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CHAPTER ONE

CHAPTER I:
GREYHAMDK'S
GOORLD

The GREYHAWK® campaign depicts a magical land at
the crossroads of countless possibilities. The most
fantastic of many worlds, Greyhawk’s world of Oerth
is a place where powerful creatures contest with
humanity and other races, where good folk struggle
against evil, and Law wrestles with Chaos. Oerth is a
world of magic, mystery, and the imagination.

The gem of this world is the city of Greyhawk, a
teeming metropolis that attracts heroes and villains
alike. Warriors, merchants, wizards, beggars, clerics,
sages, and thieves fill its streets in search of high
adventure.

The GREYHAWK campaign centers on the Flanaess,
a multinational land emerging from a dark period of
war. Its people face each new day with growing opti-
mism, but evil lurks in shadowed caverns and deca-
dent courts. The final outcome of this intrigue is ever
in question, and new heroes must always be found to
keep their realms from destruction.

The LiviING GREYHAWK™ Gazetteer is more than a
guide to a world of fantasy and marvels. It is an intro-
duction to a completely new concept in roleplaying
games. The ROLE PLAYING GAME ASSOCIATION® Net-
work’s LIVING GREYHAWK™ campaign is an immense
game played out in regional events throughout the
real world. This book provides more than enough
information to create a DUNGEONS & DRAGONS® cam-
paign to last for years, but it also forms a common
starting point for thousands of players who will shape
the future of Oerth in the RPGA® Network's interna-
tional LIVING GREYHAWK campaign. Details on how to
join this exciting campaign appear in the appendix.

— HEAVENS AND OERTH

The world of GREYHAWK® encompasses the Flanaess,
the easternmost portion of the vast continent of
Oerik, on the sphere of Oerth. Scholars from the
Flanaess are certain that Oerik is the greatest of
Oerth’s four continents, and that four great oceans
surround these lands, as do four layers of the heavens
and four depths of the underworld. Yet, even in this
benighted age, almost nothing is known of the lands
beyond the Flanaess, and little is understood of the
regions above and below. Such knowledge is of small
importance, claim the high and the mighty, for
clearly the lands around Greyhawk form the center
of all enlightenment and civilization. Some folks
question this assumption, and they yearn to explore
their world and its challenges.

Oerth is but one world among many, separated either
by the gulfs of space, the invisible ether, or the fragile
veils of reality. The craft and persistence of magic
defines the nature of Oerth. Throughout recorded his-
tory, magical conflict and restoration have shaped this
world. Some of these magic-driven events touch upon
the history of other worlds, and portals sometimes
open between Oerth and alien spheres. Few other
worlds boast the magical profundity of Oerth, and
many strange beings are found there, drawn by the lure
of the supernatural. The majority of such entities make
their homes far from the sunlit skies of Oerth’s surface,
preferring to live secretly in lightless caverns below,
where they may thrive and plot unseen.

If the paths of the underworld are hidden from
view, the wise may still turn their attention to the
heavens. All know that the sun travels once around
Oerth every 364 days, visiting the Twelve Lairs of the
Zodiac in an appointed round that never varies. The
pale Great Moon, called Luna, waxes and wanes in
fixed cycles of 28 days each, upon which the months
are based. The aquamarine Lesser Moon, Celene, fol-
lows a path that reveals her full beauty but four times
each year, thus showing the time for civilized festivals.
Both Mistress and Handmaiden, as the greater and

TaBLE 1: STANDARD WEEK (FLANAESS)

Day Task
Starday Work
Sunday Work
Moonday Work
Godsday Worship
Waterday Work
Earthday Work
Freeday Rest

TABLE 2: DOZENMONTH OF LUNA AND THE FOUR FESTIVALS

Common Elven Nomads Season
Needfest Midwinter
Fireseek Diamondice Tiger Winter
Readying Yellowillow Bear Spring
Coldeven Snowflowers Lion Spring
Growfest

Planting Blossoms Frog Low Summer
Flocktime Violets Turtle Low Summer
Wealsun Berrytime Fox Low Summer
Richfest Midsummer
Reaping Goldfields Snake High Summer
Goodmonth Sunflowers Boar High Summer
Harvester Fruitfall Squirrel High Summer
Brewfest

Patchwall Brightleaf Hare Autumn
Ready’reat Tinklingice Hawk Autumn
Sunsebb Lacysnows Wolf Winter

Each month has 28 days. Each festival is seven days long.



lesser moons of Oerth are also known, are held to be
worlds in their own right, though few claim to have
met any visitors from those lofty realms (or, for that
matter, to have visited those alien worlds personally).

Climate and Seasons
The Flanaess is exceptionally blessed in regard to its
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The Flanaess can be divided into nine broadly defined
geopolitical territories, most of which coincide with
old national identities that once dominated those
regions. The exception here is the southern region of
isolated lands, some of which are not part of the
Flanaess proper (for example, Hepmonaland).

weather. Outside of the northern latitudes, the winter ~ Baklunish West (former Baklunish Empire)

temperatures seldom fall below freezing, except during
the two winter months, and at night during early
spring and late autumn. In the depths of winter come
a few days when the temperature reaches the freezing
point, then gradual warming begins. The northeast
and north-central regions tend to be considerably
colder, for the seas of those regions cause winter to
linger about twice as long as it does in the heartland
of the Flanaess. An important exception to this is the
Dramidj Ocean, whose strange, warm currents mod-
erate the climate of the lands that border it.

Autumn, winter, and spring are rather short sea-
sons, but summer in the central Flanaess lasts five or
more months. Prevailing winds are from the north-
east in the winter and autumn, and the east and south-
east at other times. Most areas of the Flanaess have
sufficient rainfall to assure abundant crops.

Geographic Divisions
The focal point of the GREYHAWK setting is the
Flanaess, with the city of Greyhawk near its center.

Survivors of the Invoked Devastation settled these
temperate prairies, forests, and coastal lands about
one thousand years ago. Largely separated from the
rest of the Flanaess by the great Yatils, Barrier Peaks,
and Crystalmist Mountains, these realms are a strong-
hold of Baklunish culture.

Bitter North (“Old Blackmoor™)

The lands north of the Yatil Mountains, from the
Dramidj coast to the Dulsi River, make up the Bitter
North. The climate in this region of steppes and
coniferous forests varies from cool to frigid, making
this a sparsely settled area home mostly to nomads,
orcs, and goblins, except in Perrenland.

Western Nyr Dyv (“Old Ferrond”)

The lands from the Nyr Dyv to the Yatils are an old
stronghold of Good in the Flanaess. Humans of
Oeridian and Flan descent, dwarves, and elves con-
tribute to the vigor of these nations. The rich soil and
the pleasant climate, combined with healthy trade
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The modern Flanness is defined by the great migrations of the Oeridian, Baklunish, and Suloise races of humanity.

relations with their neighbors to the east, south and  Old Aerdy West (“Old Nyrond™)

west, make this a strong and wealthy region.

Sheldomar Valley (“Old Keoland™)

The fertile Sheldomar Valley is almost completely
enclosed by mountains until it reaches the Azure Sea.
Two great rivers, the Sheldomar and the Javan, water
these lands between the Crystalmists and the Lort-
mils. The climate here is warm and mild, and many
elves, dwarves, gnomes, and halflings live in peace
alongside Suel, Oeridian, and Flan farmers and lords.

Empire of Tuz (“Northern Reaches”)

The evil demigod Iuz has expanded his territory from
his original realm north of Lake Whyestil to include
most of the land from the western edge of the Vesve
Forest across the north-central Flanaess to the cur-
rent war zone of Tenh. These lands are generally
wilderness dotted with ruined human towns and
active orc lairs, with a cool to temperate climate.

Thillonrian Peninsula

(“Barbarian North”)

This isolated, mountainous region at the northeast-
ern edge of the Flanaess is home to many barbarians.
These northern Suel call their land Rhizia, which has
a ruggedly beautiful landscape of high mountains,
coniferous forests, and deep fjords. The climate is
subarctic, with rocky soil and a brief growing season.

These lands between the eastern Nyr Dyv and the
line marked by the southern Rakers are temperate
and fertile. Folk of Oeridian, Suloise and Flan her-
itage dwell in relative harmony here. This area was
once yeah, part of the Oeridian-dominated Great
Kingdom, but it broke away to become the kingdom
of Nyrond (now reduced in size).

Old Aerdy East (former Great Kingdom)

The lands south and east of the Rakers and north of
the Vast Swamp, off to the Solnor coast, were once
the heartland of Aerdy, the Great Kingdom. These
lands are rich and their climate pleasant, though long
years of civil war and oppression have damaged the
economy. Many orcs and goblinoid races live among
the numerous, warlike Oeridians here.

[solated Realms

These strange lands include the deadly Sea of Dust, the
jungles of the Amedio and Hepmonaland, the Tilvanot
Peninsula, and many islands along the eastern coast.
These regions are little known to most inhabitants of the
Flanaess. People of Suloise descent are found through-
out, particularly on the Tilvanot Peninsula, but other
races of humanity are also present (for example, the dark
Touv of Hepmonaland). Most of these southern regions
are hot and suffer frequent storms. Hepmonaland is actu-
ally a minor continent, the smallest of the four on Oerth.



CHAPTER 92:
FOLK OF THE
FLADAESS

MAJOR RACES

Humans

Six major races of humanity share the vast Flanaess
with numerous nonhumans. Unmixed human races
exist in several enclaves, but for the most part the
Suel, Flan, Oeridians, and Baklunish have mixed to
form a variety of blended types.

Race is given little importance by intelligent folk,
particularly in the central lands, though some royal
courts promote particular racial types. Each race
appears to have developed ages ago in isolation from
all others, with its own pantheon of deities, language,
and culture. In practical matters of exploration, trade,
adventure, and war, color and race have little meaning.

Baklunish

The Baklunish have skin of golden tones, and
straight, fine-textured hair that is universally dark,
ranging from dusky brown to bluish black. Their
eyes are usually green or gray-green; hazel and gray
eyes are rare. They tend to be long of limb and facial
feature, with high cheekbones.

The Baklunish once held a great empire on the west-
ern side of the Crystalmists and Barrier Peaks. The
Invoked Devastation ruined their empire, for which
the Baklunish retaliated with the Rain of Colorless
Fire, burning the Suel Imperium to ash. Most surviv-
ing Baklunish moved north or west, to the borders of
the old empire and beyond. The inhabitants of Ekbir,
Zeif, Ull, and the Tiger Nomads typify the straight
Baklunish strain, while the Tusmites and the Paynims
show mixed ancestry. The Wolf Nomads are often
darker from intermarriage with the Rovers of the Bar-
rens. The Ketites are the least typical Baklunish,
having pale yellow, golden-brown, or tan complexions
as a result of Suloise and Oeridian ancestry.

The Baklunish, unlike the Suloise, retained much
of their culture after the fall of their empire. Honor,
family, generosity, and piety are fundamental
virtues. Use of their classical language, Ancient Bak-
lunish, in religious observances, higher learning,
and the fine arts has preserved their ancestral tradi-
tions. The Baklunish have many customs and taboos
derived from their great knowledge of astrology, and
their dependence on horses adds many beliefs and
traditions regarding their honored steeds, particu-
larly among the nomads. Singing and dancing are
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widespread in their culture, and trade and explo-
ration are major pursuits.

Settled Baklunish favor bright patterns and gaudy
colors in clothes, typically with gowns and robes or
else long coats with short breeches. Lower classes use
the same colors with a long one-piece garment supple-
mented with other garb. Nomadic Baklunish prefer
clothes with several pastel colors, enjoying fancy gar-
ments enhanced with puffs, slashes on sleeves to show
contrasting colors underneath, and superfluous trim.
When traveling or making war, the nomads instead
wear rough items of leather, hide, or cloth, bearing
shields or banners indicating clan allegiance.

Many skilled wizards are Baklunish, including
experts in elemental magic, divination, and summon-
ing and binding spells (used on extraplanar beings).
Cooperative spellcasting is practiced by many of the
clergy, particularly among the desert mystics.

Flan

Pure Flan have bronze skin, varying from a light
copper hue to a dark, deep brown. Flan eyes are usu-
ally dark brown, black, brown, or amber. Hair is wavy
or curly and typically black or brown (or any shade
between). The Flan have broad, strong faces and
sturdy builds.

The Flan were the first known humans to live in
eastern Oerik, and it is from them that the Flanaess
gets its name. Although evidence exists that they
once had settled nations, those vanished long ago.
The Flan had been a nomadic people for many cen-
turies when they were displaced by Suloise and Oerid-
ian invaders. Large pockets of Flan live in what are
now Geoff, Tenh, and the Barrens. The Tenha are
pure Flan, and the coppery Rovers of the Barrens
nearly so. The people of Geoff and Sterich also show
strong Flan heritage, as do the Stoneholders, Palish,
and certain Perrender clans.

The Flan have always been strongly tied to the nat-
ural world, as they were nomadic hunter-gatherers
for so long. They see nature as an entity to be
respected but not controlled, and this is reflected in
their myths, legends, and culture. Many Flan believe
the season of a child’s birth affects later life, and cer-
tain customs and taboos must be observed annually.
Modern Flan still have a preference for the outdoors,
and those who live in cities usually raise gardens and
flower beds. A tree is planted at the door of a Flan
home, and the health of that tree is believed related
to the welfare of the family. Storytelling is a favorite
pastime, and most families have ancient oral folklore
and legends to pass on.

The ancient, nomadic Flan wore simple clothing of
animal skins: belts, breechcloths, capes, robes, and
footwear (boots and hard-soled slippers). Body paint-
ing and tattoos were common methods of personal
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decoration, and these traditions are still practiced by
the Rovers of the Barrens (who prefer yellows and
reds). Modern Flan tend to dress in what is currently
fashionable, but they favor bright primary colors in
solid arrangements.

Flan wizards normally work in harmony with
nature, avoiding destructive magic. A few delve into
the necromantic arts of the ancient Ur-Flan, but such
practices are shunned by respectable folk. Many
prefer protective and divinatory spells, a practice that
stems from their traditional roles of guarding
nomadic tribes and helping them survive. Flan cler-
ics are often druids, who are more accepting of agri-
culture than they once were. Like the sun god, Pelor,
many Flan deities have strong “natural” aspects.

Oeridians
Oeridian skin tones range from tan to olive; brown
and auburn hair are common, though some individu-
als have hair as light as honey or as dark as coal. Like-
wise, eye coloration is highly variable; brown and
gray are seen most often. Oeridians tend to have
square or oval faces and strong jaw lines.

After inhabiting what is now Ull for generations,
barbaric Oeridians were driven east by orcs and gob-
lins employed as mercenaries by the Baklunish and
Suel. The migrating Oeridians were able fighters and
battled their way across the Flanaess, driving the Suel
before them and allying with the Flan, elves,
dwarves, and other peoples. Nearly pure Oeridians
are seen in Perrenland, Furyondy, North Kingdom,
Sunndi, and Onnwal.

The most powerful empire in the modern Flanaess
was created by a conquering tribe of Oeridians, the
Aerdi, who subjugated and assimilated all who opposed
them. Ancient Oeridians were fierce warriors, yet they
also were self-sacrificing and loyal. These traits are not
as evident today, but many Oeridians do remain tem-
peramental and prone to violence. They have a prefer-
ence for strict social order, usually fitting themselves at
the top, and their military traditions are strong. Aggres-
sion is often channeled into political conflict and sub-
terfuge. The Oeridian skill at warfare is unsurpassed,
and many folk have a hard-learned respect for it. In
peacetime, they are practical, hard working, and not
inclined to intellectual pursuits.

Oeridian dress normally consists of a short tunic
and close-fitting trousers with a cape or cloak, tai-
lored for ease of movement. Aerdi and Nyrondal
Oeridians favor plaids and checks, with ovals or dia-
monds in the south and west. Colors and patterns
once showed clan allegiance, but this practice is
fading in favor of personal color preference.

Following their warlike tendencies, magic-using
Oeridians focus on battle-oriented spells, as well as
the enchantment of magic items useful in combat.

Spellcasters have a hard-nosed, practical attitude, and
they are generally hawkish and outgoing. Many
strive to be leaders or masters. Magic is often used for
pragmatic purposes, too, such as construction, irriga-
tion, and iron-forging.

Olman

The Olman have skin of a rich red-brown or dark
brown color. Their hair is always straight and black,
and their eyes are dark, from medium brown to nearly
black. Olman have high cheekbones and high-bridged
noses, a trait less strong in those of common birth.
Some nobles still flatten the foreheads of their young,
for a high, sloping shape is considered beautiful.

The Olman originated on Hepmonaland, raising a
number of city-states from the jungles of that land.
Through centuries of warfare, they built an empire
that spanned northern Hepmonaland and reached
across the Densac Gulf to include the Amedio Jungle.
Internal strife and wars with another human race,
the dark Touv, caused them to abandon their old
cities. Many Olman migrated to the Amedio, where
they maintained their civilization for several more
centuries. Ultimately, these cities also fell to the
curses of civil war and supernatural upheaval, until
most Olman reverted to barbarism.

The Olman are now concentrated in the jungles of
Hepmonaland, the Amedio, and their namesake Olman
Isles. Many are enslaved in lands held by the Scarlet
Brotherhood. Others have escaped to otherwise uncon-
trolled regions such as the western end of the Sea
Princes’ lands, which they now control and defend.

What sort of culture the Olman originally had is
obscured by their early adoption of the ways of alien
gods. These beings made the primitive Olman their
followers, encouraging them on the bloody path of
ritual warfare and human sacrifice. The Olman
Empire was a hybrid of monarchy and theocracy, with
hereditary emperors and warlords ruling alongside
clerics and astrologers. Modern Olman have a tribal
culture, with a cleric or hereditary chief leading each
tribe. Many still practice annual human sacrifice to the
dimly remembered Sky Gods, while lesser ceremonies
require simple bloodletting and the offering of ani-
mals and plants. Their warlike nature is persistent but
unrefined, colored by their harsh jungle environment.
They still practice ritualized warfare, often collecting
heads or animating corpses, but they prefer to use
stealthy raids and ambushes against their enemies.

While Olman clothing tends to be simple and
monocolor, such as a split skirt, loincloth, or shawl-
like upper garment, they have fantastic methods of
decoration, using beads, stones, feathers, bones,
metal, and wood. These items decorate their clothes,
weapons, and especially ceremonial items such as
elaborate headdresses.
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Baklunish, Flan, Oeridian, Olman, Rhennee and Suloise humans.

The Olman favor magic that damages many oppo-
nents in visibly graphic ways. They also choose div-
ination spells that allow them to understand the
world around them and perhaps comprehend the
omens of their distant gods. Magic that protects or
heals others is very rare.

Rhennee
The complexion of Rhenn-folk ranges from olive to
tan; their hair is usually curly and tends to be black or
dark brown. Most have eyes of gray, blue, or hazel,
but green is known in some families. The Rhennee
are generally short but strong and wiry, with men
averaging 5 ft. 6 in. and women less.

The Rhennee are not native to Oerth; rather, they
are accidental travelers from another plane or
world, citizens of a lost homeland they call Rhop.
Their legends say that they appeared first in the
Great Kingdom, in or near the Adri Forest. Pursued
by monsters and hostile Aerdi, they fled west to the
shores of the Lake of Unknown Depths, where they
took to life on the water. They now expertly ply the
great rivers that cross the Flanaess and migrate
between the three great lakes (though Whyestil
Lake is lately unsafe for travel). Rhennee are fairly
common on the waterways of the central Flanaess
and near inland shores and banks. A few secret,
inland encampments are said to exist, and here may
also be encountered their rare, land-dwelling

cousins, whom they derogatively refer to as the
Attloi. The mutual distrust and antagonism between
the Rhenn-folk and other peoples of the Flanaess
have kept the Rhennee relatively unmixed with
other races, though the Rhennee do bring children
of other human races into their families.

Little is known of the original culture of the Rhen-
nee, as they were absent from the Flanaess before 450
years ago and entered their current lifestyle to escape
persecution. The Rhenn-folk are masters of inland
sailing and navigation, and they love their nomadic
and adventurous life. Music and gambling are
beloved amusements. Certain Rhennee say they are
nobles and have great authority among their kind.
Men nearly always become warriors; some women
become sorcerers, “wise women” whose skills and
knowledge make them the subtle masters of Rhen-
nee society. Rhennee men can be quite chauvinistic,
and their women manipulative.

Rhennee have a wide reputation as thieves, and
most do learn roguish skills as children, practicing
them primarily upon outsiders. Their secrecy and
bad reputation cause most people to dislike the
Rhennee, and the feeling is mutual. They survive by
ferrying goods and passengers, fishing, hunting, sell-
ing their crafts, and illegal means (theft and smug-
gling), although they put forth the least amount of
work needed to accomplish their goals. They follow a
code of conduct that has different restrictions for
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dealing with others of their kind versus non-Rhen-
nee outsiders, who may be lied to and cheated.

These people dress in muted colors, and each adult
male has a set of homemade leather armor of good
quality. The cut and style of their clothing is simple
and functional, eschewing the fashion-minded con-
cerns of other races. Their leatherwork is exceptional.

Of the Rhennee, only the female students of “wise
women” become spellcasters. (Clerics are unknown
among them.) Wise women prefer charms and
illusions, practicing divination as well. They like
spells that deceive or confuse people, especially
enchantments like love potions or (very) minor pro-
tective charms that can be sold to the foolish,
unwary, or greedy.

Suloise

The Suel have the lightest coloration of any known
human race of the Flanaess. Their skin is fair, with an
atypical proportion of albinos. Eye color is pale blue
or violet, sometimes deep blue or gray. Suel hair is
wiry, often curly or kinky, with fair colors such as
yellow, light red, blond, and platinum blond. The
Suel tend to be lean, with narrow facial features.

The Suel Imperium was located in what is now the
Sea of Dust. Wicked and decadent, this empire was
destroyed during a war with the Baklunish when the
latter brought down the Rain of Colorless Fire.
Suloise survivors fled in all directions, many cross-
ing the Hellfurnaces into the Flanaess, where they
met other Suel who had fled the long war much ear-
lier. Some evil Suel were forced into the extreme
corners of the Flanaess by invading Oeridians. The
barbarians of the Thillonrian peninsula are pure
Suel, as are the elite of the Scarlet Brotherhood. The
people of the Duchy of Urnst and places in the Lord-
ship of the Isles are nearly so.

The Suel Imperium was governed by contesting
noble houses, and the fleeing bands that entered
the Flanaess were often led by nobles with their
families and many retainers. The modern Suel
retain this affinity for family, although they often
use a very narrow definition of the word to include
only siblings, parents, and children. A few Suel can
trace their lineage all the way back to the days of
their empire.

The ancient Suel Imperium was exceedingly cruel.
This trait surfaces in the modern day, for more than
one Suel organization openly plots against other
people of the Flanaess. Fortunately, most Suel have
avoided this dark legacy, having inherited the rela-
tively minor flaws of being opinionated, selfish, and
blunt. Many also tend to be prideful and unwilling to
admit flaws or personal hardships. They have a pas-
sion for study, especially in regard to magic, and
many Suel wizards become incredibly powerful.

Traditional Suel dress includes wide-legged pan-
taloons and loose blouses (vests in the south), both in
solid colors. Most individuals use one color only,
with nobles using two or more as appropriate to their
House. The style of clothing is adapted to the cli-
mate; Suel in the far north wear furs or thick wool,
with capes, mittens, and furred boots. The Suel like
large pins, brooches, emblems, and other adorn-
ments, a few of which are ancient heirlooms.

Heirs of a highly magical society, the Suel still
have an aptitude for most types of spellcasting. Suel
wizards often become masters of spells that involve
transmutation. They also perfected a number of bind-
ing spells and created many items used for control-
ling and dominating other beings. For instance, it is
thought that a long-dead Suel emperor made the
ancient and terrible orbs of dragonkind.

Elves

The elves (olve in Flan) are slight of stature (averaging
5 feet) and fair of complexion. Hair and eye col-
oration vary by kindred. High elves are usually dark-
haired and green-eyed. The noble gray elves have
either silvery hair and amber eyes, or pale golden hair
and violet eyes (the second type commonly called
faerie or fey elves). The hair color of wood elves
ranges from yellow to coppery red, and eye color is a
shade of hazel or green. Wild elves are the smallest of
the elven folk, but otherwise resemble the wood
elves. Finally, the valley elves appear to be taller ver-
sions (of nearly human height) of the gray elves.

Elves were present in the lands east of the Crystal-
mist Mountains for uncounted centuries prior to the
rise of the first human kingdoms there. Slowly
driven from open country to more secluded and
better defended strongholds by the growing strength
of both human and nonhuman folk, elves still held a
number of forest and upland realms at the time of the
Twin Cataclysms. The invading humans, orcs, and
others pressed them further, until some prominent
elven realms made military and political alliances
with dwarves, gnomes, and halflings, and even with
certain major human tribes (usually Oeridian).
Today, elves are dominant in Celene, Sunndi, High-
folk, the Vesve Forest, and the Lendore Isles.

Elves are concerned with life itself and spend long
periods contemplating natural beauty. Long-lived and
curious, they enjoy exploration and remember much.
Their frolics are usually joyous events, though some
gatherings have a melancholy tone. The fine arts are
much appreciated. Elves measure kinship in terms of
broad, ethnic divisions, though family bloodlines, par-
ticularly among the nobles, often cross these ethnic
boundaries. Valley elves are unique in that they have
no social relationship with other elves in the Flanaess,
being hated by them for unknown reasons.



Elves normally attire themselves in pale forest
hues, though they favor more intense colors in urban
settings. Generally, males wear a blouselike shirt over
close-fitting hose and soft boots or shoes, while females
favor a frock with sash, or a blouse with an ankle-
length skirt. Hunting garments are typically in neu-
tral colors like shades of brown, tailored for silent
and easy movement. Gray elves wear complex gowns
and flowing robes of pure white, sun yellow, and
silver and gold set off by polished leather of contrast-
ing colors, accented by jewels. Wild elves usually
wear kilts, boots, and rough shirts. All elves favor
cloaks, especially when traveling, typically gray or
gray-green.

Elves are fascinated by all types of magic, especially
illusions and charms. They also produce superior and
elegant magic garments, weapons, and armor.

Half-elves are the offspring of humans and elves.
They are highly versatile but not always welcome in
elven or human society. They are disproportionately
represented among adventurers as a result.

Dwarves

The dwarves, called the dwur by the Flan, have two
main subdivisions. The more common hill dwarves
have complexions of deep tan to light brown, with
hair of brown, black or gray. Eyes are of any color save
blue. They are solidly built, though seldom exceed 4
feet in height. Mountain dwarves are somewhat taller,
with lighter coloration. All dwarves are bearded.

The dwarves do not speak of their origins to out-
siders, so little of their ancient history is known.
However, it is understood that they once had great
underground halls in the northern Crystalmists
that were destroyed by the Invoked Devastation.
Their last High King perished in the aftermath, and
the clans have ever since been sundered. Led by
lords and princes of differing noble houses, the
dwarf clans allied with elves and gnomes during the
Suel and Oeridian migrations, and even joined
humans of reliable disposition to defend their terri-
tories. In the present day, dwarves are found in
rugged mountains and hills, particularly in the Lort-
mils, Glorioles, Crystalmists, Iron Hills, Principality
of Ulek, and Ratik.

The dwur are perceived as materialistic, hard work-
ing, and humorless. They tend to be dour and taci-
turn, keeping themselves separate from other folk,
but they are also strong and brave. In wartime they
are united and willing to see victory at any cost, but
prone to avenge old slights and reject mercy. They
jealously defend the honor of their clans and fami-
lies, and greatly revere their ancestors, building elab-
orate monuments to them. Yet, their chief love is
precious metal, particularly gold, which they work
with great mastery. Some dwarves suffer from an
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affliction called gold-fever, when their desire for the
substance becomes so overwhelming that it con-
sumes their souls. The tradition of dwarven honor
demands that leaders dispense treasure to their loyal
followers, and the inability to do this is a sure sign of
gold-fever. Dwarves also place great value on their
long beards, often braiding them and twining them
with jewels and gold wire. It is a terrible dishonor to
be shorn.

The traditional garb of dwarves is woolen trousers
and a belted linen tunic, with a hooded cloak or cape
worn over all. Their boots are of heavy leather, with
or without buckles. Colors are a mixture of earth
tones and loud, check-patterned hues. They also
favor leather accoutrements, fitted with as many
jewels and precious metals as they can hold. Females
and males usually dress identically, except on certain
ceremonial occasions when females wear a tabardlike
overgarment, while males don their best embroi-
dered work aprons.

Dwarven elders hold the secrets of their race’s
magic, best exemplified by their magnificent armor,
weapons and tools. They also oversee the construc-
tion of monuments and tombs, many of which have
magical traps and curses of great cunning.

Gnomes

Gnomes (noniz in Flan) are solidly built and muscular
despite their height. (Most gnomes stand just over 3
feet tall.) Two major groups of them exist: rock
gnomes (the most commonly seen) and deep gnomes
(who live far underground). Rock gnomes are brown-
skinned and blue-eyed, and almost all adults have
light hair with a tendency toward male baldness.
Males are most often bearded, though not so much as
their dwarven cousins. Their facial features are a bit
exaggerated compared to human norms, with promi-
nent noses and eyebrows and leathery skin. Deep
gnomes are hairless and wiry in physique, with gray
or gray-brown skin.

Rock gnomes of the Flanaess have their origins as
trappers and herders in the remote wooded highlands
of the north. Their southward expansion began only a
few centuries before the Invoked Devastation, bring-
ing them into lands populated by other races. Their
lairds and chieftains recognized the authority of elven
or dwarven sovereigns, but discouraged any mingling
of peoples until the Suel and Oeridian migrations
encouraged cooperation between races. Most gnomes
inhabit great burrow communities in the Lortmils and
Kron Hills, and east in the Flinty Hills.

The history of the deep gnomes is unknown to
others, as they are so isolated and little seen. Their
homeland is said to be a vast kingdom within a miles-
deep cavern, where they are ruled by a wise and
brooding monarch.
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Gnomes are possessed of sly humor and earthy
wisdom. Measuring the practical value of things as
seen by the gnomes against the pretensions of other
cultures, their wit is often revealed in inventive and
embarrassing ways. Their creativity is not limited to
practical jokes. They are fine craftsmen who appreci-
ate precious stones and make beautiful jewelry, along
with woodwork, stonework, and leatherwork of
excellent quality; they invent and experiment often.
Seldom avaricious, gnomes take equal pleasure in
music and story, food and drink, nature and hand-
made things. Most gnomes are not prone to cruelty,
though their lively jokes may sometimes make
things appear otherwise.

Rock gnomes in the Flanaess tend to dress in dark
colors, favoring earth tones but enjoying stripes and
brightly dyed hats, belts, and boots. Males usually
wear high-collared shirts or blouses with trousers
and boots, and a double-breasted coat worn over all.
Females wear high-necked blouses with aprons or
ruffled skirts, often with a matching jacket. Their
hunting garments are colored with mottled greens
and browns intermixed. Deep gnomes are almost
never seen unarmored, but are known to wear
simple, dark tunics and aprons in their dwellings.

Famed primarily for their use of illusions, some
gnhome magicians are also master toymakers and arti-
ficers. Others are superb weavers, dyers, or tailors,

who can create clothing that will improve the appear-
ance of the wearer or even alter it completely.

Halflings

Halflings, called hobniz by the Flan, have three dis-
tinct types. The primary group is the lightfoot, the
typical halfling found in the Flanaess. Lightfoots
average just over 3 feet tall and are ruddy faced, with
hair and eyes in various shades of brown. The next
most common sort are the stouts, somewhat shorter
than lightfoots and having broad features and coarse
hair. Last are the tallfellows, who are taller, slimmer,
and have fairer complexions than lightfoots. Most
halflings have wavy or curly hair. Some, particularly
stouts, also grow hair on their cheeks.

Halflings originally occupied small settlements in
the river valleys of the west-central Flanaess. They
spread slowly into other territories, so that by the time
of the Suel and Oeridian migrations, few were north of
the Gamboge Forest or east of the Harp River. They are
common in much of the Sheldomar Valley, interacting
freely with humans, dwarves, elves and gnomes. His-
torically, they prefer to dwell in stable nations ruled by
stronger folk. Today, halflings are found in much of the
Flanaess, but they still favor the central and western
regions from the Urnst states to the three Uleks.

Halflings are clever and capable, whether they are
hard-working farmers or tricky rogues. Most halflings

Rock Grome, High Elf, Hill Dwarf; Orc, and Lightfoot Halfling




are curious and daring, getting themselves into
trouble as often as they get themselves out of it.
They have great appetites for food, drink, and col-
lecting things. They love fun, get along well with
almost anyone who will at least tolerate them, and
enjoy travel and opportunities for excitement.

Halflings prefer to wear knee-britches and tunics
or shirts, often with vests. Males wear coats and high
collared shirts on formal occasions, while females
dress in a bodice-covered shift and long skirts. Shirts
and britches are often striped in alternating bright
and dark colors. They dress themselves in gnome
style when hunting or at war, wearing clothing of
mottled greens and browns.

The best-known halfling magic is culinary. Many
halfling foods are made to retain their freshness for
lengthy periods, and they use herbs with healing and
other medicinal properties. However, most halfling
spells are defensive and protective in nature.

Gnolls

Gnolls, which the Flan call kell, are big, nocturnal,
hyena-headed scavengers who band together very
loosely. Their packs are riddled with infighting and
treachery. Filthy and vile, gnolls are also strong and
roam widely through every clime, threatening outly-
ing areas. They take slaves but always look for more, as
gnolls tend to eat them. Some of their largest and most
feared warbands include the Scarsavage, Gashclaw,
Lowgorge, Foulpelt, Retchtongue, and Battlehowl.
Many gnolls dwell in the Pomarj and in Bone March.

Hobgoblins

Hobgoblins, also called hoch jebline (“high goblins”),
are larger and more disciplined than orcs. Their
tribes always fight to determine dominance, but once
this order has been established the tribes frequently
work together. Some of the most successful tribes are
the Rippers, the Leg Breakers, the Skull Smashers,
the Flesh Renders, the Marrow Suckers, the Flayers,
and the Slow Killers. A great many hobgoblins live in
the western part of the Empire of Tuz, and some in
Bone March.

Orcs

Evil orcs, or euroz, are all too common across the
Flanaess. Undisciplined, bestial, and savage, orcs
have severe tribal rivalries and do not cooperate
unless controlled by a very strong leader. Major
tribes include the Vile Rune, the Bloody Head, the
Death Moon, the Broken Bone, the Evil Eye, the Lep-
rous Hand, the Rotting Eye, and the Dripping Blade.
Orcs are frequently encountered as mercenaries in
the Empire of Iuz, Pomarj, Bone March, and across
North Kingdom. Orc-ogre crossbreeds are particu-
larly dangerous and are known in several areas.
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Half-orcs (the children of orcs and humans) are
usually born under unhappy circumstances in
border areas between orc and human cultures. Dark
of mood and nature, many half-orcs achieve renown
despite their rejection by their parents’ folk and
many others. In this regard, they are similar to the
much rarer half-ogres.

Goblins

Goblins, or jebli, are insidious nighttime raiders aver-
aging 4 feet in height. More powerful creatures usu-
ally dominate them, though all goblins swear fealty
to the name of the local goblin king. The names of
their best-known tribes include Night Terror, Death
Feast, Black Agony, Poison Wound, Bitter Ruin, and
Dire Oath. Goblins are scattered across the Flanaess
in hundreds of places.

Kobolds

The kobolds, also named celbit, are small, vicious, reptil-
ian scavengers, picked on by every larger race. Their
most numerous tribes include the Torturers, the
Impalers, the Gougers, the Cripplers, and the Mutila-
tors. Like goblins, they are found in many places.

Other Folk

Certain huge, wicked races gather only in loose
bands that are highly unstable, though often large in
size. Members of these races are strong and fierce,
and some prefer to ally with or dominate other
wicked folk rather than associate with their own
savage kindred.

The most vicious of these beings are the trolls,
called trulent. Trolls are without fear and often band
together with the eiger, as ogres are known; trolls can
also be found as guardians in gnoll dens. Stupid,
huge, murderous ogres readily join orcs or gnolls to
raid and plunder. Buchveer, the hairy goblinoid bug-
bears, assume mastery of smaller goblin communities
whenever it suits them.

Beyond these groups are centaurs, sprites, giants,
dragons, lizardfolk, bullywugs, and uncounted other
nonhumans on the fringes of civilization. Most do
humanity no good, though some ignore the civilized
world in the main and a few, such as centaurs, are
sometimes allies.

LANGUAGES

Five primary languages are spoken across the Flanaess,
with Common the most prevalent. Most folk are
multilingual, though barbarians and the uneducated
often speak but one tongue. Adventurers always
know Common and learn additional languages in the
usual manner.

Baklunish, Ancient: An ancestor of Common,
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Baklunish bears its offspring little resemblance.
Many colloquial Baklunish dialects (some used by
the Paynims) are based upon the classical language
and collectively called Low Baklunish. Ancient Bak-
lunish, however, is the standard literary form of the
language and is used in religion, mythology, and
poetry. It is also the language of all official docu-
ments and courtly proceedings west of the Yatils.
Despite this, Common is widely known and used in
the west, especially by traders and the educated.

Common: A combination of Ancient Baklunish
and the dialect of Old Oeridian spoken in the Great
Kingdom was the basis of this traders’ tongue. Begin-
ning centuries ago as Middle-Common, the language
contained many obviously Oeridian elements, and
the contributions of Baklunish grammatical struc-
ture and vocabulary are clearly identifiable. Regional
variations were also pronounced, but all these ele-
ments became blended and standardized during the
years of Aerdi dominance, resulting in the birth of
the Overking’s Common Tongue, later simply called
Common. Any traveler must learn Common or be
greatly handicapped. Very often, a language must be
translated into Common before it can be translated
into another language.

Flan: Doubtless the oldest language still spoken to
any considerable extent, Flan is used by the Tenha in a
corrupt form, and Rovers of the Barrens have a strange
version of it. A stagnant language, it is hard to translate
modern concepts (such as magic terms) into Flan.

Oeridian, Old: A young language, Oeridian took
in few outside influences until a few centuries ago.
As a result, translation into any language except
Common is difficult at best. Many books and docu-
ments of the Great Kingdom were written in Old
Oeridian, and in the far east the language is still
widely known and used in speech and writing.

Suloise, Ancient: This ancient and widespread lan-
guage became all but extinct after the Rain of Color-
less Fire destroyed the Suel Imperium. Today it is
rarely spoken, even by the few scholars who know the
tongue. The infamous Scarlet Brotherhood are one of
few that continue its use. It exists in its written state
for those who would delve into the surviving arcane
tomes of the Suel people. Transliteration into modern
tongues or alphabets is difficult, and dangerous when
used in spellcasting, for the significance of certain
inflections has been lost over the centuries.

Dialects and sublanguages worthy of note follow.
Those who speak related languages have some chance
to understand dialects, but little chance to compre-
hend distorted, mixed tongues.

Amedi: Only Suel natives of the Amedio Jungle
speak this corrupt form of Ancient Suloise. Its few
written symbols are Suloise alphabet characters.

Cold Tongue: This dialect, also known as Fruz, is
Ancient Suloise with Flan admixture, spoken by Ice,
Snow and Frost Barbarians. It has no relation to
Common, and even speakers of Suloise find it diffi-
cult to understand.

Druidic: The druids’ tongue of the Flanaess shares
roots with Flan, but it is specialized and static, focus-
ing only on the natural world and agriculture.

Ferral: Ferral is an old Oeridian tribal language
spoken only by officials of the Iron League. Ferral is
used for military command and identification pur-
poses and is not a living language. Many fear that
infiltration by agents of the Scarlet Brotherhood has
compromised this code-tongue, but a magic-laced
version is being developed in Irongate.

Keolandish: This widespread dialect of Old High
Oeridian has local admixtures. It is spoken in and
around Keoland.

Lendorian: This obscure dialect of Suloise (influ-
enced by Common and full of nautical terms) was
spoken in the Lendore Isles by humans before they
were deported by elves in 583 CY. Only human re-
fugees know it now. It has no relation to the Cold
Tongue and is not written.

Lendorian Elven: A peculiar new tongue that only
high and aquatic elves of the Lendore Isles know, this
might be a divinely inspired language. It is thick with
religious and philosophical terms, and it cannot be
learned in the normal manner. It seems to appear in
the minds of elves who go to the Lendore Isles.

Nyrondese: This High Oeridian dialect of Common
is spoken in rural areas of Nyrond. It is the primary lan-
guage of peasants, shopkeepers, and other common
folk who distrust outsiders. Learned folk speak
Common as well.

Olman: Olman slaves taken by the Sea Princes or
Scarlet Brotherhood speak this strange tongue, as their
masters hated it. Its huge, complex “alphabet” is really a
vast set of pictographs. It is heard most often in the
western Sea Princes’ lands and in the Amedio Jungle.

Ordai: This dialect shared by the Wolf and Tiger
Nomads bears some resemblance to Ancient Baklun-
ish, but it is most similar to dialects spoken among
the distant Paynims. Its written form is based on
Baklunish script.

Rhopan: The language of the Rhennee, Rhopan is
also called “Rhennee cant” because it borrows many
terms from other languages, including the argot of
several thieves’ organizations. It is not related to any
Oerthly tongue.

Ulagha: The language of the Uli is a debased form
of colloquial Baklunish.

Velondi: This Old Oeridian tribal tongue is
known to rural folk near the Furyondy-Veluna
border. Those who speak only Common cannot
understand it. It has no written form.



CHAPTER 3
tHE PATH GF
HISTORY

The commonly understood history of the Flanaess
begins just over one thousand years ago, when the
great conflict between the ancient Suloise and Baklu-
nish empires forced massive migrations eastward
across, around, and even under the western moun-
tain ranges. This resulted in the mixture of races and
cultures that defines the modern Flanaess.

Tales of the era before the migrations are fragmentary
and poorly understood. Did monstrous creatures rule
Oerik before the advent of humanity? Did the great
races of humans, elves, dwarves, and the like arise by fiat
of the gods or journey here from elsewhere? Did the
elves raise humanity to civilization, or did humans
achieve this on their own? Did the Flan once have their
own empires and civilizations? Who built the oldest
tombs in the Cairn Hills, the half-buried ruins in the
Bright Desert, or the deserted stone cities in the Griff
Mountains? Where were the fabled realms ruled by
Johydee, the Wind Dukes of Aaqa, Vecna the Whis-
pered One, the High Kings of the dwarves, or the elven
King of Summer Stars? What became of the mysterious
Isles of Woe, and who dwelled there? No one knows
with any certainty.

Even histories of the eatly years of the migrations
are unclear on many points. The Oeridian tribal realm
of Thalland was so thoroughly absorbed by the king-
dom of Aerdy that it survives only in name as the
Thelly River. The ancient kingdom of Ahlissa, ruled
by the Flan and easily conquered by Aerdy, is known
today only for its founding wizard-queen, Ehlissa the
Enchantress, and a magical nightingale she made.
(The Flan here have almost vanished through inter-
marriage.) So it goes for much of recorded time.

What is presented here is a history of the land
accepted by most learned authorities and understood
by almost anyone with a rudimentary education. The
current time is the Common Year (CY) 591, which is
also 1235 OR (Oeridian Record), 6106 SD (Suloise
Dating), 5053 OC (Olven Calendar), 3250 BH (Baklu-
nish Hegira) and 2741 FT (Flan Tracking).

Note: When calculating Common Years prior to
the Declaration of Universal Peace in 1 CY, remem-
ber that Common Year reckoning has no “year zero.”
Thus, the time elapsed between 5 CY and —5 CY is
only nine years, not ten.

DISASTER AND MIGRATION

The root cause of the animosity between the Suel
Imperium and the Baklunish Empire is lost in time,
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but the end result of their final war haunts even the
modern day. After decades of conflict, the Suloise
Mages of Power called down the Invoked Devastation
upon the Baklunish, resulting in an apocalypse so
complete that its true form remains unknown. Entire
cities and countless people were purged from Oerth,
leaving few signs of the great civilization that thrived
from the Sulhaut Mountains to the Dramidj Ocean.

In retaliation, a cadre of Baklunish wizard-clerics,
gathered in the great protective stone circles known
as Tovag Baragu, brought the Rain of Colorless Fire
upon their hated enemies. The skies above the Suel
Imperium opened, and all beings and things beneath
this shining rift in the heavens were burned into ash.
So terribly did these attacks plague the world that
they have come to be called the Twin Cataclysms, a
term understood by nearly every resident of the
Flanaess. The Dry Steppes and Sea of Dust are geo-
graphical reminders of this unbridled magical power,
now lost to all people—perhaps for the better.

Thousands survived the early years of the Suel-
Baklunish conflict by fleeing east over the Crys-
talmists. The Oeridians, a confederation of barbaric
tribes in close proximity to the warring empires, took
the wars (and attendant raids from orc and goblin
mercenaries in the employ of both sides) as a sign to
migrate eastward in search of their ultimate destiny.
They were the first large group to enter the lands of
the Flan, which they termed the Flanaess.

Suloise refugees soon followed, sometimes work-
ing with the Oeridians to pacify the land, but more
often warring with them over which race would dom-
inate it. For over two centuries, Suel and Oeridian
fought for control of the region from the Crystalmists
to the Solnor Coast. Many Suloise were debased and
wicked, and they lost most of these battles and were
pushed to the periphery of the Flanaess.

Though some Baklunish folk migrated eastward,
many more fled north toward the Yatil Mountains, or
to the shores of the Dramidj Ocean, where their
ancient cultures flourish to this day. The very nonhu-
man mercenaries the Oeridians had sought to avoid
found themselves swept up by these migrations.
Many of the foul creatures that now plague the Flanaess
arrived following the Oeridians and Suel. These rene-
gade mercenaries trailed after human migrants in
search of plunder, food, and slaves.

— KEOIAND AND AERDY

The most successful union of Suel and Oeridian came
in the Sheldomar Valley, where Keoland was founded
eighty years after the Twin Cataclysms. The Suel
Houses of Rhola and Neheli joined with Oeridian
tribes on the banks of the Sheldomar and pledged
themselves to mutual protection and dominion of the
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The Rain of Colorless Fire

western Flanaess, an agreement that set the course of
history for the region for the next nine centuries. Of
all the new realms formed during those tumultuous
days, only Keoland remains.

Farther east, the most powerful of all Oeridian
tribes, the Aerdi, reached the Flanmi River. From
there they spread outward again, conquering indige-
nous peoples and fellow migrants alike. In time, the
kingdom of Aerdy ruled the whole of the eastern
Flanaess and moved its borders westward. One hun-
dred and ten years after the defeat of the last mean-
ingful threat to Aerdi sovereignty, at the Battle of a
Fortnight's Length, the leader of Aerdy was crowned
as overking of the Great Kingdom. Overking Nasran
also marked the birth of a new calendar, and with the
Declaration of Universal Peace, the sun arose in the
east on the first day of the first Common Year. The
writ of imperial Aerdy eventually encompassed hold-
ings as far west as the Yatils, controlling the southern
Nyr Dyv with a small garrison at an insignificant
trading post known as Greyhawk.

From 213 CY on, the Aerdi overkings grew lax,
caring more for local prestige and wealth than for the
affairs of their vassals in distant lands. This period
was called the Age of Great Sorrow. As each sover-
eign passed, he was replaced with a more dimwitted
and less competent successor, until the outer
dependencies of Aerdy declared their independence.

The viceroyalty of Ferrond led the way, becoming
the kingdom of Furyondy. Other regions also broke
away from the ineffectual government of the overk-
ing over time, creating their own governments after
achieving success in their wars of rebellion.

By 356 CY, the ruling dynasty of Aerdy, the Celestial
House of Rax, had grown especially decadent. In response,
the western province of Nyrond declared itself free of
the Great Kingdom and elected one of its nobles as king
of an independent domain. Armies gathered from all
loyal provinces of Aerdy to suppress this brazen act. At
this time, however, barbarians from the Thillonrian
Peninsula raided the Great Kingdom's North Province,
forcing the overking to divert troops from the western
front. Nyrond easily survived and thrived.

The Kingdom of Keoland awoke from a long slum-
ber in the third century, expanding to dominate its
neighbors. This short-lived Keoish empire lasted almost
two centuries before far-flung wars and internal strife
laid it low. The outer dependencies declared their
autonomy, and Keoland resumed its peaceful isolation.

THE IVIDS AND IUZ

The darkest chapter in the history of Aerdy began in
437 CY. In this year, the upstart House Naelax mur-
dered the Rax overking, inaugurating a series of grue-
some civil wars called the Turmoil Between Crowns.
Within a decade, Ivid I of Naelax was recognized as the
undisputed overking of all Aerdy. As Ivid was rumored
to be in league with powerful evil Outsiders, the Mala-
chite Throne of the Great Kingdom became known as
the Fiend-Seeing Throne, and the once mighty and
upright empire became a bastion of evil and cruelty.

The lands of the Flanaess soon became acquainted
with an altogether less subtle form of evil with the rise
of Tuz, in the Northern Reaches loosely aligned with
Furyondy. In 479 CY, a minor despot in the Howling
Hills left his domain to his “son,” a being known as Iuz.
Within a handful of years, Iuz had conquered his
neighbors, setting up a small realm for himself. Tales
told by refugees entering Furyondy spoke of unmiti-
gated evil: Tuz was building a road of human skulls
from the Howling Hills to his capital, Dorakaa. Worse,
divinations and rumors marked Iuz as the offspring of
an unholy union between necromancer and demon; he
was seen to be a half-fiend towering 7 feet in height,
driven by a thirst for blood, destruction, and conquest.

Political struggles within Furyondy prevented the
king from acting decisively in this period, when the
evil of Tuz might have been permanently checked.
Instead, the cambion lord flourished until 505 CY,
when he appeared to vanish from Oerth. In truth,
Tuz was imprisoned beneath Castle Greyhawk by the
Mad Archmage Zagig Yragerne, former lord mayor
of Greyhawk. In Tuz’s absence, orc tribes and disloyal




former subjects squabbled for control of his lands,
allowing the forces of weal to rest for a time.

Three developments kept Furyondy and its allies
from complacency. First, part of Iuz’s leaderless
realm soon broke away to be ruled by a nearly equal
evil, the Horned Society.

Second, the notorious Horde of Elemental Evil
arose, a collection of cultists and villains headquar-
tered at a temple south of the town of Verbobonc. The
Horde was the puppet of Zuggtmoy, Iuz’s abyssal con-
sort, who instructed it in bizarre teachings at the
behest of her absent lover. The Horde’s banditry was
finally vanquished in 569 CY at the Battle of Emridy
Meadows, where Prince Thrommel of Furyondy led
forces from Furyondy, Veluna, Verbobonc, and other
realms in victory and the destruction of the temple.
Adventurers put down an attempted resurgence of
the Temple of Elemental Evil in 579 CY.

Third, faithful orc and human servants of Iuz
became zealots dedicated to their absent lord. In
time, the leaders of these cults devoted to Iuz dis-
played magical power, igniting Furyondy’s worst
fears. In 570 CY, a meddlesome warrior-adventurer
named Lord Robilar freed Iuz from his imprison-
ment. Iuz returned to his lands more powerful and
wicked than ever before, with an unholy priesthood
leading his forces in his unholy name.

STORM C1OUDS

The years from Iuz’s return to the Greyhawk Wars
(570-581) are often seen in retrospect to be the prel-
ude to later conflict. Several destabilizing forces
came into play, upsetting the old balance of power in
the Flanaess. The most insidious of these powers was
the Scarlet Brotherhood, a secretive monastic order
first reported in 573 CY, the same year in which
Prince Thrommel of Furyondy, hero of Emridy
Meadows, vanished from the world.

Semiregular skirmishes between Aerdy’s South
Province and Nyrond erupted into open hostilities in
early 579, when Overking Ivid V made war against
the so-called “Golden League” (Nyrond, Almor, and
the Iron League). Though this dreary war lasted
through to the end of 580, it resolved nothing except
to drain the coffers and manpower of both Aerdy and
Nyrond, leaving them weakened when continental
war erupted in 583.

The ravaging of the Shield Lands by both the
Bandit Kingdoms and Horned Society in 579-583 CY
similarly served to weaken this entire region, leaving
the Shield Lands in ruins. Iuz took note of this and
made use of it in his grandiose plans for conquest.

An important though seldom noticed event took
place in 581 CY, when an agent of Vecna, the Whis-
pered One of ancient Flan legend, struck down the
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entire Circle of Eight (see Chapter Six). The Circle
had acted subtly as a balancing agent for years, pre-
venting any one power from dominating too much of
the Flanaess. Though the Circle’s leader, Mor-
denkainen, returned his colleagues to life using pow-
erful magic, the group was in disarray when war
again erupted in the distant north in 582.

— THF GREYHAWK WARS

In 582 CY, the god Vatun appeared to his subjects
among the barbarian tribes of the Thillonrian Penin-
sula. Ancient legend predicted that the return of
Vatun, who had vanished centuries ago, would signal
the birth of a barbarian empire in the north. Unfortu-
nately, this particular “Vatun” was actually Tuz, whip-
ping the northmen into a war frenzy.

The barbarians invaded the Hold of Stonefist,
which allied with them after Tuz ensorcelled Sevvord
Redbeard, the Master of the Hold. The combined host
then smashed through the Griffs and into the duchy
of Tenh, which was swiftly overwhelmed. The barbar-
ian alliance soon crumbled, but the damage was done:
Tenh and Stonefist belonged to the Old One. Return-
ing to his homeland, Tuz then conquered the Horned
Society, Bandit Kingdoms, and Shield Lands in quick
succession. Furyondy was invaded, and much of its
northern territory was captured and laid waste. Tuz
held the northern Flanaess in a death grip.

Taking advantage of the chaos, Ivid V ordered the
Great Kingdom's armies to muster, with the intention
of paying back his foes for centuries of impudence. The
war that followed was staggering in scope and conse-
quence. Almor was utterly destroyed; Nyrond was
invaded; Sunndi was conquered. The nobles of the
Great Kingdom fell upon one another, terrified of their
insane overking and eager to steal the lands of their
neighbors. In the chaos, Medegia was despoiled and
Rel Astra attacked by the Great Kingdom’s own mili-
tary. Ivid attempted to ensure loyalty by having his
generals and nobles assassinated and reanimated as
intelligent undead (animuses), with all the abilities
they possessed in life. He in turn was also assassinated,
though the church of Hextor restored him to undead
“life,” after which he became a true monster known as
Ivid the Undying.

The madness of war bred more war. In 584, south
of Greyhawk, a half-orc named Turrosh Mak united
the vile nonhuman tribes of the Pomarj. Mak’s
armies boiled north, conquering several of the cities
of the independent Wild Coast, then capturing
nearly half of the Principality of Ulek. The appeals of
Prince Corond of Ulek to Yolande, the elven queen
of Celene, fell upon uncaring ears. Celene closed its
borders to even its most trusted allies, refusing to let
elf blood fall in human wars.
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This same year, decade-old paranoia regarding the
Scarlet Brotherhood came true, as advisers in courts
throughout the Flanaess were found to be Brother-
hood agents. The Lordship of the Isles, Idee, Onnwal,
and the Sea Princes fell under the influence of the
Scarlet Sign, from treachery or invasion. Barbarians
from Hepmonaland and the Amedio Jungle were used
to secure captured lands. The Brotherhood was
revealed as an evil, racist order dedicated to preserving
the culture and purity of the ancient Suel Imperium,
without regard to the lives of others.

For three years, the whole of the Flanaess flew
banners of war. Nations fell as new empires were
born. Demons and devils from the Outer Planes
were summoned en masse by Iuz and Ivid V, and
hundreds of thousands of mortals died. Finally, the
battle-weary combatants gathered in Greyhawk to
declare peace. Harvester 584 CY was to see the sign-
ing of the Pact of Greyhawk, fixing borders and man-
dating an end to hostilities.

On the Day of the Great Signing, however, Grey-
hawk suffered a great treachery: Rary, one of the Circle
of Eight, destroyed his companions Tenser and Otiluke
in a great magical battle, then fled. Many suspected
that the former Archmage of Ket had hoped to hold
the ambassadors hostage, perhaps capturing Greyhawk
itself in the process. Instead, he and his cohort, Lord
Robilar, went to the Bright Desert to form their own
kingdom. Fearing further disruptions, the delegates
hurriedly signed the Pact of Greyhawk. Ironically,
because of the site of the treaty signing, the great con-
flicts soon became known as the Greyhawk Wars.

RECENT RECOVERY

The “Year of Peace” (585 CY) saw little of the sort. War
raged in the Principality of Ulek against orc invaders
from the Pomarj, and efforts to retake Sterich were ini-
tiated in the west. The Circle of Eight was brought to
full membership once more and began acting against
every power its wizards perceived as tyrannical or dan-
gerous to the common welfare.

In the fall of 585 CY, King Archbold III of Nyrond
was almost assassinated by his younger son,
Sewarndt. Fighting erupted in the capital, but Arch-
bold’s eldest son, Lynwerd, won the day, taking the
throne in Fireseek 586. In 587, King Lynwerd incor-
porated much of ruined Almor into Nyrond, but he
now struggles to maintain his tottering realm in the
face of staggering difficulties.

In Coldeven 586, Canon Hazen of Veluna employed
the Crook of Rao, a powerful artifact, in a special cere-
mony that purged the Flanaess of nearly all fiends
inhabiting it. Outsiders summoned by Iuz, Ivid, or
independent evils fell victim to this magical assault,
which became known as the Flight of Fiends. King

Belvor III of Furyondy quickly joined Canon Hazen
in declaring the Great Northern Crusade, an ambi-
tious military action aimed at regaining land lost to Tuz
during the Greyhawk Wars. By the end of 588 CY, the
armies of Furyondy had restored the nation, as well as
Critwall and Scragholme Isle in the old Shield Lands.
The destruction and debauchery revealed as Iuz's
agents fled sickened the crusaders. king Belvor
declared eternal war upon the Old One, pledging to
settle for nothing short of the complete destruction of
Tuz himself. Raids against Iuz from Furyondy and the
Shield Lands continue to the present.

Wars on the border of Tuz's empire burned in the
east as well. Tuz’s control over the ruler of Stonehold
ended in 588. Swiftly afterward, a many-sided war
began in Tenh, involving the mutually hostile forces
of Tuz, Stonehold, the Pale, and Tenha expatriates.
The war goes on today.

Immediately after the Flight of Fiends, it was
announced in Rauxes that Ivid V was no longer overk-
ing, though it was unclear if he had actually died. Con-
flict engulfed the capital in a matter of hours as many
of Ivid's generals and nobles, filled with rage and
ambition, marched upon Rauxes. No one can explain
the events that followed, but the city itself was soon
engulfed in a strange magical field. Few willingly
approach Rauxes now, given the bizarre eldritch
forces that prevail where the ruined city stands.

The provinces of the broken Great Kingdom are
now reunited, but into two mutually hostile powers.
In 586 CY, Herzog Grenell of North Province
declared himself overking of the Great Kingdom of
Northern Aerdy. Overking Xavener I rules the
United Kingdom of Ahlissa (founded in 587) from
his new capital of Kalstrand. Both leaders would like
to destroy each other, but financial problems and
internal power struggles have forced them to devote
their energies toward rebuilding their armies and
infrastructure. Sunndi, the largest surviving member
of the Iron League, became a kingdom in 589.

The Scarlet Brotherhood gained much in the Grey-
hawk Wars but suffered later reversals. In 586, the
people of Onnwal rose up against their occupiers, reduc-
ing the Brotherhood’s holdings to the capital, Scant. Idee
was lost to Ahlissa in 587, and the Hold of the Sea
Princes collapsed in a bloody civil war that began in 589
CY. Still, the Lordship of the Isles remains under the
Scarlet Sign, and agents of the Brotherhood creep into
courts across the Flanaess, sowing their evil plots.

The Flanaess today stands on the verge of a dynamic
new age. The last decade has seen terrific wars, refugee
migrations, the rise and fall of whole nations. The
exploration of foreign lands is on the rise, trade is surg-
ing upward once more, and opportunities for heroism
(and profits) are unlimited. The Flanaess awaits those
who would seize its adventures and shape its future.



CHAPTER d:
GAZETTEER OF
THE FLADAESS

This section details the major civilized and barbaric
states of Eastern Oerik. It must be stated that the mate-
rial here cannot be considered wholly complete or
accurate. Rumors, legends, and third-hand accounts
are often all the knowledge that even the Circle of
Eight has to work with regarding some realms, as a
result of the extreme hostility of those areas. Even
direct information is often fragmentary and based on
the words of untrustworthy spies, smugglers, diviners,
and adventurers.

In short, the traveler must beware of anything said
about the rest of the world. If you cannot predict
what waits for you in an alley a block from where you
sit, you will know even less about a land that is many
days’ journey away.

Not included in this chapter are the following
political groups.

e Very small independent or semi-independent
strongholds of a few thousand citizens or less (such
as fortified human or halfling towns, underground
dwarf or gnome communities, and tiny island-
states). Usually such places are isolated from the
rest of the civilized world and beyond the easy
reach of any army. Details on certain larger nonhu-
man realms are included in other sections (for
example, the Glorioles kingdom of the dwarves in
the section on the kingdom of Sunndi).

One notable minor realm is the underground “city-
state” called Garel Enkdal, located in the westernmost
arm of the Griff Mountains near Stonehold. Some
explorers estimate the population here to be in
excess of twenty-five thousand orcs, with significant
numbers of ogres, orc-ogre crossbreeds, half-orcs, and
other beings. Garel Enkdal is not well known outside
the northeastern Flanaess, and the kingdom interacts
little with the rest of the world except to attack
hunters, trappers, scouts, and herders of Stonehold.
It could pose a major threat to Stonehold but appat-
ently is content to keep to itself. Gruumsh is the
major deity here.

Also excluded from this gazetteer are orc- or gobli-
noid-dominated enclaves such as Blackthorn in the
Gnarley Forest; legendary realms such as Esmerin (a
mountainous land where halflings and giants are said
to live together in peace); “faerie kingdoms” of sprites
and such in the Axewood, Silverwood, Menowood,
and Welkwood; and those bizarre places known as
Fading Lands, where other planes of existence
intrude upon the material world.

Human-dominated castles and strongholds holding
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no allegiance to outside powers are fairly common
across the Flanaess. Between the Orcish Empire of
the Pomarj and the Domain of Greyhawk, along the
Buffer Zone, are several independent strongholds,
notably Castle Mastryne and Pascorel (the town
known for its Cockatrice Riders, a bandit cavalry).
Any of the hills and major forests could hold a
dozen or more similar spots, even deep within the
territory of a major state like Keoland. Chaotic
lands such as the Empire of Tuz doubtless hold many
tiny holdings whose lords refuse fealty to all, such as
the notorious, lich-ruled “Dahlvier’s County” near
the Fellreev.

Small independent towns such as Dullstrand,
Dustbridge, and Knurl, which have little overall
political effect, are excluded in this gazetteer though
they do trade with, raid, or otherwise interact with
the outside world to some degree. Brief details on
these towns are included in other sections.
¢ Loosely organized barbarian tribes that do not

interact significantly with the rest of the Flanaess.

These groups can be nomadic or only partially so,

including human tribes in the Burneal Forest,

Bright Desert, Amedio Jungle, Sea of Dust, and

northern Hepmonaland; cavemen in the western

mountains, particularly the Crystalmists; sylvan elf
and grugach bands in deep forests like the

Hornwood, Gnarley Forest, Celadon Forest, or

Grandwood; and minor humanoid or nonhuman

tribes of lizard men, aarakocra, bullywugs, beast-

men, centaurs, kech, gnolls, mongrelmen, yuan-ti,
and so forth.

* Nomadic races and ethnic groups who are civilized
but stateless, particularly the migrant Rhennee of
the waterways of the central Flanaess. Several
groups descended from the Bandit Kingdoms of
past years are thought to be fighting the forces of
Tuz in and around the Fellreev Forest, the Tangles,
and Rift Canyon, and a few of these folk have the
rudiments of ethnic identity because of a long-
established, shared background. A group of closely
related nomadic merchant families in Ahlissa has
wandered much of the old Great Kingdom’s lands
along the famous Windmarch, a vast annual circuit
of mercantile trade fairs; little is known of this
colorful group, called the Peregrines.

* Transnational political, religious, economic, and
military organizations, alliances, and guilds, such as
the Circle of Bight, the Iron League, the Northern
Alliance, the druidic Hierophants, and all transna-
tional orders of knighthood, such the various
branches of the Knights of the Hart, the Sheldomar
Valley’s Knights of the Watch and Knights of
Dispatch, Celene’s Knights of Luna, and the Shield
Lands’ Knights of Holy Shielding. Some of these
entities are dealt with in other sections. The Scarlet
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Brotherhood has an extensive espionage ring on
this level.

* Any political realms of the subterranean Under-
dark, which are poorly known, despite the extreme
danger they present to explorers and surface civi-
lizations. Places here include the infamous Vault of
the Drow (a cavern under the Hellfurnaces
reported to contain the drow-ruled city of Erelhei-
Cinlu), and various underground cities reportedly
populated by mind flayers, kuo-toa, wererats,
troglodytes, derro, duergar, aboleth, ghouls, albino
humans, bullywugs, etc.

* Any political realms under the seas, which appear
to be almost completely dominated by tribes of
nomadic barbarian nonhumans—for example,
mermen, aquatic elves, locathah, tritons, ixitxachitl,
and merrow. Notable in this group is a long-
suspected sahuagin realm near the northernmost
island of the Sea Barons; this realm is probably
connected in some manner with the famous and
haunting Aerdi tales of a “Sinking Isle” in the same
location.

REAIMS OF THE FI ANAESS

The name at the top of each gazetteer entry is the
common name most often used by people of the
Flanaess for that political region.

Proper Name: A political region’s own official name
for itself, which might differ considerably from what
others call it.

Ruler: The current head of state at the start of 591
CY, appropriately titled and addressed. (Additional
titles are omitted for reasons of brevity.) Statistics

TABLE 3: CHARACTER ABBREVIATIONS
Alignment
C=Chaotic
E=Evil
G=Good
L=Lawful
N=Neutral
Classes
Ari=Aristocrat
Asn=Assassin
Bbn=Barbarian
Clr=Cleric*
Drd=Druid*
Ftr=Fighter
Mnk=Monk
Pal=Paladin*
Rgr=Ranger
Rog=Rogue
Sor=Sorcerer
Wiz=Wizard
* Character’s deity is also listed.

appear in paranthesis, showing alignment, sex, race,
classes, and levels. For example, (CG female elf
Ftr4/Wiz2) is a chaotic good female elf, a multi-
classed 4th-level fighter and 2nd-level wizard.
Government: This is a brief description of how the
realm’s government is structured and functions,
with notes on royal and noble families and their
powers, where applicable.

For a realm to call itself a “kingdom” is no small
matter, as it challenges the authority of all surround-
ing states, particularly any larger state that once
claimed that realm for its own. Isolated realms have
less of a problem. Keoland, in the Sheldomar Valley,
eliminated all rivals long ago and had no serious
challengers afterward. The Suel barbarians of the
Thillonrian Peninsula can have all the kingdoms
they wish, since no one else cares for that distant,
frigid region.

Furyondy and Nyrond, however, challenged every
aspect of the Great Kingdom’s rule over them and
wished to end all show of fealty, freely establishing
their own regional influence. Thus, they called them-
selves kingdoms with the consequence of endless
hostility with the old empire. Sunndi essentially did
the same, cutting all ties with the Great Kingdom
and its successor states. Some rebellious realms hope
to eventually rejoin their rejected kingdoms, given a
satisfactory change of monarchs, or hope to avoid
continuous conflict with their large neighbors; thus,
they usually keep their old titles (duchy, principality,
county, march, etc.), even if completely independent.

In a theocracy, the clerics of a particular faith are
in charge. Deities are described either in the Player’s
Handbook or in this volume.

Capital: The nation’s central government resides in
the city or town named here.

Major Towns: Important cities and towns are given
here alphabetically. Other towns may exist in large
states, but they are not as important or populous as
those given here. Each town has a rating for popula-
tion and wealth according to the system presented
in Chapter 4 of the DUNGEON MaSTER's Guide, shown
in the following table. Take the population shown
for an urban area and match it to the following chart.

TABLE 4: CiTYy AND TOWN BREAKDOWNS

Type Population GP Limit*
Village 401-900 200 gp
Small Town 901-2,000 1,000 gp
Large Town 2,001-5,000 5,000 gp
Small City 5,001-12,000 15,000 gp
Large City 12,001-25,000 40,000 gp
Metropolis 25,001+ 100,000 gp

* Denotes the most expensive item generally available for sale; see
Community Wealth and Population in Chapter 4 of the DunceoN
MasTer’s Guide.



Provinces: The major political subdivisions of each
realm are given here; they might be further detailed
elsewhere.

Resources: Native materials produced in quantities
great enough to allow for exportation are named
here. Every realm is assumed to produce sufficient
resources to maintain itself, unless noted otherwise.
As a general rule, a country cannot import more than
it exports, so the degree of exports also determines a
country’s ability to buy foreign goods and services. In
a few cases, the resources named are not exported,
being used entirely for internal consumption, but are
produced in qualities worthy of note.

Foodstuffs consist of livestock, game animals, fish,
grains and breads, cheeses, fruits and vegetables, and
alcoholic drinks; certain food items are specifically
named if they figure prominently in trade. Gems are
given in four categories: I (base value 10 gp), II (base
value 50 gp), 111 (base value 100-500 gp), and IV
(base value 1,000 gp: “fine gems”).

Coinage: The monetary-exchange system (1 pp = 10 gp
=20 ep = 100 sp = 1,000 cp) was established many
centuries ago by the Great Kingdom at its founding,
based on a similar system of coinage developed by
the kingdom of Aerdy. As the Great Kingdom spread
across the Flanaess, similar currencies were adopted
by other peoples to better trade with this vast empire,
particularly after magic was used to assess coin purity
and weight. After much debate, Keoland changed its
own coinage system to match the Great Kingdom’s in
331 CY, and even realms like the Frost, Ice, and Snow
Barbarians have roughly similar systems. If a realm
mints its own coinage, the names of each official coin
are given, with the denomination type: pp (platinum
piece), gp (gold piece), sp (silver piece), ep (electrum
piece), cp (copper piece). Other forms of currency are
given if important.

Population: This shows the distribution of various
races as a percentage of the overall population. The
classification “Other” at the end of the entry indi-
cates that miscellaneous beings round out the popu-
lation. Census figures were reported in mid-590 CY;
all figures are estimates. Previously published popu-
lation figures for the Flanaess were often very low
given poor census-taking methods and outright
falsification.

Parenthetical notes give the general ethnic com-
position of some groups, where statistics are avail-
able. The ethnic mix for humans includes the fol-
lowing code letters: B = Baklunish, F = Flan, O =
QOeridian, R = Rhennee, S = Suloise, Z = Olman. A
lower-case letter indicates an ethnic group is in the
minority in a realm; an upper-case letter indicates
that the group is widespread. All figures for gnomes
are for rock gnomes. Unless noted otherwise,
assume elves are high or sylvan, dwarves are hill, and
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halflings are lightfoots. Orcs, goblins, gnolls, giants,
and the like are rarely counted into population sta-
tistics, even if they are very common.

Languages: Languages are given in descending
order of usage in each population. All languages
named here are understood and spoken (if not read
or written) by 5% or more of the population of that
country, or by at least ten thousand persons. Other
languages can be surmised if an appropriate popula-
tion is present (for example, a dwarf minority likely
speaks Dwarven). Humans often use many nonhu-
man tongues as well.

Alignments: The most common alignments among
the population of each nation appear here. The align-
ment marked with an asterisk also happens to be
that of most local government and law-enforcement
officials. “L” indicates a predictable, firm adherence
to the written laws of the land. “C” shows unpre-
dictability in law enforcement, perhaps because laws
are not written down, are confusing, or can be inter-
preted in many ways. “G” indicates that the laws ben-
efit a majority of people in the realm and aid the
common welfare; torture is restricted, and justice is
fairly applied to all. “B” shows that the laws benefit
only a chosen few within the realm (certain rulers,
religions, races, or ethnic groups), with few rights
for other citizens. “N” indicates a balance between
extremes.

Religions: The major gods worshiped in each state
are given. An asterisk points out that a deity is state
favored. Most people worship or pay tribute to more
than one deity every day, often up to a dozen or
more during the year, though a person might hold
one particular god as a personal favorite.

“Oeridian agricultural gods” stands for five particu-
lar deities usually worshiped as a group: Atroa (spring),
Sotillion (summer), Wenta (autumn), Telchur
(winter), and Velnius (weather). Berei and Beory are
the main Flan agricultural gods (often with Obad-Hai);
Phyton is the Suloise agricultural god.

“Dwarf pantheon” refers to the pantheon of dwarf
gods led by Moradin.

“Elf pantheon” stands for the Seldarine, the pan-
theon of elf gods led by Corellon Larethian.

“Gnome pantheon” refers to the pantheon of
gnome gods led by Garl Glittergold.

“Halfling pantheon” stands for that group of
halfling gods led by Yondalla.

“Orc pantheon” refers to those orc gods led by
Gruumsh.

The Olman pantheon consists of an assortment of
strange deities whose behavior and nature seem
alien to Flanaess civilization. They are poorly under-
stood and not detailed here.

True pantheonic worship (worshiping all the gods
of a given ethnic group or race) is rare among humans.
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Most people are pragmatic and worship only those
gods they deem important to their daily lives,
regardless of the origins of those gods. Even nonhu-
mans, who tend more toward pantheonic worship
than humans, might give offerings to gods of human
origin, if the latter offered benefits the nonhumans
want or need. Ehlonna, Ulaa, Fortubo, Jascar, and
Bleredd are important examples of human gods with
significant followings of elves or dwarves. Hextor,
Erythnul, Nerull, Syrul, and Beltar are often wor-
shiped by orcs or goblinoids who also worship their
own racial gods.

Allies: States and organizations that most often offer
support to a realm are named here. Some alliances are
shaky or complicated (subject to changes in politics
or national mood or forced into alliance by enemy).
Enemies: States that actively attempt to bring down
the current government of a realm, by means overt
(raiding or warfare) or covert (assassination, sabotage),
are given here. Some states are greatly distrusted and
have sanctions applied against them.

Overview: A geographic overview of each state is
given with details on climate, unusual flora and fauna,
major transportation and communication routes, and
a brief look at the country’s military situation.
History: The origins and major past events of each
state are covered briefly, with a focus on the recent
past, particularly since 570 CY.

Conflicts and Intrigues: Current troubles, open
and secret, are noted here for use as adventure
starters and campaign background by Dungeon
Masters.

Ahlissa

Proper Name: United Kingdom of Ahlissa

Ruler: His Transcendent Imperial Majesty, Overk-
ing Xavener I, Grand Prince of Kalstrand, Crowned
Head of House Darmen (NE male human Rog15)
Government: Feudal empire with hereditary ruler-
ship; principalities are loosely governed by monarch
whose powers are limited by written agreements
with major nobles

Capital: Kalstrand

Major Towns: Carnifand (pop. 4,800), Hexpools
(pop. 12,700), Innspa (pop. 12,200), Jalpa (pop.
22,900), Kalstrand (pop. 24,000), Naerie (pop. 6,300),
Nulbish (pop. 17,100), Orred (pop. 5,800), Pardue
(pop. 4,100), Prymp (pop. 17,400), Ralsand (pop.
2,500), Rel Deven (pop. 29,400), Sarndt (pop. 2,300),
Torrich (pop. 27,500), Zelradton (pop. 12,900)
Provinces: Eight principalities, one grand principal-
ity, various marchlands, and numerous very small
noble fiefs (counties, duchies, and baronies)
Resources: Foodstuffs, livestock, cloth, silver,
copper, gold, iron products, timber, herbs, fine ale and
beer, historical and magical knowledge
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Coinage: [Modified Aerdy] nightingale (pp), crown
(gp), noble (ep), penny (sp), common (cp)
Population: 3,836,100—Human 79% (OSf),
Halfling 9%, Elf 5% (sylvan 90%), Dwarf 2%, Gnome
2%, Half-elf 1%, Half-orc 1%, Orc 1%

Languages: Common, Old Oeridian, Orc, Halfling,
Elven

Alignments: N, NE, LE* LN, CE, CN, LG
Religions: Zilchus*, Hextor, Oeridian agricultural
gods, Xerbo, Fharlanghn, Olidammara, Kord,
Norebo, Ralishaz, Procan, Kurell, orc pantheon,
halfling pantheon, Boccob, Wee Jas, Delleb, Syrul,
various goblinoid gods, Rudd, elf pantheon

Allies: None

Enemies: Scarlet Brotherhood, North Kingdom,
Tuz. Ahlissa is gravely distrusted by everyone else,
particularly by all areas formerly a part of or adjacent
to the old Great Kingdom. The Rhennee hate
Ahlissa and do not travel there.

Overview: The United Kingdom of Ahlissa is the
official title of the remainder of the central and
southern lands that once comprised the vast Great
Kingdom. At its height, the empire spanned the
Flanaess from the Solnor Coast to the Fals Gap, from
the Azure Sea in the south to the Icy Sea in the
north, leaving its cultural imprint on every realm in
between. Today, the kingdom is a shadow of its
former self, as wars of independence and centuries
of conflict have sundered the once great empire. It is
now colloquially referred to as the New Kingdom of
Ahlissa, or more often just Ahlissa, borrowing the
name of an ancient Flan realm that the Aerdy
defeated to win these fecund southern lands during
the migrations.

Most of the territory of Ahlissa lies between the
former South Province of the Great Kingdom and
the Grandwood Forest; portions of it extend as far
north as Innspa, near the Adri. These lands are
densely populated, with most of the citizenry clus-
tered around a series of large river cities. The people
of these lands are largely an Oeridian-Suel mix;
some orcs and goblinoids are here, but few elves,
gnomes, and halflings exist except in the forests and
hills. At one time these were the richest provinces of
the Great Kingdom, but years of war have reduced
much of the economy to tatters. The last five years
were dutifully spent rebuilding infrastructure.

These lands center around the vast, temperate
plains formed by the Flanmi, Mikar, and Thelly
river systems of the eastern Flanaess, which have
for centuries nourished the Great Kingdom and its
predecessor states. Most native predators were long
ago exterminated by the Aerdi, though some sur-
vive on the wild plains far from the river valleys,
where the majority of Ahlissa’s cultivated lands are
found. The rivers of Ahlissa carry the products of
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the countryside to the large cities, which contain
the markets of the kingdom and produce manufac-
tured goods and services. The Adri and Grandwood
are all that remain of a once-vast deciduous forest
that legends say met on the broad banks of the
Flanmi. The Aerdi cut back the woods ages ago, and
continue to reduce both forests, particularly the
Adri, with aggressive logging and clearing for pas-
tures and farmland. These central farmlands once
grew vast amounts of grain to support the burgeon-
ing populations of the kingdom, but the fields near
the disputed borders now lie mostly fallow. Most
large wildlife in the kingdom consists of grazing
animals such as aurochs (wild cattle) and many sorts
of deer and horses.

The whole of these lands is now ruled from a
newly sired capital, Kalstrand, where Overking
Xavener of House Darmen has established his royal
court. Use of the term “Malachite Throne,” which
once described the office of the overking, is now
considered vulgar. House Darmen, the priesthood of
Zilchus, and the Royal Guild of Merchants consti-
tute the most dominant power block in the kingdom
through their control of trade and administration of
the cities.

The mandate given to Overking Xavener by these
factions is very clear: They want him to reestablish
Aerdy as the preeminent economic and political
power in the Flanaess, avoiding further warfare at all
costs. An enormous black market in medicines,
weapons, clothing, livestock, and food threatens the
legal economy, and Xavener has acted to tightly
draw together the provinces under his banner by
restoring the imperial hierarchy. His recent restruc-
turing of the system of nobility, once top-heavy with
princes of minor power, has created much ill will
between lesser and greater noble houses for control
of territory, taxes, and merchant traffic within
Ahlissa and with outside states. Most of Ahlissa’s
lords, however, are loyal to the new order because it
has reduced the chaos and restored a sense of pur-
pose to the kingdom.

The major political subdivisions of the United
Kingdom of Ahlissa follow, with their capitals,
rulers, and ruling Houses.

Adri Forest, Marchland of the

Innspa

Prince Molil (LN male human Ftr9), House Naelax
Ahlissa, Principality of

Zelradton

Prince Reydrich (NE male human Wiz20), House
Naelax

Chathold, Marchland of

Rel Deven

Marquis Karn Serrand (LG male human Clr13 of
Rao), House Cranden

Grandwood Forest, Marchland of the

Torrich

Princess Bersheba (CE female human Rog9), House
Darmen

Innspa, Principality of

Innspa

Princess Karasin (NE female human Wiz10), House
Garasteth

Jalpa, Principality of

Jalpa

Prince Farland (LE male human Ftr12), House
Darmen

Kalstrand, Capital Principality of

Kalstrand (imperial capital)

Overking Xavener I (NE male human Rog15),
House Darmen

Medegia, Marchland of

Nulbish (to be moved to Pontylver once it is cleared
of undead and rebuilt)

Prince Gartrel (LE male human Ftr10), House
Darmen

Naerie, Principality of

Naerie

Prince Barzhaan (LN male human Ftr13), House
Haxx

Nulbish, Principality of

Nulbish

Prince Harnnad (NE male human Ftr11), House
Darmen

Rauxes, Marchland of

Carnifand (to be moved to Orred after marchland
has been divided into smaller provinces)

Baron Oswalden (NG male human Wiz15), House
Cranden (administrative caretaker until marchland’s
future is decided)

Rel Deven, Principality of

Rel Deven

Prince Carwend (N male human Wiz14), House
Cranden

Torrich, Principality of

Torrich

Prince Dilweg (LE male human Wiz16), House
Darmen

History: The history of the United Kingdom of
Ahlissa is essentially the history of the Great King-
dom. This tale begins more than twelve centuries
ago, when Oeridian tribes wandering the vast cen-
tral plains of Oerik beyond the Flanaess in the Far
West were driven to the east by a series of raging
conflicts that culminated in the infamous Twin Cat-
aclysms of prehistory. These nomadic peoples were
not very different, culturally speaking, from their
neighbors the Flan, being superstitious, rustic,
proud, and relatively primitive compared to the
great empires of the Suel and Baklunish. Perhaps the
proudest, most warlike, and powerful of these tribes



were the Aerdi, their name meaning “sky people” in
the old tongue. These clans worshiped powers of the
Oerth and sky, and they read signs and portents in
the heavens.

When the struggle between the Baklunish and
Suloise empires threatened to engulf central Oerik, it
was proclaimed that the destiny of the Aerdi and
other Oeridians lay far to the east. So, 1,235 years ago,
began the Great Migrations to which the modern
reckoning of the Oeridians is dated. The tribes
entered the Flanaess through the Fals Gap, where
they first encountered the Flan. In time, the Aerdi
arrived at the shores of the great eastern waters, their
long journey at an end.

They named that vast ocean the Solnor (literally,
“the birthplace of the sun”), and along its shores
they founded a series of small states. These were
largely tracts settled by individual noble houses of
the Aerdi, such as the mystic Garasteth, the noble
Cranden, the mercantile Darmen, the calculating
Rax, and the militaristic Naelax. These small princi-
palities accomplished little under their loose con-
federation, as they were individually unable to take
on the Ur-Flan and Suel, so they quickly gathered
under a single banner. In 428 OR (-216 CY), the
scion of House Garasteth, Lord Mikar, became the
first grand prince (equal to a king). He ruled a land
now called the kingdom of Aerdy (“aer” meaning
“sky” in Old Oeridian).

The Aerdi made their capital in Rel Astra, and
spent the next few decades conquering the neighbor-
ing Flan and driving the Suel to the south. Due to the
cooperative effort of the various Aerdi tribes settling
in the Flanmi basin, they expanded quickly. First
they conquered the Flan's crumbling kingdom of
Ahlissa in the southwest, then swept north to con-
tend with other Oeridian tribes who had settled the
Flanaess behind them. During the reign of Grand
Prince Almor II, the Rax Aerdi defeated their Nyron-
dese rivals in the Battle of a Fortnight's Length (535
OR, or =109 CY). Aerdy almost doubled in size and
thereafter became known as the Great Kingdom,
now a true empire.

It was the prudence of House Cranden that solidi-
fied the realm’s power structure over the next cen-
tury. The Great Kingdom became a potent force for
order and good in the Flanaess. In the year 645 OR
(1 CY), Grand Prince Nasran declared universal
peace in the empire, taking the new title of overk-
ing. Nasran was by all accounts a wise and dutiful
ruler, and few openly begrudged him his claim.
However, it quickly became clear to all the noble
houses of the Aerdi that power in the Great King-
dom was being centralized in the hands of the rulers
of Rauxes, and that the fortunes of the Great King-
dom would now rest with them. The needs and
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intrigues of the Celestial Houses would soon
become subordinate to the politics of the Malachite
Throne.

Nasran founded the See of Medegia and granted it
to the faith of Pholtus. The Great Kingdom was
quickly becoming too vast to effectively control from
Rauxes, so the overkings appointed viceroys to rule
the major provinces. The viceroys had near total
autonomy within their realms to efficiently deal with
local problems, answering only to the Malachite
Throne. By 100 CY, there were four such viceroys.
One in Zelradton administered South Province
(awarded to House Cranden), and a counterpart in
Eastfair controlled North Province (awarded to
House Naelax). The empire’s borders had by now
reached all the way to the Fals Gap and the moun-
tainous Quaglands. Manshen, the first Rax overking,
divided these marklands in 100 CY, forming two vast
provinces around the Nyr Dyv, one in the east and
one in the west. The Viceroyalty of Nyrond, which
eventually included Urnst, was ruled from Rel Mord
by a junior branch of House Rax. A viceroy in Dyvers
administered the Viceroyalty of Ferrond, including
its Northern Reaches (now Perrenland and lands
north and northeast of the Vesve Forest).

The Great Kingdom reached its height over the
next century under House Rax, with ambitious rulers
such as the lines of Erhart and Toran. However, with
the death in the spring of 213 CY of the Overking
Jiranen, a sovereign who had reigned many years,
succession became a matter of intrigue. His fatuous
son Malev was uninterested in the office and pro-
ceeded to secretly auction it off to the highest bidder
among his relatives. Malev did not care who took the
throne, and it came as some surprise when his cousin
Zelcor reportedly met his price.

During Zelcor’s coronation in Rauxes later that
year, an ominous sign appeared in the sky, a com-
plete eclipse of the noontime sun above the capital.
The Royal Astrologers proclaimed it as a great por-
tent, confirming the sign of a coming Age of Great
Sorrow prophesied by Selvor the Younger fifteen
years earlier. Overking Zelcor promptly abolished
the astrologers’ order for trying to recreate earlier
hysteria and banished the members to Rel Astra. So
proceeded an inexorable decline that began as the
rulers of House Rax became progressively neglect-
ful, decadent, or dimwitted. Provinces began calving
off the empire like icebergs into the sea, beginning
with Ferrond in 254 CY. Many noble and good Aerdi
were expatriated by these secessions, leaving the
heart of the kingdom to opportunists. By 356 CY,
Overking Portillan could not even prevent his own
cousin, the viceroy of Nyrond in Rel Mord, from
breaking with the Malachite Throne and declaring
his independence.
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After the withdrawal of Nyrond from the Great
Kingdom, the slide became precipitous. Buffoons
and incompetents sat upon the Malachite Throne,
and their mismanagement split apart the Celestial
Houses. This period of degeneration culminated in
the Turmoil Between Crowns, when the last Rax
heir, Nalif, died in 437 CY at the hands of assassins
from House Naelax. The herzog (great prince) of
North Province, Ivid I, then laid claim to the throne.
The herzog of South Province, Galssonan of House
Cranden, broke with Rauxes and joined a widespread
rebellion in the south. Years of civil war ensued, and
only the intercession of dispassionate houses such as
Garasteth and Darmen brought about the final
compromise.

The tyrannical Ivid I assumed the Malachite
Throne at the price of granting greater autonomy to
the provinces, notably Medegia, Rel Astra, and Almor.
The recalcitrant herzog of South Province was quickly
deposed and replaced by a prince from House Naelax,
who sought immediately to bring the southern insur-
gents back into line. In 446 CY, the herzog granted an
audience to representatives of Irongate, who went to
Zelradton to air their grievances. The offer turned out
to be a ruse, and the ambassadors were imprisoned,
tortured, and executed for Overking Ivid’s enjoy-
ment. The whole of the south arose again in violent
rebellion, and one year later formed the Iron League
and allied with Nyrond.

The line of Ivid, comprising four more overkings,
ruled the Great Kingdom for almost another century
and half. They oversaw a fractured Great Kingdom,
but they did so with iron fists and villainous glee.
The Malachite Throne soon became known as the
Fiend-Seeing Throne, and it was widely believed
(with good reason) that the Ivid overkings consorted
with evil outsiders. The faith of Hextor became the
most prominent in the realm, and it laid claim to the
See of Medegia, wresting it from the Zilchans who
had held it for nearly two centuries after they had
supplanted the Pholtans.

The Great Kingdom saw a brief, violent resurgence
during the reign of Ivid V, who assumed the Mala-
chite Throne in 556 CY. Despite creeping insanity,
he ably defended his realm from the combined forces
of the Golden League (579-580) and civil unrest
during the Red Death plague of 581. After years of
political maneuvering and scheming, Ivid finally
brought far-flung provinces together in an attempt to
launch a great war to reestablish the former glory of
the empire of the Aerdi. In 583 CY, Ivid launched an
attack upon Nyrond, Almor, and the Iron League
states, but the conflict served only to bring ruin to
the heartlands of the Great Kingdom and destruction
to many tens of thousands of citizens. Ivid made
terrible enemies of his kinsmen. North Province

declared independence from the Great Kingdom in
584 CY, dragging itself out of the Greyhawk Wars,
and the empire shattered within weeks into many
pieces.

The end came swiftly in 586 CY, when rivals for
the throne, perhaps including the fiendish Duke
Szeffrin of Almor, attacked the capital after hearing
news indicating Ivid V had died or been deposed.
Rauxes fell victim to a vast magical conflict that left
the city in ruins and submerged in a region of dis-
torted magical force with unpredictable effects. The
final fate of Ivid V, the rivals for the Malachite
Throne, and Rauxes’s citizens remains unknown. All
central authority gone, the provinces of Aerdy went
their own ways.

In the north, Ivid’s cousin, Herzog Grenell,
founded the Great Kingdom of Northern Aerdy and
crowned himself overking, a title not used outside
his own realm. He focused his energies entirely on
defending and consolidating his new realm. In 587,
most of the rest of the Great Kingdom re-formed in
the south under the banner of House Darmen and
began calling itself the United Kingdom of Ahlissa.
Leading this effort was the scion of Darmen, a pow-
erful prince from Kalstrand named Xavener, who
assembled the surviving provinces into a new nation
with his own House preeminent. Within four years,
Ahlissa had expanded to share an undefined border
with North Kingdom. Now, the two nations con-
tend for the lands of central Aerdy and control of the
future of the Aerdi people.

In 590 CY, Overking Xavener directed his kins-
men, assisted by the priesthood of Zilchus, to create
a new path for the Windmarch, an ages-old annual
trade route that once ran from Chathold downriver
to Nulbish and Pontylver, then upriver all the way to
Eastfair. The Windmarch survived even during the
mad and murderous reign of the Ivids of House
Naelax, but with the latter stages of the Greyhawk
Wars and the collapse of the Great Kingdom the
Windmarch ended, as travel became too unsafe for
the merchants involved.

The overking intends for the new “Windmarch of
Ahlissa” to strengthen trade within his empire, as
well as the infrastructure (roads, bridges, mail routes,
river traffic), the tax base, internal political ties, and
the Ahlissan army. The army, including units from
the principalities, has been directed to secure the
new Windmarch route from bandits, renegade orcs
and military units, troublesome minor nobles, out-
side aggression, the Scarlet Brotherhood, etc. The
Windmarch is not meant to improve external trade;
holding the empire together is a higher priority.

The first new Windmarch is scheduled to begin in
Coldeven 591 CY in both Rel Deven and Hexpools,
with merchants from both cities migrating to



Kalstrand for Growfest, then on to Nulbish, Pardue,
Sarndt, Torrich, Jalpa, Carnifand (during Brewfest),
and Orred. From Orred, the merchants head for
home in two groups, one going down river and the
other heading overland. Merchants from Naerie and
the Relmor coast must go to Rel Deven or Hexpools
to join the great caravan, though some join the Wind-
march elsewhere along the route. Much of the route
lies along ancient, magical roads called the dirawein,
built by the Aerdi and still functional. Clearing the
dirawein of bandits is a major project.

Conflicts and Intrigues: Potentially explosive
border disputes lie on every side of Ahlissa. Internal
disorder and banditry is caused by orc ex-soldiers,
renegade army units, gangs of thieves and smug-
glers, and hostile noble houses. Scarlet Brotherhood
spies want to infiltrate and control regional govern-
ments and noble houses. A secret society called Mid-
night Darkness assassinates foreigners in Ahlissa
seen as “interfering in Aerdy’s noble culture.”

Almor (see Nyrond)

Bandit Kingdoms

Proper Name: (formerly) Combination of Free
Lords; (now) Bandit Lands (within the Empire of
Tuz)

Ruler: Various petty warlords and tyrants or Lesser
Boneheart mages, all supposedly in service to Iuz
Government: Many loosely allied petty dictator-
ships, currently “administered” (often in name only)
by occupying forces of Tuz

Capital: (formerly) The largest city in the strongest
fiefdom, usually Rookroost; see “Provinces,” below.
Major Towns: Alhaster (pop. 4,700), Balmund (1,300),
Groucester (1,100), Hallorn (540), Kinemeet (2,300
humans, 5,000 orcs), Marsakeer (630), Narleon (2,400),
Riftcrag (pop. 5,000), Rookroost (17,500), Sarresh
(3,600), Senningford (1,200), Stoink (13,300)
Provinces: (Formerly) seventeen independent fief-
doms, number variable over time; (now) various ill-
defined territories governed from four “regional cap-
itals” (Hallorn, Riftcrag, Rookroost, and Stoink);
entire region is itself part of the Empire of Tuz
Resources: Silver (in Rift Canyon)

Coinage: Various currencies produced by each fief-
dom or stolen from sovereign nations

Population: 475,200—Human 79% (OFSb), Half-
orc 9%, Halfling 5%, Elf 3%, Gnome 2%, Dwarf 1%,
Half-elf 1%

Languages: Common, Orc, Halfling

Alignments: CN, CE*, NE, N, LE, CG

Religions: Tuz (officially), but also Olidammara,
Erythnul, Norebo, Hextor, orc pantheon, Nerull,
Ralishaz, Kurell, Fharlanghn, Pholtus, Trithereon,
Rudd, various goblinoid gods
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Allies: None

Enemies: Shield Lands, Furyondy, Stonehold, Rovers,
Tenh, County of Urnst, the Pale, Nyrond, Knights of
Holy Shielding, Knights of the Hart, hostile factions
within Iuz's command structure (sometimes)
Overview: The lands of the Bandit Kings are arable
but not especially fertile, being rocky and grossly
overfarmed. Some scholars believe the rowdy dispo-
sition of the natives can be traced to these agricul-
tural difficulties, since they discourage large settle-
ments and set the stage for banditry by poor farmers
against trade caravans moving from city to city.

Despite being largely a land of flat, featureless hori-
zons, the area is home to one of the most stunning
geographical features of the continent: the forebod-
ing Rift Canyon. Hundreds of tales and legends tell
of how the great canyon came to be. Most know it as
a den of foul creatures and strange magical condi-
tions. Presently, it is infested with bandits fighting
against the occupying forces of Tuz.

Weather conditions here are generally temperate,
though winters tend toward harsh storms and even
blizzards throughout late Sunsebb and early Fireseek.
In contrast, high summer often brings drought,
threatening grain crops and cattle production.

Prior to the Greyhawk Wars, the local lords fre-
quently made war with one another. When the
entire realm came under threat from exterior foes
(usually the Shield Lands, Tenh, or the Horned Soci-
ety), each lord sent a portion of his troops; bandit
army counts often totaled as high as fifteen thou-
sand troops.

Though the forces of Iuz now occupy and admin-
ister much of the lands of the Bandit Kingdoms,
some old political divisions remain, even if entire
populations do not. Some states here have survived
or even returned to life after Tuz's conquest of this
region, adding chaos to a very tumultuous empire.
The following is an outline of these old states and
their current status.

Abbarra: A wilderness of rugged plains situated
between the Fellreev and Tangles, immediately west
of the Midlands, Abbarra was long run by a syndi-
cate of formidable assassins. In a land as chaotic and
lawless as the Bandit Kingdoms, the blade of a
trained killer is highly prized. Because of this, the
Abbarrish have generally managed well as a people,
despite the inferiority of their overfarmed land.
Abbarra lost most of its able fighting men at Steel-
bone Meadows in northeastern Wormbhall, the scene
of a frightful massacre in Brewfest 584 CY brought
on by a deranged cleric of Tuz. However, some assas-
sins survived (perhaps organized by their former
leader, the ruthless Kor (NE male human Asn12)
and now prey on Iuz's rare patrols in this area. These
“terrorists” strike from hidden bases and live off the
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land. Abbarra is technically governed from Hallorn,
but it is generally ignored by the empire.

Artonsamay, Duchy of the: Located along the
riverbanks north of the Great Northern Bend of the
Artonsamay and the plains within 30-60 miles of
the Rift Barrens’ eastern end, the duchy was a curios-
ity in this land of criminals and murderers. Though a
purse was as likely to go missing here as in any hold-
ing, Artonsamay had about it a certain honor lacking
in most of its neighbors.

Rumored to have been ruled by a puissant noble
adventurer of Urnst's Gellor dynasty, Artonsamay
was a favorite haunt of thrill-seekers and lawless folk
lacking an evil or sadistic bent. None of this, how-
ever, served to aid the duchy when Iuz’s forces
invaded in 583; the realm’s castle “capital” was
destroyed, and most of the land’s residents fled to the
County of Urnst, Stoink, or the Rift. Great magic was
employed in the battle, and Artonsamay is now
mostly uninhabited wilderness (much of it barren)
with poor hunting, governed from Stoink. Many,
including Countess Belissica, believe that Duke
Gellor (N male human Ftr12) is dead, though the folk
of Stoink whisper that no less than Tuz's high priest-
ess, Halga, was seen there, tracking a man bearing an
all-too-familiar appearance.

Dimre, Grand Theocracy of: Dimre includes the
far end of the Phostwood west of the Artonsamay,
and the plains 60—75 miles west of that wooded bend
in the river. A small, powerful state, Dimre once
raided Tenh and Nyrond through the Phostwood
and Nutherwood. Founded prior to the Great Coun-
cil of Rel Mord by the charismatic canon of a hereti-
cal apostate cult of Pholtus, Dimre is greatly reviled
in the Pale. Brave young templars are often sent by
the Pale’s theocrat to undermine the little realm. The
appalling failure rate of such endeavors has led many
to suggest (in private) that Dimre presents the Pale
with a convenient means for disposing of chal-
lengers to the status quo. After several embarrassing
defeats in the summer of 583 CY, even the armies of
Tuz chose to let matters stand, signing a pact of
nonaggression and alliance with Dimre. Dimre is
technically governed from Stoink, though it is
autonomous in reality. Dimre’s clergy preaches that
to understand the glory of Light, one must first walk
hand-in-hand with Darkness. Its army keeps watch
on all borders, allowing none but the faithful to pass
into their sacred land.

Fellands: The western Bluff Hills, eastern Fell-
reev, and lands between were part of a warrior realm
based in the town of Groucester. The Fellands were
conquered by the forces of Tenh in the spring of 578
CY, and ceased raiding eastward for a time. This
realm was absorbed by the Grosskopf clans in 581,
following a marriage between their ruling families.

The invasion of 583 brought with it new leader-
ship in the guise of Xavendra (CE female human
Clr13 of Tuz) an oddly refined and graceful cleric of
Tuz. Lacking the fiends that provided most of her
security, the cleric has had to accept former bandits
into her circle of leadership in Groucester. (She
reports to the regional capital at Rookroost.) The
bulk of the bandits working with her have turned to
dark religion and evil debauchery. Xavendra has a
well-known distaste for orcs, and some suspect she
may make a play for independence (despite being a
cleric of the demigod) should Iuz’s full attention fall
elsewhere.

Freehold, Mighty: The realm in the inner crook
of the Fellreev Forest, south of the Artonsamay, was
named for its sole fortified site, a huge walled keep.
The Freehold allied itself with Tuz when the latter
invaded in 583, but its forces were treacherously
destroyed at Steelbone Meadows the following year.
The land is patrolled by rogue orcs now, and surviving
Freeholders are very few. Few troops from Hallorn
check on it.

The Freehold keep itself was altered in the early
months of Tuz’'s occupation, becoming the grisly
castle known as Fleichshriver. Remolded by
fiendish hands, the citadel is an imposing reminder
of the evil, otherworldly forces that once infested
the local countryside. Though passers-by no longer
need fear the claw and tooth of marauding demons,
strange, haunting screams can still be heard from
the seemingly abandoned keep; locals give it a wide
berth. Tuz’s archmage Null (CE male human Wiz19),
of the Greater Boneheart, was known to come here
in the past and might do so still.

Greenkeep, Defenders of the: The eastern Fell-
reev south of the Artonsamay River was a state dom-
inated by humans but with significant numbers of
renegade sylvan elves and half-elves. Merry follow-
ers of Olidammara, the Greenkeepers escaped the
massacre at Steelbone Meadows and withdrew into
their corner of the Fellreev. They suffered much
from raids by wizards, clerics, and orcs under Tuz,
but some hang on, helping and helped by the
Reyhu-elf alliance across the river. They avoid the
plains to the south.

Grosskopf, Grand Clans of: The eastern Bluff
Hills and lands south to the Zumker were held by
Grosskopf, long friendly with orcs and their kin.
Grosskopf was invaded by Duke Ehyeh IIT's forces
in 578 and forced to restrain its banditry. This war-
rior realm absorbed the Fellands in 581, following a
marriage between their ruling families, and raids
into Tenh began anew late that year.

In 583, with the troops of Stonefist crowding Tenh
and demon-led orc and hobgoblin armies rapidly
approaching from the west, Grosskopf capitulated to



Tuz. (Some men fled into the Bluff Hills, where they
hold out yet.) Many Grosskopf raiders with cavalry
skills elected to take Iuz's suggestion that they relo-
cate to the Barrens to fight the Rovers, with whom
Grosskopf had clashed for many decades. The raiders
live now at the Barrens’ regional capital, Grossfort,
forming the basis of a sizable army known as the
Marauders of the North. Other Grosskopf troops
work with allied orcs and goblins at Senningford
and Narleon, fighting Stonehold skirmishers and
supplying Iuz’s troops in Tenh. Grosskopf and Fel-
lands are both now controlled from the regional cap-
ital at Rookroost.

Johrase, Kingdom of: One of the oldest holdings
in the Combination of Free Lords, Johrase has long
held the lands west of the Zumker-Artonsamay con-
fluence, extending southwest from the town of
Kinemeet (the capital) to the Rift Barrens and the
Tangles. Formed in 324 CY by Andrellus, a de-
bauched scion of Aerdy’s Rax dynasty, Johrase repre-
sented a miniature Great Kingdom, replete with its
own king and commoners (represented by local Flan
plainsmen).

Over time, the realm’s society became increasingly
dominated by the warrior instincts of the Flan, the
throne being held by the most powerful warrior,
regardless of race. Annual raids against Redspan
ensured that the brutish influence of Johrase was
known throughout the Flanaess. Nonetheless, Kine-
meet became a neutral meeting ground for bandit
chieftains and a marketplace for cattle and horses.

Johrase allied with Dimre and fought Iuz’s forces
in 583, but it was routed and its men scattered to the
east. Many have taken to the mercenary life in Tenh,
fighting for the Tenha, the Pale, or whoever offers
the most coin. All fly the black morning star
emblem of Johrase in combat, and Johrase men
never fight each other, regardless of professed alle-
giances. Johrase bandits hate orcs and goblins, and
attack them on sight; they are proud but very bitter
about their loss.

Kinemeet is now primarily an orcish city, its
forces charged with controlling the plains for 100
miles or more in all directions. The commander
here, usually a gigantic orc or intelligent ogre war-
rior, reports to either Rookroost or Riftcrag, depend-
ing on whim. The commander is replaced about
once a year, however, thanks to duels for leadership.
The orcs here are warlike in the extreme but loyal to
Tuz, despite the fact that they frequently use Johrase
shields and flags along with those of the Old One.

Midlands, Stronghold of the: Once located
between the Fellreev and the Tangles, this plains
domain was ruled from a fortified Hextorian temple
across the Artonsamay River from Rookroost.
Throughout history, the bandits of Midlands acted
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in concert with and against the armies of Rookroost,
depending upon fortune and agreements between
the local graf and the plar of the region’s capital. By
583, the Midlands and Rookroost were allied. Iuz's
armies encountered staunch but ultimately point-
less resistance on the Midlands fields. When the .
defenders fell, the route to the capital lay open. 2
Most surviving forces were destroyed at Steelbone A
Meadows, and the temple has been razed. The

region is now under the control of Kinemeet's orcs, "
who usually answer to Graf Demmel Tadurinal (CE
male human Clr8 of Tuz), a toadying cleric stationed
in Rookroost. The graf also handles patrols along
the Artonsamay.

Redhand, Principality of: The Combination’s
only coastal “kingdom,” Redhand holds a section of
the north coast of the Nyr Dyv, from the old Shield
Lands to the mouth of the Artonsamay. “Prince”
Zeech (LE male human Ftr8/Clr4 of Hextor), an ;
effete renegade Shield Lands lord who broke with 4N
his nation in 577, swiftly allied himself and his -
forces with Iuz in 583. The alliance saved his realm
from destruction, though the old lords and soldiers
of the realm chafed at taking orders from half-orcs
and worse. Redhand’s capital is at Alhaster, but | .
Zeech must report to the clerics of Tuz at Balmund,
which he hates. Deadly conflicts between “Reyhu”
orcs in the north and Redhand humans in the south
are becoming common.

Now that most of the Old One’s demonic officers
are gone from the land, many believe Zeech and his
men are set for a rebellion. Word of this surely has
reached Dorakaa, and all eyes watch the debased
prince with grotesque curiosity, guessing at his fate
should he defy Tuz. Zeech would get no help else-

where, as he is greatly hated in Urnst and Furyondy. . -~
Reyhu, Great Lands of: Though the city of Rook- ] '{}4

roost commonly held the distinction of the “capital” . §1

of the old Bandit Kingdoms, the Allied Townships of

Reyhu (Balmund and Sarresh) controlled the most X

fertile land, granting them much power in this land
of arid plains and sickly woods. Sworn enemies of the
Shield Lands, Reyhu men became skilled raiders and
defenders by necessity; tales of the prowess of the
Reyhu armies were told as far west as Lopolla.

The rulers of Reyhu, a long line of self-named
tyrants, curried favor in the County of Urnst, even
coming to the aid of the count when Nyrondal cav-
alry crossed the county’s eastern border following
Nyrond’s break from the Great Kingdom. Because of
this, Urnst funneled much unofficial (and often
illegal) trade to Reyhu through Hardwyn, across the
river from Sarresh. This went on despite the wicked
nature of Reyhu's folk, many of them followers of
Erythnul, as many family ties crossed the Artonsamay
in this region.
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Though Reyhu men invaded the Shield Lands
with other Bandit Kingdoms after 579 CY, they
feared Tuz and fled from his huge, eastward-moving
armies in 583 CY, heading north into the Rift
Canyon or the Fellreev, or southeast into the County
of Urnst. Reyhu men now raid their old homeland
from bases in Urnst, or else hold out in the central
Fellreev in alliance with sylvan elves there.

The old Reyhu region is administered by a quartet
of clerics of Tuz in Balmund, who in turn report to
either Riftcrag or Stoink (their orders are often con-
fused on this point). Their incompetence does not
eliminate the fact that the countryside literally
crawls with orcs and their allies, and hence is well
defended, if only by the sheer number of defenders.
Reyhu’s celebrated fields lay fallow, its crucial
resource completely ignored and turning into
wilderness.

Rift, Men of the: Rift Canyon and nearly all the
rough lands around it (the Rift Barrens) were ruled
from the town of Riftcrag, which long had a notable
nonhuman population of orcs, gnolls, bugbears,
ogres, and the like. The original bandit force here
largely abandoned the city to Iuz's forces in 583,
gathering in the deep recesses of the Rift and plan-
ning a dark revenge. These forces are augmented by
many refugees from Iuz’s attacks (notably Reyhu),
and they are led by the charismatic self-proclaimed
Plar of the Rift, Durand Grossman (NE male human
Rog11). Native nonhumans and a few magically con-
trolled monsters round out what is one of the three
most active and well-defended resistance forces in
the Bandit Kingdoms (the others being in the Fell-
reev). Rift folk are mostly as chaotic and evil as the
nonhumans, but they are clever and skilled at moun-
taineering and trap-setting. Many thieves and
berserkers are among the warriors here, and Eryth-
nul worship is widespread.

Iuz's agents inhabiting Riftcrag made it a regional
capital in 584. They keep watch over the canyon
from the city and from the Leering Keeps, five
citadels perched on the northern edge and eastern
end of the enormous chasm. Led by Cranzer (NE
male human Wiz15), a powerful member of Tuz’s
Lesser Boneheart, these forces patrol the Rift,
attempting to contain the plar’s growing army while
continuously assaulting the Tangles with axe and
fire. The Rift holds mines that provide the region’s
best silver veins. Of late, Cranzer has made deals
with the Rift bandits in order to make the regular
silver shipments personally demanded by Iuz.

Rookroost, Free City of: The large walled city of
Rookroost was founded in 329 CY by an Oeridian
robber-baron named Latavius, who preyed on river
and road traffic within many leagues of his base. The
town grew rapidly; for most of this century, it has
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been the major state in the Bandit Kingdoms, con-
trolling all land up to seventy-five miles north of the
Artonsamay-Zumker confluence and pulling in
much legitimate trade. Rookroost’s rulers have tradi-
tionally been warriors who assassinate their prede-
cessors, controlled all the while by the city’s power-
ful gang of thieves, which also controls the local
assassins. Oeridian humans are dominant, but a large
orc and half-orc population is present, with many
other nonhumans besides (including half-fiends
after the Greyhawk Wars).

A local legend says the city on the hill will never
be conquered, so long as its huge raven population
roosts in the city’s central square. So far, the
prophecy has held true. The city resisted a siege by
Tenha forces in 578 CY but was forced by treaty to
stop raiding western Tenh. It wisely offered to join
Tuz in 583 when the demigod’s armies laid waste to
the Midlands realm to the south, and in 584 it
became a regional capital. Rookroost now governs
all plains, forests, and hills between Cold Run and
the Zumker River, all Iuzite forces in Tenh, and
the plains across the Artonsamay south to the Rift
Barrens.

The city’s newest ruler, Lord Marshall Arus Mor-
toth (secretly: CE male half-fiend Ftr15/Asn4), mur-
dered his predecessor, General Pernevi, following
the loss in 586 of many of Pernevi’s fiendish advis-
ers. Mortoth has restructured the government,
heavily favoring humans over other races, except
for a brutal hill giant employed as chief constable.
Some say thieves and their agents really control the
city, though the current administration has not
overtly tried to sour relations with Dorakaa. Lord
Mortoth is rumored to be disenchanted with Iuz,
but he has no known relationship with Rookroost’s
rogues, being a very self-centered dictator. It may be
that the humans in his administration, which
include very few priests of Iuz, feign their loyalty to
him. Rookroost forces use their old heraldry with
that of Tuz, and relations with Iuz's local clerics are
strained.

Stoink, Free City-State of: The land within the
two lower bends of the Artonsamay just west of the
Nutherwood are controlled by Stoink, long known
as the “Wasp Nest.” One of the most powerful states
among the bandits, walled Stoink had a major export
business in weapons until the Greyhawk Wars
began, trading with and raiding both Nyrond and
the County of Urnst. It also commanded a great
smuggling business by river and road, and its thieves
and mercenaries were renown across the Flanaess
for their superb skills and bad manners. Stoink
declared for Iuz after witnessing the fate of Arton-
samay and Johrase, and Tuz’s “capture” of the city had
little real effect on its daily life. Stoink was one of
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the first three regional capitals designated by Iuz in
584 CY.

Currently ruled by the fearless and grossly over-
weight Boss Renfus the Mottled (N male human
Rog12), Stoink sponsors brigand raids into north-
ern Nyrond, and its forces loot the supply trains of
the army of Tenha expatriates attempting to retake
their homeland under Duke Ehyeh III. Cross-river
raids between Stoink and the Urnst fortress Vent-
nor are increasing, but they have not yet invited an
invasion by the County of Urnst north of the
Artonsamay. The northern border with Dimre is
stoutly defended to prevent raiding by overzealous
minor priests.

Tangles, Earldom of the: Encompassing the
entire Tangles, the far western Rift Barrens, and the
clear plains bordering Warfields and the old Shield
Lands, the Barldom of the Tangles suffered greatly
from the incursion of Tuz’s armies. Formed from an
easygoing adventuring band devoted to Oli-
dammara, the folk of Tangles had their jovial
nature put to the test by hobgoblin raids and ulti-
mately full occupation of all but the most inaccessible
forest depths.

Iuz rules this area from the small town of Hallorn,
the earldom’s former capital and now one of Tuz’s
regional capitals. Hallorn was once a grim place filled
with little more than zombies, thanks to an insane
priest of Tuz and his numerous demonic allies. After
the Flight of Fiends and the priest's death, the town’s
current ruler restored some normalcy to the locale,
albeit of a decidedly evil bent. The wildly insane Earl
Aundurach (CE male human Clr13 of Tuz), a new addi-
tion to the Lesser Boneheart, commands the surviving
Tangles folk harshly and ineffectively. He promi-
nently displays a magical scepter crafted from the
bones of Reynard, the land’s rebellious bandit chief,
captured and slain in 589 CY. The earl is supposed to
control all activities in the Bandit Lands to the north
and west, but it is very doubtful that he does.

A few hundred men and half-elves have with-
drawn entirely into the small woods, and from 585
CY on have gained assistance from clerics of a
Trithereon sect in Furyondy, with access to consid-
erable magic. Attempts to destroy the Tangles from
Hallorn and Riftcrag have always failed, as the forest
seems to regrow damage very swiftly.

Warfields, Unified Bands of the: The original
claimant to the lands along the eastern Ritensa River
has been lost to history. Since well before the forma-
tion of the Viceroyalty of Ferrond, Warfields has
been a chaotic land wracked by nearly endless war-
fare. Situated at the crossroads of the Shield Lands,
Horned Society, and the rest of the Bandit King-
doms, Warfields hosted some of the most titanic
battles in the region’s long history.

The “Unified Bands” of the Warfields were hardly
unified at all, and were governed as a single entity
simply because one ruler was usually powerful
enough to either capture or coerce the leaders of rival
bands. This overlord, known as the Guardian Gen-
eral, ruled through oppression. Generations of chaos
and lawlessness left him little option.

When Rovers of the Barrens overran the north-
ern border of the Horned Society in 578 CY, the
Guardian General of Warfields was among those
bandit lords who pledged their support to the Hier-
archs. Shortly thereafter, the duke of Tenh’s troops
crossed the Zumker and threatened Grosskopf.
Warfields withdrew its support for the Horned
Society, triggering a punitive invasion. The minia-
ture kingdom was controlled by Molag until the
Greyhawk Wars.

In spring 579, Warfields and Wormbhall, directed
and aided by the Horned Society, attacked the west-
ern Shield Lands; they were joined after their initial
successes by armies from Reyhu, Redhand, the Rift,
and other minor kingdoms. The Shield Lands fell,
and Warfields men looted their way to Critwall and
Axeport. They withdrew in early 583, concerned
about a sudden change of orders sent to Horned
Society troops (caused by Iuz, who had slain most of
the Hierarchs and seized control of that realm).
Warfields’ army joined Iuz’s, but it suffered gross
losses at Steelbone Meadows massacre and rebelled.
Warfields was then invaded and destroyed by Iuz’s
hobgoblins. Warfields’ soldiers and citizens are scat-
tered to the winds.

Warfields is much less a center of military activity
these days, consisting mostly of wilderness and
ruined towns. Administered from the regional capi-
tal at Hallorn, the land is rife with hobgoblins, and
few humans remain. The hobgoblins send many of
their number south to fight returning Shield Landers
at Critwall. The former Guardian General, an impos-
ing warrior called Hok (CN male human Ftr14), has
not been heard from in over five years.

Wormbhall, Barony of: Though Iuz the Evil domi-
nates the bedtime monster stories and threats experi-
enced by most children in this dreadful realm, the
ghoulish edifice known as Wormhall, and the
twisted land governed by those who dwell within it,
provide more localized chills. A desolate and largely
uninhabited wilderness in any era, the so-called
Barony of Wormhall comprised most of the land
north of Warfields, along the upper Ritensa River
within 75-90 miles of the east bank.

Wormbhall fell to a Horned Society invasion in 578
CY, though it remained occupied for but three
months. Reports that the dreaded Unnamable
Hierarch himself visited Wormhall were never sub-
stantiated, but most believe that the grim lords of the



land entered into some pact or bargain with the lead-
ers of Molag, granting local autonomy. Wormhall
men took part in the invasion of the Shield Lands
(579 CY) and later joined Iuz's troops, but they were
slaughtered at Steelbone Meadows. Surviving troops
and citizens fled into the Fellreev.

Iuz’s invasion in 583 CY brought about a similar
result. The Wormhall itself still stands, and its
strange masters are said to dwell there, about 40
miles west of Steelbone Meadows. Iuz's orders to his
troops in this land go first to the Wormhall, bypass-
ing Hallorn, the regional capital. The common folk
who have not fled the region have experienced few
changes in their daily lives. Still, Wormbhall is a part
of the Empire of Tuz, a point lost on no one. After
meeting with the lords of Wormhall for three full
days, the Old One’s representative had Baron Oltagg,
the speaker for the lords, sent to public execution.
His still-beating heart remains magically preserved
in the central village of Obresthorp.

No one knows the true faces of the lords of Worm-

hall. Rumors suggest they are ordinary humans,
fiends, reanimated lords of old, or worse. The struc-
ture and province are named for the tenebrous worms
that literally crawl on the walls of the Wormhall, a
revolting feature that has led many to suggest magic
created by the infamous arch-cleric Kyuss is some-
how involved in the affairs of the land.
History: As the migratory Oeridians ranged east-
ward in their search for a land that would support
them, they passed through many regions of inhos-
pitable climate, infertile land, and unfriendly local
populations. Chief among these lands were the
rugged plains north of the Nyr Dyv, which resisted
meaningful human settlement for centuries, even as
a strong Aerdi empire created the Viceroyalty of Fer-
rond to the west. Long held by ill-favored nobles,
these “Middle Lands” fell to complete degeneracy
when Furyondy cut relations with its progenitor and
the courts of Rauxes became inept and mad.

In time, these petty barons established formal,
independent domains, loosely aligning themselves
as the Combination of Free Lords. This alliance
served little purpose internally. The locals fell upon
each other with zeal as each lord attempted to solid-
ify his holdings while stealing those of his neigh-
bors. When foreign states threatened the borders of
the Combination, however, the lords reacted
fiercely, banding together impressive armies to dis-
courage meaningful invasions.

By the early 300s CY, the Bandit Kings had become
such a threat that the lords of the Nyr Dyv’s northern
shore banded together in their own alliance, a bul-
wark against banditry and lawlessness forevermore
known as the Shield Lands. For more than two cen-
turies, northern and southern lords made war on
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each other with great regularity. Iuz conquered the
far western Bandit Kingdoms between Whyestil
Lake and the Ritensa River, which the Horned Soci-
ety then took for its own in 513 CY.

Then came the successful invasion of the Shield
Lands in 579, and the coming of Iuz’'s human, orc,
and hobgoblin armies out of the Horned Society in
early 583 CY, crossing into the Bandit Kingdoms
before turning on and destroying the Shield Lands.
Except for a few pockets of resistance (notably
Dimre), most bandit armies buckled beneath the
threat of invasion or else suffered resounding mili-
tary defeat. Those lords who survived the invasion
allied themselves with the Old One or else fled to
the forests or Rift Canyon.

The war years saw much of the central Bandit
Kingdoms become parade grounds for armies of
orcs, ogres, and worse. Crucial supply lines to Tenh
remained well guarded, as per the personal wishes of
Tuz, but deep corners of the land, such as Stoink,
Rookroost, and Redhand, encountered few changes
under the new leadership. The appearance of a stray
orc warband seemed preferable to the tales told of
demons walking the streets of the towns of the
heartlands.

In late 584 CY, news from Greyhawk declared an
official end to the war, and many warriors gathered
in northeast Wormhall to confer with their leaders
regarding plans for next year's summer raiding
season. After many nights of drunken Brewfest rev-
elry, more than ten thousand bandit men from
Abbarra, Freehold, Midlands, Warfields and
Wormbhall were attacked as they slept by a treacher-
ous (and probably mad) cleric of Iuz, using magic,
assassins, and demonic servants. About half of these
men escaped, most badly wounded, and fled over-
land to refuge in Greenkeep, Tangles, or the Rift. All
nurse a grim hatred for Iuz and his forces in their
homeland.

The abandoned campsite, now known as Steel-
bone Meadows, is overgrown today, with rotting
tents, rusted weapons, and scattered bones forming a
grim, open graveyard. Though it is likely the mas-
sacre went against the wishes of Tuz (who had the
mad cleric carried off to an unknown fate), it
nonetheless offers a stern warning to those who
wish to throw off the puppet rulers installed by the
Old One.

With Tuz’s supply lines badly damaged and his
nonhuman armies restless, ill managed, and under-
fed, this region is riddled with political machina-
tions on behalf of the old bandit lords and new ones
yet to appear. Robbed of most of the fiends that
made up the backbone of his presence here, Iuz is
thought by many to have lost considerable influence
in the area. Still, the Old One counts it among his
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holdings, and a resistance force of any size is likely
to encounter frightening, impressive resistance (see
Tuz, Empire of).

Conflicts and Intrigues: Thousands of lawless ban-
dits search for ways to regain their independence
from Tuz. Many have joined Iuz's side but subvert
Iuz's orders. Several old fiefs are depopulated and
without leadership. If a new lord entrenched himself
in this land through force, the Old One would be
hard pressed to do much of anything about it.

Bissel
Proper Name: March of Bissel
Ruler: His Lofty Grace, Larrangin, the Margrave of
Bissel (LG male human Ftr9/Clr2 of Heironeous)
Government: Feudal monarchy owing fealty to
Gran March and Veluna; monarch currently chosen
by leadership of the Knights of the Watch under
Gran March
Capital: Pellak
Major Towns: Pellak (pop. 2,300); former capital,
Thornward (see later), now held in common by sev-
eral nations
Provinces: Twenty-six knight-baronies, eight town-
ships, and one capital township (Pellak)
Resources: Foodstuffs, cloth, gold, gems (I)
Coinage: (Modified Keoland) griffon (pp), lion (gp),
eagle (ep), stag (sp), roc (cp)
Population: 123,880—Human 82% (OSB), Dwarf
10% (mountain 57%, hill 43%), Elf 2% (sylvan),
Halfling 2% (stout), Gnome 2%, Half-elf 1%, Other 1%
Languages: Common, Baklunish dialects, Dwarven
Alignments: LG, LN* N, NG
Religions: Heironeous, Zilchus, Fharlanghn, Gesh-
tai, Rao, Istus
Allies: Gran March, Keoland, Veluna, Knights of the
Watch, dwarves of the eastern Barrier Peaks, many
mercenaries and adventuring bands; allies divided
over many issues
Enemies: Ket, Iuz
Overview: Bissel is at the northernmost reach of the
great Sheldomar Valley, on a broad plain bounded
by the Barrier Peaks on the west and northwest, the
Fals River on the northeast, and the Lorridges on the
east. The irregular southern border lies about thirty
miles north of Hookhill in Gran March. The north-
eastern edge of the Dim Forest is claimed and settled
by Bisselite woodsmen. Spring flash floods along
the Realstream in the west form the only major
annual weather problem. Bissel has a temperate if
rather dry climate, with the far west getting most of
the rain. Its wildlife is greatly varied, and monsters
often come down from the nearby mountains. A
constant stream of caravans, messengers, and
patrols moves along the country’s two major high-
ways: Watchtower Road, running from the former

capital, Thornward, to Hookhill near the Lorridges,
and Fals Road, from Thornward to Mitrik along the
Fals River. Barge traffic along the Fals to Mitrik has
recovered since the Thornward Division, despite
continuing quarrels over river tariffs and attacks on
Ket's barges by unknown persons.

Bissel's four famed mercenary Border Companies
are being reorganized and retrained after their
defeat and disbanding during the Ketite occupation;
they are not yet at their former strength. Many
scouts and rangers are being sought for active duty
in the north and west. A large castle-building proj-
ect is underway along the southern banks of the
Fals (Bissel’s new northern border) and along the
neutral zone around Thornward. Ket destroyed
many forts, minor castles, barracks, signal towers,
and army bases when it invaded Bissel and later
when it withdrew. These are being rebuilt, but work
is very slow due to lack of funds. The massive Castle
Oversight, at Pellak, has become the headquarters
for Bissel’s branch of the Knights of the Watch. The
influence of Gran March and the Watch is every-
where, particularly in the new margrave’s court. The
eventual recovery of Thornward is a core goal of the
government.

Thornward is a sprawling, heavily fortified city

with a population of about six thousand, surrounded
by numerous army camps (limited in size by treaty),
further boosting its total population to about eleven
thousand. The caravan and river traffic through
Thornward is of staggering size; items are often avail-
able here that are found only in much larger cities.
The atmosphere in the city is tense and political
intrigue is thick, but mercantile activity is nonstop;
the city is brightly lit all hours of the night to keep
trade moving.
History: Bissel has long been the gateway between
three worlds (the Baklunish West, the Sheldomar
Valley, and the rest of the Flanaess), and as a result
has been repeatedly invaded, conquered, and settled
by a variety of Oeridian, Suloise, and Baklunish peo-
ples. Some present-day villages and trade routes were
established before the ancient Baklunish-Suloise
Wars. The area shows the influences of many cul-
tures, but the inhabitants tend to be untrusting of
foreigners and keep to themselves. The land was
eventually brought into Keoland (c. 302 CY), its trou-
blesome peoples forcibly subdued by the Knights of
the March. Keoish forces invaded Ket and Veluna
from Thornward through 350-360 CY.

After suffering defeats in Ket during the Short
War, Keoland pulled back and made Bissel the “Lit-
tlemark,” the kingdom’s northernmost domain.
Thornward, now a town of respectable size, was
established as its capital to check Ketite expansion
south and east of Bramblewood Gap; it grew into a



major trade center between Baklunish west and
Oeridian/Suloise east. Bissel also profited greatly
from trade between Keoland and Furyondy through
the Fals River Pass, and Mitrik became the destina-
tion of much overland and river traffic. Knights of
the Watch have had much influence here over the
last 190 years, serving in the margrave’s court and
armies.

Bissel was conquered by the combined forces of
Furyondy and Veluna in 438 CY, which ended
Keoish influence in western Veluna. The throne in
Chendl kept Bissel's office of the margrave, but
replaced the ruling family with nobles sympathetic
to the affairs of the east.

Distance from the Furyondian capital left Bissel
practically independent, a state of existence that was
made official with great celebration in 477 CY, after
Margrave Rollo and his personal guard courageously
defended the visiting King Hugh III of Furyondy
from a small army of jebli. A grateful king declared
Bissel a “march palatine” within days of his daring
rescue.

At this time, there was a change in government in
Ket, and a conservative-militant faction with strong
ties to the military came to power. This group
whipped up war fever with tales of Keoland’s inva-
sion in the mid-300s. Ket attacked Thornward and
besieged it for a year (499 CY), then continued to
raid into Bissel and Veluna off and on for the next
eight decades. Bissel withstood the attacks and
remained independent, with the considerable sup-
port of Keoland, Furyondy, and Veluna.

The lure of fighting, political instability, and
wealthy merchant lords led to an influx in adventur-
ers, spies and mercenaries. An attempted insurrec-
tion by necromancers in 580 CY, possibly tied to the
plight of a disgraced, evil wizard-lord known as
Evard, led to harsh suppression of fringe groups and
zealous punishment of treason and sedition. A gen-
eral sense of distrust and self-defeatism emerged in
Bissel, no doubt encouraged by certain powers that
wished to see the nation fall.

In Goodmonth 584 CY, Ketite cavalry attacked
Bissel’'s watchtowers along the Fals River at the
northern end of Bramblewood Gap. Without many
of the mercenaries within its Border Companies,
who had traveled south and east to battle the Pomarj
and Iuz, Bissel fell by mid-Harvester. Ket, encour-
aged by the Old One, forced Bissel’s surrender after
the fall of Thornward. The archfiend and the west-
erners had hoped to use the old margrave, Walgar, a
ranger of some renown, as a puppet, but pride would
not allow it. After giving up his lands, the aged ruler
committed ritual suicide.

Graf Imran Tendulkar, a Baklunish religious
warrior, took a soft hand to rulership as Walgar’s
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replacement. He and his men attempted (often in
vain) to convert the Bisselites to western religions,
all the while waiting patiently for the land to accept
its new governors. Other nations, understanding
Bissel’s strategic importance, attempted to break
Ket’s hold. In a succession of battles, Veluna drove
invading forces from the neck of the Fals River Pass
and Highfolk gnomes defeated Ketite forces in the
Northern Lorridges. Further advances into the
nation were halted by Ketite horsemen, often with
assistance from the remnants of Bissel’s disbanded
Border Companies, now bankrolled by western
interests.

Beygraf Zoltan's assassination in 587 CY and the
resulting change in Ket's government led to a new
policy regarding Bissel. Nadaid, Zoltan’s state-
favored replacement, withdrew most of his troops
from Bissel to deal with chaos in Lopolla, then began
peace negotiations with the west, much to the frus-
tration of battle-hungry Gran March war bands gath-
ered at Bissel’s southern border.

Negotiations lasted from 587-589 CY, resulting in
the controversial Thornward Division, by which
Bissel’s capital was lost and made a neutral city held
and governed in common by Ket, Veluna, Gran
March, and Bissel. Ket completely withdrew its
armies, taking control of all Bisselite forts, towns,
and lands north of the Bramblewood Gap.

In delayed reaction to Graf Imran’s proselytizing,
dozens of Baklunish temples were burned to the
ground in the last four years. Anger is common in
the land; the Knights of the Watch have seen their
ranks swell considerably.

In 590 CY, Bissel declared the central farming and

trading town of Pellak as its new capital. Comman-
ders of the invigorated Knights of the Watch look
over the burgeoning town from the ramparts of the
nearby Castle Oversight, watching the northern
horizon.
Conflicts and Intrigues: Intense, bitter rivalry
exists between Ket and Bissel, Veluna, and Gran
March over Thornward and the merchant traffic
there. Rivalry between Gran March and Veluna
grows over Bissel's loyalties. Individuals loyal to Tuz
plot evil deeds. Bandits, goblins, orcs, and strange
monsters from the Barrier Peaks and Dim Forest
trouble the west. Knights of the Watch whisper that
valley elves, disguised as humans, spy on or steal
from certain towns.

Blackmoor

Proper Name: Archbarony of Blackmoor

Ruler: His Luminous Preponderancy, Archbaron
Bestmo of Blackmoor (NE male human Ftr11/Wiz4)
Government: Actual government structure unknown;
numerous nonhuman tribal leaders in area
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Capital: Dantredun

Major Towns: Dantredun (pop. 700), Blackmoor
Town (ruined), Egg of Coot (pop. 180?; many
automata)

Provinces: Ten underbaronies (four ruined)
Resources: Walrus ivory, copper, gems (II)
Coinage: Currently none; old coins found in many
ruins (standard types in odd shapes)

Population: 110,000—Human 37% (FOsb), Orc
20%, Halfling 18%, EIf 10%, Gnome 7%, Half-orc 5%
Half-elf 2%, Other 1%

Languages: Common, Flan, Orc, Halfling, Elven,
Gnome

Alignments: LN, LE, NE*, CE

Religions: Unknown

Allies: None

Enemies: Iuz, Wolf Nomads (sometimes)
Overview: The Archbarony of Blackmoor is possibly
the most remote realm in all the Flanaess, situated
between the western shores of the Icy Sea and the
eastern edge of the Burneal Forest. The land of
Blackmoor also includes the northern fringe of the
Cold Marshes, and fully encompasses the Gloom-
fens, as the locals call the northern arm of the
marshes. The northern border is vague, but few set-
tlements lie within sight of the ominous Land of
Black Ice.

Little is known for certain of the government of
the archbaron; his court has no relations with those
of the sovereigns of other lands. The militias of the
small underbaronies are typically leather-armored
villagers, wielding shortspears, longbows, or slings.
The archbaron’s personal guard includes perhaps
three score “knights” (heavy cavalry of offensive
mien), and heavy and medium infantry made up of
several hundred human and half-orc soldiers. All are
located in the town of Dantredun, now the capital of
Blackmoor. Many more nonhuman soldiers can be
called up from the surrounding area.

Dantredun is a stonewalled city with rotting
wooden gates that stand open day and night. Few
invaders have ever bothered to threaten the city,
though kobolds from the Burneal Forest are a con-
stant nuisance. Many small villages and forts dot
Blackmoor’s lands, often built near volcanic vents or
hot springs. The occasional sharp tremor or emis-
sion of poison vapors is a common hazard in this
northern land.

The former capital of the archbarony, called Black-
moor Town, now lies in ruins that overlook Black-
moor Bay. Atop its highest hill are the fabled remains
of Blackmoor Castle. An orc “king” holds court at the
Castle, claiming to rule the town in the name of the
Egg of Coot, whose forces conquered the town fifty
years ago. It is unknown who or what the Egg of Coot
is, though he (it?) seems to possess magical ability of

the highest order and is responsible for creating the
nonhuman “automata” that populate the land imme-
diately around his home.

The lands of Blackmoor are steeped in magic, often

called Oerthmagic, the source of which has not yet
been identified. Legend says that the numerous
mounds and standing stones throughout the arch-
barony were created by the Northern Adepts of Old
Blackmoor (presumably a cabal of Ur-Flan sorcerers)
to constrain the encroaching Black Ice. If so, perhaps
the stones also hold power against the demigod Iuz,
for he clearly avoids the land.
History: Before the time of the Great Migrations,
the moors north of the Cold Marshes were inhabited
by Flan tribes who dwelt in stockadelike hill-forts
near the numerous hot springs throughout the
region. These remote tribesmen were little troubled
by the events in the southern lands, though their
own tales say that the Black Ice had already filled the
northern valleys. It is not known what, if any, civi-
lization existed in the far northern land before the
Ice claimed it, but the rumor of evil in the north was
old even when the Oeridians and Suel were new to
the Flanaess.

The Suel were in fact the first outsiders to have a
significant effect on the lives of the native Flan.
Cousins of the Ice Barbarians calling themselves
Zeai, or Sea Barbarians, colonized the Tusking Strand
and Brink Islands north of Blackmoor. They raided
the native villages, though this was little enough to
the Flan, who raided each other constantly. The Zeai
learned also of the City of the Gods and the Egg of
Coot, and stood in awe at the looming menace of the
Black Ice. Soon other peoples learned of these won-
ders as well.

Oeridians and some Suloise from the southern
lands appeared in Blackmoor, usually in small bands,
seeking treasure and magic. On their trail came more
substantial groups, outcasts of other lands who
wished to create their own domains. These minor
barons built the first castles, and brought a new kind
of warfare to the moorlands. The natives were driven
from the most habitable regions, and were forced to
take shelter in the bogs. Here they encountered the
Hopping Prophet, and many joined his growing
band of followers. Elsewhere in Blackmoor, the lich-
lord Ranial the Gaunt organized resistance to the
Aerdi, creating the Crown of Blackmoor in an attempt
to wield the Oerthmagic against the invading armies.
He ultimately failed, and the Great Kingdom made
even this distant land a subject state, which they
titled an archbarony.

Viceroys of Ferrond administered the archbarony,
but they took little interest in Blackmoor apart from
occasional punitive actions. They did build the Stor-
nawain Road through the Cold Marshes, linking the



Northern Reaches with the archbarony, but the route
was never maintained by the local lords and barons.
Eventually, Blackmoor was released from the grasp of
Furyondy and the Great Kingdom, unwanted and
forgotten. Rumors of another lich-lord rising to
power in Blackmoor were lost amid the general
upheaval of the early 300s CY, as the Relentless
Horde swept across the northlands and completely
cut off the archbarony from the southern realms.

Adventurers still traveled to Blackmoor, searching
for the legendary City of the Gods or testing their
mettle in the dungeons of Castle Blackmoor. This
was fortunate for the archbaron, for the Dun-
geoneers’ Tax was one of his few sources of income.
Even this trade came to an end when the Egg of Coot
conquered the capital, Blackmoor Town, and
destroyed both town and castle. His orc army made
the castle and upper dungeon levels their stronghold,
but his elite nonhuman shock troops continued to do
battle even after their enemies were gone. This race,
called qullan in the Nomad dialect (after their mot-
tled appearance), remains a hazard from Blackmoor
to the Barrens to this day.

The Greyhawk Wars did not touch Blackmoor

directly, but new immigrants have arrived in the
aftermath, all fleeing from the evil of Tuz. Teuod
Fent (N male human Wiz13 (illusionist)), a former
Bandit King, now styles himself baron of Rams-
horn. His successful raids on the slave-trains of Iuz
have brought many former Tenha, bandits, and
even Shield Landers into Blackmoor. Archbaron
Bestmo has as yet taken no direct action against
this possible threat to his authority. Tuz, mean-
while, does no more than send the occasional non-
human contingent into Blackmoor, and a number
of these have already deserted. The Egg of Coot has
taken no action yet, either; his goals, as always, are
inscrutable.
Conflicts and Intrigues: Archbaron Bestmo is said
to be searching for the fabled Crown of Blackmoor.
Wolf Nomads have spotted forces of Iuz roaming
the Cold Marshes, avoiding Blackmoor proper. The
Wolf Nomads propose an alliance with local ene-
mies of Tuz, coordinating raids from the north and
west.

Bone March

Proper Name: Bone March

Ruler: His Nobility, Clement, the Marquis of Bone
March (presumed dead—LN male human Ftr9)
Government: Formerly a feudal marchland of the
Great Kingdom, now controlled by a conclave of
nonhuman chiefs

Capital: Spinecastle

Major Towns: Knurl (13,500), Johnsport (pop.
3,500(?)), Spinecastle (pop. 6,300(?))
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Provinces: (Formerly) three town-counties, nine
outland-baronies, and other minor fiefs; (now) a
shifting patchwork of nonhuman territories
Resources: Silver, gems (I, IT)
Coinage: [Aerdy standard] orb (pp), ivid (gp), noble
(ep), penny (sp), common (cp)
Population: 310,000—Human 37% (Osf), Orc 20%,
Halfling 18%, Gnome 10%, EIf 7%, Half-orc 4% Half-
elf 3%, Dwarf 1% (large number of uncounted gob-
lins, gnolls, etc.)
Languages: Common, Old Oeridian, Orc, Halfling,
Gnome, Elven (plus Goblin, Gnoll, etc.)
Alignments: LE*, LN, N, CE
Religions: Hextor, Oeridian agricultural gods, Ery-
thnul, Kord, orc pantheon, Beltar
Allies: North Kingdom
Enemies: Nyrond, Ratik, Frost/Ice/Snow Barbarians
Overview: Bone March is a small realm located
north of the treacherous waters of the Teesar Tor-
rent, nestled between the Rakers and the coast of the
Solnor. While the march once held the distinction of
being the northernmost frontier of Great Kingdom
before the founding of Ratik, it ceased to be a part of
that empire after 563 CY. Bone March is now steeped
in discord, ruled by a coalition of invading nonhu-
man tribes, particularly orcs, gnolls, and ogres.
Humanity, which once thrived here, is generally
enslaved and subject to the capricious whims of petty
bandit chiefs and nonhuman warlords who raid
Ratik and even North Kingdom at will, going as far as
Nyrond and the Flinty Hills to pillage. Nomadic
bandit gangs, survivors and descendants of the once-
proud human culture, prey on one and all. Only the
small, autonomous county of Knurl is secure at pres-
ent, aside from a handful of nearly forgotten gnome
strongholds in the Blemu Hills. Knurl is ruled by
Count Dunstan (LN male human Ftr9), the last noble
of Bone March left in the region and an ally of Ratik.
The cool, rocky farmland of Bone March is rela-
tively poor and never supported a dense population
or large cities. Its farmlands are now largely desolate
wilderness. Spinecastle, from which the marquis
ruled a prosperous realm before its fall, has gained
an increasingly baneful reputation in the last decade.
The city is a partial ruin, surrounded by armed
camps of nonhumans who still rule the surrounding
town, but avoid the fortress itself, which they
believe is cursed. The nonhuman chieftains gather
in council infrequently, acting for the most part
independently of each other. They have carved up
Bone March into dozens of territories that they rule
as minor fiefs; in reality, their little realms are
merely their normal raiding areas. The influence of
North Province (now North Kingdom) has led to
greater organization and military effectiveness
among these barbaric tribes.
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The tribes from the Rakers and Blemu Hills are

likely to remain in firm control of most of the march,
failing an invasion by either North Kingdom
(unlikely) or the concerted effort of Ratik and its
allies among the Suel barbarians (who have had suc-
cesses and failures here in the past). Grenell, the self-
styled “overking” of North Kingdom, covets these
lands and would gladly see them under his thumb,
but past alliances with the nonhumans have brought
many under his own banner, and he cannot risk
losing their support. His own realm is not yet solid
enough for the assault, as well. Ratik harries the non-
humans, sure to punish them for any incursions to
the north.
History: When the Great Kingdom was young and
the successors to Nasran began the westward expan-
sion of their empire, the northern frontier quickly
came to demand their notice. Seasonal raids from
the Suel barbarians, which had been a nuisance for
decades, suddenly tripled in size and frequency. The
northernmost outpost of Johnsport and the coastal
towns of Bellport and Kaport Bay became frequent
and favorite targets. When it became increasingly
clear that the herzog of North Province was unable
to deal with the problem, Overking Manshen
turned to his experienced field generals, veterans of
campaigns in the west, to fortify the northern
border of the realm, bypassing his ineffectual kins-
man in Eastfair.

In the spring of 108 CY, Aerdi forces massed in the
frontier town of Knurl. With Knight Protectors of
the Great Kingdom in the vanguard, the force swept
northeast, between the Rakers and the Blemu Hills,
in a march to the sea. By autumn, after having been
met with relatively light resistance, the Aerdi suc-
ceeded in uprooting most Fruztii encampments, and
the foundations of a great stronghold were laid at
Spinecastle. The Aerdi freed Johnsport in a pitched
battle with the barbarians before the onset of winter.
Sensing that this would be only the first phase of a
long struggle, Aerdi commanders summoned thou-
sands of contingents from North Province over the
objections of the herzog, a Hextorian who had
wanted to lead the forces into battle himself.

With the defeat of the Fruztii at Johnsport, the call
went out that winter, and thousands of their kinsmen
poured south along the Timberway the next year.
Marching through passes in the Rakers, they assem-
bled and attacked the works underway at Spinecastle,
focusing their assault on the heart of the Aerdi fortifi-
cations. The defenders, including the bulk of the elite
Aerdi infantry, were quickly outflanked and sur-
rounded. A young Knight Protector of the Great
Kingdom, Caldni Vir, a Heironean cavalier from
Edgefield, commanded a large cavalry force patrolling
the hills when the barbarian force struck. As part of

the contingent led by the herzog into the north, he
pivoted and headed back to Spinecastle while antici-
pating orders from his liege to counterattack. When
the courier of the herzog delivered orders for Vir to
pull back to the south in retreat, he spat in disgust and
ordered the standard of the Naelax prince to be tram-
pled in the mud. He then raised the standard of the
Imperial Orb and charged.

Approaching the site of the battle from the north,
he descended upon the barbarians from higher
ground, and they were unprepared for the hundreds
of heavy horse and lance that bore down on them in
the next hour. Their lines were quickly broken, and
the Imperial Army was rescued to eventually take the
day in what would be called the Battle of the Sham-
blefield. The Aerdi drove the surviving barbarians
out of the hills, controlling the land all the way to the
Loftwood by the following spring. Overking Man-
shen recognized the courage of the young knight Vir,
and raised him as the first marquis of Bone March.
The land was so named for the high price paid for its
taking, as the fallen imperial regulars numbered into
the thousands.

For centuries, the descendants of Caldni Vir con-
tinued to rule the realm for the overkings. This dura-
bility was attributed to the general effectiveness and
honor of the marquises of Spinecastle. Having sur-
vived even the Turmoil Between Crowns and con-
stant raids from the Thillonrian barbarians, little con-
cern was shown when nonhumans from the Rakers
began raiding the nation with increasing frequency
in the late 550s. In 560 CY, the raids took a dramatic
upturn, and in 561 a full invasion began.

By most accounts, Clement, the last marquis of the
march, was a just and effective ruler, noble and forth-
right, a throwback to Aerdi lords of old. He had close
dealings with the archbaron of Ratik, and talk of
formal alliance, even union, was always manifest.
However, in what is sure to go down as black betrayal
if proven true, it has been whispered that Clement’s
defenses were compromised by none other than His
Grace Grenell, herzog of North Province. As motive,
one need look no further than his ambition to
annex Bone March, expanding his holdings all the
way to the Rakers. Centuries of hatred between
House Naelax and House Vir undoubtedly played a
role as well.

In 563 CY, orcs invaded Spinecastle by secret ways
that offered its defenders little warning or means of
preparation. Within just three years, the nonhuman
masses had laid low the nation from the outside in
and the inside out, dominating the realm from John-
sport almost to the Flinty Hills. A raid into Ratik was
attempted, but an alliance between Lexnol and the
Fruztii prevented its success. In 580 CY, intruders
from Bone March attempted an audacious act of



treachery by stealing the Seal of Marner, an object
blessed by the gods of the Suel barbarians that was
the symbol of the new Northern Alliance. The plot
was foiled when the raiding party was captured in
Kalmar Pass before making it back to Spinecastle
with their prize.

Infighting soon broke out between several of the

nonhuman tribes, and the sides remained stalemated
until 586 CY, when Alain IV, Archbaron Lexnol’s son
and heir, launched a raid into the fallen realm that
was composed in large part of expatriates of the
march. It was a doomed mission. The unusually
organized nonhumans laid a trap for the force in the
hills north of Spinecastle. Horrified survivors who
escaped back to Ratikhill reported that the trapped
raiders were dragged from their horses, torn apart,
and eaten alive before their eyes. Raids into the arch-
barony from Bone March have resumed. In 590 CY, a
full-scale assault over the Blemu Hills into Knurl was
also attempted, but failed. Thus far, the defenses of
the count have held firm, but he expects another
wave of attacks this year.
Conflicts and Intrigues: Humanoid tribes and
bandit gangs appear to be cooperating of late. Masked
advisors were seen by spies in the councils of the orcs
and gnolls at Spinecastle. Treasure seekers have
entered the abandoned keep at Spinecastle, but few
have returned alive. Without aid from Ratik, Count
Dunstan of Knurl might ally with Ahlissa or North
Kingdom to save his realm.

Bright Lands

Proper Name: Empire of the Bright Lands

Ruler: His Percipient Magnificence, the Archmage
Rary, Monarch of the Bright Lands (NE male human
Wiz20+)

Government: Dictatorship; realm functions as a
minor city-state surrounded by barbaric nomad
tribes

Capital: No capital; “empire” administered from
Rary’s tower in the Brass Hills and through military
leaders at outposts throughout the Bright Desert
Major Towns: Ul Bakak (pop. 900)

Provinces: One oasis town, many desert nomadic
tribes around the Brass Hills

Resources: Unknown

Coinage: Currently none, but may be produced in
near future

Population: 26,500—Human 79% (Fsob), Dwarf
20% (hill), Other 1% (mostly centaurs)

Languages: Flan (native tribesmen), Ancient
Suloise (native tribesmen), Baklunish dialects
(Paynims)

Alignments: NE¥, CN, N, CE

Religions: Beory, Obad-Hai, Pelor (tribesmen); Gesh-
tai, Istus (Paynims); various goblin gods (goblinoids)
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Allies: Nomads of the Bright Desert

Enemies: Greyhawk, Duchy of Urnst, Circle of
Eight, tribesmen of Abbor-Alz

Overview: In the midst of the Bright Desert, atop
the craggy peaks of the Brass Hills, a single tower
stands proud, defying the harsh, arid winds. Unlike
the hide and cloth tents of the desert’s villages and
oasis settlements, this tower is finely crafted of stone,
topped by an onion dome common to the Baklunish
West. It is the tower of Rary the Traitor.

From this tower, the archmage claims the entire
Bright Desert as his personal demesne. From the feet
of the Abbor-Alz to the rocky shores of Woolly Bay,
armies of desert nomads, goblinoids, and mercenar-
ies ride, enforcing the will of their liege upon the
simple folk of the desert, proclaiming every oasis for
their reclusive ruler.

As befits its name, the Bright Desert offers an
oppressively unpleasant climate, with high summer
days hot enough to cook food without fire. Evenings
bring cool temperatures. Colorful desert plant life
exists, if not thrives, in the more temperate regions
near the coast, and along the northern hills, where
sickly bushes and centuries-old pine trees live a
meager, pathetic existence.

No roads cross the Bright Desert. Land closer to
the Abbor-Alz tends to be rocky and less sandy than
the desert proper, so most caravan routes avoid the
heart of Rary’s lands altogether. Sparse traffic from
Urnst arrives through Knife’'s Edge Pass, though the
duke has forbidden all trade with those who fly the
banner of the archmage. Hardby, however, is not so
moralistic. Despite strict instructions from Grey-
hawk, the despotrix of Hardby personally (though
secretly) authorizes trade with Rary’s go-betweens in
the neutral village of Ul Bakak, on the eastern end of
Hardby Pass.

Rary’s armies are commanded by the doughty Lord

Robilar (NE male human Ftr20). They range far and
wide, seeking out enemies of the state, protecting
emissaries to enclaves in the Abbor-Alz, or causing
trouble for local tribes and desert centaurs, who
resent claims of empire upon their sovereign home-
lands. The independent and reclusive dwarves of the
Abbor-Alz have not yet been troubled by Rary or
Robilar’s forces.
History: The roots of evil in the Bright Desert grow
deep within the ground, beneath the shifting, wind-
swept sand to the unhallowed ruins of an ancient civ-
ilization. The remnants of that fallen land’s people,
primarily Flan nomads, have populated the desert for
ages. In the more than two thousand years since
cities last flourished here, few nomads had con-
quered enough territory, or gathered enough pre-
tense, to claim anything approaching statehood.

That changed in Harvester 584 CY, thanks to
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disastrous events in the city of Greyhawk. The Day of
Great Signing was to have been a celebration of the
end of three years of brutal conflict that touched
nearly every nation in the Flanaess. Instead, the day
ended prematurely in a brilliant display of destructive
magical fire that swallowed the building where the
event was to have taken place only hours later.

When the smoke cleared, two archmages, Tenser
and Otiluke, lay dead. A badly wounded third, Bigby
of Scant, claimed that their assailant had been their
one-time ally, Rary, member of the Circle of Eight.
Rary and his co-conspirator, the wily Lord Robilar,
were nowhere to be found, and Rary’s tower, in
Lopolla, also vanished. Months later, the duo and the
tower surfaced in the Bright Desert.

Robilar led his fanatically loyal men from desert
village to desert village, systematically defeating the
local warlords and incorporating their warriors into
an ever-growing army. Rary, too, had transported sev-
eral bands of Paynim horsemen from the west, who
promised glorious death in service to the mage they
called “The Rider.” Barly victories against nonhu-
mans and the Tukim, the most powerful human tribe
in the desert, bolstered the armies. Few openly defied
this powerful force.

Wherever the armies went, so too ventured
immoral adventurers in Rary’s employ. These
humans, mostly sages and enchanters, scoured the
desert, paying particular attention to local ancient
ruins. Rary seldom left his tower, but all knew that
he sought some object rumored to be terrible and
powerful.

Rary’s forces have grown significantly since 584
CY. More than ninety percent of the desert nomads
now swear fealty to the Monarch of the Bright Lands.
The native desert centaurs, who remained neutral
immediately after Rary’s arrival, now bitterly oppose
Robilar’s armies. In 589 CY, Chief Strongbow, an
influential leader and strong proponent of balancing
the nomads against Rary and staying out of the con-
flict, was found murdered in his quarters. Though
there was very little proof, the young bucks among
the centaurs called for a guerilla war against the west-
erners—a plan that has met with some success.

Despite the centaur attacks and certain stubborn
native tribes, Rary’s searches continue, often with
frustrating consequences. In late 590, an entire com-
pany of Robilat’s best Paynim and nomad guards
vanished while investigating an abandoned necropo-
lis. Rary’s response, ordering Lord Robilar’s own per-
sonal guard after the lost soldiers, so enraged the
warrior that he left his post for a week, not returning
until he single-handedly slew an old blue dragon
that had been considering an alliance with the arch-
mage. The two have patched up their differences,
but tensions between them remain strong.

It has been suggested that all is not as it seems

here. Rary was renowned for his complex plotting in
the Circle of Bight, and some of his former associ-
ates refuse to believe that he has turned to evil of his
own accord. Still, rumors that the former Archmage
of Ket now consorts with fiends have caused most of
his family and friends to brand him a traitor forever-
more.
Conflicts and Intrigues: Thousands of desert folk
have suffered under Rary’s armies. Many fear that he
is close to achieving or finding that for which he
searches; few believe the result will benefit anyone
but him. Robilar, though a villain, has a soft spot for
adventurers, and he is tired of playing catch-up with
Rary’s schemes. If there exists a path into the arch-
mage’s organization, it likely lies through friendship
with this gregarious one-time lord of Greyhawk.

Celene

Proper Name: Faerie Kingdom of Celene

Ruler: Her Fey Majesty, Queen Yolande, Perfect
Flower of Celene, Lady Rhalta of All Elvenkind (CG
female elf Wiz13/Ftr2)

Government: Hereditary feudal monarchy in
which royal house and all noble houses are elven;
currently has no official political relations with any
outside nation

Capital: Enstad

Major Towns: Enstad (pop. 7,200)

Provinces: Many manorial estates, castles, and
townships governed by princes, dukes, counts, and
barons in a chaotic patchwork

Resources: Foodstuffs, cloth, silver, fine wine and
spirits

Coinage: Moonveil (pp) suncrown (gp), starcloak
(ep), bellflower (sp), oakleaf (cp)

Population: 140,000—EIlf 79% (gray 55%, sylvan
45%), Human 9% (Sof), Half-elf 5%, Gnome 3%,
Halfling 2% (tallfellow 50%, lightfoot 25%, stout 25%),
Other 2%

Languages: Elven, Common, Sylvan, Gnome,
Halfling

Alignments: CG*, NG, LN, N, LG

Religions: Elf pantheon®, gnome pantheon,
Ehlonna, Phaulkon, Phyton, halfling pantheon
Allies: Duchy of Ulek (minor), Knights of Luna (but
see below)

Enemies: Pomarj, Iuz. However, Celene has politi-
cally isolated itself from all surrounding states
Overview: Celene is the principal nation of the
elves in the Flanaess. Ruled by an elven monarch of
Faerie lineage, the Grand Court is imbibed of the
Fey Mysteries, from the frolics to the passions, and
all rites are observed with deliberate care. Queen
Yolande is foremost in these devotions, and this has
given her the reputation, in human lands, of being
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Queen Volande of Celene and her advisor, Onselven

oblivious to events beyond Celene’s borders. This is
only partly accurate, since the queen sometimes
receives ambassadors from foreign lands and displays
a clear understanding of events in the larger Flanaess.
However, she has also clearly stated that she wishes
no elves to die in humanity’s wars.

Celene’s borders are formed by the Jewel River in
the East, and the Handmaiden River to the west and
south. To the north are the Kron Hills and the curv-
ing eastern spur of the Lortmils, which form a vast
natural arena behind the capital, Enstad. The capital
is located in the northwestern corner of Celene, by
the headwaters of the Handmaiden River. Enstad is a
small city, compared to other capitals, and is domi-
nated by the Palace of the Faerie Queen, with its
gold-chased silver domes and spires. Parks and mead-
ows, filled with numerous fountains, pools, and gar-
dens, are the other chief examples of architecture in
the elven capital.

All of this is well defended by the Companion
Guard, knights under the command of the royal con-
sort. The standing military of Celene is primarily
elven light infantry with longswords and longspears,
with numerous companies of archers as well. Celene
also boasts an elite hippogriff-riding cavalry, chosen
from the most noble and experienced gray elven offi-
cers in the queen’s service. Most forces in the king-
dom are loyal to the queen, but dissenting groups

such as the Knights of Luna serve leaders with differ-
ent ambitions. Most of these units are border compa-
nies in the Suss or the Welkwood, and many have
fought Pomarj orcs in the Principality of Ulek.
History: Celene has ever been home to the gray
elves of the Flanaess. In ancient days, elven princes
held sway from the Velverdyva to the Wild Coast; by
the time of the Migrations, their rule had dimin-
ished to isolated pockets such as Celene. In those
dark days, groups of fleeing Suloise pushed through
the Lortmils and entered the elven country, but
their sojourn was brief. Such was the wantonness
and cruelty of the Suel that most were banished by
the elves and driven past the Jewel River. Other
human tribes, even among the Suloise, were better
received by the elves if they cherished the land and
its life. The elves of Celene even offered their alle-
giance to the benign rulers of Keoland for several
centuries, rejecting them only when warlike mon-
archs took the Keoish throne.

The Grand Court assembled at Enstad to deter-
mine the best course for the elves, seeking a leader
from among their number. Princess Yolande of Bell-
meadow, a fey wizard and accomplished warrior, was
hailed by the gathered nobles as their brightest hope.
Together with the Ulek Provinces, Celene expelled
the royal garrisons of Keoland. Princess Yolande
organized the defenses of the elven nation, and
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Prince Consort Triserron proved an able field com-
mander, besting Keoish forces in a number of short
engagements. With their victories came full inde-
pendence for Celene, and the elevation of Yolande to
queen of the new realm.

Other perils soon threatened the elven kingdom.
The orcs of the Lortmils, no longer restrained by
Keoish patrols, attacked their lowland neighbors with
increasing ferocity. These invasions were always
turned back, but at great cost, and there seemed no
end to the hordes that spewed from the mountains
each spring. Celene joined in a defensive alliance with
the Ulek States and the Kron Hills gnomes, seeking to
contain the nonhuman menace by coordinating the
efforts of each nation’s military. They achieved limited
success, but continued to incur losses, the greatest of
these being the death of the prince consort of Celene.
While returning from a mission to the County of
Ulek, the prince consort was waylaid and slain by orcs
in a narrow pass south of the town of Courwood. His
tragic death led the elves of Celene to spearhead the
Hateful Wars.

The Hateful Wars were a series of conflicts waged
for more than a decade against the orcs and goblins
in the heart of the Lortmils. Following the Low Road
of the Lortmils (the underground passages that
linked the major goblinoid lairs), the combined
forces discovered every secret stronghold in the
chain. Each orc, goblin, and hobgoblin lair was
destroyed, together with as many of the hated beings
as possible. Forced to the surface, the survivors had
nowhere to recover their strength and numbers.
After two harsh winters they were driven from the
mountains altogether.

The successful prosecution of the Hateful Wars
brought Yolande even greater honor: she was
invested by the Grand Court with the Mantle of the
Blue Moon, giving her the title “Lady Rhalta of All
Elvenkind.” Queen Yolande found little comfort in
such artifacts and honorifics while she grieved for
her loss, though she took a series of consorts with
whom she might practice the Faerie Mysteries.
Through the years, Celene and its monarch grew
ever more isolationist, until by the time of the Grey-
hawk Wars Yolande did not even offer assistance to
the Principality of Ulek against the orcs of the
Pomatj. This inconceivable turn of events led many
to wonder if the queen was under the influence of
evil advisors, or perhaps even mad. In truth, she
merely saw the lives of elves as more important than
any other consideration.

Since the Wars, Celene has maintained its official
policy of noninvolvement, though many elves have
volunteered to fight in the Suss Forest or farther
afield. The Knights of Luna are a force of dissension,
though many of their most aggressive members are

found in the Duchy of Ulek rather than Celene itself.
The affairs of the Grand Court are obscure to out-
siders, though it would seem that Queen Yolande is
still in complete authority. She has even acquired a
new honorific: the Perfect Flower of Celene. Clearly,
though many Celenese find fault with her policies,
they also remember her past greatness, and are not
yet willing to turn from her.

Conflicts and Intrigues: Bvil nonhumans from the
Pomarj remain a constant threat to Celene’s southern
borders. There have also been some border disputes
with Greyhawk. Some members of the Knights of
Luna seek to gain control of the Celene military. The
Royal Consort recently entered the Moonarch of
Sehanine, and has not returned. The queen has sum-
moned diviners to her court in an effort to determine

his plight.

Dyvers

Proper Name: Free Lands of Dyvers

Ruler: Her Excellency Larissa Hunter, Magister of
Dyvers (NG female human Ftr12)

Government: Democratic meritocracy: magister
elected for undefined term of office, on the basis of
personal achievement, by the Gentry of Dyvers
(minor nobles, landowners, and wealthy merchants)
Capital: Free and Independent City of Dyvers
Major Towns: Dyvers (pop. 52,000), Caltaran (870),
Maraven (530)

Provinces: Dyvers the city (a major noble fief), plus
six lordships (minor noble fiefs) over two villages
(Caltaran and Maraven) and surrounding countryside
Resources: Shipbuilding supplies, foodstuffs (fish,
meat, cheeses, local ales), clothing

Coinage: [Modified Furyondy] citadel (pp), wheat-
sheaf (gp), galley (ep), wagon (sp), common (cp)
Population: 128,000—Human 79% (Osfbr), Gnome
8%, Halfling 6% (lightfoot), Elf 3% (high 50%, sylvan
50%), Dwarf 2% (hill), Half-elf 1%, Half-orc 1%
Languages: Common, Rhopan, Gnome, Halfling
Alignments: N*, LG, NG, LN, CN

Religions: Zilchus*, St. Cuthbert, Pelor, Fhar-
langhn, many others

Allies: Furyondy, Veluna, Verbobonc, Greyhawk
(weak)

Enemies: Tuz, Pomarj, orcs of the Gnarley Forest
Overview: The city of Dyvers is located in perhaps
the most lucrative trading nexus in all the Flanaess, a
fact that has benefited it greatly throughout its long
history. The city’s position on the southern banks of
the mouth of the Velverdyva River allows Dyvers to
capture the flow of trade from markets such as
Schwartzenbruin, Highfolk Town, Thornward, and
Verbobonc. Of course, trade flows up the Velverdyva,
as well, so Dyvers sees much traffic from the Nyr Dyv
and her various port cities. Accordingly, Dyvers is a



reflection of many cultures—even the common bar-
keep can make change in a dozen different coinage
systems.

The Free Lands of Dyvers consist of approxi-
mately 2,000 square miles on the southern bank of
the Velverdyva, including four river islands, the
verges of the Gnarley Forest, and the northernmost
tip of the wooded Kron Hills. The land nearest the
free city is suitable for farming and is leased to
freemen by the Gentry of Dyvers, a collection of
noble families who proudly trace their lineage back
to the city’s Aerdi founders. The wild lands beyond
the farms are technically owned by the less influen-
tial members of the Gentry, but are in fact popu-
lated primarily by lawless woodsmen, sylvan elves,
and no few fairies, who of course pay tribute to no
human lord.

A number of small villages dot the Free Lands of
Dyvers. The most notable is Maraven, a burgeoning
eastern town near the border with the lands of Grey-
hawk. Maraven straddles the highly traveled Grey-
hawk Road, and in the past played the Gentry of
Dyvers against the Directing Oligarchy of Greyhawk,
managing to remain neutral even through periods of
heavy skirmishing between the cities. In recent
years, however, the Magister of Dyvers, Larissa
Hunter, put an end to this intrigue, stationing a
castle to the east of Maraven, solidifying a hold on
eastern nobles whose support was once tenuous at
best.

Dyvers enjoys temperate weather throughout
much of the year, with some accumulation of ice on
the Velverdyva in deep winter. Due to its immense
size and perhaps magical properties, the Lake of
Unknown Depths does not freeze in cold weather;
Dyvers runs shipping operations year round. Crews
are mindful of the monstrous predators of the lake,
however, and prepare accordingly.

The elite of Dyvers’ small military forces are the
Free Marines, 1,500 well equipped and trained
mariners who double as passable cavalry and infantry
in times of crisis. Most troops are in the Free Army,
roughly three thousand humans carrying either
polearms or shortspears and shields. The current
magister achieved great success in the wars as the
captain of this able force.
History: Long a trade port, Dyvers was also the
capital of Aerdy’s Viceroyalty of Ferrond. In that
role, it served as a welcome port to goods and trav-
elers who braved the unexplored shores of the Nyr
Dyv. The palace of the viceroy rivaled that of his
colleagues in the west, and its domed central struc-
ture and austere stone towers have long been cited
in travelogues as among the finest examples of
Oeridian architecture.

By 254 CY, the degradation of the Great Kingdom
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had grown too profound for the lords of the west. In
that seminal year, the heir to Viceroy Stinvri was
proclaimed King Thrommel I. The Viceroyalty of
Ferrond was no more. In its place stood a vast inde-
pendent kingdom, Furyondy, with Dyvers as its cos-
mopolitan capital.

Dyvers had been the region’s capital for more than
150 years. Despite the grandeur of the palace grounds
and the long tradition, however, Thrommel and his
newly installed court desired a grander seat for their
new realm. A short time after the coronation, plans
were drawn for a new capital, Chend], far to the
north. By 288 CY, the king had abandoned the “City
of Sails” for his new seat of power, the meticulously
crafted architectural wonder of Chendl.

In the ensuing centuries, Dyvers slid further from
the affairs of central Furyondy. With the construc-
tion of the new port city of Willip, on the Nyr Dyv's
northern shore, much traffic from the north and
east was diverted from Dyvers, and the region
entered an economic slump. At this time, Greyhawk
entered a period of expansion and wealth that
served as a mixed blessing for Dyvers. Increased
wealth to the southeast meant the creation of new
markets and an invigorated flow of goods and coin.
It also meant increased territorial ambition on
behalf of the Landgraf of Selintan, Greyhawk’s tradi-
tional ruler. While both cities grew richer, a bitter
rivalry developed. Dyvers, once the center of learn-
ing, art, and culture in the west, saw much of its
influence sapped by the upstart city that had
deemed itself, without bothering to confer with the
Gentry, the “Gem of the Flanaess.”

The people of Dyvers are a mercantile folk, prone
to cutting corners to achieve profit. Furyondy'’s rela-
tionship with Veluna troubled the freethinking folk
of the city, as Veluna’s cleric rulers were highly prin-
cipled, rather ascetic, and encouraged great donations
to church coffers. When many cities in Furyondy
established a code of “canon law,” replete with
church courts stocked with Raoan doctrine and
Cuthbertine punishments, the Gentry of Dyvers
decided that enough was enough. Preparing for the
worst, they informed the crown of their intention to
split from Furyondy in 526 CY. Perhaps because
Furyondy feared the growing power of Greyhawk
and felt it needed an ally in the region, Thrommel 1T,
the reigning monarch, allowed the secession to pass
unchallenged.

In recent years, Dyvers has gained the unfortunate
reputation of being a good place to “get lost"—or,
rather, to lose one’s pursuers. After the Horde of Ele-
mental Evil was routed at Emridy Meadows, some
adherents to darkness who did not flee to the Wild
Coast instead traveled north to Dyvers, bolstering
the criminal element in the city. In part because of
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the aftermath of that conflict, the Gentry of Dyvers
live in fear of Turrosh Mak’s Pomarj “empire” and
have even charted out wholesale evacuation plans
for the city in the event of invasion (the populace
fleeing to either Furyondy or Verbobonc).

The aftermath of the Greyhawk Wars brought at

least one important change to Dyvers. The city had
never enjoyed a warm relationship with Furyondy’s
branch of the Knights of the Hart, and when some
knights loudly contemplated annexation of the city
for King Belvor, public anxiety grew to an all-time
high. The city’s Magister, Margus, failed to ade-
quately address the concerns of his public, letting
the matter slip by without comment. This led to his
ouster in 585 CY and the subsequent election of its
fiery army commander, Larissa Hunter, as the new
Magister. Hunter is patriotic to a fault, continually
rubbing Greyhawk and Furyondy’s noses in minor
trade victories, and shortening no few tempers in
foreign lands. Still, she has captured the hearts of
her people and is a popular sovereign.
Conflicts and Intrigues: Rhennee bargefolk now
inhabit the four islands of the city’s River Quarter,
causing trouble. Two Free Marines ships were cap-
tured by pirates late last year; among the missing is a
wizard, Rashaman of Safeton, Larissa Hunter’s hus-
band. Outlying farms in the south now suffer raids
by orcs, gnolls, and ogres from deep in the Gnarley
Forest.

Ekbir

Proper Name: Caliphate of Ekbir

Ruler: His Sublime Magnificence, the Caliph of
Ekbir, Xargun (NG male human Clr16 of Al'Akbar)
Government: Aristocratic theocracy; ruler must be
a high-ranking cleric from one of five royal clans
Capital: Ekbir City

Major Towns: Ekbir (pop. 63,700), Kofeh (pop.
29,400), Fashtri (pop. 10,000)

Provinces: Numerous minor sheikdoms
Resources: Foodstuffs (plus fish), cloth, wood, ship-
building supplies

Coinage: Star (pp) cup (gp), galley (ep), charger (sp),
sentry (cp)

Population: 1,960,000—Human 96% (B), Halfling
2%, Elf 1%, Other 1%

Languages: Baklunish (Ancient and dialects),
Common

Alignments: LG*, NG, LN, N

Religions: Al'Akbar, Istus, Mougqol, Pelor, Geshtai
(all state favored); other Baklunish gods

Allies: Tusmit (sometimes), Zeif (sometimes)
Enemies: Zeif (sometimes), Tusmit (sometimes),
Tiger Nomads (sometimes), Ket (sometimes), Knights
of the Watch

Overview: The caliphate’s southern and eastern bor-

ders are formed by the Tuflik and Blashikmund
rivers, while her northern border follows the Yatils to
their terminus in the Yecha Hills. This arm of the
mountains is filled by the Udgru Forest, a largely
untamed region where the caliph’s authority does not
go unchallenged. Ekbir, located on the coast of the
Dramidj Ocean, boasts one of the most imposing
fortresses in all the Flanaess within her capital city.
The city is also a destination for pilgrims wishing to
pray at the Mosque of AI'Akbar.

The city of Ekbir and the coastal areas of the
caliphate are mild and pleasant year-round. The inte-
rior of Ekbir is another matter, for the winters there
can be quite severe. The Hadash River marks an
unofficial boundary between the settled and wild
lands of the caliphate. The country is quite fertile,
and the interior is almost purely agrarian. The
people are very devout for the most part, though few
here could be described as zealots. Most citizens
follow the Exalted Faith of Al'Akbar, and even those
who hold some other deity or deities as patron still
have great reverence for Al'Akbar as the Restorer of
Righteousness.

Ekbir’s military is more than sufficient for the

defense of the realm; a large force of seasoned light
and medium cavalry patrols her borders and pilgrim-
age routes, and a one-thousand-man army of mace-
and scimitar-wielding heavy infantry is personally
commanded by the caliph. The nation’s formidable
war-fleet is based primarily from the capital city,
though her mercantile fleet is divided almost equally
between the capital and the more southerly port of
Kofeh. The shipyards of Hadash Bay are quite busy as
well, refitting several ships of state to honor the fiftieth
anniversary of Xargun's reign as caliph.
History: Ekbir is arguably the oldest of the Baklu-
nish states in the Flanaess, its capital city having
been founded by AI'Akbar himself, and where he
reigned for the last decade of his mortal life. The
simple guidelines he established for proper gov-
ernment, trade, and agriculture were quickly elab-
orated upon by his followers. Within twenty years
of his ascension, a well-defined social order had
already been achieved. While most of the rest of
the Flanaess was in disorder, Ekbir was an island of
stability and benevolence. Her clerics journeyed to
neighboring lands to preach the accumulated
wisdom of the Exalted Faith. They met much
opposition, especially in the lands of the degener-
ate Satrapy of Ghayar (modern Zeif), but many
converts were won as well.

When Ozef the Warrior overthrew the last of
the Satraps and established the Sultanate of Zeif,
he turned to the caliphate and the clergy of AI'Ak-
bar for guidance in establishing his new govern-
ment. Yet, with his untimely death, the blessed



influence of the caliph was diminished. Mean-
while the importance of the nefarious viziers grew
ever more profound. Thus, the proper relationship
of sultan to caliph was never realized between the
two nations, despite the importance of the faith of
Al'Akbar to both.

During the reign of Udmey the Seer, the first
order of knighthood in service to AI'Akbar was
established, called the Farises. The caliph under-
stood that mounted warriors had always proved
most effective in the lands of the Baklunish, and
these knights were organized to defend the nation,
clergy, pilgrims, and citizens. They also served as a
counterbalance to the mounted raiders of the
plains. Udmey oversaw the creation of the naval
force of Ekbir. The size and quality of this fleet was
steadily increased until it came to dominate much
of the western ocean over the next four centuries,
providing security for travelers and merchants of
all nations.

Sadly, this era of maritime prosperity was slowly
brought to an end by a protracted conflict with the
Ataphad city-states. The Ataphad Islands had been
ignored for centuries by the Baklunish Empire, and
they had provided a haven for the most degenerate
elements of that civilization. When the Baklunish
successor-states colonized in the Dramidj isles, they
brought with them a culture that was opposed to the
practices of the evil lords and sorcerers of the north-
ern isles. A state of war soon developed that saw little
open hostility, but relied heavily on espionage, often
using the most potent magical means to undermine
trade and government authority. Piracy also became
commonplace; combined with sahuagin attacks and
the treachery of turncoat ship’s captains, the sea-lanes
of the Dramidj became some of the most dangerous
on Oerth.

While the Ekbiri faced opposition on the open
seas, they also suffered a grievous assault to their reli-
gious foundation. During the 16th Procession of
Blessing, in 2878 BH (219 CY), the Cup and Talisman
of Al'Akbar were brought by the grand mufti out of
the Mosque of AI'Akbar, according to established
custom. The procession was immediately attacked
and the relics stolen by strange elves who were as tall
as men. They escaped pursuit astride giant eagles,
traveling above the Plains of the Paynims toward the
distant Barrier Peaks. The grand mufti was held
responsible for this irreplaceable loss, and he was
exiled from Ekbir forever, ultimately finding refuge
among the mountain tribes of the Yatils. Over the
next decades, he formed the tenets of the True Faith,
claiming the caliph was no longer the true spiritual
heir of Al'Akbar.

Upheaval in the southern lands brought several
large groups of mixed Oeridian and Baklunish
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refugees from the region of Ull into Ekbir in 2975
BH, along the pilgrimage routes through the plains.
The caliphate established refugee camps near the
Blashikmund to accommodate the exiles, setting
guardians over them to maintain order. Later that
year, when two even larger bands of nomads entered
the caliphate, they refused to submit to the Ekbiri.
Instead, these Paynims stirred the inhabitants of the
camps to join with them in seizing arms and mounts
from their guardians. Most of the guardians were
slain in the struggle, and the nomads quickly moved
north, stealing food and horses from villages along
their route. Though harried by Ekbiri cavalry, the
nomads eluded their pursuers with guile and unex-
pected magical force, managing to escape into the
Yecha Hills in less than a fortnight.

For much of the next decade following the Nomad
Intrusion, the borders of Ekbir were closed to large
groups of pilgrims or other wanderers. The nation
took a decidedly more aggressive stance toward its
security, assuming control of Tusmit from the sul-
tanate in the process. Teachers and administrators
were sent to Tusmit to help organize the necessary
social reforms in the new protectorate, but the
obstreperous nobles (many of whom had supported
the successors of the grand mulfti of the Yatils) resis-
ted every effort made by the Ekbiri. Finally, the pasha
himself was forced to compromise with the nobles,
and Tusmit was declared an independent state,
though the pasha was still expected to acknowledge
the caliph as his personal superior.

When the current pasha of Tusmit assumed his
office, he failed to make ritual obeisance to the
caliph, instead giving his pledge of loyalty to the
sultan of Zeif. This has not helped relationships
between Tusmit and Ekbir, needless to say. The rela-
tionship between Ekbir and Zeif, on the other hand,
is near ruin. For the last twenty years the sultan has
sought to advance his claim as the highest temporal
authority in all Baklunish lands. The caliph has
rejected this utterly on the basis of history, and also
on morality, pointing to the corruption in the
sultan’s court. Ships from one nation are now rou-
tinely harassed in the ports of the other, or simply
refused berth. It is hoped that the growing tensions
can be resolved without violence, but the armies of
the caliphate stand ready to defend their nation.
Conflicts and Intrigues: Tension increases in the
Dramidj between Zeif and the Ataphadi. Advisors
express concern over contacts between the Ataphad
city-states and the Tiger Nomads. Religious authori-
ties are disturbed by tales of a new Mahdi among the
Paynim tribes.

Frost Barbarians

Proper Name: Kingdom of (the) Fruztii

<N
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Ruler: His Most Warlike Majesty, King Hundgred
Rilffson of the Fruztii (CN male human Bbn13)
Government: Hereditary feudal monarchy; member
of the Northern Alliance

Capital: Krakenheim

Major Towns: Djekul (pop. 3,100), Krakenheim
(pop. 4,500)

Provinces: Thirteen jarldoms (all clan-based) gov-
erning many chieftain-led villages

Resources: Foodstuffs (plus fish), furs, silver, gold,
iron, timber, shipbuilding supplies

Coinage: Kronar (gp), haf-kronar (ep), linnwurm (sp),
thrall (cp)

Population: 144,500—Human 96% (S), Dwarf 2%
(hill 50%, mountain 50%), Halfling 1%, Other 1%
Languages: Cold Tongue, Common

Alignments: CN*, N

Religions: Kord, Llerg, Norebo, Xerbo, Vatun, Syrul
Allies: Ratik, dwarf and gnome clans in Griff and
Corusk Mountains

Enemies: Iuz, Stonehold, North Kingdom, Bone
March, Sea Barons, Ice/Snow Barbarians (sometimes)
Overview: The Frost Barbarians, or Fruztii, dwell in
the lands above the Timberway Forest, bounded by
the Griff and Corusk Mountains to the west and
north. The western edge of the Spikey Forest marks
the border with the Snow Barbarians, and the south-
ern and eastern shores of the kingdom of Fruztii end
at the waters of Grendep Bay. The climate here is
much more temperate than in the northern parts of
Rhizia (as the Thillonrian Peninsula is named in the
Cold Tongue), and farming is an important part of
the economy of the kingdom (though the growing
season is short). Fishing is also very important on
Grendep Bay, as is mining in the eastern Griffs.
However, the most notorious pursuit of the Frost
Barbarians is raiding, and it often proves the most
lucrative, as well.

Longships of the Frost Barbarians, often in coop-
eration with the other Suel barbarians, raid south-
ward in spring to pillage along the coast of the new
Great Kingdom of Northern Aerdy and sometimes
further south. The crews are typical examples of
barbarian warriors, wildly brave but rarely disci-
plined. No lack of discipline afflicts the soldiers of
the king of Fruztii, however; his standing army is
highly organized and well trained. The king’s men
are also well armored with chainmail and shield,
bearing swords or battle-axes. Several companies of
archers and a small force of cavalry based in Djekul
are present.

The Fruztii are strongly allied to the Archbarony of
Ratik in the south. Their young king has even mar-
ried a beautiful but headstrong Ratikkan noble-
woman eight years his senior. Changes are already
apparent in the royal court at Krakenheim, with

more formal (or “civilized”) trappings in the organiza-
tion of the government and the military. These
changes do not meet with the approval of many of
the older jarls, but they remain loyal to Hundgred
out of respect for his noble father.

History: The known history of the Suel of the far
north is a combination of legend, myth and tradi-
tion. Their earliest tales are of the battles they fought
as they may their way across the Flanaess, dogged by
the Oeridians who allowed them no habitation in
the rich central lands. Many Suel fled far to the
south, following various leaders of the old aristoc-
racy. Some made peace with the Oeridians, accept-
ing their laws while keeping their Suel princes. The
ancestors of the Suel barbarians hated the Suel
nobles and aristocracy almost as much as they hated
foreign races. They acknowledged no masters, and
after a century of travail finally crossed the Rakers
into Rhizia.

Here legend becomes myth. Stories tell of a barbar-
ian empire created by the warriors of Vatun, the
“Great God of the North.” The empire, if it existed at
all, lasted only for the lifetime of the first fasstal of
the Suelii. Some say Vatun was betrayed by a com-
panion deity, but others blame a rival Oeridian god
(Telchur) and his clerics; a few even say that the bar-
barians proved unworthy, being unable to sustain a
mighty god’s presence. Regardless, as recorded his-
tory dawned in the north, the barbarians’ empire was
only a tale of old.

Several centuries after the founding of Aerdy, the
Suel barbarians began their sea raids. Apparently,
they had been content to war with each other
through the dim years that preceded their attack on
the Aerdy coasts. The Fruztii were the dominant
nation in these early raiding expeditions, even going
so far as to establish settlements south of the Rakers,
on the border of the Great Kingdom. Their raiding
became so chronic that eventually the Aerdi sent
troops to deal with the settlements directly. Many
battles were fought over the years, but the Fruztii
resisted all attempts to dislodge them. Eventually,
the armies of the Great Kingdom overwhelmed the
combined force of Suel barbarians, and the Frost Bar-
barians took most of the losses. The Fruztii were
never again dominant in the north.

For years they were subject, directly or indirectly,
to their Snow Barbarian cousins. It was not until the
reign of the current king’s father that they truly
emerged from the Schnai’s yoke. The alliance with
Ratik that has flourished in the last twenty years has
given the Frost Barbarians greater influence in the
region. Immediately prior to the Greyhawk Wars,
they were in brief alliance with Stonehold, as were all
the barbarian Suel, but the alliance quickly dissolved
before any military action by the Fruztii was begun.
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Conflicts and Intrigues: Nobles from Ratik have
great influence at court but are not always trusted.
Scarlet Brotherhood agents are well received but
bring strange news and promises. Merchants from
the Lordship of the Isles have a growing presence,
offering unusually generous trade deals that make
some jarls suspicious. Hundgred’s court is growing
isolated from other northern barbarian nations.

Furyondy
Proper Name: Kingdom of Furyondy
Ruler: His Pious Majesty, the King of Furyondy,
Belvor IV (LG male human Pal16 of Heironeous)
Government: Feudal monarchy, hereditary king-
ship (no current heir) limited by Noble Council
Capital: Chendl
Major Towns: Baranford (pop. 2,200), Caronis
(3,000), Chendl (15,600), Crockport (3,400), Free
Borough (3,100), Gorsend (5,200), Grabford (8,800),
Greatwall (4,400), Kisail (2,300), Libernen (3,900),
Littleberg (7,700), Pantarn (2,500), Redoubt (5,900)
Willip (19,000)
Provinces: Bight major provinces ruled by heredi-
tary nobility (the “Seven Families”)
Resources: Foodstuffs, cloth, gold, wines, fish, ship-
building supplies
Coinage: [Furyondy standard] paladin (pp), wheat-
sheaf (gp), knight (ep), sheridan (sp), common (cp)
Population: 1,481,800—Human 79% (Osbf), EIf 9%
(sylvan 60%, high 40%), Halfling 5%, Dwarf 3%,
Gnome 2%, Half-elf 1%, Half-orc 1%
Languages: Common, Velondi (far west), Elven,
Halfling
Alignments: LG* NG, LN
Religions: Heironeous, Rao, St. Cuthbert, Maya-
heine, Zilchus, Trithereon, Fharlanghn, Beory
Allies: Veluna, Shield Lands, Highfolk, Ulek States,
Verbobone, Dyvers, Knights of the Hart
Enemies: Iuz, Scarlet Brotherhood, Rhennee (dis-
trusted), Horned Society
Overview: Modern Furyondy spans the land
between the mighty Velverdyva and Veng Rivers,
from the Nyr Dyv in the south to the southern shore
of Lake Whyestil in the north. The nation abuts the
grand Vesve Forest, but claims only a small part of
that expanse.

The two great lakes moderate the weather
throughout most of the year. Rain is more common
in the north, making a depressing land even more
miserable. Winter brings a great deal of snow, but is
not particularly harsh.

Furyondy both profits and suffers from the disposi-
tion of its neighbors. The alliance with friendly one-
time satellite nations like Highfolk and Veluna bal-
ances the depredation suffered at the hands of Tuz and,
until recently, the Horned Society. The Greyhawk Artur Jakartai at the Retaking of Grabford
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Wars changed the nation’s borders; for several years,
much of the northern provinces of Kalinstren and
Crystalreach were occupied by Tuz.

War also brought about severe economic depres-
sion for the north, and a massive drain on the royal
coffers. As a result, much of the king’s wealth has
been depleted. Much of the nationwide road system,
once Furyondy’s pride, lies in shambles unless sup-
ported by the wealth of local lords. This has had a
deleterious effect upon the nation’s economy, and
trade is at an alarming low.

Though it suffered great losses in the Greyhawk
Wars (582—-584 CY) and the Great Northern Cru-
sade (586—588 CY), and stands to lose even more to
the newly declared eternal war against Iuz,
Furyondy still boasts one of the most impressive
standing armies in all the Flanaess. Augmented by
war-hungry mercenaries and adventurers from dis-
tant lands, the full force of infantry and cavalry
stand at about twenty thousand soldiers, with
roughly the same number of warriors provided by
local lords.

The Furyondian Royal Navy, based in Willip,
patrols the Nyr Dyv, keeping the coasts (mostly) free
of pirates and dangerous monsters. The Willip Arse-
nal, the largest dockyard in the Flanaess, has grown
considerably in the last six years as the nation
replaces dozens of lost ships.

The heartlands of Furyondy are governed by the
king and by the Seven Families, each of whom con-
trol a single province within the kingdom. These
nobles live to the fullest of their grand titles. The
courts of dukes, barons, and earls rival that of the
king himself. The provinces of Furyondy follow,
with capitals and rulers.

Crystalreach, County of

Grabford

Count Artur Jakartai (LG male human Pal17 of
Heironeous)

Fairwain Province

Chendl (royal capital)

King Belvor IV (LG male human Palt6 of Heironeous)
Gold County

Libernen

Countess Kyaren Rhavelle (N female human Wiz4
(illusionist))

Kalinstren, Barony of

Crockport

Baroness Jelleneth Kalinstren (CG female human
Ftr9)

Littleberg, Barony of

Littleberg

Baron Jemain (LG male human Ftr11)

Reach, Duchy of the

Caronis

Duke Bennal Tyneman (CN male human Rog12)

March, Viscounty of the

Gorsend

Viscount Luther Derwent (N male human Ftr4)
Willip, Barony of

Willip

Baron Xanthan Butrain (LN male human Ftr8)
History: In the aftermath of war, participants and
spectators always seek to cast one nation in the role
of good, the other in the role of evil. If the Old One
presents an all too obvious threat, Furyondy presents
salvation. Were it not for the valor of Furyondy’s
knights, the resolve of its peasant levies, and the
magic of its steadfast allies, the Flanaess very likely
would be under the complete control of Tuz the Evil.
Furyondy is a place of chivalry, a bastion of good in
these very troubled lands.

The realm began nearly five hundred years ago as
the Viceroyalty of Ferrond, the proudest jewel in the
crown of Aerdy. In those distant days, Ferrond con-
sisted of modern-day Furyondy (Furyon) and Veluna
(Voll), Highfolk, the Shield Lands, the Quaglands
(Perrenland), and the hilly regions northeast of the
massive Vesve Forest, then known as part of the
Northern Reaches. The viceroy ruled fairly from
Dyvers, where he was attended by scores of noble
families culled from the Great Kingdom, as well as
ennobled Flan who served Aerdy.

Ferrond followed Aerdy’s feudalistic model, result-
ing in considerable profit for Rauxes though creating
extremely difficult lives for the majority of Ferrondi-
ans. As the Aerdy empire faltered under incompetent
overkings, the nobles of Ferrond withheld their
imperial tithes, ruling by their own writ more than
by the commands of their distant liege.

The death of the aged Viceroy Stinvri in 254 CY
signaled a change in Ferrondian politics. No longer
would the nobles of Ferrond bow to the “dangerous
incompetence” of Rauxes. Instead, they installed
Stinvri’s heir as Thrommel I, king of Furyondy. The
coronation was the cause of much celebrating in
Dyvers, and considerable anguish in Aerdy. Immedi-
ately, half-hearted skirmishing in the lands north of
the Nyr Dyv exploded into conflict bordering on all-
out war.

Unrest from the northern barbarians and military
incompetence cost Aerdy any chance at checking the
Ferrondian movement. Though it took the Court of
Essences more than a century to acknowledge it,
Furyondy’s independence suffered no serious opposi-
tion after 260 CY.

Eventually, the excess of Furyondy’s nobles and
the pride of growing Furyondian nationalism trig-
gered an expansionist phase that saw the annexation
of Bissel in 438 CY. Only the secession of Voll (later
Veluna) and the strength of Keoland to the south
halted Furyondy’s aggressive growth.



The year 479 CY saw the appearance of Tuz in the
north, and in the following years much of the North-
ern Reaches was lost to the cambion lord. Furyondy’s
new preoccupation would not be with internal poli-
tics or foreign treaties, but with a demon-spawned
tyrant.

King Belvor IV, the realm’s current monarch, came
to the throne in 537 CY. The events of the last two
decades have weighed heavily on his heart, and he
has turned from a kindly if forceful gentleman to a
bitter, aged warrior. He remains devoted to the teach-
ings of Heironeous, but many believe that Belvor
goes through the motions of leadership without
spirit, exhausted by war.

Belvor’s lesser nobles hold the king in check; their
representatives form the basis of a Noble Council
convened in the current capital, Chendl. Before the
king makes important decrees, he must first garner
the support of this body, which often holds its own
interests above that of the nation as a whole. Below
the king and the Noble Council is an array of minor
nobles known as the Knightly Conclave, a parliamen-
tary group that considers any issue it wishes, then
offers its opinions to Belvor.

The Greyhawk Wars were not kind to Furyondy.
Ever a stalwart foe of the Old One, the nation paid in
blood when the armies of Tuz marched south and
west. With Bissel overrun by Ket, most of Furyondy’s
allies were cut off from aiding the nation against
waves of orcs, hobgoblins, and demons. Crockport
and Grabford fell quickly; Chendl laid besieged for
months and suffered significant damage. The
Whyestil Lake navy narrowly escaped complete
destruction at terrible cost. Furyondy lost nearly
thirty thousand men in the fighting. Though refugees
from the Bandit Kingdoms and even repentant
humans from the Horned Society helped to replace
fallen soldiers, they did little to ameliorate the pain
and suffering of those who had lost loved ones in the
struggle. Expatriate Shield Landers, nearly eleven
thousand of them, understood this loss all too well.
They emigrated to Furyondy after the fall of their
own nation, hungry for retribution and eager to bring
the war to Tuz. With the ratification of the great Pact
of Greyhawk in Harvester 584, however, the wars
came to an end. Furyondy and Iuz alike licked terrible
wounds across a newly formed border and miles of
physical and emotional devastation.

Despite the Pact of Greyhawk, Belvor and his
advisers worked behind the scenes to deal a telling
blow to the enemy to the north. An alliance with
Veluna, always a strong ally and moral compass for
Furyondy, resulted in the recovery of the Crook of Rao
and the Flight of Fiends in Coldeven 586 CY. With-
out his support structure of fiendish officers, Iuz’s
armies lost much of their striking power and organi-
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zation. Belvor knew well that this chaos would not
last forever. Furyondy’s plight demanded action. At
great cost to his own power and holdings, King
Belvor IV initiated the Great Northern Crusade.

Furyondy’s armies smashed northward in early
Planting, bulwarked by the Knights of the Hart and
the archmage Bigby. Fighting continued for more
than a year, with few meaningful victories for either
side. Finally, in 588 CY, the Battle of Grabford pro-
vided Furyondy with a crucial victory that allowed
it to encircle Crockport, the base of Tuz’s operations
in the occupied lands. When the city finally fell to
the forces of weal, it was the site of uncontrolled
chaos and slaughter of the occupying forces. Crock-
port had been the goal of the great Northern Cru-
sade. Many fell victim to emotion in its recapture,
and few good men remember the event with any
degree of pride.

If Crockport had been the initial goal of the Cru-
sade, however, general revenge, and the ultimate
destruction of Tuz the Evil soon took its place.
Recaptured lands revealed the horrible truth of the
occupation—entire villages had been reanimated;
Tuz's agents knew no pity, and reveled in destruction
and butchery. Exactly three years to the day of call-
ing the original Crusade, Belvor appeared in public
in Chendl, proclaiming a “permanent and unalter-
able state of war” between Furyondy and the Empire
of Tuz.

For the past two years, war has continued in the

form of cross-border raids and magical assaults, spy
operations, assassination and sabotage, and merce-
nary strikes against supply and headquarters units.
Whole months pass without noteworthy actions (in
the public eye, at least). Still, the ultimate goal of
Iuz's downfall burns in the hearts and minds of all
Furyondians.
Conflicts and Intrigues: The Furyondian branch
of the Knights of the Hart is becoming increasingly
political, to the chagrin of the southern lords. Three
cloven-hoofed children were born in the town of
Pantarn within the last year. Count Artur Jakartai of
Crystalreach is being courted by Shield Landers who
desire his help in reclaiming their lost land. King
Belvor is aging and has no heir apparent.

Geoff

Proper Name: Grand Duchy of Geoff

Ruler: His High Radiance, Owen I, Grand Duke of
Geoff (exiled—LG male human Wiz15 (illusion-
ist)/Ftr5); now ruled by rival giant and nonhuman
tribal leaders and shamans, divided by race and
religion

Government: (Formerly) feudal monarchy with
minor fealty to Keoland; (now) no central govern-
ment exists
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Capital: (Formerly) Gorna; (now) none

Major Towns: Gorna (pop. ?), Hochoch (pop. 5,500;
see text), Hocholve (pop. 0), Pest’s Crossing (pop.
800), Pregmere (pop. 300)

Provinces: (Formerly) six high counties, numerous
elven lordships among nomadic woodland tribes, a
few dwarf and gnome lordships in Stark Mounds;
(now) several ill-managed “provinces” commanded
by most powerful giant inhabitants of former human
cities

Resources: (Formerly) cloth, copper, silver, gold,
timber, gems ()

Coinage: [Modified Keoland] griffon (pp), lion (gp),
eagle (ep), hawk (sp), owl (cp)
Population:70,000—Human 79% (FSO), Elf 9%
(sylvan 90%), Halfling 5%, Dwarf 3% (hill), Gnome
2%, Half-elf 1%, Half-orc 1% (plus vast number of
uncounted orcs, goblins, various giants, etc.)
Languages: Common, Flan, Keolandish, Elven,
Halfling (plus Orc, Goblin, etc.)

Alignments: NG, LG, CG, N, LN, CN, CE* (law for-
merly LN)

Religions: Pelor, Ehlonna, Allitur, Phyton, Fhar-
langhn, St. Cuthbert, Obad-Hai, elf pantheon,
Norebo, Beory, gnome pantheon

Allies: Sterich, Keoland, Gran March, Bissel
Enemies: Valley of the Mage (distrusted), nonhu-
mans and giants in Crystalmists

Overview: The land of Geoff is utterly devastated. Its
villages are ghost towns, and armies of orcs and
giants of all varieties have inhabited the cities, taking
as slaves those humans they did not kill and eat. Few
buildings have escaped ruin, and the land’s forests are
being harvested for unknown purposes. Nearly
everything that once was Geoff has been erased. The
giants hold all land from the Crystalmist mountains
in all directions but east, where the Realstream, Dim
Forest, Oytwood, and Stark Mounds demarcate a
chaotic, violent border with Gran March.

Geoff’s isolated position accounts for some
unusual weather. Morning fog is common near the
Dim Forest, giving northeastern Geoff a reputation
for secrecy and hauntings. Rain is plentiful, though
thunderstorms are short, violent affairs. Winter
brings significant snowfall, especially in the west
and mountains.

Before the wars, Geoff was well known as a source
for wool and furs. Animals, both wild and domesti-
cated, once freely roamed the countryside. Most of
these were captured and eaten by giants and orcs,
though the deer population has grown following the
loss of their foremost predator (humans—the orcs
and giants eat cattle and horses). Roving packs of
wild dogs range widely throughout Geoff, creating
yet another hazard in an already frightful realm.

Geoff’s roads, predictably, are in disrepair. Travel-

ing them is relatively safe, however, since giants
ignore roads to take the most direct overland path,
carrying their belongings. Few bandits inhabit Geoff,
as the giants are dangerous and nothing is left worth
stealing.

The giants’ gains were hard won. Geoff’s archers,
predominantly sylvan elves and half-elves, picked
off the first giant forays, allowing the full evacuation
of the capital and much of the southlands. Eventu-
ally, Geoff's defense broke. Cavalry and pikemen
were little match for seemingly countless bands of
giants and nonhumans. Little evidence of an organ-
ized Geoffite army exists today; survivors long ago
pledged themselves to Gran March or newly liber-
ated Sterich, and they encourage the retaking of
Geoff from afar. The largest group of these warriors
is based in the all-but-annexed town of Hochoch,
between the Dim Forest and Oytwood.

History: Geoff is among the oldest nations in the
Flanaess. Settled by migrating Suel and Oeridians
who befriended the native Flan tribes, the land has
benefited from its geographic isolation for centuries,
seeing little war or bloodshed. With the help of the
sylvan elves of the forests and the gnomes of the
Stark Mounds, the Geoffites erected Gorna more
than nine hundred years ago. In 316 CY, the region
was peacefully incorporated into Keoland, its nomi-
nal leader gaining the title of Grand Duke of Geoff.

As the ambition of the Keoish kings grew great,
the councils of the grand duke urged their leader to
distance himself from the philosophy of the Wealsun
Proclamation, which announced manifest destiny
upon the entire Sheldomar Valley. Though the dukes
of Geoff did not openly oppose the measure, Duke
Arnod II failed to supply any troops for the king
during the Small War with Veluna, claiming that the
royal messenger bearing the mustering order (a
minor Keoish noble named Dartun Dasco) had never
arrived. Thereafter, relations between the court of
the Duke Arnod and King Tavish III grew cold.

The discovery by a Keoish spy of a desiccated, poi-
soned corpse beneath the grounds of Eagle Peak (the
duke’s castle) in 450 CY triggered a series of events
that would end in war between Geoff and Keoland.
When divinations revealed the body to be that of the
missing knight, Dasco, the king ordered his armies
across the Stark Mounds, intent to teach Geoff the
price of ignoring Keoish edicts.

The result of this was the bloody Battle of Gorna,
which saw the defeat of the Keoish force. Some
claim that powerful magic employed on behalf of
the duke by the archmage Vargalian had a dire
origin; many of the slain Keoish warriors remain in
the Stark Mounds as undead swordwraiths to this
day. The defeat was profound, and it resulted in great
humiliation for King Tavish III. In the following



years, Geoff continued to pay tribute to the crown,
but with confidence that never again would the
nation fear an attack from the east.

The nation, however, lay exposed to a deeper threat
from within its own borders. In 497 CY, the unthink-
ably rich Count Granus of Pregmere made a play for
the capital, using as his army a well-paid force of mer-
cenaries and, it is whispered, the secret support of
the Knights of the Watch and certain forces within
Gran March. Grand Duke Rohan III was slain in
early fighting, which encouraged three other counts
to join the fray, challenging Granus’s claim upon the
entirety of Geoff. Keoland, who stood duty-bound to
quell the fighting, watched from afar, still aching
from the defeat suffered in the Stark Mounds. At the
end of the battle, the heir of Count Granus took the
title Rohan IV. With a surprisingly gentle spirit and
even-handed philosophy, he pacified his wounded
nation.

Throughout the next eighty years, Geoff lived in
relative peace. Raids by giants, ogres, and orcs from
the Crystalmists were a continual nuisance, but the
creatures never worked in concert and were easily
laid low.

This pattern changed dramatically in 584 CY, when
the orcs and giant-kin of the Crystalmists worked
together, systematically invading and destroying
western villages in a series of calculated attacks that
appeared to be orchestrated by an unknown entity.
By Harvester, the entire nation had fallen to the
giants. The duke, wise Owen I, fled to Shiboleth,
where he was greeted by friendly nobles of Gran
March.

Those Geoffites who could not escape the nation
began a guerilla war against the giants, striking from
secluded hideouts in hills and woodlands. Aided by
gnomes and elves, these humans gained only minor
victories. By 586 CY, most resistance cells had been
discovered and slain, the few survivors retreating
deeper into the woodlands of the east.

A vicious, violent push into Geoff came in 588 CY.
Orchestrated by leaders of the Knights of Dispatch in
Hochoch, the action saw a great deal of fighting in
the Oytwood, where a small army of lesser giantkin
was defeated with great bloodshed. The push was
taxing, however, and the soldiers of Hochoch now
mount only small raids in the west, awaiting money
and manpower to support a reinvasion of the
destroyed duchy.

Very little information on the current status of the
nation has reached the outside world. It is known
that Gorna is in ruins, and that a fire giant named
“King” Mogthrasir rules from a crudely wrought
stone castle in Pest’s Crossing. The giants call the
land “Tjalf,” which means “toil” in their language, an
accurate representation of the life of the few surviv-
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ing humans in the region. Whether Mogthrasir plot-
ted the invasions and is the overlord of the entire
region is unknown, but doubted.

Conflicts and Intrigues: Rumors that old Owen I
intends to move his court to Hochoch cause conster-
nation among the leaders of the Knights of the
Watch, who have designs upon a reconquered Geoff.
The Oytwood and Dim Forest sylvan elves are on
increasingly unfriendly terms. Owen’s heir, Count
Hustin, who vanished in 587 CY, was recently
revealed by divination to be alive and “amid the sky.”

Gran March

Proper Name: Gran March

Ruler: His Most Resolute Magnitude, Magnus Vri-
anian, Commandant of Gran March (LG male
human Wiz9 (evoker)/Clr3 of Heironeous)
Government: Feudal monarchy structured along
military lines, with minor fealty to Keoland; oversee-
ing current government in Bissel; noble houses and
government are closely entwined with a militant
quasi-religious knighthood, the Knights of the
Watch; commandant chosen every five years by vote
of nobles and knights

Capital: Hookhill

Major Towns: Hookhill (pop. 7,500), Shiboleth
(pop. 5,900)

Provinces: Ten great baronies, two marches (eastern
Dim Forest, Rushmoors), captured territory
(Hochoch; see text)

Resources: Foodstuffs, cloth, copper, gems (I1I)
Coinage: [Modified Keoland] griffon (pp), lion (gp),
eagle (ep), white owl (sp), heron (cp)

Population: 254, 600—Human 79% (SOf), EIf 8%
(sylvan), Dwarf 5%, Halfling 3%, Gnome 2%, Half-elf
1%, Half-orc 1%, Other 1%

Languages: Common, Keolandish, Elven, Dwarven
Alignments: LN*, LG, N

Religions: Heironeous, St. Cuthbert, Pholtus, Fhar-
langhn, Zilchus, Oeridian agricultural gods, Phyton,
Obad-Hai

Allies: Keoland, Sterich, Bissel, Ulek states.
Enemies: Ket, nonhumans in Geoff and Crystalmists
Overview: Gran March occupies the fertile plains
east of the expansive Dim Forest and west of the
Lortmil Mountains, bounded by the northernmost
fork of the Sheldomar River in the south. A poorly
defined “open” border marks the north, where nobles
often kept court in both Bissel and Gran March.
These days, there seems to be little difference
between the two governments, though the land
within 30 miles north of Hookhill is considered part
of Gran March proper. This territory also includes
portions of Dim Forest and the Rushmoors, a
haunted fen that has plagued the southern march for
much of its long history.
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The northern baronies enjoy a temperate, dry cli-
mate not unlike that found in Bissel. The south, how-
ever, is a land of dark mists and frequent showers,
particularly near the forest and swamp.

Gran March is an exceptionally martial nation. At
age fifteen, all fit males enter mandatory conscrip-
tion for a period of up to seven years. Girls may join
the rank and file, as well, though this is something of
a modern development, and their participation is not
seen as mandatory (though several influential
women in the military hierarchy believe it should
be). It is a testament to the national pride of the
nation’s young people that many continue after their
required service, and those who do not are generally
members of local militias.

Internationally renown mailed cavalry forms the

core of Gran March’s impressive army. Armed with
lances, crossbows, and swords, these riders are the
bane of giants inhabiting Geoff. The Knights of the
Watch and Knights of Dispatch offer support and
welcome tactical expertise. The total standing army
includes more than eighteen thousand soldiers. At
least three times as many trained troops can be called
up within a single week.
History: Gran March is one of Keoland’s oldest
holdings, tracing its history back more than nine
hundred years. Legend holds that, after the defeat of
Vecna and the dissolution of his empire (placed in
the northern part of the Sheldomar Valley in some
accounts), the nascent Keolandish crown created an
order of knights in the frontier region. The Knights
of the March were ordered to bring law to the land
and to quell the warring of the native Flan factions.
Eventually, the leader of the knighthood was named
commandant of Gran March, a title that carried with
it control of the land between the Rushmoors and
Lortmils.

Life in Gran March was peaceful and safe, as few
dared oppose the powerful commandant. When a
perceived threat from within beset the nation, the
Knights of the March sprung upon it fiercely and
decisively. Sometimes, such reprisals came with little
warning, often against seemingly upstanding mem-
bers of the lesser aristocracy. The knights followed
the secret teachings of their own inscrutable doc-
trine, and they showed no interest in explaining
their actions to commoners.

The early 300s CY brought the Baklunish Brazen
Horde to Ket, causing much consternation in the
courts of the east and south. In order to protect his
holdings against this Paynim threat, King Tavish I of
Keoland ordered the foundation of the Knights of
the Watch, built upon the basis of the Knights of the
March and commanded by its leaders. This new,
international knighthood quickly spread to Geoff,
Bissel, and the heart of the empire, all the while

retaining strong roots and key leadership in Gran
March. Indeed, the commandant became titular
ruler of the massive knighthood, as well as leader of
his nation.

With the dawning of Keoland’s wars of aggression,
in 350 CY, Gran March gained international notori-
ety as the primary staging ground for the Second
Expeditionary Army, which invaded Veluna from
the southwest. After the success of that campaign,
the capital of Hookhill became an important caravan
stop to points north, which served to increase the
wealth of the province.

By 415 CY, life in Gran March had grown extraor-
dinarily difficult, thanks in part to Commandant
Berlikyn, a harsh ruler who demanded nothing less
than the most of his citizens—the most labor, the
most money, the most effort. The king in distant
Niole Dra knew nothing of Berlikyn’s tactics, seeing
only the impressive results. In appreciation, Tavish
I11 appointed the commandant to be the supreme
commander of all the northern provinces, which at
the time included Gran March, Bissel, and much of
Veluna. A period of bitter oppression reigned in the
north until Berlikyn was slain in the Small War.

The death of the commandant of Gran March and
the loss of Bissel and the Velunese territories to
Furyondy forced a change in Keoland’s policy in the
north. Aware that the local nobles would not tolerate
a harsh commandant, the king allowed them to elect
one of their own number to the position, and forever-
more split the title from that of the “Marcher Lord,”
titular head of the Knights of the Watch. The govern-
ment and knighthood remained closely allied.

For much of the modern era, Gran March has
existed as a prosperous trade center along Keoland’s
northern merchant routes. Perhaps thanks to the
influence of the Knights of the Watch, the nobles of
Gran March have always enjoyed strong relations
with their neighbors in Sterich and Bissel.

As continental war developed within the last
decade, the armies of Gran March saw relatively little
action. Signatories of the Treaty of Niole Dra, the
nation sent a small army across the Lorridges in 584
CY, pledging to help Furyondy against Tuz. Months
later, Commandant Petros was horrified by reports of
whole armies of giants descending from the moun-
tains to lay waste to Geoff and Sterich. He immedi-
ately sent the bulk of his remaining armies to the
west, only weeks before the horsemen of Ket
swarmed into Bissel.

Then, as Commandant Petros prepared to call his
men from the Lost Lands of Sterich and Geoff, a
grand convocation of the Knights of the Watch was
called by the enigmatic Hugo of Geoff, the order’s
Grandiose Imperial Wyvern. Nearly half of the
knights abandoned their wartime posts to gather for



three weeks of intense secret conferences in Thorn-
ward. The enormously frustrated Commandant
Petros was invited to meet with the order’s leaders at
the conclusion of the conferences.

The commandant abdicated his post within the
week, naming as his replacement Magnus Vrianian, a
high-ranking Knight of the Watch from Shiboleth.
Vrianian left the bulk of his soldiers in the Lost
Lands, but ordered a small force to the northern
border, where Knights of the Watch led sneak
attacks against the hated Baklunish inhabiting Bissel.
Shortly after word of Beygraf Zoltan's assassination,
the armies of Gran March moved across the border,
harrying those Baklunish who were slow in retreat-
ing. In Bissel, the knights attempted to help the
people restructure their badly wounded society, even
going so far as to appoint members of the Knights of
the Watch to vacant positions of authority (without
the consent of Bissel's new margrave).

Thereafter, the commandant turned his full atten-
tion to the Lost Lands. Sterich was liberated in 588
CY, but war continues in Geoff. Perhaps the greatest
victory in the latter came in the town of Hochoch,
which was freed in 586 by a Gran March army. The
town has since been all but annexed, and its leaders
pay tribute to the commandant. It is likely Hochoch
and the surrounding lands will officially be made a
new great barony of Gran March before long.
Conflicts and Intrigues: Efforts to cut a road through
the Dim Forest are encountering resistance from evil
humanoid natives. A new menace has appeared in the
Rushmoors. Former Commandant Petros has not
been seen since a week after his abdication.

Great Kingdom: see Ahlissa, North Kingdom

Greyhawk

Proper Name: Free City of Greyhawk (sum of lands
controlled by the city is often called the Domain of
Greyhawk)

Ruler: His Solemn Authority, the Lord Mayor of
Greyhawk, Nerof Gasgal (LN male human Rog12)
Government: Lord mayor elected by an oligarchy
representing the city’s major mercantile, military,
legal, economic, criminal, religious, and magical
guilds

Capital: Greyhawk

Major Towns: Elmshire (pop. 4,000), Greyhawk
(pop. 69,500), Hardby (pop. 5,100), Narwell (pop.
4,400), Safeton (pop. 6,100)

Provinces: One metropolis, two small cities, two
large towns, and numerous villages and manorial
estates run by noble lords, military authorities, or
local officials who answer to the oligarchy; land not
controlled by urban areas is controlled by Greyhawk
military
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Resources: Silver, electrum, gold, platinum, gems (I-
1V), river and road trade nexus
Coinage: Plate (pp), orb (gp), lucky (ep), noble (sp),
common (cp)
Population: 160,000—Human 79% (OSfbr),
Halfling 9% (lightfoot), Gnome 5%, Elf 3% (sylvan), ;
Dwarf 2%, Half-elf 1%, Half-orc 1% r
Languages: Common, Rhopan, Gnome, Halfling |
Alignments: N*) all others Y
Religions: Zilchus, Pelor, St. Cuthbert, Norebo, =
Fharlanghn, many others
Allies: Duchy of Urnst, Furyondy, Nyrond, County NS
of Urnst, Veluna, Verbobonc, Dyvers, Shield Lands
Enemies: Pomarj, Iuz, Bright Lands, Scarlet Brother- ¥
hood, various evil cults (Iuz, Vecna, Wastri, Nerull,
etc.), Horned Society
Overview: The city of Greyhawk controls a sizable
estate ranging from the northern coast of the Woolly
Bay to the southern shores of Midbay in the Nyr -
Dyv. The Cairn Hills and the Abbor-Alz mark the s 1484
eastern limits of this domain, while its western -,
boundary is generally considered to lie within the
Gnarley Forest and along the edge of the Welkwood.
The other towns in the Greyhawk territory each have £
their own history of independence. Were the entire ; v
region not threatened by upheaval in the adjacent ' '
lands, none of them would willingly submit to Grey-
hawk. The “empires” of the Pomarj and the Bright
Desert lands are seen as unstable, but quite danger-
ous. In addition, neither Dyvers nor Celene, Grey-
hawk’s western neighbors, hold any affection for the
free city; the Duchy of Urnst, to the east, is a luke-
warm ally.

The soldiers of the free city are typically armed
with sword and club, and also include a substantial

number of crossbowmen. They are provided with . -~
chainmail and shield, with the exception of the ] H‘
Hardby Marines, who wear leather armor. The Grey- 1y
hawk Militia patrols the entire region, dealing with

unruly elements such as bandits, Rhennee, orcs, and A

assorted monsters. The Greyhawk Militia’s strength
is focused in the south, facing endless raids by orcs
and goblinoids from the conquered Wild Coast. The
army includes the seagoing Hardby Marines of
Woolly Bay, in their six war-galleys, and the Moun-
taineer Militia of the Abbor-Alz, with a score of grif-
fon-riding “skymen” attached.

The Selintan River and the River Road that runs
alongside it are the main avenues of travel in the
lands of Greyhawk, connecting Woolly Bay to the
Nyr Dyv. The Western Road carries traffic to Dyvers
and beyond, while Urnst Trail crosses through the
Cairn Hills to the east. Trade from all across the
Flanaess passes through the free city, and people of
all nations can be found there. In addition to being a
center of commerce, Greyhawk is a city of learning.
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The University of Magical Arts and the Grey College,
among others, attract numerous students here.
Finally, it is also a city of diplomacy; statesmen and
politicians from nations throughout the central
Flanaess serve as ambassadors to this domain, forging
alliances and treaties.

The city of Greyhawk is ruled by its lord mayor,

who is selected by the Directing Oligarchy com-
prised of twelve to eighteen of the city’s major guild
and military leaders, in addition to important clerics
and wizards. The populace of the expanded estate of
Greyhawk, beyond the city proper, has only limited
influence in government. The Greyhawk Council of
Mayors and Manorial Lords ostensibly gives the lead-
ers of the various lesser communities in the city’s
larger domain a voice in government, but it is recog-
nized that this annual gathering has no real author-
ity. Hardby, in particular, still supports its ruling
gynarchy, though the town is occupied by the mili-
tary of Greyhawk. The nearby settlements and vil-
lages also look to the gynarchy for leadership, follow-
ing the example of the current despotrix by deferring
to the authority of the free city.
History: The city that would command so much
attention from the world at large began centuries ago
as a modest village on the Selintan River. Built
around a trading outpost, the original settlement
came to be dominated by a warlord whose keep stood
on a hill above the village. After several years of gar-
nering wealth through taxation, and a bit more by
overt banditry, the influence of Greyhawk’s sover-
eign was great enough to warrant a new title: Land-
graf of Selintan. The first Landgraf’s son was wed to
the daughter of the gynarch of Hardby, thus cement-
ing a political alliance that brought the whole of the
river basin together under the old Landstadt of Selin-
tan. The height of this confluence was reached in the
person of the last landgraf, the so-called Mad Arch-
mage, Zagig Yragerne.

This Wild Coast native was a full though distant
heir to the position of landgraf. Zagig’s rulership as
lord mayor and landgraf was the most successful in
the history of Greyhawk; he refortified the city,
reformed many of its more onerous laws, established
a university, and brought great prosperity to the
region as a whole. His construction of Castle Grey-
hawk was an unparalleled achievement of engineer-
ing. While some of his projects seemed without pur-
pose or even destructive, his rule in total was of great
benefit to Greyhawk and its inhabitants.

Ultimately, his eccentricities took him far from his
duties as ruler. He was also without heir. After many
decades of his absence, Greyhawk was proclaimed a
free and independent city in 498 CY, slicing all polit-
ical ties (which were nearly nonexistent by now
anyway) with the Great Kingdom. The old Landstadt

was abolished, and absolute authority was formally
vested in the Directing Oligarchy. Though begin-
ning with great promise with the legacy of Zagig,
the city quickly fell into decline. Greyhawk lost its
authority over much of the associated territory after
500 CY, most notably the Wild Coast and Hardby. In
Hardby, the female wizards, knights, and nobles
restored the sovereignty of the gynarchy, though by
tradition the title of gynarch belonged to House
Yragerne. Therefore, the women of Hardby named
their new ruler the despotrix, ruling over a domain
extending from the lower Selintan to the Abbor-Alz.
Greyhawk finally recovered several decades ago,
benefiting from dungeon-loot taken from several
major troves discovered in the region, particularly
beneath the ruins of Castle Greyhawk. By the time of
the Greyhawk Wars, the city was again being called
the “Gem of the Flanaess” (a term coined by Zagig)
and received increasing numbers of visitors. In the
aftermath of the wars, refugees replaced many of
these visitors. Some of the wealthier refugees pur-
chased invented titles, with the prerequisite counter-
feit histories and lineages. As a result, the true history
of the city and surrounding region is slowly being
overwritten. Many see this as the price of growth and
success. Greyhawk is, for all its difficulties, more vital
and prosperous than it has been at any time since the
departure of Zagig Yragerne.
Conflicts and Intrigues: Evil cults are suspected of
gaining footholds in the city, if not making the city
their new headquarters. Violent crime is rising. Nar-
well, Safeton, and Hardby struggle to take power
from the oligarchs and gain independence. The
threat from the Pomarj is as great as ever. Rumors of
Scarlet Brotherhood spying, sabotage, and assassina-
tion are rife. Banditry is rising in the Cairn Hills.
Relations with the Duchy of Urnst are strained over
their mutual border.

Highfolk

Proper Name: Highfolk, Free Town of; Valley of the
Velverdyva (Highvale)

Ruler: The Worthy Sir, Tavin Ersteader, Mayor of
Highfolk Town (NG male human Wiz11); and, His
Most Excellent Highness, Kashafen Tamarel of
Flameflower, Lord of the High Elves of the Vesve
(CG male elf Wiz14/Ftr4)

Government: Mayor of town elected for life or
retirement by popular vote of household leaders; elf
communities are governed by hereditary monarchs
from noble families

Capital: None

Major Towns: Flameflower (500 high elves), High-
folk (pop. 8,700), Verbeeg Hill (1,200)

Provinces: No strict provincial structure—city
claims a patchwork of farm, fishing and forest com-



munities along Velverdyva River valley (the Highvale
region); elves of the Vesve have separate holdings
Resources: Gold, rare woods, gems (1), livestock
(sheep, goats), vegetables, wild game, timber
Coinage: Solar (gp), great lunar (ep), small lunar (sp),
wheat (cp)

Population: 46,000—Elf 79% (high 60%, sylvan
40%), Human 9% (Os), Half-elf 5%, Halfling 3%
(tallfellow), Gnome 2%, Dwarf 1%, Half-orc 1%
Languages: Elven, Common, Sylvan

Alignments: CG*, NG

Religions: Elf pantheon, Oeridian agricultural gods,
Ehlonna, Phyton, Fharlanghn

Allies: Furyondy, Veluna, Verbobonc, Dyvers,
Duchy of Ulek, Knights of the High Forest
Enemies: Iuz, independent Vesve nonhumans and
monsters

Overview: The land along the Velverdyva River,
from the Clatspurs to the southeastern spur of the
great Yatil range, has long been nominally claimed by
Furyondy. Here is a land of beauty, of pleasant, boun-
tiful farmlands tended by simple, honest folk. Every-
thing in the Highvale functions upon a spirit of
cooperation. Man, gnome, elf, and halfling live
together in harmony, and strangers are greeted with
a hearty handshake and an invitation to share a place
at the table.

The elven folk call the Quagflow Valley the Faird-
ells. Because of their numbers, many consider
Highfolk an olve realm. In reality, though most in
the valley defer to the lord of the high elves, repre-
sentatives from several races and factions have a
voice here.

Trade in the valley follows the Quagflow Road
from Highfolk Town to the northern town of Ver-
beeg Hill, there to Perrenland and beyond. Most
heavy cargo is transported by barge along the river,
which flows at a comfortable pace. The quality of the
roadways, and the halfling taverns along it, are unpar-
alleled. The folk of the valley are proud of their
home, and care for it accordingly.

Highfolk is protected from harsh winter weather
by the Yatils, which block the furious winds common
in the north. Light blankets of snow are common in
the colder months, and it has been many decades
since the last notable blizzard. For most of the year,
the weather mimics the spirit of the people, temper-
ate and good-natured.

In times of danger, the laid-back spirit of the
chaotic Highfolk vanishes, and neighbor stands
with neighbor against the common foe. Despite
their easy natures, these are frontier folk; nearly
everyone here learns to wield some type of weapon
before they learn how to ride a horse. In times of
muster, Highfolk can field frightening bands of
halfling slingers, as well as dangerous hill and forest
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troops. Veluna, a strong ally of the Highfolk, has sta-
tioned more than two hundred elite cavalry and
footmen in Highfolk Town, to assist the mayor and
the lord of the high elves. Highfolk’s Knights of the
Hart, made up of elite elven and half-elf warriors,
represent hope to the people of the valley, and are
justly celebrated as heroes.

History: The Fairdells and the Vesve Forest were
home to high elves for untold centuries. When
humans first arrived, as emissaries from the Viceroy-
alty of Ferrond, the two races developed a kinship
that exists to this day. In the ensuing years, though
the folk of the valley remained strong allies with
Furyondy, it became clear that they were a people
unto themselves, and that the king held no true
authority here.

Highfolk has always been dominated by three geo-
graphic features. The first, the Velverdyva, provides
food and livelihood for many in the vale. The Yatils,
home to most Highfolk gnomes, provide gems and
precious metals that fuel the region’s economy. Last,
the Vesve, the largest forest in all the Flanaess, pro-
vides both crucial timber resources and most of the
trouble Highfolk has suffered in recent years.

The Pact of Greyhawk that ended the so-called Grey-
hawk Wars did not settle the borders of the Vesve
Forest. A vicious, low-grade war has thus continued
within the woods for much of the past decade—a war
that has taken a toll on the Highfolk. Orc patrols
seldom break the defensive line within the forest, but
nearly all thorps and villages within the woodland
were abandoned. As a result, the population of
Highfolk Town has increased, straining its capacity
and raising tensions even among these easy-going
folk.

The town of Highfolk is primarily constructed of
wood. Many of the buildings feature intricately carved
arches and steeples. Elven architecture is as evident
here as in any “human” settlement on the continent,
matching even Verbobonc’s elegant, woodsy style.

The mayor of Highfolk, twenty-eight-year-old
Tavin Ersteader, was of low birth, coming from one
of the region’s northern villages. Ersteader distin-
guished himself as a young man, exploring several
mysterious sites within the Yatils and Clatspurs and
fighting against the forces of Iuz in the Vesve. Said to
be a one-time apprentice to Melf Brightflame,
Ersteader enjoys a warm relationship with the local
elves, and is a good friend of Loftin Graystand, the
former mayor, who retired in 589 CY. Ersteader is a
sworn enemy to luz, and sponsors far more recon-
naissance and attack missions against the Old One
than did his predecessor.

It is said by some that the honorable mayor seeks
audience with the leader of the Vesve’s sylvan elves,
though such a meeting is unlikely to occur. Unlike
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the clans of wood elves living along the periphery of
the forest, the tribes of the heartlands are often as
antagonistic toward humans as they are toward Iuz’s
orcs. In fact, many blame humanity for Tuz, observ-
ing with anger that the cambion-god was not only
born of a human woman, but was apparently freed
from captivity by humans, as well.

Ersteader has stronger allies in the form of the
twenty clans of high elves who live along the river
and within several leagues of the forest edge. Led by
Kashafen Tamarel of Clan Shandareth, these elves
see Tuz and his armies as direct threats to their lives
and culture. Though less prone to simply attack than
their human allies, the elves defend their realm with
vigor, and are expert at setting traps and confounding
invaders with forest magic.

Mayor Ersteader is wise. Without a grand alliance
between all goodly forces in the Vesve, the entire
region stands to fall under the heel of the Old One.
Conflicts and Intrigues: Several children of promi-
nent elves were recently abducted from Highfolk by
parties unknown. Highfolk’s branch of the Knights
of the High Forest was scandalized by reports of
financial corruption. Fires of magical origin plague
the inns along the Velverdyva.

Hold of Stonefist (see Stonehold)
Hold of the Sea Princes (see Sea Princes)

Horned Society (see Iuz, Empire of; see also Chap-
ter 6)

Ice Barbarians
Proper Name: Kingdom of (the) Cruski
Ruler: His Most Ferocious Majesty, Lolgoff Bear-
hear, the King of Cruski, Fasstal of all the Suelii (CN
male human Bbn15)
Government: Independent feudal monarchy with
hereditary rulership, though with little actual control
over jarls, who act independently of one another;
king controls the area around the capital and farms
within 30-50 miles
Capital: Glot
Major Towns: Glot (pop. 5,100), Jotsplat (pop. 3,200)
Provinces: Seventeen jarldoms (five around Jot-
splat), over thirty minor noble holdings, and Glot
(capital realm)
Resources: Furs, copper, gems (I), rare wood (sable-
wood, not exported)
Coinage: Kronar (gp), haf-kronar (ep), linnwurm
(sp), thrall (cp)
Population: 158,800—Human 96% (S), Dwarf 2%
(mountain 65%, hill 35%), Halfling 1% (stout), Other 1%
Languages: Cold Tongue, Common, Dwarven
Alignments: CN* N

Religions: Kord, Llerg, Norebo, Xerbo, Vatun
Allies: Snow Barbarians (sometimes)

Enemies: Sea Barons, Stonehold, North Kingdom,
Scarlet Brotherhood, Frost/Snow Barbarians (some-
times), Ratik (sometimes)

Overview: The northern and eastern coastal regions
of the Thillonrian peninsula are home to the Ice Bar-
barians, or Cruski. Their land is the coldest and most
severe of the Suel barbarian kingdoms, but the hard-
ship has served to strengthen their independence.
Dwelling in seaside towns and mountain steadings,
they make hunting, fishing and whaling their major
occupations. Shipbuilding is clearly important, and
piracy is as well, with seasonal raids southward pro-
viding both wealth and the opportunity for battle
that the barbarians crave.

Their military consists primarily of war bands of
medium and heavy infantry led by local jarls. Ship-
captains lead crews of sea-raiders gathered from the
same infantry, who serve as rowers at sea and war-
riors on land. They are usually armed with sword or
axe, wearing chainmail and iron helms, and carrying
the round shields favored by all barbarian Suel. Cav-
alry is not unknown on the western tundra, but few
tundra-dwellers are Ice Barbarians, most having Flan
ancestry and being related to the Coltens of Stone-
hold. They do not serve as warriors for the Cruski,
instead paying tribute to their Suel overlords to be
left alone.

The Cruski themselves are a people of pure Suel
race, speaking the Cold Tongue as their native lan-
guage. Though they have always been the least
numerous of the Suel barbarians, their royal lineage
is the oldest. The king of Cruski holds the title
“Fasstal of all the Suelii,” indicating his preeminence
among the nobles of the Suel race and giving him the
right to pronounce judgment on any of them. Politi-
cally, this has little real importance, for he has no
power to enforce his judgments. However, it is said
by some that the god Vatun granted this authority to
the fasstal of the Suelii; if Vatun awoke, the full
authority of the office would return to the fasstal, and
a new barbarian empire would emerge under his
leadership.

History: The tale of the Cruski is in many ways the
tale of all the Suel barbarians. Driven from their
homelands by the Rain of Colorless Fire and the
awakening of the Hellfurnaces, their ancestors
entered the Flanaess as a people without any final
destination. Over years of war with the conquering
Oeridians, they were pushed to the very edge of the
Flanaess, yet survived even in this forbidding land-
scape. As a people, they were always distinct from the
high culture of the civilized Suel. They were thought
of as a mere rabble, with a primitive dialect and no
magic. In the north, they became the strong masters



of their own land, from which they would never be
cast out. Thus, they called it Rhizia, which means
immovable.

The Suelii called themselves by names in the Cold
Tongue, too: Cruski, the Ice Clans, who are the most
noble and brave; Schnai, the Snow Clans, who are the
most numerous and strong; and Fruztii, the Frost
Clans, who are the bulwark and first in battle. They
battled with each other over the long years since
Vatun lay down in the cold, but they would always
join their hosts together when an outsider threat-
ened. The Schnai perfected the art of building long-
ships, and the Fruztii found adversaries for the bar-
barian nations to fight and plunder. The Cruski
joined with their cousins on many of these raids,
taking special joy in fighting their particular rivals,
the Sea Barons of Aerdy.

This was the life of the barbarian Suel for hundreds
of years, through victories and losses. Their freedom
was undiminished, but it was subtly threatened sev-
eral decades ago. Travelers from the south came to
call at the courts of the barbarian Suel. Calling them-
selves the Brothers of the Scarlet Sign, they claimed
to be kin of the Fruztii, Schnai, and Cruski. By blood,
perhaps they were kin, though distantly—but, in
spirit, they were the same devious manipulators who
claimed to rule the ancestors of the northern Suel.
They came with tales of the lost glory of the Suel race
and its ruined empire. They told how the Cruski
were descended from an Imperial House, the noble
and loyal servant of the last Suel emperor.

Old King Cralstag knew well that his ancestors, be
they slaves or scoundrels, were never the lapdogs of
an emperor who stank of magic. So he told the Scar-
let Brothers, and before all in his court, as his judg-
ment on their words. For this, the Brothers murdered
him soon thereafter—not with clean blade or
strength of arms, but with hidden venom in his cup.

The king’s nephew, Lolgoff, knew the old king's
judgment and the manner of his death. When the
Brothers were brought before him, they spoke words
of praise and honor for the dead king, and they smiled.
Lolgoff smiled too, as he cut them apart with the old
king’s sword, for he honored Cralstag in deeds, not
words. As king and fasstal, Lolgoff pronounced his
judgment: The Brothers of the Scarlet Sign should
receive only death in the kingdom of Cruski.

Since the Greyhawk Wars, the Cruski have heard
little from the Scarlet Brotherhood, though they are
rumored to be present among the Fruztii. Territorial
disputes with Stonehold that predated the wars were
finally brought to a head three years ago, when a
combined host of Cruski and Schnai entered the
eastern hold. They were unable to capture the town
of Kelten, but the Cruski reinforced their control of
the Taival Tundra.
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Conflicts and Intrigues: Royal hatred of the Scarlet
Brotherhood grows, as does distrust of the Frost Bar-
barians. Stonehold accuses the Ice Barbarians of
attacking Vlekstaad. There are secret parlays between
the Snow and Ice Barbarians for raids against the Sea
Barons and possibly the Lordship of the Isles.

Idee (see Ahlissa)

Irongate
Proper Name: Free City of Irongate
Ruler: His Resolute Honor, Cobb Darg, Lord High
Mayor of Trongate (particulars uncertain)
Government: Lord mayor elected by city council for
a ten-year term; city council made up of old nobles,
merchants, clerics, military heads; founding member
of the Iron League
Capital: Irongate
Major Towns: Irongate (pop. 51,400), Northanchor
(pop. 4,850), several small villages
Provinces: Single city-state with surrounding lands
encompassing about 1,500 square miles
Resources: Gems (II-11I), iron ore
Coinage: Dragoneye (gp), starry (sp), common (cp)
Population: 71,000—Human 83% (Os), Dwarf 15%
(hill), Halfling 1%, Other 1%
Languages: Common, Dwarven, Ferral (military
command language)
Alignments: LN, LG* NG
Religions: Heironeous, Zilchus, Procan, dwarf pan-
theon, Osprem, Xerbo, Norebo, Fortubo, Jascar,
Lendor
Allies: Onnwal (rebels only), Sunndi, Nyrond, folk
of the Headlands
Enemies: Scarlet Brotherhood (including Scant in
Onnwal), Ahlissa (distrusted)
Overview: Irongate is a free and independent city
located on the eastern coast of the Azure Sea in a bay
framed by the imposing set of hills known as the
Headlands in the west and the Iron Hills in the east.
The Fortress City is one of the few Oeridian-con-
trolled ports on the largely Suel-dominated southern
waterways. The metropolis proper sits upon a hillock
at the mouth of a narrow valley that runs north to
south across the isthmus that connects the Onnwal
Peninsula to the rest of the Flanaess.

Irongate’s large and heavily fortified walls form a
bottleneck to the flow of traffic between the south-
ern provinces of the Great Kingdom and Onnwal. Its
natural harbor is one of the few sheltered ports
along the long coast stretching from Scant to Naerie,
and it is typically the refuge of many scores of seago-
ing vessels at any given time. Irongate’s territorial
control stretches north to the shores of Dunhead
Bay in the Sea of Gearnat, where the small town of
Northanchor acts as an ancillary harbor connected
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to the city proper by an efficient portage system run
largely by dwarves. The city controls the surround-
ing hills to the west, about a day’s march into the
Headlands. To the east, Irongate claims the hills as
far as the border with the dwarves’ Kingdom of the
Iron Hills. This is generally accepted to be the Ahlis-
san Road, a pass that cuts through the hills between
South Province and the Azure coast. A handful of
minor villages lie within the region controlled by
Irongate, as do the strongholds of dwarven clans
aligned with the city.

The local climate is generally warm and comfort-
able year round, as the vast waters of the Azure Sea
prevent the extremes often suffered inland. The land
surrounding the city is hilly, and affords little soil to
till and cultivate for food. However, the place is rich
in mineral resources, including many gems and some
platinum. Of course, Irongate is most famous for the
high-quality iron ore that has been the stock and
trade of the local dwarves for centuries. By virtue of
its position, Irongate also has controlled a large por-
tion of the trade coming from the Sea of Gearnat and
the western shores of the Azure Sea to points in the
Aerdi interior, Idee, and Sunndi. However, its most
important industry is undoubtedly the mining and
metalwork for which the place is universally her-
alded. The city was often referred to as the “Overk-
ing’s Armory” in the days before it gained its inde-
pendence, and the weaponsmiths of Irongate are
generally accorded the best in the Flanaess, a combi-
nation of the best talent fielded by the human and
dwarven populace. An often-heard remark is that if
something is found to be unbending or unbreakable,
it must have been forged in Irongate.

Irongate is both a founding member and the head-
quarters of the alliance known as the Iron League,
making it a nexus of political and economic intrigue
for the region. Due its strategic location and the per-
vasive siege mentality exhibited by its denizens, Iron-
gate maintains a large and powerful standing force
that includes human and dwarven regulars. It also
sports a large and well-trained navy, one of the most
highly respected in the region. Its large bay is
warded by an island citadel, and a series of interlock-
ing gates controls access to the city from the north-
ern valley. All of these formidable barriers well suit
the city’s lord mayor—a short stocky and wily old
man named Cobb Darg. Darg has ruled the city with
aplomb for decades and has earned the respect of
friend and foe alike.

History: The city known today as Irongate was com-
pleted in 124 CY by imperial architects charged to
give the Aerdi a fortified presence on the Azure Sea.
The kingdom of Aerdy was already a rich and vast
land, but much of this wealth was measured in live-
stock and crop, and while it is said that armies march

on their stomachs, they also fight with cold steel and
defend themselves with sturdy armor. Long and
ever-expanding campaigns demanded much in the
way of metal goods and supplies, particularly weap-
ons. Deposits of iron ore, particularly that of high
quality to produce weapons, were not in great supply
in the kingdom proper, except for minor deposits in
the Gull Cliffs. As the Aerdi conquered the native
Flan in what would later become South Province,
they learned of the rich and relatively easily accessi-
ble ore deposits in the region of the Iron Hills.
However, along with the many dangers the hills
already harbored, the Aerdi had to contend with
their Suel inhabitants.

The Aerdi were always wiser in their dealings with
good nonhumans than were their Suel competitors,
and an alliance with the dwarves of the hills came
quickly after assurances of mutual autonomy and
cooperation. The Aerdi then moved exploratory
forces to their camps in southern Ahlissa and began
mining the northern hills. The Suel, who had
watched these developments closely, took this as a
hostile action and amassed forces to repel the
invaders. After a series of bloody skirmishes, the
siege and subsequent burning of a Suel harbor town
proved to be decisive, and the whole region fell to
the Aerdi. An outpost was built near the burned port
to take in supplies from Aerdi ships.

The potential of the outpost and surrounding ter-
rain was recognized early on by the imperial archi-
tects sent to fortify the harbor on behalf of the Mala-
chite Throne. This was done in coordination with
imperial miners and engineers, who organized the
excavation effort with the dwarves. These master
builders set about the task of erecting a city equal to
the Great Kingdom’s ambitions for the region, a plan
that would take decades to complete. Not only did the
Aerdi want a base of operations from which to exploit
the resources of the peninsula, but they earnestly
wanted a fortified port from which to maintain a
naval force on the Azure Sea the year round. By this
time, the Aerdi already controlled the Sea of Gearnat
and were eager for access to western Azure ports.

Irongate grew more independent under the rule of
the progressively decadent and neglectful House
Rax. Its lord mayor, whose appointment was made
directly in Rauxes by the Malachite Throne, was con-
sidered a princely peer and wielded much power in
the region. While technically a vassal (a fief within a
fief) of the herzog of South Province, the city held
virtual palatinate status for its own affairs. Provin-
cial taxes were levied in these southern fiefs, and
these monies eventually ended up in the coffers of
Zelradton, which was then held by the enlightened
House Cranden.

The Turmoil Between Crowns broke the grip
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House Rax had upon the Malachite Throne. It did
not go unnoticed that the lord mayor of Irongate,
like many of his brethren in the south, had actively
supported the Rax claim. The official succession of
Ivid I of Naelax to the Malachite Throne precipitated
the final break. The entire south, including Irongate,
refused to pledge allegiance and fealty to him.

Long-standing pressures upon South Province to
bring the southern fiefs into line drove Damalinor
of Naelax, the new herzog appointed by Ivid, to
attempt to break the rebellion with an infamous act
of villainy. In 446 CY, the lord mayor of Irongate
petitioned to have his grievances heard in Zelrad-
ton and accepted an invitation to attend the herzog
at his palace. When he and his party arrived, they
were imprisoned and tortured to death for the
overking’s entertainment. Their remains were on
display for weeks in the Traitor’s Garden in Rauxes.
So horrified were the people of Irongate by the
account of the mayor’s demise that the city revolted
against the herzog and the overking. South
Province was plunged into civil war and chaos.
Aerdy garrisons and offices were expelled from
much of the region by the end of 447, with only the
core of South Province, that region called Ahlissa,
left in imperial control.

In response, Herzog Damalinor declared open
season on the rebellious states. He targeted Irongate

in particular as the keystone of the rebellion. He
called up a force composed of hundreds of his vas-
sals and kin (most of whom were landless, errant
princes) and as bounty, he offered them a piece of
the conquered states as spoils. So numerous were the
so-called “privateers” and their men-at-arms that the
ensuing siege of Irongate would be called the Battle
of a Thousand Banners. However, the force was
stymied by the success of the kingdom’s own design
of the fortress-city. Irongate was impregnable,
designed to withstand siege and repel invaders like
no other city. The herzog’s commanders failed to
quickly penetrate the city, and the Provincial Expe-
ditionary Force was slaughtered by a combined host
of men, elves, and dwarves; the surviving invaders
were hunted down in the hills and slain over the
next few weeks.

Word of the success of Irongate’s defense quickly
spread, and a great conference was called in the city,
including representatives of other various rebellious
states once a part of or governed by the vast South
Province. Irongate, Onnwal, Idee, Sunndi, and the
Lordship of the Isles declared independence from
the Great Kingdom, witnessed by ambassadors from
Nyrond and dwarf nobles from the Glorioles, Hest-
mark Highlands, and Iron Hills. This was followed
by the formation of the Iron League by Irongate,
Onnwal, and Idee in late 447 CY. Irongate became
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the headquarters of the alliance, accepting ambassa-
dors from the other states. The Iron League was
quickly joined by the Lordship of the Isles in 448,
and eventually the county of Sunndi in 455.

The Iron League became very successful at keep-
ing its enemies in the Great Kingdom at bay, using
spies and subterfuge to resist the efforts of all herzogs
to reclaim it for more than a century. In the
mid-550s, cousins of the overking known as the
Chelors were awarded rulership of South Province,
and for thirty years they ran an aggressive campaign
to win back these rich provinces, but to no avail. In
579 CY, the Iron Alliance expanded to formally
include Almor, and together with its supporters in
Nyrond was dubbed the Golden League. A series of
naval battles in Relmor Bay soon followed, but by the
end of 580 Ivid V gained a minor victory against the
insurgents by preventing their further expansion and
stalemating their armies.

Irongate was largely untouched by the Greyhawk
Wars until a new enemy revealed itself from the
south. The Scarlet Brotherhood and its agents
usurped the governments of three member states of
the Iron League, but old Cobb Darg proved to be
one step ahead of them and prevented the same
from happening in Irongate. The Lordship of the
Isles and its new lord declared support of the Broth-
erhood during the winter of 583-584, and Irongate
reacted with revulsion at the activities of its former
ally. These included raids on ports of the Iron
League and assisting in the subsequent isolation of
Irongate by blockading the city. The city’s fleet suf-
fered greatly at their hands, and now has standing
orders to attack the ships of the Lordship of the
Isles upon sight.

Irongate lived under siege until late 586 CY, when
the Scarlet Brotherhood suffered setbacks in Idee
and Onnwal that prevented it from keeping the pres-
sure on Irongate’s defenders. Irongate is no longer
pushed back on its heels and has tried to reestablish
the alliance. In 590 CY, Cobb Darg extended his sup-
port to the freedom movement in Onnwal, but he is
now being pushed to intervene directly to retake
Scant. Close relations are maintained with Dwarfk-
ing Holgi Hirsute of the Iron Hills, who has no love
of Ahlissa, as well as the new elven king of Sunndi,
who still pledges his support to Irongate and remains
its greatest ally.

Conflicts and Intrigues: Trade and communication
between Irongate and Ahlissa are badly strained.
Curious rumors say that Cobb Darg hides a secret
related to his heritage. Agents of Irongate remain in
contact with lesser nobles of the Lordship of the Isles
still loyal to the Iron League. Duke Coriell of Onnwal
acts as Jian Destron’s ambassador in Irongate; Darg
does not trust the man. The bowels of Irongate com-

prise many levels of a vast underground city that now
houses hundreds of citizens. Here, minor trade and
traffic with Mitrik in Veluna is maintained through a
magical gateway.

luz, Empire of

Proper Name: Empire of Iuz

Ruler: Iuz the Old, Lord of Evil, Lord of Pain, etc.
(evil demigod/cambion)

Government: Imperial theocratic dictatorship;
empire directly but inconsistently ruled by an evil
demigod and managed by his priesthood and other
spellcasters

Capital: Dorakaa

Major Towns: Delaquenn (pop. 3,000), Dorakaa
(pop. 40,000), Greenreach (pop. 3,500), Grossfort
(pop. 3,500), Ixworth (pop. 3,000), Izlen (pop. 2,500),
Kindell (pop. 4,000), Molag (pop. 4,000, ruined). All
towns in the Bandit Kingdoms and Barrens, and in
the conquered portion of the Shield Lands, are also
part of this empire (see Bandit Kingdoms, Rovers of
the Barrens, Shield Lands)

Provinces: (general regions, not actual provinces)
Land of Tuz, Horned Lands (ex-Horned Society),
Shield Lands, Bandit Lands (ex-Bandit Kingdoms),
Barren Lands (old Rover lands); actual situation is
complex and detailed later

Resources: Furs, electrum, silver, foodstuffs;
resources scarce, not exported

Coinage: Gold skull (gp), bright skull (ep), serpent
(sp), common (cp), dullbone (bronze piece, 10 bzp =1
cp), flat (iron piece, 10 ip = 1 bzp). Old coinage is
often used (at reduced value) from the old Shield
Lands, Horned Society, and various Bandit King-
doms, with stolen coinage from Furyondy, Tenh, the
County of Urnst, Wolf Nomads, etc. Some orc and
hobgoblin tribes also mint their own crude and
varied coinage, usually of silver, copper, or iron.
Population: 700,000—Orc 45%, Human 25% (Ofsb),
Hobgoblin 10%, Halfling 5%, Half-orc 3%, Gnome 2%,
Other 10%

Languages: Orc, Common, Goblin, Halfling
Alignments: CE*, NE, LE, CN

Religions: Tuz®; all others are aggressively sup-
pressed, particularly cults of Nerull and Vecna, and
any Good religions (especially St. Cuthbert, Pelor,
and Heironeous)

Allies: None

Enemies: [in alphabetical order] Ahlissa, Bissel,
Bone March (for tribal and religious reasons), Celene
(inactive), Circle of Bight, County of Urnst, Duchy of
Urnst, Dyvers, Flinty Hills, Frost/Ice/Snow Barbar-
ians, Furyondy, Gran March, Greyhawk, Horned
Society, Keoland, Ket, Knights of Holy Shielding,
Knights of Luna, Knights of the Hart (all branches),
Knights of the Watch, Kron Hills, North Kingdom,



Nyrond, Onnwal (all factions), Pale, Perrenland,
Pomarj (for tribal and religious reasons), Ratik, Scar-
let Brotherhood, Shield Lands, Sterich, Stonehold,
Sunndi, Ulek states, various Tenh factions, Veluna,
Verbobonc, Wolf Nomads, Yeomanry, and all reli-
gions of Oerth excluding Tuz's. In short, most sane
beings of Oerth count Iuz as their mortal enemy; all
fear and hate him.

Overview: The Greyhawk Wars began as a result of a
dangerous gambit of Tuz, the so-called Old One, who
has for so long dominated the north-central plains of
the Flanaess. No single being can claim personal
responsibility for as much bloodshed as can the Old
One, a vicious, scheming creature who revels in his
own debased wickedness. Though Iuz is a Power
unto himself, his political might is given form by a
chaotic though nonetheless effective dominion
known as the Empire of Tuz.

Attempts to mark out lesser political boundaries
within the empire prove difficult at best. The follow-
ing general political regions are recognized by map-
makers as part of Iuz’s territory, though they do not
seem to be actual provinces in the empire.

Land (often Homeland) of Iuz, consisting of the
region north of Whyestil Lake, south of the Cold
Marshes, and between the Opicm and Dulsi Rivers.
Two important conquered regions lie adjacent to the
Homeland. Tuz recently dominated the Howling
Hills west of the Dulsi River, a land long held as
sacred ground by the Wolf Nomads. This haunted,
blood-soaked region is administered by Urzun orcs
from Fortress Kendragund, in the eastern hills. The
second territory is the northeastern Vesve Forest, a
site of continuing warfare ruled from the regional
capital of Izlen.

Bandit Lands, that realm once dotted with the so-
called Bandit Kingdoms, west of the Artonsamay and
Zumker and partly bounded by the Bluff Hills, Fell-
reev Forest, and Ritensa River. These days, this area is
not actually a province as such, instead being broken
into huge warlord fiefs centered around four regional
capitals (see Bandit Kingdoms).

Barren Lands, also called the Barrens, Barren
Plains, or Northern Barrens. These cool grasslands
lie south of the Wastes and the Icy Sea, and north of
the Fellreev Forest. The Bluff Hills, western Griffs,
and Forlorn Forest mark its eastern borders, and the
Opicm River and Cold Marshes the western end. No
towns lie here, except sprawling Grossfort. Iuz’s
human and nonhuman troops have difficulty living
off the land, and frequently can be found at each
other’s throats. Though Iuz once thought the Bar-
rens completely under his control from Grossfort,
the situation recently grew more problematic (see
Rovers of the Barrens).

Horned Lands, the region once ruled by the Horned
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Society between Whyestil Lake, the Veng and
Ritensa Rivers, and the Fellreev. Once the demesne
of the proud and villainous Horned Society, this area
has lately been divided into two fiefs, east and west,
to better combat Furyondy’s guards and raiders from
the Bandit Kingdoms. Most of the evil humans who
once lived here have fled, leaving the land to hobgob-
lins, orcs, and other evil nonhumans.

Shield Lands, the fertile region east of the Ritensa,
north of the Nyr Dyv, and southwest of the Rift Bar-
rens. A fraction of this area around Critwall and
Scragholme Island was retaken during the Great
Northern Crusade by ex-Shield Landers, but most of
the region remains firmly in the hands of Tuz's occu-
pying forces (see Shield Lands).

Though the above accurately summarizes the
assumed divisions of Iuz's political power, the actual
situation is more complex and confusing. Since 584
CY, Iuz has designated certain towns and cities
within his empire as “regional capitals,” starting with
Riftcrag, Rookroost, and Stoink in the old Bandit
Kingdoms. However, the exact areas these capitals
control were never specifically outlined by Tuz, and
those placed in charge of those capitals hold only as
much territory in Iuz’s name as their human and
nonhuman armies can conquer and intimidate.

Lately, several other regional capitals have appeared,
serving as strongholds and garrisons in increasingly
troubled regions. Each regional capital (other than the
imperial capital, Dorakaa) is ruled by a spellcaster of
Iuz's Greater Boneheart or Lesser Boneheart, or else a
particularly powerful human or half-fiend. Lesser
Boneheart rulers are typically chaotic evil humans
who are wizards or clerics (of Iuz) of levels twelve to
seventeen; a few are believed to be undead. Greater
Boneheart rulers are spellcasters of levels eighteen
and up.

At the start of 591 CY, Iuz's regional capitals in the
Homeland, Horned Lands, and Barren Lands include
the following. (Major holdings in occupied nations
are covered in the individual entries of those
nations.)

Delaquenn rules western Horned Lands between
the Veng River and the eastern shore of Whyestil
Lake, sharing a border with Furyondy along the
Veng River. Many nonhuman survivors of the Great
Northern Crusade live here and passionately hate
Furyondy, desiring to invade it again as soon as pos-
sible. The ruler is known to be an old vampire from
Aerdy named Maskaleyne (CE male vampire Wiz12),
a puissant wizard once of House Naelax.

Dorakaa rules the Homeland of Tuz and north
shore of Whyestil Lake. Iuz's mighty capital,
Dorakaa, would not be out of place in the heart of
the infernal Abyss. Even after the Flight of Fiends,
demons walk the grim battlements, occasionally
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leaping from their height to savage a passer-by,
sometimes upon orders, but more frequently
because they like the way blood feels between their
fingers and teeth. The city is always overcast with
black clouds in a 4-mile radius. Beyond the city’s
massive Iron Gates, clerics in gore-splattered robes
lead armored contingents of orcs and goblinoids
through a chaotic jumble of streets, past buildings in
horrible disrepair, trampling the bones of the freshly
dead. Though the city retains the docks that once
made it one of the most lucrative stops in the North-
ern Reaches, no trade comes to Iuz. The Old One
imports only what his armies plunder; his chief
export is misery.

The Old One resides in a skull-bedecked stone
palace that dominates Dorakaa’s skyline, a dark edi-
fice that also houses the Legion of Black Death, Tuz’s
elite orc, human, and fiend army. Not far from the
palace is the demesne of the Lord of Pain’s adminis-
trators, a cabal of wizards and clerics known as the
Boneheart. The Boneheart Citadel and Iuz's palace
are the center of the cancer that inflicts the north-
ern Flanaess. Given the defenses of Dorakaa, little
hope exists of destroying that cancer in the near
future.

Grossfort rules all of Barrens except for the far
eastern end. The troops (“Marauders of the North”)
are primarily human and made up of Grosskopf ban-
dits who moved in from the Bluff Hills. Though sent
here to fight surviving Rovers and plains centaurs,
these evil bandits lately have begun adopting Rover
mannerisms and tactics in the Barrens, and they
often attack small groups of nonhumans from other
forts. Grossfort, once a large open military camp, is
now a walled town with huge horse and cattle herds
and some outlying farms. The city is supposedly
ruled by the archmage Jumper (CE male human
Wiz19 (illusionist)) of the Greater Boneheart, but he
rarely comes here of late.

Izlen rules the Tuz-controlled northeastern end of
the Vesve Forest and west coast of Whyestil Lake.
High Priestess Halga (CE female human Clr19 of
Tuz), of Tuz’s Greater Boneheart, is the ruler. Izlen’s
nonhuman forces, under Panshazek the Vile (CE
male human Clr15 of Iuz), battle the Vesve elves and
assorted forces of Philidor the Blue (NG male
human? Wiz20+), a mysterious archmage who
appeared in the Flanaess less than a decade ago. Phili-
dor has been little seen since the Great Northern
Crusade, but peculiar spells and magical constructs
undoubtedly of his creation cause great trouble for
orcs in the woodlands.

Molag rules the eastern Horned Lands to the
Ritensa River. It holds the border with Furyondy, but
suffered terrific damage during the Great Northern
Crusade and is still attacked at irregular intervals.
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Molag is dominated by hobgoblins and humans.
Though mostly ruined, it is still very powerful defen-
sively; the town has an extensive system of under-
ground tunnels. It is set on a low hill two miles east
of the Veng River. The current military commander
is unknown, as so many (often successful) assassina-
tion attempts are made here by Furyondians. Iuz’s
high priestess Althea (CE female human Clr20 of
Iuz), the nominal ruler of the city and land, comes
here annually despite the attempts on her life.

In the Bandit Kingdoms, the towns of Hallorn,
Riftcrag, Rookroost, and Stoink are regional capitals.
Hallorn rules the western Bandit Kingdoms, Riftcrag
the Rift and Rift Barrens, Rookroost the region
between the Rift and the Bluff Hills, and Stoink the
southeastern Bandit Kingdoms. Admundfort was
designated the regional capital of the Shield Lands in
587, but the island is almost completely cut off from
the empire by a naval blockade.

In the core Homeland and Horned Lands, the cli-
mate is universally bleak. Some claim that Iuz him-
self controls the weather here, and its dark character
reflects the spirit of the tyrannical demigod. Cloud
cover is a constant menace, particularly during battle,
as Iuz's nonhuman troops have little trouble seeing
in the dark and gleefully press that advantage upon a
blinded enemy. The concept of mercy is alien to the
countless warriors under Iuz's banner. Exact num-
bers are impossible to determine, but reliable esti-
mates place the total number of soldiers under Iuz’s
command at thirty thousand (mostly orcs, but some
ogres, hobgoblins, humans, and assorted sentient
detritus). No one knows how many demons survived
the Flight of Fiends in 586 CY; few have surfaced.

The Fellreev Forest has increasingly become a
center of anti-Iuz resistance. However, the factions
here are mutually hostile and do not cooperate.
Human, nonhuman, and undead forces of the old
Nerull-worshiping Horned Society are gathered
under Hierarch Nezmajen (NE male human Clr15 of
Nerull) in the north-central Fellreev and across the
southwestern spur, particularly around Ixworth and
Kindell. A powerful alliance of Reyhu bandits and
sylvan elves rules the south-central Fellreev under a
Reyhu lord, Skannar Hendricks (CN male human
Ftr15). Independent orc bands, groups of sylvan
elves, Flan foresters, Rover refugees, and renegade
bandits roam the woodland as minor groups. The
eastern Fellreev, across the Cold Run, is supposedly
controlled by Iuz's orcs at Fort Skagund, but they are
often raided by renegade bandits, most from the old
“kingdom” of Greenkeep, which followed Oli-
dammara. A large group of sylvan elves, lately rein-
forced by Rover forest tribes, holds the woods just
east of Lake Aqal. Finally, a rogue lich named
Dahlvier (NE male human (undead) Wiz18) rules a
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small independent region between the western Fell-
reev and its southwestern spur, on the west side
(“Dahlvier County”).

History: In the era of the Viceroyalty of Ferrond, the
northlands between the Opicm River and the Fell-
reev Forest, as far north as Blackmoor and as far west
as Perrenland, were known as the Northern Reaches.
This collection of petty baronies was under nominal
vassalage to the viceroy in Dyvers. Though imperial
records depict the north as a peaceful land spotted
with the holdings of benign lords, historical evi-
dence suggests that the region was a lawless, bandit-
ridden refuge for amoral nobles wishing to escape
the gaze of Rauxes and Dyvers without ceding their
claim to aristocracy. By 479 CY, the presence of
Furyondy in the north was negligible; a pity, since in
that year a petty noble left his fief and all his holdings
to a son of dubious origin—Iuz, a fiendish manikin
of a man whispered to possess demon-tinged blood.

Within the year, uncertain whispers changed to
screams of terror. Whoever, or rather whatever, Iuz
was, he was certainly no human; his cruelty and
capacity for inflicting human suffering seemingly
knew no bounds. Before news of his villainy had
spread to the south, Iuz controlled the three fiefs
neighboring his original holding, and exhibited no
signs of a waning political ambition. Furyondy’s King
Avras and his northern margraves entreated their
kinsmen from the south for aid, but fell upon bitter
internal political squabbling. Meanwhile, Iuz con-
quered the westernmost Bandit Kingdoms, declaring
the walled city of Molag his “Summer Capital.” By
500 CY, it appeared as though the unchecked might
of Tuz would threaten the whole of the Flanaess.
States as far south as the Principality of Ulek drew up
contingency plans in case Furyondy fell.

Then, in 505 CY, Iuz vanished, leaving no signs of
his whereabouts. His generals and advisers, untrust-
worthy and despicable to a man, soon set to warring,
attempting to carve out a bit of land for themselves
once it became certain that their powerful master
would not return (something made uncertain on a
semiregular basis, as several “false Tuzs” appeared in
this period, most often ambitious illusionists or
minor fiends with delusions of grandeur). Even as
the realm was carved up, however, Tuz’s legend grew.
The orcs of the northlands, who had known Iuz for
generations of their short lives and had named him
the Old One, worshiped him as a god, claiming that
his strange disappearance was naught but an ascen-
sion to the afterlife. Soon, loyal and opportunistic
humans joined the ever-growing Cult of Tuz, a move-
ment aided by the fact that the Old One’s clerics
found themselves imbued with powerful magical
ability.

The landholders of the south, however, calculating

generals and unholy men at the vanguard of the push
against Furyondy, looked upon the growing Cult of
Tuz with ill ease. They already had dedicated them-
selves to fell powers of the lower planes. In 513 CY,
they officially broke from the realm of Iuz, taking
Molag as their capital and fortifying land as far north
as the headwaters of the Opicm River. The southern
lords called themselves the Horned Society,
assumedly in tribute to their various infernal mas-
ters.

The next half-century saw a great deal of consolida-
tion of power in the north. Tuz's priesthood elimi-
nated all significant enemies in the capital, Dorakaa,
and exterminated most “independent” lords through-
out the land. An uneasy peace was established with
the Hierarchs of the Horned Society, as sporadic
skirmishing with the hated elves of the Vesve Forest
and against the uncivilized nomads of the northwest-
ern plains continued. In 570 CY, Iuz returned to
Oerth, taking residence in Dorakaa as a god made
flesh. Thousands of those who had been “unfaithful”
(and hundreds more, for good measure) were mur-
dered upon his order as a sign of his displeasure with
the changes made in his absence. Their remains
formed the basis for the Road of Skulls, a grisly thor-
oughfare from the capital to the Howling Hills.

In 582 CY, Iuz triggered the Greyhawk Wars in an
attempt to stir unrest in the Thillonrian barbarian
lands. As the wars continued and expanded, the Old
One made stupendous gains in Tenh, the Horned
Society, the Bandit Kingdoms, the Shield Lands, the
Barrens, and Furyondy. As the wars came to a close,
Tuz's armies gripped much of the northern Flanaess.
Few believed that the Old One would allow a simple
treaty to slow the growth of his empire, despite
appalling food shortages and the complete break-
down of supply lines. Such considerations meant
little to Tuz, as many of his armies were personally
administered by powerful demons summoned from
the Abyss.

The use of the Crook of Rao by Canon Hazen of
Veluna, in 586 CY, had dire repercussions for Iuz’s
armies. Bereft of their powerful masters, many lesser
nonhumans and ambitious human generals attempted
to stage coups throughout the occupied lands, even as
rebel bandits and indigenous populations took advan-
tage of the Flight of Fiends to strike back at their
Oppressors.

Only the threat of Furyondian incursion during
the Great Northern Crusade unified ITuz's warring
factions, though by 588 CY most of occupied
Furyondy had been lost to the forces of King Belvor
and Canon Hazen. Now embroiled in what Furyondy
has termed a “permanent and unalterable state of
war,” Iuz’s attention has been drawn to his south-
western border, perhaps at the expense of holdings



in Tenh, the Barrens, and the old Bandit Kingdom:s.
Though bereft of the bulk of his demonic aid, Iuz’s
armies are far more numerous than those of his ene-
mies. They not only follow the Old One, but worship
him, believing that to fail their infernal master is not
only to fail their liege, but their god, as well.

Conflicts and Intrigues: Though some remain, the
loss of the bulk of Tuz’s fiends has resulted in low
morale, revolts, and disorganization within an already
chaotic regime. Iuz himself is currently puzzled with
a piece of advice given to him by an agent of his
father, Graz'zt: One member of the Boneheart seeks to
murder the Old One and take his place. A powerful
cult of the Old One currently inhabits the Abbor-Alz
hills near Hardby, seeking out information on the
whereabouts of Lord Robilar, who tried to murder Iuz
upon his release from Castle Greyhawk in 570 CY.

Keoland

Proper Name: Kingdom of Keoland

Ruler: His Peerless Majesty, the King of Keoland,
Kimbertos Skotti (LG male human Rgr15)
Government: Feudal monarchy with rulership that
passes between two or more royal houses that are pri-
marily descended from ancient Suel nobility with
many Oeridians and some elves, gnomes, or halflings
in Council

Capital: Niole Dra

Major Towns: Cryllor (pop. 8,400), Flen (pop.
11,900), Gradsul (pop. 49,400), Niole Dra (pop. 25,000)
Provinces: More than two dozen major and many
minor duchies, counties, marches, territories, and
baronies

Resources: Foodstuffs, cloth, gold, gems (IIT)
Coinage: [Keoland standard] griffon (pp), lion (gp),
eagle (ep), hawk (sp), sparrow (cp)

Population: 1,800,000—Human 75% (SOf), EIf 8%
(sylvan 60%, high 40%), Gnome 6%, Halfling 5%
(lightfoot), Half-elf 2%, Dwarf 1%, Other 1%
Languages: Common, Keolandish, Elven, Gnome,
Halfling

Alignments: LG, NG*, N, LN, CG

Religions: Heironeous, Phaulkon, St. Cuthbert, Fhar-
langhn, Ehlonna, Lydia, Osprem, Zilchus, Kord,
Xerbo, Norebo, Olidammara, elf pantheon, Trithereon
Allies: Gran March, Sterich, the Ulek states, Geoff
(exiles), Bissel

Enemies: Pomarj, Iuz, Scarlet Brotherhood, nonhu-
mans and giants in Crystalmists and elsewhere, Sea
Princes (all factions), Celene (greatly disliked), Valley
of the Mage (distrusted)

Overview: Older even than Aerdy in the Flanaess is
ancient Keoland, mainspring of the Sheldomar
Valley. The foundation of Keoland, represented the
birth of the first postmigration human kingdom in
the Flanaess. For nearly a millennium, the Keoish
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heartlands have spanned the lands from Gradsul at
the Azure Coast to the Rushmoors in the north,
between the great Sheldomar and Javan rivers in the
east and west. These lands are some of the most
provincial and bucolic in the Flanaess, having been
largely untouched by war and conflict for centuries.
The climate is customarily temperate year-round and
the soils of the central valleys are rich, allowing the
kingdom to grow wheat, rye, and other grains in
great abundance. The country has never been rich in
terms of mineral wealth, and perhaps for that reason
it has always conducted a brisk trade with its neigh-
bors, to whom it supplies staples such as foodstuffs in
return for hard coin.

The folk of the land can be friendly and generous,
but they are primarily noted for their superstitious
natures, particularly their wariness of foreigners. The
people are a mixture of Suel and Oeridian bloodlines,
well blended for the most part in the provinces of the
nation, except in certain rarefied circles such as the
nobility and other closed societies. Flan still exist in
small pockets in the kingdom, no longer numerous
in the heartlands and now driven to the peripheries
of the valley. The common tongue is spoken here,
but the primary dialect is called Keolandish. The
speech of the common folk is highly recognizable for
its accent.

For most of Keoland’s history, the study of magic
was banned to its citizenry, and its practice was
restricted to secret societies and certain nobles. Little
evidence is seen by the casual observer of powerful
wizards’ magic, as commoners fear those who prac-
tice spellcraft. Many priesthoods are present in the
realm, though religion was never a dominant force in
the kingdom, either.

Keoland is a true monarchy in that its kings rule
for life and have great powers and authority at their
disposal, but officially the government is a perma-
nent regency. Ruled in the trust of the noble houses,
the matter of succession has always resided in the
Council of Niole Dra. This deliberative body, com-
posed of the major nobility and heads of certain long-
established guilds and societies in the kingdom, has
the responsibility to authorize succession and over-
see matters dealing with the nation’s founding
charter. It is the founding charter, penned some nine
centuries ago, that ascribes rights and obligations on
the part of all the citizenry of the country, whether
lowborn or high. The Throne of the Lion, as the
office of the king is referred to in Keoland, is cur-
rently held by Kimbertos Skotti. The monarch is
besieged by factions who constantly demand his
attention, making changes or decisions often
painfully slow in coming. Most of these petitioners
are peers of the realm, who have varied and often
conflicting self-interests.
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Over two dozen political subdivisions exist in
Keoland. The major provinces follow, with their capi-
tals and rulers.

Axewood, Barony of

Linnoden

Baron Anladon of Neheli (LG male half-elf
Ftr8/Wiz2)

Cryllor, County of

Cryllor

Count Ignas Manz (LN male human Ftr16)

Dorlin, Duchy of

Dorglast Castle

Duke Cedrian III of Neheli (CN male human Wiz7/
Ftr2)

Flen, County of

Flen

Countess Allita Elgarin (N female human Clr5 of
Xerbo)

Good Hills, Union of the

Black Top

First Speaker Blaif Rinnar (NG male gnome Ftré/
Rog?2)

Gradsul, Duchy of

Gradsul

Duke Luschan VIII of Rhola (LN male human Wiz9/
Ftr2)

Grayhill, Barony of

Dourstone

Baron Markos Skotti (NG male human Ftr7)
Middlemead, March of

Middlebridge

Margrave Kharn (LN male human Ftr3)

Niole Dra, Royal Capital and District of

Niole Dra

Lord Mayor Pugnace Dillip (LN male human Arié)
Nimlee, County of

Craufield

Countess Lissen Rheyd (NG female human Clr8 of
Lydia/Ftr2)

Salinmoor, Viscounty of

Seaton

Viscount Cronin Secunforth (LN male human Ftr4)
Sedenna, March of

Plampton

Margrave Erlich Derwent (LN male human Ftr11)
History: The Chronicle of Secvet Times is a book banned
by the Keoish crown, a strange set of affairs for a
work that is said never to have existed. Nonetheless,
numerous apocryphal copies are said to be in certain
clandestine collections, including the Great Library
of Greyhawk. The book’s sometimes lyrical prose
tells of the Suloise survivors of the Rain of Colorless
Fire, beginning with how Slerotin, the Last Mage of
Power, led twelve tribes out of ruin and into the
valley of the Sheldomar. As the story continues, the
Magus, nearly consumed and at death’s door from his

exertions, bids the most powerful noble houses to set
aside their rivalries and unite to make a home in this
valley and be at peace with its inhabitants. He proph-
esizes that they will one day combine with a noble
people and together will lay the foundations of an
exalted kingdom. Slerotin enjoins them to look for
signs and portents, and to act upon them in the
noblest tradition of their ancestors. The Last Mage of
Power then quits the ken of mortals in a thunderclap
that levels the surrounding trees and scatters them
into the form of a glyph pointing toward the north-
east, or so the tale goes.

History records that it was only a few years after
their arrival in the Flanaess that the refugees fought
each other and went their separate ways, disregard-
ing the Last Mage’s words. The powerful Zelrad
family withdrew to the northeast, departing from the
Sheldomar Valley entirely to settle in what became
South Province of the Great Kingdom. The tales also
recount how the vile House Malhel fled toward the
Dreadwood and was consumed by its own evil after
trying to summon up powers of the earth in a desire
to resurrect the Suel Imperium. Similar groups suf-
fered other malign fates, while others fled across the
Azure Sea, never to return.

The remaining Suel Houses fought the local Flan
and abundant nonhumans for control of the rest of
the land, which was dominated by the near-mythi-
cal Empire of Vecna in the north. The nobles of
House Rhola made for the Azure Coast, where in
—-368 CY they founded the city of Gradsul. While
they began settling the southern coastal lands, the
nobles of Neheli took their chances in the northern
valleys, heeding the apparent words of the Last
Mage and striking for the northeast. Their much
feared Seers, who were among the few powerful
apprentices of Slerotin to survive the cataclysm,
closely advised the leaders of Neheli in all things.
Niole Dra was founded by them within ten years of
Gradsul’s creation. The next few seasons brought
many changes to the land, as the Oeridian tribes
entered the Sheldomar Valley from the north after a
great upheaval appeared to bring down the Empire
of Vecna from within. The Oeridians were the first
people to encounter the Neheli, settling with the
latter peacefully.

Keoland was officially founded in the year 303 OR
(=342 CY), a union between the Neheli, Rhola, and
minor Oeridian nobles who came to control large
swaths of the central valleys between the holdings of
the Suel. This series of disjointed states between the
rivers Javan and Sheldomar became one nation after
a series of brief struggles with the Flan. Niole Dra
was taken as the capital and its first king, a nobleman
of House Neheli, was chosen to rule by a consensus
of the peers of the realm.



By —242 CY, Keoland had expanded beyond the
Good Hills, allied with the inhabitants there, and
entered a period of rapid expansion characterized
largely by the peaceful annexation of new lands and
territories. Sterich was soon founded in the west,
followed in —161 CY by the Gran March, as the
kingdom expanded the northern border beyond the
city of Shiboleth to Hookhill. The Order of Knights
of the Watch was awarded the fief to defend the
northern borders by the duke of Dorlin. In —96 CY,
the Yeomanry was brought within the kingdom,
and its freeholders were given a voice in council in
Niole Dra.

The expansion of Keoland came to a slow halt by
the middle of the first century CY, after the death of
King Malv III of the Rhola. In 49 CY, the throne
reverted to House Neheli, where it remained for
nearly two centuries. A long stagnant period in
Keoish history ensued, during which the country
remained a benevolent, if slumbering and intro-
verted land.

Keoland awoke from its long slumber during what
is generally regarded as its imperial phase, beginning
in the late third century of the common era. When
the last Neheli king died without issue in 286 CY, the
summer conclave of the following year recognized
the ascension of the first Rholan king in more than
two centuries, King Tavish I. Tavish, the duke of
Gradsul, was the scion of his house and its most for-
midable leader. He was determined to make the aspi-
rations of Keoland rival that of the Aerdi and the nas-
cent Furyondy, both of which already dominated the
neighbors of Keoland and its rivals in the north and
across the Azure Sea.

Tavish immediately brought a cosmopolitan air
and youthful dynamism to sleepy Niole Dra when
his court assembled the following year in the capital.
He quickly reversed the course of the nation and
raised armies in great numbers. He accelerated
castle-building across the frontiers of the nation and
abolished certain magical prohibitions that had stood
for centuries amid the strong opposition of the
anchorites of the Lonely Tower, the Silent Ones.

Tavish’s early maneuvers were subtle efforts to
marshal the resources already at his fingertips by
treaty. In 289 CY, Keoish forces verged on the Fals
Gap, where the city of Thornward was founded by
the Knights of the Watch as a northern outpost to
ward and tax the trade roads between the Baklunish
and Furyondy. While a brief skirmish was fought
with the Baklunish of Ket, large-scale actions were
as yet unknown. In 292 CY, Tavish negotiated a
treaty to formalize the union of the Ulek states to
Keoland, bringing them into closer cooperation
with the Throne of the Lion. Keoish ambassadors
were dispatched even to Enstad, and distant out-
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posts were soon tolerated by Celene and its fey
court. Tavish accomplished the near total confeder-
ation of the Sheldomar Valley, from the Crys-
talmists to the Azure.

Following the death of Tavish the Great in 346 CY,
the throne was taken by his eldest son, Tavish II
(called The Blackguard), a move that was grudgingly
approved by the Council of Niole Dra. During the
early summer of 348 CY, the new king made his so-
called “Wealsun Proclamation,” over the objections
of the members of the Council. In it, he asserted the
manifest destiny of the Keoish to hegemony over the
Sheldomar Valley and all its borders. Within a hand-
ful of years, Keoland had marched armies into west-
ern Veluna and annexed the Pomarj from the prince
of Ulek.

Using the added support he gained from early vic-
tories in Veluna, Tavish II quickly drove the ill-pre-
pared rulers of Ket to the Tusman Hills. In late 362
CY, he ordered the extension of a formal trade road
from Thornward to Molvar and eventually to
Lopolla. Earlier the previous year, the Yeomanry
had closed its borders to the Keoish, withdrawing
its forces in protest against the “wars of aggression,”
while Celene expelled royal garrisons from within
its borders. The Ketite expedition began unraveling
within a few years. The next three decades were rife
with fits and starts that amounted to a slow retreat
to Bissel.

By the year 400 CY, the forces of Keoland had com-
pleted their final withdrawal to Thornward, fortify-
ing the Fals Gap and making Bissel the northern
frontier of the kingdom. Keoland’s aggressions took a
lengthy hiatus under the rule of Duke Luschan, the
new regent who had no stomach for war. In 414, the
old regent became ill and died, and his young
nephew assumed the title Tavish III. In 438, the
Small (sometimes called the Short) War between
Furyondy and Keoland ended Keoish influence in
Veluna. Furyondians and their armies advanced on
Thornward and south to nearly the city of Hookhill,
as the Knights of the Hart captured Bissel before
Tavish III reinforced the northern border in disgust.
Keoland’s influence north of the Gran March came
to a complete end.

Troubles for the Throne of the Lion continued
unabated in the south. In 433 CY, Tavish III's errant
younger brother and the heir to the duchy of Gradsul
disappeared, and reports placed the duke as lost in
the Amedio, the victim of pirates or other foul play.
The old king attempted to salvage some dignity in a
doomed expedition to reclaim the south, culminat-
ing in the Siege of Westkeep, 453 CY. In a prolonged
battle against the insurgents, King Tavish III was
himself slain.

The king’s surviving son was crowned Tavish 1V,
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assuming the throne immediately following the
death of his father on the battlefield. Recognizing the
disastrous policy that had propelled the dependen-
cies of the kingdom to fly apart and resulted in the
death of his brothers and father, young Tavish IV
reversed the course of the nation. He recalled and
disbanded expeditionary forces from the frontiers,
sending home men who had not worked their ances-
tral lands for their entire lives. In 460 CY, the Yeo-
manry League was formally recognized as an inde-
pendent realm and relations were reestablished.
However, despite the best efforts of Tavish IV, many
of these changes came too little and too late for
others. In 461 CY, the realms of Ulek and Celene sev-
ered formal ties with Keoland, the former gaining
complete autonomy. Two years later, seeing their
opportunity, minor Suel nobles in the Pomarj for-
swore their fealty to the prince of Ulek and took
Highport as their capital. This act went unchallenged
in Niole Dra, which was tired of war.

In 488 CY, a prematurely aged Tavish IV died with-
out issue, a lonely and broken monarch. The Throne
of the Lion fell to an heir of the House Neheli the
next year, who promptly turned a blind eye to for-
eign affairs. Keoland soon reverted to the more
peaceful, even complacent state from which it had
departed for nearly two centuries. This sudden intro-
spection drifted into isolation a few years later when
the Keoish monarch refused to engage in the Hateful
Wars that raged between the Ulek States and the
nonhumans of the Lortmils and Suss Forest. When
the Suel barons of the Pomarj suffered a crushing
invasion at the end of the conflict, their pleas for
assistance fell upon a suddenly oblivious bureau-
cracy. Illness and misfortune befell the Neheli line
over the next few decades to such disquieting propor-
tions that, by the late 550s, it became doubtful it
could put forward an heir to old King Trevlyan II1
when he suddenly passed away in 564 CY.

The Council of Niole Dra entered into prolonged
debate the following winter and emerged with a sur-
prising announcement. The new king was intro-
duced as Baron Kimbertos Skotti of Grayhill, an
obscure ranger lord from a small province near the
Dreadwood with little-known blood ties to the
throne. Lashton of Grayhill (LN male human Wiz19),
an archmage of some notoriety and exceeding ambi-
tion, came to serve the new Royal Court as its magi-
cal councilor. He was seen by some as an extremely
influential schemer, perhaps too much so when the
kingdom was ill-prepared for the Greyhawk Wars
and giant invasions that plagued the westlands begin-
ning in the early 580s.

Because the court delayed in sending reinforce-
ments, seeking to extract additional concessions
from the supplicants, Keoland failed to avert the dis-

aster. Giants descending from the Crystalmists
attacked the valley nations of Geoff, Sterich, and the
Yeomanry, throwing those realms into chaos. The
Treaty of Niole Dra was hastily signed in 583 CY by a
befuddled King Skotti. It allied Keoland to its neigh-
bors to address the threat posed by the nonhuman
invasions from the Pomarj and the Empire of Iuz in
the north.

A series of misfortunes soon befell the kingdom,

despite its half-hearted efforts to help its country-
men. A naval force from the Lordship of the Isles,
under the control of the Scarlet Brotherhood,
attempted an invasion of Gradsul in 584 CY. The
invasion had to be forcibly repelled by Duke
Luschan, who lost a quarter of his ships in the effort.
In 588 CY, Sterich was finally freed from its captors,
after three years of struggle, but the cost of the effort
was staggering. In early 590 CY, forces from Keoland
invaded the Hold of the Sea Princes and captured the
stinking fortress city of Westkeep in what many con-
sidered a foolhardy act. A further clash in the Hold is
expected soon, unless calls from Keoish nobility in
the Council of Niole Dra to give up the potentially
ill-fated expedition in the south do not cause Skotti
to withdraw his forces.
Conflicts and Intrigues: Relations between
Keoland and the Prince of Ulek are strained from the
latter’s economic alliance with the Lordship of the
Isles, so support of the latter's Pomarj campaign
remains tepid. Duke Luschan wants to build a dozen
new frigates to contend with naval threats on the
Azure Sea, and he courts an alliance with Irongate.
Rumors come out of Dorlin about cases of madness
in certain families of the Neheli. Monsters plague the
southern frontier.

Ket

Proper Name: Ket

Ruler: His Ilustrious Glory, Nadaid, Beygraf of Ket
and Shield of the True Faith (LN male human Ftr10/
Wiz5 (diviner)

Government: Feudal monarchy with semiheredi-
tary rulership; beygraf must have proven fighting
skill and leadership (magical ability also preferred)
Capital: Lopolla

Major Towns: Lopolla (pop. 27,300), Molvar (pop.
16,000), Polvar (pop. 12,600), Falwur (pop. 13,500)
Provinces: Four districts centered around major
trade towns, two forest districts (sections of Bramble-
wood Forest)

Resources: Silver, copper, gems (I, IV)

Coinage: Bastion (pp), greatshield (gp), wagon (ep),
lance (sp), helm (cp)

Population: 275,000—Human 96% (Bos), Dwarf 2%
(hill 70%, mountain 30%), Halfling 1%, Other 1%
Languages: Common, Ancient Baklunish



Alignments: LN*, N, LE, CN

Religions: Al'Akbar, Mouqol, Fharlanghn, Geshtai,
Istus, Xan Yae, other Baklunish gods

Allies: Paynims (sometimes), Tusmit (sometimes)
Enemies: Bissel, Veluna, Gran March, Furyondy,
Knights of the Watch, Tuz (sometimes), Zeif (some-
times), Ekbir (minor)

Overview: Ket occupies the territory between the
southern Yatil Mountains and the Barrier Peaks, serv-
ing as the gateway between the Western and Eastern
Flanaess. The dense Bramblewood Forest fills more
than half of Ket's terrain, penetrated by a single main
artery, the Irafa Road. This well-kept road is guarded
by troops of the Ketite army stationed at eight perma-
nent strongholds along its length. The forest road
also serves as the border between the two major dis-
tricts of the Bramblewood. The Tuflik river finds its
source in Ket as well, flowing from the Banner Hills
until it emerges from the cover of the Bramblewood
and bends its way northward to Lopolla; the river
then turns south until it passes the Tusman hills and
into the plains beyond.

The northern and western portions of Ket are
more civilized country, with tilled fields and many
villages. The northern border includes part of the
vast Yatil mountain range; much trade and occa-
sional conflict takes place here with Perrenland. The
copper mines of the Lower Yatils are the major
source of wealth in eastern Ket. The west is open
countryside until the Tusman hills are encountered,
forming the ambiguous border with Tusmit. The
native hill tribes of the Tusmans are stubbornly
independent, serving as mercenaries for either or
both nations at times.

Ket's own military forces consist of strong
infantry pikemen and crossbowmen, and well-
respected medium cavalry; both are highly disci-
plined. The clergy of Ket is still integral to the mili-
tary hierarchy, despite a loss of prestige in recent
years. Every company has its own cleric, and Ketite
soldiers are still expected to adhere to the devotions
of the True Faith.

The Baklunish merchant clans are currently most
influential in Ket. Their hierarchy is international,
and while they are not opposed to warfare in general,
the loss of Flanaess goods and markets in the after-
math of the Greyhawk Wars proved intolerable.
When the territory captured during the Greyhawk
Wars was lost following the death of the previous
beygraf, the merchants supported the decision to
abandon most of them, maintaining only Thornward
as a neutral city. Beygraf Nadaid currently enjoys the
full support of the merchants, though he must bal-
ance their notoriously fickle loyalties against the per-
vasive influence of the mullahs, whose affection for
him is lukewarm at best.
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History: Ket has long been the crossroads between
east and west, resulting in a mixture of peoples and
traditions, but it is the Baklunish heritage that has
remained dominant. Once a province of Zeif, cen-
tered around the city of Lopolla, this region came
under the dominance of the nomadic Brazen Horde
in the early 300s CY. The bey of Lopolla claimed
these nomads as his allies and was allowed to
remain in office, but the nomads conceded author-
ity only to their great padishah. For the first half of
the fourth century, the nomads plundered Ket, also
using it as a secure haven from which to raid into
Velunese territory.

Toward the middle of the fourth century, Ket was
invaded by the forces of Keoland, which defeated the
nomads with the help of mercenary companies of
longbowmen from the Quaglands. The bey of
Lopolla was driven out as well; he and his small army
escaped into the rugged Banner Hills, where they
organized a resistance. The resistance slowly grew
under the discipline of the True Faith, despite the
harsh living conditions in the hills, until the Keoish
infidels were driven from Ket.

The Ketite leader, Arpad, became the first beygraf,
ruling a truly independent nation. The mullahs of
the True Faith were installed into the offices of
administrative, judicial and military authority, under
the leadership of the beygraf, whom they awarded
the honorific “Shield of the True Faith.” In spiritual
matters, they gave preeminence to the grand mufti of
the Yatils, though the Ketite mullahs maintained
their own hierarchy.

Through most of the fifth century CY, Ket was at
peace with her neighbors, though border disputes
with Bissel and skirmishing with the Paynims was
not uncommon. The rising power of the archmage
Iggwilv in the region caused the mullahs great con-
cern, and the Ketites forged an alliance with the
mountain dwarves of the lower Yatils in an effort to
restrain her influence. The alliance proved success-
ful, and even after Iggwilv’s demise there was consid-
erable goodwill between the dwarves and the peoples
of Ket.

The decades preceding the Greyhawk Wars were
prosperous ones for Ket, but early in that conflict the
beygraf allowed his armies to be drawn into the fight-
ing in the central Flanaess. Seeing an opportunity to
gain control of his nation’s historic rivals in Bissel,
Beygraf Zoltan went so far as to ally himself with Tuz
the Old. This was done without the approval of the
mullahs, but the initial success of the alliance was so
overwhelming that their protests were largely
silenced. The first sign of grief came soon after the
new victory, when the margrave of Bissel’s chose to
commit ritual suicide rather than serve Zoltan. This
act insured that no Bisselite would willingly follow
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the beygraf, and had a similar effect on some in
Zoltan’s own armies.

Beygraf Zoltan was assassinated within four years

of the first occupation of Bissel; significantly, the
judgment of the mullahs was to not attempt his
revivification. The political aftermath in Lopolla
was considerable. As the struggle for power
unfolded, army forces were withdrawn from Bissel,
and civil war threatened Ket. A new beygraf took
power by forming a coalition between many mili-
tary leaders and a significant minority of the clergy.
With the financial support of the Mougqollad, the
coalition has stabilized Ket's government and bor-
ders. Beygraf Nadaid’s policies are those of a moder-
ate, so he has little respect among the clergy. The
mullahs have demanded the right to scrutinize his
government, to assure that it remains in the faith.
Nadaid has little choice but to allow this; the out-
come is in doubt.
Conflicts and Intrigues: Certain hard-line mullahs
wish to assume military authority. A court is attempt-
ing to question the current beygraf about his early
association with the archmage Rary. Banditry contin-
ues in the southern Bramblewood. Rebels are active
in eastern Ket (the Falwur district), alleged to be sup-
ported by Knights of the Watch.

Lendore Isles
Proper Name: [rough translation] Radiant and
Transformed Domain of Sehanine of the Lendore
Isles
Ruler: The Most Radiant Bow of Sehanine, Orb of
the Heavens, High Priest Anfaren Silverbrow (CG
male elf Clr20 of Sehanine)
Government: Theocracy in which the church of
Sehanine takes on all government responsibilities
and authority, and the highest-level cleric rules the
realm; each island is governed by its own religious
authorities, who are advised by various community
leaders but need not take this advice into considera-
tion when rendering judgments and decisions
Capital: Lo Reltarma
Major Towns: Lo Reltarma (pop. 3,200); other large
towns on Lendore Island are rumored to be aban-
doned, dismantled, or reduced to mere villages; elven
communities are of unknown nature
Provinces: Five protectorships (islands), with each
island governed by an elven cleric of a proportion-
ately similar level
Resources: Unknown
Coinage: Unknown
Population: 41,000—EIf 97% (high 70%, gray 30%),
Half-elf 2%, Human 1% (So)
Languages: Lendorian Elven, Elven, Common,
Lendorian (humans only)
Alignments: CG*, NG, N, CN

Religions: Elf pantheon (state favored, especially
Sehanine); [humans only] Phaulkon, Kord, Xerbo,
Osprem, Norebo, Lydia, Syrul

Allies: None officially, though the church of Seha-
nine and the People of the Testing fully support it
Enemies: Lendore exiles, some groups in Sunndi,
Scarlet Brotherhood (minor); distrusted by other
neighboring states

Overview: The Lendore Isles, as they are now known,
were until recently named the Spindrifts. This group
of five islands, located some 100 leagues east of the
Medegian peninsula, is now a fog-shrouded naviga-
tional hazard to all but elf-piloted ships. Located in
the midst of the Asperdi-Duxchan chain, most charts
show the five islands of the Spindrifts (though some
older charts show only four) as the easternmost in
the Aerdi Sea.

Spindrift Sound itself is navigable, but shipping is
menaced by the Scarlet Brotherhood and the activi-
ties of a few pirates based on the eastern Medegian
coast. Elven vessels are sometimes seen to cross the
Aerdi Sea in the direction of Lendore Isle, presum-
ably shipping from secret ports cut beneath the Hest-
mark Cliffs. A number of elven warships also travel
to or from the Lendore Isles as escorts for passenger
craft. They will certainly intercept any seagoing craft
that manages to bypass the barrier of magical mist
that envelops these islands. Elven ships were also
sighted farther east on the Solnor by Sea Barons’
ships in the late 580s, perhaps exploring or trading
with distant elf colonies.

The primary inhabitants of the Lendore Isles are

the olve, with a small number of half-elves scattered
throughout the islands. Most half-elves left in protest
following the subjugation of Lendore Isle; those that
remain, along with the human menials who are per-
mitted to stay, now form a protected underclass of
the elven-dominated society. Since they are unable
to acquire the use of Lendorian Elven, they are
required to keep silent in all public places, unless
addressed by an elf directly. The government and
society are otherwise entirely elven, led by the cult
of Sehanine.
History: This group of islands has housed from time
immemorial the strongholds of high-elven wizards
and lords. They had little contact with humans until
the arrival of the legendary Archmage, Lendore, who
brought his fellowship out from the lands of the Suel
Imperium in anticipation of the Invoked Devasta-
tion. Fleeing the impending disaster, the wizard and
his band journeyed to the easternmost shores of
Oerik, then further still, until they came at last to the
Spindrift Isles. The Invoked Devastation occurred, as
Lendore knew it must, but it was followed by a catas-
trophe he had not foreseen: the Rain of Colorless
Fire and the destruction of the empire.



In the years that followed, the wizard and his fol-
lowers lived in peace with the elves, while elsewhere
in the Flanaess, the Suloise were being pushed out of
habitable lands by the conquering Oerid. In time,
Lendore persuaded the elves to cede him the south-
ern island, that he might make a refuge of it for his
followers and kin. Only a few families of Suel made
this their home while Lendore ruled, but in the years
after his passing, their population slowly grew. Lo
Reltarma became the capital of the island, and its
ruling Council of Seven maintained close ties with
the high elves’ Council of Five in the northern
islands.

The peoples of the northern and southern isles did
not freely mix, but both communities recognized the
benefits of unity in opposition to the warlike Aerdi
and the piratical Suel of the southern islands. When-
ever seriously threatened by their rapacious neigh-
bors, the heirs of Lendore would remember his
promise of an aerial sanctuary, and gather at the Gate
of Glass outside Lo Reltarma. One of Lendore’s last
prophecies had promised his appearance there,
before the Final Calamity overtook the island. In
time, the Gate of Glass became something of a shrine
that Lendorians would visit in times of crisis, or in
memory of crises averted, and the citizens of Lo
Reltarma would gather here on the last day of each
year to celebrate their ancestor’s foresight.

For centuries the Spindrift Isles maintained their
independence from all foreign powers, both through
strength and through cunning. Perhaps the Scarlet
Brotherhood made incursions into the Council of
Seven in the years leading up to the Greyhawk Wars,
but they were given no time to take advantage of
their gains before the high elves took control of
Lendore Isle. Elves have always been plagued with
mysticism, and those of the Spindrifts had finally
succumbed to the cult of Sehanine. The Final
Calamity, it seemed, had arrived.

It was a bloodless revolution, yet catastrophic for
the inhabitants of Lendore Isle. They were informed
that they must be exiled from the only home they
had ever known, in order for the Spindrifts to serve
as high elven holy ground. The high elves used pow-
erful phantasms to overcome strong resistance, and
threats of imprisonment persuaded most others to
cooperate. The humans were given three days to pre-
pare for their removal from the island. In that time,
perhaps half of Lo Reltarma’s population escaped
through the Gate of Glass before the elves could
deactivate it; the rest were either exiled to the main-
land, the Sea Barons' isles, or other local regions, or
were among the few allowed to remain as workers in
Lo Reltarma.

In the years since the Greyhawk Wars, some of the
surviving exiles have joined together with half-elven
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captains on the Medegian coast. It is an open secret
that they are smugglers, willing to transport any
cargo for a price. Several of these ships secretly
accompanied the flotilla of the Sea Barons in their
voyage over the Solnor in 586—589 CY. The Spindrift
exiles were thought to be searching for the last mem-
bers of the Council of Five, who had fled across the
waves when the clerics of Sehanine usurped their
authority. It is not clear what benefit they seek by
contacting their deposed leaders, but the half-elves
clearly wish to return to their birthplace and free it of
the magical affliction of Sehanine.

Conflicts and Intrigues: A human resistance force
operates from a magical stronghold above Lendore
Isle. Rumors circulate of a spy network in Lo Rel-
tarma, loyal to the Council of Five in the northern
isles, searching for rebel humans. Orcs, goblins, and
kobolds hold subterranean lairs not yet discovered
on the large southern isle.

Lordship of the Isles

Proper Name: The Lordship of the Isles

Ruler: His Exalted Highness, Prince Frolmar Inger-
skatti of Duxchan, Lord of the Isles, Scourge of the
Waves (N male human Ftr12)

Government: “Independent monarchy” (principal-
ity) that is actually a puppet state of the Scarlet Broth-
erhood, which manages most military, judicial, reli-
gious, and economic affairs; prince has real but
limited powers, affecting the Brotherhood’s rule only
through force of his own charisma and cleverness
Capital: Sulward

Major Towns: Duxchan (pop. 8,900), Sulward (pop.
7,200), Mahan (pop. 4,100)

Provinces: Seven islands, each its own noble
province: duchy of Diren (capital: Sulward); duchy of
Ansabo (capital: Duxchan); duchy of Ganode (capital:
Mahan); county of Jehlum; county of Mirim; county
of Luda; and barony of Temil

Resources: Rare woods, spices, shipbuilding supplies
Coinage: Great anchor (pp), sunship (gp), dolphin
(ep), trident (sp), shelly (cp)

Population: 266,000—Human 79% (Soz), EIf 9%
(high), Halfling 5%, Dwarf 3%, Gnome 2%, Half-elf
1%, Half-orc 1%

Languages: Common, Ancient Suloise, Elven,
Halfling

Alignments: N, CN, NE*, LE, CE

Religions: Osprem, Xerbo, Norebo, Syrul, Wee Jas,
other Suloise gods

Allies: Scarlet Brotherhood

Enemies: Sea Barons, Iron League, Lendore Isles
(distrusted), Ahlissa (distrusted)

Overview: The Lordship of the Isles is the collective
name given to a series of small island states off the
southeastern coast of the Flanaess. These seven isles

separate the Aerdi Sea from the warmer waters of
the Oljatt Sea and range in size from an area nearly
equal to the largest of the Lendore Isles to a tiny islet
barely thirty miles in length. The climate of these
islands is very tropical, and stifling warmth and
humidity persists almost year round, save in the late
summer months when the great tropical storms that
sweep in from the Oljatt are not uncommon. Much
of the terrain on the isles, except for the rocky vol-
canic peaks central to most of them, is covered in
thick tropical forest. These forests are a rich source
of the exotic animal and plant life that sustain the
economy of the islands, primarily through their
export to the mainland, where they are exchanged
for hard coin. In the areas cleared by humanity near
the coastal towns and seaports, sugarcane, pineapple,
and coffee plantations are commonplace. These isles
are also one of the few sources of rare woods such as
mahogany, ebony, and teak, that are highly prized
on the continent. Since the Lordship of the Isles
guards the ways between the mainland of the
Flanaess and the Tilva Strait as well as the shores of
mysterious Hepmonaland, much income is derived
from exacting levies from trading vessels passing
through local waters.

These isles were ruled centrally by an Aerdi prince
in the capital of Sulward for centuries. The largest
three main islands are Diren, Ansabo, and Ganode.
Each isle is the size of a small province on the main-
land, and together they accommodate the majority of
the population of the isles. Ansabo and Ganode were
ruled by dukes since their establishment, their lords
second in authority only to the prince of Diren in
Sulward. The smallest isle, located between Diren
and Ganode, is called Temil. It is ruled as a petty
barony subject to the lord of Diren and is treated sim-
ilarly to other minor subdivisions of the island,
which include numerous baronies subject to the
prince. The three islands of middling size, located
one after the other off the eastern coast of Diren, are
known as Jehlum, Mirim, and Luda. All three are
ruled by counts who are closely allied to the court at
Sulward. Luda, the northernmost isle, is the closest to
the Lendores, and its eastern coast marks the border
between the elven realm and the Lordship of the
Isles. All affairs of state are conducted through the
court in Sulward.

This chain of islands has been occupied by the Suel
for nearly one thousand years, and this race remains
the most dominant population of the isles, most
notably on Ansabo and Ganode. The Oeridians have
emigrated to these islands in large numbers only
over the last few centuries; they are most common in
Diren and the smaller isles of Jehlum, Mirim, and
Luda. Olman and darker-skinned natives of Hep-
monaland live in abundant numbers here, but these



people are treated as baseborn and often enslaved,
working the plantations of the unscrupulously rich
gentry. Slavery is becoming increasingly important
to the economy of the isles, particularly with the
emergence of the Scarlet Brotherhood in its centers
of power. Sulward, the putative capital, is a small port
city that still evinces a strong Aerdi character, but
Duxchan on the isle of Ansabo is the larger city of the
two and is clearly influenced by its Suel heritage. The
centers of power and commerce have slowly been
flowing toward the latter for the last century and
half, since the isles declared their independence
from Rauxes in 447 CY. Travel through the Lordship
of the Isles has dropped considerably in recent years,
and while its not impossible, it remains dangerous
for those known to be openly antagonistic toward the
Scarlet Brotherhood, most particularly citizens of
Sunndi and Irongate.

History: When the Aerdi expanded south into
Sunndji, they succeeded in gaining control over the
whole of the Solnor coast, from the Vast Swamp in
the south to the Timberway in the north. With this
dominance of the land came a desire to control the
seaways that would soon become the primary means
of transport and trade between one distant end of the
Great Kingdom and another. The overkings colo-
nized the islands off the eastern coast of the Flanaess,
but standing in their way were the Flan and Suel
inhabitants who had controlled these islands and
plied the surrounding waters for centuries. For the
most part they were no match for the Aerdi, and the
isles of the Sea Barons were settled quickly. None of
these maritime powers and their natives were more
powerful than the Duxchaners of the Oljatt Sea.
These pirates and buccaneers were the terror of the
south, holding a near stranglehold over traffic
through the southern straits and raiding the south-
ern coastal cities with ease.

Following a particularly terrible attack on Pon-
tylver, during which the shipyards were set ablaze,
Overking Erhart I was determined to put an end to
the marauding. In 166 CY, he committed the com-
bined navies of the Great Kingdom to breaking the
power of the Duxchaners. Old Baron Asperdi’s
young but powerful naval force from the Sea Barons
was brought to bear on them, led by Lord Admiral
Aeodorich of House Atirr, then accorded the finest
naval captain of the time. The town of Dullstrand
was specifically founded to act as a base of opera-
tions for the invasion of these southern islands by
the Aerdi fleet. Within two years of hotly fought
battles in the Aerdi Sea, Atirr and his armada, which
was outfitted with mages and powerful clerics of
Procan, finally defeated the Duxchaners and their
allies at the Battle of Ganode Bay. This won greater
fame and praise for the Aerdi admiral, who eventu-
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ally rose to the throne of North Province some years
later. The most militant of the surviving Suel bucca-
neers retreated to the port of Ekul, on the Spine
Ridge of the Tilvanot Plateau, but were no longer a
significant factor. The Aerdi settled these islands in
large numbers, founding Sulward as the capital,
though the population remained largely Suel, par-
ticularly on Ansabo and Ganode, where local Suel
lords were absorbed into the government of the
realm. An Aerdi lord was appointed prince of the
new realm and he was made responsible to the
herzog of South Province, but given the right to
carve up the islands into provinces as he saw fit and
award them to his kin.

The island lords became very rich over the next
few centuries, profiting from the trade that flowed
through their islands, a portion of which was due the
herzog of South Province. The Duxchaners of the
duchy of Ansabo, the second largest isle in this chain,
were viewed as little more than pirates by most, but
they were kept in check; they learned to prefer trade
and fought only occasionally with the Sea Barons.
The situation changed during the Turmoil Between
Crowns, when the whole of the South was in rebel-
lion against the Malachite Throne. Ivid I of House
Naelax brought pressure on the southern princes to
fall into line, but the outrages committed by the new
herzog of South Province, which included seizing
Lordship vessels anchored in Prymp Town, drove the
lords of the isles to declare independence along with
the other states. The prince of the Isles joined the
Iron League in 448 CY, providing naval support and
conveyance for traffic between Irongate, Onnwal,
and their allies in Nyrond. In so doing, the lord of
Diren was forced to deal more plainly with his fellow
lords on the other islands, sharing additional power
and ceding more local autonomy to them over the
ensuing years.

The overking in Rauxes quickly issued letters of
marque to the Sea Barons, designating the ships of
the Lordship of the Isles as targets for any Aerdi
vessel. The last century and a half have seen many
battles between the two naval powers, culminating
in one of the largest in 572 CY. The Duxchaners and
their Suel duke had grown increasingly powerful
during the intervening years and finally, when an
internal squabble among the Oeridian lords on
Diren failed to produce a successor in 564 CY,
Latmac Ranold of Duxchan became the new prince.
He took an increasingly provocative stance among
the lords of the Iron League, favoring open conflict
against the Great Kingdom to negotiation and sub-
terfuge. Ranold built up the navy of the Lordship
and began harassing the shipping lanes of the Great
Kingdom as his forebears had done centuries ago.
However, this led to the Battle of Medegia in 572
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CY, in which the Duxchaners suffered their greatest
defeat by the Sea Barons. This action failed to get the
approval and support of the Iron League, and the
debacle deflated Prince Ranold greatly. As the lord
grew older, he appeared to lose his once-tight grip
on the islands.

During the Greyhawk Wars, the wintry Latmac
Ranold was abruptly deposed and an unheralded
successor immediately took his place. The Lordship
of the Isles quickly became a hotbed of intrigue.
The new prince, a little-known Suel lord named
Frolmar Ingerskatti of Ganode, immediately with-
drew the Lordship from the Iron League and set
about lending his naval forces to the maneuvers of
the Scarlet Brotherhood, including the blockade of
the Tilva Strait that continues to the present day. It
is clear to most that Ingerskatti is a puppet of the
Scarlet Brotherhood, but little can be done about it,
as these cultists are very successful at putting their
operatives in key positions within the realm, depos-
ing Oeridians whenever possible in favor of loyal
Suel. Most of Ansabo, the port of Sulward, and the
whole isle of Ganode are now completely under
their control.

In 584 CY, Ingerskatti used his fleet to terrorize
ports on the Azure, first by attempting a failed raid
on Gradsul, then by harrying the vessels of Irongate,
whom they view as their most important rival. As of
590 CY, naval warfare has broken out between the
free ports of the Azure Sea and the Lordship of the
Isles. Ships of the Iron League and Gradsul now
attack Lordship vessels on sight, especially those car-
rying slaves or cargo to and from the Sea Princes or
Pomarj. Ingerskatti has won over the desperate
prince of Ulek, gaining a port for himself at Gryrax.
Lately, an axis against the Lordship and its Scarlet
Brotherhood allies is forming around the Azure Sea,
and the sight in early 591 CY of a frigate flying the
colors of the prince of Naerie (of Ahlissa), docked at
Gradsul, should give them pause.

Conflicts and Intrigues: Many isle lords chafe at
the rule of the Scarlet Brotherhood, despite the
improved opportunity to take revenge on their
longtime enemies, the Sea Barons. Certain Oeridian
barons, as well as the counts of Jehlum and Luda,
are covertly loyal to the Iron League and meet
secretly on Temil. Mithral has been discovered on
Ganode. Elf-crewed Lendorian ships have sunk
three Lordship vessels in the last six months (a fact
not widely publicized); their reasons for attacking
are unknown.

Medegia (see Ahlissa)

North Kingdom

Proper Name: Great Kingdom of Northern Aerdy
Ruler: His Righteous and Transcendent Majesty, the

Overking of Northern Aerdy, Grenell I, Grand
Prince of House Naelax (LE male human Clr19 of
Hextor)

Government: Independent feudal monarchy with
strong theocratic elements; current monarch is the
highest-level cleric of Hextor in the realm, simulta-
neously commanding the forces of the church, the
northern branch of the royal house (Naelax), and all
feudal nobles and nonhuman leaders in his service
Capital: Eastfair

Major Towns: Atirr (pop. 19,700), Bellport (pop.
9,100), Darnagal (pop. 6,400), Delaric (pop. 22,000),
Eastfair (pop. 35,000), Edgefield (pop. 15,800, plus
4,000 orcs), Kaport Bay (pop. 5,800), Luvern (pop.
3,100), Rinloru (thousands of undead; besieged),
Stringen (pop. 4,700), Winetha (pop. 19,300)
Provinces: Eleven principalities, with a few tiny
counties, baronies, etc.; nearly all are centered
around cities, towns, castles, or strongholds
Resources: Foodstuffs, cloth, electrum, whale oil;
resources are not exported

Coinage: [Modified Aerdy] dragon (pp), crown (gp),
noble (ep), penny (sp), common (cp), wheel (iron
piece, 20ip =1 cp)

Population: 2,618,200—Human 83% (OFs), Orc 9%,
Goblin 3%, Halfling 2%, Half-orc 1%, Other 2%
Languages: Common, Old Oeridian, Orc
Alignments: LE*, NE, N, CE, LN

Religions: Hextor*, Zilchus, Erythnul, orc pan-
theon, various goblin gods

Allies: Bone March (weak)

Enemies: Ahlissa, Nyrond, Ratik, Frost/Ice/Snow
Barbarians, Scarlet Brotherhood

Overview: As recently as a decade ago, the lands that
now constitute the notorious North Kingdom
included both North Province and other northern
possessions of the old Great Kingdom. After the sun-
dering of the empire following the Greyhawk Wars
(584 CY) and the subsequent devastation of Rauxes,
these lands united as an independent realm, ruled
from the old provincial capital at Eastfair.

North Kingdom’s northern border remains the
Teesar Torrent, stretching from the independent
county of Knurl in Bone March to the hills of Bell-
port and the Solnor Coast. The southern border is
more tenuously defined, as the claims of the newly
formed kingdom often exceed its actual grasp. This
informal boundary currently extends from the north-
ern verges of the Gull Cliffs at the Solnor Coast
(including the city of Winetha) and continues west
through the Principality of Delaric to the Adri Forest,
some three days south of Edgefield. The lands farther
to the south are in active dispute between North
Kingdom and Ahlissa. That domain is defined by a
triangular region between the Gull Cliffs, the north-
western Grandwood, and the southeastern Adri. It



includes some independent towns like Dustbridge,
which have yet to choose their ultimate master, but
most importantly it includes the environs of fallen
Rauxes. Ownership of this region will likely be
settled (soon) by force of arms.

North Kingdom enjoys few of the rich natural
resources abundant in the rest of the former Great
Kingdom. Only a small fraction of these lands
exhibit the fecundity of the river basins in the south,
and these tracts are generally clustered around the
banks of the upper Flanmi. The rest of the soil of the
kingdom, particularly along the extensive coasts, is
especially rocky and more suitable for grazing than
tillage. Mineral resources are also few, but the ores
drawn from the extensive hills between the cities of
Bellport and Johnsport are key to the economic well-
being of the country. The vast Adri Forest in the west
also provides a rich source of forage and pillage,
though its denizens resist such efforts. Coastal cities
like Kaport Bay and the port of Atirr thrive on fish-
ing and whaling, industries whose products are in
high demand to feed and supply the masses who
labor inland in the central cities and towns. In its
favor, North Kingdom has an extensive system of
divawein, magical highways built by ancient Aerdi
that allow quick transport over long distances. One
dirawein runs south to Ahlissa and is carefully
watched.

The people of the land differ somewhat from their
brethren elsewhere in the former Great Kingdom.
While the Aerdi of the south are more commonly an
Oeridian-Suel mix, in the north and most particu-
larly in the former North Province they are more typ-
ically Oeridian-Flan, often displaying darker features
and hair colorings. A sharp and worrisome increase
in the numbers of orcs and other evil nonhumans has
been noted in recent decades. These races are consid-
ered inferior by the Aerdi gentry but are widely
employed as laborers and mercenaries throughout
the northlands.

Grenell of House Naelax rules North Kingdom,
and he is an utterly ruthless and cold-blooded
monarch. Grenell's temporal authority is augmented
by his dominance of the church of Hextor in the
north, of which he is the titular head. The line of suc-
cession in North Kingdom is unclear, with many
potential claimants to the throne; Grenell has no
children of his own. Fawning Naelax princes abound
in the debauched court of Eastfair.

While the attention of Grenell is turned to the
south, that of his evil humanoid allies remains to the
north, for the orcs and gnolls of the Rakers greatly
desire the destruction of Ratik. While the presence
of the rapacious orcs threatens to send North King-
dom into chaos, they may also be one of the most
important factors holding the nation together. Every
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prince and lord in North Kingdom realizes that
crossing Grenell may bring down his wrath in the
form of a raid from his orc allies, who are organized
as shock troops with no love of humanity and its cul-
ture (though they have benefited greatly from
human arts of warfare and command).

The major principalities of North Kingdom (gener-
ally named for their local capitals) and their govern-
ing Houses are named in the following table. Too
little is known of the region to offer more than this.
TABLE 5: NORTH KINGDOM’S PROVINCES

Principality House
Atirr Torquann
Bellport Naelax
Darnagal Naelax
Delaric Naelax
Eastfair* Naelax
Edgefield Naelax
Highlander** Garasteth
Kaport Bay Torquann
Rinloru# Torquann
Stringen Naelax
Winetha Garasteth

* The capital principality of the kingdom.

** Highlander’s capital is Redfalls, a great castle and military
fortification on the Teesar River.
*%% Rinloru is currently a city of undead, besieged by Torquann
armies attempting to destroy a mad undead cleric of Nerull
(once a Torquann prince) and his ghastly armies that control the
ruined city.
History: When the Aerdi moved north from their
initial holdings between the lower Flanmi River
and Aerdi Coast about eight hundred years ago, they
were less interested in the vast lands of the Flan
between the Adri forest and the Solnor Coast than
they were in the south. After they conquered the
kingdom of Ahlissa and absorbed it into the grow-
ing realm as South Province of old Aerdy, they won
domains for the Cranden and Darmen princes in
the vanguard.

Other Celestial Houses, such as Naelax and Tor-
quann, desired their own homelands and looked to
the northlands. By all accounts, the Flan of these
lands were vile and decadent. Worshiping dark
powers and draconian overlords, they preyed upon
their neighbors for centuries. These gentler folk
were quick to ally with the Aerdi when their armies
marched up the Flanmi River and conquered those
Flan kingdoms in the fifth century OR. Most of these
lands were soon consolidated as North Province of
the Aerdy, with the Naelax in the primacy. After
eradicating most of the vestiges of the previous Flan
culture, they founded the court at Eastfair in 503 OR
(=142 CY), and began setting up a state heavily
steeped in the dogma of Hextor.

In 134 CY, the early Rax overkings inaugurated a
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series of actions that would ultimately lead to the
downfall of their house some three centuries later. In
that year, the ill-tempered Overking Toran I deposed
the scion of Naelax from rulership of North Province,
appointing in his place the leader of the smaller but
rapidly rising House Atirr. Citing the failures of the
Naelax in supporting the heroic efforts of the Aerdy
military in Bone March and Ratik, Toran reduced the
house to a secondary role in the province. House Atirr
ruled the province from its capital on the coast,
eschewing Eastfair. The land experienced a brief ren-
aissance under this enlightened leadership. However,
this demotion was a slight that the Naelax would
never forget. The Atirr ruled for nearly a century,
reaching heights under the Herzog Atirr Aeodorich, a
former head of the Aerdi admiralty and hero of the
Duxchan Wars. House Naelax finally regained the
throne of North Province in 223 CY, after the
untimely death of Herzog Atirr Movanich. Some say
this was accomplished by paying off the heavily
indebted Overking Zelcor I, who had no aversion to
procuring his own berth over a decade earlier.

The Naelax grew powerful after the mid—250s CY,
when their primary rival, the Heironean church,
achieved independence in far-flung provinces such
as Ferrond and the Shield Lands. Many of them with-
drew from the increasingly decadent Great King-
dom, and no longer would these two rival orders con-
tend equally for the attention of the Malachite
Throne. Indeed, many tragedies seemed to befall
House Rax over the next two centuries, while the
power of the Naelax waxed greater. Many of these
tragedies were surely of Rax’s own making, but some
appeared to be inflicted upon them, and whispers in
the court suggested that an old debt in the north was
being repaid.

House Naelax reached its nadir in North Province
with the rise of Herzog Ivid I of the North in the
430s CY. Over the intervening two centuries, the
Naelax had grown to be the strongest individual
house in the kingdom, and by this time an unde-
clared war was raging between Rax and Naelax.
Unusual for Aerdi up until that time, the Naelax
employed orc and goblin mercenaries to augment
their forces. When Ivid I finally assumed the Mala-
chite Throne by 446 CY, North Province remained
his closest ally and the chief possession of his
cousins.

The importation of orcs and goblinoids began in
earnest after the fall of Bone March, when Herzog
Grenell, cousin to Ivid V, made a pact with the orc
and gnoll chieftains who deposed Marquis Clement.
It has become the suspicion of many that Grenell
plotted the downfall of Clement in some way, for he
was quick to ally with the nonhumans who soon took
over the nation. Now, nearly 10% of the population of

North Province consists of evil humanoids, primarily
orcs of the Death Moon tribe. These brutish forces
cause much trouble in North Kingdom, and they
often work at cross-purposes with Grenell’s plans (as
well as their own).

Following the devastation of Rauxes in 586 CY,
Grenell became the scion of House Naelax. Like his
rival in the south, Grand Prince Xavener of House
Darmen, the former herzog styles himself an overk-
ing, the head of a true empire. Grenell’s assertion is
taken much less seriously than Xavener’s by most
peers and royal houses of the former Great Kingdom.
However, it is widely acknowledged that so long as
they both exist, Grenell and Xavener threaten each
other’s claims to rule the true successor state of the
Aerdi people. For the time being, the overking of
EBastfair is too embroiled in his own affairs to make a
concerted effort to settle the matter, and Xavener
appears to have the upper hand. Everyone anticipates
war.

The most serious internal threat to this realm

(aside from the risk of a chaotic orc uprising) is a civil
war centered around Rinloru, now devastated after a
four-year siege. Ivid V had a noble, a minor priest,
turned into an animus during the Greyhawk Wars to
govern this city and surrounding lands. The priest
took a liking to his ghastly condition and developed a
megalomaniac desire to convert the whole Great
Kingdom into an undead empire under Nerull. Since
587 CY, Delglath the Undying (NE male animus
Clr17 of Nerull) has proven to be a military genius
and master spellcaster, holding off a vast encircling
army with his own undead forces, created from the
city’s once-living inhabitants. He is aided by a large
number of Nerull clerics, loyal to him though he is
unquestionably insane. Delglath has several actual
artifacts in his possession, and there is real concern
that unless he is destroyed, the situation might get
out of control.
Conflicts and Intrigues: War is almost certain with
Ahlissa over their undefined border and the fertile
lands between them. While Grenell would like to
send his orcs to attack Ahlissa, their interests lie in
attacking Ratik and supporting Bone March. Forces
of the herzog still fight an epidemic of undeath in the
city of Rinloru, though the disaster appears to be con-
tained. Grenell has sent priests of Hextor and mages
to the Isle of Lost Souls, a place once denied to him
by Ivid V.

Nyrond
Proper Name: Kingdom of Nyrond
Ruler: His August Supremacy, Altmeister of All the
Aerdi, King Lynwerd I of Nyrond (LG male human
Fir14)
Government: Hereditary feudal monarchy



Capital: Rel Mord

Major Towns: Arndulanth (pop. 2,300), Arnford
(pop. 3,900), Beetu (pop. 12,100), Borneven (pop.
9,900), Callistor (pop. 4,300), Cordrend (pop. 5,000),
Curtulenn (pop. 5,200), Greenplane (pop. 1,600),
Hammensend (pop. 9,000), Hendrenn Halgood
(pop. 14,800), Kerrinn (pop. 3,500), Midmeadow
(pop. 11,100), Mithat (pop. 29,000), Mowbrenn
(pop. 20,700), Nessermouth (pop. 3,100), Oldred
(pop. 22,000), Rel Mord (pop. 46,500), Swan Bore
(pop. 2, 800), Womtham (pop. 19,200), Woodwych
(pop. 24,300), Wragby (pop. 7,300)

Provinces: Twelve newly restructured royal
provinces, ruled by hereditary nobility of varying
rank; considerable confusion exists as many continue
to use old provincial names and boundaries
Resources: Foodstuffs, cloth, copper, silver, gems (I-1T)
Coinage: Sterling (pp), noble (gp), shinepiece (ep),
shield (sp), common (cp)

Population: 2,618,200—Human 79% (Os), EIf 9%
(sylvan 90%, high 10%), Halfling 5% (stout), Dwarf
3%, Gnome 2%, Half-elf 1%, Half-orc 1%

Languages: Common, Nyrondese, Old Oeridian,
Elven, Halfling

Alignments: LG, LN* NG, CG, N

Religions: Heironeous*, Beory, Rao, Pelor, Zilchus,
Norebo, Pholtus, Ralishaz, Boccob, Delleb, Celestian
Allies: Duchy of Urnst, County of Urnst, Greyhawk,
Onnwal (rebels), Irongate, Sunndi, the Pale (barely)
Enemies: Scarlet Brotherhood, North Kingdom, Iuz,
many evil cults attempting to destabilize kingdom,
Ahlissa (gravely distrusted)

Overview: Nyrond has long commanded the central
plains east of the County of Urnst. The Nesser-Franz
river system to the west provides access to the Lake of
Unknown Depths and the Sea of Gearnat, which gives
Nyrond access to foreign ports. Nyrond’s eastern
border is marked not only by the picturesque Harp
River, but also by the Flinty Hills uplands, where
hardy hillfolk and gnomes man royal mines, always
mindful of the threat of invasion from Bone March.
To the north, the deep shadow of the Pale looms large,
engulfing many of the king’s subjects in a bitter game
of religious politics. The rocky southern coast, along
Relmor Bay, is a haven for fisherfolk and pirates alike.

Nyrond’s navy, commanded by Fleet Admiral
Hugarnd and stationed along the coast with centers
in Oldred and Mithat, patrols Relmor Bay. Long-
standing tensions between Ahlissa and Nyrond seem
to have cooled, but the area remains a potential mili-
tary flash point.

Nyrond is a land nearly destroyed by the emotional
and monetary costs of war. Major roadways remain in
ruin, making travel difficult. In certain provinces,
trade is nearly impossible. After a long period of dor-
mancy, the mail service has returned to active duty,
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and communications were reestablished between the
capital and all major nobles.

Desperate times have called for desperate measures
for many of Nyrond’s subjects. Banditry is on the
rise. Because the country is in such dire economic
straits, heavy fines are favored over imprisonment.
Debtors prisons, a new development in law enforce-
ment, now dot the countryside.

Nyrond’s armies are commanded by General
Myariken, a young buck who is said to be great
friends with the nation’s new king. Though many of
the peasant and freemen levies have returned to their
farms, major regiments remain in Old Almor and
Womtham. Special elf scouting regiments, centered
in Woodverge and Flinthill, once provided strong
service to the crown, but have not filed reports in the
last three years.

The local climate is temperate, with moderate
snowfall in the winter months. Summers in the
nation’s interior tend to be very dry and quite hot,
with cool, pleasant evenings throughout much of
the year.

So great was the internal disruption of Nyrond as
a result of the Greyhawk Wars that, in late 590 CY,
King Lynwerd restructured Nyrond’s provinces. He
did this in a manner that rewarded those lords who
remained loyal to his father during his brother’s
brief revolt, and his system also provided increased
revenue to the Royal Treasury. Much confusion has
resulted from this reorganization, though Lynwerd
believes it will benefit the realm from 592 on.
Nyrond’s new provinces, which came into effect on
Needfest 1, 591 CY, are named below, with their
capitals and rulers.

Almorian Protectorate

Mithat

Governor Younard (LG male human Ftr13)
Brackenmoor, County of

Beetu

Count Romadnen Beremen (N male human Clr5 of
Zilchus)

Eventide, Viscounty of the

Shantadern

Viscount Estward Ventrose (CN male human Rog11/
Ftr3)

Flinthill, Duchy of

Arndulanth

Duke Grevin Damar (LG male human Ftr5)
Gamboge, Earldom of

Borneven

Earl Larapel Klendern (NG male human Rog?2)
Justcrown Province

Rel Mord

King Lynwerd I (LG male human Ftr14)
Korenflass, Duchy of

Oldred
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Duke Regurd Korenflass (N male human Ftr8)
Mowbrenn, County of

Mowbrenn

Count Cunal Huldane (NG male human Rgr9)
Orberend, Duchy of

Hendrenn Halgood

Duke Arnon Orberend (LG male human Pal10 of
Pelor)

Womtham, Royal Duchy of

Womtham

Duke Finelann Boomgren (LN male human Ftr3)
Woodverge, March of

Midmeadow

Sir Weynoud Aspranth (LG male human Clr7 of
Heironeous)

Woodwych, Barony of

Woodwych

Baroness Verin Talnith (N female human Rgr4)
History: Though modern Nyrond has existed for
fewer than three hundred years, the cultural roots of
the nation span nearly a millennia. The last of the
major Oeridian kingdoms to fall to old Aerdy,
Nyrond’s defeat at the Battle of a Fortnight's Length, in
535 OR (—109 CY), signified the ultimate supremacy of
Aerdy.

Nyrond’s strategic importance to the Great King-
dom did little to encourage just treatment at the
hands of the Aerdi. The ruling house of the land was
made subservient to the eastern House Rax, which
ruled the territory from an impressive series of cas-
tles and fortresses, centered with the imposing palace
at Rel Mord.

Though not as vile or ruthless as some of their coun-
terparts to the east, the Rax nobles exhibited insuffer-
able arrogance. When eventually that house gained
the Malachite Throne in Rauxes, Nyrond became ever
more important to the affairs of the overking.

Increased attention meant higher taxes and
greater headaches for the local landholders. When
Ferrond rebelled in 254, the overking needed sol-
diers to fuel violent skirmishes on the borderlands
north of the Nyr Dyv. He drew from the armies of
Nyrondal nobles with little concern for the ultimate
futility of their charge. Thousands of Nyrond’s men
and women fell in those conflicts. Perhaps due to
incompetence from Rauxes, or perhaps because
Nyrond offered a convenient scapegoat on which
the overkings could heap their frustrations regard-
ing the loss of Furyondy, life in Nyrond was far
from ideal.

For a full century, the nobles of Nyrond’s junior
branch looked upon the affairs of their Rax cousins
with open contempt. Finally, in 356 CY, bickering
between the Aerdi and Nyrondal nobles exploded
into violent political conflict; the local lords
declared Nyrond free of the overking’s rule and
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named one of their own number, the wily Medven I,
king of Nyrond. Every Nyrondal lord sponsored
troops to an enormous gathering on the nation’s
eastern border. All watched the Flinty Hills and
Harp River, expecting the banners of the overking
behind every hillock.

History does not speculate on whether the Suel
barbarians who then surged south through Bone
March and into North Province did so at the behest
of Nyrond silver or by their own estimation of
Aerdy’s critical situation. Regardless, they presented
the sitting overking with a difficult option: crush the
rebellion in Nyrond or lose the whole of North
Province.

Aerdy’s failure to significantly oppose Nyrond’s
independence left the fledgling nation with a huge
army and great ambition. Within three years, the
famed Nyrondal cavalry had marched into and
annexed the newly formed Theocracy of the Pale,
burning Wintershiven to the ground. A later foray
into the County of Urnst met with equal (if less vio-
lent) success, and further expansion met resistance
only at the Nesser River, where galleys flying the flag
of the duke of Urnst halted Nyrondal progress.

The new “Grand Empire of Nyrond” watched,
bemusedly at first, as Aerdy’s House Rax degener-
ated. The failure to crush separatist movements in
Ferrond and Nyrond had castrated the Rax overk-
ings, who now seemed to exist only to appease the
increasingly independent palatine states of Medegia,
North Province, Bone March, and Ahlissa. The Tur-
moil Between Crowns, initiated in 437 with the
assassination of Overking Nalif, changed bemuse-
ment to horror. Within nine years, the Malachite
Throne had fallen to the debased House Naelax.
With chaos and madness ruling from Rauxes,
Nyrond’s King Dunstan I knew that no enemy of
Aerdy would ever be safe again. Nyrond, he noted,
needed allies, and it needed them quickly.

Though he could not pledge public support due to
the threat of retaliatory strikes from Ivid I's Northern
Army, amassed near Innspa, Dunstan I attended the
conference in Chathold that resulted in the forma-
tion of the Iron League. There, he privately assured
the new partners that any enemy of the League was
also an enemy of Nyrond. Dunstan made good on
that pledge, sending weapons and warships (though
no troops) to aid besieged Irongate at the Battle of a
Thousand Banners, the following year.

By 450 CY, Aerdy had survived two distinct civil
wars. Ivid and his court had defeated their enemies
in the aristocracy, and had entrenched themselves in
the empire’s political machine. With a stabilized foe,
Dunstan realized in his old age that he still needed
willing allies, should Aerdy take the offensive. In
Harvester, he called the Great Council of Rel Mord.
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Delegates from every Nyrondal principality and sub-
ject state attended, as did representatives from
Almor, the Iron League, the Duchy of Urnst, and
even Greyhawk. After a month and a half of negotia-
tion, Dunstan the Crafty withdrew Nyrondal troops
from the Pale and the County of Urnst, and
realigned the internal borders of his subject lands.
Furthermore, he publicly threw his considerable
support behind the Iron League, and rebuked the
Great Kingdom of Aerdy as a “corpulent reanimated
corpse, spreading contagion and sorrow to all that it
touches.”

Thereafter, Nyrond entered a period of supremacy.
Castle-building programs dotted the central plains
with fortifications, cities expanded, and commerce
boomed. The nation gained a reputation for powerful
mages and skillful artisans. As evil grew in the east,
Nyrond became a reflection of the good folk of the
eastern Flanaess.

Few years went by in which the navies of Nyrond
and Aerdy did not clash in Relmor Bay. However, in
579 CY, reacting to increased militarism on behalf of
Ivid and Herzog Chelor of South Province, Nyrond,
Almor, and the Iron League banded together to form
the Golden League, a military union that presented a
declaration of war against the Great Kingdom in late
Needfest. Not to be outdone, Aerdy followed up with
its own decree, stating that Rel Mord would fall
within the year and the treacherous King Archbold
I1I would pay for the sins of his rebellious ancestors.
For all the bravado, only two years indecisive battles
and skirmishes came of the affair. Both nations were
spent financially and emotionally.

By 583, however, war would return to haunt
Nyrond. Confident that a personal victory over
untrained barbarians would do much to bolster his
flagging popularity in Nyrond’s northern regions,
Archbold led a huge army through the Nutherwood,
hoping to strike a telling blow against the ‘Fists
inhabiting Tenh. Fighting lasted for an entire day.
The barbarians fell back to more heavily fortified
lands, but the cost to Nyrond was great. More than
three thousand soldiers fell before nightfall, and
Archbold himself suffered grievous wounds, not
least of which to his pride. He had gambled Nyron-
dal cavalry against the hordes of Sevvord Redbeard
and won, but it did not seem like a victory.

Months later, as Ivid’s Northern Army converged
on Innspa and Almor seemed certain to fall before
the might of the Glorioles regiments, Archbold
called upon his lords to provide him with an army
never before seen in Nyrond’s long history. Crops
would wither in the fields, bandits would be free to
prey upon the roadways; to Archbold, the very sur-
vival of Nyrond was at stake. As 583 came to a close,
the king met in Oldred with representatives of

Almor, Onnwal, Idee, Sunndi, the Pale, the County
of Urnst, and Irongate. There, all but the Pale signed
the Eastern Pact of Alliance, a treaty meant to ensure
the containment of Ivid’s armies.

The Scarlet Brotherhood soon took Idee and
Onnwal from the alliance. Irongate and Sunndi, geo-
graphically isolated and deeply enmeshed in their
own struggles with the Scarlet Sign and Aerdy, were
impotent to back up their promises of aid. Almor
burned like dry wood following Commandant Osson’s
eventual defeat. By the end of 584 CY, Nyrond could
count only on aid from the Urnst States to protect it
against Ivid's mad bid for revenge.

Nyrond lost nearly seventy thousand soldiers in
the Greyhawk Wars. Though her armies held off
Aerdy’s siege, they did so at terrible cost. Archbold
had expended the nation’s entire treasury, and had
depleted much of his family’s wealth. Hideously in
debt to the Urnst States, the king faced a future of
ruined fields and horrible food shortages. Nearly half
of his holdings were in tax rebellions. Many of the
nation’s best mages, craftsmen, and nobles fled
Nyrond for easier lives to the west. Whether Nyrond
would fall was never an issue. The question was
simply that of timing.

Remarkably, that issue would be decided by Arch-
bold’s own son, the young Prince Sewarndt. In the
fall of 585 CY, King Archbold appeared to suffer a
stroke. Clerics from around the land convened in Rel
Mord, finally determining that he had been poi-
soned. Within hours of the discovery, Prince
Sewarndt and a group of military officers attempted
to seize the throne. Only the intervention of the capi-
tal's entire Heironean clergy saved the crown and the
king. By the time Archbold’s older son, Crown Prince
Lynwerd, could lead an army to his father’s side,
Sewarndt and a handful of his cohorts had vanished
into the Nyrondal countryside.

Sewarndt’s treachery shattered whatever resolve
Archbold had clung to during the difficult war years.
A wholly broken man, he abdicated in favor of
Crown Prince Lynwerd in Fireseek, 586 CY.

In his first year on the throne, Lynwerd seized the
western half of Almor, realigned the command struc-
ture of his armies, and reduced taxes to prewar levels.
While the latter did much to boost the morale of his
lords, it has done nothing to pull Nyrond from the
bitter clutches of poverty.

A terrible tragedy struck Lynwerd and his king-
dom in 589 CY. A long-planned marriage between
King Lynwerd and Lady Xenia Sallavarian, a distant
cousin of Circle of Eight member Jallarzi and Duke
Karll of Urnst, was scheduled to take place during
Richfest of that year. In Wealsun, Lady Xenia was
touring Rel Mord on foot when she collapsed of
heatstroke. She has not been seen since, and many



suspect the worst, detecting sorrow and a grim hard-
ness in their king.

In 590 CY, with starvation commonplace and

sedition the language of the people, Lynwerd initi-
ated a number of radical policy shifts designed to
improve the well-being of the country. He first
trimmed the size of his court, releasing from service
some 397 “functionaries,” three standing chamber
orchestras, a 30-boy choir, several dozen clerics,
eighteen archivists, and a well-known and ex-
tremely popular talking bird from the Amedio
Jungle. A general restructuring of Nyrond's internal
political boundaries followed, and it seems as
though the “Reformer King” has only begun to heal
his wounded nation.
Conflicts and Intrigues: Extreme poverty encout-
ages otherwise lawful folk into illicit occupations. A
recent expedition into the Abbor-Alz, led by Lyn-
werd’s cousin, Lady Astra Callistor, vanished with-
out a trace after entering a valley dominated by
ancient, abandoned towers. Rumors abound that an
illegitimate son of the king has surfaced among the
witches of the Gnatmarsh.

Olman Islands (see Scarlet Brotherhood)

Onnwal

Proper Name: Obedient State of Onnwal (Scarlet
Brotherhood); or, Free State of Onnwal (rebels,
member of the Iron League)

Government: Hereditary feudal monarchy (cur-
rently contested)

Ruler: Contested: (Scarlet Brotherhood) Exalted
Sister Kuranyie (LE female human Mnk10); (rebels)
His Noble Authority, Jian Destron, the Szek of Free
Onnwal (LN male human Ftr8), and His Honor
Rakehell Chert, Commander of the Free Onnwal
Army of Rebellion (N male human Rog18)

Capital: Scant (but see below)

Major Towns: Scant (pop. 4,500)

Provinces: One city district (Scant, held by the Scar-
let Brotherhood), twenty-four lairdships and village
mayorships (nearly all held by rebels)

Resources: Platinum, gems (I11, includes pearls)
Coinage: Sea eagle (pp), gull (gp), wader (ep), goose
(sp), duck (cp)

Population: 85,500—Human 79% (Os), Dwarf 9%
(hill), Gnome 5%, Halfling 3%, EIf 2%, Other 2%
Languages: Common, Dwarven, Ghome
Alignments: LE*, NE (SB rulers in Scant); LG, LN¥,
N, CG, CN (Scant citizens, “Free Onnwal” rebels)
Religions: Scarlet Brotherhood gods (SB rulers in
Scant); Osprem, Zilchus, Procan, Norebo, Xerbo,
Jascar, Fortubo (rebels)

Allies: [of Brotherhood rulers] Scarlet Brotherhood,
Lordship of the Isles, elements in the Pomarj; [of
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rebels] Irongate, Sunndi, Nyrond, Duchy of Urnst,
Greyhawk

Enemies: [of Brotherhood rulers] dwarves and
gnomes of the Headlands, Irongate, Sunndi, Nyrond,
Duchy of Urnst, Greyhawk, County of Urnst; [of
rebels] Scarlet Brotherhood, Lordship of the Isles,
Pomarj. Ahlissa is regarded as an enemy by both sides.
Overview: Onnwal is a small realm, located on a
large peninsula that extends westward from the
Principality of Ahlissa (of the United Kingdom of
Ahlissa), dividing the eastern Sea of Gearnat from
the Azure Sea. Most of its lands are accessed prima-
rily from the sea, for the neck of the peninsula is
choked by the Headlands, which are almost impass-
able to most traffic. The city-state of Irongate, with
its warding walls and fortresses, borders Onnwal in
the east and guards the few passes onto the penin-
sula. These formidable barriers have generally iso-
lated the realm from the affairs and conflicts of the
continent.

The lowlands that form the head of the peninsula
are covered in rich pastures. These lands are home to
clusters of small farms that surround villages con-
nected to each other by a spidery road network
spreading out from Scant. Mining of silver and plat-
inum in the western foothills of the Headlands is
the primary industry of the nation, but this activity
has slowed to a crawl since revolt spread across the
countryside. Food was once exported to Irongate,
but the Scarlet Brotherhood halted such shipments
out of Scant.

Most Onnwal citizens are an Oeridian-Suel mix,
descendants of settlers who displaced the original
Flan natives to build farms. Some Flan tribes remain
in the region, but they are not considered citizens
and live in the hills, herding animals. Many dwarf
clans live alongside these Headlanders, and the lot
of them owe fealty to no one though remain on
friendly terms with the Iron League.

Currently, Onnwal is divided into two controlling
camps. Agents of the Scarlet Brotherhood command
the fortified port of Scant and the immediate
precincts of the city. While this represents less than
10% of the country, Scant is still the primary gateway
to the rest of the Flanaess and the Scarlet Brother-
hood fleet can use this city as a base to extort levies
from sea traffic passing through the Strait of Gearnat.
However, the hinterlands of the country are no
longer theirs. A movement calling itself “Free
Onnwal” has taken control of most of these lands
since a general revolt against the Brotherhood
invaders was launched in 586 CY. They have the sup-
port of most of the lairdships in the villages outside
the capital. These insurgents are led by Lord Jian
Destron, son of the deposed and assassinated Szek.
His closest adviser is Rakehell Chert, the former
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leader of the thieves in Scant and now commander of
the (ex-thief) guerrillas. These rebels are strongly
allied with Irongate and the surviving states of the
Iron League, who support them with goods, weap-
ons, and intelligence.

History: After the Aerdi first conquered the lands
surrounding the lower Flanmi and founded the
kernel of their empire along the Solnor Coast, their
ambitions soon turned to the southwest, where great
riches awaited. The Flan kingdom of Ahlissa was con-
quered in the fifth century OR and eventually
became the core of mighty South Province. The lands
farther south were controlled by the Suel, but a series
a brutal wars brought regions such as Idee and
Sunndi into the burgeoning Aerdi kingdom (as part
of South Province) over the next century. In 598 OR
(46 CY), Onnwal was taken after a long and bloody
conflict that ended with the establishment of Iron-
gate and final control of the Headlands for the Aerdi.
The peninsula was awarded as a fief to the herzog of
South Province, who constructed the port of Scant in
12 CY to facilitate its colonization by the Aerdi. The
port also served as a means by which to share
Onnwal’s resources, particularly the silver and plat-
inum being drawn out the hills, with the markets of
Prymp and Chathold. The szeks of Onnwal who
administered the land were originally appointed by
the herzog in Zelradton and were usually favored
members of his court.

When the Turmoil of Between the Crowns sowed
rebellion and caused widespread division in the
Great Kingdom, Onnwal joined the other southern
states who broke from the Malachite Throne. The
herzog of South Province failed to force them back
into line, and Szek Parmus Destron became an inde-
pendent lord in the aftermath. Rulership of the land
henceforth became hereditary. Onnwal and Irongate
provided the primary naval support for the Iron
League, with the Szek responsible for shuttling
league business between the Azure Sea and their
allies in Nyrond and the north. For the next century
and a half, Destron’s descendants continued to rule
the land from their protected capital in Scant.

Onnwal, unlike Irongate, failed to recognize the
treachery that caused it to fall into the hands of the
Scarlet Brotherhood during the Greyhawk Wars.
The land had never been invaded and had previ-
ously been subjected only to periodic naval raids by
South Province. The Scarlet Brotherhood assassi-
nated Szek Ewerd Destron and took over the land
almost overnight. Some anticipated the takeover
just in time, particularly the thieves’ guild in Scant,
which absconded from the city to the countryside
in 584 CY.

The barbaric treatment of the populace by the Scar-
let Brotherhood whet the cry for revenge, and a gen-

eral revolt was launched in late 586 CY before the
Brotherhood could crack down on the rebels. The
countryside became a battleground during a brief,
bitter struggle in which the freedom fighters drove
the Scarlet Brotherhood back to the city of Scant.
These insurgents have nearly convinced Lord Mayor
Cobb Darg of Irongate that they can win back the
whole land soon.

In late 590 CY, they garnered his official, though

measured, support; Irongate now recognizes Destron’s
government in exile in exchange for the export of des-
perately needed supplies to the besieged capital of the
Iron League. Sister Kuranyie (in hiding to prevent her
assassination) has demanded a relief force from Kro
Terlep to quash the rebellion. However, troubles for
the Scarlet Brotherhood elsewhere have made her sit-
uation lose priority in the hierarchy, so long as control
of the port of Scant is maintained.
Conflicts and Intrigues: The Scarlet Brotherhood
in Scant plans to approach Turrosh Mak in the
Pomarj for the orcs necessary to accomplish this goal.
Mak might be paid in slaves drawn from the popula-
tion of Onnwal. Rebels want to get Irongate actively
involved in the war by blockading Scant. Rakehell
Chert might approach leaders of the Flan Headlan-
ders, promising them autonomy for the hills if they
join his cause.

Pale
Proper Name: Theocracy of the Pale
Ruler: His Worshipful Mercy, Theocrat Ogon Tillit,
Supreme Prelate of the Pale (LN male human Clr1é
of Pholtus)
Government: Theocracy administered in the name
of the god Pholtus; clerics hold all government
positions
Capital: Wintershiven
Major Towns: Eltison (pop. 15,400), Hawkburgh
(pop. 12,400), Hatherleigh (pop. 24,500), Holdwor-
thy (pop. 16,700), Landrigard (pop. 7,800), Ogburg
(pop. 17,400), Rakervale (pop. 13,700), Stradsett
(pop. 10,900), Wintershiven (pop. 39,900)
Provinces: Twenty-seven city wards and low dioce-
ses divided unevenly among nine archdioceses
Resources: Foodstuffs, copper, gems (IV)
Coinage: Bright (pp), gold glory (gp), silver sun (ep),
silver moon (sp), basic (cp)
Population: 395,000—Human 96% (FO), Halfling
2%, Elf 1%, Other 1%
Languages: Common, Flan
Alignments: LN*, LG, LE
Religions: Pholtus®, all other religions suppressed
(however, secret offerings made to Beory, Phyton,
and Oeridian agricultural gods by many farmers in
the countryside)
Allies: Many Pholtan churches across the Flanaess,



certain Tenh nobles who converted to Pholtus and
aim to rule Tenh as a subject state of the Pale
Enemies: Iuz, Stonehold, all orcs, goblinoids, and
giants; all other states and peoples of the Flanaess are
regarded as pagans or heretics, minor enemies of the
Pale by default; wizards are suspect by default as they
often worship other gods; all religions with criminal
or evil aspects are especially hostile

Overview: The Pale is a moderately sized realm
located in the shadows of the Rakers, bordered by the
Phostwood and the Gamboge in the west. These
forests are shared with the duchy of Tenh and
Nyrond, respectively, while the mountains in the
east form an almost impassable barrier to Ratik and
Bone March on the Solnor Coast. The Pale is ruled
from the city of Wintershiven by a religious bureau-
cracy with direct command over the military, law
enforcement, economics and trade, and nearly every
other aspect of life in the kingdom. The clerical hier-
archy rules the land in the name of the god Pholtus
and the most powerful of their number, the theocrat,
is said to be chosen by their god to hold the Throne
of the Sun for his lifetime. He is selected from the
ruling body known as the Council of the Nine,
which assembles four times a year in Wintershiven
to advise the theocrat. The intolerance of its rulers
has become legendary, and the Pale is generally per-
ceived as having territorial ambitions on all its neigh-
bors. This may be true, but the society cannot always
be so easily categorized.

Winters in the Pale are harsh and unforgiving and
the land and its people seem to reflect this attitude.
Only two seasons exist in the Pale (it is said): the
unbearable winter and the barely bearable “summer,”
when crops are grown with difficulty. A sizable por-
tion of the population herds animals instead. Food is
also imported from other realms.

The Pale is composed of nine large provinces, sur-
rounding a like number of cities that serve as
regional capitals, each controlled by a prelate who
sits on the Council of the Nine. The population is
about evenly divided between people of relatively
unmixed Oeridian and Flan stock. The Flan are con-
sidered lowborn by the Aerdi upper class, and inter-
marriage is rare. Oddly, the Flan are thought of as the
comelier race by all, but they hold fast to “pagan”
teachings despised by the Pholtus-worshiping Oerid-
ians. The former frequently eschew the large cities of
the Pale, where they often work as servants and day
laborers, preferring the countryside and the opportu-
nity to work their own family farms. A few Palish
families include half-elves, particularly in the south.

The society has been relatively closed for the last
two centuries, and this stagnation largely has been
attributed to the class structure and the pervasive
prejudice of its leadership. The Pale has been living
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under an inquisition for more than two centuries,
since Nyrond first invaded the country. Evil priest-
hoods and hostile cults are actively routed out and
destroyed, while other faiths are suppressed. Mages
and other so-called “consorts of demons” are closely
watched in the Pale and must be careful not to draw
too much unwanted attention. The Templars of the
Church Militant work within the religious and mili-
tary hierarchies, and are charged with conducting
the inquisition. The roaming High Legates are given
great authority and are much feared in the Pale for
their ability to put someone to the Question.

Despite these unpleasant aspects, Good exists in

the Pale. Monasteries near the western woods and in
the eastern foothills of the Rakers have some of the
most impressive libraries and respected philosophers
around. The city of Ogburg in the southeast is a
prodigious trading center and its leaders display
unusual tolerance for outsiders. Many dissidents can
speak more freely here than elsewhere. Finally, the
soldiery of the Pale is among the best trained and
most disciplined in the Flanaess, and the borders are
well patrolled and defended, making travel within
the Pale among the most peaceful in the Flanaess,
though the Trolls Fens on the northern frontier
remain a constant bane.
History: Centuries before the founding of the Pale,
when the Great Kingdom spanned nearly the length
and breadth of the Flanaess, the church of Pholtus
had the appointed task of administering the courts
for the realm on behalf of the overking and the
Celestial Houses. Its highest ranking member was
given the title of Holy Censor and granted a fief to
administer from the old city of Mentrey in Medegia,
where judges of the law from all faiths were trained
and appointed. When the order of Pholtus fell out of
favor with the overkings of House Rax in the
mid-third century CY, it was largely due to the per-
ception that its leaders were attempting to impose
their doctrine on the kingdom and create a theocracy
through their control of the courts. While this may
have been true of some its more outspoken leaders,
the accusation undoubtedly owed more to the apathy
of the Pholtans to the evolving politics at court. So it
was with the near concurrence of all other sects, that
its highest ranking cleric was removed from the
Holy Censoriate by Overking Toran I1 in 252 CY and
replaced with the priesthood of Zilchus, which was
then closely allied with the Houses of Rax and
Darmen. This was considered a reasonable compro-
mise, as no consensus could ever be achieved
between the faiths of Heironeous and Hextor, the
most individually powerful sects of the Great King-
dom at the time.

In the aftermath of this episode, many of the most
zealous members of the faith of Pholtus began aban-
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doning the heartlands of Aerdy, citing religious per-
secution and rising decadence in the empire, acceler-
ated by the withdrawal of Ferrond in 254 CY. While
there was some truth to their claims, these were
largely exaggerations and considered by most the
protestations of a group suffering waning power and
influence.

Most of these religious emigrants traveled through
provincial Nyrond, eventually settling in the western
valleys of the Rakers in the Flan hinterlands. These
lands were desired by few, being at the very frontiers
of the Great Kingdom and located in the severe
climes of the north. Here these Aerdi clerics and
devout followers made a home for themselves among
the native Flan, who held an old semi-independent
realm to the northwest in a place called Tenh. These
early pioneers struggled greatly against the depreda-
tions of a harsh land and its denizens to carve out a
nation for themselves, calling it the Pale and dedicat-
ing it to their god.

Fighting along with these early settlers and help-
ing to tame the northern border was Ceril the
Relentless, now greatly revered as a patron saint of
the nation. He founded the Council of the Nine,
which organized the government of the early nation
and chose the first theocrat from their number in
342 CY. Together, they fashioned a government in
accordance with their strict interpretations of doc-
trine. The Palish considered themselves far removed
from the politics of the overking and his court,
whom they continued to fear and mistrust despite
their separation.

This concern proved to be short-lived, for by 356
CY the winds of change swept across the empire. The
viceroy at Rel Mord, kin of the Rax overking in
Rauxes, broke with the throne and founded an inde-
pendent kingdom in Nyrond. Circumstances
allowed the act to go relatively unchallenged, and the
new king by his own writ claimed Urnst, Tenh, the
Pale, and a good portion of the Bandit Kingdoms.
Most of these states resisted such claims. The Pale
affirmed its independence from the Great Kingdom
that same year, and the nascent king of Nyrond
turned loose his armies upon what he considered to
be provinces in rebellion. These forces zealously set
about bringing the states into line.

In the Pale, they were rebuffed by the local leaders
and in a tragic turn the regional capital of Winter-
shiven was consumed in a fire. Hostilities ended
quickly, but the bitterness the event created proved
to be long enduring. Wintershiven would be rebuilt
20 leagues to the north, closer to the Yol, but was no
longer a capital. The Pale remained a subject of
Nyrond and was occupied for almost a century,
though the theocrat and the religious bureaucracy
were permitted to retain a degree of home rule.

It was at the Great Council of Rel Mord in 450 CY
that the Pholtans of the Pale eventually won their
complete independence from Nyrond. Emissaries of
the theocrat were instrumental in persuading the
king of Nyrond, then Dunstan I, to agree to total and
unconditional self-determination for the supplicant
states in exchange for assurances of mutual aid and
protection. The date is still celebrated as a national
holiday in the Pale as Emancipation Day.

Soon after the liberation, the templars of the Pale
were incorporated as the Church Militant to supple-
ment the standing military’s ability to deal with
“threats to the faith.” The Pale has since entered a
dark phase from which it has not yet emerged. For
the last century and a half, the Pale has closely
guarded its sovereignty. It refused to honor pleas for
aid not required of formal alliances, so the Pale did
not involve itself in the Greyhawk Wars against
either Tuz or the Great Kingdom, though it clearly
despised the villainy of both empires. Much to the
chagrin of its neighbors, who suffered greatly during
the wars, the Pale found itself in a powerful position
in the central Flanaess and could exercise some of its
long-standing territorial ambitions.

When Lynwerd gained the throne of Nyrond, the
Pale renewed its effort to annex the northlands of
that kingdom, hoping to cajole the new monarch
into giving them up. Thus far, the young king has
stood up to the shrill ambassadors who lobby his
throne. Because much of its military is engaged else-
where, the Pale has made no attempt to invade the
south, despite its harsh verbal attacks.

Three years ago, with an army at full strength and
an additional force including thousands of refugee
converts from the Tenh at the fore, Theocrat Ogon
Tillit sponsored an invasion of the ruined duchy, to
both gain territory and throw back Iuz’s forces,
clearly perceived as the number-one threat to the
Pale’s future existence. Bastern Tenh was taken
back, and both banks of the Yol are now under
Palish control.

Unbeknownst to the populace, Tillit was injured in
588 CY, when he personally led one of the early
battles in the Tenh. While he survived the attack, his
wounds have not healed; in fact, they have worsened
during the last two years, and his attendants think he
might not survive till Richfest. The Council of the
Nine is aware of his condition, and the clandestine
politicking to replace Tillit on the Throne of the Sun
has already begun.

Conflicts and Intrigues: Urban populations are
grossly swollen with Tenh refugees, and plans to
resettle them are bogged down. Popular support for
an invasion of Nyrond is waning. Conservative
Prelate Theoman Baslett of Landrigard and the pro-
gressive Prelate Maximillian Thace of Ogburg are



leading candidates to replace the ailing theocrat.
Troll invasions from the fens have tripled in size
amid reports of a new “Troll King.”

Paynims, Plains of the

Proper Name: None (commonly called the Paynims,
for the nomadic tribes of the Plains of the Paynims
and Dry Steppes)

Ruler: No central authority; various nomadic leaders
Government: Many petty tribal nobles (khans or
amirs) ruled by progressively more powerful nobles
(ilkhan, orakhan, or shah) and royalty (tarkhan,
padishah, or kha-khan); great variation between
nomadic bands in particulars of government
Capital: None

Major Towns: Kanak (pop. 12,900)

Provinces: None (nomadic tribes)

Resources: Horses, livestock, hides and furs, medici-
nal herbs, mercenaries

Coinage: None; barter used exclusively except by
nomads near towns and cities

Population: 500,000—Human 96% (Bos), Centaur
2%, Halfling 1%, Other 1%

Languages: Baklunish (Ancient and various
dialects), Common

Alignments: CN*, N, all others sparsely represented
Religions: Istus, Geshtai, Mouqol, Al'Akbar, Xan
Yae, other Baklunish gods

Allies: Other Baklunish states (occasionally)
Enemies: Other Baklunish states (occasionally),
Knights of the Watch, Ull

Overview: The great plains of western Flanaess are
the home of the numerous tribes of the Paynims. In
the north are endless leagues of grassland bordering
the territories of Zeif and Ket. South of this region,
and to the east, are the desert lands under the shadow
of the Ulsprue and Crystalmist Mountains, while the
vast central plains are more fertile, ending in the lush
valleys of the western Sulhauts. Summers are bru-
tally hot in the southern desert, and little better in
the grasslands to the west and north. Winter brings
rain, and the seasonal migration of the Paynims and
their herds to their southern pasturage.

Paynim warriors are lightly armored, the weight
and confinement of metallic armor being more of a
burden than a blessing in the heat of the day, but
they are supremely mobile. Perhaps one quarter of
the Paynims ply the light lance, as well as the mace or
flail. The rest wield scimitars, and short, horned
bows. Most are willing to serve as mercenaries for
short periods, though the dervishes of the Dry
Steppes and the lands surrounding Lake Udrukankar
will normally go to war only under the leadership of
their clergy, or for causes they see as righteous.

The city of Kanak on the shores of Lake
Udrukankar is the nearest thing the Paynims have to
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a capital, though the Amir of Kanak claims no
authority beyond the lake and the ground within his
city’s brick walls. Tents are more common in and
around Kanak than fixed buildings. Smaller settle-
ments are found near wells or oases in the Dry
Steppes, or on strategic spots of high ground on the
Plains. Throughout, the Paynims roam at will, alter-
nately warring and trading with one another in a
cycle that is unpredictable to outsiders. They count
their wealth in horses and livestock, as well as slaves
in some cases, but hold their freedom on the Plains to
be their greatest treasure.

History: For over one thousand years, the Paynims
have been the masters of those territories that once
formed the central estate of the Baklunish Empire.
When the abundance of the empire was turned to
ruin by the Invoked Devastation, only these hardy
nomads survived in the wasteland. Tales from the
days following the destruction of the empire are few,
though it is remembered with pride that the Paynims
were the first to receive the divine favor of Al'Akbar.
It is clear that the nomads prospered, after their fash-
ion, even as the Baklunish to the north and west
organized themselves into settled states.

The Paynims preferred to dwell in tents and to
carry their belongings with them as they moved.
They were always willing to share their lifestyle with
their neighbors, so they gladly raided and plundered
not only their fellow nomads, but also those unfortu-
nates living in the reemerging cities. Unfortunately,
it would seem that the sedentary folk failed to
understand that a thing is yours only as long as you
can keep it, and fiercely resisted the nomad’s forays.
This set the pattern for the years that followed, as
raiding bands of Paynim horsemen would do battle
with the armies of the settled nations. Oft times they
found themselves opposed by their nomadic brethren
as well, for the Paynims would as readily serve as
mercenaries in the civilized armies, if not always
reliable ones.

Inevitably, as contact with civilized peoples
increased, so too did trade. Caravans crossed the
plains and the desert, bringing merchants with their
wares deep into the territory of the nomads. The first
group of traders to make a complete circuit of the
Paynim lands returned to Zeif with little in material
wealth, but possessing a great store of information.
The mighty works and monuments of the empire
were gone, except for scattered, fragmentary ruins.
Only the stone circles of Tovag Baragu stood
unmarred, by the waters of Udrukankar. Within the
lake itself, the Shah of the Waters appeared and
asked these merchants for the name of the new
emperor. At first they made no response, but finally
they gave the name of the sultan rather than earn
the ire of the mighty marid of Udrukankar. They
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An andience with the Shah of Waters

reported that the marid granted his blessing to the
great sultan, then departed.

The Paynims remember the tale differently, saying
that the marid shah gave, in addition to his blessing, a
rare and legendary jacinth. It would identify the
sultan as the heir to the imperial Baklunish line. Had
the sultan returned with it to Udrukankar, the
Paynim allege, he would have become the new
emperor and founder of the 12th Dynasty of the Bak-
lunish. Yet, only merchants returned in the years that
followed, for the jacinth was lost and with it the
imperial inheritance. The city of Kanak, on the
southern shores of Udrukankar, was founded on this
tale, and its amirs have ever since ruled in the name
of the Shah of the Waters.

Elsewhere on the plains, Paynim tribes became
numerous over the years, and ever more bold. As
always, they raided the lands of their more civilized
Baklunish neighbors. Now they made war on the
tribes of the Ulsprue and the plains to the east as
well. Among these peoples, primarily of Oeridian
descent, were a few of the magnificent horses
beloved of the Paynims. It was inevitable that the
Baklunish should attack them, and many non-Payn-
ims were enslaved by the merciless tribes of Ull
Those who escaped to the desert lands and foothills
have never ceased warring against the hated Uli.

Perhaps the greatest threat to the Paynims’ mas-
tery of the plains was advanced by Zeif, when a

nation of nomads called the Brazen Horde were
incited to emigrate from their distant homes
beyond the coastal realm called Mur and take pos-
session of the plains south of the sultanate. These
nomads of western lineage, whose leaders did not
use the title of khan, were no less warlike than the
indigenous Paynims. In addition, they had an even
finer stock of horse—swifter, stronger, and no less
enduring. Combined with the support of Zeif, these
western nomads soon conquered the lands border-
ing the sultanate.

Once secure in their new territory, the Brazen
Horde turned its attention to its eastern neighbors
in Ket and Tusmit. The Tusmites, under Ekbiri lead-
ership, repelled the nomads, but Ket was success-
fully invaded. Recklessly, the nomads plundered
Ket's districts, then moved south through the Bram-
blewood Pass, pursuing rumors of Velunese riches.
They despoiled isolated villages in Veluna’s outly-
ing possessions, always retreating back into Ket
when faced with significant military opposition.
Only after Keoland assumed control of the Bram-
blewood Gap were these depredations brought to an
end. The Paynims were soon forced out of Ket by
Keoish forces.

The solidarity of the Brazen Horde was fractured
by the loss of Ket, and the khan-led Paynims chal-
lenged their dominance of the plains. Intertribal war-
fare remained the rule among the Paynims for most



of two centuries. Only recently has there been any
move to unify the Paynims, this time under the lead-
ership of the enigmatic Mahdi of the Steppes. He
has gathered together all the nomads of the Dry
Steppes, and some of the dervish tribes have fol-
lowed him as well. The Amir of Kanak still claims
neutrality, but before long it may be impossible for
any Paynim to avoid swearing loyalty to the Mahdi.
Conflicts and Intrigues: The Mahdi of the Steppes
is being hailed as a true son of Al'Akbar. Dervishes
speak of the Prophecy of the Phoenix, the rekindling
of war between Good and Evil. Hostilities with Ull
are on the rise. The lucrative slave trade might be
halted by Al'Akbar’s righteous clerics.

Perrenland

Proper Name: Concatenated Cantons of Perrenland
Ruler: His Gravity, Karenin, Voormann of all Per-
renland (LN male human Ftr14)

Government: Independent patrliamentary republic;
Cantonal Council (collective feudal clan leaders)
handle legislative matters and elect executive leader
(voormann) for eight-year term; voormann conducts
diplomacy, commands military, etc.; cantons have
varying internal governments; family heads elect
town and city mayors, but clan leader positions are
hereditary

Capital: Schwartzenbruin

Major Towns: Krestible (pop. 7,300), Schwartzen-
bruin (pop. 27,500), Traft (pop. 12,000)

Provinces: Eight cantons (Krestible, Quagfludt,
Clatspurgen, Traft, Schwartzenbruin, Nederboden,
Yattenhied, Hugelrote)

Resources: Copper, foodstuffs (fish, dairy), merce-
naries

Coinage: Grossmark (pp), mark (gp), hafmark (ep),
kleinmark (sp), pfennig (cp)

Population: 468,000—Human 79% (OFsb), Dwarf
8% (mountain 90%, hill 10%), Halfling 6%, EIf 3%,
Gnome 2%, Half-elf 1%, Half-orc 1%

Languages: Common, Flan (in Yatils), Oeridian
dialects, Dwarven

Alignments: LN, N, LG*

Religions: Allitur, Ulaa, Zilchus, Berei, Pelor,
Beory, St. Cuthbert

Allies: None, only trading partners

Enemies: Knights of the Hart, Tiger Nomads, Iuz
(distrusted); disliked greatly by Furyondy, Veluna,
Highfolk, and others because of “neutral” stance
toward Tuz

Overview: The eight cantons that form the nation of
Perrenland are cradled between the Yatil Mountains
and Lake Quag. Perrenland’s frontier sweeps south
from the Mounds of Dawn to Krestible and the
upper waters of the Velverdyva, then turns north to
include the western Clatspurs and most of the
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Sepia Uplands north of the town of Traft. Perren-
land claims the waters of Lake Quag as well, though
it cannot hold the northern shore. Considerable traf-
fic is on the lake for most of the year, including
Rhennee bargefolk in the summer, though the sur-
face often freezes in midwinter. Special sledlike
boats called iceskimmers sometimes sail on the lake
then, though it is dangerous to take them far from
shore.

Three wide roads and numerous smaller tracks con-
nect the cantons. From Schwartzenbruin to Krestible,
then to Molvar in Ket through the Wyrm's Tail, runs
the Krestingstrek. Quag Road carries traffic through
Schwartzenbruin, from as far south as Highfolk on the
southern edge of the Vesve Forest, then continues
north along the shores of Lake Quag until it enters the
Mounds of Dawn to terminate at the city of Exag. The
High Gallery runs through the Clatspur Ridge from
Traft until it intersects the Quag Road, first crossing
the canyon of the Velverdyva on an old stone bridge
called the Witch’s Hinge.

Perrenland’s militias, mostly pikemen and

polearm-bearing mountaineers, support a relatively
small standing army of medium and heavy infantry.
Crossbowmen and some heavy cavalry can be found
in the lowland regions, especially in the canton of
Schwartzenbruin, while longbowmen and bow
armed cavalry can be found in the cantons of Clat-
spurgen and Traft. Such militias will hire themselves
out as mercenary bands to neighboring nations, and
many are seen to include high elves from Highfolk
serving as scouts and light infantry. These bands of
mercenaries are the nation’s chief export, though
trade with the northern nomads and Blackmoor is
usually funneled through Perrenland as well. Much
river traffic heads south into the central Flanaess
along the Velverdyva.
History: The inhabitants of this region have always
been fiercely independent. During the Migrations,
the warlike Flan tribes of the Yatil Mountains
absorbed most of the Oeridian, Suloise, and Baklun-
ish invaders flooding the great Yatils pass called the
Wyrm’s Tail, though several Flan tribes were driven
from the lowlands by Oeridians who established
freeholds for their own clans. The disunity of these
small clans was taken advantage of by advancing
Aerdi forces, c. 97-100 CY. The Viceroyalty of Fer-
rond quickly gained full control of the eastern and
southeastern sides of what is now Perrenland,
making it a part of Ferrond’s Quaglands. The fishing
towns of Traft and Schwartzenbruin were forced to
accept the authority of stern Aerdi bailiffs.

Rebellions were endemic from the beginning of
the Great Kingdom’s presence in the Quaglands.
Most Aerdi bailiffs were practical overseers, not
given to excesses of taxation or punishment, but the
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intractable natives seemed unable to learn obedience
in any form. Nor, it seemed, could they learn unity,
as decades of Aerdy rule turned to centuries. Many
mountain and lowland tribesmen eventually served
in the military of Ferrond, then in Furyondy after
254 CY; from this they gained the experience and dis-
cipline necessary to mount a successful rebellion.
They took the first appearance of the Relentless
Horde in the north (c. 320 CY) as the opportunity to
break free of the yoke of their overseers. The bailiffs
and the troops loyal to them were expelled, and the
distracted kingdom of Furyondy was unable to spare
the forces necessary to put down this last rebellion.

The nomads were indeed a threat to the
Quaglands freeholders, and the Sepia Uplands saw
many bloody skirmishes between the two peoples.
Even the death of the nomads’ Kha-Khan Ogobanuk
and the division of the horde into twin nations (345
CY) did not completely end the hostility. Nomad
raids continued for many years in the north, while
Ket several times invaded the Wyrm’s Tail and
nearly took Krestible. The Quaglands and Yatil free-
holders defended their borders tenaciously, but
lacked the strength to make themselves truly secure.
A plan was then devised to unite the defenses under
a single leader, while allowing clan holdings to
remain relatively independent. The freeholds were
marked into eight cantonments, joined by oaths of
mutual armed assistance called the Covenant of
Concatenation. The leaders of these collected states
elected the strongest of their number, Perren, to be
their voormann, c. 400 CY. Such was their devotion
to this great warrior and statesman that he was
elected voormann five consecutive times; after his
death, the young nation adopted his name.

Perren’s successors were neither as competent nor
admired as he, but generally proved able executives.
Still, in the later part of the last century, Perrenland
was threatened by a force of overwhelming evil, in
the person of the Archmage Iggwilv and her armies
of evil humanoids. Attacking from her base in the
legendary “Lost Caverns” in the Yatils in 480 CY, Igg-
wilv enslaved Perrenland from 481-491 CY. Its citi-
zens were subjected to violence and robbery; the
nation was looted, and ships on Lake Quag sunk at
will. Minions of the witch probed into nomad lands
as well, finding some allies but even more foes. In the
canton of Clatspurgen, the monastery-fortress of St.
Cuthbert in Kershane Pass was the center of opposi-
tion to Iggwilv, holding the great valley through
which the Velverdyva leaves the realm.

At last, a great demon prince that Iggwilv had
sought to control escaped confinement, and the
witch was brought low. Her armies fell into disorder,
and Perrenland threw off their yoke and destroyed
the nonhuman legions. Even to this day, certain val-

leys in the southern cantons retain an evil tinge from
the brief years of Iggwilv’s reign, as their residents
assisted with Iggwilv’s directives. The nation recov-
ered from this war and a two-year famine that fol-
lowed, but it has retained a deep fear of Iggwilv. The
knowledge that the demonic empire-builder Iuz is
Iggwilv’s son has haunted the sleep of many Perren-
ders, and recent rumors that Iggwilv has returned to
Oerth have sparked public panic.

The destruction of the Greyhawk Wars was

diverted from Perrenland’s borders by the signing in
583 CY of a formal agreement promising to maintain
neutrality toward the bloodthirsty Iuz. Mercenaries
were even offered to Tuz, though this act was reviled
by Perrenders, and not one man volunteered to serve
the Lord of Pain at any price. The pact seemed politi-
cally expedient at the time, but it did not please the
Cantonal Council. Voormann Franz was unani-
mously rejected at the end of his first term in office,
then replaced by an executive willing to bow to the
council’s wishes to put more distance between the
government and the wicked Tuz. Unfortunately,
Voormann Karenin has sought consensus to the
exclusion of any real leadership. As his term ends in
592 CY, he has little time to remold his image to be
more authoritative, and a new and bolder voormann
is likely to be elected.
Conflicts and Intrigues: Attention is focused on
the upcoming election for voormann; rumors of for-
eign support taint several candidates. Clatspurgen
might be divided into two cantons to settle a major
clan feud. A proposal is circulating to occupy the
Sepia Uplands, creating a new canton (Vesbergen)
and suppressing banditry there. The battlefront in
the Vesve is moving west, and eastern gnomes have
spotted orc scouts.

Pomarj

Proper Name: Orcish Empire of the Pomarj

Ruler: His Most Ferocious Majesty, the Despot Tur-
rosh Mak (NE male half-orc Ftr16)

Government: Dictatorship governing numerous
rival nonhuman tribal leaders and shamans; dictator
has large personal army composed of warriors from
his own orc tribe

Capital: Stoneheim

Major Towns: Badwall (pop. 3,300(?), ruined), Blue
(pop. 6,300), Elredd (pop. 1,500(?), ruined), Fax (pop.
2,000(?), ruined), Highport (pop. 15,000), Stoneheim
(pop. 5,700)

Provinces: Numerous nonhuman tribal territories
Resources: Silver, electrum, gold, gems (I-1I)
Coinage: Various official and unofficial currencies,
some out of date, manufactured by most cities, towns,
and major nonhuman tribes

Population: 476,000—Orc 43%, Human 28% (SOf),



Goblin 15%, Hobgoblin 10%, Halfling 3%, Other 1%
Languages: Orc, Common, Goblin

Alignments: CE, NE*, LE

Religions: Orc pantheon, Beltar, Syrul, various
goblin gods

Allies: Scarlet Brotherhood (rumored but unproven)
Enemies: Greyhawk, Ulek states (especially the
Principality), Keoland, Celene (taking no offensive
actions), Duchy of Urnst, Onnwal (rebels), Irongate
Overview: The Pomarj is a long arm of land extend-
ing from the Sheldomar Valley to separate the Azure
Sea from the Sea of Gearnat. The “empire” of nonhu-
mans here encompasses the whole mountainous
Pomarj peninsula. Its western border begins at the
foothills of the central hills of the Principality of
Ulek, invaded Jewel River on the eastern border of
the Principality of Ulek and sweeps north to include
most of what was once referred to as the Wild Coast
before it was absorbed into the Orcish Empire of the
Pomarj during the Greyhawk wars. The boundaries
of the Pomarj along the Woolly Bay continue north
to the outskirts of the city of Safeton, where a con-
tentious border is generally acknowledged with the
domain of Greyhawk.

Dominating this land are two major features, the
rugged and monster-infested Drachensgrab Hills in
its central fastness and the dark and foreboding Suss
Forest in the west, which separates the Pomarj from
Celene and the County of Ulek. Neither place is
very well populated by humanity, which has gener-
ally favored the valleys and the lowlands along the
coasts since the region was first settled. Instead,
these areas are under the firm control of orc and
goblin tribes that claim the land under the banner of
eternal hatred.

Few lands in the Flanaess are as malign as the
Pomarj aspires to be. Slavery is rampant here, and
humanity is treated as the lower class. The capital of
the Pomarj is the city of Stoneheim, a thick-walled
citadel that sits in the shadows of the southern face of
the peaks of the Drachensgrab mountains. This squat,
affluent place was once the center of the mining
operation inaugurated by the Keoish throne three
centuries ago, and was built largely by dwarven
hands from Ulek. It is now held firmly by the orcs
and their leader Turrosh Mak. It has only two
primary purposes: the training and deployment of
troops to the provinces of the empire and as a head-
quarters for the continued exploitation of the min-
eral resources of the hills. Gold is still brought out of
these mines in abundance, and it is the primary
means of supporting the orcs.

Blue, the peninsula’s second largest settlement, is
an anchorage on the eastern tip of the Pomarj. It has a
different character, having been an open port and
home to pirates and smugglers for centuries. Mak has
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strong alliances with the largely human mercenaries
there, paying them well to harry the shipping lanes
between the Azure Sea and the Sea of Gearnat, which
makes them a bane to the city fathers of Irongate and
Gryrax. The presence of the Scarlet Brotherhood and
their vessels has also been noted here.

Highport, on the northern coast, is the largest
city in the Pomarj, though fewer than fifteen thou-
sand people live in the former capital. Portions of
the city are still in ruin to this day, though inhabi-
tants have largely restored the markets and ship-
yards that once made it an important commercial
center. Humanity still outnumbers other groups
here, and Highport remains a place of brisk busi-
ness during the day, run by a coalition of mercantile
and mercenary factions that sit in a council that
reports indirectly to Turrosh Mak. However,
despite these appearances, Highport's reputation at
night is as dark as any place in the Flanaess. It is cor-
rectly rumored that press gangs roam the broad
streets at night, seeking those foolish enough to
wander around unprotected, and that a second noc-
turnal society emerges after dark, one not quite as
amenable as that observed during the day, nor as
predominantly human. It is whispered that during
these hours goblins walk openly and conduct busi-
ness with orcs and other creatures who descend
from the hills in the darkness, and that other even
more fell beings such as ebony-skinned elves stalk
its more desolate ways before the sunrise.

North of Highport, along the coast, are the cities
and towns of the southern Wild Coast that are now
under the control of the “empire.” The Wild Coast,
called such by Keoish and Aerdy monarchs alike
since neither group ever had control over the region,
had long been a haven for dissidents and outcasts
from other realms. These independent city-states,
including Elredd, Badwall, and Fax, were no match
for the marauding orc juggernaut that overran the
area during the Greyhawk Wars. Now, each city (in
ruins and mostly emptied of humans) exists as an
armed orc camp under Mak’s control.

History: Prior to the great migrations a millennium
ago, the Pomarj was largely a desolate place inhabited
by primitive Flan tribes who worshiped powers of
earth and sky. Its poor soil and fell reputation caused
it to be avoided by all but the most desperate of these
newcomers, and it was eventually settled by small
numbers of Suel who were unwelcome elsewhere
and had no choice but to contend with the harsh ter-
rain and its inhabitants. They called these heights the
Suenha, until they learned from the Flan their origi-
nal name: the Drachensgrabs, literally the Tomb of
the Dragon. Legends held that great powers of the
earth slept beneath these hills. Along the coast of the
peninsula and north to the mouth of the Selintan,
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small communities formed away from the birth and
expansions of vast kingdoms across the Flanaess.

It was not until the late third century CY, when
Keoland inaugurated its imperialistic phase, that
there was renewed interest in the region. The Pomarj
and its hills were long suspected by the dwarves of
Ulek as having great mineral wealth just waiting to
be claimed and exploited. In 295 CY, an alliance
between the prince of Ulek and King Tavish I of
Keoland produced an invasion force that crossed the
Jewel River and conquered and subjugated the
region within a few short years. The land was carved
up into a dozen small baronies and awarded to
favored families of the crown to be ruled as subfiefs
under the protection of the prince of Ulek. These
barons became extremely wealthy from the mineral
riches extracted from the mines over the next few
decades. In 305 CY, Highport was constructed atop
the foundations of a smaller town in order to exploit
this wealth with the rest of the world.

More than a century and a half later, the power of
the Keoish Throne waned after years of conflict. The
barons of the Pomarj had no voice in the Royal Coun-
cil at Niole Dra, instead they were subjects of the
prince of Ulek. The latter withdrew from the king-
dom to gain palatinate status from Keoland in 461
CY, and the barons of the Pomarj broke with the
prince of Havenhill two years later to declare their
own independence. They took the city of Highport
as their capital and ejected the dwarven garrisons to
begin ruling their petty states largely independently,
even from each other. Some took the title of arch-
baron, duke, or prince, one going so far as to call him-
self the king of the Drachensgrabs.

A few decades later, conflict broke out in the Lort-
mils between the elves, dwarves, and men of the
region and the orcs and goblins. This was the begin-
ning of the Hateful Wars, and the prince of Ulek
appealed to the former baronies of the Pomarj to join
the alliance for the strength derived from mutual
defense and greater numbers. The Pomarj lords met
in Highport the following year to discuss their
response, but they saw little reason to involve them-
selves in what they considered an internecine con-
flict between essentially nonhumans. Further, they
feared being reabsorbed into the Principality of Ulek,
distrusting the motives of the prince and so turned
their backs on the alliance.

With the defeat of the orc and goblin armies at the
hands of the hosts of Ulek and Celene at the end of
the war in 510 CY, the inevitable came to pass. With
nowhere else left to retreat, the angry and beaten sur-
vivors fell back in the only direction not fortified
against them. In 513 CY, these ravaged and vengeful
armies emerged from the Suss and descended upon
Highport in a frenzy of destruction. The city was

quickly sacked and burned; much of its population
was put to the sword. Within mere months, the orcs
had driven out the local lords and taken over most of
the former baronies of the Pomar;j.

So began the quick decline into decadence that has
continued almost to the present day. The orcs and
goblins carved up the realm into small territories
ruled by individual tribes and chieftains. Human
bandits and privateers still frequented the major
cities and towns, but the countryside became unsafe
to travel.

Anarchy persisted for decades until the mid 560s,
when a group arose to seize control of large swaths of
the Pomarj and put it under central authority. Calling
themselves the Slave Lords, these humans brokered
deals with the orc chieftains and began fostering an
illicit trade in flesh. However, in 579 CY, the domin-
ion of these lords crumbled. Reports indicated that a
volcanic eruption in the mountains destroyed their
hidden fastness.

In the early 580s, a new leader emerged to unite
the tribes, a rabble-rousing half-orc named Turrosh
Mak. During the Greyhawk Wars, he inspired the
orc tribes of the Pomarj to reclaim their “birthright”
in the Lortmils This precipitated a successful inva-
sion of the Wild Coast and the Principality of Ulek;
nearly half of those two realms were annexed by
Mak. States as far away as Furyondy and Urnst are
concerned over the rising strength of this new
leader, who took the last five years to consolidate
his holdings.

War between the Pomarj and the dwarves of Ulek

has continued unabated to the present, and some of
the land west of the Jewel was recaptured in a major
battle in 586 CY. Mak now works to build an orc-and-
human pirate navy with which to extend his power
across the sea, at least until he has the power to over-
come the elven kingdom of Celene.
Conflicts and Intrigues: The Prince of Ulek wants
vengeance and has made an alliance with the
Knights of Luna to fight Mak. Drow have been spot-
ted at night in Highport. Mak has sent expeditions
into the Suss Forest to investigate reports of a lost
city of the Suel, where he hopes great magic remains
for his use. Agents of the Scarlet Brotherhood were
spied in the Pomarj, especially at the port Blue. Sister
Kuranyie of Onnwal, in hiding, has sought an
alliance with Mak against her rebellious realm.

Ratik

Proper Name: Archbarony of Ratik

Ruler: Her Valorous Prominence, Evaleigh, the Lady
Baroness (also Archbaroness) of Ratik (CG female
human Rog9/Wiz3)

Government: Independent feudal monarchy having
severed all fealty and ties to the former Great King-



dom, its successor states, and noble houses; member
of the Northern Alliance

Capital: Marner

Major Towns: Marner (pop. 6,600), Ratikhill (pop.
5,500)

Provinces: Fourteen freeholds ruled by human and
dwarven great lords

Resources: Shipbuilding supplies, furs, gold, gems
(IV), timber

Coinage: [Modified Aerdy] orb (pp), crown (gp),
scepter (ep), penny (sp), common (cp)

Population: 138,500—Human 79% (Sof), Dwarf 8%
mountain 80%, hill 20%), Halfling 6%, Elf 3%, Gnome
2%, Half-elf 1%, Half-orc 1%

Languages: Common, Old Oeridian, Dwarven, Cold
Tongue

Alignments: N, NG*, CN, CG

Religions: Procan, Xerbo, Kord, Norebo, Trithereon,
Phyton, Oeridian agricultural gods

Allies: Frost Barbarians, dwarves and gnomes of the
Flinty Hills and Rakers, Nyrond, Knurl (see Bone
March)

Enemies: Bone March, North Kingdom, nonhu-
mans in Rakers, the Pale (minor), Snow Barbarians
(sometimes), Ice Barbarians

Overview: Ratik is a small but prosperous nation
located in the northeastern corner of the Flanaess.
It is seated in a cultural crossroads between the
otherwise civilized south of the former Aerdi Great
Kingdom and the barbaric north of the Suel on the
Thillonrian Peninsula. Ratik stretches between the
Rakers and the Solnor Coast, where the modest city
of Marner, the capital, is its only major port. Its
southern border is marked by the fortified hills sep-
arating Ratik from Bone March. These extend east
all the way out to the Loftwood, where the hearty
woodsmen are allied with the archbarony. Ratik’s
northern border divides the Timberway between
itself and the Frost Barbarians, a long-standing
informal boundary that has been respected by both
sides for centuries and only recently was acknowl-
edged by formal treaty. While these barriers have
profoundly isolated Ratik from the rest of the
Flanaess, they also have served to protect it from
invaders for centuries.

The climate of Ratik is wintry much of the year,
with heavy snows swollen with moisture from the
Solnor falling steadily during the height of Telchur’s
sway. The windswept Timberway remains the great-
est focus of the realm. It is a hunting ground that pro-
duces the pelts and furs used widely in the dress of
the nation. It also provides Ratik with its greatest
bounty, the timber and shipbuilding supplies that
drive much of the economic activity of the arch-
barony. The western border of Ratik is an endless
range of foothills, inhabited by dwarves for millen-
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nia. These mountains are dotted with mines of gold
and precious gems situated between citadels of stone
that protect the ways from the denizens of the deep
mountains. Some farming is conducted during the
short growing season in the open lands between
Marner and Ratikhill.

Ratik is populated chiefly by folk of Aerdi descent,
with an Oeridian-Suel mix being common. Few Flan
are here, though many Fruztii and some Schnai are
present, expatriate farmers from their homelands.
Dwarves and gnomes are numerous in rougher lands.
Only humans prefer the coasts, where their fishing
villages are located. Ratik is well settled despite being
located so far north of the population centers of the
former Great Kingdom, partly because so many
refugees fled here from Bone March.

While the rulership of the realm rests completely
with the hands of the baron or baroness, its lord takes
counsel with numerous constituencies, including
the Council of Great Lords (fourteen human and
dwarven peers), as well as the burghers of the small
cities and towns. The current baroness, Lady
Evaleigh, is the widowed stepdaughter of old Baron
Lexnol, who yet lives but has been incapacitated for
several years. Baroness Evaleigh is mistrusted by
many in the kingdom, for she was not born in Ratik
and does not always seem to understand its precari-
ous position. It was the old baron who won the trust
of the Fruztii and negotiated a treaty with their king.
The dwarf and gnome lords respect decisiveness, and
Evaleigh has shown little during her short tenure.
While the military is loyal to the crown, many grum-
ble that the count of Knurl, Evaleigh’s father, has
grown far too influential in the affairs of Marner.
Lexnol had been working on a treaty with the Schnai
to shore up his position against Bone March and its
allies in North Kingdom, but these efforts are cur-
rently in shambles. Few things would please North
Kingdom's “Overking” Grenell more than to see this
realm succumb to chaos.

History: After the defeat of the Suel barbarians who
invaded the northern Aerdy hinterlands from the
kingdom of the Fruztii in 109 CY, Bone March was
established by Overking Manshen as a fief to reward
his victorious commanders. However, it soon
became clear to the leaders of the Aerdi military that
a further buffer was required if these new lands were
to be protected from additional incursions from the
north. General Sir Pelgrave Ratik of Winetha, a wily
veteran of the barbarian campaigns, appointed in
122 CY to oversee an expedition that would attempt
to drive the Aerdi frontier all the way to the foothills
of the Griff Mountains. Ratik and his forces inaugu-
rated their expedition by crossing Kalmar Pass,
taking the town of Bresht in a blustery winter cam-
paign that cost the Fruztii dearly. After brokering an
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alliance with the dwarven lords of the eastern
Rakers, Ratik proceeded to force a retreat of the
Fruztii up the narrow coast and into the northern
fastness of the Timberway. He wisely refused to
follow them into an obvious trap and instead broke
off the pursuit and fortified his gains. He was imme-
diately hailed a hero in the south and his legend
grew quickly.

Over the ensuing months, General Ratik estab-
lished a military fort overlooking Grendep Bay at
Onsager Point. He called the place Marner, and used
the newly founded town as a base of operations from
which to secure the whole territory. Ratik soon
began exploiting the shipbuilding opportunities
afforded by the tall pines of the Timberway, and
Marner grew from a sizable stronghold to a small
port city. Ratik sent glowing reports to his superiors
in the south and was shrewd enough to back them
up with a steady stream of riches, including highly
prized furs and precious gems acquired in trade from
the dwur.

In 128 CY, the Fruztii and Schnai allied to create an
invasion flotilla. They launched a concerted attack on
Marner during the spring that almost caught the
Aerdi by surprise. In defense, General Ratik set the
major approaches to the port ablaze, forcing the
armada through a narrow approach where it was cut
to pieces by the siege engines of the fort and a
squadron of the imperial navy. The overking was
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sufficiently impressed with the victory that in 130
CY he elevated Pelgrave Ratik to the aristocracy,
granting him the title of baron and the new lands as
a personal fief. The family of Ratik gained the status
of a minor noble house within the Great Kingdom.
The walled town of Bresht was renamed Ratikhill
in honor of the new baron, and it quickly pros-
pered from trade with Spinecastle passing through
Kalmar Pass.

The baron and the marquis of Bone March became
fast allies, and their descendants enjoyed a great deal
of peace and success over the next two centuries,
needing only to fend off infrequent raids from the
Timberway and the Rakers until the middle of the
fourth century CY. However, a massive invasion by a
unified host of Fruztii and Schnai threatened to
overwhelm the nations and sweep into North
Province in 356 CY. The Rax Overking Portillan was
concurrently embroiled in a struggle over the seces-
sion of Nyrond and had assembled an invasion force
to head west, which he was forced to divert north to
counter the new threat. The attack was soon turned
back, though at great cost. So fierce was the defense
of the men and dwarves of Ratik that even the
Fruztii were impressed.

The barony and the Great Kingdom averted disas-
ter, but at the price of losing all of the province of
Nyrond. Ratik and Bone March gained semipalati-
nate status following the Turmoil Between Crowns,



which saw a shift of power from the Malachite
Throne to the provinces. Few of Ratik’s riches
headed south in tribute, and Alain II of Ratik took to
calling himself archbaron henceforth.

The two states prospered greatly under the
increased freedom, forming an alliance that allowed
them to keep both North Province and the Suel bar-
barians at bay. House Naelax of Eastfair desired
these rich provinces, but it was unable to success-
fully act against them until tragedy struck. In 560,
nonhuman tribes from the Rakers and Blemu Hills
struck into Bone March, subjugating the land in 563
and slaying its leaders. Herzog Grenell of North
Province reached out to these usurpers, seeing an
opportunity. Ratik and its baron, Lexnol III, had
been forewarned and deflected most of the invaders,
but could not prevent the disaster that befell the
march. Lexnol, a skilled leader and tactician, real-
ized that he was now isolated and no succor would
be forthcoming from the south or the court of
Overking Ivid V. He approached the lords of Djekul,
who had grown less wary of the proud Aerdi in the
intervening years and were even grudgingly respect-
ful. With the Fruztii, Lexnol forged an affiliation
called the Northern Alliance. Ratik subsequently
became fully independent of the Great Kingdom
and had the might to both hammer the orcs and
gnolls of Bone March and dissuade an invasion from
North Province.

In 579 CY, Lexnol’s only son, Alain IV, the heir to
the throne of the archbarony, married Lady Evaleigh,
the daughter of the count of Knurl. The county was
the only surviving province of Bone March, and the
union was arranged to improve the lot of both
realms. The following year, the Seal of Marner was
stolen by agents of Bone March, an effort by the non-
humans to quash the alliance between Ratik and the
Frost Barbarians. The document was recovered
before it was secreted to Spinecastle, but not before
news of the theft drove a small wedge between the
Fruztii and Ratikans.

Alain acquired the dream of uniting Ratik and
Bone March, but failed to convince the king of the
Frost Barbarians of his plan to drive out the nonhu-
man tribes. Many whispered that Alain was encout-
aged in these ambitions by his step-family, particu-
larly the count of Knurl, whose position between
Bone March, North Province, and Nyrond was
grossly precarious. In certain agreement were the
immigrants from Bone March, who were driven
from their lands by the invaders. In 586 CY, Alain
led a force of men and dwarves into Bone March in
an attempt to retake Spinecastle with the baron’s
grudging support. The attack failed, and Alain’s sur-
viving lieutenants watched as the young lord was
dragged from his horse by gnolls and slain. Nearly
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three hundred Ratikans were left for dead during
the hasty retreat.

Upon hearing of his son’s demise, old Baron
Lexnol collapsed. He awakened the next morning
with a shock of white hair and a palsy that confined
him to bed. Lady Evaleigh, now widowed, assumed
the throne and has guided Ratik through the trouble
that has befallen it. Raids from Bone March have
become progressively stronger and more organized
the last few years. Her father’s realm, the county of
Knurl, was attacked a few months ago and was only
saved by the snows of winter.

Conflicts and Intrigues: Ambassadors from the
Scarlet Brotherhood were spied in Djekul. Ratik
wants to expand the alliance against Bone March and
North Kingdom to include the Snow Barbarians, but
the Schnai will negotiate only with Lexnol. Agents of
the Sea Barons have approached Evaleigh to gain
access to Marner. A half-orc spy working for North
Kingdom was discovered in Ratikhill but escaped.

Rel Astra and the Solnor Compact

Proper Name: The Free and Independent Aerdi City
of Rel Astra, member of the Free Cities of the Solnor
Compact

Ruler: His Most Lordly Nobility, Eternal Custodian
and Lord Protector of Rel Astra, Drax the Invulnera-
ble (LE male animus (see later) Wiz11/Ftr3]
Government: Sovereign city-state, a dictatorship
under an undead (but charismatic) administrator
advised by a demon (the “Fiend-Sage”)

Capital: Rel Astra

Major Towns: Rel Astra (pop. 61,000)

Provinces: Various towns, villages, and strongholds
Resources: Shipbuilding supplies, fish, timber
Coinage: [Modified Aerdy] victory (pp), newgold
(gp), halfgold (ep), penny (sp), common (cp)
Population: 380,000—Human 79% (Os), Halfling
9%, EIf 4%, Dwarf 3%, Gnome 2%, Half-orc 2%, Half-
elf 1%

Languages: Common, Old Oeridian, Lendorian
(human refugees), Halfling

Alignments: N, NE* CN, LE, LN, CE

Religions: Xerbo, Procan, Zilchus, Osprem, Hextor,
Kurell, Syrul, Norebo, Erythnul, Wee Jas

Allies: Ountsy and Roland (Free Cities of the Solnor
Compact), Sea Barons

Enemies: Scarlet Brotherhood, Ahlissa (distrusted),
North Kingdom (distrusted), Lordship of the Isles
(distrusted)

Overview: Rel Astra, literally “City of the Heavens”
in Old Oeridian, rests on the Solnor Coast and is by
some accounts the Flanaess’s greatest metropolis,
though Dyvers and Greyhawk are certain to disagree.
For centuries, Rel Astra was viewed by many as a
shining beacon. Ship crews crossing the Spindrift
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Sound even now see the glow of majestic Rel Astra
and take comfort, knowing that its vast shipyards
offer safe harbor. In its expansive markets are dis-
played half the wonders of the world, and its streets
are trodden daily by dark-skinned folk of Hepmona-
land, golden Baklunish in flowing cloaks, and pale,
gruff barbarians of the far north. At any time, a great
chaotic fleet of ships chokes its harbor, bearing the
flags of numerous states, but dominated by those of
the Sea Barons and the Free Cities of the Solnor
Compact. The compact unites Rel Astra and the sea-
ports of Ountsy and Roland in a state of mutual pro-
tection and trade, but no doubt exists as to which city
is the preeminent member of this triumvirate.

Rel Astra is roughly divided into three major dis-
tricts: the Old City, the sprawling Common City,
and the Foreign, or Barbarian, Quarter. The Old City
is the heart of Rel Astra, a ward devoted to soaring
towers, impressive palaces, and the headquarters of
the government. This district is home to the nobility
and privileged of the city, though traffic between it
and the Common City is not widely regulated. Here,
power and prosperity are often judged by the height
of one’s walls. Few edifices in the Old City ascend
fewer than three or four stories, with five being typi-
cal, and many of those are connected to each other
by flying bridges and buttresses. Some buildings
truly soar, such as the towers of the wizened Royal
Astrologers or the labyrinthine Sorcerer’s Nexus, the
guildhall of mages near Stannic Hill. The palace of
the lord protector sits in the middle of the Old City,
its massive walls and towers barely dominating the
already lofty landscape of the quarter. From here the
grand princes of old Aerdy ruled the entire kingdom
before the capital was moved to Rauxes more than
six hundred years ago. It is now a possession of
House Garasteth, a powerful founding family of the
Great Kingdom.

Surrounding this district is the Common City,
which accommodates the homes and businesses of
the mercantile and trade class of the city. By civic
regulation, no building can rise over three stories in
this district, so it is full of long, squat structures
spread out in over twice the area of the Old City.
More than three quarters of the population lives in
this community, which spreads from the north and
west gates and opens onto the East Docks.

The district around the larger South Docks, sur-
rounded by walls pierced with gates into the
Common City, forms the raucous Foreign Quarter.
Visitors and foreigners in Rel Astra are typically rele-
gated to this quarter unless their business in the city
conducts them elsewhere.

Rel Astra has been essentially independent for
nearly a century and a half, since the end of the Tur-
moil Between Crowns, when it gained palatinate

status from the Malachite Throne. For most of that
time, it controlled a large swath of the Solnor coast
in a great arc extending over 30 leagues from the
city’s walls in all directions. This border begins in
the north and includes nearly all of the Lone Heath
to the town of Ernhand, proceeding west into the
vast expanses of the Grandwood, and south to the
border of Medegia at the town of Strinken. While
the city of Ountsy is largely independent of Rel
Astra, its lord has been subject to the latter for a large
part of its history.

Rel Astra is currently ruled by Lord (actually
Prince) Drax of House Garasteth, who has held sway
over the city since 557 CY. Lord Drax styles himself
an enlightened despot, despite the fact that he is
undead (see later). By most accounts, he lives up to
his reputation, as he can be harsh but also practical,
intelligent, and controlled. He even has a dry sense
of humor. He commands a large standing army and a
navy the equal of any city’s on the coast. He rules
with austerity and wisdom, but also with a tight fist;
he has little opposition within his realm.

Ountsy, Free City of (pop. 29,500; 83,000 in sur-
rounding area): Ountsy is an Aerdi city situated up
the Solnor Coast from Rel Astra, at the eastern
verges of the Lone Heath. It is an old seaport, nearly
as old as Rel Astra, but it has been living in the shad-
ows of the Crown of the Solnor Coast since its incep-
tion. The city is not as cosmopolitan as its neighbor;
indeed, it is often described as puritanical and mean,
and its people rude. Ountsy is an independent feudal
principality with a hereditary ruler belonging to
House Garasteth. Her Noble Ladyship, the Princess
Emmara of Garasteth, Trine of Ountsy (NE female
human Ftr10) rules Ountsy and is related to Lord
Drax by marriage. She was a Darmen noblewoman
until the death of her husband (a cousin of Rel
Astra’s mayor) during the Greyhawk Wars, upon
which she assumed control. She is now closely
advised by a formal committee of astrologers and
Svenser, the Court Mage of Ountsy (LN male
human Wiz16), who was exiled from Rel Astra many
years ago. Bspionage and assassination by the Scarlet
Brotherhood are greatly feared by the Trine, and she
looks to Rel Astra for aid in warding the Scarlet Ones
from her court. It is said she would join Ahlissa if
given the opportunity, but her city is wedged
between Roland and Rel Astra, and she knows such a
move is impossible.

Roland, Free City of (pop. 5,500; 79,000 in surround-
ing area): Roland is a very old anchorage located north
of Ountsy and Rel Astra along the Aerdi coast. Nes-
tled in the heart of the Gull Cliffs on the shore of the
Bay of Gates, it is a well-protected and fortified town
known for its catacombs. The passages are occupied
by all manner of folk, mostly gnomes and dwarves.



Roland was held for centuries by House Garasteth,
distant relatives of Lord Drax and Lady Emmara,
though its despotic rulers were deposed during the
Turmoil Between Crowns in favor of a ruling council
subject to the Naelax overkings. This oligarchy, rep-
resenting the town’s military, magical, religious, and
economic interests, is known as the Five of Roland
and became an independent body following the
Greyhawk Wars. The Five currently include Admiral
Lef Quaanser (LN male human Ftr11), Master
Ramshalak (NE female human Clr12 of Pyremius),
Lady Barbern (LE female human Ftr13), Master
Vornekern (N male human Rog13), and Magus Isril-
han of House Garasteth (LN male human Wiz14).

The fear that Ahlissa or North Kingdom would

attempt to annex the town and its holdings after the
wars has driven the Five into the arms of Lord Drax.
While the Five of Roland know they are taking a
great risk in trusting Rel Astra, they believe they
have no other workable choice. The small towns of
Grelden (pop. 1,600) and Farlen (pop. 1,350) are also
held by Roland, in cooperation with the other coastal
cities of the compact.
History: When the Aerdi completed their drive to
the eastern coast of the Flanaess nearly a millennium
ago, it became clear to most of them that their jour-
ney had finally come to an end at the shore of the
Solnor. Their first permanent settlements were soon
founded along the coast of the Aerdi Sea, between
Pontylver at the mouth of the Flanmi and the Gull
Cliffs in the north. After decades of battle with the
native Flan and treacherous Suel, the Aerdi noble
houses sought a place to call their own, and these
places included settlements at Roland, Ountsy, and
the largest of all at Rel Astra, the site of a small aban-
doned Suel settlement. In 428 OR (-216 CY), these
small states finally united under a single banner, and
the kingdom of Aerdy was born. Rel Astra was
chosen as its capital. The scion of Garasteth was the
grand prince of the Aerdi at the time, and he set
about building an impressive seat of government. A
grand palace was constructed in the heart of the city
and heavy walls were erected to enclose what is
known today as the Old City. A large keep adjacent to
the shore housed the admiralty of the kingdom,
though the interest of the Aerdy turned decidedly
west over the next few centuries.

Sometime after the defeat of Nyrond in —109 CY,
when that realm was absorbed into the growing
kingdom, the position of grand prince passed to the
scion of House Cranden, who had originally come
from Ahlissa. This monarch decided to build a new
capital more central to his ever-expanding lands. He
therefore founded Rauxes above the fork of the
Imeda and Flanmi rivers, eschewing the royal palace
in Rel Astra. The Crandens were interested in
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making a monument to rival the Crown of the
Solnor Coast. Rel Astra had been dubbed the first of
three nearly equidistant “Cities of Enlightenment”
founded by the Aerdi to span their empire, eventu-
ally including Rel Deven and Rel Mord in the west.
Control of the city remained with House Garasteth,
which ruled it as a principality, a fief subject directly
to the crown. For centuries it continued to grow,
remaining the grandest city in the Great Kingdom, if
no longer its most prestigious as the focus of the
empire moved west.

By 437 CY, tensions within the Great Kingdom
threatened to tear it apart. House Naelax delivered
the sundering blow by assassinating all rivals in
House Rax, after which nearly a decade of civil war
ensued. Ivid I finally secured the Malachite Throne
after Prince Malchim III of House Garasteth, lord
mayor of Rel Astra, sided with House Naelax and
negotiated palatinate status for the major provinces
of the Great Kingdom, including his own. Thereafter,
Rel Astra guided its own course. Rel Astra became
the primary destination for those who fell out of
favor in the former Great Kingdom, a trend that con-
tinues as political refugees arrive from Ahlissa, the
Sea Barons, and even North Kingdom.

During the Greyhawk Wars, in which Rel Astra
defended itself against renegade Aerdy troops bent
on looting it, Drax was forced to receive the “gift of
undying” given to so many of Overking Ivid’s sub-
jects, and he became an animus. Drax appears to be a
wrinkled but healthy man; he casts spells normally,
has enormous strength, may command mindless
undead, can magically cause others to do his bidding,
and is immune to mind-affecting magic, fear, sleep,
and being surprised. His touch causes abject terror,
and if injured his body quickly repairs itself.

Being an animus has soured Drax’s disposition and
kept him from attending many public functions in
the last six years. Nonetheless, he has governed with
a strong but wise hand, aided by a two-headed bestial
demon known as the Fiend-Sage, which at times
walks through the streets with Drax, both given a
wide berth by all citizens. The Crook of Rao was held
in Rel Astra briefly after the Greyhawk Wars, but
how it got here is anyone’s guess. Adventurers nego-
tiated with Lord Drax for its transfer to Veluna. It is
thought the Fiend-Sage escaped the Flight of Fiends
by studying the Crook beforehand and warding itself
against the artifact’s effects.

The fall of the hated overking and Rauxes in 586
CY caused Lord Drax to sever ties with the Great
Kingdom completely. When Grand Prince Xavener
of Darmen organized the United Kingdom of Ahlissa
the following year, Drax refused all appeals to join
the empire, and he convinced many of his Garasteth
peers to do the same.
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Both Ahlissa and Rel Astra claim the chaotic lands

of Medegia. As of 591 CY, forces from Rel Astra have
captured nearly a quarter of the old See, and intend
to hold it despite the efforts of Prince Gartrel of
House Darmen in Pardue. Life in Medegia has been
hard going, however, and many dreadful discoveries
surface there every month.
Conflicts and Intrigues: Drax desires to absorb the
Sea Barons into the Solnor Compact and create a new
coastal Garasteth kingdom, with Rel Astra as its capi-
tal. Three agents of the Scarlet Brotherhood were
hung from the walls of the old admiralty, following a
fire at the docks last year. A mysterious group called
the Dweomermasters took over the mages’ guild and
has made its power felt in Astran society. Overking
Xavener of Ahlissa has secretly tried to marry the
Trine of Ountsy to a Darmen prince. Caravels are
ready to sail for lands rumored far to the east over
the Solnor.

Rovers of the Barrens

Proper Name: Arapahi [translated: People of the
Plentiful Huntinglands]

Ruler: His Mighty Lordship, Ataman of the Stan-
dards, Durishi Great Hound, Chief of the Wardogs
(CN male human Ftr9)

Government: (formerly) Four loosely allied Flan
clans, each composed of several nomadic tribes; each
tribe led by a chieftain elected for fighting ability and
leadership; best warriors joined the Wardogs (not
aligned with any tribe), and best warrior of the War-
dogs had limited authority over all tribal chiefs; (now)
tribal organization in grave disarray, tribes scattered
Capital: None

Major Towns: None, only temporary camps of up to
5,000 people

Provinces: None (the Rovers are properly not a
nation but a collection of closely related nomadic
tribes who currently hold little defensible land)
Resources: Furs and hides, horn, gold nuggets,
horses

Coinage: None; barter used exclusively
Population: 35,000—Human 37% (Fb), Orc 20%,
Goblin 18%, Hobgoblin 10%, Halfling 7%, Gnome 5%,
Half-orc 3%

Languages: Flan (several dialects), Common, Orec,
Goblin, Halfling, Gnome

Alignments: CN*, CE, N

Religions: Obad-Hai, Beory, Pelor, other Flan gods,
Telchur (from long-ago Oeridian contact)

Allies: Sylvan elves of the Fellreev, centaurs of Fell-
reev and Barrens, Wolf Nomads

Enemies: Iuz (including conquered Bandit King-
doms), Stonehold

Overview: The Rovers are a group of Flan barbarians
driven nearly to extinction by Iuz and his fiends.

Their territory has traditionally been the lands north
of the Fellreev, between the Opicm River and the
western edge of the Griff Mountains and Bluff Hills.
They are seldom found in any numbers now, living
instead a furtive existence and confining themselves
mainly to the northern and eastern parts of the Bar-
rens. The land is aptly named, for it is poor and the
living has always been difficult. The hardy tribes of
the Rovers have adapted well to this land, enduring
its bitter winters and dry summers, while taking
from it all they need to survive.

Among their war bands are riders as expert as any
among the Wolf or Tiger Nomads, and a group of
fleet-footed runners of legendary endurance. These
are the Wardogs, masters of close-fighting tech-
niques whose weapons are the hatchet and knife;
their agility and outrageous bravado are renowned
throughout the Flanaess, giving rise to the expres-
sion “wild as a Wardog.” The Rovers are only lightly
armored, if at all. They typically use hide-covered
shields, and ply the lance and javelin, although they
have many excellent bowmen as well. In addition,
some of the Rovers specialize in using the lariat, and
their skill with rope is extraordinary.

Traditionally, they live by the hunt. Elk and bear

are their favorite prey, though any beast is fair game
to the tribal providers. The Rovers once actively
exchanged furs and hides with their neighbors, but
this trade has ended. Mostly, the tribes now scavenge
and hide, hoping to find enough to survive each day.
Their skills as warriors and hunters are not lost, but
they despair. Their last ataman, Durishi Great
Hound, no longer leads them and waits for death at
Dogwind Bay. Few tribal elders have the will to
endure, and the people now put their hopes in a
young war sachem, Nakanwa (see later).
History: The story of the Rovers of the Barrens goes
back centuries, even before the Invoked Devastation
and Rain of Colorless Fire brought an end to the
great civilizations of the west. The nomadic Flan
tribes wandered throughout the north from Lake
Quag to the White Fanged Bay. Tenha village
dwellers traded with the wandering tribes, who
otherwise avoided contact with settled peoples. The
Migrations brought strange peoples to the lands of
the Flanaess, and it was not very many years until the
northern Flan encountered them. Where the Tenha
adopted many of the ways of the new people, success-
fully competing with their Oeridian and Suel neigh-
bors, the Rovers kept to their old ways and rejected
writing, farming, and town-building. For this reason,
they were called barbarians.

In the central Flanaess, the natives were assimi-
lated or pushed aside, while the new immigrants
made themselves masters of the rich lands. The tribes
of the Barrens were fortunate, in that their land was



unattractive to the new civilized states of the
Flanaess. There were conflicts, certainly, but the
Rovers were left to their own rule through the early
centuries of Oeridian conquest. It was not until sev-
eral centuries after the Aerdi had built their empire,
about 320 CY, that the Rovers’' mastery of the Barrens
was strongly challenged. The Relentless Horde had
arrived.

The Baklunish nomads were a people similar in
spirit to the Rovers of the Barrens, warriors as “bar-
baric” as the Wardogs and as indomitable. Their ini-
tial push eastward brought them as far as the Griff
Mountains, and the Rovers were driven before them.
The Rovers had never encountered so agile a foe, and
their own mounted warriors were not then the equal
of the Baklunish. With time, this changed; the
Rovers learned much from the warfare of the Horde,
and added to this knowledge their own warfare and
hunting techniques. They drove the Baklunish from
the Barrens, and pressed them hard on the Dulsi
plain as well. They continued to battle the Wolf
Nomads here for decades, until the growing might of
Tuz separated them for a generation.

The disappearance of Tuz from his land in 505 CY
allowed the Rovers to resume their raids against not
only the Wolf Nomads, but northern Furyondy as
well. However, in the absence of Iuz rose the evil
Horned Society, whom the Rovers fought at the
great Battle of Opicm River (515 CY). The Rovers
were sorely defeated there by the Society and forces
still loyal to Iuz; despite later alliances with elves of
the Fellreev, centaurs, and the Wolf Nomads, they
began a decline that continued for many decades.
They had some success against the Horned Society in
580, taking part of the northern frontier, but the
gains did not last. The Greyhawk Wars brought them
to the verge of annihilation; demons of Tuz stalked
the plains, and wicked human mercenaries hunted
Rovers for bounty. Though Iuz was soon bereft of his
demonic servants, bandits remained a threat to the
Rovers. However, the Rovers also gained a new ally:
Tang the Horrific.

A former servant of ITuz and now the demigod’s
implacable foe, Tang had escaped with a small band
of cavalry after a daring raid into the Howling Hills
with the Wolf Nomads. Crossing the open plain to
the Fellreev, Tang and his mercenary band encoun-
tered small groups of Rovers, gathering them at the
village of Sable Watch. With their aid, together
with Wardogs from the Forlorn Forest and beyond,
he successfully attacked Iuzite forces in the Bar-
rens, eventually capturing the fort of Hornduran.
Most of the Rovers were still without mounts, so
Tang made a fateful decision to raid into Stonehold
for horses.

The town of Vlekstaad was chosen as the target of
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the Rovers’ nighttime strike. With most Fists either
in Tenh or fighting the Suel in eastern Stonehold,
Vlekstaad had almost no able soldiers in residence.
Such defenses as they had were quickly penetrated,
thanks to the Wardogs’ amazing stealth. The stables
of Vlekstaad provided a trove of horseflesh, but
escaping with them proved more difficult than Tang
had anticipated. He and his companions were
trapped by a patrol of Fists and forced to battle for
their lives. The expedition might have been lost
there had not a young Wardog, Nakanwa Daychaser
(CG male human Rgr8), led his own band of warriors
on Tang'’s trail. Trapped between the two forces of
Rovers, the Fists were slaughtered, but Tang was
mortally wounded. Nakanwa quickly assumed con-
trol of the surviving Rovers, ordering them to seize
everything of value in the town, including its citi-
zens. The remains of the town were set ablaze,
becoming the funeral pyre of Tang the Horrific.

With the return of Nakanwa and the wealth of
Vlekstaad to the Barrens, new hope rose among the
Rovers. Their warriors now had mounts and the
people had meat. Perhaps as importantly, the tribes
had new members, for the captive children were
quickly adopted and the captive women quickly wed.
Only time will tell if the razing of Vlekstaad will
result in the rebirth of the Rovers of the Barrens.
They still remain an elusive people, not revealing
their new strength, for they are wary of the ven-
geance of the Fists. Yet, for the first time since Iuz
brought evil into their land, they have real hope.
Conflicts and Intrigues: A secret alliance with the
Wolf Nomads is being negotiated. Scouts are
searching for survivors from the scattered war
bands, including allied centaurs and elves. Horses
are supplied to tribes loyal to new war sachem,
Nakanwa. All forces of Tuz that hunt Rovers (includ-
ing Grossfort) are closely watched, to be either
avoided or destroyed.

Scarlet Brotherhood
Proper Name: Great and Hidden Empire of the Scar-
let Brotherhood
Ruler: His Peerless Serenity, the Father of Obedi-
ence (true name unknown) (statistics unknown)
Government: Tilvanot lands appear to be governed
by feudal plantation lords who in turn are managed by
ever-present red-robed monks representing a mysteri-
ous government based in the hidden capital; con-
quered lands are administered by a singular “shep-
herd,” usually a monk, who enjoys nearly unassailable
sovereignty but is ultimately subservient to the Father
of Obedience
Capital: Hesuel Ilshar (location unknown)
Major Towns: Ekul (pop. unknown), Hesuel Ilshar
(pop. unknown), Kro Terlep (pop. unknown)
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Provinces: Unknown on Tilvanot Peninsula; foreign
holdings include part of the Sea Princes (Monmurg,
Port Toli, Jetsom Island, Fairwind Island, Flotsom
Island, Sybarate Isle), Onnwal (Scant only), both
Olman Islands, and strongholds in the Amedio
Jungle and Hepmonaland; the Lordship of the Isles is
an allied puppet state

Resources: Rare woods, fruits, spices, gold, gems (I,
111, IV)

Coinage: Unknown

Population: Tens of thousands (exact numbers
unknown)—Human 96% (S), Halfling 2%, Elf 1%,
Other 1%

Languages: Ancient Suloise, Common
Alignments: LE*, NE, CE

Religions: Pyremius, Syrul, Wee Jas, Bralm, Nerull,
Tharizdun (claimed by Brotherhood agents but not
actually worshiped, except by Black Brotherhood)
Allies: Lordship of the Isles (puppet state), certain
followers of Suloise gods supporting the Scarlet
Brotherhood (Syrul, Pyremius, etc.)

Enemies: Yeomanry, Sterich, Keoland, the Ulek
states, Gran March, Furyondy, Veluna, Verbobonc,
Dyvers, Greyhawk, Iuz, Duchy of Urnst, County of
Urnst, the Pale, Nyrond, North Kingdom, Ahlissa,
Sunndi, Sea Barons, Rel Astra and allied cities, Ice
Barbarians, rebel forces in the Sea Princes, rebel
forces in Onnwal, Knights of the Hart, Knights of
Holy Shielding, Knights of Luna, Knights of the
Watch. Only Iuz can count more enemies than the
Scarlet Brotherhood.

Overview: The Scarlet Brotherhood was until
recently a secret, apparently isolated power in the
Flanaess. It came into its own during the Greyhawk
Wars, toppling governments in a campaign of espi-
onage, blackmail, and assassination. Prior to reveal-
ing itself, the Brotherhood had planted agents in the
courts of rulers throughout the Flanaess. The revela-
tion of the order has caused much paranoia and
(often undeserved) exiles and assassinations within
circles of rulership.

If reports from northern spies (often suffering
climate-induced fever, insect-borne disease, or
worse) can be believed, the Scarlet Brotherhood con-
trols the whole of the vast Tilvanot Peninsula, from
the confluence of Vast Swamp and Spine Ridge to
the immense tropical island of Lof Bosok, off the
northeast coast of the mainland.

The nation’s capital, said to be a marvelous walled
city, has seldom been seen by foreign eyes. It is
believed to be hidden somewhere on the massive
Okalasna Plateau. The formerly closed port city of
Kro Terlep now welcomes ships from distant ports,
though few sea captains brave waters rife with piracy
and sea monsters to trade with the Brotherhood. Ves-
sels flying the colors of the Lordship of the Isles

anchor in the eastern port of Ekul, near squalid ship-
yards teeming with activity. At least one ship departs
Ekul for Hepmonaland every day—the purpose of
these voyages can only be speculated upon in the
north, though few believe the activities of the
Brotherhood in Hepmonaland and the Amedio
Jungle to be charitable.

The armies of the Brotherhood, or at least those
offloaded in occupied ports to the north and west,
consist primarily of savage warriors from the south-
ern jungles, soldiers who give no quarter, and who
are said to indulge in ritual blood sacrifice. These
forces are supplemented by orcs, hobgoblins, and
other creatures. Many in the north speculate that the
Brotherhood boasts a standing army within its own
borders, but little is known for certain. Many nations
have met the impressive navy of the Brotherhood,
which as often as not is supported by “independent”
ships ostensibly from the Lordship of the Isles.
History: Prior to the last decade, few save the folk
of Sunndi paid much attention to the inhabitants of
the Tilvanot Peninsula. Humans of pure Suloise
stock, the southerners appeared to lead simple lives,
taming their land as plantation farmers, trading but
little with the outside world. To the Sunnd, their
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