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Rary The Traiter

Introduction

The final act of the immense drama of war occurred on
the Day of the Great Signing. A pact had been resolved
and nearly all the nations had agreed to sign it. As this
solemn ceremony began, however, a tumultuous event
occurred.

Even today a haze obscures the details. Apparently
someone plotted to annihilate the entire diplomatic corps
in attendance, but the scheme misfired. A blazing
explosion destroyed a good part of the Grand Hall only
minutes before the ambassadors assembled for the day. A
fierce magical battle immediately ensued, spreading
havoc through much of the old city. When the fire and
dust cleared, constables discovered smoldering robes
belonging to two powerful members of the mysterious
Circle of Eight, Otiluke and Tenser. The murderer of
these wizards, undeniably a powerful mage, was Rary, a
third member of the Circle of Eight. Using secrets gained
in confidence, Rary not only destroyed his two fellows,
but also tracked down and destroyed every clone the pair
held in preparation.

The motive behind Rary's treachery remains clouded.
According to many who knew him, the wizard probably
saw an opportunity to seize power and land in the
confusion that would follow the assassinations. Others
suggest Rary was a pawn of the Scarlet Brotherhood.

With the plot discovered, though, Rary and his
co-conspirator Lord Robilar fled the city. The two were
unable to return to Robilar's castle because it was
immediately seized by the troops of Greyhawk, so they
escaped into the Bright Desert. There they conquered the
savages and established a kingdom of their own. Though
small and mysterious, this growing state could someday
threaten the very borders of Greyhawk.

From Greyhawk Wars

"This unspeakable crime was visited upon us by one
whom we trusted implicitly, one whom we all knew and
respected, and one whom we would never suspect of
treachery. Rary the Mage he was known to us, but after

the infamy of that day, he shall be known only as Rary the
Traitor!"

Mordenkainen the Mage, in a speech to the
surviving members of the Council

"While I find it hard to believe that my beloved sibling is
responsible for such evil deeds, the evidence against him
is overwhelming. To him I say, 'Your crimes are
unforgivable. I join with those who call you traitor, and
disavow any affection I may once have felt. Brother you
may have been, Rary, but brother you are no longer. You

rn

are an outcast and a stranger to me'.

Arkalan Sammai, sage of Greyhawk and brother
of Rary

"It has become clear that something evil is growing in the
depths of the Bright Desert. They call him Rary the
Traitor now, but in days to come they may call him far
worse things. Rary has stirred up something best left
alone, and I fear that all of the Flanaess may suffer for it,
as if the land has not suffered enough already!”

Eritai Kaan-Ipzirel, high priestess of St. Cuthbert
in Greyhawk

In the agonizing aftermath of the Greyhawk wars, when
conflict touched virtually every corner of the continent,
few gained more infamy than Rary of the Circle of Eight.
Once considered a quiet, peaceful man with few
ambitions, the great mage instead was corrupted to the
ways of evil, and in the process slew two of the wisest and
most powerful wizards of the Flanaess. Now, fleeing
south with his co-conspirator and their loyal troops, he
has carved out an empire in the wilderness, and threatens
to inflict more harm and chaos on a world long grown
weary of war and strife.

Rary the Traitor is a supplement for the ADVANCED
DUNGEONS & DRAGONS® 2nd Edition game, in the
GREYHAWK® campaign setting. It describes important
current events and involves characters in adventures that
will affect the future of the entire region. This supplement
is intended for adventurers of all different levels.
However, the major areas described later in this book,
especially Rary's fortress in the Brass Hills, are intended
for parties of 8th level or higher.
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Chapter 1: Rary's Tale

Rary the Mage did not initially seem the sort of individual
who would betray his friends and become one of the most
reviled men on the continent. He was once described as
"quiet, dignified.., a skilled mediator and peacemaker,"
and a man whose gentle nature prevented him from
leading the Circle of Eight, or even challenging its other
members, so Rary's descent into the realm of evil was
indeed puzzling.

The Dignified Mage

Although well into his seventies at the beginning of the
Greyhawk conflict, Rary retained a youthful outlook and
energy, and his primary motivation seemed to be learning,
rather than the pursuit of power. Archmage of Ket, Rary
was well-known for his skill at resolving conflicts in the
complex atmosphere of the Ketish court. His friendship
with the Paynim nomads, while considered something of
an eccentricity within Ket, actually helped the mage
prevent Paynim raids into Ket, or at least helped reduce
their severity.

One of the most baffling aspects of Rary's treachery is that
at the time the war broke out, he was largely retired from
the Circle of Eight, content to dwell quietly in his tower at
Lopolla, pursuing his hobbies and avoiding confrontation.
Rary attended meetings only when issues of special
importance were discussed, and even then seemed
reluctant to directly confront such volatile individuals as
Mordenkainen and especially Otiluke, who is said to have
harbored a special dislike for the Ketite.

In truth, Rary's retirement was more a result of his
frustration with the Circle of Eight and its contentious
ways than a genuine desire for retirement. As time passed
and Rary's gentle approach worked less and less, he began
to spend more time in his tower or wandering the plains
mounted on his magical destrier. In this guise, he was
known to the Paynims as only "The Rider." As he
travelled among them he learned many things from their
shamans and chieftains, and his gentle nature began to
change.

Surely, Rary maintained his calm, reasoned exterior at
those meetings which he did attend (further infuriating
Otiluke in the process), and his peacemaking efforts in
Ket continued unabated. But the process of Rary's
conversion had begun, fuelled by the twin fires of his own
frustration and the violent influence of the Paynims.

The change in Rary's nature was not a malevolent one. He
could just as easily have continued as a powerful advocate
for balance and neutrality or even good, had he not begun
to study the histories of the demigod Iuz, the Scarlet
Brotherhood, and the Overkings of Aerdi. As more time
passed, Rary's admiration of these evil forces grew. Here,

he realized, were individuals who knew the value of force,
who shunned the pointless squabbling of the Circle of
Eight and other lesser powers. Of course, Rary knew
mistakes were sometimes made. The Overkings were now
hopelessly mad and mired in decadence, Iuz's violence
had little direction or purpose except his own
aggrandizement, and the Scarlet Brotherhood's obsession
with secrecy did little to advance its cause.

Still, Rary realized there were things to be learned from
these individuals. If he could control the base urges and
character flaws that had led these others astray, perhaps
he could achieve greatness, and even surpass the exploits
of those in the past. With the Flanaess, or at least a large
portion of it, under his control, he could bring change and
overcome the meaningless bickering of the Circle of
Eight. This enormous change in Rary's temperament took
place slowly. The great mage's outward calm and good
nature belied a storm growing in the depths of his soul.

War and Treachery

Rary's admiration for Iuz and the Brotherhood grew
during the war. As other members of the Circle worked
frantically behind the scenes to head off the conflict and
preserve what civilization remained in Greyhawk, Rary's
mind turned more and more to thoughts of evil. He
researched long-forbidden spells, studied the histories of
ancient conquerors, and learned more from his Paynim
friends as corruption and wickedness slowly crept into his
heart.

During a particularly unproductive session of the Circle,
Rary quietly withdrew in the face of Otiluke's bluster and
returned to his tower in Ket. There, brooding upon his
decades of ceaseless toil and frustration and his lack of
success in the path of neutrality, Rary finally and
irrevocably fell under evil's sway. Returning to Greyhawk,
Rary enlisted the aid of Lord Robilar, a powerful if
somewhat unstable nobleman with a substantial
household guard, and together the two formulated a plan
to put themselves into a position of power in the Flanaess.

Diplomats and high officials from all across the continent
would soon arrive in Greyhawk for the Great Signing.
Using his access to the Great Hall, Rary planned a series
of magical traps which would destroy everyone in the
building, including diplomats, nobles, the Lord Mayor
and his staff, several guildmasters, at least half of the
Circle of Eight, and the detested Otiluke. That done, Rary
would assume control of the Circle. As an emergency
measure, Rary would dispatch agents to those countries
whose diplomats had been slain. These diplomats would
gain the confidence of kings and chieftains, eventually
giving Rary access to and control over numerous nations.
The killings themselves would be conveniently blamed on
the Scarlet Brotherhood, which had made itself unpopular
during the war.
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Death in the Great Hall

Unfortunately for Rary and Robilar, as Rary finished
setting his magical traps, several members of the Circle
entered the hall for a last-minute inspection of the site
before the signing. Caught red-handed, Rary first
attempted to flee. Forced at last into open conflict, he
attacked with a fury born of years of pent-up anger. He set
off the still-incomplete magical traps. Tenser fell first,
caught by surprise. Otiluke struck back savagely,
wounding Rary and forcing him back.

Instead of counterattacking Otiluke directly, Rary set off
several more traps, injuring Bigby, who had just joined
the fight. Overcome with concern for his friend, Otiluke's
concentration broke, and suddenly Rary's spells had him,
rending and burning him at once. Abruptly all the
remaining traps went off, plunging the hall into noise,
fire, smoke, and the lambent glow of magic. As the smoke
cleared, amid the crash of falling masonry and the tinkle
of broken glass, Bigby, himself badly wounded, crawled
over to see to his friends, only to find both of them slain
beyond hope of resurrection, and Rary had vanished
without a trace.

In the ensuing confusion and shock, Lord Robilar's own
troops struck, destroying every one of the dead wizards'
hidden clones, assuring the permanent death of both
Tenser and Otiluke. Within hours, Greyhawk warriors
had occupied Robilar's citadel and began to search for the
pair, but it was too late. Faced with the collapse of their
plot, Rary and Robilar fled, along with those troops loyal
to them, and no one knew where.

A New Kingdom

In the weeks that followed, as Greyhawk slowly recovered
from its shock, Rary was condemned from every quarter.
Expeditions scoured the vicinity of the city, searching for
Rary and his co-conspirator. A diplomatic mission to Ket
returned with the astonishing news that not only was Rary
missing, but his entire tower, which had so long graced
Lopolla's skyline, had abruptly and inexplicably vanished
overnight. Rumors began to circulate that Rary had fled
the Flanaess and possibly Oerth altogether.

These rumors did not last long, as search parties heard
disquieting reports from the Bright Desert. The Abbor
Alz barbarians, who sometimes traded with the desert
nomads, reported that a mysterious tower had appeared in
the Brass Hills in the heart of the desert, and that the
master of this tower had proclaimed himself "Monarch of
the Bright Lands." Many nomads, it was reported, had
fallen under his sway, and those who had not were swiftly
persecuted and pressured to do so. The desert centaurs,
previously known only by rumor and second-hand reports,
were said to be resisting the new rulers, but their struggle
seemed doomed. The new king was said to be a mage of
unsurpassed skill, and had a host of strange (some said

unearthly) warriors at his command. Clearly, Rary the
Traitor had at last appeared.

But finding Rary and bringing him to justice were two
entirely different matters. Long unexplored and treated by
many with superstitious dread, the Bright Desert, or the
"Bright Lands" as Rary now called his new domain, was
considered a place of savage tribesmen, harsh conditions,
and dangerous creatures. Now, it was also home to Rary
the Traitor, and neither Greyhawk nor any surrounding
power had the strength or the inclination to venture into
the desert and dig him out of his hiding place. Many
favored simply leaving him to rot in self-imposed exile.

Mordenkainen and Bigby, who had seen his friends slain
and had himself been wounded by the renegade, did not
agree. Mordenkainen's research into the region of the
Bright Desert uncovered some disturbing facts. These
facts were unlikely to have escaped the notice of Rary,
given his passion for knowledge and obscure history.
Once home to a thriving empire, the region had
undergone a catastrophe of apparently magical nature, the
cause of which was an artifact of considerable power.
Unknown creatures were said to live in the deep desert
and the artifact was said to control these creatures. All
references to the artifact were veiled in fearful language,
as if even the memory of the object had a dread potency.

True, these rumors were ancient and possibly unreliable,
but if even a fraction of what Mordenkainen discovered
was true, Rary could still be a danger to Greyhawk. One
of the most powerful members of the Circle of Eight had
now become its greatest enemy.

The Empire of the Bright Lands

Rary's seizure of the Bright Desert was no
spur-of-the-moment affair. Rary and Robilar knew that
their plans for gaining power in the Flanaess stood a
chance of discovery and failure. So they worked out a
back-up plan which would keep them both alive and in
positions from which they could continue their schemes.
Rary, Robilar, and their loyal troops swiftly decamped
from Greyhawk as their plans collapsed. Robilar and his
troops went south to the edge of the Abbor Alz and Rary
went to his tower in Ket. From the tower, Rary worked
awesome magics which had been held in readiness for
some time. He summoned yuggoloth and other creatures
from the planes, and ordered them to transport Rary's
tower, as well as Robilar and his army, into the Bright
Desert. There, he ordered the yuggoloth to construct a
fortress for his new headquarters. Exhausted, both
physically and magically by this titanic effort, Rary rested
for several days while Lord Robilar began to lay the
foundation for the new empire.

A tribe of norkers lurking in the hills provided Robilar's
troops with their first challenge. After a few minor
skirmishes, the norkers were brought to battle and easily
defeated. The norker chieftain pleaded for mercy and the
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entire tribe was absorbed into Rary's new empire. Today,
they are employed as all-purpose servants and low-grade
infantry. The norkers dislike Robilar's training and
intense regimentation, but are still unduly proud of their
status as Rary's "warriors." Most are fanatically loyal to
the wizard, whom they treat with superstitious awe.

Mounted patrols of Paynims and Greyhawk warriors were
sent into the desert and they encountered several nomad
tribes. These nomads were informed that Rary now ruled
the Bright Lands and were told to pay obeisance to him. A
few embraced the new ruler with enthusiasm after
demonstrations of his military might, while others fought,
driving off Robilar's scouts with insults and sometimes
arrows.

Robilar responded immediately and sent his army against
the most powerful of the tribes that had defied him, the
Tukim. The fragmented nature of the desert tribes worked
in Rary's and Robilar's favor, for the Tukim had many
enemies. No one came to the Tukim's defense when
concerted action by the nomads might have driven out the
invaders.

Supplemented by large numbers of norkers, Robilar's elite
guards and Rary's Paynims surrounded and broke the
Tukim, but spared them in exchange for the promise that
they would faithfully serve Rary. Now, Tukim warriors
stand beside Rary's and Robilar's personal retinues as the
finest troops in the new empire's army.

When Rary fully recovered from his exertions, he turned
his magical and diplomatic abilities to pacifying the
desert. Some tribes were persuaded to join Rary's empire
with promises of future power. Others were beguiled with
magic, and still others felt the full wrath of Robilar's
now-huge army. Within a few months, the entire desert
within a hundred miles of the Brass Hills lay completely
under Rary's control.

Quest for Power

Now reasonably secure, Rary allowed Robilar a free hand
in the pacification of the desert and turned his attention to
the legends and fragmentary tales told about the region.
Many of these stories indicated that considerable wealth
remained in abandoned mines to the north and in several
ruins scattered throughout the desert.

The origin of these ruins fascinated Rary. Further
research revealed them to be the remains of a kingdom
which had once stood here. Legends suggested that a
powerful artifact known as the scorpion crown had
brought about the kingdom's demise. Determined to find
the crown and, if possible, neutralize its curse, Rary
ordered his troops to search the desert.

Initial reports were encouraging. The Bright Desert did
indeed hide numerous ruins, and many of these still
contained considerable wealth, which was immediately
placed in Rary's treasury. Unfortunately, no evidence was

found of the mysterious scorpion crown, although the
search continues.

The Nation's Arms

As Rary sees it, the Bright Lands are now united as a
single nation. He has declared that they require a set of
arms in the same manner as the other nations of the
Flanaess.

The Bright Lands' arms are blazoned with gules, a
gauntlet grasping a crescent, proper, in chief azure, and
three stars proper. The gauntlet and crescent represent the
combination of magic and military force necessary for the
Bright Lands' survival, while the three stars are one of
Rary's own emblems.

These arms may also be displayed bearing a crest in the
form of a black unicorn, Lord Robilar's personal sigil.
This symbolizes Lord Robilar and the vital role he played
in the birth of the new nation.

The Army

Lord Robilar's army is an eclectic combination of many
disparate elements. The elite core of the army consists of
Rary's Paynim bodyguards, who serve the wizard
fanatically, despite the fact that they are far from home
and facing an uncertain future. The core also includes
Robilar's personal retinue who, despite their small
numbers,  possess  great  martial  skills  and
near-unbreakable morale.

The fierce Tukim warriors, who revel in battle and give
little thought to who they fight for or why they fight, help
supplement Rary's and Robilar's personal forces as elite
troops. Other tribes serve as shock or missile cavalry, or
as bow-armed infantry. Robilar is making attempts to
train some of these desert men as pikemen, but the lack of
wood for pikeshafts has proved something of a problem.

Then there are the norkers which Robilar conquered early
on. Slow, quarrelsome, and somewhat stupid, the norkers
have nonetheless proved to be useful as low-grade
infantry, absorbing enemy attacks while the rest of the
army maneuvers into position. Proud of their position in
the army, the norkers never cease boasting about their
martial prowess, and many have an overdeveloped sense
of their own importance.

Rary and Robilar have tried to recruit other troops into the
new army, including giants and ogres from the Abbor Alz
and the awesome desert centaurs. So far, they have met
with little success, although several ogre tribes have
expressed interest in fighting for Rary if there is loot to be
obtained.

Statistics for Rary's troops follow, with
BATTLESYSTEMTM statistics in italics. The equipment
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listings represent average equipment and these may vary
from individual to individual.

Rary's Paynims

Light Cavalry (200): AC 7, MV 24; HD 1; #AT 1; Dmg
1d6 (light lance or short bow), SZ M; ML 11-12;
THACO 20 AD (8)6; AR 8; Hits 2; ML 12; MV 24

Medium Cavalry (350): AC 5; MV 18; HD 1; #AT 1;
Dmg 1d6 + 1 (medium lance); SZ M; ML 12-13;
THACO 20 AD 8; AR 7; Hits 2; ML 13; MV 18

Robliar's Guard

Light Cavalry (100): AC 8; MV 18; HD 1; #AT 1; Dmg
1d6 (light lance or short bow); SZ M; ML 13-14;
THACO 20 AD 6*6; AR 9; Hits 2; ML 14:MV24
Range: 5/10/15

Heavy Cavalry (200): AC 3; MV 15; HD 1; #AT 1; Dmg
1d8 + 1 (heavy lance) or 1d8 (broadsword); SZ M;
ML 14-15; THACO 20 AD (10)8; AR 6; Hits 3; ML
15; MV 15

Archers (300): AC §; MV 12; HD 1; #AT 1; Dmg 1d6
(shortsword or longbow); SZ M; ML 14-15; THACO
20 6*6; AR 9; Hits 1; ML 14; MV 12 Range:
7/14/21

Pikemen (250): AC 5; MV 12; HD 1; #AT 1; Dmg 1d6
(pike or shortsword); SZ M; ML 15- 16; THACO 20
AD 6; AR 7; Hits 2; ML 14; MV 9 Second and third
ranks can attack in melee

Tukim Nomads

Light Cavalry (500): AC 8; MV 18; HD 1; #AT 1; Dmg
1d6 (light lance) or 1d8 (scimitar); SZ M; ML 13-14;
THACO 20 AD (8)6; AR 9; Hits 2; ML 13; MV 24

Archers (1,000): AC 8; MV 12; HD 1; #AT 1; Dmg 1d8
(scimitar) or 1d6 (composite bow); SZ M; ML 13-14;
THACO 20 AD 6*4; AR 9; Hits 1; ML 12; MV 12
Range: 5/10/15

Other Nomads

Light Cavalry (750): AC §; MV 18; HD 1; #AT 1; Dmg
1d6 (light lance) or 1d8 (scimitar); SZ M; ML 10-11;
THACO 20 AD (8)6; AR 9; Hits 2; ML 11; MV 24

Archers (1,500): AC §; MV 12; HD 1; #AT; Dmg 1d6
(composite bow) or 1d8 (scimitar); SZ M; ML 10-11;
THACO 20 AD 6*4; AR 9; Hits 1; ML 10; MV 24
Range: 5/10/15

Dervishes

Light Cavalry (100): AC 7; MV 18; HD 1; #AT 1; Dmg
1d6 (light lance) or 1d8 (scimitar); SZ ; ML 16-17;
THACO 20 AD (8)6; AR 8§; Hits 2; ML 20; MV 24

Norkers (2,000): AC 3; MV 9; HD 1 +2; #AT 2; Dmg
1d6/1-3; SZ M; ML 11-12; THACO 19 AD 8; AR 6;
Hits 1; ML 12; MV 9

Rary and Robilar

The two chief conspirators against Greyhawk, now reviled
as its greatest villains, survive deep in the Bright Desert,
working to create and strengthen a new kingdom which
they intend to be the foundation of a future empire.

Lord Robilar, Marshall of the Bright Lands, Warden
of the Brass Hills (15th-level fighter): AC -4 (plate +3,
shield +3); MV 12; hp 89; Str 18/78; Dex 16; Int 11; Wis
16; Con 18; Cha 16; #AT 2; Dmg 1d10+6 (en-chanted
two-handed sword, see following); AL LE; THACO 4

Magical Items: metal destrier (see following), blade of
black ice (see following), plate armor + 3, shield + 3, + 1
bow, flying carpet, ring of spell turning, ring of
invisibility, horn of blasting, girdle of storm giant
strength

Lord Robilar, Rary's companion and military commander,
is a grim, black-haired, saturnine man with a brooding
countenance, deep-set eyes, and a short goatee. In battle,
he wields the Blade of Black Ice, a sword said to have
been forged by Iuz himself. Seemingly made of ice, the
blade inflicts 1d10+3 points of damage (with an
additional + 3 for Robilar's Strength bonus), as well as
acting as a sword +3, frost brand. The bonus against
fire-based creatures is therefore + 6 ( + 9 with Strength
bonus). With this sword, Robilar suffers no ill effects for
wearing his armor in the desert.

Robilar also fights while wearing his girdle of storm giant
strength, which gives him an effective Strength of 24 ( +
6 to hit, + 12 damage in addition to his other bonuses),
and allows him to hurl rocks for 1-12 points of damage.

Robilar spends most of his time leading Rary's armies
against recalcitrant nomads or centaur tribes. He rides the
desert on his enchanted steed, a mechanical destrier
created by Rary. This steed has all the statistics of a heavy
warhorse, except that it is AC 2, and it never needs food
or water. The steed must also rest at least four hours per
day, or it ceases functioning until it has done so.
Physically, it resembles a great, smooth-skinned warhorse
with gleaming silver skin and burning yellow eyes. If
damaged, it regenerates lost hit points at a rate of 1-4 per
day, unless it was reduced to zero hit points or less, in
which case it is irrevocably destroyed.



Rary The Traiter

When Robilar's troops sacked Otiluke's and Tenser's
citadels, they carried off several of the dead mages'
magical items, including Otiluke's horn of blasting, which
Robilar now carries.

Robilar began his career as an adventurer, seeking his
fortune in the company of such Greyhawk luminaries as
Mordenkainen, Bigby, Serten, and from time to time,
Rary the Mage. Although his alignment slowly changed
from neutral to evil over the years, Robilar remained
trustworthy and friendly, if somewhat gruff. In those days
it was said that his three greatest loves were adventuring,
magic, and information.

Robilar reached the pinnacle of his career when he was
named a Lord of Greyhawk, but by this time he had begun
to grow weary of his old friends, especially those mages
who had formed the Circle of Eight. Feeling that all the
others had grown soft and weak as a result of their
prestigious positions, Robilar maintained friendly
relations only with Rary. When Rary approached him
with his scheme for grabbing power, Robilar embraced it
wholeheartedly.

Far from being angered at the failure of Rary's plots, Lord
Robilar has taken to his new role with relish. He is truly
in his element, a leader of men (among other things),
riding the desert or soaring above it on his flying carpet,
seeking battle and adventure. He has personally
participated in several exploratory missions and hopes to
find the scorpion crown himself, and thus win glory for
his new nation. His black unicorn banner has already

become a symbol of the new nation's power or, for those
tribesmen not under Rary's sway, its wickedness.

Rary remains a friendly man, although if moved to
violence, he will fight in a direct and brutal fashion, with
little regard for fair play or the rules of chivalry. He has a
soft spot in his black heart for adventurers, seeing in them
the devil-may-care sort of freebooter whom he himself
once was. Adventurers captured by Robilar personally will
find him a charming man. If captured adventurers
impress him favorably with tales of their derring-do, he
may simply have them escorted to the Abbor Alz and
released with a stern warning never to return. Should the
adventurers ignore this warning, Robilar will not be so
friendly the next time they meet.

Robilar is fanatically loyal to Rary and the Kingdom of
the Bright Lands, and at this time he would never think of
challenging his lord. Of course, Robilar has changed
before, and the great power which Rary now wields could
prove a potent motivation for him to change once more
and betray his ruler.

Rary the Traitor (24th-level mage): AC -7 (bracers of
defense ACO, ring of protection + 5, staff of the mag/);
MV 12; hp 52; Str 7, Dex 11, Con 12, Int 19, Wis 19,
Cha 16 (18 to Paynim and Bright Desert nomads);/tAT 1;
Dmg 1d6+5 ( quarterstaff +5 ); AL NE; THACO 13

Spells: 5 1st, 5 2nd, 5 3rd, 5 4th, 5 5th, 5 6th, 5 7th, 5
8th, and 4 9th.

Magical Items: bracers of defense AC O, ring of
protection +5, staff of the magi, gem of seeing, helm of
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brilliance, ring of mind shielding, ring of animal control,
rod of beguiling, stone destrier, wand of paralyzation,
ioun stone (pale green; adds 1 level of experience and
additional spells accordingly).

Outwardly, little has changed about the great mage in the
past years. He still wears tan robes of Baklunish design,
his green eyes still sparkle and shine, and his good looks
persist despite his age. His manner remains quiet and
thoughtful, and his passion for learning is undiminished.

Rary's changes have all been wrought on the inside. What
was once good in Rary's heart and soul has been lost,
possibly forever. That energy which he once spent in
learning the secrets of the past is now bent toward using
those secrets for conquest and personal glory. And while
Rary retains his affection for the Paynim nomads, it has
been long since he has seen his friends, and rumors of his
treachery have begun to spread throughout the plains.

Today, Rary is obsessed with acquiring personal power
and accomplishing his mission "to set the world right."

Although he is possibly the most powerful single mage in
the Flanaess, he feels that this is not enough.

Rary's agents and warriors constantly scour the desert,
subverting tribes to his cause, searching for lost wealth
and arcane magic. His research has led him to believe that
a fabulous device, known only as the scorpion crown, is to
be found somewhere in the desert. With this item, Rary
hopes to command an invincible army and bring the
contentious Flanaess firmly under his stern but
enlightened control. It no longer matters to him that his
methods for achieving this vision of utopia are thoroughly
evil and despicable.

Before escaping from Greyhawk, Rary also managed to
steal Otiluke's celebrated green ioun stone. He uses it to
artificially boost his experience level. He has since
become interested in ioun stones, their nature, powers,
and origin. One of his own pet theories is that the Bright
Desert is a potential source of natural ioun stones, but so
far his attempts to prove this theory, and gain unthinkable
power for himself, have proved fruitless.
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Chapter 2: The Bright
Desert and Environs

As we passed through a region of high dunes, the

hot sun beating down upon us like the eye of a malevolent
god, we were suddenly set upon by a horde of nightmarish
creatures, the likes of which I had never before seen, and,
fates willing, never hope to see again.
Above the waist they were human-appearing, although of
a savage and unkempt demeanor. Below the waist,
however, they were beasts, much like the centaurs of our
own woods. But their lower quarters were nothing so
mundane as a simple horse. These beasts' bodies were
those of huge scorpions, with great segmented legs,
waving tails, and deadly stingers.

Down they came on us, voicing hideous battle
cries, swinging crude polearms and swords, striking down
my first mate and several seamen before we realized what
was happening. Not only did the things wield their
weapons with deadly accuracy, but their evil stings
inflicted horrid wounds, and several of my shipmates died
or fell insensible from such attacks. The scorpion-men
dragged off the bodies of our fallen comrades, but to what
grisly end I do not know.

At length, with the loss of half our number, we
were able to retreat back to the ship, and we set sail, glad
to get the accursed desert behind us. I have never
returned to this region, nor do I ever wish to do so.

From the memoirs of Grandy the Mariner of

Monmurg

Minor entries in writings like Grandy's may well have
piqued Rary's curiosity, and that helped him decide that
the Bright Desert was the place to found his empire.
Described as an intriguing, but inaccessible place of
savage nomads and harsh climatic conditions, with
potentially vast mineral wealth, the Bright Desert lay
unexplored and untouched for centuries. The region has
suddenly regained prominence as the home to Rary's new
empire, and it may well hold the key to the future of the
region, for good or ill.

The following section describes the geography, climate,
biology, and inhabitants of Rary's empire. While the
primary emphasis is on the Bright Desert, the Abbor Alz
wilderness is described also, since the current affairs of
the two regions have become inextricably linked.
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Geography and Climate

The Bright Desert is well-named. Most of its 250-mile
length is composed of shining, shifting dunes, with a few
oases scattered here and there. Mean daily temperature
can reach as high as 120 degrees at midsummer and
swiftly plunge to near-freezing after the sun has set. Hot
winds periodically scour the desert, creating sandstorms
which can last for hours at a time. The men and creatures
who inhabit this land are a hardy, dangerous lot.

Around the perimeter of the dunes lie patches of
hardpack, or scrub desert, where plant life of a sort
flourishes. Hardy, scraggly shrubs and twisted pine trees,
some hundreds of years old, grow in the rocky soil,
nourished by the mere sprinkling of water that the region
receives each year.

Rising above the scrub plains are the hills of the Abbor
Alz, a region of rugged, steep hill-sides and treacherous
canyons. Like the desert, the Abbor Alz is home to hardy,
hostile humans and animals. Although the Abbor Alz is
arid and dusty throughout much of the year, it harbors
stands of hardy scrub pine and oak, and during the rainy
season (from mid-Fireseek through early Planting), small
streams appear, rise to flood, and vanish overnight.

Survival in the Desert

Any desert is a harsh climate, and the Bright Desert is
harsher than most. Located in a waterless bowl, with
scant rainfall each year, the Bright Desert challenges even
the hardiest wilderness survival expert.

Detailed rules for desert survival may be found in the
Wilderness Survival Guide. If this is not available, the
following simple guidelines may be used.

A character who goes without water in the desert loses 1d6
points of Constitution per day. As the character's hit point
bonus drops, subtract the appropriate number of hit
points.

When a character's Constitution reaches zero, the

character has died.

This assumes that the character is appropriately dressed
for the desert, in light protective clothing with head
covering. If the character is wearing less, or if fighters,
for example, insist on wearing heavy plate armor in the
desert, increase the rate of Constitution loss by what you
consider an appropriate amount. It should never be more
than double the stated rate, however.

The Survival proficiency can help characters find food
and water in the desert, as described in Chapter 5 of the
Player's Handbook.
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Flora and Fauna

Life forms native to the Bright Desert are both hardy and
dangerous. Such familiar animals as camels and jackals
dwell in the desert, particularly near oases and in the
scrub regions. Deadly species such as giant ant lions,
poisonous snakes, and fire toads survive even in the deep
desert. The desert also harbors a species of giant insect
known as the pernicon, prized by the nomads because its
antennae are highly accurate water-diviners.

The greatest scourges of the Bright Desert are the giant
scorpions, which often lie in wait beneath the dunes and
emerge without warning, and the savage manscorpions,
which attack anything and anyone they see. These strange
creatures haunt the nightmares of even the bravest nomad
warrior.

Plant life is confined to the date palms and rich shrubbery
of oases and a few lone cacti that scratch out an existence
in the open desert. Vampire cacti, dangerous plants that
survive by draining the moisture of other living things,
are a constant hazard, although intelligent inhabitants of
the desert have learned to recognize and avoid them.

Wildlife is more varied in the Abbor Alz, where the
climate is somewhat more hospitable. Such familiar
species as mountain lions, wild boar, and bears may be
found in the hills. Dangerous species include trolls, hill
giants, ogres, and the undead creatures of Azak-Zil (see
Chapter 3).

Woolly Bay and the Sea of Gearnat are seas south of the
desert. They are rich, tropical waters, frequently traveled
by merchantmen and prowled by pirates. Giant sharks
cruise these waters, hoping to feast on debris or an
occasional seaman from passing ships. Intelligent races
such as ixitxachitl and sahuagin have been found in these
waters, but the high frequency of armed ships and
mariners prepared for combat help discourage any violent
action.

The hulls of numerous ships litter the ocean floor, giving
rise to legends of lost treasure. Sailors repeat tall tales of
aquatic undead, rising to take vengeance on those living
souls who violate their graves. A number of lacedon and
seawolves have been reliably reported in the region,
indicating that some of these tales may be true.

Sailors also tell stories of an ancient mist dragon or
dragon turtle who either revels in the deaths of sailors and
the destruction of their ships or engages them in
intellectual discussions and rewards them with gems and
gold. These tales are generally discounted as the fantasies
of bored mariners, but the area may well harbor both
species.
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History

The Bright Desert and surrounding regions have
languished in the backwaters of history until very
recently. The region's early history, although largely
unknown, may yet play a vital role in current events.

Once, over 2,000 years ago, a Flannish kingdom called
Sulm ruled the central portion of what is now called the
Bright Desert. Constant warfare with desert nomads and
internal unrest led Sulm's rulers to delve into forbidden
magic and the worship of evil gods. Finally, after a long
slide into decadence, the land's last king, a sorcerer
named Shattados, appealed to one of his wicked deities
for a boon, a magical item which would enable him to be
his people's unquestioned ruler.

Shattados's wish was granted, but in a way that both he
and the Sulm people would soon regret. A crown
appeared to him in the shape of a great scorpion. Eagerly,
Shattados donned it, expecting it to simply bend others to
his will. It did far more. The gods of evil are possessed of
a perverse sense of humor, and Shattados was about to be
the victim of an unpleasant practical joke. In an agonizing
moment, he was transformed into a monstrous scorpion
and his people into the wild manscorpions which still
plague the desert. In less than a day, the kingdom of Sulm
ceased to exist, and perhaps, far away, in an isolated
corner of an evil plane, dark laughter echoed.

Those nomads and centaurs who were not citizens of
Sulm were unaffected by the curse and soon returned to
their nomadic lifestyles, fighting each other and the
manscorpions with equal vigor. Within a few generations,
the kingdom of Sulm had vanished from memory, and the
desert was as it always had been.

The Inhabitants

Several intelligent races inhabit the Bright Desert and
Abbor Alz. Although manscorpions might be described as
"intelligent," their ceaselessly aggressive nature qualifies
them more as monsters than anything else. Humans,
duergar, norkers, and a unique race of centaurs may all be
found in the neighborhood of Rary's empire.

Men

Humans make up the bulk of the region's inhabitants. The
Bright Desert Nomads are a hardy race of Flannish
extraction. Intent on finding richer, more fertile lands to
the north, the Suloese nomads who migrated through the
region largely bypassed the Bright Desert region, but the
nomads still harbor a deep distrust of outsiders.
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The Nomads

There are dozens of tribes in the desert, ranging in size
from several dozen to more than a thousand. The harsh
climate had bred these tribes into violent, surly people,
who hold each other in only slightly more regard than
they hold most outsiders. Power, military or magical, is
the only thing which can unite the tribes, and Rary is
prepared to demonstrate both in order to win the nomads
to his cause.

Bright Desert nomads have some cultural similarities to
the Paynims of the west, although they are of Flannish
descent. Camels are unknown in the Bright Desert. These
nomads ride hardy desert ponies (see wild horse in the
Monstrous Compendium). They wear light robes or
buckskin, and enjoy creating bright jewelry such as
armbands and headbands of bone, brass, leather, and
colored beads.

The nomads worship a pantheon of minor nature spirits,
led by Beory the Oerth Mother, and Obad-Hai, the Sbalin,
Lord of the Wild Places. The nomads fear Nerull the
Reaper and his minions, many going so far as to suggest
that Rary himself is an emissary or avatar of this god of
death and darkness.

Mages are virtually unknown among the nomads, who
treat magic with superstitious dread. Even those tribes
who actively support Rary are fearful of his magic.
Druidic and shamanic spellcasting is rare and usually
only practiced in larger tribes, but it is accepted as proof
of the Shalm's power and benevolence. Oddly enough, the
nomads have no restrictions on the use of enchanted
weapons, despite their professed fear of magic.

The nomads possess a strongly patriarchal, honor-driven
warrior culture. Women are, at best, only trusted servants
of men. Other tribes, especially foreigners, are fit only for
occasional trade or savage warfare. This situation has
resulted in a region constantly at war, with blood feuds
and vendettas decimating entire tribes and preventing any
contact with the outside world. The menace of the
manscorpions and desert centaurs complicated matters
further.

Quarrelsome and provincial even in the best of times, the
Bright Desert nomads are divided in their reactions to
Rary's newly-declared kingdom. Some, weary of constant
warfare, welcome his presence and freely acknowledge
Rary as their ruler. Others have remained neutral, waiting
to sec what Rary will do. Still others are openly hostile,
denouncing Rary as a foreign meddler or, worse still, a
diabolical spellcaster with dark motives and darker plans
for the people of the region.

Such competing views of the land's new ruler have done
nothing to settle this violent and strife-torn region.
Nomads loyal to Rary battle those who oppose him, while
those who remain neutral are under intense pressure from
both sides. Rary seems destined to eventually triumph,
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uniting all the nomads, willing or unwilling, under his
banner, as he is backed up by professional troops, the
military skill of Lord Robilar, and his own awesome
magical powers.

The Barbarians

The situation in the Abbor Alz is somewhat different. The
barbarians of the hills have always been independent,
always reveled in fighting both each other and the
non-humans of the region, and are only too willing to
unite to keep it that way. Rary's power base is not strong
enough to take on these barbarians, especially in their
rugged homeland, and for the time being he limits his
activities to trade and sporadic diplomatic contacts with
the Ab-bor Alz humans.

The barbarians are of mixed Suel-Flan stock, who
worship deities of strength, bravery, and warfare, such as
Pelor, Fortubo, and Llerg. They share the nomads' dread
of Nerull, but usually include several other evil deities,
such as Beltar and Tharizdun as Nerull's servants. Less
superstitious and somewhat more wise in the ways of the
world than the desert nomads, the barbarians of the hills
do not consider Rary to be a minion or avatar of some
wicked god, but do know unbridled ambition when they
see it.

Barbarian culture is somewhat less divisive than the
nomads'. Although warfare and blood feuds are frequent,
the barbarians are fully capable of uniting against a
common enemy. An Abbor Alz tribesman feels that he
should be the only one allowed to kill other Abbor Alz
tribesmen, and is willing to fight to keep it that way.

The barbarians also differ from the nomads because the
women have far more freedom. While rule is strictly
patriarchal, women may be advisors, sub-chiefs, warriors,
clerics, and even war-leaders if they have proven their
abilities to other warriors' satisfaction.

Dislike of magic and mages is common here, but like the
nomads, clerical and druidic spellcasting, as well as the
use of magical weapons, are completely acceptable.

Despite the fact that the barbarians' culture is somewhat
less restrictive than the nomads', they are still a surly,
insular lot who revel in driving out foreigners who dare
trespass on their lands. The rugged terrain is the
barbarians' greatest ally, and few explorers who enter this
region return to tell about it.

Duergar

There is evidence that the Abbor Alz was once home to a
tribe or tribes of hill dwarves, but none survive today.
Apparently, the dwarves may have been a trading colony
or offshoot of the Iron League and were wiped out or
driven from the Abbor Alz by their hereditary enemies,
the duergar. These evil dwarves, normally confined to the
Underdark and other inaccessible places, have begun
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showing themselves more and more frequently as Rary
makes contact with them and their leader.

After securing the area for themselves, the duergar took
over the dwarven mines and began to exploit the
considerable mineral wealth of the region. Soon, however,
the duergar began to quarrel among themselves and came
under increasing pressure from the barbarians, who
regarded them with fear and distrust. Eventually,
weakened by internal squabbling and faced with open
warfare with the humans, the duergar collapsed the mines
and retreated to the Underdark. Lacking the skill or
inclination to reopen the mines, the barbarians declared
victory and returned to their own favorite past-time of
attempting to kill each other.

Exactly what happened in the Underdark is open to
conjecture, but several decades later the barbarians began
encountering duergar again. This time the duergar were
united, well-equipped and well-trained, and met human
force with force of their own. Brave barbarians who
ventured into the duergar's caves discovered that the
dwarves had been united under a single leader. The
identity of that leader remained a mystery for many years
as the duergar reopened the mines and once more began
to dig for iron, copper, gold, silver, and other valuable
minerals. Human attacks on the mines met with little
success, for the duergar were apparently led and inspired
by a vast, malign intelligence. Since then, the barbarians
have learned that the duergar's leader was a non-dwarf
known only as "Father Eye."

Whatever the mysterious leader's true identity, the
duergar are back in force. Rary is fully aware of their
presence and has engaged the duergar in an alliance of
convenience, trading weapons and magical assistance for
gold and other raw materials. These activities have not
escaped the notice of the barbarians who treat the duergar
with fear and hatred, and have little love for spell-casters
such as Rary. It is not known whether Rary has
determined the true identity of Father Eye.

Whether Father Eye and his duergar will ever become a
part of Rary's empire is not certain, but even as allies of
convenience they are proving extremely valuable. Should
the barbarians take concerted action against the duergar,
Rary will be forced to help them defend themselves. Much
of his diplomatic effort to this point has been directed
toward preventing the barbarians from taking such steps.

Desert Centaurs

Distinct from the familiar sylvan species of centaur, desert
centaurs roam the dunes of the Bright Desert, struggling
bitterly with the other inhabitants of the desert.
Discovered only recently because of the remoteness of
their homeland, desert centaurs are the subject of
considerable scientific interest, and several noted scholars
have proposed expeditions to the desert to study them.
The dangers of such an expedition have proved more than
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most are willing to risk simply to satisfy others' scientific
curiosity.

Desert centaurs are the highly civilized (for the Bright
Desert) descendants of a race of centaurs that once served
the kingdom of Sulm. Granted autonomy by treaty, the
centaurs proudly served the humans as mercenaries. A
hand-picked group of centaurs served as the king's
personal bodyguard. The weapons and armor granted by
the kingdom to its favored servants are still preserved and
treasured even to this day.

The centaurs fought bravely, their morale and skill with
arms becoming known throughout Sulm and beyond.
When the kingdom grew evil, however, the centaurs
began to question their involvement with it. Since the
beginning of time, they had fought those who would have
defiled their home, and treated friends and foes with
bravery and honor. By the time Shattados's curse
transformed the humans into twisted and evil
manscorpions, the centaurs had all but abandoned their
former allies.

Today, Rary's agents constantly approach the centaurs,
offering them employment and alliance, and Rary realizes
that they will make near-invincible allies. So far,
remembering the death of Shattados's empire and the evil
which it spawned, the centaurs have rebuffed all of Rary's
advances. As Rary's empire grows in strength and unity,
the centaurs meet around campfires. The varied tribes
contemplate a grand alliance in order to pursue one last,
and possibly doomed, crusade against those who would
defile their desert.

Other Races

Isolated bands of trolls, hill giants, and ogres inhabit the
Abbor Alz. These creatures are violent, savage, and
hostile, and are constantly at war with each other, as well
as the human barbarians. Travelers are considered easy
targets by these creatures, and are advised to use caution
at all times. Hill giants will sometimes trade with the
barbarians and have been known to let travelers go if they
surrender all their wealth. But generally, the giants are
every bit as dangerous as the trolls and ogres.

Getting to the Desert

There are several routes that adventurers can take to reach
the Bright Desert. The most obvious, the overland route,
is also the most hazardous. The twisting ravines and
steep-sided hills of the Abbor Alz are a danger in
themselves. The Abbor Alz barbarians, monsters, and
resurgent duergar make travel by land chancy at best.
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The only direct route through the hills winds through the
Abbor Alz south of the Duchy of Urnst. It is known as
Knife's Edge Pass because it is a narrow and treacherous
route, snaking along precipitous hillsides, above deep
canyons, and through rocky, broken terrain. More details
on this pass and its dangers may be found in Chapter 3.

The sea route to the desert may look simple, but it is every
bit as difficult as overland travel. The environs of Woolly
Bay and the Sea of Gearnat are alive with pirates from the
Pomarj and the Wild Coast, as well as independent sea
raiders with no fixed home. Storms periodically ravage
the region, particularly in the spring and autumn. The
coast of the Bright Desert has no sheltered anchorages,
and is suitable only as a temporary stopping point.
Experienced mariners see no point in stopping along the
desert coast in any event, for there are no settlements and
little forage is available.

Sailors on ships that spend any time anchored near the
desert may also find themselves prey for pirates or
dangerous sea animals. The most that adventurers can
hope for from local sailors is to be left on the coast and
retrieved at some mutually agreeable future date. Should a
party of explorers not be back by the appointed time, most
sailors will not waste their time waiting.

Spellcasters and those with exotic means of travel such as
flying carpets and airships, can avoid many hazards by
flying over the Abbor Alz and approaching the Bright
Lands from above. Even this approach is not without
peril. Dangerous updrafts and sudden windstorms can
throw fliers off course or send them spinning to disastrous
crash landings.

Encounters

The encounters on following tables may be used to
supplement normal encounters in the region.

ABBOR ALZ

Die Roll Encounter

01-10 Men, Barbarians

11-15 Men, Bandits

16-25 Dwarves, Duergar

26-30 Ogres

31-35 Trolls

36-40 Giants, Hill

41-50 Rary's Patrols

51-00 Use Standard Encounter Tables
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THE BRIGHT DESERT

Die Roll Encounter

01-15 Men, Nomads

15-25 Men, Dervishes

26-35 Manscorpions

36-45 Centaurs, Desert

46-55 Rary's Patrols

56-00 Use Standard Encounter Tables

Description of Encounters

Abbor Alz

Barbarians: The barbarians of the Abhor Alz are
honor-driven warriors with an inherent distrust of
strangers. But they do not attack without provocation. So
strangers who act politely and make no threatening moves
receive a -2 bonus to their reaction roll, but a result of
"Friendly" is automatically changed to "Indifferent."
Barbarians never flee unless outnumbered at least
two-to-one, so a result of "Flight" under these
circumstances is automatically changed to "Cautious."
The barbarians are inclined to look favorably upon those
of proven courage. Anyone who slays a tribal enemy, be it
troll, duergar, or rival human tribe, receives a -3 reaction
bonus from any Abhor Alz barbarian who witnesses the
battle.

The barbarians fight with crude broadswords but do not
wear armor. They are always on the lookout for trade and
will exchange gems, gold, and jewelry for fine weapons.

Abbor Alz Barbarians (3-30): AC 10; MV 12; HD 1; hp
1-6: Int Varies; #AT 1, Dmg 1d8 (broadswords); SZ
M; ML 11-13; AL N or CN; THACO 20; XP 15

Bandits: The Abbot Alz has become a haven for escaped
criminals, highwaymen, and other criminals. All are
desperate men. Hungry, haggard, and under constant
pressure from the barbarians, these bandits prefer flight to
battle if outnumbered (change "Cautious" to "Flight" if
the bandits are outnumbered), but fight ferociously if they
think they have a chance of winning ( + 3 modifier to all
encounter rolls if the bandits' numbers are equal to or
greater than their opponents).

Bandits are equipped with swords, bows, and a wide
variety of cast-off armor. Some bandits are mounted.
There is a 25% chance that a bandit possesses a light
warhorse.

Bandits (2-20): AC 6-9; MV 12; HD |, hp 1-6; Int Varies;
#AT 1; Dmg 1d6 (bows)or 1d8 (broadswords); SZ M;
ML 9, AL NE or CE; THACO 20; XP 15
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Duergar: These evil dwarves are back in the region after
a long absence. Now united under a leader whom they
refer to as "Father Eye," the duergar are fired with the
fanatical desire to reclaim the land that they consider
theirs. There is a + 3 modifier to all encounter rolls with
the duergar, regardless of party size or composition. They
all wear fine armor, often emblazoned with a single round
eye, the symbol of their leader. Captured duergar are
notoriously uncooperative if asked to reveal secrets.

Rary has made contact with the duergar and trades with
them on reasonably friendly terms. Anyone able to
convince the duergar that they are acting as Rary's
representatives receives a -3 bonus to their reaction roll.
As per normal encounter rules, there is a 10% chance that
a party of duergar will be accompanied by 2-8 steeders.
For every four normal duergar, there will be one 2HD + 4
duergar, and if a band of nine duergar is encountered, a
tenth one of 3HD + 6 or 4HD + 8 will lead the group.

Duergar (2-19): AC 4; MV 6; HD 1 +2; Int Average to
genius (8-17); #AT 1; Dmg 1d4 + 1 (hammer or
pick); SA Surprised on 1 only (1d10); SD Save at +4;
SZ S, ML 13; AL LE; THACO 19; XP 420

Duergar Leader: AC 4; MV 6; HD 2 +4; Int Average to
genius (8-17); #AT 1; Dmg 1d4+ 1 (pick) or 1d4
(light crossbow); SA Surprised on roll of 1 only
(1d10); SD Save at +4; SZ S; ML 13; AL LE;
THACO 19; XP 650

Duergar Leader: AC 2; MV 6; HD 3+6; Int Average to
genius (8-17); #AT 1; Dmg 1d4 + 1 (hammer); SA
Surprised on roll of 1 only (1dl0); SD Save at +4; SZ
S; ML Elite (13); AL LE; THACO 17; XP 975

Duergar Leader: AC 2; MV 6; HD 4 +8; Int Genius
(17); #AT In Dmg 1d4+ 1 (hammer); SA Surprised
on roll of 1 only (1d10); SD Save at +4; SZ S; ML
13; AL LE; THACO 17; XP 1,400

Steeder: AC 4; MV 12; HD 4; Int Non (0); #AT 1; Dmg
1d8; SA Cling; SD Leap; SZ Mn ML 11; AL N;
THACO 17; XP 120

Ogres: Accustomed to constant conflict with trolls, giants
and humans, Abbor Alz ogres attack aggressively unless it
is obvious that they cannot win. Groups of 11 or more
ogres are accompanied by a tribal leader. If 16 or more
are encountered, two leaders and a chieftain are present.

Ogres (2-20): AC 5; MV 9; HD 4+ 1; hp 25; Int Low
(5-7); #AT 1; Dmg 1d10; SA +2 to damage; SZ L;
ML 11-12; AL CE; THACO 17; XP 175

Ogre Leader: AC 3; MV 9; HD 7; hp 30-33; Int Low (7);
#AT 1; Dmg 2d6+3; SA +2 to damage; SZ L; ML
11-12; AL CE; THACO 13; XP 420
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Ogre Chieftain: AC 4; MV 9; HD 7; hp 34-37; Int Low
(7); #AT 1; Dmg 2d6+6; SA +2 to damage; SZ L;
ML 11-12; AL CE; THACO 13; XP 650

Trolls: Although relatively rare in the Abbor Alz, trolls
are a constant danger. They favor ambush, rolling rocks
down upon their victims, then furiously attacking at close
range. The Abbor Alz barbarians look very favorably on
trollslayers, and spend a great deal of time tracking down
and exterminating trolls themselves.

Trolls (1-12): AC 4; MV 12; HD 6+6; hp 40-44; Int Low
(5-7); #AT 3; Dmg 1d4+4 (x2)/1d8 +4; SA +5 with
weapons; SD Regeneration; SZ L: ML 14; AL CE;
THACO 13; XP 1,400

Hill Giants: Most of the time, hill giants of the Abbor
Alz are aggressive, flinging rocks at enemies and
attacking without quarter. On occasion, however, hill
giants will allow travelers to go their way in exchange for
all their possessions, or agree to trade, especially if their
opponents are obviously powerful or more numerous.
Such incidents are rare however, and most Abbor Alz
barbarians consider giants to be opponents every bit as
dangerous and evil as trolls and ogres.

Hill Giants (1-12): AC 4, MV 12; HD 8 + 1-2; hp 55-60;
Int Low (5-7); #AT 1; Dmg 1d6 or weapon (2d6 +7);
SA Hurl rocks for 2d8; SZ H; ML 13-14; AL CE,;
THACO 9; XP 3,000

Rary's Patrols: Rary's troops patrol the Abbor Alz to
maintain a token military presence in the region, or to
make contact with the barbarians or duergar. They do not
like travelers, as Rary would like to keep outsiders away
from his still-vulnerable empire, so all encounters have +
3 penalty.

If one of Rary's patrols is encountered, roll 1 d6 to
determine its composition. A roll of 1-3 indicates a light
patrol, 4-5 a medium patrol, and 6 a heavy patrol.

Light Patrol: This is a cavalry force composed of Rary's
desert nomads, Paynim horse archers, and/or mounted
members of Robilar's guard, led by a single fifth-level
officer.

Light Horsemen (2-12): AC 7; MV 24; HD 1; hp 6; Int
Average (8-10); #AT 1; Dmg 1d6 (light lance) or 1d6
(short bow); SZ M; ML 11-12; AL N(E); THACO
20; XP 15

Officer (Sth-level fighter): AC 6; MV 24; HD 5; hp 35;
#AT 1; Dmg 1d6 (light lance) or 1d6 (short bow); SZ
M; ML 14; AL NE; THACO 16; XP 175
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Medium Patrol: A medium patrol is identical to a light
patrol, except that the horsemen are mounted on medium
warhorses, are armed with medium lances, and are AC 5,
while the officer is AC 3.

Heavy Patrol: Rary's heavy patrols include foot troops to
help support the mounted forces and norkers used as
low-quality spear fodder.

Light Horsemen (2-12): AC 7; MV 24; HD 1; hp 6; Int
Average (8-10); #AT 1; Dmg 1d6 (light lance) or 1d6
(short bow); SZ M; ML 11-12; AL N(E); THACO
20; XP 15

Medium Horsemen (2-8): AC 5; MV 18; HD 1; hp 6; Int
Average (8-10); #AT 1; Dmg 1d6+ 1 (medium
lance); SZ M; ML 11-12; AL N(E); THACO 20; XP
15

Heavy Horsemen (1-6): AC 3; MV 15; HD 1; hp 7; Int
Average (8-10); #AT 1; Dmg 1d8 +