level by evil cults, and the group that VtadrCdHalmasta 

As a side note, Hatnvta is intrigued by the quahties of the wool of carain species of 
giant mountain goats found in the Abbor-Ah and Gim Hills near the Duchy of Umst He 
wants to hire a reliable group to retrieve a d a m  or so live and MrhyspecLNns for 

@Tom, andmore. Thelq- los t  Silver Metal Gim is thought by some to have been in this 
area, too. 

might go afta his masengns. 

brecdmg &pay is genenrru. This area is knownto hy.borbandits, ora, ~~, ma, 

Thieved Quarter 
It is said that ifciyhawk’s New City were to w;sh from Oed, Old City would carry on 
as it always has -but the reyQJe is unlikely to be puc. Though the Lord Mapr and the 
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l W 6  DOMAIN AND U W  OF GREVHAWK 

he stole it from a wizard who never knew 
where it had gone. Possibly, a c h c t e r  
might overhear this story if sitting near 
Nerof in a high-class tavern in Greyhawk, 
then later see the necklace on Xerien. Or a 
criminal or cultist might make the same 
connection, and lay a plot against the Lord 
Mayor using Xerien as bait. 

nwhitchoaae km. This three-story, 
landmark building is one of the oldest in 
the Old City, having retained its name and 
mission for several centuries. A stable 
adjacent to the inn makes it perfect for 
travelers, and the food, service, ale, and 
bedding are at least adequate. The inn’s 
staff knows much of the history of 
Greyhawk, at least as it affected the inn 
The inn has seen some kitchen fires recently 
and had to close several times for repairs, 
and the large wooden carving of a white 
horse has been stolen several times in the 
last few decades, but business is sti l l  good 
TheinnkeeperisE&inMadarn[NGhm 
F2: hp 7: Cha 151, the half-brother of 
Director %el MvlJharn of the city’s 
Oligarchy. The two get along well, and 
Cariel is often a guest here. 

A bui ldq  adjacent to the whtvhorse Inn 
on the north side is being rented from the 
innkeeper by the congregation of Mayahem 
in Greyhawk. The bddmg, only a single 
story, was a storehouse until the local priest 
ofMayahehe appmachedErrhin Mansham 
about using it as a small chapel until the 
group could afford to build its own temple 
Erthin ductantly agreed, and the p u p  has 
cawed no wubt. The priest ofMayaheme is 
Vmi Jh [LG hm F7/ClO - 
Mayaheme: hp 59; Con 15, Wis 17, Cha 17: 
pht. mail + I ,  shield +Z, zing ofpronction 
+2, basmdsword +I  h e t o w ] ,  a 
36year-old immigrant from LNkish Veni 
fought in N p n d  against the Gnrat Kmgdom 
during the Greyhad Wars and in Furyondy 
against Iu2 in the Gnu Northem Gusade, 

work for his conpgarion. Mayaheine’s 
following is closely tied to Pelor’s, and the 
two congegations o h  have joint services in 
the Garden Quarter (G10). 
Veni Jarrison has seen more of war than 

most pcople do, and he is tired of it. He is 

reaming to Greyhad after wh fight to 
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becoming d e d  M the City of Gbq.hawk and would like to stay here, though he is having 
trouble getting his religion established The congregation has moved several times in the krt 
few yean following runs of bad luck, and they a l l  hope their fortune will be better now. 

DM‘a Notes The Mayahcine followers have had bad luck in patt beaux followers of Iuz 
and other evil gods in Greyhawk have taken pains to try to drive the group out of mwn, by 
burmng down their temporafv chapels, stealing their money, and so forth. These events have 
been made to look like accidents, in hope the p u p  d simply give up and leave. However, 
the plot baddid, and the group is now very cohesive and determined to stirk together 
through any misformne. (Some believe Mayaheine is “testing” them.) The culdsts will soon 
start to attack the gmup in m e s t ,  believing them to be a speaal danger to Iuz in the long 
run. 

T3: Old City Watch Statim. This station is e x c e p d d y  efficient and has a long history of 
being one of the h - n m  offices of the City Watch, despite the fact it is in the Old City, 
which is commonly known to be controlled by the Thieves’ Gild Because street crime 
(muggings, pickpockecing, and so f d )  is not uncommon in tlus qtmta, more pawls than 
usual are out and about: four standard patrols and one elite patrol are garrisoned here. The 
patrols have a very casud attitude about crime, it seems, but they work hard and generally do 
Well. 

DM’a Notes Since the huge influx of refugees into Old City in the last decade, the 
Thieves’ Guild was forced to let the City Watch operate unhindered in most of its work 
here. In fact, the Thieves’ Guild regularly passes dong seaet information to the Watch about 
the activities of nongwld thieves and Npidous fomgners. The Watch reciprxates by 
allowing some thieves to escape astcdy or pay fees instead of serving jail rime. 

T4L Mcrchpaht a d  Tndaa’ Unitm. One of the hubs around which the economic life of the 
city turns, the Union of Merchants and Traders is h e a d q d  in a broad complex of 
buildings including acorral, a stable, a storage bam, and agruldhalt The smell fmmthe 
horses, mules, and oxen stabled here is effe&vely neutralized by several minor wizardd spells 
that cover the entire area Cn, makes it impassible for animals to use their olfactoty sensa 
when tracking here, however.) Frnght wagons are stored here as well as at the Caravan 
Warehouse (SI). 

The gwld hall itself is a huge, three-stoty suucatre between the barn and stable. No 
expense was spared to give this building a grand appearance reflecting the worldly nature of 

wood and metal goods, leather items, and agricultural produce of all kinds. Shnncs to 

r 
IC 

C 
this great gwld The gurld is dominated by merchants who buy and sell cloth and clothing, 

Zilchus, X e h ,  Fharlanghn, and a number of other gods connected with trade or travel are 
present in the haL’ in varim locations. The guddld has meeting mom, offices, several small 
libraries, an underground 90 storage area, and a barradrs for hired guuds. 

From dawn to dusk, every day of the week, merchants thmng the front courtyard showing 
their wares, gwti rrprrsentatives buy raw maferiat and sell man- items, investors add 
their money to speculative trading expeduions, and moneychangm and moneylendm make 
their rounds. Lawers, scribes, and accountants scribble nom and phrase documents; 

L 

carrographers che& maps and plot cou~scs on land and sea At &t, all trading ceases and 
accountants go to work adding total SaeJ from the day, posting prices (used to d e d e  
taxes and tariffs for the following day) and securing profits safely away. Large cargoes are 
moved through the night streets to the gwld to avoid crowds during the day. 

f&gners who wish affil;ate r n e d e d u  p. Membership brings low-cost accountmg services, 
guards, storage fees, and tax concessions on c q c a  entering the city, as well as full use of 
gwld f d t i e s  (includmg the &van Wanhouse af SI). 

Str 15, Dex 16, Int 17, Cha 16; Ieatba armor +3, shield +3, long sword +3 &stbrand, 

Guild membership is 15 gold orbs per ypr for Greyhawk citlcns, and 30 gp per year for 

The onion is cummtly managed by gruldmaster Dmm Nadm~c hm F2/T9; hp 3 8  

.I - -- 
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THE DOMAINAND -OF GREYHAWK 

mechanical and magical aaps, and perhaps 
even nonliving automatons. Inside are 
dormitories for thieves, aaining moms, stoQge 
and supply centers, and l d o u t  pose. But 

the two cellarlevels are a l i i o f b o o k s  and 
maps to the city (the conrents stolen ftum 

these are only in du abovegrour$ portion In 

varioos gull& in town), many private 
c h a m b a s ~ r o o m s ,  ~ M g r w m s ,  

( p h e u h ,  thovgh many thieves w0rsh;p 

gulldmanvy-Aforgery-opents 

issued by nnghboMg states. The day-tc-day 

Q u a a e r i s u n d e r t a u n b y ~ D k t l i e n  

ashrine to Kurcll ( i n s d u p o n  by some 

Norebo or orher gcds of& darkness, 
& and crime), and the heavily defended 

in an un-d chamber reached by 
amnels, pmduang fake uedit notes allegedly 

adminisaation of work in the Thieves' 

[N Mm Tll; hp 43; Dtx 18, Int 16, Cha 16; 
leathaarmor ofdLlpluanent, cloak of 
p-on i2, dagger 4. a loyal suppo'ter 
of Oq Nenshen, the guildnmter (see H15). 

T22 F'hnix Bcding Hnms During the 
tire of Hatvester 584 c(, the Blvk Orchid 
Boardmg House burned to the ground with 
many of its unsavory &itants. In its place 
m e  the Phoenix Boarding House, opented 
by a less dangerous staff catering to more 
n d  boarders. The three-story 
stone-and-timber building has a bright 

is stardmg, to say the least. T h e  b & g  
house, on Black Lane, attracts immigrants 
with a bit of money who cannot find other 
lodging even ifthey gain work and 
citmnAp. An odd assomnmc of other 
itinerants is usually present, often people 
stopping over for a time in Greyhawk on 
their way to somewhere else. 

DM's Notcs: Some of these itinerants 
here are part-time or full-time spies from 
other powers. Some are interested in 
gathering news on the Union of 
Merchants and Traders, some are checking 
up on local centers of worship for distant 
religious headquarters, and some are 
actually plotting how to attack and destroy 
the city, should the need for that arise. 
(Most of the latter are from Iuz, the 
Orcish Empire of the Pomarj, Rary the 
Traitor, or the Scarlet Brotherhood) 

yellow roof of painted w& shingles that 
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TU: Ctty Depot. This huge building was burned completely to the ground in 584 C(, 

but it was rebuilt by the end of the next year. It houses the gddmembm and 
headquarters for several important &ds in the aty, most notably the Union of Laborers 
and the Union of Sewermen and Streetcleaners. The overseer is a gnome named Formum 
Fcaro~m [LN gm F4; hp 31; Int 16, Wis 17, Cha 15; ring offire mistance, three potions 
of &e resismce]. Foreman (which seems to be his first name) was burned in the 584 ci 
fire, but survived thvlks to his ring. He is very paranoid about fues now, and he is tqmg 
to get the Directing Oligarchy to make the City Depot fueproof at all costs. Foreman 
assigns duties and represents the city government to the guilds and unions, if they should 
have complaints. 

T h e  Union of Laborers is the largest guild, with over 4,300 members who are hired 
out for unskilled or simple labor, such as street repair, whitewashing, digging, carrying 
freight, and so forth. Many members are hired by Greyhawk's other &ds and even by 
private individuals (usually merchants) for short-term day jobs when more s u e d  
guildmembers don't have the time. The guddmaster is the muscular W@ Dad of 
Hardby [LG hfF2; hp 17; Str 17, Con 18, Wis 15, C h  151, who has been active in 
labor and gudd politics for years. 

them apprentices. The streetcleaners pick up garbage along the saeet at regular intervals: 
High and Garden Quarten on starday; Clerkbug on Sunday: Artisans' Quarter on 
Moonday, Foreign Quarter on Godsday, River Quarter on Warnday, Old City (west of the 
Processional) on Eaahday, Old City (east of the Processional) on Freeday. Three to four 
garbagemen on wagons A w n  by two dnfc horses each make the rounds, then take the waste 
either to Garbage Hill (from the Old City, River Quarter, and Foreign Quarter) or to Shack 
Town to dump it into the Selintan (from the High, Garden, and Anisad Quaam and 
Clerkburg). Garbagemen get days off not necessarily related to the qdar  workweek. 

gnomes in the city, who receive special pay for marching through the great sewers and 
cleaning them art (including killing any unwanted wildlife down there). &caw certain 
pow& people don't want all of the sew- explored, the Sewer Rats are discouraged from 
going into certain places. There are about two daen Sewer Rats in all, each with leather 
m o r ,  picks, hammers, and hand nes. They congregate at the Barge Inn (R1 I), where they 

The Union of Sewermen and Smttdeaners has about 500 members, about two-thirds of 

A special division known as the Sewer Rats consists of the toughest, dirtiest dwarves and 

st ink  up the place terribly. The & b r n  of saeetcleaners and sewermen is a tall albino 
named GI+ Mdr [NE hm F3; hp 10 Con 6; ring ofpmtection + I ] ,  who came to 

some of the many childmn in the Old City to work instead of having them run free and 

: 
P 

c Greyhawk as a child from the Wild Coast city of Elredd. 
P The Union of Couriers and Messengers is a new gwld begun only two yeam ago to put 

commit crimes. (At least, that was the reasoning at the time.) This guild is nm by a former 
street child now 24, m e d  C h r h  [N hfT7; hp 21; Dex 17, Wis 15, Cha 16; boots of 
s@, nhg ofinviribility, ahgger it/& vs. lycandulopes]. Christa aains young children to 
carry small packages and messages for customers within a few blocks' durance in the city, for 
which they receive free food board and a few coppers a month spendq money fium the 
gruld The temple of Pelor thinks this operation is marvelous (as so few others will feed or 
care for children) but fears for the safety of the youngsters. Some minor clexics of Pelor 
accompany the children on their rounds and spoil them a bit. 

Thieves, which functions as a shadow government in the Old City. Chrism's urchins are 
seaetly watched over by the gruld as well as the clerics of Pelor, as many of these children 
will be trained later to become rhieves or work with the gwld in some capacity. The 
children's union was Chrism's idea, as was tymg it to the W d  of Thieves. In many odd 
ways, this union functions as a child welfare agency, looking out for their well-being, teaching 
them useful skills, and ruthlessly avenging any harm done to them, This agency is a + 
alternative to the City Orphanage (Tl2). 

L 
~ 

DM's Nots The entire City Depot and all unions there are in the pocket of the Guild of 

! v u r  ---- fllr 
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sJ:Fk& ullimc3ddMl. Thk imposins chree-swybuildul%, nidrnamcdthe Palace 
of Tnsh is the home of the &ggus’ Union. It is crowded to o d o w i n g  wi& membaa 
ofthe union, who act as spies andguards, atd it has many seart entrance and short 
numelstoneighboringbddmgs. 

T h e  current Beggarmaster is W- [NE hm F4/T& hp 45; Dex 17, 
Int 16; bbr;mrs of defense AC 6. buckle kn& +3, ring ofX-my vkon, rkg of human 
influence, hat of &g~uk]], formerly the mepurrr of the union. Now 52 years old and 
very somber in appunnce, Simeon (ulkd the “Vampire” beuac ofhis punt, pale 
looka) is not a leader so pnuh as he is amanagcr. Howepur. he is a p a t  muugcr, andhe 
saw the union thcougha criau in 588 CY whenthepmious Bega;mrusra, Gaspar, 
vanirhedfromhis lodredroomin the Palace o f T d  Thoughauly suepea Gasparm 
snuffedbvthe Thieves’ Guild for some Iffront, Simconhy takcnno stem to sediatc. 
His spymkr, Diaunid Hespaion, disappeared shortly after that, and S&on has 
produced evidence that Diannid was an agent for the Scaclct E r o t l d o o d a u d d  
to his mastaa. Simeon is not loved by the beggars, but he has rheklukcwacmrrsptcr. 

DM‘a NoLs Simeon Hdmra: is actually a mcmbar of the Thieves’ Guild and 
&dvely controls the Beggnrs’ Union as a puppet of the former pap. He has 
reworked the #on so that it oco even more in lime with the thieves thvl before, 
and his beggars M the eyes and cam of the Thieva’ Guild whaeoer they go. .%neon 
does not know what became of Gaspar, but he fouad evidmce that an evil cult in the 
Old City arranged for his kidnapping (and ptobablc d e )  be- Gaspar a t m n p t d  
to stamp out the cult when it came to light Diaunid Hespaion later discovered that 
S i m ~ n ~ w o r k i n e f o r t h e T h i c v c s ’ G 3 d b u t ~ h i m s r l f w a s ~ a n d  

f rC?; 
F 

killed by the thieves”before he could engineer a revolt in the union. has replaced 
most of Ius officers Urd now has a new task mas^ (trainer of bcggar/thkes), treasurer, 
andspymaster. Thebcggm +yknowthtyUe w&g more doscly with the 
T h i c v a ’ ~  but they aie also doulgbctta finncially andve +le to this. 

slr T+ of- This very s d ,  shabby, one-story buiMiDg is avoided by marly 

roadwide in front, in hopes of keeping b t e r  away. It is the sole temple of Rdishaz in 

Ralirhaz. hp 2.5: Wis 17: Iuckstune, quutnsoff+2]. The pt..i.w pamarch of Tw;hu. 
S0mChoW drowned in the w o w  Miltacyn ford on Assassins End, only a fiw yards 
from the temple, only minutes before Pandari vrived in town on a PJgrimage from 
Fqondy. Pandari took over the temple right away, sensing this was what Rnlluz 
wanted her to do. 

Dhfa Nots Decna Pandari loves Greyhawk but is very I+ here. She is hrghly 
likelv to fall in love with a randommale ch;mcter of chvismp 16+ who oases her 

evayonc. though many throw copper commop6 into thelarge day um thlt $jls by chr 

the city, tended by sir minor clerics (Id 1 to 4) led by h P d &  [CN hfC7 - 

tan&, and will thereafter try to meet the chanctu anywhere he goes in &e aty. 
However, a string of semmgly random acadents and b t a s  will accompany her, 
befdliq ha loved one and all his wociates. Why these acadcnts occur is left up to the 
DMs baghation 

S5: kwwiru’ Cbildhd Thk bruLLng l00ka lilre an old ill-+ bovding how. It 
has a bad-tempmd tnnLeepa and pests, though ~wmw arz never available except to a 
few. The locals ull it “that old place” but have no specific tcnn for i t  That is a general 

certain “bad people” live there who arc very dmgcmus to anger. 
DM’aNobr: This is the secret hudquaaets of the Guild ofAsaosrim The public 

imagination has this guild tilled with hundrrdr of cutthoats, mw murdacn, madmen, 
and worse. Every death in Greyhawk is nupecfsd by 9omeonc, wm& as bang the 
result of a hind killing. Greyhawk‘s notorious &ef-o+ govcmmcnt has only 
encouraged the spread of mch rumors. Interestingly, though the majonty of citizens 

SQLK o f u n e ~ m  felt by many about the building, galaad by whissperodnrmon that 
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S1Q Oldatywdt The OM well 1J one of the oldrrt aaucaxu in Gf+awk.daclng 

the s- the Cnginal b;Mna ofthe well were suloi8c scafm who QIlw hat before 
theoardiuls, andtkydqJthe d T h e  well watais&vely k deapitethek 
? h a c t h e h m v e l l e n  hac SOmcaineJ d m w  gybagcornoracintothewcll an act 

lie a t t h e W e l l ’ S b 0 ~  t o a d  inbychosewrrhinggoodhdL Thewdisftdpadctoinsd 
at the svnc time by an underground s t m m ,  and pdhttcd waten an tlushtd out h p  
whouwscspoisoninwthe wd is cllmcd# thpnkr w part claicplspellr cut on the w a s  

back ovu Sooyepn. The cimtlps well d m u a u c a  60 feet acl~u and 2 feet hgh, and 
the watcrkvd is 13 fn tbdow ground. The wa tcratthebottom is Zofetdcep. Worn 
~unts SaCrrdtotheSdoire deityFomrb0 (who ov- a w m w o k q )  are urvcdarcnmd 

bdkvedmbrrngbadluck. 
D M a h  Rumors dmttrc that gnzt (msurrs 01 nugic lie at rhe boaom ofthe 

well, but no one has ever found auh. However, a gmt many coins (few of than valuable) 

stones; the curse cauaca the poisoner to save vs. poison or permanently lose a point of 
~ t i t u t l o n .  

S11: QpeloduLe This small stow cottage with a thatchedroof is a chapel to Ulaa, 
goddcrr of mountain, hilla, and guns, Very few in the Old City worship chis deity, but 
some dwuvca. momcs. and humans come here on G d r d n y  to worship near the Old 

F 

City WeU The-priats and congregation are planning w move to a n& location w 
build an underground temple, and several sites outside the city w& are bcmg 
discwKd The high priestess is 5o-yeuold Gutdrn Ro&&t [LG hf C9; hp 54; 
Wis 16; ring of‘pmtecdon + I ] .  Ciuldan has been hvwad and h a  temple robbed 
several times in the kt decade, ad she UMot stand w stay in Greyhawk any longer. 

DMa Nobs A wealthy d d ,  gnome, or human who becomcs the pamn of this 
duplL pMtectiag theclerics and followers andhJgirrgthanrclout~ willgain a 
hrckscom for the duration of one month. (It will vanish thcmaftcr.) This i a gift from 
LnM, who wants her following to expand in the Gim Hilt. Howeva, anyone who helps 
the chapd is rugecedforindgation andhonummt by Tons inthe Thieves' Guild, 
who believe the chad hides great riches in gems. (It docyl t, however.) 

S12 mopbavc This decrepit two-swry building with basement is probably the 
lowest+ inn in Greyhawk. It doesn’t even have a name despite its e, bang called 
the “big place on Old b e . ”  Those staying here are durgcd only a copper c-v a 
d q  no food is offered, only a place w sleep on the floor out of the w e a h .  Many 
who stay hae have p d r c s  or dlews, and crimes like theft, ras& and robbay occw 
evay day. 

W a  Nobe The Cellv of this flophouse conta i~ the secret headquartem of a +inter 
ntltdnoted to Etychuul, the Red Handa Only alulf-dozenmcmbas arc present, hut 
they are preparing to commit a series of mass lullings in Old City dirrctcd at the 
homcless pawns who Qowd the Slum and Thieves’ Quatas. Tht leader is an 
immigMt from the fomm Great Kingdom, a priest with aswunding powas of 
pmuasion who calla himselfslrJI [CE hm C3 - Etythmrl. hp 1% Cha 191. 
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While the general history of the castle i 

ADBD. ADVANCED DUNGEONS 81 DRAGONS, DRAGON, D 
logo are registered trademarks owned by TSR, Inc. The TS 
owned by TSR, Inc. 01998 TSR Inc. TSR, Inc. is a subsic 

Distributed to the book trade in the United States by Rand 
disctibuton. This material is protected under the copyright 
prohibited without the express written consent of TSR, Inc 

ASIA, PACIRI 

R 

ISBN: 0-7869-1249-9 



le. Several parties from the Domain of Greyhawk and the Duchy of Urnst have 
here in the last two years, and it is suspected that some new source of trouble has 

: WG.5 Mordenkainen’s Fantastic Adventure; From the Ashes Campaign Book, 

TOWN OF ”ELL 
(Page 6) The northernmost of the large towns of the Wild Coast, Narwell is a popular 
launch point for adventuring expeditions destined for ruined towers and deserted cities in 
the eastern Kron Hills and the Welkwood. Greyhawk Militia natrnls Frnm Nanvrll hirnt 
for the occasional bandit gang on the plains, and humanoic 
Empire of the Pomarj are also sought. The Welkwood is b 
ancient Suloise ruins dating back at least four centuries. So 
River in Celene, which does not appreciate human mercena 

Nanvell is a very old town built on the ruins of many ear 
cellars, and tunnels are unearthed within the town walls nea 
downward more than ten feet. Some folk fear that too mucl 
departed ancestors, particularly one or more powerful unde: 
References: From the Ashes Campaign Book, pages 50-53 

TOM OF SAFETON 
(Page 6) Safeton, once said to be as secure as its name imp 
and the center of much military activity. Unlike the wood-] 
stone-built, and many of its structures are centuries old. A 
south of the town in 589 CY against a strong goblin army, 
the extensive use of traps, destructive magic, and expert arc 
the walls. The fields outside Safeton are still littered with r 
and bones; it has become a play site for older children. 

The town has an aggressive and slightly paranoid armosl 
the docks to the outer walls in a matter of minutes. “Adver 
undertaking secret strikes into the Buffer Zone or even acrc 
boundary to search for military activity and to loot ruined 
Leraizen are popular expedition targets, but lately some ad! 
south to scout the damaged town of Fax, where hundreds c 
and other humanoids are encamped. If any assault is mounl 
start at Fax. Faxians driven from their town by the orcs in , 

home, but they have begun to lose hope of this. 
References: Scourge of the Slavelords, pages 8-1 1; From rl 

TOWN OF ELMSHtRE 
(Page 7) Elmshire is not high on many adventurers’ lists of 
halfling town on the Nyr Dyv coast, Elmshire is the largest 
Domain of Greyhawk, and it is considered very secure. Ho1 
by human bandits in the past, and monsters from the Nyr 1 
into the shallow Midbay, threatening shipping. 

The halflings here may know of previously undiscovered 
east in the hills. The halflings say little, likely because they f 
caused by an influx of treasure-hunters more than they fear I 

ruins (which the halflings leave completely alone). Halfling 1 

point out the location of shipwrecks in the Midbay region, 5 

through the clear water. Most wrecks are small, but a notabl 
craft sank in a storm 10 leagues north-northeast of Tenser’s 
References: Ciy of Greyhawk: Gem of the Flanaess, page 2 
Book, pages 22, 25. 

TOINN OF HARDBV 
(Page 7) The deepwater port of Hardby has 
long been a bastion of fortune-hunters, 
cairn-raiders, mercenaries, and adventurers, 
given its location northwest of many 
infamous dungeons and ruins in the western 
Abbor-Alz. The Hardby Marines mount 
antipiracy patrols across Woolly Bay and 
the Greyhawk Mountaineers scout the hills 
and mniinrains tn the easr fnr handits and 

The Adventure Begins 



MAP BOOK 

References: City of Greyhawk: Gem of the 
Flanaess, pages 26-27; From rhe Ashes 
Campaign Book, pages 25-26; WG5 
Mordenkainen’s Fantastic Adventure. 

S~ONGHOLD OF KARAKASS 
(Page 8) The dwarves of the hill-fortress of 
Karakast do not travel as far or as often as 
those from Greysmere, but they see a 
greater share of combat than their brethren. 
Several cavern complexes, some monster 
infested, are nearby, and humanoid raiders 
come down from the peaks of the Abbor- 
Alz every year or two. Worse, a military 
sweep of the eastern Duchy of Urnst in 590 
CY drove sane rag-tag bandits into the hills, 
and orcs from the hidden realms of 
Harrgrek Kukulend to the north might raid 
or scout nearby. The Abbor-Alz are known 
to harbor large flying beasts such as rocs, 
wyvems, griffons, and an occasional dragon, 
all of which prey on dwarves in the open. 
Some dwarves in turn go hunting in the 
mountains for the nests and eggs of their 
winged adversaries. 

cavern system, but the caverns under 
Karakast are said to be larger and to extend 
farther below ground. Exploration of these 
caves is slow and perilous, as skulks, xorn, 
oozes, undead, and other monstrosities are 
common. The dwarves rarely allow 
outsiders to enter the deep caves, but they 
might allow this in extraordinary 
circumstances. A great underground battle 
was fought beneath Karakast in times past, 
littering the caves with rubble and bones. 
Referen~e: From the Ashes Campaign 
Book, pages 26-27. 

Like Greysmere, Karakast is linked with a 

DIAMOND LAKE MINES 
(Page 9) The smallest and most remote 
mining colony of Greyhawk, Diamond Lake 
is a lakeshore village of wooden buildings 
and a single, large blockhouse-vault made of 
stone. The waters of Diamond Lake are 
murky with dirt, clay, and other matenals 
stirred up by mining or left over from the 
ore-refining process. The worst external 
problem facing the town is occasional 
banditry against wagon trains of ore leaving 
the village for Greyhawk. 

Some off-duty miners, amateur 

one at the southwest end. Both cairns were looted 
and impressive to the casual viewer. Most miners E 
cairn hunters have turned up only a few minor mo 
587 CY). Several miners and explorers vanished wit 
cairns south of the lake. 
Refkrences: City of Greyhawk: Gem of the Flanaes 
Campaign Book, pages 24, 27. 

GROSSMROTTELL 
(Page 9) The largest gnome stronghold in the Dor 
peaceful communities around. Wandering goats in1 
bushes, and tangled vines are everywhere. The goat 
the area, where they are well fed and cared for. Sm, 
among the hills here. 

The worst problem here lies in the Deep Mine t 
map). Fatal accidents and madness are more comm 
than in any other local mine. It is believed a buried 
gnomes have never devised a plan to solve this pro1 

A few gnomes &om this area become adventurer 
and trails into the hills of the Great South Peninsu 
unexplored by humans. Old cairns, monster lairs, s 
found here. 
References: City of Greyhawk: Gem of the Flanaes. 
Campaign Book, page 26. 

RUINS OF CANTONA 
(Page 10) Once a thriving fishing community, Car 
584 CY, turned into a humanoid fortress, then laq 
a Greyhawk Militia a m y  from Safeton. Its outer I< 
greatly damaged but had been reinforced by an ear 
entering the city. The ruined town is now thought 
below it, dug out by the orcs. Only a few stone bu 
Cantona’s streets are littered with burned debris. 1 
unused: the hulls of three large cargo vessels lie jus 
above the waves even at high tide. 
References: From the Ashes Campaign Book, pages 

T O M  OF FAX 
(Page I O )  Fax, once a seaport on the scale of Safetc 
face of Turrosh Mak’s humanoid armies in 584 CY 
cities. The town has since suffered greatly under its 
been burned and every valuable item looted. Huma 
city’s walls. The docks were ruined by attacks from 
prevent the orcs and anyone else from using those f 
Empire territory, but rumors of treasures and magic 
abandoned lure foolhardy adventurers to its hazard: 

RUINS OF SKORANE 
(Page 1 I) Skorane, once a thriving druidic commur 
depopulated by plague in early spring, 583 CY. Unc 
returned despite claims by adventurers that the area 
nearby were said to have the ruins of an evil temple 
known. 

mountaineers, a d  novice adventurers have 
found that the hills offer a different kind of 

ancient cairns, one at the northeast end and 

References: From rhe Ashes Campaign Book, page 1 

danger. Across Diamond Lake are two RUINS OF CANRYELL 
(Page 1 I) Canryell was abandoned over a century a 

3 

long ago but are still extensive in size 
ielieve there are other cairns nearby, but 
nster lairs (notably, a cockatrice den in 
thout a trace in 590 CY while looking for 

s, pages 22-23; From rhe Ashes 

nain of Greyhawk is one of the most 
iabit the lightly forested hills: briars, low 
s are domesticated and refuse to leave 
d e r  underground “villages” are scattered 

mder Grossettgrottell (not shown on 
on among gnomes working this shaft 

dem. 
s and head north along various paths 
la, which are almost completely 
trange stone structures, and more can be 

s, pages 17,20-21; From the Ashes 

evil presence lies nearby, and the 

itona was conquered by an orc army in 
:ely burned to the ground in 590 CY by 
og walls and wooden towers were 
th wall, preventing the city’s army from 
to have an extensive tunnel system 
ildings survived the attack and 
-he three stone Woolly Bay docks are 
t offshore, their masts still poking 3 
57-58. 

>n and Hardby, was abandoned in the 
, the Faxians fleeing north to other 
new masters, many buildings having 

noid camps dot the terrain outside the 
Hardby Marines and mercenaries to 

icilities for piracy. Fax is deep in Orcish 
: left behind when the town was 
E. 

lead are reported’here, and they have 
has been “cleaned out.‘’ The woods 
or a dungeon, about which nothing is 

18. 

tgo under unknown but peaceful 



circumstances. The village ruins are sought for the magical well there, which has been 
credited with many powers, some malign. An old poem about Canryell mentions an event 
called the “Fading,” which is not explained. Humanoids have been seen near here, 
probably traveling from the Orcish Empire to raid Celene and the Gnarley Forest. Sylvan 
elves also come here, some reputed to be master wizards, but their interest in Canryell 
remains a mystery. 
Refkrence From the Ashes Campaign Book, page 48. 

GREAT BARROWS 
(Page 12) The Great Barrows of the Cairn Hills is yet another gravesite among many 
Here, it is said, the lords of giantkind were laid to rest when they fell in battle against 
human “invaders” in this region centuries ago (likely the Suloise). Hill giants are often 
found here, fighting ferociously to defend their sacred ground. An unknown potent device 
or effect allows some giant-sized items to become magical for brief periods here, playing 
havoc with incautious attackers and tomb-looters. A curse rumored to have been laid on the 
barrows against treasure thieves is reliably reported to be of awful power and effect 
References: From the Ashes Campaign Book, page 29. 

RUINS IN JANAQUIL VALLEV 
(Page 12) Janaquil Valley is generally said to be a tranquil spot, but it has its peculiarities, 
such as the Nine Towers standing next to the High Neen River. The towers are short, 
empty, and of great antiquity; they radiate no magic. Who built them and for what purpose 
is not known. This area is subject to flash floods, leaving all but two towers underwater on 
occasion. A cave, once a harpy lair, is nearby. 
Refermces: From rhe Ashes Campaign Book, page 26. 

DAGGER ROCK 
(Page 13) Dagger Rock is an anomaly, a small mountain in the midst of the Bright Desert. 
The rough land around it is littered with boulders and rubble. Desert nomads use it as a 
navigational aid, as it can be seen for miles around. The rock, which has a large and deep 
tunnel system within it, serves as the lair of a blue dragon that was driven from the Stark 
Mounds in 463 CY. The dragon has enlarged the tunnels, dug out by now-vanished 
monsters, and spends most of its time sleeping here. This dragon does not have much 
wealth, as dragon hoards go, with the exception of a few potent magical weapons and 
devices among its paltry mounds of gold and silver pieces. However, it has learned that the 
rock‘s tunnels were used by desert nomads as burial catacombs in the distant past, and 
some unusual items and guardians are found within. The dragon is an expert spellcaster and 
highly intelligent, but refuses to parley with anyone unless its true name is called out upon 
first meeting it. The dragon was called Volintakulus in Geoff and Sterich legends, but that 
is not its true name. 
Ref&r~ccs: WGR3 R a y  the Traitor, page 23. 

RUINS OF DARKBRIDGE lkMPLE 
(Page 13) Darkbridge Temple has no bridge as such; the name comes fiom a legend 
claiming the temple was a bridge to an “unseen darkness beyond the light of reason.” 
Darkbridge Temple is an almost town-sized area surrounded by a low wall that is often 
covered by sand dunes. Within the walls, no natural life takes shelter, and little sand or 
dust falls from the howling winds ofeasterly sandstorms. The black stone used to build the 
temple is only slightly dulled by time, though this structure is certainly over a thousand 
years old. Oddly, the outer walls and columns of the central temple itself are covered with 
writing in an unknown alphabet; these inscriptions have magical power. Reading this 
writing is believed to be dangerous. A few adventurers who have visited this site claim that 
the ruins are as frigid as the desert is hot, and sounds are heard from within that have no 
place in the mortal world. No one who has entered the central temple has ever come out. 
Refe~ences: WGR3 R q  the Traitor, page 29. 

(Page 14) The numerous granite monoliths 
at Ogremeet are extremely ancient, and are 
thought by some to be of prehistoric Flan 
make, though this is by no means certain. 
Few adventurers have bothered to explore 
these structures, since no sources of treasure 
have been forthcoming. Further, the region 
is inhabited by many man-eating ogre tribes 
that make their lairs in shallow caves and 
rock overhangs. Ogremeet is strictly avoided 
during those times when hundreds of ogres 
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ssemble here for unknown reasons; 
>ossibly, though, much might be learned 
luring this time when unusual magic is said 
o be active. Some of the Ogremeet 
nonoliths stand as triangular arches or 
loorways, and considerable magical activity 
;oes on within these “doors.” 
Leferences: From the Ashes Campaign 
{ook, page 36. 

ME VALE OF THE LAMIA RUINS 
Page 14) For decades, a number of ruins 
ave been reported in the Vale of the 
.amia, but the dangers of the region have 
efeated most exploratory attempts. Most 
roups come here fiom the Duchy of Umst, 
ihich nominally controls the area. The 
i n s  shown on the map include a castle 
rith a shell keep and a ziggurat of recent 
ianufacture; both are mired in swampy 
round. The old keep was visited decades 
zo and reportedly has extensive tunnels 
elow it. The ruins suggest a Suloise origin, 
erhaps horn the earliest days of Urnst’s 
donization. The ziggurat is told to be 
iagical and filled with nonliving guardians. 
l e  lands around are literally crawling with 
:Tentine monsters. 
This region has flash floods during great 

iinstorms and the ziggurat’s top is all that 
:aches above the roaring waters. A distant 
ilative of Duke Karl1 of Urnst vanished 
.ith his expedition here a decade ago; no 
Iventuring group has gone here since. 
.efe~enccs: From the Ashes Campaign 
ook, page 3% 

IUlNS OF ZARAK 
%ge 15) In 520 CY, an alliance of dwarf 
ans seeking a fallen meteorite’s metal 
ealth established a “port” in the Abbor- 
lz to serve as their expedition’s 
:adquarters. This “port,” Zarak, soon 
:came the expedition’s major trading 
nter once the dwarves found the 
eteorite’s crater and began mining it. For 
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:ame astoundingly wealthy, as it 
y rights to the mine and port. 
ict with the mines at  Azak-Zil 
>elow). Zarak was used as the ,' 
.ations to recover the mines, but 
cts failed. Zarak was abandoned 
ite 526 CY. 
>ears barren of wealth, but it 
 ax^^ tn rho n.~nm-o nf rhino. 

five years, enormous quantities of valuable 
metal poured into the markets and forges of 
the world, and the Highforge clan of 
Irongate bec 
held primar 
When cone 
ceased (see 1 
base of oper 
all such effc 
entirely in 1; 

Zarak apj 
holds a few .- Cl.r ..-%-&+ cILI.. 

the Pits of Azak-Zil and the true route that 
must be taken to reach those mines. The 
concealed road to Azak-Zil is actually a 
tunnel that passes all the way through the 
small hill where the headquarters once were 
at Zarak. The road emerges from the north 
side of the hill and continues on, carehlly 
hidden from casual view, toward the Pits of 
Azak-Zil. 

Zarak is occasionally inhabited by 
nomads who have roamed in from the 
Bright Desert or by tribal hillfolk native to 
the Abbor-Alz. Both groups are mutually 
hostile and none are happy to see outsiders 
in "their" domain. The nomads will not 
come within ten miles of Azak-Zil and fear 
it greatly. 
Referrnce~: GREYHA W K  Adventures, pages 
91-92: WGR3 Rary the Traitor, pages 
29-30. 
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PITS OF hAK-zIL 
(Page 15) Azak-Zi1 ("Pureheart") is a large 
dwarf-built mining operation in the Abbor- 
Ah, centering on a meteorite crater. 
Established in 520 CY, it was lost five years 
later to unknown causes. No one who has 
gone to this site has ever returned, except for 
one expedition led by a man named Pont 
Sandmorg of Narwell, which came within 
sighting distance of the "Pits" in the mid- 
560s. Enormous mineral wealth is reputed 
lie here unclaimed, but Sandmorgs group 
reported many ghouls of ferocious nature 
the area. (Almost half his group was lost to 
these undead and to hill tribesmen.) 

By day, Azak-Zil is completely silent. No 
natural animals dwell anywhere near this 
place. At night, the area is overrun by ghouls 
and ghasts who have continued mining. This 
location is perhaps the most dangerous of all 
known "dungeons" in the Abbor-Alz. 
Refkmcex GREYHAWK Adventures, pages 
91-92; WGR3 Rary the Traitor, page 28. 
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the surrounding reeds, pools, and moss-draped trees. These hills appear to be solid, 
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perhaps earth-covered rock, unlike the surrounding swamp. The broader, western hill is 
topped by a small pool from which a stream flows down to the swamp during rainy 
times. A small, cavelike opening stands on its southern face. Signs are visible of many 
previous camps having been made here by human and dwarf explorers; possibly, items 
were left behind or buried here. Skeletons of swamp-dwelling carnivores litter the low 
(20-foot) hill. 

The smaller hill to the east is higher (35 feet) and a ruined castle stands atop it. The 
walls and six towers are mostly collapsed, and the roof over a long central building has 
caved in. The ruins are dwarven in make. As expected, mines exist below the castle, but 
the lower levels are flooded. Discovery and exploration of this ruin would answer many 
questions about the fate of a group of Greysmere dwarves who entered the Mistmarsh 
many decades ag agical item or location. 

THE ISLES 01 
(Page 16) Accoraing LO iegena, me isles or vv oe once scooa in the Nyr Dyv, but no 
reliable source catalogs their size, exact location, population, or even their number 
(usually put at three but ranging up to seven, depending on the story). T h e  isles are said 
to be so ancient as to predate the arrival of the Oeridians. The origin of their name is 
unknown, but they are always said to have been highly magical. The Codex of the 
Infinite Planes is reported to have been created here in an age long past, giving the isles 
their sole claim to fame in the lore books. 
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*d in this booklet is one example, though others and their copies may 
Aections. This map is kept in a special room at  the Great Library of 
nly two or three people know of it. The map has been dated by 
to be roughly nine centuries old. It is of unknown authorship.'The map 
shrunken Nyr Dyv, nearly drained of water, with Admundfort Island 
-wwo island< that An nnt nnw m k r  lie cntirl7ea.t nf Srt.lnhnlrn,= Tcl3nA 

xmding realms and even other planes. The smallest island seems to have an odd 
:r or lighthouse on it. A great fish or sea monster swims in the lake. A hand at tl 
'r left of the map appears to indicate the direction of Suloise migration from the 
A,,,, V..lla., +- +I.- --..+I....--+ A -  ---- ~ ~ . -  ... :-I- ~ ---l:l-- 11 :. -1.. 1 . -1 
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the Nyr Dyv, in a spot believed by some io hahe been where the arch-lich Vecna ruled 
from the "rotted tower" and "spidered throne" of familiar legend. The script-like 
writing is not in any known language and cannot be translated, even when using magic. 
Some text may be missing as the fragile map has missing pieces. 

Many scholars will call this map a fake, as the Isles of Woe were thought to have 

I to 
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Several maps, unearthed from old ruins or ancient libraries, show the locations of the 
isles and provide ,-!-+";I- I...+ -- - - ~  I."" -..-- ---C.. lL ..-- 1 -I---- -_ 1 ___-_  :.l.- 

The map providc 
exist in private c( 
Greyhawk, and o 
divination magic 
seems to show a 
much enlarged. 1 - _ _  _ _ _ _  _ _ _  .. _.____ _ _ _  --__ _ _  I__L 

The land east of the Selintan where the City of Greyhawk now stands was a swamp. 
What appear to be the Isles of Woe are indicated by a pointing hand. The isles seem 

to be peaks associated with the easternmost branch of the Cairn Hills, just north of the 
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Duchy of Urnst. Above the pointing hand is the disklike emblem of Tzunk, High 
Wizard-Priest of legend, said to have used the Codex of the Infinite Planes to conquer 

q 4  sum 
towc le 
lowe 
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vanisnea long Derore the 3uIoIse appeared here and Vecna was thrown down. Uthers 
will become concerned, as Vecna is said in some old tales to have ruled from an island 
in the Nyr Dyv, or to have had a strong connection with this region (either where the 
old Shield Lands once lay to the north or where the Duchy of Urnst and Bright Desert 
are to the south). 

One copy of this map exists outside the Great Library. It was made by a scribe but 
accidentally sold among other papers to a wavfarinp elf named (if rumors are true) 
Keldreth Scaramanthelo lative of the central Flanaess. 
Keldreth is unlikely to k ap. Any number of treasure 
hunters and evil forces i 
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n, who did not appear to be a n 
le aware he has a copy of the m 
vould gladly kill to get it. 
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