VN AVAY s S ‘W

_ I e ——
o - SHAOIZA& >

- A o, S
A (

'%.’kf,

. IV Book I: i
GAMES MASTER'S  —
Rt SUIOE: i

-

# = - !
= i . -
B e ""lr T— _ -

-~ e d_,.--""‘

f

| —— —

Gora McGahev (order #1.3576)



-
Gora McGahev (order #13576)



¢ % g 3o

Scﬂ ¢ in Miles

Carfnt’]l:n ia

Koth

Gora McGahev (order z13576)

Khatran




Zarmoriars Names: Quick. Ref erersce

Zamorian names tend to be Ukrainian, Middle-Eastern or Greek in tone. The following provide examples for quick and ready use.

Ada
Alice
Anna
Bella
Diana
Elza
Galya
Irochka
Katerina
Lena
Luda
Marta
Nastya
Oksana
Raya
Ruslana
Stanislava
Tanya
Valya
Vesta

Yaroslava

Abuletes
Bartakes
Cyrus
Emil
Gregory
Hryhorii
Jon

Lar
Marcel
Mykola
Pavlo
Rustam

Aelita
Alina
Annushka
Berta

Dina
Emma
Geliya
Ivanna
Katerina
Lenochka
Ludochka
Masha
Natalia
Oksanushka
Rayechka
Sasha

Stella
Tanysha
Vanda
Victoria
Yulia

Amilian
Basil
Danylo
Eriakes
Harasym
Ilarion
Josyp
Lavro
Marian
Myron
Petro
Samiilo

Gora McGahev (order z13576)

Afrodita
Alla
Antonina
Bogdana
Dominika
Erica
Gloriya
Iya
Katusha
Lesya
Lyubov
Maya
Natasha
Olenka
Regina
Sashenka
Sveta
Tatyana
Vassa
Vika
Zhanna

Agata
Allochka
Anya
Boleslava
Ekaterina
Eva
Inessa
Julechka
Katya
Lida
Lyudmila
Mila
Natashenka
Olesenka
Renata
Selena
Svetlana
Taya
Vatslava
Vilena
Zhenechka

Aglaya
Alyona
Anzhela
Borislava
Ekaterina
Evgenia
Inga
Julenka
Katya
Lidiya
Machenka
Miroslava
Nelya
Olesya
Rimma
Severina
Svetochka.
Ulyana
Venera
Viola
Zhenya

Agnesa
Anastasia
Ariadna
Bronislava
Elena
Felicia
Inna
Julia

Kira
Lidochka
Margarita
Nadenka
Nika
Olga

Rita

Slava
Svyatoslava
Uslada
Vera
Vitaliya
Zina

Aida
Anatolia
Astra
Dana
Elena
Flora
Innochka
Julietta
Klara
Lilya
Margo
Nadezhda
Nika
Olya
Ritochka
Snezhana
Tamara
Valenka
Vera
Vlada
Zinaida

FEMALE ZAMORIAN NAMES

Albina
Aneshka
Avrora
Darina
Eleonora
Galechka
Ira
Karina
Kristina
Lora
Maria
Nadya
Nina
Polina
Rostislava
Sofia
Tamarochka
Valentina
Verochka
Vladislava
Zinochka

MALE ZAMORIAN NAMES

Andrij
Bogdan
Danylo
Fadey
Harpagus
Ilia
Juriy
Lev
Marko
Nestor
Petruso
Sava

Andriy
Bohdan
Danyo
Fedir
Hattusas
Isadore
Kagul
Lubomyr
Matvi
Nykyfor
Prokip

Semiramas

Ariadne
Bohdan
Demetrius
Fedor
Havrylo
Ivan
Kilya
Luka
Matviy
Oleh
Pylyp
Sergei

Arkad
Bohomir
Demian
Feliks
Havrylo
Ivas
Kindrat
Lukhym
Mithridates
Oleksander
Radoslavy

Sergius

Arkadiy
Buryan
Dinak
Feridun
Hissar
Iwan
Klym
Maksym
Mykhail
Oles
Rhostislav
Serguei

Artanes
Choma
Diodor
Gennadi
Hnat
Jakiv
Kosma
Maksyn
Mykhailo
Ostap
Rostyslava
Serhiy

Alevtina
Anfisa
Aza
Darya/Daria
Elizaveta
Galenka
Irina
Karolina
Ksenia
Luba
Marina
Nastasia
Ninochka
Rada
Roza
Sofya
Tamila
Valeria
Veronica
Vlasta
Zlata

Atossa
Cyril
Dmitro
Gervais
Hryhir
Jan
Kostya
Mandana
Myko
Pariskas
Ruslan
Severyn
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WELCOME TO Shadizar — City of Wickedness.
Hopefully you have entered of your own free will and
notas aslave, either to a person or to a vice. Regardless, I
am sure you have no idea of the debauchery and villainy
that await you. Zamorians as a whole are seducers and
harlots, slavers and torturers, assassins and kidnappers,
zealots and thieves. Zamorians from Shadizar are even
worse.

Robert E. Howard, the creator of Conan the Cimmerian,
mentioned Shadizar the Wicked in several stories, but
he did not write one with Shadizar as the actual setting.
Possibly the city was too lurid in his mind to permit
such a story in the 1930’s. More likely his interest

was simply elsewhere. However, the
tantalising hints he gave
us have fascinated
Conan fans for

decades.

ora McGahev (order #1.3576)

]N‘Cf'o d ucTiond
Welcorme to the Ciryof the Udicked

Y Py e

T " T G e T P ¥y P Lo L N 1 R W b

Other authors, having picked up the Conan tales
since, have explored the city to varying degrees. Roy
Thomas and other comic authors have placed stories
within the alabaster towers of Shadizar and Devil Wings
Over Shadizar, the sixth issue of Marvel’s Conan the
Barbarian, written by Roy Thomas remains one of

NOI2DONCQOUNI

this author’s favourite Conan stories. Robert Jordan
wrote three novels set in Shadizar, Conan the Invincible,
Conan the Destroyer and Conan the Magnificent. This
book draws on these sources to present Shadizar the

Wicked in all its lurid detail.

The first book in this Conan Adventure Set discusses
the City of Wickedness in detail. This Games Master’s
Guide discourses on such varied topics as religion (these
days a nearly forbidden topic in other cultures),
clothing (if worn), occupations, lurid entertainments
and diversions, trade, social standing, slavery,
prostitution, drinking dens, taxes and illicic
ventures throughout the city. This book also covers
the power structures holding this city in place and,
of course, descriptions of various locales within the
walls of many-spired Shadizar. The latter sections
of this book are aimed at the Games Master and
discuss various types of campaigns that can be run
in Shadizar as well as being filled with adventure

hooks and campaign ideas.

Secrets of the Streets, the second book in this box
details new rules and game information, including
a bestiary containing monsters from a number
of sources featuring Zamora, Shadizar and its

surroundings. This book also features a host
of new feats, prestige classes and prominent

characters unique to Shadizar, throughout the
Hyborian Age.

Dark Dens of Iniquity, the third book to be
found herein, details a complete adventure,
which takes characters deep into the shady
heart of Shadizar: City of Wickedness to
uncover corruption, sorcery and a .
long forgotten treasure.
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THE STREETS OF
Shadizar burst with life; garish
nobility followed by pandering
sycophants, wealthy aristocrats
carried on high-borne litters,
exotic merchants haggling with
thrifty buyers, hungry soldiers
parading forth in black armour,

INTO THE CITY
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greedy mercenaries looking for
fortune and glory, diseased
paupers huddling in filthy
alleys, odorouslivestock herded {

f
.

assassins

for frenzied consumption and _

contaminated rats surrounded -

by a swarm of flies. Over

the varying strata of life hang odoriferous miasmas;
sweet smells rising from countless ovens, malodorous
incense burning in bizarre temples and the cloying
stench of local industries. The unending surge of life
brings an eternity of clamour blaring with it; clanging
gongs and banging bells resounding from distinctive
temples, laughing children and shouting parents
playing in littered streets, bleating sheep and lowing
cattle booming in fruitless outrage, foreign crowds and
local throngs pushing through narrow alleys, shouting
criers and screaming servants bellowing out unheeded
announcements and lamenting mourners and begging
cripples sharing their pitiful woes.

In Shadizar, it is cheaper to dispose of an incriminating
corpse than to buy a horse to escape from the law.
The sweltering city is a den of vice and sin. Shameful
things done behind closed doors in other places are
proudly done publicly and openly in Shadizar the
Wicked. The most horrible acts of man can find a
patron or a supplier in this unholy city. Murders are
taken as a matter of course and given only the most
perfunctory of investigations, if any at all. Theft
is such a routine of life in Shadizar it does not
warrant much mention in the discussions of
. the denizens, nor do the authorities

care to do much about it. A man

i
i

Capital: Shadizar
Population: 38,000
60,000 (64% Zamorian,
31% Turanian/Hyrkanian, 3%
Hyborian, 1% Stygian, 1% Other)

! Government: Dictatorship
Religion: All Zamorian gods

| Imports: Trade goods

| Exports: Local crafts, thieves,

Code of Honour: None

@
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does not walk unarmed in the

city, day or night, and a woman
is advised to do the same.

Shadizar, with a population that
averages 38,215 permanent
inhabitants and  averaging
over 60,000 people on any
given day, is a dangerous city.
Predators hunt prey and, if
they are not careful, become
prey themselves by even more
powerful predators. Scavengers
lurk in the shadows, ready to
strip the figurative carcasses
of a predator’s hunt or the abandoned property of the
prey. The drunken king cares only that none usurp
his authority even as he allows sorcerers and priests to
manipulate his every decision. Loud and boisterous,
this is not the city for those in dire need of peace
of quiet but for those who desire to carouse until
unconsciousness, Shadizar is a veritable paradise.

CULTURAL
ASPECTS OF
SHAJIZAR THE

wiICkeO
ZAMORIAN CUI.‘CURE

For all the popularity Zamora has among fans of the
Hyborian Age, Robert E. Howard set precious few
stories in that fabulous setting. Shadizar is not a world
apartfrom its surroundings. Shadizarisa Zamorian city,
peopled by Zamorians and governed by Zamorians. To
understand life in Shadizar, it is imperative the overall
culture of Zamora is investigated. Zamorian culture is
based on a far more ancient people and lifestyle than
many of the other nations in the Hyborian Age. The
history, architecture, habits and peculiarities must all



f “Night caressed Shadizar. that city known as ‘the “Wicked'. and veiled the
bar ' 1appenings which justified that name a thousand times over. The darkness that
- 'a- brought respite to other cities drew out the worst in Shadizar of the Alabaster
= Towers, Shadizar of the Golden “Oomes. city of Venality and debauchery.

In a score of marble chambers. silk=clad nobles coerced wives not theirs to their beds and
many~chinned merchants licked fut lips over the abductions of competitors nubile daughters.
Perfumed wives, fanned by slaves wielding snowy ostrich plumes. plotted the cuckolding of
husbands. sometimes their own. while hot—eyed young women of wealth or noble birth or
both schemed at circumventing the guards placed on their supposed chastity. “Nine women
and thirty-one men. one a beggar and one a lord. died by murder. The gold of ten wealthy
men Was taken from iron Vaults by thieves and fifty others increased their wealth at the
expense of the poor. In three brothels perversions never before contemplated by humankind
were created. “Qoxies beyond numbering plied their ancient trade from the shadows and
twisted. ragged beggars preyed on the trulls” wine-soaked patrons. “No man walked the
streets unarmed but even in the best quarters of the city arms were often not enough to
save one's silver from cutpurses and footpads. “Night in Shadizar was in full cry.

strange intermingled
with the familiar.
Zamorian architecture
also betrays Hyborian
influence, again
a familiar style to
many visitors to the
city and stll cthe
Zamorians add their
own flourishes and
lines to even this style,
producing a sense of
the bizarre. Likewise
Stygian, Shemite and
Acheronian styles exist
in Shadizar but never
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be cognitively grasped as they often appear alien to
Hyborians.

Zamora is not a Hyborian kingdom. Zamora is an
ancient kingdom, whose people descended from a
mysterious race known as the Zhemri, an elder and
evil race from pre-Cataclysmic times. The fortunes of
the Zhemri, and later Zamora, rose and fell constantly.
The ancient origin of Zamora causes Zamorians to
look with some disdain upon Hyborians and their
barbaric origins. Some of the nobles in Zamora can
trace their lineage back to the earliest of the Zhemri
families, a heritage extending far beyond any known
Hyborian line. Locked in vaults and in private libraries,
mouldering tomes detail periods of time so ancient
no man could comprehend the magnitude of their
history. Many Nemedian scholars long to gain a peek
at some of these family histories for their own essays
and researches. The Zhemri know the giant-kings in
the lands to the south and, in Acheron, a kingdom that
actempted to match the Zhemri in venality. Currently
this 3,000-year-old civilisation has fallen into decadence
and its people are viewed as a wicked race of thieves,
cut-throats and sorcerers.

The ancient heritage that is distinctly Zamorian shows
itself in its architecture, which is not Hyborian in style
but strange and familiar all at once. Intricate and
complex, having long since lost the pristine essence of
the Zhemri style, the alabaster towers and golden domes
of Shadizar reveal foreign influences. Turanian styles
are a popular fad now among the wealthy and familiar
Easterners, but the Zamorians still manage to add
bizarre twists to even this styling, creating a sense of the

Cora NicGahey

Robert Jordan, Conan the Magnificent

in whole, always in
part. Non-Zamorians
find the strange mixtures of style to be unnerving

-

and even evil, throwing a shadow over their views of
Zamorians as a whole.

Bribery: Zamorians are an ancient people, evil and
peculiar to the mindset of most foreigners. The
perversity of an average Zamorian almost always
tends towards self-gratification of personal desires,
to the detriment of their peers. Zamorians simply
do not respect the rights of others. They do what is
best for them. This consistency is, in many ways, a
double-edged sword. It also allows an insight into
their culture. Zamorians seem to show low respect
toward other people and toward honour, an attitude a
culture steeped in bribery often displays, so the logical
assumption is that bribery is a way of life here, expected
and encouraged. Few Zamorians will even consider
making a business transaction unless some sort of
bribery is involved. Jobs are taken with the expectation
that bribery will be part of the income. Jobs are offered
knowing the applicant will accept bribes to grease the
wheels of their business transactions. Expert testimony,
justice in the courts, as well as other goods and services
are for sale to the highest bidder. Bribery produces
cynicism and a general distrust of institutions among
the Zamorians. Zamorians, on the whole, do not trust
in the integrity of professional services, of government
and the courts, of law enforcement, religion and
anything touched with bribery. Adding a bribe
when attempting skill checks, such as Gather
Information and Diplomacy, may result in a
bonus to the skill check at the discretion
of the Games Master. The Games
Master may also rule that bribes are
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part of the High Living rule (see Conan the Roleplaying
Game) in Shadizar.

Faithfulness among Thieves: Interestingly, thisattitude
towards bribery and distrust has created a certain
faithfulness among Zamorian thieves. Zamorians are
well-regarded for not betraying their employers if hired
for thievery. This has nothing to do with personal
honour but has to do entirely with ensuring steady
employment and income. Again, a Zamorian behaves
in his own best interests. Another peculiarity among
the Zamorians is usury. Similar to bribery, usury is
big business in Zamora and, as a corollary, in Shadizar.

W T,

Moneylenders and sharks of all sorts prey upon those
addicted to their vices and in need of money. Rarely
is a person left better off after leaving one of these
predators.

"'h.

Private Contracts: Trade in vice is treated by the
Zamorians as a freedom, not a crime. The liberty
of the private contract is more important than the
subjective idea of sin, which is considered an affair for
the moralist, not for the government. The Zamorian
attitude toward governmental authority is such that
crime should be stopped but not free access to a vice
of choice. Morality is considered to be the haven of
the weak. Those with power and money have no need

-

of moral restraint. Private contracts are important to
the Zamorians, as is the opportunity for gain. Most
Zamorian families keep their daughters as maidens
until they are of age, not because these families love
virtue but solely because virginity is a realisable asset.
The daughters themselves are taught they should never
part with their maidenhood, except for value received.
Thus, flesh is treated no less as merchandise than the
produce of a farm or the works of a craftsman.

Women in Zamora: Human beings, especially women
and children, are for the most part property or potential
property to the Zamorians. Women are valued either
for their domestic abilities or for their entertainment
abilities. Women are not viewed as human beings but
as a necessary means to an end. If a woman is wanted
for her domestic skills, she is expected to bear and
raise children, keep house, make crafts and clothing
and cook food. A woman needed for entertainment
value is expected to provide sex, dancing and
pleasant company. In the minds of Zamorians,
a woman falls into one of the two categories.
Female Zamorian characters should take
“=._appropriate skills to show which role
-

.
f

she was being prepared for by her family, before taking
up an adventuring lifestyle.

Unmarried women are under the custody of their
father during his life or under another fraternal relative
if the father is dead. The father has the complete right
to dispose of his children as he sees fit, eventually
selling the girls to prospective husbands to become the
husband’s purchased property. Women in Shadizar
cannot hold a civil office. However, because of a general
feeling of weakness and mental incapacity, women can
plead ignorance of the law to get out of contracts or
crimes, whereas a male most certainly cannot. Women,
except if accused of treason or witchcraft, are largely
exempt from the official application of torture as a
legal remedy. Even marriage is handled as if it were a
business contract.

Love and Marriage: The idea of chivalric, courtly or
romantic love really has not hit the Zamorians. Lust
is readily acknowledged but marriages are largely
either arranged or made for economic or social
reasons. Marriages tend to be handled much as any
business contract, complete with terms and payments.
Courtship is considered to be a career move, not a
romantic interlude. A woman’s property is transferred
to the man upon marriage, so courting is taken with
deadly earnest by both men and women. Neither
leads the other on unnecessarily. A woman, as stated
carlier, treats herself as valuable property, knowing
full well that once she is married, or sold, she will not
only be subordinated to her husband/purchaser but
completely equated with him in a legal sense. Further,
the Zamorian male can divorce his wife or sell his slave
casily. All he has to do is put a rope around her neck
and present her for public sale to another person, man
or woman. Romantic love is considered extraneous to
marriage and an unnecessary complication. Husbands
and wives are expected to fulfil their emotional needs
elsewhere, although many married couples, after the
passage of time, do come to respect and love each
other, even though their passion may never burn for
the other.

Since marriage is considered an economic affair,
marriage is permitted to any couple, regardless of
the sexual mixture. Same-sex marriages are perfectly
legal, whether consummated or not. The economic
importance of first marriages is such that men and
women, especially those of notable economic rank,
rarely have the right to choose their own spouse. Usually
children are affianced by their fathers around the age of
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seven, although the marriage would not occur until the
age of 16 or 17. If two families could be more closely
cemented together by the affiancing of their children,
then the matter is arranged straight away. The little girl
is brought up with the idea that she should marry the
boy and would be groomed for her role as a dutiful wife
and mother. She learns to sing, play an instrument,
dance, embroider and to use the arts of diplomacy,
etiquette, conversation and silence to advantage. Thus
marriage is essentially economic and social. Marriage
is not about raising a family; it is about enlarging and
consolidating the estate of the husband and, possibly,
the husband’s family. Marriage and family is simply
another instrument of economic power.

Hedonism: Another aspect of their selfish attitude is
a tendency toward egoist hedonism. Every pleasure is
good and natural. Pleasure is preferable to pain, which
is to be avoided. To the Zamorian, the pleasure to be
concerned about is selfish pleasure. Although a few of
their religions promote an altruistic hedonism, wherein
the greater pleasure of all is the focus, most Zamorians
concentrate primarily on maximising their personal
pleasure and minimising their personal pain. For many
in Shadizar, pleasure has become the measure of right
and wrong. Sensual indulgence, for many, has become
the ultimate in what is good, right and salutary. In
keeping with this theme, people in Shadizar are
constantly bombarded with erotic images. Women
dress provocatively, if at all, and ornamentation tends
to take on an erotic tone. Most Zamorians believe an
active sex life is essential to health, sanity and happiness.
Sexual pleasure is worshipped by many of the faithful in
Zamora, particularly in Shadizar. The hedonism carries
forward in a Zamorian’s pursuit of wealth, power and
status, all of which are deemed to be pleasures in life.
They believe the only way to deal with lust and vice
is to satiate it, to satisfy their every craving for vice.
Interestingly, the Zamorians feel their ‘anything goes’
approach to sexuality is completely natural. So long
as sex is possible with a natural creature, be it man,
woman or animal, then it is performed according to
nature.

Politics:
Turanian satrapy or a Stygian theocracy. Zamora is a
dictatorship, run by a selfish king who does not tolerate
alternative political opinions. This is often a problem
for visitors. Those who speak too loudly against the

Zamora is not a Hyborian monarchy, a

king’s policies find themselves under arrest quickly.
Many Zamorians are looking to get ahead and are more
than willing to turn in foreigners who speak too freely
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to the guard. Zamorians themselves discuss sensitive
political subjects by not addressing the subject directly.
Double-talk, metaphor and allegory are considered
extremely civilised, and many take pride in their
ability to discuss politics without sounding as though
such is the topic. However, their ability to engage in
such vague terminology gives rise to further distrust
by foreigners. Foreigners have difficulty gathering
political information. Raise the DCs of such attempts
by at least ten and any attempt, successful or failed,
runs a risk of an informant reporting the incident to

A21D DH2 O2NI

the appropriate authorities.
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OTHER INFLUENCES

As indicated in the previous section, Zamora has been
influenced by other cultures. The Zhemri is their root
culture but the modern Zamorian culture has been
fertilised by the many cultures it has come into contact
with for the past three or four thousand years, including
the Acheronian, Stygian, Shemite, Hyborian and, most
recently, the Hyrkanian.

Turanian fashions can often be found in Zamora,
especially in Shadizar the Wicked. The influx of trade
has allowed the people of Shadizar access to the cloth
and clothing of Vendhya, Stygia and Khitai. Many
favour these styles or cultures and dress as closely to
their professed affectation as they can afford. Tales
brought by caravaneers about other cultures also diverts
and modifies the culture of Shadizar. Women like to
travel by litter if possible and more than a few Zamorian
nobles have imported showy Stygian or Nemedian
chariots to sport around as their affected means of
travel. The slave trade has also had its cultural impact
on Shadizar. Bringing in so many people of different
cultures has further introduced foreign elements to the
lifestyle of Zamora. Slaves cook regional dishes along
with the food commanded by their masters. Slaves
suggest ideas or thoughts born from their cultural
identities to their Zamorian masters, who then, if taken
with the idea, introduce it to his peers, often as his own
invention.

The Hyborians have probably had the least amount of
direct influence on Zamora in comparison to others.
The strongest Hyborian influences are near the
Brythunian border and in the far north at the
Hyperborean border. Near Brythunia, architecture
takes a more Hyborian turn and Zamorians

are more apt to speak openly of political
issues, although still nothing like a =
Brythunian or Corinthian political
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unit dare arise lest the King send his troops. In the
north, where Zamora is thinly settled, intermarriages
between Zamorians, Brythunians and Hyperboreans
have introduced more cultural mixtures than will
be seen in the south. Zamorians have not, however,
embraced Mitra at all. His faith is too austere and
foreign to their own mindset to have much lustre.

Shemite, Stygian and Acheronian deities abound in
Zamorian mythology, either directly as foes or demons
or indirectly as a renamed deity. Bel, Set, Ishtar and
other gods have either been directly taken whole or
indirectly absorbed into one of their own deities.
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CLOTHING ANO
APPEARANCE IN
SHAJIZAR

Clothing in Shadizar tends to be for ornamentation and

"'h.

allure. Appearance plays a powerful role in Shadizar.
Some standards tend to apply in Shadizar regardless of
occupation or social status. All classes wear cloaks or
blankets when the weather is cold or wet. Likely the
first sign of status in Shadizar, clothing and appearance
styles among the economic classes reveal more than is
often intended.

Among the poor, clothing is a personal issue and is
usually considered an expression of individuality.
Clothing is usually stolen, handed down from others
or bought used. Scars, tattoos and body piercings are
common in the lower economic echelons, as these
enhance individuality and otherwise mark people who
feel they are lost in the masses. Similar attitudes about
clothing and appearance exist among the servant and
craftsman classes. Those in the servant or craftsman
classes tend to wear clothes appropriate to their
vocation, although many add personalised touches as
a nod toward individualism. Apprentices wear leather
aprons. Harlots and dancers wear little but jingling
girdles of coins, sometimes with two strips of silk,
sometimes not. Carriers wear rough tunics. Muleteers
use whips to drive their beasts. The similarity of
clothing styles, scars, tattoos and body piercings
emphasise the individual beneath the vocational
garments. Although Zamorians are darker skinned
by nature, the working classes have the darkest
skin from spending the most time outdoors.
B People in the merchant class tend

to wear velvet, fine linens

and some silks. Clothing is chosen for quality and
ease of use and wear. Clothing must be well crafted
yet still be functional. Versatility is more important
than artistic or aesthetic merits or as a badge of station
or statement of individuality. Many who climbed to
this rank from the lower economies wear gloves to hide
the scars and roughness of their hands, which might
betray their lowly origins. As their wealth increases,
jewellery replaces body piercing and tattooing as marks
of individualism. When members move up to stand as
one of the wealthy, pains are often taken to hide marks
that are now considered boorish or counter-cultural.
Among the newly wealthy, clothing tends to be almost
garish. Most of the wealthy classes are new to wealth
and do not understand what quality and fit really mean
to the noble classes. Instead, the wealthy tend to show
off their new economic status by wearing a lot of flashy
and tawdry jewellery. The newly wealthy tend to spend
more time indoors and try to lose any tans or signs of
sun if possible.

Nobles wear silk and other high quality materials.. Fit,
aesthetic merit, craftsmanship and quality are more
important than functionality or individual expression.
Surprisingly, jewellery is worn sparingly but what lictle
is worn is always of the highest quality and beauty.
Colours tend to be muted and understated. The noble
classes have spent their entire lives indoors, protected
from the sun. Pale skin is considered beautiful and
healthy, as well as a symbol of wealth and breeding.
Those whose skin tones approach alabaster are admired

by all for their grace and beauty.

SOCIAL STANJDING

There are five distinct economic classes in Shadizar,
cach with its own unspoken rules and hidden habits.
These classes are economic in nature, based around
people’s opportunities to develop resources. The
unnamed rules of these classes affect everyone in one
manner or another. These classes are generational
poverty, servant/craftsmen, merchant, wealth and
nobility. The names are simply a convention and not
necessarily related to occupation, although correlations
do exist. Interestingly, slaves tend to exist outside of
this structure. Since they are cared for by their masters
(at least in the physical sense of food and shelter) slaves,
even without income, tend to behave as their masters
do. Also, some slaves can actually attain a measure of
power, rising to become confidants and advisors to
the rich and powerful, something those of the poorer

economic classes simply cannot become. Foreigners
also tend to be outside of this economic system.
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Often, foreigners can be taken in by higher income
classes simply because of their novelty. These rankings
do not necessarily apply to Player Characters but may
be of some help in describing characters the Player
Characters come into contact with. Is the Non-Player
Character stereotypical of his economic ranking or is
something different about him? Also, other elements of
society may be at work on various characters, allowing
variances in types and designs not discussed below.
For example, a cult preying heavily on the wealthy of
society may require bodily tattoos and forbid jewellery.
So treat these as general trends and not hard rules.

Poverty: On the bottom rung of the socio-economic
ladder are the destitute; the generational poor. Having
lived in poverty for two or more generations, these
people own very little and mere physical survival is the
daily goal. Decision making involves the elements of
survival, relationships and entertainment. With limited
material wealth at hand, survival is what life is about
and what most time is spent accomplishing. The law
of the street is the governing principle. A person must
be able to defend himself and his possessions.

Life on this rung of the ladder is so painful that
entertainment is essential to the decision-making
process. Humour and entertainment help alleviate
the pain and suffering. Humour is often about people
and sex and attempting to engage women in physical
relationships is often treated similarly to a competitive
sport. The nights are spentin debauchery and carousing
but, in the morning, members of this class are ready to

go, ready to fight for their survival.

Their entire world is seen as shades of their local
setting. It is hard for these individuals to see anything
beyond their own locality. In Shadizar, most members
of this class take the thief, soldier or commoner class.
Skills will often include a lot of Craft skills or physical
skills such as Tumble, Jump or Perform. A person who
knows a lot but can actually do very little will garner no
respect among this class of people.

Servant/Craftsmen: The servant/craftsman class tend
to be inconsistent at best in terms of goals and needs,
mixing the Traits found in the poor rung beneath them
and the merchant rung above them. They believe in
good and bad luck. Few choices are considered and
they often simply try not to get caught in a mistake
or prefer to just focus on doing a good job. Work
and achievement are as important as aspects of their
individuality. Being able to do something deemed
useful is important to those in this economic class.

&
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Skills will include many Craft and Profession ranks.
People in this economic class often take some Perform
skills. Most people in this class take the commoner
or scholar (usually non-sorcerous) classes. Bodyguards
and the like might take the soldier class.

Merchant Class: The merchant class tends to resolve
its issues around the elements of work, achievement and
material wealth. Work is done for the acquisition of
wealth and position. Possessions are objects purchased
with money, such as knick-knacks, mass-produced

A21D DH2 O2NI

art objects, homes, clothing, drugs and similar items.
They tend to rationalise poor decisions instead of
taking responsibility for them, although that is not a
universal trait by any means. Members of this class
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usually do not have slaves but a few of the richer ones
may have a slave-concubine. Skills will include fewer
Craft skills but more Profession or Perform skills. Those
who take the thief class usually do not concentrate on
skills that allow them to break into houses or sneak
away with things but instead focus on Bluff and other
Charisma-based skills to take advantage of the unwary,
stealing their time and money in a different manner.
Commoner and scholar are two of the more common
classes to belong to members of this economic rung.

Wealthy Class: These are the first of their generation
to enter into wealth and tend to be focused on
increasing their income, stability and social standing.
Members of this economic class tend to mix attitudes
of the merchant class and the noble class. The
higher on this ladder members move, the more their
attitudes approach that of the nobility. Conversely, the
lower they are on this ladder, the more their atticude
approaches that of the merchant strata. Members of
new wealth often enjoy purchasing slaves as concubines
and labourers. They tend to focus on the scholar class
and, if they can manage to buy or earn a title (usually
through marriage), the noble class. Some ex-soldiers
who earned wealth in distant campaigns but did not
spend it in a wild debauch, may be found in this class,
as might some thieves. Skills such as Appraise, Gather
Information, Diplomacy and Intimidate are often
focused on. Craft and Profession skills tend to be left
to stagnate as the skills designed to widen their circle of
acquaintances are developed.

The Nobility: The noble classes belong to those
who have lived in wealth for two generations
or more. This economic and social class
has an amazing amount of material

security and political power; their
time is usually spent in efforts to
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Gather Information and Intimidate

keep their wealth and grow it. Members of this class
usually take the noble class (from Conan the Roleplaying
Game) or the Noble Blood feat (from Conan: The
Serolls of Skelos) in combination with another class.
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Financial connections, social connections and political
connections are the three most important elements
involved in decision making. Who they know is far
more important than what they know or what they can
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do as an individual. Everyone known is considered
to be one or more of the above types of connections;
otherwise the person is not worth knowing or even
noticing. These connections establish safety and
growth, both of which are important to the noble.
Roleplayers of noble-blooded characters are advised
to keep maximum ranks in Knowledge (nobility) and
Knowledge (local) to maintain this aspect of nobility.
Games Masters should encourage games that allow
use of who the nobles know to accomplish social story
goals. Possessions tend to revolve around unique
artefacts, legacies, estates, pedigrees and bloodlines. In
this class, people do not introduce themselves. People
are introduced by others in this fashion: “This is (name)
of (family name) family.” This serves the purpose of
not only identifying the noble, though illustrates his
If an introduction is
merely, “This is (name), a very dear and close personal
friend’, or something similar, then the unspoken
understanding is that the person has no connections of

connection at the same time.

worth. Being skilled garners less respect than knowing
skilled people. Planning is strategic, extending out
months or even years. Skill ranks will largely be spent
in Knowledge (nobility), Diplomacy and Gather
Information skills. The ability to know and influence

people is highly regarded.

Effect of Social Standing on Skills: Social standing
affects many of the skills a character has. A beggar on
the street may be able to be diplomatic among other
beggars but will be ineffective against a noble of one
of the great Houses. Likewise, the reverse is also true.
The noble, deemed to be of little personal worth in
he depths of a bazaar of the Desert, will be hard-
pressed to diplomatically impress a beggar or
intimidate a street thug in a dark alley.
“~. Social skills such as Diplomacy,

. Disguise, Gather Information
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and Intimidate are negatively affected by large social
gaps because the hidden rules of the other classes are
either not known or sneered at as being foolish. Ranks
in appropriate Knowledge skills or actual gaming
experience within differing social classes may negate
these penalties. Ranks in Knowledge (nobility), for
example, can negate the penalty a lower class individual
may face if entering that society. Of course, spending
precious skill points on something that does not help
a character survive in his own class stratum has its own

drawbacks.

OCCUPATIONS

Shadizar is where people live and, thusly, where people
work.  Virtually any occupation can be found in
Shadizar that might be found in any large city. This
section is intended to provide the Games Master with
ideas to present a lively city and for the players to choose
Profession skills if one is needed beyond the standards
every gaming group tends to have. The list overleaf is
by no means complete or exhaustive but serves as a fair
starting point.

People in the above professions or crafts can be of any
class, though most are commoners. Each takes ranks
in the appropriate Craft or Profession skill and the best
craftsmen also take Skill Focus feats in their craft or
profession. Diplomacy, Bluff and Sense Motive are also
important skills for people making a living in Shadizar.
Many also have specialised tools. For example, some
soothsayers use K'far cards to foretell the future or
unmask the past.

In addition to the standard professions, Zamorians
are master kidnappers, born and raised to the art in
many places. They do not respect individual rights save
their own. Anyone is potential prey to the Zamorians.
Their ideas of ethics and morality are not the same as
Hyborian thoughts on the subject. Human beings,
especially women and children, are, for the most part,
property or potential property. Kidnappers tend to
be employed primarily by brothel keepers, slavers and
sorcerers. More information on Zamorian kidnappers
can be found on page 24 under [/licit Ventures and on
page 16 under Prostitution.



Crafts and Professions of Shadizar

Advocate Alchemist Armourer Artist Astrologer Baker

Barber Basket Maker Bellmaker Blacksmith Bookseller Bookbinder
Bowyer/Fletcher Brewer Brothelkeeper Buckle Maker Butcher Carpenter
Cartographer Chandler Clothier, New Clothier, Used Cobbler Cooper
Copyist Cutler Dairy Seller Diplomat Distiller Domestic Servant
Draper Dye Makers Engineer Engraver Fishmonger Flowerseller
Fuller Furniture Maker Furrier Gardener Girdler Glassmaker
Glovemaker Goldsmith Governess Grain Merchant Grocer Guard
Guide/Tout Haberdasher Harness Maker Hay Merchant Historian [luminator
Importer Instrument Maker  Jeweller Judge Kidnapper Laundress
Leatherworker Lock Smith Lotus Merchant Mason Mercer Merchant
Official Painter Papermaker Pastrymaker Pawnbroker Perfumer
Potter Prostitute Pursemaker Ratcatcher Ropemaker Rugmaker
Saddler Satirist Scabbardmaker Scholar Sculptor Servants
Silversmith Skinner Slaver Soapmaker Soothsayer Spice Merchant
Student Tailor Tanner Tax Collector Taxidermist Thief

Tiler Tinker Toymaker Undertaker Vestment Maker Vintner
Warehouseman Weaponsmith Weaver Wheelwright Wood Carver Wool Gatherer

ENTERTAINMENT
ANO OIVERSIONS

Shadizar is host to many forms of entertainment and
diversion. Dancing, gambling, sports, death-duels
and drinking are but the tip of the proverbial iceberg.
Virtually any form of entertainment, legal or illegal,
can be found in Shadizar. The dancing styles of various
nationalities all have their places of practise. Any form
of gambling is likely to be found among local denizens
as well as among foreign merchants. Sports are held
in the streets, warechouses or even taverns. The most
illegal of the sports is the death-duel. Taverns, inns
and brothels also sell various forms of fine liquors and
rotgut alcohols.

Dancers in Zamora dress in a variety of styles. Some,
such as the dancers of Zath, wear only long necklaces of
black beads. Some dancers wear nothing. Some merely
wear a girdle of coins. Some wear bracelets and anklets
to provide some sound as they dance. Some dress in
native outfits and some dress in veils. Some dancers are
prostitutes on the side, others are not. Dancers tend to
have high Dexterity and Charisma. Maximum ranks
are taken in Perform (dance) and Skill Focus (Perform)
is a common feat. Any character class can be a dancer.
Scholar dancers may dance to provide money for their
dark researches — or to lure men to be sacrificed to their
demonic powers. Thieves may dance to hear lore, news
and blackmail information. Soldiers may dance as a
way to earn money when no wars are in the offing.

ahev (order #1385

Gambling is another common diversion in Shadizar.
Like many things in Zamora, gambling has its roots
in the original Zhemri tradition, where the ancients
believed they could influence the future by means of
risking something of value against it. Much Zhemri
mythology rotates around gambling stories among
the gods and heroes of mythology. For the most part,
gambling is not illegal but going too far with a bet
could land a debtor in slavery. The king of Zamora
knows well the power of depravity in weakening and
enslaving the mind so his laws encourage gambling, as
he believes a mind engrossed in games will offer little
resistance to his other policies. Gambling is often
done as part of a game played with lots, dice, marbles
(made of marble or clay), balls, coins, rings, bones or
sticks. Also, gamblers will often wager on the outcome
of sporting events (such as races, wrestling matches,
animal fights or distance jumping) and death-duels.
Some will wager on nearly any given random event
that seems be occurring around them — arguments,
fights, arrests, divinations, death tolls, etc. A lottery is
a common form of gambling wherein the participant
puts up money for lots, which are drawn for a prize,
often in the form of cash or goods. Sometimes the
right of life or death can be the prize. The organiser
of a lottery risks a loss if insufficient lots are sold. To
minimise this risk, some lottery organisers offer a
fixed percentage of the receipts, such as half. Some
Zamorian philosophers call this type of gambling a
tax on stupidity, as the odds of winning usually

range from low to astronomically low. -~
o

Gambling is such a prevalent vice in
Shadizar that many actually form
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clubs devoted to the regular practice of their preferred
form of game. Gamblers, regardless of class, usually
take maximum ranks in Bluff, Sense Motive, Sleight
of Hand and, for true sharps, Profession (gambler).
Intimidate is another useful skill, used to force another
into playing another round, making a poor choice or
other action.

Sports and competitions of all sorts are popular
throughout Zamora and Shadizar is but one of the
arenas for play. Wrestling matches are often fought on
filthy floors and among the sodden tables of Shadizar’s
public drinking houses. Escape artists challenge skilled
confiners (people skilled in Rope Use) to keep them
tied. Performers of all types compete in taverns, streets
and stages throughout the city. People skilled in hiding
may challenge those skilled in searching to find a
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trinket or even themselves. Brewers may compete with
other brewers, as appraisers taste their wares. Contests
of weapon skill can be found virtually anywhere as
combatants are willing to show off their mastery or
luck for money, drink or women. Sportsmen can have
virtually any skill or feat that can be used to prove
talent or power.

Death-duels in public drinking houses are considered a
savage and uncivilised sport, so Zamorian law has made
itillegal. Spike fighting is one of the more violent forms
of death-duelling. To spike fight, a pair of opponents
are seated facing each other across a table. Their left
arms are bound together with leather straps and their
right hands are encased in leather cestus, a type of
fighting glove with a lethal iron spike protruding. Bets
are laid out and then the two antagonists go at it until
one man is dead. There are many other types of death-
duelling to be found in the public drinking houses
of Shadizar and, if caught, the survivor(s) of the duel
usually face a long sojourn in the royal dungeons... or
worse, depending on the social status of the duellists.

Prostitution and drinking are other diversions available
to the publicin these warrens of shadow and vice. Drinks
such as the Sultanapur Sling are available, as well as the
more common ales, beers and wines. Vintages from
around the world can be found in one place or another,
though few drinking dens carry more than one or two
popular types for their particular clientele. Barkeeps
usually have ranks in Profession (bartender), Bluff,
Diplomacy, Spot and