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Living Greyhawk™ —Taking an
World In New

Welcome to the sneak preview issue of
the Living Greyhawk Journal, the
newest publication from Wizards of the
Coast and the RPGA® Network. Living
Greyhawk is an international shared-
world Dungeons 6 Dragons campaign,
in which players shape the future of

Greyhawk's world through participation

in gaining events at conventions large

and small, on the Interact, and in home
gaming groups. Thousands of players
will work together to create a massive

story, taking
the World of
Greyhawk in
exciting new
directions.

The
Living

Greyhawk

Journal, pro-
vided as a free
benefit to

Guild-level"
members of

the RPGA, will be your bi-monthly

guide to the happenings in the Living
Greyhawk campaign. The magazine will

feature all aspects of the background of
Greyhawk's intriguing world, providing a
greater understanding of where the
world of Greyhawk has been, and where

it's going.

Dragonscales at
Moraingtide
By Sean K Reynolds
Strange black currents and
droves of beached fist are
being linked to a strange
new cult in the city of
Greyhawk. Are the cultist;
responsible, or just part of
a larger danger?

The Living Greyhawk

The Reckoning
By John Richardson
and Sean Flaherty
A local merchant asks you
make a simple trip to retrieve
an heirloom from his family
farm just north the city of
Greyhawk, in the Cairn Hills.
What awaits is more than you
had bargained for.

campaign is inter-
national in
scope, with

heroes traveling

all corners of
Oerth in search
of adventure.
However, a pri-
mary focus of
the campaign
lies at the
regional level.

The RPGA Network has split the United
States, Canada, Europe, and Asia-Pacific
into numerous regions, with the rest of
the world soon to follow. Each real-world

region is matched with a region in the
Greyhawk campaign.

Each region is moderated by three
local administrators (known collectively
as a Regional Triad), who allow local

players to take on positions of importance
and affect events in their assigned part of
the game world. This decentralized chain

of command allows the campaign admin-
istrators (a group of RPGA members
known as the Circle of Six) to oversee
the entire international campaign and
tackle major issues and problems.

Each player's real-world address deter-
mines the home region of his or her char-

acter in the Living Greyhawk setting, and
each home region has particular adven-
tures assigned to it. If a player travels to a
convention in a state or country control-
ling a different game region, that player's
character takes a trip to that part of the

Flanaess, too. Regional scenarios are not
available for ordering outside the real-
world areas to which they are assigned,

In addition, many Living Greyhawk
adventures are set in neutral (unassigned)

lands, wild regions, or evil kingdoms.
Players from all regions may participate
in these adventures, creating grand stories
in the overall campaign and forming a
common ground for adventures all play-
ers can enjoy.

The character generation rules on the

following page will help you locate your
home region.

The RPGA Network
The RPGA Network is an international

organization of gaming enthusiasts that

has provided top-quality game experi-

ences to members for over twenty years.
Members receive a subscription to

Polyhedron Magazine, a bimonthly
publication filled with gaming articles,

interviews, and inside tips; a free annual

professionally designed limited-edition

adventure; the chance to play-test upcom-

ing Wizards of the Coast roleplaying

products; and much more.

Members also enjoy special benefits in
the Living Greyhawk campaign, including

the chance to play special members-only
adventures and additional character-

advancement opportunities. RPGA

Be the First to Play Living
Greyhawk at the Gen Con®
Game Fair!
The Living Greyhawk campaign
gets its start at this year's Gen
Con Game Fair. Three epic
adventures welcome players to
the RPGA's newest campaign,
exploring the streets of the
notorious City of Greyhawk
and the dangerous Cairn Hills
nearby! Create a character, come
to the convention, and get ready
to experience the best in organ-
ized play campaigning!

Network members also receive the

all-new Lining Greyhawk Journal in

exclusive bimonthly magazine that

details the evolving history of the

campaign and gives new insights into

the Greyhawk setting itself.
To join the RPGA Network, send

$20.00 (U.S.) to: RPGA Network
Memberships, P.O. Box 707, Renton WA

98058-0707. You can also join the RPGA
Network online at: www.rpga.com.

This November, the World of Greyhawk
comes alive in the Living Greyhawk

Gazetteer, a 192-page comprehensive

sourcebook detailing more than 60
nations, dozens of gods, and hundreds
of adventure hooks. The product includes
a giant poster map of the Flanaess, the
primary continent of the World or
Greyhawk, and hints at new never-before-

revealed Greyhawk locations.
All adventures have a setting, and all

adventurers have backgrounds. The

Living Greyhawk Gazetteer provides
both, updating the oldest D&D fantasy

setting to the new era of 591 CY. It's an
invaluable jumping-on point for home
gaming and for players of the Living
Greyhawk campaign.

By Erik Mom
The Millstream runs red with
the blood of the abducted chil-
dren of Greyhawk's lower
class, triggering memories of a
crisis thought averted long ago.



Character Creation
These guidelines (version 1.0) give you the
basic information you need to create a
starting Living Greyhawk character. All
Living Greyhawk characters must comply
with the most current version of the D&D
Player's Handbook and these guidelines,

Some aspects of character creation
might require information from your
Regional Triad. To find your Triad's
contact information, consult the Living
Greyhawk homepage in the Campaigns
section at www.rpga.com.

To create your Living Greyhawk
character, follow these steps:

Step I: Ability Scores
To put all players on an even footing, the

Living Greyhawk cam-
paign uses the
Nonstandard Point
Buy method of ability
score generation, found
in Chapter 2 of the
D&D Dungeon
Master's Guide, The
Living Greyhawk set-
ting is considered a
"Tougher Campaign;"
hence, each character
uses 28 points distrib-
uted among all
six statistics.

For example, using the full 28 points, a
characters attributes might be purchased
as follows:

Str 15: 8 points Int 10: 2 points
Dex 13: 5 points Wis 11: 3 points
Con 14: 6 points Cha 12: 4 points

Apply racial modifiers to ability points
after the base scores are determined.
Thus, ability points range from 8-18 for
humans, and 6-20 for nonhumans.
Ability points gained as your character
advances in level do not use this chart;
they are full points and may be added as
explained in the Player's Handbook.

Step 2: Race and Class
You may choose any race and class
option described in the Player's
Handbook, The Living Greyhawk
campaign also uses the following special
rules for character creation. These over-
ride or limit the character options in the
Player's Handbook.

You must choose a nonevil alignment
that also meets all requirements for your
characters class.

A cleric must serve a specific nonevil
deity from the Players Handbook or the
Living Greyhawk Gazetteer. A paladin
need not {but may) serve a patron deity.

A character may begin play at any age
from Adulthood to Old Age, as defined
in the Age section of Chapter 6:
Description, in the Player's Handbook.
Age modifiers to ability scores are not
used in the Living Greyhawk campaign.
The character may be of any height and
weight allowed by the height and weight
tables for the characters race.

A starting character receives the maxi-
mum amount of gold pieces for its class.

Step 3: Hit Points
Assign your starting character the maxi-
mum hit points possible for its class.
For each additional character level,
assign hit points according to its class by
taking half the maximum value for the
class, then adding 1 point. For example, a
character adds 3 hit points upon gaining
a new level in the Sorcerer class.

Step 4: Skills and Feats
Alchemy Skill, Craft Skill, and Item
Creation Feats: PCs will not be
allowed to craft items until cam-
paign rules for this are determined
and made available by the RPGA
Network.

Knowledge Skill: PCs may not
begin with extra-planar knowledge.

Profession Skill: Choose from
the examples listed for the
Profession skill in the Player's
Handbook. If you prefer a profes-
sion that is not listed, contact your
Regional Triad for approval.

Step 5: Equipment
Equipment may be purchased
from the Player's Handbook with the
exception of the following equipment:
No special, superior, masterwork, or
magical items are available to charac-
ters except through campaign play.

Carrying Capacity is used in the
Living Greyhawk campaign, so keep
track of what your character is car-
rying and how much it weighs.

Step 6: Home Rcgion
All Living Greyhawk characters are
based in one of the nations of the
Flanaess, as detailed in the Living
Greyhawk Gazetteer. (There is no
such thing as a "regionless" charac-
ter.) The default tome region where
your starting character operates is

determined by where you actually live.
You may choose a different home region
for your starting character, but your

character then suffers out — of — region
penalties when you use it in the game
region assigned to where you live. If you
change your address in real life, your
character's default home region moves
with you. If you move but choose not to
change your character's home region,
your character again suffers penalties for
out-of-region play.

A player may not chose as a charac-
ters home region the Free City of
Greyhawk or any campaign nation not
moderated by a Regional Triad.

Consult the table below to determine
your Living Greyhawk character's default
home region. American states and
Canadian provinces are given in abbreviat-
ed form. Additional regions will be
assigned as the campaign grows. Visit
www.livinggreyhawk.com for the latest
regions list, and for information on how
to contact your Regional Triad.

Living Greyhawk
Ahlissa (Innspa/Adri): Austria, Germany
Ahlissa (Naerie): Sweden
Bandit Kingdoms: OK, TX
Bissel: CT, MA, ME, NH, RI, VT
Bone March (Knurl): Greece
Dyvers: IA, KS, MO, NE
Efebir: France
Furyoody: MI
Geoff: DC, DE, MD, VA, WV
Gran March: NC, SC
Highfolk: WI
Keoland: NJ, NY, PA
Ket: MB, NB, NS, ON, PEI
Nyrond:AZ, Southern CA,UT
Onnwal: United Kingdom
Pale: Northern CA, NV
Perrenland: Australia, New Zealand
Ratik: HI
Sea Barons: Italy
Shield Lands: MN, ND, SD
Sunndi: Belgium, Netherlands, Luxembourg
Tusmit: PQ
Ulek, Duchy of: GA
Ulek, Principality of: FL
Urnst. County of: CO, MT, NM, WY
Urnst, Duchy of: AK, AB, BC, SK, ID, OR, WA
Veluna: OH
Verbobonc: IL, IN
Yeomanry: AL, AR, KY, LA, MS, TN

Ability Costs
Cost Score Modifier

.x 6 -2
x 7 -2
0 8 - 1
1 9 -1
2 10 +0
3 11 +0
4 12 +1
5 13 +1
6 14 +2
8 15 +2
10 16 +3
13 17 +3
16 18 +4
x 19 +4
x 20 +5



Perhaps no organization of wizards is as recognized
by DUNGEONS 6 DRAGONS® players as
GREYHAWK'S Circle of Eight. Some Circle mem-

bers were active in Gary Gygax and Rob Kuntz's original
Greyhawk Campaign, and are as old as the game itself.
Many of the spells and items in the Player's Handbook
and Dungeon Master's Guide bear their historic names.
The contributions of the Circle of Eight are woven into
the fabric of D&D campaigns everywhere.

Much has changed since the organization was first
detailed, in The City of Greyhawk boxed set. The
Flanaess has suffered years of continental war, and the
face of this pivotal group has changed forever.

In the current era of the RPGA Network's LIVING
GREYHAWK campaign, the Circle of Eight is needed
more than ever to counter the forces that threaten to
upset Oerth's delicate balance of power.

A Balance is Struck
The Circle of Eight's reputation spans the breadth of

the Flanaess. Its name (if not its exact demeanor) is
common currency among noblemen and villagers alike.

Despite this, the Circle's full membership has never
been known to those outside the organization.

The group has not always been so reclusive. Its precursor, the
Citadel of Eight, was a known opponent of darkness in its
many guises. Its members stood, and fell, protecting the balance
and defending Oerth from the influence of malign beings and,
rarely, benevolent interlopers, as well.

The Citadel
The series of alliances that would evolve into the Circle
of Eight began simply, over a meal of venison and
Celenese nectarwine in a posh inn near the shores of the
Wild Coast. At that table, nearly thirty years ago,
Mordenkainen debated with his young apprentice, Bigby,
the merits of taking an active hand in maintaining the
celestial balance of power. Thereafter, the two struck
upon a plan to gather a group of like-minded individuals
that would act to hinder advances by those who would



dominate the Flanaess. That their expected exploits would
impart upon the mages no small amount of lost magical lore
only served to hasten the alliance.

Within months, Mordenkainen had brought the
renowned warrior Robilar to his cause, as well as the cleric
Riggby, and his zealous assistant, Yrag. From the shores of
the Nyr Dyv, Mordenkainen recruited the righteous Tenser,
who in turn introduced the dim-witted though well-meaning
Serten to the assembly. Finally, the young woodsman, Otis,
rounded out the group.

They called themselves the Citadel of Eight, taking the
name from Mordenkainens renowned Obsidian Citadel, in the
Yatil Mountains. In the years that followed, their adventures
focused on Greyhawk and the Selintan valley, and the crags of
the Cairn Hills and depths of the Suss Forest were opened to
their prying vision.

In the years of their companionship, both Robilar and
Yrag were ennobled by Greyhawk, and Riggby was promot-
ed speedily within the church of Boccob in Verbobonc.
Tenser, Bigby, and Mordenkainen likewise advanced in their
own wizardly ways, gaining arcane knowledge and power.

For a group that so decisively defeated its enemies,
there remained
several problems.
Robilar never quite
bought into
Mordenkainens
philosophy, and he
and Tenser often
bickered over mat-
ters of morality.
Serten, though seen
as useful, was never
truly respected and
Otis, tired of
underground excur-
sions and forays
into urban territo-
ries, left the group,
decrying his friends
as cave-delvers and
treasure seekers
blind to the real
problems of
the world.

Over the years,
the Citadel played
home to such lumi-
naries as Prince
Melf Brightflame,
of the Olvenfolk,
the half-ore Quij,
Felnorith, Robilar's
brother Terik,
and even, at one
point, the Quasi-
Deity Murlynd,
in disguise.

Nearly a decade after the Citadel's formation, Otis' crit-
ical words took on the air of prophecy. In 569 CY, when
the first arrow flew at Emridy Meadows, the Citadel was
noticeably absent. Whether investigating magical secrets
far to the west or unearthing lost passages in Urnst's
Maure Castle, these self-absorbed celebrities were too
preoccupied to influence one of the century's most critical
battles. All were absent save Serten, who fought valiantly
at the side of Prince Thrommel against the hordes of
Elemental Evil. When Serten fell, none of his friends
stood at his side. Though most attended his ostentatious
funeral service in Verbobonc, a crucial rift had been torn
in the organization. The Citadel was crumbling.

Tenser blamed Mordenkainen for the death of his
friend, and retired inward to his castle. Terik and Yrag
vanished, some said to the anonymity of the Bandit
Kingdoms. Even the loyal Bigby left the side of his
one-time master and returned to Oldridge, where he
adventured for a time with a band of boyhood friends.
Mordenkainen, the man who had brought the Citadel
together, simply shrugged and returned, with cold eyes,
to his studies.



Formation of the Circle
The chaos surrounding the return to power of the demi-
god, luz, in CY 570 prompted Mordenkainen to consid-
er a new paradigm. Though the Old One worked to
check the growing power of the Horned Society, and
kept Furyondy's eyes on its northern borders,
Mordenkainen knew well that the situation would not
last. The dissolution of the Citadel left Mordenkainen
without a tool to shape events as he would and though
he hardly admitted it to himself, he longed return to a
life of adventure.

The Citadel's primary failure, he surmised, had been
its inclusive philosophy. As its founding concept had
been arcane, he had been foolish to assume that men like
Robilar or Riggby would rally to his cause without sub-
tly working against it for reasons personal, spiritual or
political. Men of intellect and sorcerous skill, whose
primary interests were more than material, would
replace them. Thus was born the Circle of Eight.

Over the next year, Mordenkainen invited some of
the most prominent magi in the Flanaess to join him.
By the first month of 571 CY, he had gathered eight
mages to his cause, among them Bigby, Otto, Rary,
Nystul, Drawmij, and the affable Bucknard.

The Circle in those early days worked to check the
power of influential beings in Eastern Oerik. When
they could not directly intervene, they sponsored
groups of adventurers, as in the sacking of Iggwilv's
former haunt at the Tsojcanth Caverns in the mid-570's.
Whether or not those agents always knew who set them
upon their quests is a matter of some debate.

Privately, members of the Circle explored fantastic
corners of Oerth, including the strange and foreboding
City of the Gods, near Blackmoor, further depths of
Castle Greyhawk, and even the manifold layers of the
infernal Abyss. More importantly, through their own
adventurers and the exploits of those related to them,
the Circle began to formulate what soon would become
one of the most impressive networks of informers and
agents the Flanaess has ever known.

The Circle Completed
The membership of the Circle changed little in the

years between its inception and 574 CY, when Tenser,
still bitter over the dissolution of the Citadel, sought
membership. After one of the founding mages of the
group abandoned Oerth to explore other planes of exis-
tence, the petition was granted, and Tenser brought his
unique, if less-than-subtle, ambition to the ideology of
the group.

Two years later, with the addition of the mage
Otiluke, the Circle solidified its reputation as a polit-
ical power in the Central Flanaess. As president of the
Society of Magi, Otiluke brought with him a seat on
Greyhawk's Directing Oligarchy, and the group initi-
ated its long-anticipated drive to influence the policies
of temporal leaders throughout the Marklands.
Jallarzi Sallavarian was invited to join in 581 CY,
replacing the much esteemed Bucknard, who had mys-
teriously vanished two years earlier. The final week of

her six-month trial membership was to be a baptism
by fire.

The Return of Vecna
Alerted to a rising evil in the Flanaess, the Circle hasti-
ly gathered for a nearly unprecedented field operation
in 581 CY. A new power sought to join Oerths vast
pantheon, and its efforts threatened to corrupt the magi-
cal order of the known world.

The Circle traveled to the hills south of Verbobonc,
where they investigated the tomb of a long-dead
Oeridian tyrant who was thought to have possessed the
awesome artifacts known as the Hand and Eye of
Vecna. Finding the tyrant alive, after a fashion, and
completely controlled by the Whispered One, the
ill-prepared Circle of Eight panicked, and was defeated.

Vecna destroyed the entire Circle, save
Mordenkainen, who had elected to remain in Greyhawk
as a safeguard against just such an occurrence. When
news reached the archmage, he mobilized the Circle's
allies, and a small cadre of apprentice wizards, former
companions, and long-time confidantes embarked on a
nearly hopeless bid to thwart Vecna's apotheosis (see
TSR9309 "Vecna Lives!").

Somehow (it is whispered that they employed the aid
of luz, who stood to lose much under the deification of
the Lich Lord), the intrepid adventurers managed to
banish the Maimed God at the strange stone circles
known as the Tovag Baragu, and Oerth returned to
relative normalcy, save for the absence of the Circle
of Eight.

Shattered Circle
Mordenkainen addressed this absence by recovering
what was left of his fallen comrades and cloning them.
This endeavor consumed time that otherwise might have
seen him addressing the reports of the Circle's allies in
the North, who warned of alarming developments in
Stonefist and the Barbarian Lands. When those events
spiraled into the first conflicts of the Greyhawk Wars,
the Circle's clones remained undeveloped and half-aware.
By the time the clones reached full maturation, the
Circle of Eight had been forced to take a reactive stance
to the tumultuous events unfolding before them.

Though the Circle never acted concertedly during
the Greyhawk Wars, certain "hotspots" received a good
deal of their attention. Mordenkainen Bigby and Otto
fought against the Old One's army at the infamous
Battle of Critwall Bridge, and Drawmij was instrumen-
tal in organizing the flood of refugees from the Lost
Lands to fastnesses in the Good Hills. Nystul worked
primarily alone in besieged Tenh, while Otto and Bigby
left Mordenkainen in the Vesve Forest to do what they
could for the Iron League. Citing pressing personal
needs, Rary retreated to his tower in Lopolla and
refused to come to the aid of his companions.

When the political rumblings that signaled the end to
the conflict reached the Free City of Greyhawk, the
entire Circle was on hand to ensure a favorable outcome



to the peace process. Their network of agents researched
the backgrounds of key diplomats and participants in
the proceedings, and magical divinations were conducted
to unmask any would-be saboteurs. Never did the view
of those scrying crystals turn inward, however, toward
the plans of the single individual who could do the
most harm to the delegates' cause.

Rary's treachery that day killed Tenser and Otiluke, and
gained the Archmage of Ket everlasting infamy. Spurned
from his family by his brother and banned from Greyhawk
itself by Mordenkainen, Rary fled to the Bright Desert, to
uncover its secrets and inaugurate an empire.

Coming Full Circle
Since the war, the Circle has admitted three new members,
rounding out their number. From the far reaches of the
ancient lands of the Baklunish, they courted Alhamazad the
Wise. Theodain Eriason, the Circle's first true demihuman
member, came from the Yeomanry. The first post-war
addition, however, was the most obvious. Warnes Starcoat,
Counselor to the Courts of Urnst, had already dignified
himself by helping the Circle recover the powerful Crook
of Rao from the clutches of the Mother of All Witches,
Iggwilv. Canon Hazen's heroic use of that artifact in 586
CY validated Starcoat's inclusion, as did the archmage's
crucial role in the horrific circumstances surrounding
Tenser's return from the realm of the dead (see TSR9576
"The Return of the Eight").

In the years since the close of the Greyhawk Wars, much
has been done to restabalize the Flanaess' balance of power.
Much work remains, however, and Mordenkainen and the
Circle have resolved to ensure that it is completed.

Personalities
The following are profiles of the individual mages comprising
the Circle of Eight as of late Spring, Common Year 591.

The Circle is in fact a much larger organization than
implied by its nine mages, and an enterprising DM should
develop retainers, apprentices, allies and agents as possible
aides and foils for her players.

Full statistics and equipment lists have not been provid-
ed. Members of the Circle can act as mentors or foils, but
should not be set up as actual opponents of the PCs at any
time. The Circle controls a wide network of agents.
Should an adventurer come into conflict with the organi-
zation, she must deal with mid-level intermediaries far
before encountering one of the puppetmasters. Members
of the Circle of Eight have access to a wide variety of
magical items, including several that modify attributes
(especially Dexterity and Intelligence). Such items are
not reflected in the baseline statistics provided below.

Alhamazad the Wise, Wizl9: HP 51AL LN. Str 7. Dex
13, Con 10, Int 20, Wis 17, Cha R
Though he now calls the great city of Zeif his home,
Alhamazad the Wise was born in the Ekbiri port of
Kofeh nearly a century ago. When he came of age, his
family sent him away to Ekbir for training in the civil
service, and Alhamazad came to serve at the court of the

caliph, where his aptitude for the mystical arts was rec-
ognized immediately. Alhamazad's magical training was
conducted at the magical school known as the Zashassar
of Ekbir, under the unforgiving Masters of the
Elements. A hot-headed lad, he rebelled against the
strictures of the place and emerged on his own as a free
mage before his education was complete.

As a young wizard, Alhamazad traveled throughout
his homeland, gaining knowledge and experience with
the multiplicity of Baklunish cultures and peoples, from
the Tiger Nomads in the north to the southern valleys
of Ull. He explored the Yatils to pierce the secrets of
the Mounds of Dawn with freebooting compatriots and
sailed the warm waters of the Dramidj to lands only
spoken of in myths. Years of attendant service in the
courts of many local emirs and pashas
alike wore heavily on the mage,
and Alhamazad found himself increas-
ingly drawn to the tenets of the Lady
of Fate. After a foray to the Pinnacles
of Azor'alq that resulted in a fall
that broke his leg in 553 CY, he
retired to the city of Zeif, where he
became an unofficial advisor to the
court of the sultan. He has remained
there ever since, gaining a reputation
as a wizened old sage of Baklunish
history. While he still travels broad-
ly, he does so primarily in secret.

Alhamazad's appearance is elderly: he is
thin, frail, and walks with a pronounced limp. The mage
sports a decorated beard and typically wears the plain
robes of a Baklunish mendicant, donning a simple tur-
ban atop his shaved pate. He supports himself with a
staff and avoids melee at all costs. Alhamazad speaks the
common tongue with a thick accent, but is fluent in a
dozen languages. He is shy and retiring in the company
of others, particularly foreigners such as easterners,
whom he finds clamorous. Alhamazad is a known expert
in the fields of summoning and elemental magicks. He
is known to associate with noble elementals and is an
expert on geniekind.

Mordenkainen met Alhamazad almost 20 years ago,
when a crisis in Zeif drew the Archmage of Greyhawk
to the assistance of the old mage. The affair ended with
the departure of Alhamazad's traitorous apprentice,
Kermin Mind-Bender. Mordenkainen and Alhamazad
have been fast allies ever since. Alhamazad's primary
interest is in maintaining Baklucish culture, influence
and power. As such protection often requires defeating
the plots of evil mages, cults, and extra-planar menaces,
he has found common cause with the Circle of Eight.

Alhamazad the Wise is new to the Circle and its poli-
tics and as such has kept his distance from the other
mages. He is wary of Drawmij, though the two share
many common interests. Alhamazad has displayed
antipathy for Warnes Starcoat, though there appears to
be no obvious explanation for the cause of his feelings.



Bigby, Wizl9: HP 89, AL N. Str 9, Dex 17, Con 15.
Int 21, Wis 15. Cha 12.
The name Bigby is famous within sorcerous circles across
the Flanaess—ironic, considering the shy, ascetic nature of
the mage who bears it, whose penchant for manipulating
the world around him from a distance is legend. Before
the wars, Bigby had been the most reclusive member of
the Circle of Eight, attending group meetings, but rarely
accompanying the Circle on adventures or missions. The
treachery of Rary, against which he was the only survivor,
has changed all of that. Once timid and cautious, Bigby
now acts as an ambassador for the Circle, traveling the
Flanaess in search of new contacts or information.

Bigby hails from the Great Kingdom, where he was
born in the town of Oldridge nearly 58 years ago.
His features are Oendian, with light brown hair and

dark brown eyes. His skin is pale, and his exceeding-
ly picky diet has resulted in an almost
unhealthy gauntness.

Early in life, Bigby s travels found him in the
Wild Coast, where he eventually gained the notice

of Mordenkainen. Bigby is known to be a mem-
ber of Aerdy's House Cranden, and rumors have
long placed Mordenkainen as a distant scion of the

same bloodline. For that reason, and because of
their shared experiences and adventures, Bigby and
Mordenkainen share a friendship unique among the members
of the Circle.

When intrigue with Ivid's Court Wizard, Xaene,
forced Bigby from his tower in Oldridge in 573 CY, it
was to Onnwal's port of Scant that he turned his atten-
tion. There, he posed as a merchant specializing in rare
commodities, all the while building important alliances
within the Iron League. These connections are especially
strong in Irongate, where he has the friendship of Cobb
Darg and the counsel of the city's artificers, the crafty
Elayne Mystica chief among them.

Still the ever-thoughtful mage of years past, Bigby
has seen that extreme amounts of caution often lead to
inaction, which does little good for anyone. His recent
travels have brought him into increased contact with the
forces of the Scarlet Brotherhood and, though he now
resides in Mitrik, his love for the Brotherhood-occupied
town of Scant has never faltered.

Drawmij, WizlS: HP 81, AL N. Str 7, Dex 16, Con 15,
Int 22, Wis 17. Cha 9.
Drawmij is 63 years old, though he appears in his late
twenties or early thirties. His hair is sandy blond, his eyes

blue, nearing purple. There is an unsettling quality to his
features, and more than a few acquaintances have
noticed that something about him seems different
each time they are in his presence—the shade of his
eyes, his height, or even the thickness and curl of his
| hair. Still, the mage is affable, and given his profession,

little attention is paid to what Rary once termed "trou-
bling inconsistencies."

Drawmij spends as little time in Greyhawk as pos-
sible, finding the place stifling and distasteful. He

prefers the cultured antiquity of southern Keoland, and
his private undersea demesne to that. His only regular
terrestrial haunt is the Keoish city of Gradsul, at the
mouth of the Sheldomar River.

Drawmij has a close connection to Duke Luschan of
Gradsul, a distant cousin to the King of Keoland. The two
may be kin, even close family. Reportedly, Drawmij also con-
sorts with the Hierophant Sverdras Meno, a powerful being
who oversees the vast Azure Sea. Meno is thought to be a
member of the mysterious Cabal, a congregation of the Old
Faith even more enigmatic than the Circle of Eight. Few
know that it is the one-time fastness of the hierophant that
Drawmij has made into his private residence.

The mage speaks of contacts within the realm of
Celene, and offers the weave of his fine robes and various
artifacts displayed about his home as proof of his olven
connections. Whether for reasons of politics or something
more sinister, however, few in Enstad admit to any sort of
relationship with the man. Somehow, though Drawmij has
few known agents, he manages to report ably to the circle
on matters involving Keoland and its client states.

In the last ten years, Drawmij has focused his magical
study upon the science of travel and, more specifically, upon
theories of the manipulation of time. Though he has not
admitted to ultimate success, there can be no denying that
Drawmij, once merely enigmatic, has grown quite eccentric
of late, perhaps as a reaction to an experiment gone awry.
Jallarzi put as much forward to the assembled Circle in their
most recent meeting, but she received only a cool smile
from the mage and a harsh reprimand from Mordenkainen.

Drawmij met the news of the treachery of Rary with classic
dispassion. Indeed, the nascent archmage appears to have been the
Circle member least affected by the events of the Greyhawk
Wars and Reconstruction. He only grudgingly agreed to the
addition of Warnes and Alhamazed, and argued steadfastly
against expanding the purview of the Circle to include non-
human members. Finding Nystul his only ally in the matter,
however, he has since treated the olve Theodain Eriason with
bland acceptance.

Jallarzi Sallavarian, WizlS: HP 47, AL NG. Str
10, Dex 18. Con 10. Int 19, Wis 17. Cha 17.
Jallarzi, at 42, is the Circles youngest mem- .;: v , ̂
her, and its only female. Born into minor
nobility in the Duchy of Urnst,
she studied magic as a teen under
the mysterious Seer of Urnst and
the redoubtable Warnes Starcoat.
Later travels brought her to
Greyhawk. There, under the tutelage
of Tenser, she became the youngest
mage ever inducted into the Society
of Magi.

Often considered soft-spoken, her demeanor has hard-
ened noticeably since she was the first to discover the
devastation on the Day of Great Signing six years ago.
She has sworn vengeance against Rary, though she has not
taken any public action against her one-time comrade. The
treachery of one so even-mannered as the former



Archmage of Ket has triggered paranoia throughout the
Circle, and these feelings have affected even Jallarzi.

Since Tenser was probably her closest ally in the
Circle, she now spends less time with her companions
than before the wars, preferring instead to conduct her
research and Circle business alone. She has retained her
villa in Greyhawk, and rumors suggest that it is perhaps
the most heavily magicked building in the city, outside of
the guildhall itself. She still spends a great deal of time
with her friends Derider Fanshen and Matriarch Sarana,
and the dark times have bolstered her faith in Pelor.

Jallarzi is an extremely busy woman; the last year has
seen her travel the Flanaess from Loftwick to Rel Mord.
She avoids the lands of the old Great Kingdom, but urges
her political friends to support both Nyrond and the
Urnst States against the tyranny to the east.

Regardless of her increased responsibilities, however,
Jallarzi still takes time to encourage younger mages. She
often is sought out for training purposes. She prefers the
coin of Greyhawk in exchange for training, but she also
fancies magical wands, and any addition to her consider-
able collection would be greatly rewarded.

Jallarzi is a tall (5 ft. 7 in.) woman of striking features.
She is nearly purebred Suel, and her pale skin and curly,
honey-blonde hair have turned the head of more than one
novice in the corridors of the guildhall. She prefers to
dress comfortably in silks and satins imported from the
Far West, and though the material would seem to belie an
opulent lifestyle, she prefers function over style in cloth-
ing, often eschewing the flowing skirts so popular in the
Garden Quarter for simple breeches.

Jallarzi rarely travels alone, for the pseudodragon,
Edwina, constantly flutters at her side, occasionally
acting as a messenger in times of need. The creature
is fiercely loyal, and the few attempts that have been
made to abduct it have met with dismal failure and, given
Jallarzi's extensive contacts in the City Watch, unusually
harsh sentences.

Jallarzi remains dedicated to her duty as a liaison
between the Circle and other powerful mages in Nyrond,
and the new leadership of King Lynwerd has given her
reason to hope for that embattled nation. The Flanaess
remains factionalized, however, and few are more aware of
this than Jallarzi. Her greatest fear is that by choosing a
single enemy, the Circle opens itself to several more. The
Greyhawk Wars and their aftermath have frozen every-
thing in a kind of limbo. It is her belief that the best
course of action is to wait, and see what starts to thaw.

Mordenkainen, Wiz20+: HP 106, AL N. Str 10, Dex 17,
Con 17. Int 23, Wis 15. Cha 18.
Mordenkainen is one of the most feared and respected living
mages in the Flanaess. Once a resident of the Wild Coast,
Greyhawk, and Highfolk, respectively, he has traveled to the
reaches of the exotic Far West and ventured extensively across
the Flanaess, from the lands of the Northmen to the shores of
the Amedio Jungle. There is scarcely a mage who has not heard
of his exploits or recognized his skill and knowledge of mat-
ters both magical and political.

Perhaps no individual in all Oerik sees himself as
embodying the spirit of Balance as does Mordenkainen the
Archmage. His philosophies are almost entirely one-sided
on the matter, and many a worthy cause has gone unan-
swered by the mage's private army, the Obsidian Citadel
(sharing the name of his hidden fortress home) because of
his neutral-minded convictions.

Mordenkainen's view of balance is no tit-for-tat equal-
ity, but a highly detailed and extremely theoretical phi-
losophy derived from decades of arcane research. He has
fought ardently for the forces of good (most recently
during the Greyhawk Wars), but just as often he has
been known to work as a shadow player for malevolence.
In all things, Mordenkainen prefers to maneuver behind
the scenes, subtly manipulating events to ensure that no
side gains the upper hand. As a result, the archmage is
trusted little, even among the likewise-neutral
Hierophants of the Cabal, who find his vision of
Balance wholly self-centered and somewhat arbitrary.

This philosophy has gained the archmage a virtual
army of enemies, not a few of whom once considered
him a good friend. Among these last can be counted
Evard the Black, Terik and, of course, Rary. luz and his
underlings, particularly Kermin Mind-Bender, have hated
Mordenkainen from their first meeting.

In recent years, Mordenkainen has turned his full
attention to his position as leader of the Circle of Eight.
The events of the Greyhawk Wars and their aftermath
strike him as prophetic of the dark times revealed in the
Tome of the Black Heart, discovered so very long ago
beneath Maure Castle. For decades, he has beeii collect-
ing his thoughts in a work known as the Codex of
Mordenkainen. Archmages across the Flanaess would
give anything to peruse its pages.

ance-

Mordenkainen stands 5 ft. 11 in. tall, and appears half-
again younger than his true 82 years of age. He wears a
dark beard trimmed to a point, and usually favors black
satin coats, lined in red, over traditional robes. Two years
ago, Mordenkainen shaved his head, and he has remained
bald by choice ever since. His most impressive physical
features are his penetrating eyes. It is said that they hold
hints of genius tinged with madness, a volatile combina-
tion that usually gets Mordenkainen what he wants from
the easily persuaded. He revels in the art of debate,
though his emotions can overcome him if he fears defeat.
Luckily for him, this is a rare occurrence (though alleged-
ly the spike that tore a rift in his once-
strong friendship with Rary).

Little is known about
Mordenkainen s origins, particularly ;
the place of his birth. Rumors place
him as Oeridian, perhaps Aerdi.
Some even say he is of the line of
Ganz Yragerne, making him distant-
ly related to such notables as Zagig j
Yragerne and Heward. He has few
friends, and no one in whom he
completely confides. His greatest
passions are for his Art.



Nystul. Wizl7: HP 76. AL N. Str 7, Dex 10, Con 15. Int
22, Wis 17. Cha 15. Note: Nystul is protected by a per-
manent protection from evil spell.
The mage Nystul is a rare sort. A man of allegedly comical
appearance, he uses obfuscating magicks to alter his appearance
to something suitable for any given situation. Beneath the
illusion, his features are atypically Flan, with an olive com-
plexion more common m Oendians and a tall, spindling form
that towers over six and a half feet high. His intellect is keen
and his insight piercing. Subterfuge and intrigue are his
fortes. Mordenkainen often notes that Nystul seems some-
times to lack a well-grounded, rational temperament. Nystul
is not as well-known as Mordenkainen, Bigby, or the others,
even in his native Tenh, where prior to the Great Wars he was
seen as an aloof and eccentric mage from Redspan, of passing
interest to Ehyeh or his court.

Nystul was born in Tenh 53 years ago to a family of
well-connected nobles in Nevond Nevnend who unfor-

tunately were ambitious and faced with better-connected
enemies. Despite a good reputation among many fellow
nobles, they could not prevent their downfall when an

intrigue with the court of Duke Pet'yeu saw the proud clan
brought low on charges of sedition and insurgency.
The nobles of Nystul's House were tried for treason,

and the House was disbanded. Nystul was taken away
from his parents by servants and raised in a small monastery
bordering the Pale. There he was taken in by a small sect of
pacifist Pholtan monks living near the Phostwood.

The monks raised Nystul well, and encouraged the oft-mis-
chievous student's talent for magic, particularly that of illu-
sions. He was given rudimentary instruction by a wily old
cleric named Friar Nemonicus, himself obsessed with the
powers inherent to light and darkness. Nystul's permanent
protection from evil spell was in fact a gift from Nemonicus.

Eventually, the monks raised sufficient monies to send
Nystul south to a proper magic school at Radigast City's
well-regarded Sorcerous Union, There he befriended a
young Otto, resting from one of his occasional sojourns to
the Nyr Dyv. Despite the arduous experiences of his
youth, Nystul managed to come away from them with a
deep concern for his homeland, and it was to Tenh that he
eventually returned when he consumed his wanderlust. He
constructed a home in Redspan and took on young appren-
tices. It was not long before his exploits brought the attention
of Mordenkainen and an offer of membership in the Circle
of Eight in 571 CY.

When the Wars came to Tenh, Nystul did his best to evac-
uate Redspaners to Urnst as well as to arm his kinsfolk
against the surprising onslaught from the north and east. His
visibility rose considerably during this time, even as Ehyeh
and the court made a hasty retreat to Radigast City and the
protection of Countess Belissica. Nystul already had allied
himself with a little-known organization calling themselves
the Keepers of the Flan, comprising mages, druids, and the
archaic loremasters of the clans, most of whom escaped luz
and the barbarians to the Rakers or the Phostwood. Nystul
has been working to recover his homeland ever since.

Alone among the other members of the Circle of Eight,
Nystul holds the belief that Rary's so-called traitorship is

nothing but a ruse perpetrated either by the Archmage of
Ket himself or some greater enemy of the Circle, with the
archmage as a dupe. To this end, he has contacted Rary's old
companion, Torik Redaxesson of Highfolk, who has been
pushing for an investigation into the cause of the archmage's
alleged corruption.

Nystul perceives the Old One and his diabolical retinue as
the Circle's true enemy, and he is eager to increase the Circle's
number, beyond eight if need be, to combat this menace. The
tide of evil and tyranny must be turned, and he believes it
should begin where it first began last time, in Tenh.

Otto, Clr3(Boccob)/Wizl5: HP 78. AL N. Str 16. Dex
10. Con 15. Int 17. Wis 15. Cha 17.
Otto has been involved in the affairs of the Circle of Eight
since before the group's existence. In 570, with Robilar's part
in the release of luz revealed, Mordenkainen sought to keep
tabs on the noble's activities. Since Lord Robilar was said to
have the ability to discover magical scryes placed upon him,
it was necessary to plant a spy within his sizable host.
Having found Robilar's servant, the euroz Quij, wholly
incorruptible (insofar as loyalty to his master was
concerned), the Archmage of Greyhawk set upon a more
mundane plan. Working through contacts in the Prelacy of
Almor, he drafted an aspiring magic-wielding priest of
Boccob as his mole. So it was that Otto worked his way
into Robilar's organization, and onto the path of events that
would see him as a founding member of the Circle of Eight.

Otto is a rotund 53 year-old Oeridian with long hair,
dyed light orange and worn in curls. At first glance, he
appears foppish, as suggested by the intricately designed silk
and satin robes that round out his voluminous wardrobe.
Further study, however, reveals that he is possessed of the
sharpest of minds, tinged only slightly by eccentricity. At
times, he acts like the very image of Zagyg, and some have
suggested that the attention of that demipower aided greatly
in his rapid advancement in the field of arcane study.

1 he mage s first calling was to the
clergy of the Uncaring One, and it was
as a Loremaster, in the vaunted temple
of Boccob in Chathold, that he spent
most of his life prior to being drafted
by Mordenkainen. For this reason, he
is a good friend of both Ravel
Dasinder of Greyhawk and Riggby,
who has long since retired from his
position of eminence in Verbobonc.

Otto loves traveling. Before the
wars, he boasted of having visited every civilized nation in
the Flanaess (and some considerably less civilized, for good
measure). He claims that his adventures are due to his love
of seeing new and exciting things. Those who know him
well explain that, more than the sights, Otto travels to
exotic lands for the tastes that might be discovered there. In
fact, the mage has a specially enchanted cornucopia that will
reproduce any one meal once per year, with the exception
that it must be a meal that Otto has ingested in the last 360
days. Otto cherishes this item, and often will brave hazards
both magical and mundane to experience some new culinary
delight. Such travels have brought him further west than any



other member of the Circle save Mordenkainen, and dark

secrets learned there have caused him at times to wonder at

the true drive of the Circle's founder.

Ultimately, Otto's studies have remained close to the

roots he followed before the Greyhawk Wars. He is

obsessed with the structure of magic on Oerth, but, unlike

Mordenkainen, he takes the unorthodox opinion that the

form of magic and the form of music have some telling sim-

ilarities. His first experiments in this arena involved mixing

musical effects with mundane magical spells, but he has, of

late, taken to composing chilling arias, such as his Aestrella,

which produce stunning magical effects when sung to perfec-

tion. His latest endeavor is a piece for a chamber orchestra

that, when played correctly, will open a visual-only gate

depicting the wild forests of Arborea. It is slow work, but

the commission paid by the Greyhawk Opera House has

allowed him to continue in lieu of actual adventuring or any

other form of income.

Tkodain Eriason, Wizl7: HP 79. AL CN. Str 15. Dex 17.

Con 13. Int 22. Wis 15. Cha 16.
Theodain Eriason is the first demihuman

ever to join the Circle of Eight,

though close associations have been ,jp.

maintained by the organization with II

Prince Brightflame and the Knights

of Luna, as well as the leadership of

the Fairdells.

Eriason is a tall, gaunt high elf with

long black hair streaked with silver. His

complexion is typically pale and his

dress conspicuous, comprised of a suit of

black and silver cloth embroidered with magical

runes. His manner is cold and his mood is often described as

disagreeable, even baneful. This appearance masks a keen intel-

lect and a passionate desire to protect his homeland and the rest

of the Sheldomar Valley. His recollection of people and events

over the last two centuries is considered encyclopedic.

Theodain was born in the western verges of the Dreadwood

almost three centuries ago. When the Yeomanry League with-

drew from Keoland during their wars of aggression and

declared its independence, his family crossed the Javan and set-

tled near Loftwick. Theodain began life as a warrior and spent

much of his youth patrolling the Jotens and Little Hills for

incessant incursions. His father became a Grosspokeman of the

league, and it was not until the elder Eriason's death in 470 CY

that Theodain took up magecraft. He learned at the feet of the

elven wizards of the Dreadwood and spent some time at the

magical school in Gradsul before embarking on an adventuring

career that would span decades. While based for some time in

the independent town of Melkot in the Tors, Theodain

explored the Hellfurnces, defeated the plots of assassin's guilds

and elemental cults in the Hool Marshes, and even was among

the first to explore the Lost Passage of the Suloise when it was

discovered in 576 CY.

Theodain has taken to the affairs of the Circle with avid

enthusiasm. He finds Drawmij, Nystul, Otto, and Jallarzi par-

ticularly to his liking, and he has enjoyed his infrequent visits

to the Free City. He has treated coolly with Alhamazad the

Wise and Warnes Starcoat, whom he views with suspicion

(they, in turn, consider him a firebrand who all-too-often

resorts to morally questionable methods). In his short time

with the Circle of Eight, Theodain has shown a tendency to

openly question Mordenkainen's leadership, suggesting alterna-

tives and sarcastically pointing out perceived weaknesses, much

to the irritation of the elder mage. Theodain pushes for the

Circle of Eight and their allies to take a more active role in

managing conflicts in the Flanaess, particularly in the

Sheldomar where he supports action in Geoff and Sterich, as

well as intervention in the Scarlet Brotherhood-created chaos

enveloping the region of the Hool Marshes. Bigby has often

joked that in taking in Theodain they have replaced one Tenser

with another.

Warnes Starcoat. Wiz20: HP 86. AL N. Str H. Dex 18, Con

16. Int 24. Wis 17. Cha 17.
The man who would become Warnes Starcoat was born 57 years

ago in the city of Leukish to merchant parents of

moderate wealth and influence. When he came of age, being the

third son of four and showing some inclination toward scholarly

pursuits rather than matters mercantile, Warnes

was sent south to the old city of Seltaren. There his education

began in earnest at the Wizardholme of Urnst, a small magical

sor'ety and school founded by wandering Suel mages many cen-

turies ago. Warnes progressed quickly, becoming a well-regarded

generalist wizard before his

thirtieth winter.

This recognition soon brought him an appointment as a junior

assistant to the Chief Magical Councilor of the Duke, an enig-

matic figure known only as the Seer of Urnst. The two quickly

came at odds (it is said that the latter practiced dark, forbidden

rites) and Warnes left Urnst for the Flanaess and adventure,

coming to live in the Free City of Greyhawk for some time.

Warnes came to real prominence in CY 575, after defeating

the plots of a certain mysterious magus, known only as the

Weird of Gnatmarsh. This sorceress and her cult had grown

wicked and powerful over the previous few years, espousing the

worship of various depraved, croaking powers of the

swamp. Her grotesque retinue plagued the surrounding . . . , ,;.,

territory, killing and maiming men, dwarves, and elves, H

even delving into the Celadon. When her final outrage,

absolute control of the mouth of Nesser, proceeded

unchallenged after her destruction of a royal squadron,

Warnes and a company of allies went after her. In what

has become a legendary magical duel, he defeated the

Weird in personal combat, sinking her perverse tower into

the swamp in a display of crackling energy that drew Warnes into

the Astral Plane. There, in an adventure he has yet to speak of, he

gained his most prized possession and his namesake, the Starcoat.

In 576, Warnes was appointed Chief Sorcerous Councilor to

Duke Karll, filling a vacuum left open a few years earlier by the

mysterious disappearance of the Seer of Urnst. Six months later,

he was welcomed in Countess Belissica's court as well.

Warnes appears as a gentleman of great refinement. His typi- .

cally Suel complexion is tanned from many years spent outdoors.

He wears a short, well-trimmed beard and a fine black hat with

a dark blue stripe. His magical coat is black as midnight, and

glimmers like the sky on a cloudless night. -J^-



Inz
Wizards in the Furyondian province
of Crystaireach are abuzz at the
appearance of a magical helix over the

ruined city of Molag, across the Veng
River. Formerly the capital of the

Horned Society, Molag has been occupied
by the forces of luz since the early months of the
Greyhawk Wars. The helix, a huge ghostly shape float--
ing just below the clouds, is said by sages to mark the
location of a powerful magic event, such as the summon-
ing of a greater demon or a sacrifice of nearly unimagin-
able numbers of innocents. The exact cause of this helix
remains unknown.

Nyroad
The Court of His August Supremacy,
Altmeister of All the Aerdi, King
Lynwerd I of Nyrond, has announced
Grand Celebration of the fifth year of

His August Supremacy's coronation. The
celebration will be held in the Royal Capital

of Rel Mord, during Growfest. Invitations are being pre-
pared and will we sent out by the newly expanded Royal
Mail Service. All Nyrondese nobility and that of allied
states will be invited to participate in this regal event.

nels he constructed. Brotherhood agents slew the incum-
bent count and occupied the manor in 583 CY. Since 586
CY, rebellious Onnwallers had tried to recapture the
manor unsuccessfully, until a storm raging in off the
Gearnat veiled their assault. Inside, they discovered a
scene of unrivalled butchery amongst the Brotherhood's
troops. Several of the Onnwallers remained inside
overnight to investigate and were found dead the follow-
ing morn. Both sides now avoid the area, unsure of what
lurks below the house.

Perrenland
A group of adventurers recently
reported capturing a basilisk with the
stripes, paws and face of a tiger! The

fabulous beast is said to have been cap-
tured in the western Yatil Mountains, just

last month. If true, the beast might have considerable
resale value if sold to the Tiger Nomads. The leader of
the capture party, the gnomish adventurer Sir Ignatius
Nobnose, claims the beast was docile when found.
"Darned if I know what the thing is," he is reported as
saying, "but the Tiger lads will likely pay a pretty penny
or two for it." Sir Nobnose is currently seeking adven-
turers to escort the monster to its prospective new home.

Sea Princes
A magical communication to the Scarlet
Brotherhood, intercepted by a privateer
in service to the Iron League, warns of a
new power in the chaotic Hold of the

Sea Princes. A former Touv slave known
as Utavo the Wise holds the southern Duchy

of Berghof as a sanctuary for hundreds of freed slaves and
so-called savages, imported by the Brotherhood during the
Greyhawk Wars. Utavo and his men slew the Brotherhood
agents in the lakeside town of Kusnir, and have sent peace
envoys to the marodin, the inhuman lake-people who inhab-
it the depths of Lake Spendlowe.

Verbobonc
Political unrest between the Viscounty
and the gnomish Free Assembly of
the Kron Hills has reached new levels.

With the Free Assembly's recent with-
draw of support, it is unlikely Langard

will be capable of mending this rift quickly.
Trade continues to thrive between the Kron Hills and the
Viscounty. Guildmaster Eslabone Nervanour announced
the winner of the woodcraft competition. Jacob
Hangerstand's work, a marvelous chest with a carved relief
of the olven father, Corellon Larethian, has been declared
the finest work produced in a decade. Silverthorn of
Obad-Hai has blessed this gift of beauty for Her Fey
Majesty of Celene."#-

Oaawal
The demesne of Count Cadwale, the
"Tunneling Count," has again risen to
prominence in Onnwal. The long dead

noble (thought to be horrifically ugly
diseased but in fact handsome and fanati-

jut his privacy) was renown for the tun-
or
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Gem of the Flanaess: Clcrkburg., , 4
By Erik Mona
More tales ofcrookedprofessors and scheming students this issue, as

me delve further into the district known as Clerkburg, Grab a stack of

scrolls and your best set of armor—whether studying for exams or

working off a criminal sentence in the Free City Arena, you won't

want to be caught unprepared.

Zeif: Rock of the West 10
By Fred Weining
Explore the far reaches of the Sultinate of Zeif with one of the

co-authors of the Living Greyhawk Gazetteer! for more than a thousand

years, Zeif has stood as the largest successor state of the once-qreat

Baklunish Empire. Controlled by a crafty sultan held in check by his

cabinet and manipulative mother, the nation acts as an anchor to the

Baklunish West in politics, trade, and religion.
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ByStephenRadaey-MacFarland
Living Greyhawk's Campaign Director explains where the 'campaign has

beensofar,andwhereit'sgoingt]oitiq....

Enchiridion EnchiridionoftheFiend-Sage 22
BySeanKRgoyritids
A magic-resistant humanoid from the Vesve Forestposes a challenge

this month to the elusive Fiend-Sage ofRel Astra. See his missive to

Lord Dray discussing the creature, as well as three other recent

discoveries in our regular monster column.

Dispatches , f.IB
News from around the Flanaess.
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•

Contact information for your home region ana the world
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BYSTEPHENRADNEY-MACFARLAND

Scarcely a year and a half ago I got
my first real taste of the LIVING
GREYHAWK campaign. It was my first
day of work at Wizards of the Coast.
My computer had not arrived, and my
new boss, David Wise, was not sure
where my cube was going to be. I
remember that Erik Mona, then the
LIVING GREYHAWK campaign director,
was poring over the last printer proofs
of The Fright at Tristor, and finishing
the first issue of this magazine. He
needed immediate help with another
LIVING GREYHAWK issue-the small
stack of regional adventures that had
grown since GEN CON 2000. In an
abandoned corner cube, using Robert
Wiese's spare laptop, I began work on
the LIVING GREYHAWK campaign, and
have never really stopped.

And when I say small stack, I mean
small stack—you could count them on
one hand. That stack was the molehill
that turned into a mountain. Since that
day, the LIVING GREYHAWK campaign
has brought fun to more than 10,000
players. We've produced almost 250
adventures, hundreds of interactive
events worldwide, and a path of fun
and carnage that starts at the far
reaches of the Udgru Forest and
travels to the bustling docks of
Oakenheart. The campaign has been
the death of hundreds of characters:
many falling in both of the special
Return to the Temple of Elemental

Evil events, but even more fell valiant-
ly in whatever games occurred at their
weeklyevents.LIVINGGREYHAWKhas
outstripped everyone's expectations. It
took LIVING CITY years to grow to
similar numbers, and the momentum
of LIVING GREYHAWK shows no sign
of slowing any time soon.

With growth comes pain and
learning. Due to the ambitiousness of
the LIVING GREYHAWK project, we
have experienced a lot of both in the
last year and a half.

I'm sure that you know that this
specialissueofLIVINGGREYHAWK
Journal is the last stand-alone version
of the magazine. If you didn't know,
this magazine now dwells in the larger
whole that is Dragon Magazine. It
seems a pity when the offerings of our
favorite fantasy world are affected by
the economic reality of the real world,
but it happens. Still, having LIVING
GREYHAWK Journal in Dragon has a
great upside—it lets other D&D and
LIVING GREYHAWK fans know about
this campaign, which will drive even
more folks to RPGA Network events.

Ah, Tristor! No conversation about
the growing pains of this campaign
would be complete without bringing
up The Fright at Tristor at-home play
adventure. The great news is that
Tristor was an overwhelming success,
generating play from a third of all
LIVING GREYHAWK players. The

downside to that success is that it gen-
erated 500 person-hours of slow and
tedious work in order to process
results from all those tables. Still, I
am happy to say that it got done, with
as few snags as humanly possible. I
thank everyone for your patience and
understanding while weathering The
Fright at Tristor. We are re-releasing
the adventure in the near future, and in
that re-release, the DM will be given
the tools he or she needs to distribute
rewards to characters, so if you have
not played Tristor yet, I am happy to
stay that in this next incarnation you'll
receive your experience points and
goodies in a fraction of the time it
took your friends to get theirs.

We also weathered major rules
changes, as we moved forward with the
Adventure Certificates. Though I
know the changes are not popular with
some, and I have to apologize at the
speed in which they were released,
their implementation was necessary to
the continued growth and well being
of the campaign. There will be changes
to these rules along the way, such as
the recent changes that put the original
rules for using magic item creation
feats much closer to the core D6D
rules, but it remains the campaign
staffs goal to introduce as few
"house" rules as possible for LIVING
GREYHA WKplay. I am a strongbeliever
in one of the original tenants of the
campaign—any player should be able to
join the campaign with only the
Player's Handbook and the current
character creation guide. While rules
from other D&D sources are
constantly added to the campaign,
those two documents are all a player
needs to start.

Making sure that the campaign is
viable and fun to new and old players
alike is an extreme challenge for any
organized play program, and extremely
difficult for a long-term worldwide
roleplaying game campaign. New
players are overwhelmed by new
sources, while seasoned players are
reinvigorated by their added options.
Most supplementary product produced
for the D&D game assumes that an
individual Dungeon Master is being
very picky with what she allows in her
campaign, but even in a home campaign
with six or so players, a DM can easily
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feel overwhelmed with the number of
variables involved. Planning goes out
the window, as the players pull
something unexpected out of their
character's hat. A good friend of mine
said that PC doesn't stand for player
character, it stands for plot corruptor,
and in a very cynical way, he is
right. Compound those problems
by the thousand, and you have the
plight of the typical LIVING
GREYHAWK DM.

Help is coming, though, with the
creation of a new GM Program which
will greatly benefit the LIVING
GREYHAWK campaign. In the next
couple years, the primary emphasis of
the RPGA Network will be on
Dungeon Master support. Part of this
program involves opportunities for
regional DMs to hook up, exchange
ideas and tactics, and gain special
information and insight from their
regional Triads, all away from the

prying eyes of players. This kind of
DM networking should only increase
the quality of the LIVING GREYHAWK
game experience. With the forth-
coming GM Program, we are also
looking into ways to expand LIVING
GREYHAWK home play by offering
experienced and creative DMs a chance
to expand play in their own ways, and
grant their players interesting and
unique game experiences.

While the GM Program is designed
to increase the quality of gaming at a
very grassroots level, you are also
going to see some exciting changes to
your convention experience. This year
at the Origins Game Expo, we will
present a special event related to the
mysterious Isles of Woe, said to have
fallen beneath the waters of the Lake
of Unknown Depths in antiquity. This
dungeon delve is the first offering of a
year-long plot. While a smaller version
of the premiere Isles of Woe
adventure will be made available for
local conventions or smaller events,
some future special events will be
offered and playable only at select
shows. We are also in the process of
creating event packages for larger
shows and conventions, including tools
to advertise and present your LIVING
GREYHAWKevents.

We go forward with these plans with
a restructured Circle. The current
Circle, which will be fully in place by
this year's Origins, administers five
meta-regions, and the Regional Triads
that make up each of these meta-
regions. Each Circle member is also in
charge of one long-term (2-year cycle)
core adventure plot, and a group of
meta-region adventures that are slated
for release in the 593 CY campaign
year (that's 2002 CE by the current cal-
endar you are probably used to).
These meta-region adventures support
play for characters 12th level and
higher. We hope creating a campaign
structure with a regional emphasis can
decrease the number of information
bottlenecks the old system had, and
create a better connection of interesting
core and meta-regional adventures. The
Triads will continue to function the
way they do now, but with more timely
and comprehensive support within the
new structure.

How does all of this affect the
average LIVING GREYHAWK player?
Well, we are striving to give you the
best D&D experience you can have.

I understand that's a tall order, and
it's going to be tough to fulfil l . Still,
you can bet when hundreds of RPGA
DMs start talking to one another, they
are going to come up with some
wicked and fiendish ways to test your
character's mettle. But if you weren't
into challenges, you wouldn't be
playing D6D, would you? With these
challenging times ahead, I predict that
you'll look back on 2002 and 2003 as
some of the best years of gaming
you've ever had. Just in case you don't
know it already, GREYHAWK is the
best campaign that has ever graced
fantasy roleplaying, and future
LIVINGGREYHAWKplaywillonly
reconfirm that fact. If you've any
doubts about those statements, come
join us at your next local RPGA event,
and you'll see what I mean...just don't
get too attached to your characters, or
at least save enough gold for at least
one resurrection.

STEPHENRADNEY-MACFARLAND
Living Greyhawk Campaign Director
srm@wizards.com
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THE "LOST" ISSUE
As you've most likely puzzled out by now, you're holding a copy of
Living Greyhawk Journal #5, which was supposed to have come out
way back in July, 2001. Seeing as how the magazine is now a part of
Dragon and that the last issue was somewhere in the early teens, it's
fairly clear we're runn ing a little behind on getting this issue to
press. The whole tangled story involves transfers, reorganizations,
disorganizations, and worse, and would take far more time to cover
than I've been afforded here. Grab me at a convention some time
and I'll happily tell you about it, provided I'm already on my sixth
or seventh beer.

I'm thrilled that we're finally able to bring this issue to you. You
don't know how dif f icul t it's been to sit on great material with no
outlet for it. Finally, Fred Weining's secrets of Zeif can wind their
way into your campaign, we see a little more of Clerkburg, and
we get a few more creatures from the mysterious Fiend-Sage. I'd
like to specially thank Wendy Johnson for some last minute
layout assistance.

We'll keep br inging you this sort of Greyhawk goodness, now on
a monthly basis, in the pages of Dragon Magazine. Check the
inside front cover for details on how you can subscribe. In the
meantime, we'll see you in the Cairn Hills.
[Erik Mona, March, 2002]
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Our survey of Clerkburg continues this month with a look at a
more than a half-dozen buildings that form the core of
Greyhawk's educational district. See the map on the inside back
cover of the magazine.

C4 Black Dragon Inn
After Clerkburg's bustle of young scholars shuffling from hall
to hall dies down to the comfortable din of early evening,
students, young professors, political agitators, and weary menials
crowd the Black Dragon Inn for rest, food, and the strongest
drinks east of the Processional. Managed by a gregarious, bear-
like retired adventurer named Miklos Dare [LG Ft4], the Black
Dragon boasts 60 private rooms for rent, one of the city's largest
common sleeping rooms, and an unostentatious but skillfully
delivered menu for breakfast, lunch, and dinner. More than the
food or accommodations, however, the Black Dragon is known
for being open at all hours of the day and night, and for the
eclectic clientele attracted by such forgiving hours of operation.

Students from the surrounding colleges serve as bouncers,
maids, bartenders, and housekeepers, and make up the bulk of the
Black Dragon's customers. Traders from the Low Market, city
watchmen, former students still caught up in the allure of
intellectual debate, and Baklunish inhabitants of the "Little Ket"
neighborhood across the Processional augment the youthful
atmosphere. Walking from the bar to the private toilet off the
taproom, it's possible to hear a heated argument over the rights
of Wild Coast slaves whose masters were killed by the warbands
of Turrosh Mak, bitter complaints about unfair business
practices in the Petit Bazaar, and rampant speculation on the
whereabouts of the dastardly Lord Robilar. Miklos Dare listens
to all of this talk, and has established a significant body of lore
and rumors, some of which happen to be more than the simple
blustering of a young pedant striking an intellectual blow against
a hated fellow.

D^DM's Notes: Among the various student social clubs or "liter-
ary societies" who congregate here can be found the Dunfalcon
Alliance, a secretive body of young would-be revolutionaries
who believe that the mayor and oligarchy are irredeemably
corrupt puppets of the city's Thieves' Guild. Through the posting
of seditious tracts, calumnious graffiti, and secret meetings, the
Alliance seeks to undermine the authority of the city's rulers.
Eventually, they'd like to depose the directors and mayor,
replacing the system with a meritocracy similar to that found
in Dyvers. Their charismatic leader, the thirty-two-year-old
Regalian Brax [CN hm Rog6], emphasizes the need for secrecy
among the order, and personally interviews potential recruits
before allowing them into the fold. Thus far, the society has
undertaken few direct actions—a midnight attack on the

business of Director Vesparian Lafanel led to the capture of six
members in late 590 CY, and Brax appears reticent to risk
further capture and possible discovery with another such blunder.
PCs showing a public hatred for the government might find
themselves contacted by a member of the Dunfalcon Alliance
and, after a simple test of loyalty, indoctrinated into their ranks.

Few question how Brax manages to afford his rather comfort-
able lifestyle. He claims to have inherited a generous sum from
an uncle slain while fleeing from the destruction of Elredd, but
the source of his wealth can be found far closer to home.
Regalian Brax is in the employ of Mayor Nerof Gasgal, whom
he met while a least master in the Thieves' Guild several years
ago. Brax had spent most of his time since then as a sleeper agent
in Dyvers, and when Gasgal assumed leadership he recalled his
former friend, a skilled liar and actor, to serve as his spy among
the all-too-idealistic students of the Halls. Gasgal and Brax use
the Dunfalcons to weed out those students and malcontents who
pose the most serious ideological threats to the government, as
well as to attract any rival agents from Dyvers, with whom
relations have never been cordial. Once a critical mass" of
threats has been assembled, Brax sends them as a team on some
mission in which they inevitably are betrayed. The six members
captured last year, including the infamous Reductionist pam-
phleteer Liargo Kline, were captured by agents of the Assassins'
Guild and dissolved in the acid vats of the city workhouse
(Area F7). A poor, borderline-insane "guest" of the workhouse,
an alcoholic halfling carter named Alamant Bounder [NG him
Com2], overheard Lafanel's agents talking about the mayor's ties
to the Alliance as they disposed of the bodies. He has been
living as a veritable shut-in in his home in Burrow Heights
(Area F14) ever since.

C5: Jewelers and Gemeutters1 Guildhall
Consisting of three attached buildings, this ornate yet fortress-
like structure is the headquarters for one of Greyhawk's most
self-important guilds. Inside the buildings are numerous secure
storage rooms, workshops, and meeting chambers so overdeco-
rated with riotous collections of rich draperies, elaborate tapes-
tries, exotic carpets, and miscellaneous miss-matched artwork as
to bring tears to the eyes of the most devout cleric of Zilchus.
Though the guild wields influence in the city befitting its mem-
bers' roles as wealthy citizens and the guildmaster even serves as
a city Director, the extent of ceremony at their hall can only be
described as pompous.

Fortified beneath the guildhall are extensive vaults that hold
an incredible wealth in gems (both cut and uncut). The impene-
trability of the guild's vaults is legendary, and certainly includes
both magical and mechanical protections. Periodically, trustwor-
thy adventurers are hired (sometimes indirectly) to test the secu-

ournal



rity of the vaults. Guildmaster Gerda Hollardel [CN hf Rog3],

daughter of the previous guildmaster, has a good business sense

and is popular, if a bit headstrong and conservative.

DM's Notes: Gerda is secretly a low-level member of the

Thieves' Guild. She and another Director, Dernen Nathane [N

hm Ftr2/Rog5], have shared a romantic relationship for years

(the two met while training in the Thieves' Guild, an organiza-

tion to which Nathane also belongs). Nathane is a high-ranking

member of the Merchants and Traders' Guild.

Gerda is not the first master of the guild to have regular

dealings with the city's underworld. In his day, her father Bodmi
(a personal friend of Nerof Gasgal and Org Nenshen) provided

the thieves with information on the shops of fellow guildsmen

in exchange for protecting his own holdings and the guildhall

itself from intrusion by thieves. In 589 CY, a fellow jeweler was

killed when a group of junior thieves bungled a burglary at his

shop, and though Bodmi Hollardel was never implicated for

providing information to the thieves, he nonetheless retired in

anguish. His daughter has continued the practice. If his role in

the affair were to come to light, the resulting scandal would

rock the Directing Oligarchy.

The entire guild has been atwitter for much of the past month

after the guildhall suffered a major theft, despite the unofficial

protection from guild thieves. Somehow, a single rogue penetrat-

ed the guild's most secure vault. Ignoring items of astounding
value, the interloper stole only a single unremarkable ruby with a

weak enchantment (previously identified as Nystul's magic

aura), leaving behind a white glove featuring a monogrammed

"Z". Gerda has made no official comment on the theft, but the

more vociferous jewelers in the guild have taken the occasion to

call for new leadership, citing Hollardel's negligence in allowing

the guild's vaults to be plundered.

C6: University of Magical Arts
Across the whole of the Flanaess, the rich and the humble alike

dream of sending their children to Greyhawk's prestigious

University of Magical Arts. Rightly considered the finest

training institution of the arcane arts on the continent, the uni-

versity accepts applicants based on merit and potential magical

aptitude, paying little heed to such meaningless trifles as social
class, race, or familial connections. Both wizards and sorcerers

are accepted, though many of the more traditional instructors

favor wizardly hopefuls, finding it easier to confer magical

teachings through rote study of arcane formulae than to guide a

would-be sorcerer through the process of tapping her inherent

potential for magic through far less tangible means.
The university is situated within a massive pyramid that many

scholars consider one of the greatest architectural marvels of the

modern Flanaess. Each of the structures three sides is exactly

222 feet long and 181 feet high. No doors, windows, or marks of

any kind mar the pyramid's walls—low-level students announce

themselves at a pre-arranged spot and are taken within by tutors

armed with magical means to bypass the pyramid's many
protections. A six-foot-high wall surrounding the pyramid is

likewise featureless.
The pyramid features an immense underground auditorium

and nine floors, each representing a specific level of arcane

magical study. Initiates learn cantrips and Ist-level spells on the

Magic lessons at the University

main floor, and as they progress in study, students move on to

higer floors and more rigorous curricula and tutors. The floors

get smaller and smaller as they approach the pyramid's zenith. A

mess hall takes up a large portion of the ground floor, as do
dozens of small dormatories for the use of students in their first

through f i f th year of study. More experienced students and

instructors are expected to keep quarters in the city proper, or on

some demiplane parallel to the university's metaphysical axis.

Though instructors and senior students pass in and out of the
university with regularity, the youngest and rawest applicants do

not leave the pyramid for at least two years after their initial

visit. During that time, the would-be arcanists study the funda-

mentals of magical theory. Graduates of this strict regimen,

during which no spells are actually taught, liken the process to a

test of endurance—a weeding out of dilettantes and those who

lack the discipline required to channel arcane magic appropriately.

The college expels students only under the most dire circum-

stances (theft of a magical treasure from the vaults, destroying

university lore, and murder top the short list of exile offenses).

Nearly every student who leaves the university does so by her

own volition (the longest apprenticeship on record was that of

Bandul the Keen, an indolent lout who dithered at the lowest

levels of the college for 27 years before accepting a position as a

minor functionary in Hardby's unremarkable guild). If an

apprentice leaves the university for any reason, she may never

return to it unless she does so as an accomplished mage.

Students reaching the end of their apprenticeship (gaining a

first level in either the wizard or sorcerer class) are encouraged

to leave the school and "explore the world" (read: roam about

violating ancient tombs and vanquishing monsters with magic).

Such encouragement has led some of the more staunch magical
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guilds and institutions of the Flanaess to coin the term
"Greyhawk Method" to signify an intellectual pursuit tainted by

^ commercial or foolhardy concerns. Such paragons decry the
< university as a training ground for base mercenaries, which many

P*« professors view as a kind of unintentional endorsement.
X The first floor houses about 100 apprentices (who possess no
L^

actual spellcasting power), two dozen functionaries who keep the
O place running, and five priests of Boccob who spend most of
^ their time magically generating food and drink for students not

allowed to leave the premises. About 60 Ist-level novitiates study
on the second floor, 40 2nd-level novices on the third, 20 3rd-level
arcanists on the fourth, 12 4th-level casters on the fifth, and six
5th-level wizards and sorcerers practice their abilities on the
sixth floor. Floors seven through nine sport at most three or
four students each, usually taught by a single instructor (teams
of varying sizes oversee students on the lower floors).
Generally, instructors are about three levels higher than their
brightest student, though the gap grows larger the further one
ventures up the pyramid. None are lower than 7th level. Lower-
level teachers draw a respectable salary, but the best and most

skilled instructors usually bargain a term of service with the
university in exchange for spells or lore unavailable anywhere
else. The life of a powerful instructor is an easy one, especially
when compared to the dangerous adventuring through which
most gained their magical experience. Tutors generally view
their terms in a pleasing light.

The university's principal, the canny Kieren Jalucian [NG hm
W21], faces the daunting task of keeping order in an edifice
teeming with miscast spells and often extremely self-interested

students and faculty. Jalucian tolerates no serious conflict among
his staff or students, encouraging antagonists to solve their
differences in non-lethal mage duels in an auditorium-like cham-

ber in the university's understructure. The institution officially
excludes no one on the basis of alignment, though Jalucian
personally has little tolerance for openly evil members of his
staff, a practice that has led to some serious difficulties with the
new Senior Tutor. The Principal keeps personal rooms at the
apex of the pyramid, where he can sometimes be found in the
company of his paramour, Jallarzi Salavarian of the Circle of
Eight. Rumors tell that Kieren was invited to join that august

order after the destruction of Otiluke and Tenser, but that he
refused due to his duties as master of the Guild of Wizardry (on
top of his position with the university). Now that he has passed
on his role in the guild to another, it may only be a matter of
time before he opts to join Bigby, Otto, and the others. That is,
if Mordenkainen, who has openly derided Jalucian as a "hopeless
idealist," will have him.

Until the end of 591 CY, the university's Senior Tutor was an

ancient, decrepit wizard by the name of Tobin Potriades. In
Patchwall of that year, his body finally gave out, and he died

peacefully in his sleep. The archmage's most tenacious political
opponent, Abrazaldin Hosk [NE hm Wiz20] was only too happy

to move into Potriades's ostentatious chambers in the pyramid's
top floor, which he had coveted for more than 40 years. Though
he appears to be approaching 50, Hosk claims to be more than
100 years old, a refugee from Dorakaa who fled when the rise of
luz turned the former Ferrondian regional capital into a living
nightmare. The archmage's hatred of luz is one of the few rea-
sons he is trusted by the other instructors at all, as Hosk makes

few attempts to disguise the fact that he is interested in making

himself more powerful regardless of the philosophical ramifica-
tions of his actions. Worse, he seems determined to pass on his
work ethic to his students. Jalucian and other highly placed
tutors manage to stave off most corruption by ensuring that
Hosk receives mostly students who proved themselves to be
debased or unbalanced long before coming to the university.

Admission to the college requires the sponsorship of another
wizard, approval by a board of tutors, and an initial admission fee

of 100 gp. Older wizards often foot the bill, gaining the appren-

tice's services for the length of his or her initial studies. Training
fees for more experienced arcanists vary, and sometimes involve
quests of magical lore retrieval rather than cash transactions.

Members of all the common races can be found in the univer-
sity, though by far the bulk of students come from Greyhawk or
the surrounding region (the tutors tend to favor "home grown"
magical talent during the approval of potential apprentices).
Most students and tutors are of Neutral alignment, and all at
least pay lip service to Boccob the Uncaring.

DM's Notes: The tomes and scrolls secreted within the
university hold countless secrets, but perhaps none so alluring as

that which lurks behind the pyramid structure itself. Seven years
ago, a student or instructor experimenting with extremely
powerful magic on the pyramid's highest floor miscast a delicate
incantation. The spell shifted the pyramid ever so slightly out of
synch with the surrounding reality, bringing it closer to (still

hypothetical) alternate Material planes. Students and teachers
alike periodically glimpse "ghost proctors," faintly translucent

humanoid images of learners and masters who seem to walk
about the university as if they belonged there, completely

oblivious to any onlookers.
Though word of these apparitions has spread throughout the

Halls, Jalucian discourages investigation of the phenomenon,
officially discrediting any mention of the ghost images as the
banter of idealistic students still struggling to comprehend the
rudiments of illusory magic. Others in the higher echelons of
instructors urge further exploration. Led by Abrazaldin Hosk,
this faction knows that the barriers between worlds can be

pierced. Their certainty derives from a little-known event last
year, in which an elderly human wizard with an all-too-familiar
face appeared within the structure, claiming to have come from a
world known as Yarth. Hosk caught the archmage unawares and
imprisoned him upon his private demiplane, but not before the
strange visitor had a chance to introduce himself as Xagig
Yragurne, Lord Mayor of the city of Greyhawk.

C7: City Mint
The guildhall for the Mintworkers' Guild is the stamping and
casting center for the official coinage of the Free City. This
heavily fortified, windowless hall has but one entrance and is

always guarded by one elite and two standard City Watch
patrols, all with magical and mundane protections. Redundant
warning procedures can summon reinforcements from the City
Watch and the Guildhall of Wizardry at a moment's notice.

Lead-lined, heavy stone vaults beneath the structure reportedly
store staggering amounts of platinum, gold, electrum, and silver,
as both bars and coins. As a result of recent inflation caused by
treasure-hunters returning to the city bearing their new-found
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wealth, the mint no longer manufactures bronze or iron coinage.
Copper commons are falling out of fashion (except in Old
City), and the guild has petitioned the city for permission to
halt their production, though there is some political resistance.
About once a week, at unpredictable times, coins minted here are
transferred under heavy guard to the city's moneylenders and
other city-approved repositories.

Guildmaster Wilyard Greathand (LN hm Ftr3) is best
described as aggressively paranoid, and rarely leaves the City
Mint for any reason. Wilyard has, over the years, acquired quite
an extensive personal collection of antique coins from around
the world, and the only time he will meet with any outsider is
for the purpose of acquiring new coins for his collection.

DM'sNotes: Although the Thieves' Guild sometimes man-
ages to skim wealth from shipments once they arrive at money-
lenders' establishments, Org Nenshen (Guildmaster of Thieves)
and Lord Mayor Nerof Gasgal have forbidden any direct assault
on the City Mint, though young thieves can always dream.

In addition to the standard types of precious metals, the mint
also holds a small supply of iron-alloyed mithral and adamantite
ingots for specialty weapons manufacturing. Other types of
specialty metals may periodically be present.

Wilyard's paranoia seems to have reached new heights in
recent months. Becoming even more reclusive and beginning to
distrust even his most loyal workers, Wilyard has become
convinced that some unknown individual or organization is plan-
ning a major assault upon the wealth of the Mint. As a result, he
has taken the unprecedented step of hiring an independent inves-
tigator, one Gom the Enforcer (NE hm Rog8/Ass3), to uncover
this suspected plot. Wilyard's associates are afraid of the depths
to which this shady character will delve in the pursuit of
his mission.

C8: The New Mill
The "New Mill," or New Mill College, is one of two functioning
mills within the city walls, and serves as the headquarters for the
Guild of Bakers and Cooks. Although some staffers at the Old
Mill resented its construction, in truth the output from the New
Mill isn't high enough to make any competitive impact since
New Mill is first and foremost an educational institution. Here
the various skills of food preparation, from the grinding of grain
and the storing of milk to the final spicing and steaming of an
exotic dish, are well taught by expert chefs from across the
Flanaess. The college is also the site of a great cooking
competition at the end of Brewfest. The mill's cellar sports a
small slaughterhouse and ale-brewing facility.

Next to the mill building is the Chateau, a small yet elegant
student-staffed restaurant that is rapidly gaining a reputation as
one of the finest eateries in all the Free City. The Chateau is
open only for dinner, and serves only foods and beverages
produced at the school. Prices are reasonable, and the food is
superb. Always crowded, it is best to make reservations at the
Chateau at least a day ahead.

Tuition at the New Mill College is double that of Grey
College, however advanced students are in great demand around
the Flanaess as highly paid master chefs. About a quarter of the
40-50 students here are half lings, many from the nearby
community of Elmshire.

DM's Notes: Apparent attacks on the Old Mill operations
(see Living Greyhawk Journal #4), including several deaths, have
caused some anxiety among students and functionaries at the
college. A recent outbreak of food poisoning, though most likely
accidental, has some seeing Scarlet Brothers in every shadowy
corner. Known only to senior faculty is the fact that threatening
notes have been found in several sensitive food-preparation areas,
and security is being tightened, including the hiring of several
guards. The headmaster has been contacting adventurers in a
secret search for magical devices that detect and remove poisons
and pests. The wizard Otto, an anonymous benefactor of the
college and sometimes guest-instructor, has now taken an inter-
est in the problems at the two mills, although his travels keep
him away from the Free City much of the time.

C9: The Bardschool
While the Great Library of Greyhawk boasts the best collection
of written history in the entire city, Greyhawk's famous
Bardschool houses a peerless collection of oral accounts, poems,
and songs. Formed about a century ago by disaffected dons of
Grey College, the Bardschool now serves as that august
institution's greatest intellectual rival (in terms of scholarship)
within the city's walls. In truth, it's not a very fair comparison,
since the Bardschool offers a wide-ranging curriculum with a
strong basis in the liberal arts, spoken histories, and folk
traditions (pursuits the industry-minded professors of Grey
College often see as "soft" scholorship).

Some students of the Bardschool are in fact bards, but the
school is not a traditional bardic college and does not offer
strong training in the magical arts. Its unusual name came from
the self-depracating scholars who founded the institution, who
intended to head off criticism from their former colleagues that
the school would cater only to listless jacks of all trades and not
to serious scholars. The self-depracating, laid-back nature of the
school's name is echoed in the disposition of its students. Often
hand-selected from the dropouts of Greyhawk's other universities,
a Bardschool student often possesses much more smarts than
ambition. Most would prefer tossing ban mots at each other
over fresh beer to the dreary rote learning of a traditional
education. When allowed to develop on their own schedules,
however, Bardschool students often (eventually) produce work
of true brilliance. Roughly three dozen students enroll here at
any time, with educational programs usually lasting from five to
six years, since the pace of learning depends entirely upon the
interest and motivation of the student in question.

Lactile Furlo [N hm Brdl2], the school's droll High Tutor, is
a master bard. He's served the school for half of his more than
60 years, keeping a personal class of a half-dozen of the city's
most promising bards and musical prodigies at his side through-
out the day. He and his special charges maintain a "living"
document known as the History of the Bards. This multi-
volume work tells the story of the city of Greyhawk, supple-
menting the official documents of the Great Library and city
government with a record of Greyhawk's art, beauty, and ever-
developing culture. The work contains many references to
possible adventure opportunities or lost hordes, and Furlo helps
to finance his small school by charging treasure hunters a small
fee to review the document.
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GEM OF THE FLANAESS CONTINUES!
Point your Web browser to www.livinggreyhawk.com for

monthly quarter-by-quarter coverage of the most
important city of the Greyhawk Campaign.There are nearly a
dozen more neighborhoods to cover, so look for Gem of the

Flanaess to continue for a year or more, brought to you by the
same creative minds who kicked off the series. See you online!

DM's Notes: Those who care little for the arts or scholarship
in general still appreciate the Bardschool for its dedication to a
century-old tradition of humuliating Grey College, its students,

and its deans. The two colleges compete against each other at
sporting events in the Free City Arena, and while the
Bardschool simply isn't large enough to field competitive teams
such events are always well attended by students and menials of
the Halls, who hope to see the haughty folk of Grey College

put in their place by a small pack of casual, devious geniuses.
Past humiliations have included countless mascot abductions and
bawdy cheers. At a jumps competition in 579 the entire
Bardschool team emerged from their quarters absolutely naked
save for the requisite boots of striding and springing, their heavily
armored competitors staring in bewilderment at their audacity as
the crowd screamed approvals and appreciation. To make matters
worse, the Bardschool team actually managed to defeat
their befuddled opponents, scoring thirteen rings to Grey
College's eleven.

This year, the Bardschool swore to take things seriously and
field a competitive team. Students have for weeks spread rumors
about "Killer Votz," their mysterious new team captain and star

jumps player. No one has ever seen this star player, but the buzz
(wholly generated by the devious Bardschool students) is so
strongly in favor of the Bardschool that a few deans of Grey

College have been spotted placing bets against their own team in
certain low-class establishments around the district.

"Killer Votz" is, in fact, a much-abused goblin who has been

charmed into thinking himself the greatest jumps player of all
time. Votz stands just under three feet tall, and weighs about 150
pounds less than the weakest member of the Grey College team.
He is, quite literally, a sacrificial lamb. The game of jumps

involves a great deal of physical combat, with the ring carrier
having to leap his way past a gauntlet of opposing players bearing
iron-shod wooden staves. Each team includes one cleric, who
tends to wounded players and who cannot be attacked. That said,
Votz isn't likely to survive even one blow from such a weapon,
which is exactly what the Bardschool players are counting on.

Votz, as it happens, is eldest son of Garrak Bloodbather, the
warchief of the Broken Tooth goblin clan currently besieging
Narwell, on the Wild Coast. The young goblin was captured by
the older brother of the former Bardschool captain, a rambunc-

tious, incautious dandy named Asperd Vondragan [CN hm
Rog4], Vondragan hopes to humiliate Grey College by forcing

its players to kill Votz, which he hopes will so enrage Garrak
Bloodbather that the goblin will march to Greyhawk itself. The
plan is completely absurd and wholeheartedly dangerous, which
is of course what makes it so appealing to the foolish

Bardschool jumps team.

CIO: Bridge of Entwined Hearts
Perhaps the most romantic locale in the city, this elegant stone
bridge straddles the Millstream next to the Bardschool. The area
is popular among students at Grey College, though it sees a fair
amount of traffic from couples from all quarters of the city. A
cosy balcony on each side of the bridge at its highest point holds
a small bench for two, romantic nooks that have served as the

setting for countless marriage proposals throughout the city's
long history. When a suitor suggests taking his beloved on "a
walk through Clerkburg," it's a sure hint that a proposal is in the
works. While some believe the bridge to be magical, most credit

the pleasant atmosphere to the Bardschool's tradition of holding
outdoor music practice nearby. In the secluded space beneath the
bridge one can see many very personal messages of affection

inscribed upon the stone blocks.

DM's Notes: The Bardschool does its best to encourage the

magical reputation of the bridge, and performers purposefully
choose to play romantic music, particularly in the early evening

hours. Bardschool students even have good-natured competitions
based on the types of amorous behaviors observed during
each performance. Magical influence is not permitted during

these competitions.
A frequent visitor to the area is an idealistic young Grey

College student of religious lore named Stakri Sreabl (NG hf
Clr4—Myhriss). Stakri believes that somewhere within the
bridge is a block taken from the courtyard of Maid of Light and

Dark herself, and would be grateful to anyone who helps to
prove her thesis. Her professors remain unconvinced.

Cll:The Savant Tavern
Once the stately residence of a Grey College chancellor, the
Savant Tavern is a popular destination for tutors, sages, scholars,
and other educated gentlefolk. The rambling maze of dimly lit
small rooms, narrow corridors, and tiny alcoves, each with but a
single table and several chairs, is the place to go for intelligent
debate and good ale. The bookshelves lining nearly every wall
contain many well-worn tomes, perused by those seeking a quiet,
late-evening drink alone and perhaps a bite to eat from the

limited menu.

DM'sNotes: On most nights, a quiet scholar of Baklunish
descent can be found sitting in an out-of-the-way alcove, drowning
himself slowly on foul spirits while perusing ancient scrolls
stained with spilled beer. The once-proud scholar, Arkalan
Sammal of Ket (LN hm Expl7, Int 23), succumbed to the
numbing, forgiving embrace of alcohol shortly after his older
brother, the archmage Rary, turned traitor on the city, killing

fellow wizards Tenser and Otiluke and immolating several
blocks of the city in magical fire. Despite Arkalan's public

disavowal of his brother in 584 CY, some Greyhawkers still cast
an unfairly suspicious eye in his direction. He was sacked from
his instructor position at Grey College in 585, and has spent the
ensuing years in service to adventuring bands, a practice he
loathes and continues only to finance his further submersion into

the world of alcoholism.
His mind is still sharp, though his physical condition is

deteriorating. Lost in despair, he fears his brother might turn on
him at any time. Still, he hopes to find someone who can restore
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Rary to his former rational self, as the brothers were once very
close. Recently, Arkalan has had further cause for losing himself
in drink with the news from Ket of a serious illness in the family.
If Arkalan's skills of observation hadn't become so impaired, he
surely would have noticed the several furtive figures who have
been watching him from shadows in recent weeks.

C12: Free City Arena
Oeridians have been obsessed with bloodsport since before the
migrations, and a common truism throughout the Flanaess holds
that one can determine the influence of Oeridians upon a given
city by measuring the size and resplendence of its coliseum.
Originally built during the reign of Ponjes the Bull, when
Greyhawk was considered a de facto outpost of the Great
Kingdom, Greyhawk's once-impressive arena was allowed to
degenerate throughout the years, as the city swelled with
autonomy and individualism. In ruins by the time the infamous
Zagig Yragerne came to power, that worthy figure made improv-
ing the arena a crucial part of his early agenda. "We can still
ignore the arrogance of the Overkings," he once said, "without
ignoring the fact that it's amusing to watch two gladiators kill
each other for the adoration of a loving public."

Zagig employed a cadre of architectural virtuosos to craft one
of the most spectacular arenas in modern times. After Zagig's
disappearance, the Directing Oligarchy forbade lethal combat in
the arena, preferring to focus on athletic competitions between
the city's many colleges (the brutal sport of jumps remains
popular, no doubt in part because its players occasionally manage
to suffer lethal injuries on the field). Last year. Mayor Gasgal
reinstated lethal combat in the arena as a means to deal with
overcrowding in the city's workhouses. Hardened criminals are
now given the opportunity to do battle against imported
creatures or each other at biweekly day-long festivals of
violence. The irony that vicious criminals now rank among
some of Greyhawk's most popular residents is not lost upon the

cynical inhabitants of
the city.

In addition to sport and gladiatorial combat, the Free City
Arena sees action as a home to militia and city watch drills,
countless open-air performances, musical concerts, and holiday
celebrations. At least once a year, guild wizards seal the field's
two entrances with walls of force and flood the playing field
allowing for simulated naval battles that draw observers from as
far as Nyrond.

The arena holds up to 20,000 spectators, and consists of fifteen
sections situated around an ovular field of play. Four large gates
at the east, west, and south of the arena allow large crowds to
enter and exit the structure on a timely basis. Players and gladia-
tors enter the arena from smaller gates at the east and west,
which are in turn connected to a vast understructure of caves,
animal pens, and storage chambers. Seats along the northern side
of the arena command greater prices, with the most expensive
section being that situated just left of the western gate. This
section bears the Grand Box of the Lord Mayor, where Gasgal
and his honored guests admire the competition under the shade
of an elaborately columned roof. In addition to space for dozens
of cronies and functionaries, the Box contains an elaborate wooden
throne known as Zagig's Seat, which to this day is left empty
should the city's infamous mayor drop by for a bit of sport.

DM's Notes: The catacomb of passages under the arena contain
dozens of beasts and creatures from all over the Flanaess, and
even a few from the outer planes. A current champion brawler,
known locally as Vorrex the Bear-faced Mangier, has ravaged all
opponents in the four months since he was first introduced. The
ursine figure is in fact a guardinal, a normally chaotic good out-
sider dedicated to contemplative philosophical pursuits. In late
591 CY, a group of adventurers from Safeton known as the
Crimson Cadre sold the creature to the arena for a pretty penny,
claiming to have captured it in an expedition to the Pomarj. In
fact, the beast's name is Abulax the Even-Handed. Captured by
the cadre after he foiled their attempt to unleash the demon lady
Ahrimanes to assist the forces of Turrosh Mak, the creature now
suffers under a powerful magical compulsion. Abulax outwardly

revels in his new destructive role while inwardly seething with
rage at his current status. If released from his ordeal he

might be able to point his benefactors in the
direction of the Crimson Cadre, who

no doubt plan to renew their
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EXPLORING THE SULTANATE OF ZEIF BY FRED WEINING

ILLUSTRATIONS BY VINCE LOCKE AND RAVEN MIMURA

The Sultanate of Zeif is the greatest of the successor states to
the ancient Baklunish Empire. It has been the dominant force
in the Near West for almost nine centuries, and it is still the
pre-eminent nation of the Baklunish. Zeif has no great range
of hills or mountains to define its territory, but the long
valley of the Wadi Khijar serves to separate the eastern from
the western lands of the sultanate. This valley runs from the
Dry Steppes of the Paynims to the northern coast of Zeif. At
one time a mighty river coursed through the Khijar Valley,
but now only seasonal runoff normally flows over its rugged
bed. In fact, the Wadi Khijar is dry for most of the year,
though the valley may flood for weeks at a time during the
rainy season.

The different regions of Zeif are also distinguished by the
quality of their soil. The northeastern portion of the country
makes up the tilled fields of Retsaba, where almost all Zeif s
farmlands are found. Across the Khijar Valley in the rough
and uneven northwestern lands are the mines of Vaar, from
whence a wealth of chrysoberyls is taken for the sultan.
South of both regions are the uncultivated grasslands called
the Timarral; again, the lands to the west of the Wadi Khijar
are generally rougher than those to the east. Finally, the harsh
Plain of Antal is part of both the Paynim lands and the
sultanate. It tends to be a lawless region, serving as a battle-
ground for nomads and bandits, as well as other predators.

The people of Zeif place great importance on personal
honor and family position; to them, any loss of reputation in
the eyes of their fellows is the greatest calamity. Among
themselves, the citizens of Zeif speak the Osfaradd dialect of
the Baklunish language, but with infidels they will deign to
use the Common Tongue of the Flanaess. Only the well
educated are truly skilled in the use of Ancient Baklunish,
making it the domain of the scholars, officials, and nobles
who use the classical language in their professional affairs.

Politically, the sultanate is laid out in a haphazard-seeming
assortment of lesser territories: pashaliks, beyliks, deylik's,
timars, and the odd emirate or sheikdom. In theory, the sultan
is the unquestioned ruler of all these lands, but in

practice he must contend with opposing forces among his
nobles and within his own government. These forces can range
from local administrators and rulers all the way to the
ministers of the Diwan, and even to the grand vizier; but
most insidious of all are the intrigues of the harem and its
denizens, led by the matron sultana.

THE DIWAN
The Diwan is the sultan's cabinet, made up of the chief viziers
of each government ministry. The sultan appoints its members
with the assistance of his grand vizier, who in turn oversees
the operations of Zeif s bureaucracy. The sultan may dismiss
any of his viziers at will, though most officials have a net-
work of allies in the bureaucracy that can make life difficult
and dangerous for their replacements. However, any acts that
disrupt the smooth function of government are considered
treason, and the sultan may have offenders imprisoned
or executed.

The current sultan did exactly this early in his reign when
he purged the Ministry of the Treasury by executing the
vizier and senior staff and selling their families into slavery.
While this act was not universally applauded, it did stop the
rampant embezzlement of treasury funds, and brought about
remarkable improvements in the overall efficiency of his
government. Of course, excessively brutal sultans must also
beware of retaliation in turn, particularly if the offending
viziers can gain the support of the matron sultana or other
allies in the court.

THE MILITARY
The military of Zeif is broadly divided into cavalry, infantry
and naval forces. The cavalry are led by the officers of the
spahis, the sultan's knights. The senior officers, called spahi
elders, administer their own fiefs, called timars, from which
they must earn sufficient funds to maintain a ready force of
mounted warriors. Commonly, they induct their relatives as
junior officers, and hire paynim mercenaries to provide the
bulk of their cavalry units.
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A spahi is responsible for the actions of his hired payn-

ims, and must make reparation for any damages or casualties
he causes among the citizens of Zeif. While some knights
are very conscientious in their duty, many are not averse to
permitting their mercenaries some small-scale raiding
against travelers (particularly foreigners)—provided the

spahi receives a generous share of the spoils.
The infantry is subdivided into two branches: the regular

army and an elite group of orcish soldiers called the

Uruzary Corps. The regular army is under the direct juris-
diction of the Ministry of War, which oversees the funding
and assignment of junior officers to the different compa-
nies. Commonly, wealthy families will purchase an officers
commission from the Ministry of War for their otherwise
unemployable offspring; it is then left to the senior com-

manders to provide for their training. The most successful
officers learn to rely heavily on their enlisted staff in actual

combat situations.
The Uruzary Corps is another matter entirely. The

legendary sultan Jehef the Splendid created this renowned
force of elite orcish infantry eight centuries ago to serve as

his personal guard. The uruzaries are still the terror of the
sultan's enemies at home and abroad, wielding their great
two-handed swords to devastating effect. The corps has been
enlarged over the years and its duties greatly expanded, but

it is still funded by the sultan and considered part of his

personal retinue. The uruzaries give their loyalty to no one
but him. The senior uruzary commanders are always chosen
by the sultan himself, and bear the title of aga; other offi-
cers of the corps are promoted from within the ranks. The
uruzaries are renowned for both their fierceness and their
iron discipline.

The Royal Navy of Zeif is nominally under the jurisdic-
tion of the Ministry of War, but a high admiral called the

kapudan pasha, who has direct authority over the navy and

its captains, actually commands the fleet. Naval commis-

sions are purchased in a manner similar to that of the regu-
lar army, save that payment must be made to both the kapu-
dan pasha and the captain of the particular vessel on which
the junior officer is assigned. Generally, these arrangements
are negotiated with the ship's captain beforehand, allowing
him to choose the most worthwhile candidate.

Sufficiently experienced officers may rise to the rank of
naval captain, with the title reis, though such advancement is
very expensive. The promotion often can be so costly that

the potential rise will require the support of a wealthy

patron, or patrons, from whom he can obtain the necessary
tribute money. This might easily cause the captain's loyalty
to be divided between his naval superiors and his civilian
sponsors, but typically a reis of the Royal Navy will resolve

this conflict by giving his first loyalty to himself.

A spahi, one of the sultan's honored knights



THE CLERGY
The merchants' alliance known as the Mouqollad Consortium
serves the sultanate by ensuring the continued flow of trade.
Officially, it is an advisory body to government, with no
granted authority. However, the vizier of Weights and
Measures is usually a cleric of Mouqol (as are many in the
Ministry of Trade), and he will work closely with his fellows
in the Mouqollad to maintain the sanctity of the market-
places of Zeif.

The Mouqollad also directs international trade, whether
conducted over land or sea. Land trade is the province of the
caravan-masters, and most caravan circuits are well established
and assigned to specific merchant clans, though each journey
offers its own unique dangers and challenges. Similarly, sea-
trade is the province of the merchant-fleet captains. Local sea-
traders may travel alone or in pairs, but those making longer
journeys do so in larger flotillas of as many as a dozen ships.
Candidates for mastery of a caravan or captaincy of a mer-
chant-ship must have fulfilled many years of service to the
consortium, and they will only be installed after rigorous
examination by the Worthy Elders of Mouqol.

The Qudah is the Zeifan assembly of the Exalted Faith of
Al'Akbar. The purpose of the Qudah as a whole is to
strengthen and support the lawful institutions of the

Mogh Sultan Moradappears young, he has ruled nearly 40years

The Sultan's Truce
Though the servants of the Caliph

never ceased in their labors during the brief
years of Ozef's reign, theirs was not the only

voice the sultan heeded. Many of the lesser officials
of the old regime had defected to the side of Ozef

Khan (as he was then known) during his years of strug-
gle against the false satraps who were their former
masters. Some of these defectors now managed to

ingratiate themselves with the new sultanate, and they
worked to diminish the influence of the missionaries
from Ekbir. Other long-standing conflicts began to

re-emerge as well, whether between nomad and town-
dweller, between ore and human, or simply between

local clans and families revisiting old rivalries.
Ozef's answer to this was the sultan's Truce. Still

considered the first law of Zeif, the sultan's Truce
declares that the sultan is the single ultimate and prop-
er authority in the Sultanate. It dismisses the claims of

all others and binds the fate of the entire nation
to the sultan's will.

By invoking the first law of Zeif, Ozef removed many
petty, local tyrants from power and placed his own loyal
servants in charge of towns and villages throughout the

new Sultanate. Even commoners could be elevated to
positions of authority, and this often was often a

necessity, for the only nobles recognized in Zeif were
members of sultan Ozef's personal clan, the Osfaradd.

However, members of the old aristocracy quickly
joined this group through intermarriage and
adoption, until now all thattruly remains of

the first sultan's clan is the family
name and their particular

dialect of Baklunish.
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sultanate, but many of its member clerics also take it upon
themselves to protect the interests of the common people.
While there are certainly other clerics of Al'Akbar in Zeif,
only the members of the Qudah are officially recognized by
the government. This group also differs from Zeif's other
bureaucracies in that it has no tradition of hereditary succession,
and almost all its members are from families of common birth.

Their chief priest is called the pir qadi, and he has the
unenviable responsibility of reconciling the ethical require-
ments of the Exalted Faith, under the authority of the Holy
Caliph, with the duties imposed upon his assembly by the
laws and government of the sultanate. The appointment of any
cleric to civil or military office ultimately derives from the
sultan and the Diwan, but among the faith of Al'Akbar such



an assignment is also based on the official recommendation of
the pir qadi.

Many other religions are represented in Zeif, and some are
widely followed—particularly those of the familiar feminine
Baklunish deities. However, the activities of these conserva-
tive ethnic religions in modern Baklunish society are more
limited, perhaps due to the influence of priesthoods drawn
mostly from the aristocracy. (The exception to this is the
faith of Geshtai, which is vitally important to the agrarian
economy, and plays a very practical role in the lives of its
adherents.) Traditional element-worship is not uncommon, but
most of these religions are only loosely organized. Likewise,
numerous hero and ancestor cults, some of which may be quite
prominent in certain small communities, play only a minor
role overall.

A SURVEY OF
MODERN ZEIF
The Sultanate of Zeif boasts some of the most populous cities
of the Baklunish West, each with a host of intrigues and inter-
esting locales. From the crowded avenues of the capital to the
desolate, airy markets of Antalotol, Zeif offers countless
opportunities for an adventurer to make a profit, and to get
himself in a great deal of trouble... (See the map of Zeif on
the inside back cover for geographic details.)

ZEIR-I-ZEIF
This coastal metropolis is the capital of the sultanate that
bears its name. Often called Zeif City by infidels, it was
founded by Ozef the Warrior almost 900 years ago at the site
his coastal encampment. Here the ships of Ekbir first landed,
bringing aid to their beleaguered ally during his war against
the Imperial Pretenders. After Ozef s final victory in 2353 BH
destroyed the last traces of the Satrapy of Ghayar, the caliph
himself journeyed here from Ekbir to inaugurate both the new
sultan and the new nation of Zeif. Unfortunately, the close
relationship between the zeif and Ektoir did not survive
Ozef s demise at sea in 2366.

Ozef reigned as sultan for only 13 years. He accepted the
invitation of the caliph to visit Ekbir in 2366 BH, but tragedy
struck when his galley was attacked by a huge sea-monster—
the terrible dragon turtle Xoshour. Xoshour had been a
menace to sea-travelers for over three and a half centuries,
though it had not been encountered within sight of the coast
in all that time.

Yet the monster struck the sultan's vessel even as it passed
by the mouth of the Tuflik, overturning the ship and scalding
escaping crewmembers to death. Witnesses on shore saw one
figure fighting the dragon turtle from the keel of the over-
turned ship until it was lost from sight within the steaming
vapors of the battle, but no survivors emerged from the
combat. Ozef's remains were never found.

The great dragon turtle Xoshour

Sailors have reported sightings of Xoshour over the years,
now with but a single eye, the other having been put out long
ago in its confrontation with the first sultan. If it still lives, as
some scholars believe, then the monster must be ancient
indeed, and they surmise that the dragon turtle may possess a
great store of the sorcerous lore of old. Most adventurers sim-
ply presume the monster's hoard to be immense, perhaps con-
taining treasures from the imperial Baklunish era as well as the
lost heirlooms of Ozef the Warrior, and for this reason alone
will continue to seek out the beast.

Even in the wake of Ozef s tragic death, both the city and
the Sultanate of Zeif continued to grow. The city expanded
out from the shore and is now encircled by 18 miles of multi-
leveled wall made of blue granite from the western Vaar.
Ismuyin the Wise began construction of this wall in 2550 BH,
and it is still called the Sultana's Girdle in her honor. Each of
its ten grand gates is covered in patterned mosaic designed
by the esteemed lady herself to represent the name of the
goddess Istus.

Even as the heirs of Ozef have been installed on the sultan's
Couch in their turn over the centuries, so have the customs of
the court become more entrenched, until only a strong will
and ruthless mind may hope to control Zeif now. Usually, the
prestige of the matron sultana and the authority of the grand
vizier serve to check the power of the sultan, whose tyranny



would otherwise be absolute, while he in turn will favor one
against the other in hopes of diminishing the influence of
both. Thus is formed the traditional conflict that has played
out many times through the years in the Palace of Peh'reen.

PALACE OF PEH'REEN
The heart of government in Zeif is the palace of Peh'reen. It is
the home of the reigning sultan, Murad (LN human male
FtrlS). He is called "the Proud" because of his claim to be the
rightful sovereign of all the Baklunish, but in truth he has
done little to enforce this claim, and thus often is called
Murad the Wary instead. This is appropriate, for the sultan is
suspicious by nature and difficult to decipher.

The palace itself was commissioned by sultan Jehef "the
Splendid" and completed in 2481 BH. Its golden-hued walls are
made of the richest marble in Zeif, and its bronze gates were
worked by the finest craftsmen in the Near West. Peh'reen is
a world unto itself, divided into three major sections to serve
as government capitol, royal residence, and private academy.

The first section is called the Outer Palace, and houses the
ministerial offices and the Chamber of the Diwan. If is the
demesne of the grand vizier, Okolloz Seyish (N human male
Ftr8/Wizll) "the Statesman." This is the only portion of
Peh'reen that a typical citizen or visitor can ever expect to see;
even the royal viziers must have the sultan s permission to
enter other sections of the palace, though it is usually granted
to them as a matter of course.

The grand vizier himself is an imposing figure, well past
middle age, but strong and remorseless. His devotion to the
sultanate is unwavering, but as a devout follower of Istus, he
tends to leave the disposition of individual lives in the hands
of fate. His concern is the nation of Zeif as a whole, and he
encourages the sultan to rule rationally, despite the influence
of other members of the court and the royal family. The rest
of the sultan's court tends to follow policies based on whim if
not strongly held in check by the grand vizier.

The royal chamberlain oversees the Inner Palace, as the
second section of Peh'reen is known. The current royal
chamberlain is Awan Mevet (N human male Wiz7/Lor6),
who often is called "the Panderer of Petitions," for he has
been known to accept gifts of money or other favors in return
for using his influence with the sultan. Also part of the Inner
Palace are the Twelve Vaults, as the great archives and treasuries
of the sultanate are known, though the last of these remains
empty, having been built only to house the fabled Jacinth of
Inestimable Beauty, which was lost before the palace
was completed.

The privileged residents of the Inner Palace also include
one hundred of the most disciplined and fiercely loyal of the
uruzaries, who serve as the sultan's personal guard. Of course,
the sultan's personal chambers are located here as well, though
he often will be found elsewhere, for he has many dwellings
to choose from.

Perhaps chief among these alternative dwellings is the third
and most infamous section of the royal palace—the Harem.
Ruled by the matron sultana, this is the home of the sultan's
numerous concubines and consorts. All of these are chosen for
their beauty and kept secluded from outsiders, at least until
they have served long enough to be entrusted with the title
and privileges of a sultana.

The Harem also has many other residents, the most impor-
tant of whom are the sultan's own children. They are generally
kept segregated from the adults. There are well-appointed
nurseries for the youngest, and dormitories and schools for
the elder. The finest scholars in Zeif are retained to instruct
the sultan's offspring, and the children of favored nobles are
also permitted to receive their education here. Thus, many in
Zeif s ruling-class are close acquaintances from their youths,
and the friendships and rivalries formed in these years are
often sustained throughout the rest of their lives.

The matron sultana is the sultan's mother. She is named Nur
Karu (LE human female Rog6/AsnlO), and began her career as
a beautiful young concubine of the current sultan s father.
With the passing of the years, she has become an increasingly
powerful and mysterious figure, so that she is now often
referred to as "the Veiled sultan."

The notorious rivalry of the matron sultana with the grand
vizier has grown so great in recent years that a state of palace
warfare has developed between the two. Each competes against
the other to gain a greater number of allies at court, with the
ultimate prize in this game of political chess being Murad; but
both parties have proven willing to use any means necessary to
secure their own advantage, including execution or assassination.
Currently Okolloz maintains the upper hand, but Nur Karu is
always searching for ways to embarrass or demean her opponent
in the eyes of the sultan, and she has found her share of allies
in the Diwan who chafe under the strict supervision of the
grand vizier.

FORTRESS OF THE SEA LION
Across the causeway from Zeif City sits the fortress of the
Sea Lion, home port to the high admiral of the royal navy,
Pandhar Reis (N human male Ftrl6), the kapudan pasha. For
26 years Pandar Reis has flown the sea-lion banner from his
mast, and he has sent many of his sons to die in battle for the
further glory of Zeif. The kapudan pasha is more often away
at sea than at his island home, but both his harem and his
treasury are well stocked and well guarded.

A large man with huge appetites, his lust for travel is
perhaps his greatest craving. On his ostentatious, seven-decked
galley, the Lion s Mane, he roams throughout the gulf waters
and the southern Dramidj. He gives lip service to the Lady of
Fate, but if he has any true religion it is the sea. As a practical
matter, he also reveres the elemental powers of wind and wave,
sacrificing to them as the need arises. Though he is seldom
seen at court, the kapudan pasha is still a favorite of the sultan,
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Battle Beneath the Waves
The naval disaster called the Battle

Beneath the Waves was the culmination of
many years of tension with Komal and the merfolk
of the gulf. The battle itself took place in 3095 BH,

afteraseries Komali raidsagainsttheportofYif Qayah.
Despite warnings from his locathah scouts about a

large gathering of mermen, the kapudan pasha of the
Zeifan fleet pursued the Komali flotilla into the shallows
of Ikayal Strait.The broad-ribbed coasters of Komal were

no match for the huge war-galleys of Zeif in a direct
conflict, and the Zeifan captains looked for an easy vic-

tory. However, once in the strait, the Zeifan captains
found their oars bound and their ships breached

beneath the waterline.
One third of the Zeifan fleet was lost that day, and

nearly half the remainder was lost before they could
reach their mainland ports. A huge number of prisoners
were taken, with all of the officers being claimed by the

merfolk. Most of them were eventually ransomed, but
not before they had spent several years in servitude to
the mer-sheiks. Yif Qayah came under the sovereignty
of Komal, while many of the other island colonies of

Zeif shook off the yoke of the Sultanate and began to
form their own alliances. Piracy went nearly unchecked

for many years in the gulf and in the Qayah-Bureis
chain. Zeifan supremacy in the southern Dramidj

was brought to an end and Zeifan sea power
was crippled for half a century.

and he always brings ample tribute when appearing before his
sovereign to ensure that this remains so.

THE HIGH BEDESTAN
As headquarters of the Mouqollad, this complex is both a temple
and a working marketplace, though its most important function
is the administration of the merchant's consortium. The Worthy
Elders of Mouqol hold court here on a monthly basis, receiving
petitions from consortium members and hearing news from
the trade missions. They are led by the Most Worthy Feyin

Cemul (N human male CM9 of Mouqol), an aged priest whose
contemplative demeanor belies his skill as a master negotiator.

Sages and specialists from within the ranks of the consortium
are brought in to augment the priestly council during the

spring of each year. This is when examinations are held to
determine who will be admitted into the prestigious order of

the Assayers of Magic, and who will be advanced to the level
of master assayer. This three-week event brings candidates
from all over the Baklunish lands into Zeif. Its conclusion
coincides with the beginning of caravan season, when old
assignments are confirmed or concluded, and new assignments
are made for the coming year's trading missions.

This year, there may even be candidates for admittance to

the Assayers of Magic arriving from beneath the Baklunish
seas, as members from both of the Mouqolladi mer-clans are
expected to take their examinations in spring. A special seawater
fountain is kept in one the inner courtyards of the Bedestan,

attached to several submerged chambers specifically designed
to house such guests.

ZEIR IMARET
First among the imarets of the sultanate, this edifice serves
not only as a hostel, but also as the gathering place for the
leaders of the Zeifan branch of the Exalted Faith. They meet
here when summoned by the sultan to determine issues of

religious practice, and here they remain until they render a
judgement that is pleasing to him. Their chief priest is Pir
Nerrim Qadi (LG human male Clrl4 of Al'Akbar). This tall,
highly energetic leader of the Qudah is, at age 36. the
youngest pir qadi in three centuries.

The clerical assembly holds council on other matters, as
well. Evidence gathered by the ongoing quest for the Cup and

Talisman of Al'Akbar is regularly reviewed here, and the
most promising reports are assigned to teams of experts for

further investigation. The Qudah also engages in exploration
of other events beyond Zeif s borders: one such expedition is
being formed for a journey into the Dry Steppes, where the
Qudah seeks to learn the truth behind rumors of a new Mahdi
among the Paynim dervishes.

KABIR KAFEZ
Sultan Firouz built this edifice on the grounds of the royal
mausoleum in 3CH9 BH to house his younger brother, Mansur.
While not a part of the city of Zeif proper, the Kaf ez is still
purely dependent on the capital city for its existence. It is the
prison palace, the residence of the sultans heir apparent. Upon

reaching his majority, the royal heir is promptly removed to
the prison palace and given the title Sheik al-Kafez. The
current Sheik al-Kafez is Tariq (N human male Ftr9), sixth
son of sultan Murad, who has resided here in isolation with
his small retinue for nearly three years. The sheik is consid-

ered sovereign within his palace, but he has no direct contact
Witt any outside its dark walls.

The true master of the Kafez is black Naubek (NE lich
male SorlS/Clrll), who is called the Grim Vizier. Once a
powerful sorcerer-priest, the Grim Vizier has held his current

office for over two centuries. He seldom leaves the crypts of
the Kafez, but when he must, he is swathed in deep, heavily
scented robes and accompanied by a train of servants both



Dhabiya's ancient gates

living and unliving, including famed odalisques from years
past. An appearance by the Grim Vizier at the court of the
sultan is an occasion of the greatest dread and embarrassment.
The Grim Vizier is responsible both for the protection of the
royal heir, and for his disposal when the need arises. Once the
sultan's heir has been delivered into Kabsr Kafez, he will not
be released until the sultan himself is surrendered once more
into the care of the Grim Vizier.

DHABIYA
Though it was little more than a remote provincial village at
the time of the Invoked Devastation, many Dhabiyans still
consider their home to have the most ancient pedigree in
Zeif. First built by imperial satraps in the last years of the
Baklunish Empire, it remains a stronghold of traditional
elementalism (particularly fire-worship) to this day. The
upper gates of the city even bear the twin-shedu emblem of
the Baklunish Empire. The upper city itself is seldom visited
by outsiders, but the lower city is the hub of trade for the
northern Zeifan coast. Shipbuilding and sea-trade are promi-
nent here, and most commerce is dominated by the
Mouqollad. The exception to this is the slave trade, which
remains the province of the city's old families. This also
serves to indicate the divided nature of the community.

The old families of Dhabiya make up a nearly closed
society. Many of them are related to the inhabitants of the
Ataphad islands, and are distinct in their traditions and even
in their speech; they do not favor the Osfaradd dialect of
Zeif, preferring to use Ancient Baklunish with outsiders.
They have little affection for the Mouqollad (whom they
consider upstarts) or the Qudah (whom they deride as "peas-
ant-priests"); they also sneer at the royal navy, whose captains
are so readily bought. They do seem to avoid offending the
uruzaries and the spahis, but few of the ore-soldiers are sta-
tioned in Dhabiya, and the knights seldom visit the coast.

The common folk of Dhabiya are usually very deferential
to the local aristocrats, though newcomers who have dealings
with the old families often find that they have unknowingly
violated some unwritten rule of conduct. When this happens,
the offending persons are best advised to leave as quickly as
possible, otherwise ill-fortune will certainly befall them.
Commoners refer to this as the "evil eye" and will do their
best to avoid contact with anyone so afflicted. Even prominent
officials have been thus beset, so few outsiders seek service
here. Administration of the town is therefore generally left
in the hands of the old families.

The sovereign of Dhabiya, Rafayda Amir (NE human
female Ftr9/Blk6), rules her town almost independently of
theDiwan. The amir appears slight, but is agile and untiring.



and is a formidable swordswoman. While she can be very
charming, she is also utterly ruthless and disdains
charity in any form. It is rumored that her family fortune was
made in illegal flesh trade with the Ataphads (where slaves are
commonly used as ritual sacrifices), and many people
suspect it continues still.

THE SANSERAIL
Built during the final days of the empire, the Sanserail is one
of the oldest structures in Zeif, sitting above the city of
Dhabiya like a pillar of indifference. Legend says that the last
imperial high priestess of Istus sent her followers here with
consecrated tapestries and orders to begin construction on a
new sanctuary. The temple was still incomplete when the
Invoked Devastation struck, and has for over a thousand years
remained unfinished. Though the imperial high priestess died
in the cataclysm when the ancient home temple was destroyed,
the priestly line and legacy of Istus were able to continue
unbroken here in the north.

Rather than being domed, the roof of the Sanserail is made
of canvas that is re-draped every three years. By tradition, the
old canvas is transported to the ruins of one of the ancient
temples to be burned. The regular daily rituals of Istus are
conducted in the outer passages of the Sanserail, while the
inner sanctuary remains a place of meditation. Private rituals
are also conducted on certain nights, but only members and
servants of the old families are normally invited
to participate.

NAFIQ
Originally a Zeif an naval base, the town of Nafiq later grew
up around the docks, and it still retains much of its original
military character. Its thick walls and broad streets are laid out
evenly, radiating from the dey s palace in the north central
section of the town. Twin-towered gates are set in the walls
facing south, east, and northeast, while a great, lone tower
guards the harbor.

Many years after the Battle Beneath the Waves, when a last-
ing peace had been achieved with the merfolk of the gulf, the
sea-people returned a large number of captured sailors here at
the order of their great sidi. Since then, Nafiq has provided a
home for elderly seamen—both naval officers and common
sailors alike. Off icially, the government provides these lodgings,
but the Mouqollad supplies most of the financing, just as they
have for over a century and a half.

Representatives of the mer-sheiks still travel Nafiq for
trade, festivals, or other ceremonial engagements, and Zeifan
naval officers will often guest with them at their submerged
oases in order to maintain friendly relations between the royal
navy and the sea people. These air-filled grottos offer shelter
and sustenance for surface-dwellers, along with other necessities
that give such visitors from the surface the temporary ability
to breathe under water.

The current ruler of Nafiq, Yildwar Dey (LN human male
Rog4/FtrlO), is well liked by both the local inhabitants and
the neighboring merfolk. This aging veteran of the royal navy
is a skilled leader, though his ambition reaches no further than
his current station. His family was of high enough position
for him to receive his education in the Harem alongside the
future sultan, Murad. They were close friends in their youth,
but Yildwar has seen what the years in high office have done
to Murad and he wants no part of life in the sultan's palace.

ARM OF KWALISH
The inventor Kwalish lived here over 400 years ago, and the
fortified workshop he built for himself is still to be found
high on an inaccessible rock pillar several hundred yards from
the mainland. A narrow arch once spanned the gap between the
cliffside and the pillar, but that has since crumbled into the
surf below. The upper works are also much weathered but
local residents still know this place as the Arm of Kwalish. It
is thought to be filled with traps and guardians designed by
the great inventor himself, along with a number of his other
intriguing but generally less dangerous works.

Many examples of his works—murals, sculptures, and bas-
reliefs, as well as other, specifically mechanical inventions are
found throughout Zeif and abroad. Even the Sidi of the sea
people was one of his patrons. Kwalish designed the great
Dome of the Reef for that renowned ruler of the mermen, as
well as numerous devices for the use of his subjects. The
various minor inventions of Kwalish are still highly sought
after by collectors, as are the original plans for his creations.
Some believe that Kwalish left scrolls with his outlines for
several major unfinished works hidden somewhere in his
workshop: but if he did so the plans are well concealed, for
they have never been brought to light.

BEIT CASTAN
The seaside town of Beit Castan is the southernmost port
within the borders of Zeif. Its low walls and narrow towers
give little evidence of having faced any assailant save the
weather, and the dey s palace is an unassuming villa overlook-
ing the shore. The unpaved streets of Beit Castan circle the
town, weaving in and out of the plaster-walled buildings with
no apparent pattern.

Once considered part of the Bakhoury Coast, this town
came fully under Zeifan administration following the
self-exile of its famed Last Amir two centuries ago. The old
families of Beit Castan still have many ties to the other
coastal settlements, and traders from Oum al-Ghayar and
points south are frequent visitors to this port. Many come for
the fine pearls that are gathered here, for the pearl beds of
Beit Castan are among the richest in the gulf.

Not all trade is quite so open, however. Beit Castan is
known to harbor members of a smuggler s cabal called the
Dusk Lash that operates throughout the gulf. The cabal makes



Four Feet of the Dragon
To a perceptive few, the Pillars of Istus have

come to represent the folly of men and women
whose desire to rule the world nearly brought its
end. However, the vast majority of people hold a

great reverence for anything associated with the Lady
of Fate and the days of empire. It is generally believed
that the Four Feet of the Dragon (a simple philosophy
based on honor, family, generosity, and piety) was first
expounded here, and that an oath sworn on the Pillars

of Istus is sacred. Anyone breaking a vow made on
the Pillars will certainly find his reputation
destroyed, and the onus will continue to

follow him wherever he goes.

its local headquarters in a dockside kiosk that abuts the tem-
ple of Xan Yae. It is well known that most cabal members are
worshippers of the goddess, but so are many people in

this region.
The ruler of Beit Castan is Turfian Dey (N human female

Rog5/Shd7), who is also one of the few licensed privateers

outside the Bakhoury Coast. Her ship is named the Silent

Siren, and has had surprisingly good luck in encounters with
the ubiquitous coastal smugglers. The patrols of the royal

navy have met with less success in the region, but they are
still treated with respect by the locals.

GARDEN OF SHADRAKIR
This narrow tract of parkland on the northern side of the
town was walled off by the Last Amir and dedicated to his
old friend, Shadrakir the Seer. It is filled with an abundance

of plants and many small animals, some of which seem unusu-
ally intelligent. Like nearly everything associated with the

Last Amir this place is rumored to be cursed or haunted,
perhaps because its features seem to inexplicably change,
becoming suddenly dangerous to trespassers.

However, this does not keep the inhabitants of Beit Castan
from having a certain pride in its presence. They believe
visitors to the Garden will not suffer any misfortune if they

are properly respectful, and this feeling seems to be
confirmed by the fact that a small group of monks dedicated

to Zuoken are able to dwell here on a permanent basis without

apparent harm.
The Zuokenai monks tend the paths, bridges and other

buildings, and spend their remaining hours meditating at
Shadrakir s modest shrine. It is said that two small pyramidions

within the shrine display strange inscriptions that change over
time. A few adventurous sages and scholars have visited the
shrine to view the inscriptions and consult with the resident

monks. At least one visiting sage believed the inscriptions
that he read foretold the reappearance of the Last Amir's

island lair, and so he organized a voyage to find and explore it

several years ago. Neither he nor any of his companions has
ever returned.

BARAKHAT
The town of Barakhat lies in the open grasslands north of the
Plains of the Paynims, and the prevailing culture here is that
of the mounted warrior. But rather than being the domain of
tribal nomads, Barakhat is the stronghold of the spahi knights

of Zeif. The town itself is more an intersection of trails than
a single community, having neither walls nor gates. Therefore
the temple and caravansary of Mouqol that sits at the center
of town has its own walls, gates and guard towers. The hand-

ful of other large structures in town (most notably the sheik's
palace) are similarly fortified.

Several major timars are located in this region, which
represents the western end of the spahis' territory. From here
these rural holdings spread across central Zeif in an arc toward

the Tuflik valley. Those timars east of the Khijar Valley are
much smaller than the western fiefs, being hemmed in by the
tilled fields of Retsaba to the north and the tribal Paynim

lands to the south.

Fierce Harvest
The highest ambition for most Zeifan

ores is to have their offspring taken into
the military brotherhood of orcish soldiers who

serve the sultan: the Uruzary Corps. Every four to six
years, lieutenants of the corps gather orcish youth

from throughout the Sultanate in a ceremony called the
Fierce Harvest. Up to half the candidates presented are

chosen for training, and the tribal leaders receive a head-
price for each young ore that is accepted by the corps.

If the new uruzary conscript survives his training, he is
then indentured to a 20-year active term, during which

time he belongs entirely to the corps and the sultan.
Officers may remain for much longer periods, if the
sultan permits, but no active uruzary is allowed to

have personal property, family attachments or
partake of anything that is not provided

by the corps, regardless of rank.



The elected sheik of Barakhat, Koyun Kinja (N human
male RgrH), has ties to the jann tribes of the central plains.
He is an elder of the spahis, but his daughter Deshani (N
human female FtrlO) holds his timar in trust while he governs
in town. She was a successful adventurer for a short time,
travelling as far south as the Sharifate of Risay, and as far east
as the Shield Lands of the central Flanaess. Her father, the
sheik, understands that she desires to resume her adventurous
wanderings but he wishes to groom her for a political career in
her home country.

Barakhat is a rival of Antalotol to the east, much as the
spahis rival the uruzaries. Both towns court trade coming
north through the plains, but Barakhat has certain advantages
due to its connection to the nearby Paynim tribes. Many of
the Paynim are employed as auxiliary troops under spahi
command, and their long history of cooperation increases the
likelihood of nomad guides "steering * caravans westward
towards Barakhat. The natives of Antalotol are well aware of
this, and it increases their dislike of their western neighbors.

PILLARS OF ISTUS
The Pillars of Istus are group of ruins found on a high tel
south of Barakhat that provides the most prominent landmark
in the area. They are the remains of an old temple complex of
the goddess Istus, dating from the last years of the Baklunish
Empire. Though no longer used as an active temple, they still
serve as a memorial to the empire and its ultimate fate.

One ceremony is still regularly conducted here in the name
of the goddess: the holocaust of roof-canvas from the
Sanserail. This is done at nightfall, in view of a gathered
crowd of observers, and followed by feasting and celebration
until dawn. The firing is considered particularly successful if
it brings with it a manifestation of the First Servant of Istus.
This being appears as a great whirlwind that raises the flames
high into the air, then consumes the ashes of the sacrifice. The
attending clerics will then be given portents and visions of
momentous future events. However, the First Servant has not
manifested since the firing of 579 CY, and the followers of the
goddess are anxious for his next revelation.

ANTALOTOL
Near the southern border of Zeif, the caravan-town of
Antalotol sits on the edge of the desolate Plain of Antal, The
town itself is strategically placed, being built on the only high
ground for 10 leagues in any direction. Its walls are construct-
ed of local limestone, and the wood for its gates is bronze-
wood imported from the Ulsprue Range. Almost half of the
inhabitants of this moderate-sized settlement are ores, for the
major portion of Zeif s orcish population lives in the scrub-
lands surrounding Antalotol, though many travel to other
areas (such as the mines of Vaar) in search of work.

An uruzary, elite ore warrior of Zeif



Ziefan Lineage
All dates given in the Baklunish Hegira.

3250 BH = 591 CY.

Ozef (2353-2366), the Warrior

Marut (2366-2402), the Mournful

Tembel (2402-2441), the Lamented

Jehef (2441-2529), the Splendid

Ismuyin (Sultana) (2529-2577), the

Wise (the Weaver)

Ayusen/efez (2577-2608), the Serene

Irmun (2608-2625), the Beggar

Zeyim/efez (2625-2668), the Scholar

Melek I (2668-2702), the Clever

Payezif I (2702-2746), the Poet

Yazerak (2746-2770), the Thunderous

Mirzad (2770-2811), the Holy (the Dervish)

Beroz (2811-2847), the Mariner

Kouroz (2847-2892), the Cruel

Keshkadar (2892-2944), the Golden

Melek II (2944-2982), the Restless

Payezif II (2982-3019),the Pure

Garod/efez (3019-3041), the Reviled

Firouz (3041 -3062), the Dark (the Faithless)

Mansur (3062-3091), the Damned

Turuvez (3091 -3122), the Triumphant

Muktar (3122-3148), the Crafty

Kamuran (3148-3189), the Fortunate

Selim (3189-3213), the Scoundrel

Murad (3213-3250), the Proud

Zeif s ores are descendants of the first humanoid mercenaries

enlisted during the Baklunish-Suloise wars. Though once led

by powerful chieftains, they now form an impoverished

underclass, earning their livings as miners and laborers, or

merely surviving day to day as scavengers. Ores in Zeif are

commonly thought of as "tribeless" though this is not entire-

ly correct. But it is true that they no longer display their once

feared tribal totems and symbols. The orcish language is not

publicly spoken either, though many orcish words have found

their way into the argot used by thieves and other criminals
in Zeif.

The ruler of Antalotol is Nejak Pasha (LE human male

Sor8), a bureaucrat who briefly served on the royal chamber-

lains staff in the Inner Palace of Peh'reen. He has held his

current office for almost seventeen years, far longer than

most of his predecessors. The pasha is stocky and heavy
browed, with broad features rather than the typical aquiline

Baklunish profile. Inevitably, he is thought to have orcish

blood himself, but this is unlikely, for no ore has ever held

non-military office in Zeif.

MUKHAZIN
In the final years of the Baklunish Empire, the city of

Mukhazin was the capital of the most powerful orcish malik

in the Satrapy of Ghayar. After the empire was destroyed the

human survivors of the Invoked Devastation fled from their

ruined homeland, and it was in Mukhazin that they first

found shelter but lost their freedom. Many were enslaved to

orcish masters in those days, as were their descendants until

the city was razed by Ozef Khan at the beginning of his war

against the Imperial Pretenders. Now there is little left above

ground but weathered stones, though there are said to be innu-

merable chambers and passages still partly intact beneath the

upper city ruins. Adventurers are sometimes allowed to

explore this underground environment, but only with the

permission of the local authorities—who, in this case, are

retired uruzaries.

A fortress called Dar-Zaribad is built on the ruins of the

old city, and it is manned by ex-uruzaries who are very protec-

tive of their ancestral home. The commanding officer here is

Uluj Aga (LN ore male Ftrl6j, a scarred, forty-year veteran

of the corps. His troops guard both the fortress and the
remains of the city. It is said they do so even in death, for the

fallen of the Uruzary Corps are brought here to be entombed

under their old banners alongside their fellow soldiers, and in

dire need may be called forth to fulfill their vows once again.

According to legend, one such army of the dead, led by spec-

tral officers, rose to take vengeance against a tribe of nomad

marauders from Ull before turning their wrath upon the sur-

viving Zeifan soldiers who had allowed themselves to be

defeated in the first place.

CESHRA
The port of Ceshra lies on a bend of the Tuflik across the
river from Sefmur, capital of Tusmit. These cities are historic

rivals, dating from the early days of Zeifan hegemony, when

the pasha of Sefmur claimed authority over the bey of

Ceshra. While Sefmur has grown greatly over the years,
Ceshra has added only a few small groups of buildings out-

side its old flintwork walls. These structures line the broad

roads leading to the southern and western gates, while the nar-
row, paved streets within the confines of the town all slope

gradually down toward the riverside.

Ceshra is the hub of trade moving between Ket and Zeif,

and local merchants often employ Paynim mercenaries to

guard their caravans against bandits and tribesmen, particular-

ly in the vulnerable area of the Tuflik Gorge. This practice is



now more common than ever, due to troubles in Ket, for its
patrols have been reduced and it makes little attempt to con-
trol the unruly tribesmen of the Banner and Tusman hills.

Like all settlements in the region, Ceshra has also long had

to contend with raids and extortion by Paynim bandits. This
has lessened over the last two decades, for representatives of

the sultan have made alliances with several of the major nomad
tribes and encouraged them to turn their aggression towards
U13. The Paynim have not conducted a major raid against
Ceshra in over fifteen years, though small bands still some-
times push northward, striking the eastern holdings of Zeif or
across the river into southern Tusmit.

The ruler of Ceshra is Hassan Bey (LE human male Arill),
a middle-aged, life-long civil servant who bears the distinction

of having survived both the sultan's purge of the Ministry of

the Treasury 37 years ago, and his purge of Ceshra 13 years
ago. Meanwhile, within the past decade the pasha of Tusmit,
Muammar Qharan, has allied himself with the court of the
sultan. While this has done little to assuage tensions between
Ceshra and Sefmur, it does reduce the likelihood of actual
armed conflict between the two.

However, the bey of Ceshra is not personally impressive,
and he is jealous and fearful of the charismatic young pasha's
growing favor in the sultans court. Therefore, he works to
diminish Muammar s popularity at home, and he keeps a group
of spies in Sefmur in his personal employ for just this pur-

pose. The sultan has directed Hassan Bey to support
Muammar Pasha, especially in the latter's opposition to Ekbir.
The bey has secretly defied the sultan's command, for he

does not believe the Tusmite alliance can be maintained.
Instead, Hassan Bey has his agents sow dissent in the pasha's
capital, and spread rumors of his debauchery throughout

the countryside

DAOUD'S QUOIN
When Daoud, the legendary philosopher-pasha of Tusmit, was

exiled from his homeland by the forces of the Caliph he set-
tled here on the outskirts of Ceshra. Having been stripped of

all his status and wealth (including his Wondrous Lanthorn),
he lived as a beggar whose only shelter was in the corner of an
old fallen minaret, where Daoud the Mendicant dwelt in utter
poverty, contemplating the ways of Istus and the harshness
of fate.

Daoud gathered adherents to his ascetic way of life while he
dwelt in the shadow of the quoin, and his teachings found a

spiritual resonance that allowed him to grant clerical gifts to
his followers. It is said that at the time of his departure more
than 200 years ago, the jagged walls of his quoin parted, open-
ing like a doorway to a distant plane. Through these doors he
took his final mortal steps, and when they closed again the
substance of the quoin had become the strange, prismatic crys-

tal that it is today.

A Zeifan Chronology
All dates given in the Baklunish Hegira.

3250 BH=591 CY.

2353 Sultan's Truce (Zeif founded)

2454 Uruzary Corps established

2529 Merchants'War

2614 Eastern Fortification

(Lopolla founded)

2769 War of Possession

2788 Banishment of the Sorcerers

2813 Western Colonization

(Bureis founded)

2871 Slaughter of the Sea People

2878 Theft of the Relics in Ekbir

2917 First Khedivate in Mur

2958 Secession ofTusmit

2972 Paynim Unrest; Severing of Ket

3095 Battle Beneath the Waves

3133 Khedivate of Mur granted autonomy

3158 Bakhoury subjugation begins

3186The Sand Battle; Imam overthrown

in Risay

3207 Siege of Zi rat

3237 Purge of Ceshra

3250 The current year

Daoud's Quoin is a sacred place to his worshippers, serving as
their main pilgrimage destination. It is revered as the site of his
apotheosis, but also has the unusual property of disrupting all
magics involving illusion, deception, or compulsion. Often,

people thought to be under the influence of such magics will be
brought to the quoin for the purpose of removing the effects. It
is believed by many that were the crystal walls of the quoin
exposed to the rays of the Wondrous Lanthorn, the latter
artifacts healing properties might be amplified beyond measure.
Others say that the purity of the resulting light would destroy

anything it touched, perhaps including the Lanthorn itself. 5V
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77ze,ye kind and benign humanoids have no useful skills andrespondpoorly to training, conditioning, or
torture. Their hides, however, are quite remarkable, andlhave been able to use them to create a magic
cloak similar to a cloak of elvenkind but only effective in forested environments. Be forewarned: the hide
must be extractedfrom the creature while it is still alive, lam attempting to identify what makes them so
resistant to magic; I suspect it has something to do with their bones.

Medium-Size Humanoid
Hit Dice: 2d8 (13 hp)
Initiative: +2 (Dex)
Speed: 30 ft.
AC: 12 (+2 Dex)
Attacks: Sfiortspear +1 melee or
dart +3 ranged or net +3 ranged
Damage: Shortspear Id8 or
dart Id4 plus poison or
net entangle
Face/Reich: 5 ft. by 5 ft./5 ft.
Special Attacks: Poisoned darts
Special Qualities: Low-light vision,
SR20
Saves: Fort +0, Ref +5, Will +3
Abilities: Str 10, Dex 15, Con 11,
IntlO,Wisl3,QialO
Skills: Climb +2, Hide +4*.
Move Silently +5
Feats: Iron Will

Climate/Terrain: Warm forest
Organization:Band(2-12)
or tribe (30-60)
Challenge Hating: 1/2
Treasure: 1/2 standard
AlignmenftUsually neutral
Advancement: By character class
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Beastfolk
Beastfolk are highly magic-resistant primitive humanoids
adept at camouflage. They have a cooperative society that
does not believe in the supernatural.

Beastfolk have a fine coat of dark green or olive hair
covering their entire bodies. Underneath this outer coat is a
layer of coarse black fur. They can cause the outer hairs to
raise or lower, exposing the darker hair in patterns that help
them hide in their jungle environment. Beastfolk wear very
few if any clothes, and prefer to keep themselves far from

hostile creatures, living peacefully in their remote villages.
Beastfolk speak a very limited form of Sylvan, augmented

by hand and body gestures and alterations in the color
patterns of their fur. A speaker of Sylvan can communicate
rudimentary concepts but usually cannot master the
nonverbal aspects of beastfolk communications.

Combat
Beastfolk usually attack from ambush, but rarely fight except
for food or to defend their territory. On rare occasions they
choose to take prisoners rather than slay enemies outright,

capturing them with nets. Captured prisoners are stripped of
all possessions and then released outside the beastfolk
territory, although subdued opponents that are considered a

serious threat are put to a painless death rather than released.

Poisoned Darts: Beastfolk use greenblood oil (DC 13,1
Con/ld2 Con) on their darts against creatures they
consider a threat (rather than food).

Skills: When in areas of thick greenery, such as
their forest habitat, beastfolk have a +8 racial bonus to
Hide checks.

Beastfolk Society
Male and female beastfolk are treated equally, they divide

tasks so that each utilizes its best skills. The tribal leader

changes often, with the most talented individual for a given
situation taking charge as long as needed. A village holds
young equal to 30% of the adult population. Because of their
high spell resistance, beastfolk are rarely harmed by magic
and therefore largely discount its existence. They have no
spellcasters, relying on herbs and other mundane methods to
treat their sick and injured.

Beastfolk Characters
A beastfoik's favored class is rogue. The have no concept of
deities (or anything they cannot directly see or touch) and

so even beastfolk exposed to creatures that worship deities
are very unlikely to ever gain levels in classes that feature
divine spellcasting.

Locating one of these rare guardians was ppMbAertiafiafid approaching it even more so, for it was more reclusive and
uncommunicative that a typical creature of its type. My agents were finally able to approach it after shrouding them-
selves in dimensional anchor spells. Something inherent in their nature makes them prefer nonlethal methods of deal-
ing with intruders, but we may be able to find some way to create a similar intelligent creature that is not adverse to
slaying intruders instead of repelling them.

Medium-Size Undead
Hit Dice:6dl2(39hp)
Initiative: +1 (Dex)

Speed: 30 ft.
AC: 17 (+3 Dex, +4 natural)

Attacks: 2 claws +6 melee
Damage: Claw Id6
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Scatter defilers
Special Qualities: Undead, +4 turn resistance

aves: Fort +2, Ref +5, Will +7
Abilities: Str 10,Dex 16,Con-,Int ll,Wis 15,Cha 13
Skills: Bluff +6, Diplomacy +10, Escape Artist +8, Intimidate

+8, Jump +5, Listen +7, Sense Motive +7, Spot +10
Feats: Deflect Arrows, Weapon Finesse (claw)

Climate/Terrain: Underground
Organization: Solitary
Challenge Rating: 3
Treasure: None (sec text)
Alignment: Always neutral

Advancement Range: 6-12 HD (Medium-size); 13-18 HD (Large).



Crypt Thing
A crypt thing is a kind of guardian undead, built to watch
over a particular site or object and deal with intruders in a
nonlethal manner.

A crypt thing appears as nothing more unusual than a
skeletal figure in tattered robes. When active, its eyes are
lit with a fierce red light. A crypt thing exists only to
guard, typically a religious treasure, tomb, or holy site. It
normally waits in an alcove or on a chair provided for it. It
speaks Common, and is willing to converse with those that
do not threaten it, and tries to scare away creatures it thinks
are easily cowed.

A cleric 14th or higher level may use the create undead
spell to create a crypt thing.

Combat
A crypt thing only attacks if attacked or if it believes it
cannot drive away those that enter the place it guards. Its
first act is to use its scatter defilers ability, and then

follow up with claw attacks until all of its enemies
are dead or fleeing. If approached by creatures it has
dispersed by its scatter defilers ability, it attacks immediately.

Scatter Defilers (Su): Once per day a crypt thing may
target its enemies with a teleportation effect,
causing them to be transportedlOdlOxlOfeet in a random
direction (use the second deviation diagram on page 68 of
the Dungeon Master's Guide). Targets may resist with a
Will saving throw (DC 14). The targets always arrive safe-
ly, appearing in the closest open space to the target location
(including shifting up or down if necessary) if that location
is occupied by a solid body. This ability affects a number
of enemies equal to the crypt thing's hit dice, all of which
must be within a 30 foot burst centered on the crypt thing.
The transported targets cannot take any actions until their
next turn.

Turn Resistance (Ex): A crypt thing only has its turn
resistance when it is within 50 feet of the place or object
it guards.

It is my estimation that these ape-men are almost certainly the d'kana, a race of intelligent apes that controlled much
the Amedio Jungle millennia ago. My spies located ancient d'kana burial caves, and the physical resemblance of the
remains therein to the dakon is too similar to be coincidental. Furthermore, the presence of spell components andoth
arcane items among the dead corroborates the relation with the dakon leaders'wizard abilities. It seems the d'kana
practiced advanced illusion and abjuration magic, andfragments of some of their spellbooks are likely to result in some ~*
interesting breakthroughs in those fields. I believe the d'kana retreatedfrom the waves ofdeliciously brutal Olman that
eventually migrated there and became nomadic near-civilized creatures. Their remote location and lack of interest in
conquest make them unsuitable trading partners, nor have I been able to find any magical uses for their body pans.

Medium-Size Humanoid
Hit Dice: Id8+l (5 hp)
Initiative: +2 (Dex)
Speed: 30 ft., climb 30 ft.
AC 14 (+2 Dex, +2 natural)
Attacks: 2 slams +4 melee
Damage: Slam ld3+4

^Face/Reach: 5 ft. by 5 ft./5 ft.
Special Qualities: Scent
Saves: Fort +0+lcon, Ref +2+2dex.
Will +0+lwis+2ironwill
Abilities: Str 18, Dex 15, Con 12,
Int 11, Wis 12, Cha 11
Skills: Balance +6, Climb +12, Hide +1
Jump +6, Listen +3, Sense Motive +5
Feats: Iron Will

Climate/Terrain: Temperate and
warm forest, hill, and mountain
Organization: Company (3-12) or tribe (10-40)

illenge Rating: 1/2
Treasure: Standard
Alignment: Usually lawful neutral
Advancement: By character class
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Dakon
Dakons are quiet and reclusive intelligent apes with a
talent for wizardry that prefer to avoid conflicts with
other creatures, particularly humanoids.

Dakons are usually light brown, with green eyes and
black hands. Very social among their own kind, dakons
can be befriended by beings that follow their lawful
customs. They do not associate with apes. They speak
their own language, and those with Int 10 or better also
speak Common.

Combat
Dakons use their great strength to their advantage,
pummeling their foes or grappling. They often grapple
their opponents into unconsciousness, leaving the invaders
bound outside their territory. If confronted by a superior
foe or if they have no reason to fight, they retreat.

Skills: Dakons have
Sense Motive checks.

racial bonus to Balance and

Dakon Society
Dakons are believed to be the same creatures as the
d'kana, a race of intelligent gorillas that held a peaceful
empire in the Amedio Jungle over 2,000 years ago. Now
existing in a much more primitive state, they have a tribal
organization led by an alpha male and female and their
close family members. Tribes occasionally mix to allow
young adults to find mates. Dakons sometimes study
arcane magic, and the leaders often have levels in wizard.

Dakon Characters
A dakons favored class is wizard. It is thought that they
worship deities such as Boccob and Obad-Hai, albeit
under different names.

A few mages have some of these strange insectoid guardians as guards, and I was personally able to steal one for
study. They resemble the tales of a mindless army of insect-men ruled by a cabal of mind-mages known as the
Hivecouncil who allegedly hold some amount of power in the Fabled City ofDar-Kesh Anam. 1 caution you about
holding these unsubstantiated legends as truth, however.

The creature has vestigial growths on its back and arms, which may indicate that it is just one type of creature from
within a many-shaped common race of creatures featuring specimens with wings or even more limbs. Growths within
its primitive brain have convinced me that some of these variants may be more intelligent. The thing's scent detectors
are very keen, and it is likely that the mages that own them (and, presumably, their intelligent cousins, should they
exist) can control them with spells or alchemical items that produce certain scents.

Medium-Size Vermin
Hit Dice: 2d8+2 (11 hp)
Initiative: +0
Speed: 40 ft.
AC: 18 (+7 natural, +1 shield)
Attacks: Halfspear +2 melee or
light crossbow +0 ranged
Damage: Halfspear ld8+2 or
light crossbow Id8 plus poison

Face/Reach: 5 ft. by 5 ft/5 ft.
Special Qualities: Scent, living
crossbow, vermin
Saves: Fort +4, Ref +0, Will +1
Abilities: Str 14,Dex 10, Con 13, Int -,
Wis 13, Cha 11
Skills: Hide +4, Listen +5, Spot +5

Climate/Terrain: Any temperate and
warm land and underground
Organization: Gang (2-5) or Squad (5-30)
Challenge Rating:!
Treasure: None (see text)
Alignment: Always neutral
Advancement: 3-4 HD (Medium-size),
5-6 HD (Large)



iving Crossbow; CR 1/4;
Tiny vermin; HD l/2d8+l; hp
; Init+0; Spd20ft.; AC 14

(touch 12, flat-footed 14); Atk
+2 ranged (Id8 plus poison,
dart): Face/Reach 2 1/2 ft.
FTS]2 1/2 ft./O ft.; SA poi-
son (DC 11, ld2Str/ld2 Str);
SQ vermin traits; AL N; SV
Fort 44, Ref +0, Will +0; Str
3, Dex 10, Con 14,Int -, Wis
10, Cha 2.

Skills: Climb +0, Hide +15,
Spot +7.
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Phalanx Vermin
Phalanx vermin are man-sized and man-shaped insect
creatures with strange natural weaponry. They carry
symbiotic insect creatures they use as weapons.

A phalanx vermin is an upright vaguely humanoid
insect with a hard carapace, two stout legs, two small
arms with small primitive hands, and two large arms,
one of which is shaped like a spear and the other a smalUl
shield. Its head has two eyes, antennae, and pincers
around the small mouth. Small spiky growths cover its
large arms and back, but they serve no combat purpose.
A phalanx vermin can travel at great speed or stand
completely still for hours. The large arms are used for
fighting and hunting, while the small ones are used to
manipulate items such as food or drag slain prey to
a lair.

Phalanx vermin have no apparent means of communi-i-
cation, but like some sorts of normal insects they are
capable of guarding an area against intruders or coordi-
nating their attacks against large opponents. They do
not speak or understand any known languages but may
be capable of relaying simple information via odor.

Combat
Phalanx vermin attack in number, acting as shock troops
with no concern for their own lives. When guarding or
idle, they often cluster together in close formations,
which is how they got their appellation in the
Common tongue.
Living Crossbow (Ex): Some phalanx vermin carry
strange insects about the size of a small shield. These
creatures attach themselves to the underside of the
phalanx vermin's shield-arm and act like a light cross-
bow, fir ing a poisoned dart when prodded by one of the
phalanx vermin's lesser arms. These "living crossbows"

can live independently of the phalanx vermin, and a
normal creature (such as a human) can use one as a
weapon if he has at least one rank in the Handle Animal
skill and takes an Exotic Weapon Proficiency to learn
how to aim and trigger the creature's firing reflex. The
living crossbows require food and water like any animal,
but can easily subside upon meat paste and sugar water.
If not fed, it attacks nearby creatures (including its
"owner") for food.

The living crossbow is treated as a Small ranged
weapon that inflicts Id8 piercing damage, has a threat
range of 19-20 for x2 damage, with a range increment of
20 feet and weighs 6 pounds. It can fire up to ten darts
per day before its store is depleted (it grows its own
darts). Triggering a living crossbow is the equivalent of
triggering a normal light crossbow. It reloads itself
automatically each round. The living crossbow must
cling to one of its wielder's arms in order to be aimed;
this arm is treated as carrying a small shield for the
purpose of determining what you can do with that arm.

Phalanx Vermin ̂ Society
Phalanx vermin appear to have no society, although they
have been encountered so infrequently that it is possible
they are part of some larger whole, perhaps the mindless
warrior caste of an insect society such as the formians.
In any case, among themselves they seem content to
hunt, store food, and guard their lair, honoring no
apparent leaders, vi1
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NEWS FROM AROUND THE FLANAESS

Ahlissa (Adri/Innspa)
The mystery behind the dragon statuettes

being gathered from the Adri by a mysteri-'i-

ous stranger continues to deepen. One suchh

statuette, given not to the strange collectors

but to the local temple of Heironeous (nowiw

only a shadow of its former self), recentllyi'

was stolen from the library in which it had been placed. It

took the actions of a stalwart group of adventurers to returnn

the object. Upon returning from the mission, these heroes

told an amazing tale. Not only had they managed to

apprehend the thief (without discovering the nature of his

employer), but they also claimed to have met and old

Knight Protector of the Great Kingdom during their

ordeal. If the once-great knights are active in the region

once more, interesting times are in store for the reigning

Princess Karasin.

Bissel
Ebbernant is set to see its inns filled to
capacity in the coming weeks. Two major

events will bring hundreds to the town. The

first is the Feast of Fate, an important holy

day of Istus, at which a prophetic tapestry

will be unveiled. The second is Brewfest, which culminates

with the arrival of the extremely popular Barrier Brew, a

secret recipe brewed by the nearby dwarves of the

Barrier Peaks.

Baron Nanjari of the Barony of Bandalar has been resistant

to the Margrave's tax on Bissel's Baklunish citizens, refusing

to collect it. As punishment, Larrangin has increased the

taxes on Nanjari's entire estate and the presence of the

Knights of the Watch in Bandalar. The increased tensions
have led to skirmishes between the baron's troops and the

Watchers. The Bisselite Ruling Council is concerned the

conflict will escalate, leading to interference from Ket, and

they are pushing for a compromise between the two parties.

Dyvcrs
Surviving merchant vessels continue to limp

into Dyvers after repelling pirate attacks on

the open water. More than a dozen ships
have disappeared, leaving many to speculate

about whom might be behind the ruthless

iattacks. One survivor from a ship in the Siggoran shipping

(fleet came forward to claim her ship was boarded and then

scuttled by men from two ships bearing yellow sails.

Meanwhile, as if the pirates didn't threaten to disrupt

trade enough, shipments traveling north out of the Gnarley

Forest continue to experience problems with mysterious

attackers. The Gnarley Rangers, in collaboration with heroes

from around the nearby countryside, have made some

progress at determining what is behind the attacks. Still the

attacks persist. On a more positive note, the deranged rogue

Kaphas and his minions, who had troubled routes from their

lair south of the city, were found and dealt with, leaving the

other overland routes at least a little safer.

Geoff
The Gran March's Army of Retribution and

Geoff s Army of Liberation scored a

stunning victory over a large giant force sent

against Hochoch at the Battle of Bloody

Ridge. The combined armies shrugged off

wave after wave of ores, ogres, and then finally giants before

charges by the Gran March cavalry and Knights of the
Watch broke the giant lines. The routed giant force retreated

to the west across the Javan River.

Grand Duke Owen led a triumphant procession across the

Realstream and entered his lands for the first time since

Geoff fell to the giants eight years ago. Owen's return,

coupled with the discovery of the fabled Gonfalon of

Gyruff, has lifted spirits in the beleaguered land. The Army

of Liberation grows daily as the Gonfalon, with its image

of the Greenman and the Gyric Griffon, flies over the camp.

Gyric refugees that settled in Keoland, Sterich, and the

Gran March are returning to Geoff in droves.

i "8| "" I Gran March
I Recent conflict in and around Hochoch has

V Sg led to the appointment of Watcher Caticial

^j/ Fangorn, Vengeful Elder Wyrm, to a new post

in Hochoch. Officially, Watcher Fangorn and

his entourage are responsible for clearing the

way for more troops and supplies to enter the war zone. All

work crews and caravans on the Buxton's Crossing—

Hochoch route now report to him. Several rumors make his

real purpose out to be something more sinister, though such

rumors have been extremely vague thus far.

Elector Basilio Gesmundo of Barony Dieren died in

honorable combat with the Champion of the Realm after

being brought up on charges of gross dereliction of duty in



regard to recent troubles in Liabac while he was away
attending to personal business in Thornward. He is succeeded
by his 14-year-old son, Esmil. A regent has been appointed to
oversee the Electorate until Esmil has completed his

military service.

Greyhawk
Nak Perjurer, a notorious lowlife common
to the lowest avenues of the Slum
Quarter, recently stirred up something of

a controversy when he appeared at the
prestigious Patrician's Club decked out in
the latest fashions and a bulging purse.

The thin, uneducated man prattled on for nearly an hour
about a treasure chest he won from the clutches of a demon

in the Cairn Hills, though after a few drinks it became appar-
ent that he referred to a warped wooden crate he'd discovered

while scavenging Garbage Hill. The "Stygian Trove," as he
called it (undoubtedly not its real name) contained five small

sealed ceramic casks filled with some sort of liquid. Nak
claimed to have sold four of the casks to a "Halls toff" for
an exorbitant fee, saving the last for "special circumstances."

Though members of Greyhawk's upper class were inconve-
nienced by Nak's presence at the club (by his smell alone if
nothing else), such affairs occur somewhat regularly. What
makes this item noteworthy is that, days later, the
Nightwatch pulled the body of Nak Perjurer from the city's

sewers, near the School of Clerkship. Among his belongings
was an empty cracked ceramic cask topped with a stylized

clay animal head. The man's eyes had been removed, seemingly

by talons or claws. Following up on stories heard from
Patrician's Club patrons, the Watch made a cursory
investigation in Clerkburg to find and warn the noble who
purchased the remaining four casks, but were unable to
locate him.

Highfolk
Highfolk town was gravely threatened with
total destruction recently, as the forest

which comprises the northern reaches of the
community was set ablaze. The Home
Guard, along with many of the adventurers

in the area, managed to contain the conflagration before the
community itself was harmed. Apparently, creatures from the
Elemental Plane of Fire were behind the disaster. A one
square mile area of the forest was destroyed. Mayor
Ersteader and the Town Council are scheduled to meet soon
on the disposition of this land.

Various factions devoted to protecting the Vesve Forest
from the ravages of evil are asking for assistance in matters

involving containment of the humanoid threat that continues
to grow in the great wood. The easten and central forest has
seen a rise in evil humanoid activity, including the construc-
tion of outposts. In the western Vesve, reports of abductions
of the reclusive beastfolk that dwell in the area have the

Rangers of the Vesve very concerned.

luz
Scouts along Furyondy's northeastern bor-
der report excitement across the river in the

hobgoblin Veng Camps. According to their

reports, luz's armies, which had remained
relatively constant in size since the close of
the Greyhawk Wars, have received hundreds

of new recruits from deeper in the cambion lord's domain,
bolstering the demigod's ready military forces.

It's unlikely these soldiers came from the Howling Hills
region, as luzite troops stationed at Fort Krangord have been
beset by a large group of horsed Wolf Nomads for much of
the past month. Led by Leshek Khan, second son of Tarkhan
Bargru, the Wegwiur force numbers about a thousand horse-
men. Their attack came as a result of the murder by luz's
forces of Bargru's f i f th son, Molosh Khan, in Coldeven.
Leshek has sworn that his force will not quit the field until

Krangord has been reduced to rubble.

Kcoland
Unrest continues in Niole Dra as King
Kimbertos Skotti remains absent from

, the capital at the Axewood estate of Baron
°S Anladon. In his absence, the partisan

fighting between factions supporting and
opposing his diplomatic initiatives has
intensified, with duels and street brawls

between factions escalating.
In Cryllor, tensions between the refugees and the local

guilds continue to grow as the countess continues to reverse

her father's policy of supporting the local guilds in excluding

non-humans from their ranks.
From Gradsul, new reports of disappearances in and around

logging camps cutting wood for the naval expansion are
causing worries for the duke and local merchants. Guards
are being sought to escort caravans into increasingly

dangerous areas.

*
•

•

Kct
A representative of the Mouqollad
Consortium publicly chastised Falwur for
the recent and sharp decline in the safety of
caravans travelling in the province. The repre-
sentative cautioned that if this continues,

trade would avoid the area in favor of the traditional
east-west trade routes. He also cautioned that, of course, if
trade were to decline, there would be a corresponding
decrease in the contributions to charitable works in the
Bramblewood Gap.

Many rumors surround the recent trade disruptions in the

region. Some reports insist that the bandits are raiding out of
the neighboring Nehez province, while others place the
blame at the feet of the Knights of the Watch. However, the
involvement of the Knights of the Watch has been officially
denied with a note from Lopolla that with the recent

thinning of the Watcher's ranks in recent years the Beygraf
now considers them at best a minor nuisance.

I



The LIVING GREYHAWK™ campaign is controlled by Regional Triads, groups of three RPGA GUILD-LEVEL" members who keep an eye

on local activities. The Point of Contact for each triad has been listed below. The overall campaign is managed by The Circle, who

oversee international plots, handle rules disputes and issues, and guide the entire campaign. Getting involved is as easy as sending an

email to your Regional Triad's Point of Contact.

i_S&s£*

Campaign Director
Stephen Radney-MacFarland
srm@ wizards.com

Communications Director
David Christ
wavester@neo.rr.com

Additional Members Currently Being
Selected

Ahlissa (Innspa/Adri)
Austria. Germany
RainerNagel
rnagcl@mail.uni-mainz.de

Bandit Kingdoms
Texas, Oklahoma
Jason Covitz
bkpoc@earthlink.net

Bissel
Connecticut, Maine. Massachusetts, New
Hampshire, Rhode Island, Vermont
Steve Conforti
Scon40@aol.com

DuUstrand
South Africa
Rijk Stofberg
rijk@attix5.com

Dyvcrs
Iowa, Kansas, Missouri, Nebraska
Phil Thompson
jcts@iland.net

Ekbir
France
Gael Richard
gael.loic.richard@wanadoo.fr

Furyondy
Michigan
Brian P. Hudson
Mitriad@flashmail.com

Geoff
Delaware, District of Columbia, Maryland
Virginia, West Virginia

Brian Lamprecht
blampy@pcs.cnu.edu

Gran March
Georgia, North Carolina, South Carolina
Michael Eshleman
grey sector @ hotmail.com

Highfolk
Wisconsin

lason Bulmahn
bulmahnjm@aol.com

Keoland
New Jersey, New York, Pennsylvania
Sam Weiss
samwisel@email.msn.com

Lordship of the Mes
Spain
Marco Saoner
msaoner@ infonegocio.com

Ket
Manitoba, New Brunswick, Newfoundland,
Nova Scotia, Ontario, Prince Edward Island
Tyler Bannister
tyler@nas.net

Nyrond
Arizona, Southern California, Utah
Craig Hier
craig @ hierview.com

Onnwal
United Kingdom and Ireland
Creighton Broadhurst
creighton.broadhurst@ntlworld.com

Pale
Northern California, Nevada
Brian Hannock
briandh@mindsync.com

Perrenland
Australia, New Zealand
Bruce Paris
paris@hn.ozemail.com.au

Ratik
Hawaii
MattLau
MattadorS @ hotmail.com

Sea Barons
Italy
Maurizio Vaggi

in.it

Shield Lands
Minnesota, North Dakota, South Dakota
Rick LaRue
RLaRue@aol.com

Sunndi
Belgium, Netherlands, Luxembourg
Pieter Sleijpen
madfox@wxs.nl

Tusmit
Quebec
Bradley Fenton
bfento@ sprint, ca

Ulck. Principality
Florida, Puerto Rico
Christopher Reed
Fltriad@aol.com

Urnst, County
Colorado, Montana,
New Mexico, Wyoming
Richard Kohl
rwkohl® earthlinfc.net

Urnst, Duchy
Alberta, Alaska, British Columbia, Idaho,
Oregon, Saskatchewan, Washington
RussTaylor
rtaylor@cmc.net

Velana
Ohio
Victor Long
thenodrin @ aol.com

Vcrboboac
Illinois, Indiana
Michael Breslin
verbobonctriad@verbobonc.net

Yeomanry
Alabama, Arkansas, Kentucky, Louisiana,
Mississippi, Tennessee
Kevin Freeman

madman31 @mindspring.com



CLERKBURG
Location Key
Cla-d: Grey College
C2: Great Library of Greyhawk
C3: Old Mill
C4: Black Dragon Inn
C5: Jewelers' and Gemcutters' Guildhall
C6: University of Magical Arts
C7: City Mint
C8: New Mill College
C9: Bardschool
C10:Bridge of Entwined Hearts

Cll:SavantTavern
C12: Free City Arena
C13: Clerkburg City Watch Station

C14:Roc and Oliphant Tavern
CIS: University of the Hanaess
C16: Night watchmen's Guildstati on
C17: School of Clerkship
C18:Gnarleyhouse
C19a-e: "Students' Quarter"
C20: Guildhall of Lawyers 6 Scribes
C21: Temple of Celestian
C22: Boardinghouse
C23: Residence— Derider Fanshen
C24: Residence—ElranielTesmarien
C25: Temple of Boccob
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Let Your Mage Hand Do the Walking
Compiled by Jason Zavoda

When we first published the Living
Greyhawk Gazetteer a little more than
two years ago, one of my greatest
regrets was that we didn't have room for
a good index. The book was gilded with
hundreds of juicy facts about interesting
GRCYHAWK characters, events, and
locales, but even its primary architect

(namely, me) admits that i t 's a
textually dense piece of work.

I reference the Gazetteer
nearly every day, and
cvon I have difficulty
remembering where Fred

Weining, Gary Holian, Sean K
Reynolds, and I name dropped

some significant proper noun
from the setting's more than 20-

year history. If I had problems
finding a given fact in the

Gazetteer's tiny type and
ightly spaced lines, I
figured Joe Gamer

might be having

some real trouble. Until recently, it
looked as if that's how things would
sit forever.

Enter Jason Zavoda. Jason is one of
those obsessive GREYHAWK fans who take
it upon themselves to index GREYHAWK
products, sharing their completed
resources with the vibrant online fan
community. I used to be one of those
guys, and in fact still am, but even I
didn't have the guts to embark on such
an ambitious project. Jason, on the other
hand, was undaunted, Boccob bless him.

So here you have it. A complete index
of the setting's most comprehensive
sourcebook, right here in the pages of

the Living Greyhawk Journal.
Proper names are listed in
alphabetical order by first

name. Most entries have
been annotated with class,
race, and level (in the case of
NPCs) or by an identifying
abbreviation, found in the box
on the next page.

^ —ERIK MONA



IBC . Inside
Back Cover

IFC . Inside
Front Cover

[BKl - Book

[BTL] .
Battle/War

[BRG] = Bridge

[CAL] = Date/
Event/Time

[CAP] - Capital

[CLN] = Clan/

Family/Tribe
[CTL] = Castle/
Fort/Camp

[OLD] • Guild/
League/Union

[ILE] « Islands

[ITM] = Item/Spell

[KNG;. Country/
Kingdom/
Province

[LNG] =
Language
[MON] =
Monster
[MTJ =
Mountain/Hill

[ORG] .
Organization/
Society

[PHL] .
Philosophy/Belief
[PLC] « Place

[PLN] . Plane/
Dimension

[PPL] « People/
Organization/
Position

[PRV] = Province

[QTR] = City
Quarter/District
/Buildings

[RVR] . River/
Lake/Stream
r ,

College/School

[STR] - Street/
Road/Path

[TMP] . Temple/
Church/Shrine

[TRT] = Treaty

[TWN] - City/
Town/Village

[WD] = Woods/
Forest/Jungle

Abanfyl, Lake [RVR]

'47. '53
Abbarra [KNG] 25,

26, 31

Abbor Alz Mountains

[MT] 37, 51, 52. 63. 79. 124, 125,

126, 143, 154

Abyss [PLN] 15. 59, 62,108, 182

Acererak the Devourer (Lien)

[NPC] 154

Admunfort Island [ILE][TWN][CAP] 61.

IO2, 103, 104. 149

Adn Forest [WD] 7, 22, 72, 73, 139,

'53. '58
Adn Forest, Marchland of [PRV] 22

Aeodorich (Lord Admiral) [NPC]

/•' n
Aerdi [PPL][CLNi fi. 7. 12, 14. 18. 22.

23. 24. 25- 3'. 34. 36. 4'. 44. 56,

65, 69, 7'. 73. 8°. 82. 85. 89.

90, gt, 92, 93, 95, 99, 100, 106,

111, 112, I27, I2g, 145

Aerdi Sea (Aerdi Coast) [RVR] 68,

70. 7'. 73. 93. '00. '47. 148.

'49. '5'
Aerdrie Faenya [Deity, Elf] 179

Aerdy, Great Kingdom of Northern

[KNG] 44

Age of Great Sorrow £AL] 14. 23

Ahiissa, Principality of [KNG] 22,

23. 37

Ahiissa, United Kingdom of [KNG]

IFC, 13. 16, 20, 21, 24, 25, 51. 55,

56. 57. 58. 70. 72. 73. 74. 75.

77, 79. 80, 91, 92, 93, 94, 96,

101, 106, no, in, 139, 141, 142, 145,

148, 149, 152. 158

Ahlissan Road [STR] 56

AI'Akbar [Deity] 42, 43, 67, 83, 85,

115, 116, 122. 136, 164, 165, 166

AI'Akbar, Cup of [ITM] 43, 165

AI'Akbar, Mosque of (Ekbir) [TMP]

42. 43
AI'Akbar, Talisman of [ITM] 43, 165

Alain II. Archbaron [NPC] 91

Alain IV, Archbaron [NPC] 37, 90, 91

Aldefjord [RVR] 152

Alhamazad the Wise [Wizig][NPC]

•56

Alhaster (Pop 4,700) [TWN] 25. 27.

102

Allita Elgarin, Countess [Clr-Xerbos]

[NPC] 64

Allitur [Deity] 48, 85, 106, 112, 134,

160, 165, 177

Almor II, Grand Prince [NPC] 23

Almor, Prelacy of [KNG] 15, 16, 24,
25. 58. 75. 78. '"• '49- '5'. '58

Almorian Campaign [BTL] 124

Almorian Protectorate [PRVJ 75

Alran [TWN] ,35

Althea [Clr2o-luz][NPC] 61

Amedi (Amedian) [PPL][LNGJ 12, 100

Amedio Jungle (Amedio Coast) [WD]

4. 6, 12. 15, 17, 65, 79, 96, 98,

too, 101, 139. 147. 148, 149

Andrellus [NPC] 27

Anfaren Silverbow (Elf) [Clr2o-Seh-

anine Moonbow][NPC] 68

Anladon II [Ftr8/WiS2][NPC] 64

Ansabo [ILE] 70, 71, 72

Ansabo, Duchy of [PRV] 70

Antalolol (Pop 14.900) [TWN] 136

Aqaa [PLC] 13

Aqal. Lake [RVR] 61, 147

Archbold III, King [Ftri7][NPC] 16,

76,78

Arkalan Sammal of Ket [NPC]

'56. '57

Arndulanth (Pop 2,300) [TWN] 75

Arnford (Pop 3,900) [TWN] 75

Arnod II. Duke [NPC] 48

Arnon Orberend, Duke [Palio]

[NPC] 77

Arpad. Beygraf [NPC] 67

Artonsamay, Duchy of [KNG] 26, 29

Artonsamay River [RVR] 26. 27, 29.

30. 59, 112, 113, 114, 124, 125. 147.

'49- '5°. '5'. '53
Artur Jakartai, Count [Pali7][NPC]

45. 46. 47
Arus Mortoth (Half-Fiend)

[Frn5/Asn4][NPC] 29

Asberdies (Lich) [NPC] 135

Ashmeet [PLC] 141

Asnath Copse [WD] 129

Asperdi, Baron [NPC] 71, 100

Asperdi (Pop 8,100) [ILE][TWN][CAP]

98. 99, 100, 148

Asperdi-Duxchan Chain [ILE] 68,

146, 147

Astra Callistor, Lady [NPC]

79

Ataphad Islands [ILE] 43, 115, 137,

138, 146

Ataphadi [PPL] 43

Atherstone [TWN] 112

Atirr, House [CLN] 74, 99

Atirr. Principality of [PRV] 73

Atirr, Town of (19,700) [TWNj 71, 72,

73- '00

Atroa [Deity] 19, 165.166,170,174,180

An River [RVR] 140, 150

Attloi [PPL] SEE ALSO Rhennee 7

Aundurach, Earl [Clri3-luz][NPC] 30

Avenstane Isle [ILE] 151

Avras I [NPC] 130

Avras III, King [NPC] 62

Axegard (Pop 13, 200) [TWN] 117

Axeport [TWN] 30, 103, 104

Axewood [WD] 17, 118, 139

Axewood, Barony of, Keoland

[PRV] 64

Azmarender [NPC] 160

Azure Prince [NPC] 108

Azure Sea [RVR] 4. 21. 55. 56,

63, 64. 65, 66, 72, 79, 80, 86.
98. 99, 101, 1O2, lig, 121, 147, 149,

'5°. '52

Badwall (Pop 3, 300)

TWN] 86, 87

Bakhoury Coast [PLCJ

136. 137, 138

Baklunish [PPLlLNG] 3,

4, 5, 6, 7, 8, n, 12.13, 19. 22, 23,

32. 33. 37. 42, 43. 5°. 5'. 65. 66,

67, 83, 84, 85, 92, 95, no, 113,

114. 115, 122, 133, 136. 139. 143, 146.

147. 148. 154. 155, 156, 158. 159.

160, 161. 165. 170, 172, 176. 188,

190

Baklunish Empire [KNG] 13. 43, 136,

'46. '55
Baklunish-Suloise War [BTL] 32,

no, 154

Balmund (Pop 1.300) [TWN] 25.

27, 29

Bampton [TWN] 124

Bandit Kingdoms [KNG] IFC, 15, 25.

27. 29. 30, 31. 35, 47. 58, 59. 62.

63, 82, 94, 102, 103. 104, log, 112.

113,123,124,144.152,159.182

Banner Hills [MT] 67. 139.142,

'43- '53

Bar Rampant [ORG] 124

Barakat [TWN] 136

Baranford (Pop 2,200) [TWN] 45

Barbarian Quarter (Rel Astra)

[QTR] 92

Barbern, Lady [Ftri3][NPC] 93

Bargru [Frri4/lll2][NPC] 133

Barrens [PLC] 5. 6, 12, 27. 30. 35.

58, 59, 61, 62, 63, 94, 95, 109.

113. 134, 140, 144, 151,154, IBC

Barrier Peaks [MT] 3, 5, 32, 33, 43.

67. 122, 126, 127, 142, 143. 152. l68

Barzhaan, Prince [FtnslNPC] 22

Basmajian Arras, General [Ftri3]

[NPC] 98, 99, 100

Bastro (Pop 1,700) [TWNJ 108

Battle Beneath the Waves [BTL] 138

Battle of a Fortnight's Length [BTL]

14. 23. 77, no, 112. 185

Bartle of a Thousand Banners [BTL]

57.77
Battle of the Shamblefield [BTL] 36

Banlehowl Warband (Gnoll) [CLN] n

Bay of Gates [RVR] 92, 99. 148

Beetu (Pop 12. 100) [TWN] 75

Beholdt Isle [ILE] 106

Belial (Devil) [NPC] 184

Belissica, Countess [NPC] 26, 123, 124

Bellmeadow [PLC] 39

Bellport (Pop 9.100) [TWN] 36, 72,

73- '43- '53
Bellport, Principality of [PRV] 73

Beltar [Deity] 21, 35, 87, 108,

166, 173

Belvor III, King [NPC] 16

Belvor IV, King [Pah6][NPC] 42. 45.

46, 47, 62, 104. 105. 130

Belvor's Noble Council [ORG] 47

Bennal Tyneman [Rogi2][NPC] 46

Beory [Deity] 19, 37, 45, 48, 75, 80.

85, 94, 106, I08, 112. Il6. Il8. 131,

l6l, 164, l66, 167

Berei [Deity] 19. 85. 106. 112. 116.

117, 167

Berghof, Duchy of [KNG] toi,

'5°. '52

Berlikyn, Commmandant [NPC]

5°- '3°
Bersheba, Princess [RoggfNPC] 22

Bestmo, Archbaron [Ftrn/WiZ4lNPC]

33.35
Big Seal Bay [RVR] 109, 147

Bigby [Wizi9][NPC] 38, 47, ,30, 156

Bissel, March of [KNG] IFC. 32. 33,

46. 47, 48. 49, 50. 51. 58. 63,
65, 67, 68, 107, 126, 127, 129, 146,

158, 159,160

Bisselite [PPL] 32. 67

Bitter Ruin Tribe (Goblin) [CLN] n

Black Agony Tribe (Goblin) [CLN] n

Black Brotherhood [ORGj 96. 98, 102
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Black Death, Legion of [ORG] 61

Blackmoor [KNG] IFC, 3, 33, 34, 35,

62. 85, 133, 139, 148. 154

Blackmoor. Castle [CTL] 34. 35

Blackmoor. Crown of [ITM] 34, 35

Blackmoor. Northern Adepts

lORGl 34

Blackmoor Bay [RVRJ 34. 148

Blackmoor Town [TWN] 34. 35

Blackthorn Cavern [CTL] 17. 140

Blacktop [TWN] 64

Blackwater Bend, Battle ot [BTL] 134

Blackwater River [RVRJ 134. 151

Blaif Rmnar (Gnome)

[Fir6/RogzlNPC] 64

Blashikdur (Pop 9,900! [TWN] 115

Blashikmund River JRVR] 42. 43. 151

Blemu Hills [MT] 35. 36. 37. 91, 143

Blemu Uplands [PLC] 153

Bteredd [Deity] 21.157, 185

Blood Moon Festival [CAL] 156

Bloody Head Tribe (Ore) [CLN] n

Blue (Pop 6,300) [TWN] 86. 88, toi

Bluff Hills [MT] 26, 27. 59, 61.

94. '44
Boccob [Deity] 21, 75, no, 123, 156,

167. 168, 169. 187. 189

Bone March [KNG] IFC. n. 35. 36.

37. 44. 58, 72. 74. 75. 77. 81. 89.

90. 91. 105, 123, 141, 144. 145,152.

'53. '57. '58. '82
Boneheart [ORG] 61, 63. 173

Boneheart. Greater [ORG) 26, 59

Boneheart. Lesser [ORG] 25, 29, 30.

59,103, 104

Boneheart Citadel [CTL] 61

Boneshadow [ORG] 173

Bootmen [ORG] 131

Borneven (Pop 9.900) [TWN] 75

Brackenmoor, County of |PRV] 75

Bralm IDeity] 96. 100. 168

Bramblewood [WD] 66, 67. 68.

'39. '43
Bramblewood Pass (Gap) [STR] 32.

33.84
Brancast (Pop 850) [TWN] 151

Branditan [Ftr6/Clr2-St. Cufhbert]

[NPC] .3.

Brass Hills [MT] 37. 144, 154

Brazen Blade, Fraternity of the

[ORG] 102

Brazen Horde [PPLjlKNG] 50, 67,

84, 114.122, 137

Bright Desert [PLCI 13. 16, 17. 38. 51.

125, 126, 143. 144, 154, 157

Bright Lands [PLC] IFC. 37. 51.124,

143. 144.154

Bright Sentry (Pop 2,700)

[CTLlTWN] ioz

Brink Islands [IE] 34

Broken Bone Tribe (Ore) [CLN] n

Bronze Band [ORG] 159

Hi OniOWOOd Iri'f .Mi.IN 1 ,;,j

Brotton, City of (Pop 29,000

123, 124

Bruzharag (Half-Ogre) [Ftri6]

[NPC] 122

Burneal Forest [WD] 17, 34, 114. 115,

'33. '39. '54
Burning Cliffs [MT] 148. 154

Ca'Rolk The Sea Lizard

[NPC] 185

Cairn Hills [MT] 13. 51,

5*. 124. '43.
> 4 4 - '49. '53

Calbut [TWNl 109, no, 112. 113,

'23. '53
Caldni Vir [NPC] 36

Callistor (Pop 4.300) [TWN] 75

Caltaran. Town of (Pop 870)

I I W N J 4 0

Cantonal Court [ORG] 86

Caporna (Pop 5,900) [TWN] 123

Carnifand (Pop 4,800) [TWN]

21, 22, 25

Caronis (Pop 3,000) [TWN] 45. 46

Carwend of Rel Deven. Prince

[Wizi4] [NPC] 22

Cedrian III. Duke [Wiz7/Ftr2]

[NPC] 64

Celadon Forest [WD] 17. 124, 126. 139

Celene (Lesser Moon. Handmaiden)

[PLC] 2. 129. 162. 179

Celene, Kingdom of [KNG] IFC, 8. 15.

'7. 38, 39. 40. 51. 58, 63. 65, 66,

87, 88,116, 117. 118, 119, 121, 129,

140. 142, 152. 159,162

Celene Pass [STR] .18

Celestial House [CLN] 23. 24

Celestial Order of the Moon [ORG]

128, 130, 132

Celestian [Deity] 75, 99, 168.

170, 189

Ceril the Relentless (Saint) [NPC] 82

Ceshra (Pop 16.600) [TWN] 136. 153

Chakji [CLN] 139

Chathold, Marchland of [TWN](PRV]

22, 24, 77, 80, in, 152

Chelor [Rog5/Ftni][NPC] 78, in

Chelor (Family) [CLN] 58

Chendl (Pop 15,600) [TWNlCAP] 33,

41, 45, 46. 47. 130, 132. 151

Chitza-Atlan [Deity, Olman] 100

Chronicle of Secret Times [BK]

64, 162

Church Militant [ORG] 81, 82

Circle of Eight [ORG] 15,16. 17, 37,

38, 58, 78, 112, 114,126, 127,

'47. 156
City of the Gods [TWN] 34. 35. 154

Clatspur Range [MT] 53, 85,142

Clatspurgen [PRV] 85, 86. 142

Clement. Marquis [NPC| 35, 36,

74- 158
Cligir. Ilkhan [lll3/Ftrn][NPC] 115

Cobb Darg [NPC] 55. 56. 57, 58,

80. 98

Cold Marshes [RVR] 34. 35, 59, 133,

'5'- '52. '53
Cold Run [RVR] 29, 61. 151

Coldwood [WD] 139

College of Bishops (Veluna) [ORG]

128, 130, 131

Coltens Feodality [OfiG] 54. 109, 112.

"3. '4'
Comtmiation of Free Lords [ORG] 25,

27. 31, 104

Common City (Rel Astra) [QTR] 92

Companion Guard [ORG] 39

Concordant of Eademer [TRT] 130

Convocation of Knights and Marshals

[ORG | 112

Cordrend (Pop 5,000) [TWNl 75

Corellon Larethian [Deity. Elf] 19,

183. 188

Coriell (Duke) [NPC] 58

Corond (House) [CLN] 119

Corusk. Blades of [ITM] 186

Corusk Mountains [MT] 44. 105. 108.

109. 141, 142,152, 186

Council of Five [ORG] 69. 70

Council of Great Lords (Ratik)

[ORG] 89

Council of the Nine (Theocracy of

the Pale) [ORG] 81. 8z

Council of Seven (Lo Reltarma)

[ORG] 69

Court of Essence (Rauxes) [PLC] 46

Courwood (Pop 7.800) [TWN] 40.

116, 117, 141

Covenant of Concatenation [TRT] 86

Cralstag. King [NPC] 55

Cranden. House of [CLN] 22. 23. 24,

73. 93
Cranzer |Wizi5J[NPC] 29

Craufiek) (Pop 1.740) [TWN| 64

Cripplers Tribe (Kobold) [CLN] n

Critwall (Pop 14,300) [TWN] 16, 30.

59, 102. 103,104. 105. 159

Crockport (Pop 3,400) [TWN] 45,

46. 47. 150

Cronm Secunforth III [Ftr«][NPC] 64

Cruski [Pa] 54. 55. 106

Cryllor (Pop 8,400) [TWNj 63, 64,

'34.152
Cryllor. County of [PRV] 64

Cryslalreach County [PRV] 46. 47

Crystal River [RVR] 151

Crystalmist Mountains [MT] 3, 4, 5,

8, 9. 13. 17, 48, 49, 63, 65, 66,

83. 107. 115, 127, 134, 135. 142,143.

146, 154

Cunal Huldane [Rgr7l[NPC] 77

Curtulenn (Pop 5.200) [TWN] 75

Cufbank River [RVR] 151

Cyndor [Deity] 168. 169, 176

Daern [Deity] 169

Daesnar Braden

[NPC] 125

Dagon [Deity] 153

Dahlvier, Count (Lich)

[Wizi8][NPC] 17, 61

Dahlvier's County [KNG] 62

Dalt [Detty] 169. 185

Damalinor [NPC] 57

Dantredun (Pop 700) [TWN][CAP] 34

Daoud Pasha [NPC] 116

Dapple Wood [WD] 129. 139

Dark Gate [TWN] 135. 136

Darmen, House of [CLN] 21, 22, 23.

24. 73. 74. 8'. 92. 93. 94
Darnagal (Pop 6.400) [TWN] 72

Darnagal, Principality of [PRV] 73

Dartun Dasco [NPC] 48

Davish River [RVRJ 107, 108, 142, 151

Death Feast Tribe (Goblin) [CLN] 11

Death Moon Tribe (Ore) [CLN] n. 74

Declaration of Universal Peace 13. 14

Deepstil River [RVR] 151

Delagos Cavern [PLC] 125

Delaquenn (Pop 3,000) [TWN]

58.59
Delaric (Pop 22. ooo) [TWN] 72

Delaric. Principality of [PRV] 72. 73

Delcomben [CIL! | !WN| 104

Delglath (Animus) [Clrv Ne

rulllNPC] 74

Delleb [Deity] 21. 75, 134, 169.

'73. '75
Demmel Tadurinal. Graf [Clr8—

luzlNPC] 27

Densac Gulf [RVR] 6, 147. 148

Derro [MON] 18. 171

Devarnish (Pop 7,900) [TWN] 128,

129, 130. 132. 141

Devarnish, Treaty of [TRT] 130, 132

Dhabiya (Pop 14.900) [TWN] 136

Didieln (Pop 3,300) [TWN] 123

Uilwef, [Wizi6j[NPC] 22

Dim Forest [WD] 32. 33, 48. 49. 51.

126. 140, 141. 152

Dimre, Grand Theocracy of [KNG]

26, 27, 30, 31, 114

Dirawein Roads [STR] 25, 73

Dire Oath Tribe (Goblin) [CLN n

Directing Oligarchy (City of

Greyhawk) [ORG] 41. 51, 52

Diren, Duchy of I'PRVJILE] 70. 71

Diekul (Pop 3.100) [TWN] 44. 91

Dogwind Bay [RVR] 94, 154



Dorakaa (Pop 40.000) [TWNj[CAPj

14, 27, 29, 58. 59, 61, 6?. 104,

"5. '5°
Dorglast Castle [CTL] 64

Dorlin, Duchy of [PRV] 64, 65, 66

Dourstone [CTL]JWN] 64

Drachensgrab Hills [MT] 87. 88. 144,

145. 'S2

Drachcnsgrab Mountains [MT]

87, 88
Dramidj Isles JLE] 43

Dramidj Ocean ;RVR] 3, 13, 42. 43,

"4- '36. 137. '38, 139. 146. '47.

148, 153. 154, 161. 176

Drawmii |Wizi8l[NPC] 127, 147, 156

Drax The Invulnerable (Animus)

[Wizii/Ftr3][NPC] 91, 92, 93, 94,

99, 100, 141

Dreadwood Foresl |WD| 65, 66.

135. '4°
Dripping Blade Tribe (Ore) [CLN] n

Drow [MON] 17. 88, 127, 128, 143

Druid's Defile [STR] 117

Dry Steppes .PLCJ 13. 83, 85, 122,

143. '5°. "54
Dullstrand [ IWN, 17, 71, in, 112, 145

Dulsi Plain [PLC] 95, 134

Dulsi River [RVR] 3, 59, 151, 153

Dungeoneers Tax [TAX] 35

Dun-head Bay [RVR] 55, 148

Dunstan (Count Blemu) ]NPC] 35, 37

Dunstan, King [NPC] 77, 78, 82

Duntide River [RVR] 15,

Durand Grossman [RogntNPC] 29

Durishi Great Hound |Ffrgj[NPC] 94

Dustbridge (Pop 2,200) [ T W N . 17, 73

Duxchan (Pop 8,900) [TWN| 70, 71,

98, too, 149

Duxchan Wars [BTL] 74

Dwcomermasters [ORG] 94

Dyvers (Pop 52,000) [KNG][TWN]

IFC, 23, 40, 41. 42, 45, 46, 51, 53,

62, gt, 96, 102, 104, 116, 118, ng,

129, 131, 140, 149, 153, 158, 159

Dyvers, Free Army of [ORG] 41

Dyvers, Free Marine of [ORG] 41, 42

Dyvers, Gentry of [ORG] 42

Eagle Peak [CTL] 48

East Docks (Rel Astra)

[QTR] 92

Eastern Pact of Alliance

[TRT] 78

Eastfair (Pop 34.000) [TWN] 23, 24.

72, 73. 91. 15'

Easrfair, Principality of [PRV] 73

Eastpass (Pop 15,500! [TWN] 119

Eckhard [NPC] 124

Edgefinld ipop .5,8001 [TWN. 36, / ^

Edgefleld, Principality of [PRV] 73

Egg of Cool (Pop 180) [TWN][NPC]

34. 35
Ehlissa [NPC] 13

Ehlonna of the Forests (Ehlenestra)

[Deity. Elf] 21, 38. 48, 53, 63, 106,

116. 117, it8. 119. 131, 139, (64, 169,

,78

Ehyeh III, Duke [RgnzlNPC.' 26, 30.

112, 124

Ekbir. Caliphate of [KNG1.1WN] CAP]

IFC, 5, 42, 43, 67, 84. 114. 115, 116.

122, 12g, 136, 137, 142, 148, 160,

ifil, 165

Ekbin [PPL 84, 122

Ekul [TWN] 71, 95, 96

Elaynn Mystica [Wizig][NPC] 57

Elbam Hothchilde [NPC] 125

Llementa Evil [Faith] 15, 41, 130.

131. 132

Elemental Evil, Temple of [TMP[ 132

Elemental Plane of Fire [PLN] 154

Ellis [Ftr/lNPC] 126

Elmshire (Pop 16,000) [TWN] 51

Elraniel Tesmarien (Grey E l t )

]Wizi3lNPC_ tfii

Elredd (Pop 1.500) [ IWNj 86, 87

Eltison (Pop 15.400) [TWN] 80

L l v f . r s t i V i ! Pup i.uuui TWN 139

Emanciparion Day [CAL] 82

Emmara, Lady [Ftno|;NPC, 93, 93

Emridy Meadows [PLC] 15. 41, 130

Etnridy Meadows, Battle of [BTL]

15. '3Z

Enstad (Pop 7,200) [TWN]|CAP| 38.

39- 65, '3'
Erhart II, Overking [NPC] 71

Erelhei-Cmlu (Drow) [TWN] 18

ErharT I, Overking [NPC] 23

Erlich Derwcnt [rtrnlNPC] 64

Ernhand [C ILL IWN] 92

Erstm Lake [RVR] 151

Eru*Tovar (Pop 4,200) [TWN][CAP]

'33- '34
Ery River [RVR] 151

Erythnul The Many [Deity] 21, 25, 27,

29. 35- 72, 9'. >o8, 112. 154, 170

Esmerin [KNG] 17

Estival, Castle [CTL] 132

Estward Ventrose, Viscount

[Rogn/FtrslNPCi 75

Evaleigh [Rogg/WizsllNPC] 88.

89. 91

Evard [NPC] 33

Eventide, Viscounty of the [PRV] 75

Evil Eye Tribe (Ore! .CLN n

Eward Desrron, Szek [NPC] 80

Exag [TWN] 85. 146

Fading Lands [PLN| 17

Faerie Mysteries [PHL] 40

/"*'*'
Fairisle [ILE][TWN] 99, 148

Fairwain Province [PRV] 46

Fairwind, Island of [ILE] 96, 102, 147

Fairwind Bay [RVR] 148

Faithful Flan [ORG] 112

Fals Gap [PLC] 21, 23. 65, 130

Fals River [RVR] 32, 33, 129, 146,

'5'- '53
Fals River Pass [STR] 33

Fals Road (Bissel) [STR] 32

Falwur (Pop 13,500) [TWN] 66

Falwur District [PRV] 68

Farises [ORG] 43

Farland, Prince [Ftri2][NPCj 22

Farlen (Pop 1.350) [TWNJ 93

Farvale (Pop 4,400) [TWNl 134

Fashtri (Pop 10,000) [TWN] 42

Father of Obedience [NPC] 95

Fax (Pop 2,000) [TWN] 86, 87

Fellands [KNG] 26, 27

Fellreev Forest [WD] 17. 25, 26. 27,

29. 3', 59. Gi, 62. 94, 95, 133,

140, 144, 147, 151
Fenward Lefthanded [NPC] 132, 133

Fenwick Astakane [NPC.1 107

Ferral [LNG] 12

Ferrond, Viceroyalty of [KNG] 3, 13,

23, 3°- 3'. 34- 4'. 46. 53, 62, 74,
77. 82, 85, 86, 103, 125, 129, 132

Fharlanghn [Deity] 21, 25, 32, 40, 45,

48, 49, 51, 53, 63, 67, 106, 118,

"9, 129. '3', '34- '64- |65. '7°,

'7', '75
Fiend-Sage of Rel Astra (Demon)

[NPC] 91, 93

Final Calamity [CAL] 69

Finelann B'jomgten Duke.!

[Ftr3][NPC] 77

Fireland [ILE. 106

First Army of the Church [ORG] 131

Fist [PPL] 5, 78, 95, 109, 112, 113,

114, 124

Fitela [TWN. 107

Flamedevil (Nightmare) [NPC] 183

Flameflower (Pop 500) [TWNJ 52

Flan iFlannae) [PPL][LNG][CLN] 3, 4,

7, 9, IO, 12, 13, 15, ig, 21, 22. 27,

34, 37, 46, 48, 50, 54. 56, 61, 63,

71, 73, 79, 80, 8i, 82, 85, 87. 89,

93- 94- 99, '°6. 108, 112, 114, 117,

125, 128, 129, 134, 135, 139, 145,

'56, 159, '65, tb'6. 177, 178, 186

Flanaess [PLCj i, 2, 3. 4, 5, 6, 7. 8. 9.

10, 13, 14, 15, 16, 17, 18. 19, 23, 27.

29. 32. 34, 3s- 39- 40, 42. 44. 4<>,

48- 5', S2. 53, 54- 55- 5B- 59- 61,

62. 63, 64, 67, 68, 70, 71, 78, 79,

80, 81. 82, 83, 85, 87, 88, 89, 91,

93. 94, 95, 96. 98. 99, 1°'. '03.

104, 106, 107, iog, no. 112, 115, 117.

118, 119, 121, 123, 124, 126, 129, 130,

'3', '32. '33- 135. '36. '37- 138.

139, 142, 143. 147, 148, 149. 150.

153. '54- '56, 157. '58' '59, l6',
162, 166, 167, 168, 169,179,

188, 190

Flanmi Basin [PLC] 23

Flanmi River [RVR] 14, 21, 22, 73. 80,

93. 99. '5', '52, '53
Flayers Tribe (Hobgoblin) [CLN] n

Fleichshnver [TWN] CTL] 26

Hen (Pop 11,900) [TWN] 63. 64,

107. 145

Fieri, County of [PRV] 64

Fler River [RVRj 114, 133, 151

Flesh Render Tribe (Hobgoblin)

[CLN] n

Flessern River [RVRJ 151

Flight of Fiends [CAL] 16, 30, 47. 59,

61. 62. 93, 130, 131

Flinthill, Duchy of [PRV] 75

Flinty Hil ls |MTl 9, 35. 36. 75. 77,
89- I23- '43. '45. '5'

Flotsam, Island of [ILE] 96, 102, 147

Foreign Quarter (Rel Atsra) [QTR] 92

Forest People [CLN] 141

Forgotten City [TWN] 155

Forlorn Forest [WD] 59. 95, 140

Fortubo [Deity] 21, 55, 79, 106, no,

'34. 17'. '73

Foulpelt Warband (Gnoll) [CLN] n

Franz, Voorman [NPC] 86

Franz River [RVR] 123, 125. 151, 152

Free Borough (Pop 3,100) [TWN] 45

Freehold, Mighty [KNG] 26, 31

frolmar Ingerskatti. Prince :NPC] 70,

72. 98

Frost Barbarians [PPL][KNG] IFC. 12,

'9. 35. 43. 44. 54- 58. 72. 89, 99,

105, 108, 141, 142, 147, 148

Frozen River [RVR] 109. 152

fruz (The Cold Tongue) [LNGJ 12. 44.

54- 55, 89. '05. 108

Fruztii [PPL] 36, 44, 55, go, 91, 106

Furyondian [PPL] 33, 130, 132,

'40- '53
Furyondian Mint, Royal [PLC] 131

Furyondian Royal Navy [ORG] 46

Furyondy [KNG] IFC, 6, 12. 13. 15, 16,

'8. 25. 27. 3°. 3'. 33, 35. 40, 4',

42, 45, 46, 47, 50, 51, 53, 58,

59, 61, 62. 65, 67, 77, 85, 86, 88,

96,102, 103, 104, 105, in. 117.118.

ng, 123, 124, 129, 130.131. 132, 134,

139, 142, 149, 150, 153,158, 159

_,.,_ Q _..._

Gajtak [Ftno/Wiz2]

[NPC] 114. 115

Galda Tree [MON] 142

Galmoor. King (Giant)

[NPC] 108
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Galssonan [NPC] 23

Gamboge Forest [WD] 10, Si, 140,145

Gamboge. Earldom of [PRV] 75

Ganode, Ducy of [PRV]ijLE] 70. 71, 72

Ganode Bay, Battle of [BTL] 71

Garasteth, House of [CLN] EE, 23. 24,

73- 92. 93. 94. 99
Garegest [TWN] 131

Garel Enkdal (Orcish) [TWN][KNG] 17

Garl Glittergold [Deity. Gnome] 19

Gartrei (Prince) [Ffno][NPC] 22, 94

Gashclaw Warband (Gnoll) I.CLNJ n

Gate of Glass (Lo Reltarma) [GTE] 69

Gearnat, Sea of [RVR] 55, 56, 75,

79, 87,101,148, 149,150, 152,153

Gearnat, Strait of [RVR] 148, 150

Gellor. House of [CLN] 26, 123

Gellor. Duke [FtrolNPCJ 26

Geoff, Grand Duchy of [KNG] IFC, 5,

47, 48, 49, 50, 51, 63, 66, 107,

108,118,126, 127, 136, [41, 14(5,

159, 160

Geshrai [Deity] 32, 37, 42, 67, 83,

114, 115, 122,133, 136,152, 171, 176

Ghayar. Gulf of [RVR] 136, 137, 147,

148,161

Ghayar, Satrapy of SEE Zeif

Glassonan, Herzog [NPC] 24

Gloom fens [RVRJ 34

Glorioles [MT] 9,17, 57, 78, no, in,

141, 142
Glorioles Army of South Province

[ORG] no. 152

Glor (Pop 5,100) [TWN][CAP] 54, 152

Gnarley Border [WD] 133

Gnarley Forest [WD] 17. 40, 41, 42.

51, 131,132, 140

Gnarley Forest, Rangers of the

[ORGJ 140

Gnatmarsh [RVRJ 79, 153

Gold County [PRV] 46

Golden League [ORG] 15, 24, 78.

148, 149

Golden League, War of the [BTL]

148, 149

Goldplain (Pop 6.700) [TWN] 124. 126

Good Hills [MT] 64, 65, 145,152

Good Hills Union [PRV] 64

Gorna [TWN][CAP] 48, 49, 127.

128, 146

Gorna, Battle of [BTL] 48, 146

Gorsend (Pop 5, 200) [TWN] 45, 46

Gougers Tribe (Kobold) [CLN] n

Grabford (Pop 8,800) [TWN] 45, 46,

47. !°5. '50
Grabford, Battle of [BTL] 47

Gradsul (Pop 4g,4oo)[TWN] 63, 64,

65, j-i. 101. ng, 121, 156

Gradsul. Duchy of [PRV] 64

Gran March [KNG] IFC, 32, 33, 48,

49. 5°. 5'. 5e- 63. 65. 67. 96,

107, 116, 118, 119, 126, 129, 130,

140, 146, 152,153, 159, 160

Gratidwood Forest [WD] 17. 22, 72,

92, .41,152, 153,158

Grandwood Forest, Marchland of

[PRVJ 22

Grayfist (Verbobond [CTL] 132

Grayflood River [RVRJ no, in, 141,

>53
Grayhill. Barony of [PRVJ 64, 66

Graz'zt (Demon Prince) 63, 173, 182

Great Kingdom [KNG] IFC, 4, 7, 12,

'3. '4. '5- '6,18, ig, 21, 22, 23, 24,
27. 34. 35. 36. 4'. 44. 4fi. 5'. 52-

55. 56' 57. 58- 59. 63- 64, 71,

72> 73- 74- 77. 78. 79. 8'. 82, 85,
86, 87, 88, 89, 90, 91, 92, 99,

100. 103,104, 106,110, in, 113, 123,

124,125,139,141,148,150,151,
156,158,172

Great Kingdom of Northern Aerdy

[KNGJ 24. 72

Great Library of Greyhawk [QJR] 64

Great Migrations [CAL] 121

Great Northern Bend [RVR] 150

Great Northern Crusade [BTL] 16,

46, 47. 59, 61, 62, 103, 105, 130,

132, 158

Great Signing, Day of [CAL] 16, 38

Great Western Road [STR] 129, 130

Great Yassa of Ogobanuk [BK] 134

Greatwall (4,400) [TWN] 45

Greenjerkins [ORG] 140

Greenkeep [CTL] 26. 31, 61

Greenplane (Pop 1,600) [TWN] 75

Greenreach (Pop 3,500) [CTL][TWN]

58
Grelden (Pop 1,600) [TWN] 93

Grendep Bay [RVRJ 44, 90, 105, 106.

M8, 152

Grenell I [Clng-HextorlNPC] 16.

24. 36, 72- 73- 74. 89- 9'. '58

Grenowin, Duke (Elf)

[Wizn/Frre][NPC] 117

Grevin Damar [FtrjJlNPC] 75

Grey College [SCL] 52

Greyhawk, Castle [CTL] 14, 52,

63, 176
Greyhawk, City of [KNG][TWNj IFC,

2, 14,16, 31, 37, 38, 40, 42, 51,

y-. 58, 75. 78. 79. 87. 91, 96,

102,116, 118, tig. 121. 123, 124, 126,

140, 141, 142,144,148,149,150,

152,156, 162,173, 189

Greyhawk. Domain of [PRV] 17, 51,

144

Greyhawk, Pact of [TRT] 16, 47,

53- '4z
Greyhawk Council of Mayors and

Manorial Lords [ORG] 52

Greyhawk Militia [ORG] 51

Greyhawk Road (Dyvers) [STR] 41

Greynawk Wars [BTL) 15, 24, 25, 29,

30. 35. 4°, 42- 44. 46. 47. 52' 53.
55, 58, 59, 62. 66, 67, 69, 72.

74, 75, 78, 80, 82, 86, 87, 38, 92,

93, 95, 96, 98,100, 101,106, 109,

112, 113, 115, 117, tlS, 119, 123, 124,

126,127,128,130,132,134,138,

140,141,147,148,149,156,158,

159,160,173
Griff Mountains [MT] 13,15, 17, 44,

59- 89, 94. 95. '°8. 'og, 112,114.

'33. '42. '43- '44. '52- 'S3
Grossfort (Pop 3.500) [TWN][CTL]

27. 5B. 59. 6'. 95
Grosskopf. Grand Clans of [KNG] 26,

27, 30, 144

Groucester (Pop 1,100) [TWN] 25, 26

Gruumsh [Deity, Ore] 17, 19

Gryrax (Pop 27,300) [TWN][CAP] 72,

87, 118, 121
Guchek (Wild Dog) [CLN] 133

Gull Cliffs [MT] 56, 72, 92, 93, 99,

'45. '48, 15=
Gumus (Fish) [NPC] 171

Guryik [CLN] 114, 154

Hadash Bay [RVR] 42

Hadash River [RVR] 42

Hadric [lllslNPC] 126

Halga [Clng-luz][NPC]

26, 60, 61

Hallorn (Pop 540) [TWN] 25, 26, 30,

3'. 6l

Halmadar the Cruel [NPC] 104

Halsjaken River [RVR] 152

Hamniandaturian (Elder Brother)

(MnkizJ[NPCj 100

Hammcnsend (Pop 9,000) LTWN] 75

Handmaiden River [RVR] 39,116, 152

Hardby [TWN] 37, 51, 52, 63,148,

'5°. '54
Hardby Marines [ORG] 51

Hardby Pass [STR] 37

Hardwyn [TWN] 27

Harnnad, Prince [Ftrn][NPCj 22

Harp River [RVRJ 10, 75, 77,139,
152- '53

Harrus the Falcon [NPC] 185

Hastcrn of N a el ax, Prince

[RogiztfNPC] 36

Hateful Wars [BTL] 40, 66, 88, 117,

118, 121, 146

Hatherleigh (Pop 24,500) [TWN] 80

Haufren, Bishop [Clri4-St.

Cuthbert][NPC] 133

Havenhill (Pop 32,100) [CTL][TWN]

83,119,121

Hawkburgh (Pop 12,400) [TWN] So

Haxx, House of [CLN] 22

Haien, Canon [Cirao-Rao][NPC] 16,

62, 128, 130

Hazendd Count (Elf) [Wiz8/Clr4-

Triihereott/Ftn][NfiC] no, ni. 161

Headlands [MT] 55, 56, 79, 80, 145

Headlands, Folk of (he (Headlanders)

[PPL] 55. '45
Heironean [PPL] 74, 78

Heironeous [Deity] 32, 36, 35, 46,

47. 49. 55- 58. 63, 75. 77. 81,
102, 104, 105, 106, 123, 129, 134,

'53. '59. 'So, '66, '7'. '72> l85
Hdlfurnaces [MT] 8, 18, 54,100, 101,

'°2. '34.135. '43> '49. '55
Hendrenn Halgood (Pop 14,800)

[TWN] 75, 77

Hepmonaland [PLC] 4, 6, 16, 17, 70,

92, 96, 98, iooh 101, 102, 146.147,

148,149,150,153

Hermiod, Canon f.NPC] 129

Hestmark Cliffs [MT] 68

Hestmark Highlands [MT] 57, no,

'45
Hesuel llshar [TWN] 95

Hexpools (Pop 12,700) [TWN] 21, 24,

25. no, 111,152

Hexfor [Deify] 15, ai. 24, 25* ^7. 35.

36. 72, 73, 81, 91,158, 166,169,

170,172

Hierarchs of the Horned Society

LQRG] 30,61, &z, 102,104,140,
-56

Hierophants [ORG] 17, 161

Hiboria (Telchuria) [PLC] 148

High Gallery [STR] 85

High Legates [ORG] 81

High Mardreth (Pop 6,400) [TWN]

123, 124

Highfolk [PPL][KNG] IFC. 8, 33, 45,

46, 53, 54, 85,102,118,142, 146,

'S8. '59
Highfolk, Town of (Pop 8,700)

[TWN] 40, 52

Highlander, Principality of [PRVJ 73

Highport (Pop 15,000) [TWN] 66,

86, 87, 88

Hjghvale [TWN] 52, 53,158

Hochoch (Pop 5,500) [TWN] 48, 49,

51, 141, 152, 160

Hocholve [TWN] 48, 127,128

Hok, General [FtnJiNPC] 30

Hokar (Pop 21,000) [TWN] 100, 102

Hold worthy (Pop 16,700) [TWN] 80

Holgi Hirsute, King (Dwarf)

[Ftn5][NPC] 58. 145

Hollow Highlands [MT] no. ill. 141,

'45.'52

Holmer, Lord [NPC] 104, 105

Hornmlet, Village of (Pop 950)

[TWN] 132

Honorable Chamber [ORGj 125
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Hook Peninsula [PLC] 147, 149

Hookhill (Pop 7,500) [TWN][CAP] 32,

49- 5°. 65,160

Hool Marsh [RVR] mi, 121, 134. 136.

140,146, 152, 153

Hool River [RVR] 100, 150, 152

Hornduran [CTL] 95

Horned Sociery (Hornet) Ones)

[KNG][ORG] 15, 25, 30, 31, 45, 47,

5'. 54. 58. 59. 61. 62, 95.102,

104, 140, 152, 156, 157, 159, 182,

IBC

Horn wood [TWN| 17

Horn wood Forest [WD] 141,142

Howling Hills [MT] 14, 59, 6a. 95.

'33. 131- MS- 'S3

Hraak Foresr [WD] 109, 141, 147

Hraak Pass [STR] 141

Hugarnd, Fleet Admiral [FtnslNPC]

7S
Hjgclrore, Canton of [PRV] 85, 146

Hugh III, King [NPC] 33

Hugo of Geoff [Ftn6][NPC] 50, 160

Hundgred Ralffson [Bbni3][NPC]

13.45
Hustin, Count [NPC] 49

Ice Barbarians

[KNG][PPL] IFC, 12,

'9. 34. 35. 44. 54.

58, 72. 89, 96, 99,

105, 108, 109, 141, 147, 148,

'49. '54

Icy Sea [RVR] ai, 34, 59, 108,140,

147, 148, 149, 154

Idee, County of [KNG] 16. 55, 56,

57,58,78,80,98,111

Iggwilv [NPCJ 67, 86, 156, 173

Imeda River [RVR] 93, 145, 152

Immonara, Archdruid [Drdi3]

[NPC] ,39

Impalers Tribe (Kobold) [CLN] n

Imran Tendulkar. Graf [NPC] 33

Incabulos [Deity] 114, 122, 172, 177

Incosee [NPC] 159

Ingaz Man;, Count [NPC] 64

Ingemar Harrensen :.Bbni6J[NPC]

10 ^.t tQD

Innspa (Pop 12,200) [TWN] 21, 22, 77,

78. '39. '52
Innspa, Principality of ;.PRV] 22

Invoked Devastation [BTL] 3, 5, 9, 13,

68, 83, 94, 122, 136, 154, 155.165

Ipp Tree [MOM] 139, 141, 142

Irafa Road [STR] 67

Iron Alliance [TRT] 58

Iron Hiils [MT] 9. 55, 56, 57,

S8, MS

Iron League [KNG] 12, 15.16. 24, 55,

56- 57. S8. 7°. 7'. 7£. 77, 78. 79.

80. 96, 98, too, no, 142, 145,

148,158
Iron Wood [WD] 129,132, 141

Irongafe, Free City of [KNG][TWN]

IFC, 12, 24, 55, 56, 57, 58, 66. 71,

72. 75- 77. 79. a°. 37- 9s- "°
I rum Peninsula [PLC] 115

Isles of Fire [!LE] 106

Isles of Woe [ILE] 13, 149

Ismuyin [NPC] 137

Isrilhan, Magus [Wizi4J[NPC] 93

Istivin (Pop i2,ioo)[TWN][CAP) 106,

107.108

Istus [Deity] 32, 37, 42. 67. 83, 114,

125, 133, 136, 168, 170, 172, 176

luz [Deity] IFC, 4, 11, 13, 15, tfi, 17, 2.1,

25, 26, 27, 29, 30, 31, 32, 33, 34,

35, 38. 40, 44. 45, 46, 47, 50, 51,

53. 54. 5s- 59. 60, 61. 62, 63.
66. 67, 75, 81, 82. 85, 86. 94,
95, 96, 102, 103, 104, 105, 106,

107, 108, 109, 110, 112, 113, 114, 115,

116, 118, itg, 123, 124, 129, 130,131,

133,134, 140,141,142, 144, 145,

146, 149, 150, 151. 152, 153, 154,

156,157, 158, 159, 160.164. 173,

iSo, 182, 189

luz, Empire of [KNG] 4, n, 17, 25, 31,

3P. 47, 54- 58. 66

luz, Land of [KNG] 58, 59,134, 145

luz, Spurned Cull of [ORGJ 62

ivid I [NPC] 13, 24, 57, 71, 74, 77. 93.

'45- '58
Ivid fl [NPC] 145

Ivid III [NPC] 145

Ivid IV [NPC] 145

Ivid V (The Undying) [Wiii3][NPC]

15, 16, 24. 58, 74, 78, 91, in,

'45. 15S

IxworTh (Pop 3,000) [TWN] 58, Gi

Izlen (Pop 2,500) [CTL][TWN] 58,

59. 61, 151

Jadhim, Pasha

[Frn5][NPC] 115

Jallarzi Sallavarian

[Wiz,5][NPC] 78.

>56, '57
Jalpa (Pop 22,500) [PRV][TWN] 21,

22, 25,151

Janasib Isle [IE] 136, 138,146,

147. M8

Jaran Krimeeah (Mage of the Vale)

[Wiz2o][NPCJ 126, 127

Jascar [Deity] 21, 55, 79, no, 171,

173. '79
Javan River [RVR] 4, 63, 64, 107

126, 128,134, '35. '5'- 152' '53

Javan Vale [PLC] 127

Jedbridge (Pop 7.100) [TWN] 123

Jehef, Sultan [NPC] 137

Jehlum, County of [ILE][PRV] 70, 72

Jeklea Bay [RVR] 100, 101, 121, 149

Jeklea Coast [PLC] 135

Jelleneth Kalinstren [Frrg][NPC] 46

Jem tan [Flni][NPC] 46

Jenelrad River [RVR] 152

Jeon II, Prince [NPC] 98, 101

Jetsom, Island of [ILE] 96, 101,

102, 147

Jetsom Island. Batlle of [BTL] 101

Jewel River [RVR] 39. 87, 88, 116.

119, t2t, 141, 142, 152

Jian Destron, Szek [Ffr8][NPC]

58.79
Jiranen, Overking [NPC] 23, 123

John sport (Pop 3,500) [TWN] 35,

36- 73
Johrase [KNG] 27, 29

Johydee [Deity] 13

Jolen Lorlnar [FtrS][NPC] 123

Jolene of Veluna [NPC] 130

Joramy [Deity] 134, 168, 173, 174

Jotens [MT] 107, 134, 135. 136. 142,

143, 146

Jotsplat (Pop 3,200) [TWN] 54. 152

Jumper [llhg][NPC] 61

Jurnre (Pop 13,100) [TWN][CAP] 116.

'S2

Justcrown Province [PRV] 75

Justinian Lorinar, Duke [NPC] 125

Kalinsrren, Barony of

[KNG] 46

Kalmar Pass [SIR] 37,

89, go

Kalsrrand (Pop 24,000)

[TWN] 16, at, 22, 24. 25, no,

«i, '53
Kalstrand, Capital Principality of

[PRV] 22

Kanak (Pop 12.900) [TWN] 82, 84,

85, 136, 150

Kaport Bay (Pop 5,200) [TWN]

36.73
Kaport Bay, Principality of [PRV] 73

Karasin [Wizm][NPC] 22

Karenin. Voorman [Ftn ĵNPC]

85.86

Kargorh, Sir [NPC] 158

Karll Lorinar (Duke of Urnsr)

[Rgri2][NPC] 78. 124. 125, 126, 139

Karn Serrand [Clri3-Rao][NPC] £2

Kas the Terrible (Vampire)

[Ftri7][NPCl 186

Kashafen Tamarel (High Elf)

[Wizi4/Frr4][NPC] 52, 54

Katarina [Palp;j][NPC] 102, 105, 159

Kaye River [RVR] 152

Kelanen [Deity] 100, 102

Kelefane [TWN] 126

Kelten (Pop 2,800) [TWN] 55,108,

109, no

Kendragund [CTL] 59

Keoland, Kingdom of [KNG] 4, 12, 13,

14, 17, 18,19, 32, 33, 39, 46, 47,

48. 49, 50, 58. 63, 64, 65, 66,

67, 84, 87, 88, 96, 98, 100, POI,

106, 107, Il6, 117, Il8, lig, 121, 122,

126, 127, 130, 132, 134, 135, 136,

139, 140, 145, 146, 152, 153. 156.

159, 161, 163, IBC

Keoiandish (Keoish) [PPL] 12,13, 32,

33. 39. 40. 48, 49. 50, 67, 87,
88, 100, 101, IO2, 106, Il6, Il8, 121,

127,130. '32. '34. '35- '39. '49.

'S3.'61

Keph (Horse) [NPC] 165

Kerrin (Pop 3,500) [TWN] 75

Kershame- Pass [STR] 86

Kester (Pop 8,600) [TWN] 122

Ket [KNG] IFC. 16. 32, 33, 38, 42, 47,

49, 50. 58, 65, 66, 67, 68, 83.

84, 85, 86, 125,127, 129,136, 137.

139, 142, 143, 144, 151,153, 154,

160, 161

Kerire [PPL] 5, 32, 67, 139

Kewl River [RVR] 116,118, 152

Kewlbanks (Pop 10,900) [TWN] 116

Kewlstone Hills [MT] 118

Kharn, Margrave [Ftr^lfNPC] 64

Kimbertos Skotti, King [Rgns][NPC]

63, G6, 102, 107

Kindell (Pop 4,000) [TWN] 58, 61

Kinemeet (Pop 7,300) [CTllTWN] ,7,

25.27
Kisail (Pop 2, 300) [TWN] 45, 140

Knife's Edge Pass [STRj 37,126

Knight Protectors of the Great

Kingdom [ORG] 36, 157.158

Knightly Conclave [ORGi 47

Knights of Dispatch [ORG] 17. 49,

50,107,141,160

Knights of Furyondy [ORG] 131, 158,

IBC

Knights of Luna [ORG] 17, 38, 39, 40,

58, 88, 96,116,118, 119, 121,

'29. '59
Knights of the High Forest [ORG] 53,

54. 158. '59- IBC

Knights of the Holy Shielding [ORG]

17,25, 58, 96,104,105,157.159

Knighrs of the Iron Nation [ORG] 158

Knights of the March [ORG] 32, 50

Knights of the Order of the Hart

[ORG] 17, 25, 42, 45, 47, 53, 58,

65, 85, 96, 102, 129, 131, 132, 142,

157. '58. '59. '60, IBC

Knights of the Watch [ORG] 17, 32.

33, 42, 49, 50, 51, 58, 65, 67, 68,

83, 96, 115, 116, 118, 119,126, 129,
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134, 136. 'SB, 159, 160, IBC

Knights of Veluna [ORG] 129,158, IBC

Knudje (Pop 4,500) [TWN] 105

Knudje, Assembly of [ORG] 105

Knurl (Pop 73,500) [TWN] 17, 35, 36,

37. 72. 89. 91, 143, 153

Kofeh (Pop 29,400) [TWN] 42

Komal [KNG] 137.138,148

Komali [PPL] 137,138. 148

Kor [Rog6/Asni2][NPC] 25

Kord [Deity] 2ir 35, 44. 54, 63, 68,

89. 105, 118, 134, 174, 179, 186

Korenflass. Duchy of [PRV] 75

Krakenhetm (Pop 4,500) [TWN][CAP]

44. 15a

Krelonr Keep [CTL] 108

Krestible (7,300) [TWN] 85

Krestible, Canton of [PRV] 85, 86

Krestingstrek [STR] 85

Kro Terlep [TWN] 80, 95, g6

Kron Hills [MT] g, 39, 40, 41, 58,

104, 118, 129, 130. 131, 132, 133, 145,

'52

Kron Hills, Assembly of [ORG] 132,

'45
Kuranyie, Sister [Mnkio][NPC] 79,

80, 88

Kurast [Wizi3][NPCj 152

Kurell [Deity] 21, 25, gi, ggr 165, 174,

186, 187, 189

Kyaren Rhavelle, Countess [Wiz4]

[NPC] 46

Kyuss [Deity] 31

Land of Black Ice [PLC]

34, 114, 115,139,148,

'5', '54

Landrigard {Pop 7,800)

[TWN] 80, 82

Langard (Half-Elf) [Rog^NPC]

'3'. '33
Larapel Klendern. Viscount

[Rog2][NPC] 75

Larissa Hunter [Frrt2][NPC] 40, 41, 42

Larrangin, Margrave [Ftrg/Clrs-

HeironeouslNPC] 32

Lashton [WiziglNPC] 66

Laravius [NPC] 29

Latmac Ranold [NPC] 71, 72

Laud in e [TWN] 129

Leastisle [!LE] 99, 100

Leering Keeps [CTLJ 29

Lef Quaanser, Admiral [Ftrn][NPC] 93

Leg Breaker Tribe (Hobgoblin)

[CLN] n

Lekkol Noyon [NPC] 134

Lendor [Deity][NPC] 55. 68, 69,168.

170, '74
Lenders Isle [ILE][KNG] IFC. 8.12, 68,

69, 70, 99,106,146,147,

149,162
Lendorian [PPL][LNG] 72, 68, 69,

7z, 9'
Lendorian Elvish [LNG] 12, 68

Leprous Hand Tribe (Ore) [CLN] n

Leukish (Pop 22,300) [TWN][CAP]

124,125, 126, 149

Lewenn, Count [Drdis][NPC] 117

Lexnol III, Archbaron [NPC] 36, 37,

89-91
Libernen [Pop 3,900) [TWN] 45, 46

Linnodcn (Keoland) (Pop 1,840)

[TWN] 64

Lirr [Deity] 175

Lrssen Rheyd, Countess [ClrS—

Lydia/Ftr2][NPCj 64

Little Hills [MT] 136, 146

Littleberg (Pop 7,700) [TWNJ 45, 46

Littleberg, Barony of [PRV] 46, 150

Llerg [Deity] 44, 54,105, 106,175,

'8s
Lo Reitarma (Pop 3,200) [TWN][CAP]

68, 6gh 70

Lof Bosok [ILE] 96,147

Loftin Graystand [NPC] 53

Loftwick (Pop 8,400) [TWN][CAP]

'34. '35. '36
Loftwood [WDJ 36. 89, 141

Lolgoff Bearhair [BbnijJtNPCJ 54,

55
Lone Heath [TWN] gz. 152, 153

Longspear (Pop 7,700) [TWN] 134,

135. '46
Lopolla (Pop 27,300) [TWN][CAP] 27,

33, 38, 65, 66, 67, 68. 129, 153

Lordship of the Isles [KNG] IFC, 8, 16,

45' 55. 57. 58, 66, 70, 71, 72,
79, 91, 96, 98, gg, too, no, 121,

147, 148, 149, 150

Lorinar, House [CLN] 125

Lorridges [MT] 32, 33, 50, F2g,

130, 146

Lort River [RVR] 118, 152

Lortmil Mountains [MT] 4, g, 39, 40,

49, 50, 66, 88,116,117,118, 119,

121,129, 141, 143.146,152

Lost Souls. Isle of [ILE] 74

Low Road (Lortrmils) [STR] 40

Lowgorge Warband (Gnoll) [CLN] n

Luda, County of [PRV][ILE] 70, 72

Luna (Great Moon of Oerth) [PLC] 2,
129- '79

Luschar, VIII, Duke [Wizg/Frr2][NPC]

64. 65, 66

Lydia [Deity] 63, 64, 68, no, 119, 123,

124,175, 188

Lynwerd I [Ftn^][NPC] 16, 74, 75,

76, 78. 79. 82,145,148

Magical Arts, University

of [SCL] 52

Magnus Vrianian.

Commandant [NPC] 49, 51

Mahan (Pop 4,100! [TWN] 70

Malachite Throne [ITM] 14, 22, 23. 24,

56, 57, 71, 74. 77, 3o, 91, 92, 93,

99. I25
Malchim III, Prince [NPC] 93

Malev [NPC] 23

Malhel, House [CLN] 64, 135

Malv III [NPC] 65

Manshen, Overking [NPC] 23, 36,

s9-99
Marauders of the North [OROj 27

Maravan, Town of (Pop 530) LTWKJ

40, 41

March, Viscounty of the [PRV] 46

Margus, Sir [NPC] 42

Marius Lindon [Rgno][NPC] 134, 135

Markos Skotti [FriylNPC] 64

Marner (Pop 6,600) [TWN][CAP] 89,

90, 91, 123
Marner, Seal of [ITM] 37, 91

Marrowsucker Tribe (Hobgoblin)

[CLN] i,

Marsakeer (Pop 630) [TWN] 25

Maskaleyne (Vampire) [Wizi2][NPC]

59
Mastryne Castle [CTL] 17

Matreyus Lake [RVR] 149

Maure, House [CLN] 125, 126

Maure Castle [CTL] 125,126

Maure Lands [PLC] 125,126

Maximillian Thace, Prelate [NPC] BE

Mayaheine [Deity] 45,102,106.158,

160, 175, 176

Medegia, Battle of [BTL] 71, 100

Medegia, Marchland of [PRV] 22

Medegis, See of [KNG] 15, 23, 24. 72,

77, 81, 92, 94,100, 106, in,

'45- '47. '52. '58

Medegian [PPL] 70

Medegian Peninsula [PLC] 68

Medven I, King [NPC] 77

Meersalm [ITM] 171,172

Melek II, Sultan [NPC] 137

Melf (Prince Brightflatne) [NPC] 53,

120, 159

Melkot [TWN] 135, 146

Menowood [WD] 17, no, 141

Menrrey [TWNJ 81

Merchants and Traders, Royal Guild

of (Ahlissa) [GLD] 22

Merikka [Deity] 176,189

Middlebridge (Pop 2,508) [TWN] 64

Middlemead, March of [PRV] 64

Midlands, Stronghold of the [KNG]

25. 27. 29. 3'
Midmeadow Town (Pop 11,100) [TWN]

75.77
Midnights Darkness Clan [ORG] 25

Mikar, Grand Prince [NPC] 23

Mikar River [RVR] 21, 145,152

Mirim. County of [PRVj[ILE] 70

Mist, Lake of [RVR] 149

Mistmarsh [RVRJ 149, 152, 153

Mithat (Pop 29,000) [TWN] 75, i4g

Mitrik (Pop 16,200) [TWN][CAP] 32,

33, 58,128,129,130,132,151, 156

Mogthrasir, King [NPC] 49

Mohrgyr [Wizzo][NPC] 163

Molag (Pop 4,000) [TWN][.CAP] 30,

31, 58, 61, 62, 104, 156, 157

Molil, Prince [Ftrg][NPC] 22

Molvar (Pop 16,000) [TWN] 65, 66,85

Monmurg (Pop 15,000) [TWNICAP]

96, 98, IOO, 1O1, 1O2

Moonarch of Sehanine [ITM] 40, 162

Moradin [Deity, Dwarf] ig, 171

Mordenkainen [Wrz2o+][NPC] 15, 128,

156. 157

Mounds of Dawn [MT] 85, 146

Mountaineer Militia [ORG] 51

Mouqol [Deity] 42, 67, 83, 115, 136,

176, 184

Mouqollad Consortium [GLD] 68,136,

160, 161

Movanich, Herzog [NPC] 74

Mowbrenn (Pop 20,700) [TWN]

75> 77
Mowbrenn, County of [PRV] 77

Muammar Qharan [Fln l̂NPC]

115, 116

Mur [KNG] 84, 137

Murad. Sultan [FlnjHNPC] 136

Mutilators Tribe (Kobold) [CLN] n

Myariken, General [FmalNPC] 75

Myhriss [Deity] 177, 187

^,— M _,_

Nad a id, Beygraf

[Ftno/Wiz5][NPC] 33,

66, 67, 68

Naelax, House of [CLN]

13. 2£. 23. 24,57. 59, 7L 73. 74-

77. 9i. 93
Naerie, Principality of

[PRV][TWN][CAP]2i, 22,25, 55,

7^, 141. '45
Nakanwa Daychaser [Rgr8][NPC]

94- 95
Nalif, Overkitig [NPC] 24, 77

Narisban [TWN] 147

Narleon (Pop 2,400) [TWN] 25, 27

Narwell (Pop 4,400) [TWN] 140

Nasran, Overking [NPC] 14, 23, 36

Nederboden, Canton of [PRV] 85

Needfest [CALj 2, 75, 78

Neeri River [RVR] 149, 152

Neheli, House of [CLN] 13, 64, 65,
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66, 162, 163

Nehron [KNG] 125

Nellix (Pop 3,400) [TWN] 124

Nemoud the Hound [NPC] 185

Nerof Gasgal [Rogi2][NPC] 51

Nerult [Deity] 21, 25, 51. 58, 61, 73.

74, 96, 99,156,172, 177, 180,181

Nesser River [RVR] 77.124,126,148,

'49- '5'. '52, '53
Nesser-Franz River System [RVR]

75. '5'
Nesserhead [TWN] 125

Nessermouth (Pop 3,100) [TWN][CTL]

75. '49
Nevond Nevtietid (Pop 25,200)

[TWN][CAP] 109, no, 112,113,114

Newkeep (Pop 2,700) [TWN] no

Neimajen, Hierarch [Cln5-

NerulllLNPC] 61

Night Terror Tribe (Goblin) [CLN] ti

Nimlee, County of [PRV] 64

Niole Dra (Pop 25,000) [TWN][CAP]

50, 63, 64, 65, 66, 88, 107, 117,
119, 121, 135, 153, 163

Niole Dra, Council of [ORG] 65, 66,

88, 135

Niole Dra, Treaty of [TRT] 60, 66.

117, 119

Nomad Intrusion [CAL] 43, 115

Norebo [Deity] 21, 25, 44, 48, 51, 54,

55. 63. 66, 70, 75, 79, 89, 91,

99,100, 105,110, ng, 123, 134,174,

177, 182,187

North Anchor (Pop 4,850) [TWN]

55- '48

North Kingdom [KNG] 6, ti, 21, 35,

36. 37. 54. 58. 72.73-75. 89, 91.

g3, g6, 105,139,146, 147,148,

'5'. '53. '58
North Province [KNG] 13, 16, 23, 24,

36, 71, 74, 77, go, 91, 99

North Reach (Pop 3,700) [TWN] 134

Northern Alliance [ORG] 44, 91

Northern Reaches [PRV] 46, 47, 62,

'34, '5°
Novelee (Planefar) [NPC] 169

Nulbish [PRV][TWN] 21. 22, 24. 25,

'"• '53
Null [WiziojNPC] 26. 60

Nutherwood [WD] 26, 29, 78, 141

Nyeru [Wizio][NPC] 127

Nyr Dyv [RVR] 3, 4, 7,14, 23, 27, 31,

40,41, 4S.46.5 1 , 59.75. 77-
103,123, 124,125, 127,148, 149,

'5°. 'S2- '53- '59
Nyr Dyv, Midbay [RVR] 51, 149, 152

Nyrond [KNG] 4, 12, 13, 15, 16, 18, 24,

25, 26,29. 30, 35, 51. 55, 57, 58,

59,71, 72,74,76,77, 78, 79, So,

81. 82, 89, go, 91, 93, 96.101, no,

2,113, 123,124, 139,140, 143,

145,148,149. 151.152, !53.158.

IBC

Nyrondese (Nyrondel, Nyrodal) [PPL]

12, 23. 27, 75, 77, 78, 152

Nyrondal Occupation [CAL] 124

Nyrsrran (Pop 8,600) [TWN] 124

Nystul [Wizi7][NPCJ 112,114,156

Oaken heart (Pop 5,000)

[TWN] 98

Qakenisle [ILE] 99

Obad-Hai [Deityi ig, 37,

48, 49, 94, 108,112, 116,117, 131,

139. 140, 164,169, 178

Obresthorp [TWN] 31

Oeridian (Oerid) [PPL][LNO] 3, 4, 5,

6, 7, 8, 9, 10, 12, 13, *4T 19, 21, 22,

23. 29. 3'. 32- 33' 34. 35. 4'. 43.

44, 48, 49, 53, 54, 55, 63, 64,

09, 70, 71, 72, 73, 75, 77, 79, 80,

81, 84, 85, 8g, gi, 94, 95, 99, no,

112, 114, 115,117,121,123, 125, 129,

'33. '39- '46.149. lfi5. '67. |B8>

169,170, 171, 172,174.175. '70,

179, 180.182,185,186. 189

Oerik [PLC] 2.13,17, 22, 23, 68,142

Oerth [PLCJ 2. 3, 4, 7,13.14, 23, 43,

59, 62, 86, 127,129, 148, 149, 160,

161, 162,164, 166,167, 168,172,

175,176.181,185, 186

Qerthmagic 34

Ogburg (Pop 17,400) [TWN] 80,

81

Ogobanjk, Khakhan [NPC] 86, 114,

'33. '34
Ogort Tiliit [Cln6-Pholrus][NPC]

80, 82

Okalasna Plateau [MT] 96

Old City (Rel Astra) [QTR] 92, 93

Old Faith [Religion] 117, 161

Old Lore [PHL] 161, 163

Old Lore, Colleges of [ORG] 161, 162

Old Places [PLC] 132

Old River [RVR] 116. 119,152

Oldred (Pop 22,000) [TWN] 75,

?8,149

Olidammara [Deity] 21, 25. 26, 30, 61,

63.119, 164, 174.178,182.188

Oltnstaad Corond, Prince (Dwarf)

[Rogi2/Ftr3][NPC] 15,119, 120, 121

Oljatt Sea [RVR] 70, 71, 149

Otroan [PPL][LNG][CI_N] 6, 7, 12, 19,

70, 100, 102, !3g. 147. 149, 150

Olman Islands [ILE][KNG] 79, 96,

9s- '47
Oltagg, Baron [Ftr4/Rog9][NPC] 31

Onnwal, Free Stare of [KNG] IFC. 6,

'6, 55, 57. 58. 59. /". 75. ?8, 79,
80, 87, 88, 96, 98, tio, in, 145.

148. 149

Onnwal, Army of Rebellion [ORG]

79. '45
Onnwal Peninsula [PLC] 55,148

Onsager Point [PLC] 90

Onselven [NPC] 39

Opicum River [RVRJ 59, 62, 94, 95,

'52- '53
Opicum River, Battle of [BTL] 95, 151

Orb of Dragonkind [ITMJ 8

Orberend, Duchy of [PRV] 77

Ore us (Demon Prince) 153

Ordai [LNG] 12, 114, 133

Orred (Pop 5.800) [TWN] 21, 22,
25> '5'

Orvung, King [Ftri6][NPC] 106

Ospretn [Deity] 55, 63, 68. 70, 79,

91, 99, too, itg, 178, 180, 188

Qsson, Commander [NPC] 78, in, 141

Oswalden of Carnifand. Baron

[Wizi5][NPC] 22

Otiluke [Wizi6][NPC] 16, 38, 156

Otro [C!r3-Boccob/Wiii5][NPC] 156,

'57
Quntsy, Town of (Pop 83,000)

[TWN] 91, 92, 93, 94, 99, 145,

148, '53

Oversight [CTL] 32, 33

Owen I, Grand Duke

[Wizi5/Ftr5][NPC] 47, 49

Oxton [TWN] 112

Oytwood Forest [WD] 48, 49,

107, 141

Oief the Warrior [NPC] 42.137

Pale. Tfieocracy of rhe

[KNG] IFC, 16,

25, 26. 27, 59, 75,

77, 78, 80, 81, 82, !

96,108,112,113, 114, 123,124,140,

141, '53
Palish [PPL] 5

Panshazek [Clri5-luz][NPC] 61

Panrarn (Pop 2.500) [TWN] 45,

47. '5°
Pardue (Pop 4,100) [TWN] 21. 25, 94

Parmus Destron [NPC] 80

Pascorel [TWN] 17

Patch-wall [TWNj 2.108

Pawluck River [RVR] no, 152

Pawluck River Valley [PLCJ no, in

Paynim [PPL][KNG] IFC, 5, 12, 37, 38,

43, 50, 67, 83, 84, 85. 115, 122,

123,126, 134,136,137, 138.142,

'54. '59- 161,165

Pearl Sea [RVR] 148

Peh'Reen [CTL] 137

Felgrave Ratik, General [NPC] 69, 90

Pelisse Swamp [RVR] 149, 153

Pellak (Pop 2,300) [TWN] 32, 33, 160

Pelor [Deity] 6, 37, 40, 42, 48, 51.

58. 75. 77. 85, 94,106, 108, no.

112.123, 124,176,178,179

People of the Testing [ORG] 68,162

Peregrines [CLN] 17

Pen-en, Voorman [NPC] 86

Perrenders (Perrenlanders) [PPL]

5,86

Perrenland (Quaglands) [KNG] IFC, 3,

6, 23. 46, 53. 59, 6=. 67. 85, 86,
"4. "5-129- '33- '39. '42- '43.
146, 158

Pest's Crossing (Pop 800) [TWN]

4s. 49
Petros, Commandant [Ftri5][NPC]

5°. 5'
Phaulkon [Deity] 38, 63, 68, 118, 134,

'73.'74.'78

Philidor the Blue [Wizzo+][NPC]

61, 128

Photon [PPL] 24

Phollus of rhe Blinding Light [Deity]

23, 25, 26, 49, 75, So, 81, 102,112,

123, 160,166, 175.177.179.182.

185,188

Phostwood [WD] 26. 81, 112. 114.141

Phyton [Deity] 19, 38, 48, 49, 53,

80, 89, 118, 119,123, 178, 179, 180

Pitchfield [TWN][CAP] no, HI

Plague Fields [PLC] 102

PI am pi on (Pop 1,920) [TWN] 64

Plane of Time [FLN] 172

Poison Wound Tribe (Gobiin) [CLN] n

Polvar (Pop 12,600} [TWN] 66

Pomarj, Orcish Empire of the [KNG]

17, 40, 42, 51. 59. 63, 72. 116, 118,

119, 121,129,131,148, 150,152, IBC

Pomarj Peninsula [PLC][KNG] ti, 15,

'6.17. 33. 3B. 39. 40. 42. 5'- 52-

59, 63, 65, 66, 72, 79, 86, 87,

88,107,116, 117, 119,120,121,127.

133.135. MO. MI. 142- '44.145-

147.148, 152,157,159,182

Ponrylver (Pop 16,000) [TWN] 22,

24, j\, 93, loo, 151, 152

Ponryrel (Pop 7,550) [TWN] 124, 126

Port Toll (Pop 11,000) [TWN] 96,100,

101, 123

Portillan, Overking [NPC] 23, 90

Pregmere (Pop 300) [TWN] 48, 49

Procan [Diety] 21, 55. 77, 79, 89, 91,

99,100,165, 180,184,186, 188

Procession of Blessing [CAL] 43

Provincial Expeditionary Force

[ORG] 57

Prymp (Pop 16.300) [TWN] 21, 71,

So, 149

Pugnace Dillip [NPC] 64

Purmill (Pop 1,900) [TWN] 108, no

Pyremius [Deity] 93, 96, 168, 171, 181,

183, 188
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Qayah-Bureis Islands

[ILE] ,37, ,47

Quag Lake [RVR] 85, 86,

94,133,143,146, 149

'5'. '53
Quag Road [SIR] 85

Quagflow Road [STR] 53

Quagflow Valley (Fairdells) [PIC] 53,

'42- '59
Quagfludt, Canton of [PRV] 85

Querchard, Earl [NPC] 107, 108

i p T

Radigast City (Pop 44,800)

ITWNICAP] 123.124.1

Rain of Colorless Fire

[BTL] 5, 8, 12,13, 14, 54,
64, 68, 94, 142,155, 162, 187

Rakehell Chert [Rogt8][NPC] 79, 80

Rakers LMTj 4, 35, 36, 44, 73, 81. 82,

89, 90, 91, 143,145, 152

Rakervale {Pop 13,700) [TWN] 80

Ralishaz [Deity] 21, 25, 75, gg, 122,

174,177, 181,182,186

Ralsand (Pop 2,500) [TWN] 21

Ramshalak [Clri2-PyremiusJ[NPC] 93

Ramshorn [PLC] 35

Ranet [Deity] 181

Ranial (Lich) [NPC] 34

Rao [Deity] 16, 32, 41, 45, 62, 75, 93,

128, 129, 130, 158, 165, 173, 181,

184. 189, 190

Rao, Crook of [ITM] t6. 47, 62, 93,

i2Q, 130,181,190

Raoan [PPL] 130,132

Rary [Wizao+][NPC] 16, 37, 38, 68,

126,128,143, 144,154, 156

Rashaman of Safeton [NPC] 42

Ratik, Barony of [KNG] 9, 36, 37. 44,

45, 54. 59, 72- 73. 74. 3'. 38. 9°.
gi, 105, 106,141,142, 143,147,148,

158, IBC

Ratik, House [CLN] 90

Ratikhill (Pop 5,500) [TWN] 37,

89, 91
Rauxes [TWN][CAP] t6, 23, 24, 31,

46, 56, 57, 62, 71, 72, 73, 74, 77,

fa. 92. 93. 99-1°4. "i. '45. '4$.

151.152,158
Rauxes, Marchiand of [PLC] 22

Rax, House of [CLN] 13, 23, 24, 27,

56, 57, 73. 74. 77, 8', 82, go,

93, '53
Raxivort [Deity] 182

Reach, Duchy of the [PRV] 46,

129, '3'
fiealstrcam [RVR] 32, 48,152

Red Death Plague [CAL] 24

Red Road to Rift Canyon (Song)

[BK] .13

>
Redfall [CTL] 73

Redhand, Principality of [KNC][TWN]

27. 30. 3'. '02, 124
Redoubt (Pop 5,900) [TWN] 45

Redspan Town (Pop 21,000) [TWN]

27, 112,114,150

Rfidspan, Battle of [BTL] 113

Regurd Korenflass [Ftr8][NPC] 77

Rel Astra {Pop 61,000) [TWN] 15, 23,

24, gi, 92, 94, 96. 99, 100, 141,

145, '47, 148, 158, IBC
Rel Deven (Pop 29,400) [PRV][TWN]

21, 22,25,93,139,153,158

Rel Mord (Pop 46,500) [TWN][CAP]

23. 26, 75, 77, 78, 8a, 93, 123, 151

Rel Mord, Great Council of [ORG]

26, 77, 82, 123

Relentless Horde [PPL] 35, 86, 95,

"4, '33
Relmor Bay [RVR] 58, 75, 78, 148,

149, 150

Relmor Coast [PLC] 25

Renfus the Mottled [Rogi2][NPC] 30

Renvash Splinter (Reliquary) [ITM]

'33
Resbin Dren Etnondav [Wizi3][NPC]

106, 108

Retchtongue Warband (Gnoll)

[CLN] M

Reyhu, Great lands of [KNG] 26, 27,

29, 30, 61, 140,147, 154

Reynard, General [FigtfNPC] 30, m

Reynard Yargrove [Drdt4][NPC] 140

Rhennee (Rhen-Folk) [PPL] 7, 8,12,

17, 19, 21, 42, 51, 85, 123. 124, 126,

'29, M9. '5°. '53
Rhola, House of [CLN] 13, 64, 65

Rhop [PLN] 7

Rhopan [LNG] 12. 40. 51,123

Rieuwood [WD] no, HI, 141

Rift, Men of the [KNG] 29. 30

Rift Barrens [PLC] 26, 27, 29, 30,

59. '02
Rift Canyon [PLC] 17, 25, 26, 28, 29,

31, 61,113, 142, 154, 157

Riftcrag (Pop 5,000) [TWN] 25, 27,

29, 3°. 59- 6|. '54
Rinloru [TWN] 72, 74

Rinloru, Principality of [PRV] 73

Ripper Tribe (Hobgoblin) [CLN] - i

Risay [KNG] 137

Rite of Battle Fitness [CAL] 109

Ritensa River [RVR] 30, 31, 59, 61,

102, 103, 104, 152

River Quarter {Dyvers) [QTR] 42

Road of Skulls [STR] 62

Robilar, Lord [Ftr2o][NPC] 15, 16, 37,

38, 63,126

Rockegg Pass [STR] 112

Rohan III, Duke [NPC] 49

Rohan IV [NPC] 49

Roland, Five of [ORG] 93

Roland, Town of (Pop 79,000) [TWN]

9'. 92- 93, 99- '45- '48

Rollo, Margrave [NPC] 33

Romadnen Bereman, Count [Clrjj-

ZilchuslNPC] 75

Rookroost {Pop 17,500) [KNG][TWN]

IFC, 25, 26. 27. 29, 31, 59, 61, 112

Rotting Eye, Ores of the [CLN] n

Rovers of the Barrens [PPL][KNG] 5,

6,12, 25, 27, 30, 58. 59, 61, 94,

95. 109. "3. '33. '34. 140. M4.
154, IBC

Royal Astrologers (Rel Astra) [GLD]

92
Rudd [Deity] 21, 25.182, 189

Rumikadeth [RVR] 150, 152

Rurszek River [RVR] 152

Rushmoor Marshes [RVR] 49, 50, 51.

63, '53

f
Sable Watch [TWN] 95

Sablewood [WD] 141

Safeton (Pop 6,100)

[TWN] 42, 51. 52, 87,140.148,

'5°- '5'
Saint Cuthbert [Deity] 40, 41, 45, 48.

49- 51. 58, 63, 85, 86,102, ti2,

119,123, 124,129,131,132,133,158,

160, 164, 166.173,177, 179,182

Saint Cuthbert, Cathedral of the

Holy Cudgel [TMP] 133

Salinmoor, Viscounty of [PRV] 64

Samprastadar [TWN] 130

Sarndt (Pop 2,300) [TWN] 21, 25

Satresh (Pop 3,600) [TWN] 27

Scant (Pop 4,500) [TWN][CAP] 16,

38. 55- 79- So, 96, 98,101,148

Scarlet Brotherhood [KNG] 6, 8, 12,

15, l6, l8, 2!, 24, 25, 45, 51, 5E,

54, 55. 5a- 59, 63> 66, 68> 69,
70, 72, 73, 75, 78, 79, 80, 87,

88, 91, 92, 93. 95, 97, 98, 99,

[OO, 101. 102, 106, 110, 111, 112, 119,

'3°. '33. '34-146, M7.148. '49.

150,153, 160,163, '8'. 184,187,

190, IBC

Scarsavage Warband (Gnoll) [CLN] 11

Schnabel River [RVR] 152

Schnafjord [RVR] 152

Schnai [PPL] 44, 55, 90,106

Schoffmund [NPC] 106

Schwartzenbruin (Pop 27,500)

[TWN][CAP] 40, 85

Schwartzenbruin, Canton of [PRV]

85.'53
Scragholme Island [ILE] 16, 59, 102,

103, 159

Sea Barbarians (Zeai) [PPL] 34, 154

Sea Barons [PPL][KNG] 18, 44, 54,

55- 68- 6<J. 70. 7'- 72. 9'. 92, 93-
94, 96, 98. 99, 100,105,106, 146,

147, 148, 150, IBC

Sea of Dust [PLC] 4, 8,13, 17,102,

'35. M3. '54, '55. '63
Sea Prince [SHIP] 101

Sea Princes [PPL][KNGJ 6,12, 16, 63,

66, 72, 96, gfi, mo, 101, 102, 121.

'34.'35. '36.140. '47. '48.15°-
152. '53. IBC

Sea Princes, Hold of [KNG] 16, 66,

100, 101, 102, 121, 135, 147, 152, IBC

Seaton [TWN] 64
Second Expeditionary Force [ORG]

130

Sederaia. March of [PRV] 64

Seer. The [NPC] 126

Seers 10RGJ 64

Sefmur (Pop 21,000) [TWN][CAP]

115,116

Sehaninc Moonhow [Deity, Elf] 68,

69, 70,162.183, 184

Seldarine [Deities] 19, 188

Selintan, Lanristadt of [ORG] 41

Selinran River [RVR] 51, 52, 87, 148,

'49. '50. 151,152

Selraren (Pop 9,800) LTWN] 124.

125, 126
Selvor The Younger [NPC] 23

Sencho Foy [NPC] gg

Senningford (Pop i,zoo) [TWN]

25. 27
Sepia Uplands [MT] 85, 86, 133, 146

Serpent Island [ILE] 99

Seven Families of Furyondy [CLN]

45.46

Sevvord Redbeard [Ftr20+J[NPC] 15,

78, 108, 109, no

Sewarndt, Prince [Wizg][NPC] 16, 78

Sfirta Island [ILE] 106

Shadow, Plane of [PLN] 128

Shah of Waters [NPC] 83, 84

Shandareth Clan (Elven) [CLN] 54

Shanladern [TWNI 75,149

Shar [KNG][PPL] 96

Sheldomar River [RVR] 49, 63, 64.

118,119,121, 139, 152, 153

Sheldomar Valley [PLC] 4, 13, 17, 18,

32. 48, 50, 63, 64, 65, 87, 116,

'34. '35.140. 'So, 162

Shiboleth (Pop 5,900) ITWNI 49. 51,
65. '53

Shieldlander [PPL] 30, 35, 47

Shield Lands [KNG] 15,16, 17. 25, 27,

29. 30, 3'. 45- 46. 5'- 58. 59. 61,
62, 74,102,103,104,105,129, 149,

152. '59- IBC
Shorewatch [CTL] 125

Silent Ones of the Lonely Tower

[ORG] 65, 162, 163

Silent Tower [CTL] 65,162,163
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Silver Metal Cairn [PLC] 144

Silverwood [WDj 17, 117, 119, 141,

'52

Sinking isle, The [ILE] 18, 148

Skagund, Fort [CTL] 61

Skannar Hendricks [FtriS][NPCJ 6t

Skipperton [TWN] 107

Skull Smasher Tribe (Hobgoblin)

[CLN] 11

Slave Lords [ORG] 88

Slerotin [NPC] 64

Slerotin, Passage of [STR] 143, 155,

,63
Slowkilfers Tribe (Hobgoblin) [CLNj n

Small War (Short War) [BTL] 32, 48,

50, 65,130,132

Snow Barbarians [PPL][KNG] 12, 19,

35' 44. 54- 58- 72' 89> 9'. 99.
105, 108.141.147,148, IBC

Soinor Coast [PLC] 72, 73, 3o, 81,

89. gi, 92, 99,141, 143, 145

Soinor Compact [TRT] 91, 92, 93,

99. 100

Soinor Ocean [RVR] 4.13, 21. 23, 35,

68, 70, 7). 73. 93, 94, 99,148,

149,150.153, 156

Sorcerers' Nexus of Rel Astra [GLD]

92
Sotillion [Deity] 19,165, 174, i8u,

183. 189
Soull (5,600) [TWN][CAP] 105, 152

South Docks (Rel Astra) [QTR] 92

South Province [KNG] 15, 23, 24, 56,

57' 5s. 64. A 78. So. 98, 106,

no, in, 141, 148, 149

Spahis [ORG] 136

Spendlowe, Lake [RVR] 150, 152

Spikey Forest [WDJ 44, 105.141

Spindrift Isle [ILE] 68. 69, 70, 91.

106, 146
Spindrift Sound [RVR] 68. 150

Spine Ridge Hills [MT] 71, 96,146

Spinecastle (Pop 6,300) [TWN] 35,

36> 37. 9°. 9'
Spitzford [RVR] 152

Stahzer [TWN] 103

Staltnaer [TWN] 140

Stalwart Pines [SCL] 125, 139

Stannic Hill (Rel Astra) [PLC] 92

Star Cairns [PLC] 144

Star Thought (Ki-Rin) [NPC] 179

Siark Mounds [MT] 48, 49, 107. 146

Steelbone Meadows [PLCJ[BTL] 25,

26, 27, 30, 31

Sterich [KNG] 5, 16, 48, 49, 50, 51,

59, 63. 65, 66, 96. 106, 107, 308,

118, 119.126, 127, 134,136,145,

146, i51, ,59r iec
Stitwri, Viceroy [NPC] 41, 48

Stoink (Pop 13.300) [TWN][KNG] 25,

26, 29. 30, 31, 59, 61,114

Stone Battle (Pop 2,900) [TWN] 123

Store Road (Nyrond) [STR] 123

Srotiehold [CTL][KNG] 15. 16, 17, 25,

26, 27, 44. 54, 55, 59. Si. 94,

95,105.106,108,109, no, 112,

113,114,141,143, 147. 148, 150,

IS2- '53- IBC
Stoneherm (Pop 5,700) [TWN] 86. 87

Stornawain Road [STR] 34

Stradsett (Pop 10,900) [TWN] So

Stringen (Pop 4,700) [TWN] 72

Stringen, Principality of [PRV] 73

Strinken [CTL] 92

Stronghow, Chief [NPC] 38

Suel (Suloisel [PPLj[LNGJ[CLNi 4, 5.

6, 7, 8. 9. 10, 12, 13, 18, ig, 21,

22, 23. 32. 33. 34, 36. 37, 37, 39,

44. 4s- 54. 55. S6. 63. 64. 66,

68, 69.71. 72. 73. 77. 79-85. S7-

88, 89, 91, 93, 94, 95, 96, 98,

99, 100, 102, 105, 106, 10g, !10,

112, 117, 118, 121, 123, 124, 125, 134,

'35. '39. '4', '45- '46. M8- '52,

'54. '55- '62, '63, '66, 168, i6g,

171, 173, 174,175, 177, 178, 179,

181,185,187

Suel Imperium [KNG] 5, 8, 12,13, 16,

64, 68,135, 155, 185

Sulhaut Mountains [MT] 13, 83, 143,

'52> '55
Sultan's Truce [TRTj 137

Sulward (Pop 7,200) [TWN][CAP] 70,

71, 72,100

Sunndi, Kingdom of [KNG] 6, 8, 15,

'6,17. '8. 55. 56, 57, 5S, 59. 63,
71, 75, 78, 79, 80, 96, 98, no, in,
112, 141, 142, 145, 152. 154, 158.

162, IBC

Suss Forest [WD] 39, 40, 66, 87, 88,

116,117,119, 141

Suss Rangers [ORG] 116

Svenser [Win6][NPC] 92

Sverdras Meno (Hierophant Druid)

[NPC] iifi

Swan Bore (Pop 2,800) [TWN] 75

Sybarate Isle I.ILEJ 96, 101,147

Syrul [Deity] 21, 44, 68, 70, 87, 91,

96, 98, 100, EoS, 174,181,183

Szeffrin, Duke [NPC] 24

Taival Tundra [PLC]

55, '°9
Tang the Horrific [NPC]

95. '34
Tangles, Earldom of [KNC.I 30, 31,

105,142

Tangles [WDj 17, 25, 27, 29, 30

Tareg Tribe (Suel) [CLN] 154

Tavin Ersteader [Wiz^lNPC] 52, 53

Tavish the Great, King [NPC] 50, 65,

88. 121,135

Tavish II, King [NPC] 65. 121,130.135

Tavish Hi. King [NPC] 48, 50, 65.

101,102

Tavish IV, King [NPC] 65, 66, 135

Teesar Torrent [RVR] 35, 72, 73,

'43- '52. '53
Telchur [Deity] 19, 44. 89, 94, 133,

169,175, 180,184.185,188

Telchuria [PLCJ148

Temil, Barony [ILE] 70, 72

Tempfe Coalition Revolt [CAL] 125

Tenh. Duchy of [KNGJ 4, 5,15, 16,

25, 26, 27, 29, 30, 31. 58. 59. 62,

83, 78, 8t, 82, 95,108. log, no,

112.113, 114, 123,124, 141, 153, IBC

Tenha [PPL] 12, 16, 27. 29, 30, 35.

94,114,124, 141,144, 156

Tenser [Wiz2o][NPC] 16, 38, 156

Teuod Fent [NPC] 35

Thailand [KNG] 13

Tharizdun [Deity] 96, 98, 100, 129,

180, 184, 185

Thelly Forest [WD] 13, 21

Thelly River [RVRJ MO, 111, 139, 145,
152. '53

Thelwood Forest IWDI 139 SEE

Bonewood Forest

Theodain Eriason [Wiz l̂NPCJ 156

Theoman BasletT, Prelate [NPC] 82

Thillonrian Peninsula (Rhizia) ;_PLC] 4,

8, 13, 15, 18, 36, 44, 54, 62, 89,

99. 105, no, 142, [43, 150, 185

Thornward (Pop 6,000)

[CTL][CAP][TWN] 32, 33, 40, 51,

65- 67. 139, 153

Thornward Division [TRT] 32, 33

Thrommel, Prince [NPC] 15, 96

Thrommel I, King [NPC] 46, 129

Thrommel II, King [NPC] 41

Thrommel IV, Prince [NPC] 130, 131

Throne of the Lion 63, 65, 66

Throne of the Sun 81, 82

Thunder Pass [STR] 109

Thunderstrike (Pop 17,400) [TWN]

"9
Tibarian Marreyus of Gradsul [NPCJ

'49
Tiger Nomads [KNG][PPLj 5. 12, 42,

43, 85,94,114,115, 133, 134,139.

142,146, IBC

Tilva Strait [RVR] 70, 72, 98,146,

150

Tilvanol Peninsula [PLC] 4, 95, 96,

98, 102. no, 146,147,150, 153

Tilvanor Plateau [MT] 71

Timberway Forest [WD] 36, 44. 71,

90, 142

Toran [CLN] 23

Toran I [NPCJ 74

Toran II [NPC] 01

Torkeep [CTL] 104

Torquatm, House of [CLN] 73

Torrich (Pop 27.500! [PRV][TWN] 21,

22, 25, 151

Tors [MT] 134,135, 146

Torturers Tribe (Goblin) [CLN] n

Touv [PPL][LNG][CLN] 4, 6

Tovag Baragu. Stone Circles of [PLC]

13. 83,150, 154

Traft (Pop 12,000) [TWN] 85

Traft, Cantor of [PRV] 85, 146

Traitor's Garden (Rauxes) [QTR] 57

Trask River [RVR] 153

Travels (by Fenwick Asrakane) [BK]

107
Trevlyan III [NPC] 66

Trigol (Pop 9,600) [TWN] 122,152

Tringlee (Pop 14.500) [TWN][CAP]

«7

Triserron, Prince Consort [NPC]

40,117

Trithereon [Deity] 25, 30, 45, 63,

89,102,110.134, 168, 174,175,

185, 186
Troll Fens [RVR] 81,112. 153

Tsojcanth. Lost Caverns of [PLCJ 86

Tuflrk River [RVR] 42, 67, 115, 116.

136, 143,151, 153

Tukim Tribe |CLN| 38

Tulvar [TWN] 132. 146

Turente! Espar/then, Count [NPCJ 111

Turgen IV, Canon [NPCJ 130

Turmoil Between Crowns [BTL] 13,

24, 36, 56. 71, 77, 80, 90, 92, 93

Turrosh Mak (Half-Ore) [Ftn6][NPC]

15. 42, 80, 86, 87. 88,121,

'52. '56
Tusking Strand [PLC] 34, 148

Tusman Hills [MT] 65, 67, 115,146

Tusmit [KNG] 42, 43, 67, 84, 115, 116,

129,136,137,138,142,161, IBC

Tusmite [PPL] 5

Twelve and Seven Precepts [PHL]

160

Twin Cataclysms [BTL] 8, 13, 22, 98,

no, 125, 129, 135

Udgru Forest [WD]

42, 142

Udmey the Seer [NPC]

43
Udrukankar, Lake [RVR] 83, 84, 136.

'5°. '5Z. '54
Uhas of Neheii [NPC] 162, 163

Uirtag [CLN] 114.139

III Bakak (Pop 900) [TWN] 37, 154

Ulaa [Deity] 21. 85,106. no, 119,

167,185
Ulagha [LNGj 12,122

Ulakarid (Pop 6.000) [TWN][CAP] 122
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Ulek, County of [KNG] 10, 39, 40,

45. 49. 59. 63. 65. 66. 72, 87.
88, 96. \aj, 116, 117, 118, 119, 121,

129.145, 152, 153, IBC

Ulek. Duchy of [KNG] 10, 38, 39, 40,

45- 49, 53. 59, 63, 65. 66- 7Z-
87, 88, 96,107,116, 117, 118, ng,

121.129, 139, 141, 145,152,153,

159. IBC

Ulek. Principality of [KNG] 9. 10, 15.

16, 39. 40, 45, 49, 59. 82, 63, 65,

66, 72. 87, 88, 96, 107.116.117.

118, 119,121,129,143, 145,152,153,

'59, IBC

Ulek Pass [STR] 118

Uli Clan [CLN] 84, 122

Ull [KNG] 5, 6. 12, 43, 83, 84, 85,

115, 122. 126, 143, ISO, l6l. IBC

Ulsprue Mountains [MT] 83. 84, 122,

123, '43-154

Unaagh, Necropolis of [PLC] 38

Underdarfc [PLC] 18, 143, 170

Ungra Balan (Pop 8,300) [TWN] 133.

'34
Ur-Flan [PPL] 5, 23. 34, 146, 157.161

Urnst [PRV] 23

Umst. County of [KNG] 10. 25. 26,

£7.29.30.37. 51. 5s. 75- 77.78.

79, 88, 96.102, 109.112,113, 114,

123, 124,125,126,143, 149,151,

,56, IBC

Urnst, Duchy of [KNG] 8, 10, 26, 27,

29, 3°. 37- 51- 52' 75. 77. 7a. 79.
87, 88, 96, 102. 118, 123, 124, 125,

126,139, 143, 144, 149, 152,156.

159. IBC

Urnst, Joint Courts of [ORG] 126

Urnst Trail [STR] 51

Ursunn Kewl. Count [NPCJ 117

Urthgan the Eldest (Gnome)

[IH7/Ftr2][NPC] 132, 146

Urzun Tribe (Ore) [CLN] 59

Ustula [PLC] 106

Valley of the Mage

[KNG] 48, 63,126.

127, 128. 129, 142, 160,

IBC

Vargalian (Archmage)

[NPC] 48

Vast Swamp [RVR] 4, 71, 96, no, in

146, 152.153, 154, 187
Vatun [Deity] 15. 44, 54, 55. 105,

106. 169, 184, 185, 186

Vault of the Drow [TWN] 18

Vayne [Wiz l̂NPC] 103, 104

Vecna [Deily][NPC] 13, 15, 50. 51,

58. 64, 104, 131. 133,173, 180.

186

Veens, Eye ot" [ITM] 104,186

Vecna, Hand of [ITM] 104, 186

Velnius [Deity] 19. 186, 187

Vetondi [LNG] 12, 45, 128

Vefuna, Archciericy of [KNG] 12, 15,

'6, 32, 33. 40. 4'. 45. 46. 47. 48.
5°, S1- 53. 58, 59. 62, 65, 67,
84, 85, 93, 96, 102, Il8, 128, 12g,

130, 131, 132, 146, 151, 153, 158

Veluna City (Pop 11,100) [TWN] 128,

129.130

Velunese [PPL] 67

Velverdyva River [RVR] 39, 40, 41,

45. 53. 54. 85. 86, '29. '30. '3'.
132,139, 140, 150, 151, 153

Velysin, Mayor [Ftrn][NPC] 131

Veng River [RVR] 45, 59, 61, 103,

'49. '5°. 'S3
Ventnor [CTL][TWN] 30

Verbeeg Hill (Pop uoo) [TWN] 52,

53
Verbobonc. City of (Pop 12.700)

[TWN] 15, 40, 42, 45, 51, 53, 59.

96, 102. 116,118, 119, 128,130. 131,

132, 133, 140.141, 145, 182, IBC

Verin Talnith [Rgr4][NPC] 77

Vernport [CTL][TWN] 100

Vesbergen. Canton of [PRV] 86

Vesve Forest (High Forest) [WD] 4,

8, 23, 45, 46. 52, 53. 54, 59, 61.
62, 85, 88. 133.142,151,153, 182

Vigilant Highway [STR] 102

Vilayad (Pop 12,200) [TWN] 115

Vile Rune Tribe (Ore) [CLNJ it

Vir, House of [CLN] 36

Viscount's Standing Army [ORG] 131

Vlek Col Vlekzed SEE Stonefist

Vlekstaad (Pop 700) [TWN][CAP]

55- 95- 1°S- '09, no

Vollar [CLN] 129

Vornekern [RogisJiNPCj 93

Walgar, Margrave [NPC] fj

33
Walworth [TWN][ILE] 102,

104, 159

Wardog Society (Rovers) [ORG]

94, 95
Warfields, United Bands of [KNG]

3°. 31- 104
Warnes Starcoat [Wiz2o][NPC] 126,

153. 156

Warren ap'Hiiler [NPC] 145

Wastri [Deity] 34, 51, in, 112, 136,

154, 180,187, 189

Watchtower Road (Bissell [STR] 32

Waybury (Pop 11.500) [TWN] 117, 118

Wealsun Proclamation [CAL] 48,

65, 12!

Wee Jas [Deity] 21, 70, gi, 96, 177,

180, 187

Weird of Gnatmarsh [NPC] 153

Welkwood [WD] 17, 39, 51, 141, 142

Wenta [Deity] 19, 180, 186. 187,188

Westburn {Pop 2.500) [TWN]

'34, '35

Westkeep (Pop 9,500) [TWN] 65,

66, mo, 101,102

Westkeep, Siege of [BTL] 65, IOP

Weynoud Aspranth [Clr/-

Heironeous][NPC] 77

White Fanged Bay [RVR] 94, 109,

i50H 152

White Plume Mountain [MT] 154

Whyestil Lake [RVR] 4, 7, 31, 45, 59,

Si, 150, 15'. '52,153

Wild Coast [PLC] 15, 39, 41, 51, 52,

87, 88. 133, 142

Wilfrick, Viscount [Ftru][NPC] 131,

132.'S3
Willip, Barony of [PRV] 46

Willip, Town of (Pop 16,000) [TWN]

41, 45, 46, 104

Willip Arsenal [PLC] 46

Wind Dukes of Aaqa [ORG] 13

Windtnarch [CAL][STR] 17, 24, 25

Winetha (Pop 19,300) [TWN] 72,

89, 148

Winetha, Principality of [PRV] 73

Wintershiven (Pop 39,900)

[TWN][CAP] 77, 80, 81, 82, 153

Witch's Hinge [BRG] 85

Wolf Nomad (Wegwiur) [KNG][PPL]

S. '2, 34. 35- S8- 59- 94. 95.

"4. "5. '33- '34- 139. MS. ME.

151, IBC

Womtham (Pop 19, 200) [TWN] 75,

77. '45. 'S'
Womrham, Royai Duchy of [PRV] 77

Woodverge, March of [PRV] 75, 77

Woodwych (Pop 24,300) [TWN]

75. '39

Woolly Bay [RVR] 37. 51, 87, 148,

150, '52

Word of Incarum [BK] 129

Wormhall [KNG] 25, 30. 31, 104

Wragby (Pop 7,300) [TWN] 75.

148, 149

Wyrm's Tail [STR] 85, 86

Xan Yae [Deity] 67, 83,

115, 136, 184. 188. 190

Xan than Bun-sin, Baron

[Ftr8][NPC] 46

Xargun [Cln6-ArAkbar][NPC] 42

Xavendra [Clri3-luzJ[NPC] 26

Xavener I [RogislNPC] 16, 20, 21,

22, 24, 74,93,94, 141, 152.158

Xenia Saltavarian [NPC] 78

Xerbo [Deity] 21, 44, 54. 55, 63, 64,

68, 70, 79, 89, 91, 99, 100, 105,

123, 178, 180, 188

Yar, Sea of [RVR] ,48

Yarpick Tree

(Daggerthorn) [MON]

'39. '4'
Yatil Mountains [MT] 3, 12, 13, 14, 42.

43. 53. 67. 85, 86, 114,115,116,
122- '37. '39. '42- '43. '4^, 165

Yattenhied, Canton of [PRV] 85

Yecind [Deity, Elf] 188, 189

Yecha (Pop 4,100) [TWNj[CAP] 114,

"5- '46

Yecha Hills [MT] 42, 43, 114, 146

Yeomanry [KNGj 59, 65, 66. 96,

100, 101,107, 134. 135,136.143,

146,155.163,160
Yol River [RVR] 82, 112, 153

Yolande, Queen (Elf)

[Wizi3/Ftr2][NPC] 15, 38,

39-40
Yondalla [Deity, Halfling] 19

Yorodhi [PPL] 122, 123 SEE Oeridian

Younard, General [Ftri3][NPC] 75

Yragerne, House of [CLN] 52

Zagig Yragerne (Zagyg)

[DeitylNPC] 14, 52,

167, 1/3, 176, 178,

182, 187, 189

Zeai [PPL] 154 SEE Sea Barbarians

Zeech of Redhand, Prince

[Frr8/Clr4-Hextor][NPC] 27, 124

Zeif. Sultanate of (Pop 43,500)

[KNG][TWN][CAP] 5, 42, 43, 67.

83, 84,115,116, 129,136, 137,138,

147, 148, 156,160,161, IBC

Zefcor. Overking [NPC] 23. 74

Zeilif Ad-Zol [NPC] no

Zelrad [CLN] 64

Zelradton (Pop 12.900) [TWN] 21, 22,

23.24,56,57. 80,110

Zilchus [Deity] 21, 22, 24. 32. 40, 45,

49. 5'. 55. 63. 72. 75. 79- 3'. 85.
91. 106. 123,125, 129,131,134,174,

181, 183, 188,189

Zodal [Deity] 112, 173, 189,190

Zodiac, Twelve Lairs of the [CAL] 2

Zoltan, Beygraf [NPC] 33, 51, 67, 68

Zuggtmoy (Demon Lady) [NPC]

'5- '3'
Zumkend Tributary [RVR] 109,

"2, 153

Zumker River [RVR] 26, 27, 29, 30,

112. 113, 147, 153

Zuoken [Deity] 184,190
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Enlightenment can penetrate even the helm of iron—Cuthbertine proverb

CAMPAIGN NEWS
News from the Top
Our bi-monthly round-up of RPGA
Network news and information usually
appears in Polyhedron, our sister publi-
cation. This month, however, we've got
very important news that simply can't
wait for the next Polyhedron. I apologize
for interrupting your regularly sched-
uled LIVING GREYHAWK Campaign News,
but I trust you'll agree that the following
information is worth it.

So what could be so important?
In our bid to continue to offer better

games for more members, the RPGA has
dropped ALL membership fees as of the
time you read this. For those of you
now leaping around looking for the tele-
phone number of HQ as you just paid
us renewal money, I ask you to first
please read on, as I suspect you'll like
what I have to say.

To address and thank those members
who have joined, renewed, or have
multi-year memberships, we are work-
ing with Chessex, a leading manufac-
turer of gaming aids and accessories, to
develop an RPGA Network member-
exclusive vinyl Battlemat that will be
sent free of charge to all RPGA
Network members who joined prior to
July i, 2002.

Measuring 23 1/2 in. by 26 in., the
new RPGA Battlemats feature a one-
inch square grid suitable for DUNGEONS
OT DRAGONS miniature play. The
Battlemats will be available for collection

at both the US and UK GEN CONS.
Thereafter, we will mail all remaining
qualifying members their Battlemats at
absolutely no charge.

Is that the only good news?
Not hardly.

I promised in Polyhedron # 151 that I
would release additional information
regarding our brand-new DM Training
program as that program was devel-
oped. I'm pleased to inform you that
stage one of that program will be live
by the Time you read this. I'd like to
offer a huge thanks to all those who
have contributed to setting up this
important initiative in such a short
period of time.

The entry level in the new DM pro-
gram is known as Herald level. To qual-
ify as a Herald-level DM, new members
must pass a simple test of basic table
managment skills administered via the
rpga.com website.

This and future tests for higher judge
levels have been designed to help DMs
deal with situations that occasionally
arise during Network-sanctioned games
(what to do when a player cheats, when
a die rolls off the table, or even when a
player falls asleep!). The entry-level
Herald test is available now. New mem-
bers must take the test to qualify to
order RPGA scenarios, including LIVING
GREYHAWK adventures.

Current members in good standing
retain their existing judge ranking (and

the ability to order scenarios). Once
we've rolled out the complete program,
higher level judges might have to sus-
tain their current ranking through par-
ticipation and/or additional tests, but
that's a ways off.

Members who joined prior to July
ist, 2002 but who do not have an exist-
ing judge rating may continue to order
scenarios as normal. Once the full pro-
gram is in swing, however, such mem-
bers will be required to maintain a DM
rank at the minimum level to retain
that ability.

We're initiating this new program
because we feel it will improve the play
experience of all RPGA members by
giving Network DMs a common set of
"best practices." In doing so, we hope to
create a corps of superb DUNGEON
MASTERS. Give it a little time, and we're
certain you'll agree.

For now, may the goddess Tymora
[or in this case, Rudd-ed.] shine upon
daos everywhere.

Ian Richards
Worldwide RPGA Director
ianr@wizards.com

GEN CON UK to Host
Special Events
The RPGA Network is happy to
announce that this year's GEN CON UK,
taking place August 29 to September i
at the Olympia 2 in London, will feature



both a LIVING GREYHAWK Open Regional
Slot, and the special Isle of Woe event
set to debut at this year's Origins Game
Expo about the time you read this.

The LIVING GREYHAWK Open Regional
slot premiered at WINTER FANTASY 2002,
where hundreds of LIVING GREYHAWK
players sunk their teeth into a single
slot of Regional adventures from
across the states and around the world
run by DUNGEON MASTERS from those
home regions.

Now, it's Europe's turn!
The Open Regional Slot is the only

place that DMs can run a home regional
adventure away from the real-world
geographic region they are from. For an
event to qualify, it must be a single-
round LIVING GREYHAWK event, and the
DM must be an RPGA Network member
in good standing and a resident of the
LIVING GREYHAWK region featured in the
adventure. And yes, U.S. and other mili-
tary servicepeople stationed abroad can
run adventures from the region of their
permanent residence.

And if that weren't enough GREYHAWK
fun, GEN CON UK is also the second site
for the Isle of Woe special event. Like
the Origins Games Expo 2002 version
of the event, the UK version features
Dwarven Forge MasterMaze pieces for
the dungeon works, graciously donated
by the UK game store Hidden Fortress,
which is co-sponsoring the event.

If you are interested in attending GEN
CON UK, check www.genconuk.com.

The Curse of Tristor
It seems there is a Rhennee curse on
the town of Tristor. The slated June re-
release of the 2000 member-exclusive
adventure has been delayed, due to
some logistic issues. But, by the end of
2002, RPGA Network members will
again have the opportunity to delve into
the mysteries of a superstitious village
in the heart of the famously intolerant
Theocracy of the Pale.

The re-release of the Fright at
Tristor LIVING GREYHAWK home play
adventure, when it occurs, will give
RPGA gamemasters the ability to order
the adventure for home play. The new
version of the event features an
Adventure Certificate, instructions on
how to run the adventure as a non-
standard event {that is, longer than a
typical five-hour slot adventure), and
how to increase the challenge of the
adventure to 3-6 levels of play. It also

will give RPGA Network DUNGEON
MASTERS the ability to order hard copies
of the adventure—which made its exclu-
sive premiere more than two years
ago-for $9.95 U.S. (while supplies last).
If you missed out on the Fright at
Tristor the first time around, you'll defi-
nitely want to take notice of this new

the people of that recaptured and
recovering city on edge. With reports
that adventurers have discovered a
small drow enclave under the city, that
paranoia has turned to murderous
insanity. No fewer than five vigilante
killings have taken place over the last
fortnight, as adventurers and even

The RPGA has dropped ALL
membership fees as of the time you

read this.

offer. Keep your eyes on the RPGA
website (www.wizards.com/rpga) for
more details about Tristor's rebirth.

Two Important Adventures to
Debut at GEN CON 2002
Polish your sword and dust off the
spellbooks-this year's GEN CON and GEN
CON UK are set to feature two highly
anticipated adventures-COR2-og: Final
Reckoning, a conclusion to the series of
adventures featuring everyone's
favorite miscreant, Auldon Brendingund,
and CORa-io: Forgotten Echoes, the
much-feared follow-up to last year's
smash adventure by Chris Tulach and
Jason Bulmahn, noted masters of the
LIVING GREYHAWK beat-down.

In Final Reckoning, by Sean Flaherty
and John Richardson, your characters
are tasked by Greyhawk City's Church
of Pelor to help undo the taint of evil
unwittingly unleashed by the
Brendingund paterfamilias. After all he
has done, can Auldon be redeemed?

Not even the healing spells of Pelor's
priests can save you from the insane
voice in your head-that familiar voice is
back again, the one that whispered to
you deep in the Vesve forest, and it's
telling you that it is now free. Can you
put an end to the Forgotten Echoes?

Both GEN CONS will feature a third
LIVING GREYHAWK adventure: COR2-ii:
Escape from Tehn, by David Christ and
Stephen Radney-MacFarland. In that
event, the story that started with the
Isles of Woe takes a dangerous turn, as
its legacy erupts from the splintered
duchy. Your only chance for escape is
a running fight to the banks of the
Artonsamay River.

Troubling Resurgence
of Drow in Sterich
A troubling encounter with some dis-
guised black-skinned elves in Istivin has

common citizens have taken to killing
anyone suspected to be in league with
the mysterious evil elves. While none
of those who were brutally drawn and
quartered by these "revenge mobs"
were actually drow, the authorities are
turning a blind eye to such sickening
citizen outbursts. Even Marchioness
Resbin Dren Emondav is said to have
called the phenomena "understandable,
if not unfortunate," and is said to be
making plans to find out more about
the danger currently threatening
the capital.

The Gloom and Disunion Cycle,
which started with the adventure
CORa-O4: Birthday Bash, and contin-
ued with COR2-05: Behind The Veil,
marches on this October with COR2-13:
Bridge Over Svartjet, in which charac-
ters delve deep into the Underdark in
an attempt to ascertain the true nature
of the threat to I s t i v in . -

r
What is

LIVING GREYHAWK?
LIVING GREYHAWK is the largest,

most popular shared-world
DUNGEONS Of DRAGONS campaign

in the history of gaming. Run
under the auspices of the RPGA
Network (RPGA), the campaign
offers gamers around the world
the chance to contribute to the
developing history of Oerth by
playing specially constructed

adventures at conventions, game
days, or in the comfort of home.
For more information on how you
can get involved in the campaign,

visit www.livinggreyhawk,com



r i

by Frederick Weining

illustrated by Kalman Andrasofszky

cartography by Christopher West

Ages ago, in the youth of their race, a
fundamental discord divided the elves
into two opposing camps. On the side of

goodness and light were the majority of
olvenfolk, who were filled with a joyous and life-
embracing spirit. But there were others, those
whose natures were fettered with wickedness
and cruelty; and they loved the darkness, for
their deeds were evil.

So the goodly elves shunned their evil
kindred and drove them out from their
communities, denying their kinship and naming
them drow. The iwo sides made war upon each
other, but good was ever victorious over evil; at
last, shamed and defeated, the drow retreated
altogether from the sunlit lands of the surface to
take refuge in the dark recesses of the
underworld.

The most evil and ambitious of these drow
venerated the demoness Lolth, Queen of the
Spiders; and they, having imbibed of her
venemous ichor, became the nobles of their kind.
By demon-endowed fertility the drow multiplied
and grew strong again in the underworld, their
race born anew and nurtured in the balm of
darkness. The drow themselves became dark, in
flesh as in spirit, hating the light and alt who
dwelled in it,

Females of the noble blood waxed powerful in
the service of Loith, ruling their people with
cruelty and cunning, leading the race of dark
elves ever deeper through lightless caverns and
black passages. In the grandest of all the deep
caverns they built their principal city, palaces for
their nobles, and a great fane for their goddess
and her priesthood. Thus they created their own
subterranean realm, a gloomy fairyland in which
to practice all the perverse arts cherished
by Lolth.

At last, rumor of their enduring evil has risen
once more to trouble the lands above, speaking
of strange elves as dark as the faeries are bright.
If any would seek the truth of these tales, let
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OF THE

DARK ELF METROPOLIS

them Take the perilous road to the world below, that they may
behold with their own eyes that terrifying and magnificent
homeland of the dark elves: the Vault of the Drow.

The Last Testament of Algorthas the Seer
Councilor Emeritus to the Royal Court of Sterich at Istivin,
588 CY

THE VAULT OF THE DROW
Deep beneath the mighty Heltfurnace Mountains lies the Vault
of the Drow, an immense hemispherical cyst in Oerth's crust
over six miles long and nearly as broad, tts mineral-veined
ceiling rises more than 1000 fathoms above its crystal-strewn
floor; near The zenith of the dome is a huge mass of
tumkeo'rte, which as it siowly decays and transforms into
iacofcite glows like a ghostly, plum-colored moon in the
firmament of the Vault, while other phosphorescent nodes
dimly gleam like stars in the same stony heaven. The lights of
this subterranean sky reflect in the dark waters of the Pitchy
Flow and the Weeping Spring, and the image of the whole
strange canopy is trapped and distorted within the Mere of
Glooms.

Many passages and trails wind throughout the underworld,
but one road enters the Vault through a fissure in its
southern wall. The road descends through a gorge about aoo
yards wide, which gradually becomes broader as it goes
north, A full mile From rhe entrance, an ancient stronghold
called the Black Tower stands four stories high, watching
over the Underdark road. The tower's foundations rest upon
a steep-sided mound of stone, its massive waifs worn smooth

by the passing of ages, almost fused with the natural rock
platform upon which the tower was built.

A narrow incline leads up to the Black Tower—all visitors
are required to report there, for it serves as a checkpoint and
customhouse for foreigners entering the Vault, All non-draw
are questioned regarding the purpose of their visit, and those
deemed acceptable are issued a cloak of silk dyed an unnatural
shade of green, which they must wear to identify themselves
as aliens in the drew homeland. Interlopers who lack the special
cloak soon find themselves killed or enslaved by the many
drow patrols that range the Lower Vault.

An enormous natural antechamber to the Vault opens
perhaps two miles west of the Black Tower. Its entrance is
walled and gated, with six strong towers along its length.
Behind this wall is the fortress of the military sisterhood of the
Vault, a society of female drow warriors sponsored by each of
the eight noble houses, but who swear allegiance only to Lolth.
Nearly two and a half miles to the northeast of the Black
Tower is a walled compound that serves as the stronghold of
the military brotherhood of the Vault, a society of male drow
warriors iri service to Lolth, which is financed by the sixteen
merchant clans who dwell in the Lower Vault.

The strongholds of these merchant clans are walled villas
scattered throughout the Lower Vault, Disturbing forests and
thickets of fungi grow between the sixteen merchant villas
here, all on a floor of jagged rocks and jutting formations of
crystal. To the north, by the banks of the Pitchy Row, the
black-walled city of Erelhei-Cinlu stands as a gateway to the
Upper Vault. A plateau occupied by eight noble estates stands
across a leering span called the Flying Bridge on the other side
of the river. Further still is a guarded passageway leading to
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the temple chamber of the Demon Queen of Spiders, called
Ldth's Egg. The enormous red and green ochre cavern holds
an accursed pagoda-like spider temple, the infamous Great
Fane of Lolth.

The mostly likely destination for adventurers travelling to
the Vault of The Drow is Erelhei-Cinlu itself. Representatives
of nearly any race might be found here, whether as visitor,
resident, or captive; indeed, it is not unknown for one person
to have each of these ranks at some point during his sojourn
in Erelhei-Cinlu, and the city of the dark elves is always
ready to tempt new visitors with all the arousements that
darkness can offer.

ERELHEI-CINLU (eh-reel-hay-sen-loo)
Erelhei-Cinlu looks out like a degenerate lover upon the
homeland of the drow, as it has for countless centuries. Within

its black wails ferment all manner of
evils, depravities, and addictions. A 30-
foot high wall of black stone surrounds
the city on the east, south and west,
with eleven square towers placed at
irregular intervals around its length.
The wall to the north is fifty feet high
and made of smooth, perfectly joined
stone, which runs alongside the banks
of the Pitchy Flow. Two gates, one to
the south and one to the north, give
access to the city {though only the
southern "Great Gate" is open to non-
drow); there are also a number of small
doors in or near the walls, though
these are spelt-warded, locked, and

ERELHE1-C1NLU
(Metropolis):

:iaa,QGQ gp tost; Asseis

•$35 mfen gp; Population

27,000; DemograpKic cate-

gory {drow 40%.

troglodytes- 15%, bwgtwars

12%. srhers (surface

{Jwefers and undead) 10%,

mmdflayers 4%, trofo 4%,

yugotetfss 4%, iuio-toa

3%, demons 3%, xvarts

8%, deep ̂ somes 1%, arcs

i%, $fh races i%).

concealed. A perimeter wall-walk links both the city gates and
all eleven towers. Protected by crenelated battlements, the
wall-walk crawls with groups of drow warriors on patrol.

Travelers enter Erelhei-Cinlu via the Great Gate, a broad
stone structure four stories high crowned with rooftop
battlements. Elaborate stone-carved figures of demons and
monsters leer from the piled stones of the exterior, while the
entry way holds four great warrior statues. The two larger of
the quartet, the females, face each other across the entry arch,
holding tall, narrow-bladed axes; the two smaller figures, the
males, face out into the Vault, gripping their thin swords with
both hands. A raised portcullis protects the Great Gate's
interior passage on the southern end, and a large spiked bronze
gate stands open to the north. Lurid frescoes of demon visages
cover the interior walls, which cleverly conceal the arrow slits
and murder holes that guard its length.

The Great Gate opens onto the High Street, which divides
the eastern and western halves of the city. High Street runs
generally north-south from the Great Gate to the Noble Gate.
End Street crosses it running vaguely east-west; hence, the
two branches are commonly called East End Street and West
End Street, respectively. All told there are eight sections, or
ghettos, of Erelhei-Cinlu. Four patrols of male drow soldiers
make hourly rounds on the main streets, while six patrols of
female drow soldiers roam the back streets and alleys on a
similar schedule.

The two main streets meet at the broad circle intersection
of the Concourse, at the center of which stands a temple of
Keptolo, the drow goddess of flattery, intoxication, rumor, and
opportunism. A large arena pit opens in the circle's center,
where performances of the most depraved acts serve as public
spectacle. The guardian priests determine who enters the

The Vault of the Drow Pitchy Flow
IS .UpperVault

1. Entrance
2. The Black Tower
3. Merchant Clan Warehouses
4. Towered Wall and Gatehouse

•5. Female Fighter Society
Stronghold .

6. Merchant Clan Villa
7. Male Fighter Society

Stronghold .
8. Great Gate
9. Erelhei-Cintu
ID. Estate of House Tormtor
11. Estate of House Everhate
12. Estate of House Despana I
13. Estate of House Noquar,/ , .'>•"
14. Estate of House Aleval" ' ' •1 Hex*
15. Estate of House Vae jfc
16. Estate of House Godeep \.'
17. Estate of House EilservsJ>.jr*
18. The Egg of Lolth
19. Great Fane of Lolth "_^
20. Flying Bridge IsZJ

Pitchy Flow

1 Hex" =240 Yards

River
Fungi Forest
Hill Crest
Estate Boundaries

74 LIU mist 2oo2



« B «

LIVING GBEYHAWK JOURNAL



Amalriv: : Male draw Wizig; CR 21;
Medium-size humanoid; HD igd^; hp
47; Init +0; Spd 30 ft,; AC si (touch 16.
flat-tooted 18); Atk +13/^8 melee
W645, -fj qusrterstaffi; SQ
Darkvision 120 ft., drow traits, SR 30;
AL CE; SV Fort v. Ref +9, Will «6;
Str 12, Dex 14, Con n, Int 23, Wis 18,
Cha 10.

Skills and Feats: Alchemy +20,
Concern ration +12. Diplomacy -HO,
Disguise +10. Forgery +16, Hide +12,
Knowledge (arcana) *?8, Listen +11,
Profession (irader) ^26, Search +13,
Spot +2; Brew Potion, Craft Magic
Arms and Armor, Craft Rod, Craft
Staff, Extend Spell, Improved Critical
(quarterstaff), Improved Initial ive,
Quicken Spell, Scribe Scroll, Silent
Spell, Still Spell.

Wizard Spefe Prepared

(4/6/6/5/5/5/5/4/3/3; base DC . 16
+ spell level); u— daze (2), mage hand,
read magic, ist -• charm person, iden-
tify, magic missile (3), shield; ind-
darkness, knock sper.tral hand,
summon monster II. web (z); yd- fly,
haste, hold person (2), vampiric. touch.
4lh- dimension door, improved invisi-
bility. po/ymorph self, stoneskin (2);
5th- cone at' cold (2), summon mon-
ster V. tehporf, will of iron. Oth—
circle of df^th, disintegrate, flesh
to stone, gloiie. of invulnerability,

Possessions

The so-called "tax baron" of The
Ghetto of Foreigners, Amalriv is one
of ihe most powerful permanent resi-
dents of Erelhei-Cinlu, and iis wealthi-
est non-noble. Amalriv served house
Lilscrvs for many years, but has since
switched allegiances to Tormtor.
Eclavdra's return complicates matters,
for alihough he no longer serves ihe
cleric, his long relationship with her
and her family cannot be ignored. In
his own right, Amalriv is the closest
thing to a mayor the city can boast,
and he loves Erelhei-Cinlu as only a
drow can. A survivor and above all a
pragtnatist, Amatriv respects power
and enjoys the misfortune of Ihe
weak and foolish.

centra! flesh-pit: only the most attractive or
wealthy. Facing this pit from the south end
of the Concourse, just before rising to
intersect with the High Street, is the main
sewer gate.

Many smaller streets and alleys wind and
zig-zag between the city's buildings, but six
are especially important in separating the
eastern and western ghettos from each
other. On the western side of the city, the
Player's Lane separates the Performers and
Artisans districts, while the Aisle of Scribes
divides the Artisans and Scholars. Between
the Scholars and Foreigners runs the Street

of Lies. On the east, Sentinel Street twists
its way in a long arc from Necropolis
Square (with its memorial Well of Despair)
to the North Wall, dividing the Tombs from
the Savage Ghetto. From the eastern corner
of Necropolis .Square to the easternmost
wall-tower crosses Dead End Street,
separating the Tombs from the Beggar's
district. Finally, cutting between the Beggar's
Ghetto and the Chattel's Ghetto, is Blackrail
Alley.

The Noble Gate marks the far end of
the High Street. It stands out against the
toweriess northern wall as a final defense,
not for the city, but to protect the wealthy
properties to the north from the dregs of
Erelhei-Cinlu. The gatehouse stands six
stories high, built with a set of double gates
protected from each side with portcullises
and topped with crenelated battlements on
the roof and the wall balcony overlooking
the city. The southern archway of the gate,
facing the city, features a haunting carving
of Lolfh in her spider form, while the
Queen of Spiders in the guise of a regally
attired draw noblewoman leers from the
northern arch. Two small towers extend
from this arch to watch over the Fiying
Bridge to the north, which leads to the
noble manors on the plateau of the
Upper Vault,

City dwellings range from abject
squalor to sumptuous excess and are
crowded together in a chaotic welter
of different shapes, sizest and styles.
Its streets and alleyways are crooked
and narrow, named by signs carved
into elaborate plaques, or crudely

I etched into the building walls.
Many such signs are outlined in
phosphorescent chemicals or
illuminated by glowing lichens or

fire beetle cages.
Though no real order prevails inside
the dark elven city, its eight ghettos
are historically associated with the
eight noble houses. The nobles have
the right to tax the inhabitants of
their related ghetto, but even this
is not performed in any
organized manner, for the tax
collectors-despised by both
their masters and their

subjects—seek only to
enrich themselves. In turn,

the collectors are
normally assassinated

{again, whether by
master or subject,

it matters little)
and replaced
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after only a brief time in office. Yet, since they employ the
greatest number of hirelings (notably mercenary guards), they
provide a boon to the economy of the city. They do so even in
death, for tax collectors traditionally are honored with
expensive funerals by their masters, and even more expensive
funeral celebrations by friends and foes.

The life of the city goes on otherwise in an almost timeless
cycle of pleasure, pain, and oblivion. A civil war in recent
years has not changed this; indeed, most of the casualties of
that war came from among the nobles, or the servants and
soldiers of their houses. The inhabitants of Erelhei-Cinlu, long
inured to bloody conflict, treated the civil war as merely
another murder-spree; knowing how to hide themselves, they
cast only a few of their own before the blade to distract the
blood-lust of the nobles.

With the cessation of internecine strife, the common
citizens of Erelhei-Cintu have returned to their chosen
professions and turned their attention to their favored victims:
each other. Visitors from the surface are also choice targets,
but they are often too dangerous for any but the most skilled
or powerful drow to prey upon.

THE GHETTO OF FOREIGNERS
Most humans resident in Erelhi-Cinlu live in the Ghetto of
Foreigners, which teems with run-down dwellings for both
permanent and transitory visitors from the surface world.
The establishments found here reflect this in many ways:
the use of light, far more prevalent here than in any other
part of the Vault; the presence of foreign temples, for no
outside deities are permitted worship elsewhere in the drow
realm (and even here they are treated as just another
business catering to non-drow); and even the food and
drink are made to better suit surface tastes, though more
exotic fare is always available for a price.

Foreign Temples
The Foreigner's Ghetto is home to the only temples of non-
drow gods allowed in the Vault. All are located along the
Street of Lies, over the entrance of which stands a tall,
gated arch covered with a relief of the demoness Lolth.
Indeed a shrine to the Queen of the Spiders lies just within
the gate, and tradition dictates that all visitors make a
nominal offering of silver as they enter.

The first foreign temple is that of Nerull, who is well
respected in the underworld (particularly among assassins
and executioners). The next is a small temple to the god
Boccob, frequented mostly by wizards from the surface
world, but whose clerics are on good terms with a modest
number of drow scholars and sages. A similarly sized
temple dedicated to Ralishaz stands further along the Street
of Lies, the bane and boon of those addicted to gambling. A
well-appointed sanctum of tncabulos, popular with both
drow and non-drow (most notably poisoners) comes next,
just before similar structures dedicated to Erythnul, Beltar,
and Raxivort.

A black iiggurat temple of Tharizdun sits at the turn of
the street, although it serves as more of a museum than an
active house of worship. Finally, near the end of the street
sits a large group of one- and two-story buildings
connected by pillar-lined courtyards, a motley assembly that
serves as a place of worship dedicated to the lich god

Vecna. Many drow scholars, as well as evii human wizards,
sorcerers, and visiting liches frequent this bizarre complex.

Palace of Amalriv
The home and private fortress of the most successful tax
collector in Erelhei-Cinlu rises seven stories above the city
streets. The round, multi-domed edifice of puce-colored stone
squats at the junction of Squander and Salvage, near the very
center of the Foreigner's Ghetto. The palace was briefly put
under siege during the civil war a few years ago, but proved
impenetrable despite some damage to the outer facing.

Currently, the lower two floors of the palace see much
traffic, for Amairiv also acts as a pawnbroker and moneylender
for the entire ghetto. Common sorts of goods are readily
available here, including adventuring gear, weapons, and
clothing. Amalriv stocks second-hand goods particular to the
Vault, such as the red eye cusps worn by some experienced
visitors and various fungal ointments used by hunters, which
otherwise must be custom made by a skilled artisan.

Amalriv also offers loans, usually with severe terms that
would be illegal in any normal city. His yugoloth bondsmen are
quite relentless in their collection activities, and the tax
collector's relationship with the city's impressive vampiric
community gives him connections even on the surface. In fact,
he is rumored to have a vampire harem on one of the upper
floors of his palace, but visitors are not invited there and
intruders may never leave,

Establishments
The ghetto features many bordellos, casinos, and taverns
(or combinations thereof) suitable for the pursuit of any
common vice found among the surface races. Games and
competitions of every kind are available, from cards and
dice to races and combat, and anything in between. The
most popular gambling house is the Demon's Draw Casino, a
broad, four-story edifice on Serpent Street.

Other gambling establishments include the Black Widow
(bordello, casino, and inn), the Dragon's Hoard, the Turning
Wheel, and Gengar's Blade, the latter known for its hard
liquor and bloodsport. Famous bordellos include the
aformentioned Black Widow, the Green Door, the Serpent's
Charm (which employs a group of medusa paramours for
select clientele), and the Dreampearl, infamous for its free
use of dangerous potions and elixirs.

The list of taverns and inns found in the Foreigner's
Ghetto is vast, but two are imminently suitable for first-time
visitors. The Deep, on Haze Avenue, and the Far Night, an
inn and tavern located on Stranger Road. Both are owned
and operated by humans who maintain their own security
forces and keep the local drow patrols well bribed. Though
these establishments are far from safe, the proprietors
strive to keep good relations with others from the surface
world.

THE GHETTO OF SCHOLARS
Located next to the Ghetto of Foreigners, the Ghetto of
Scholars is the next most common destination of travellers
from the surface. Indeed some of the savants and scholars
found here are human, or once-human, and the language of
almost any race can be heard somewhere within the
ghetto's confines. Tutors in any of the arcane professions
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liscul;| Male mind flayer Mnki4; CR

22; Medium-size aberration; HD

SdStiG + i4d8+28; hp 143; Init +7;

Spd 70 ft.; AC 31 (touch 28, flat-

footed 29); Atk +23/*i8 melee

(idiEt/, unarmed strike); SA flurry

of blows, ki strike (+2), stunning

attack; SQ abundant slep, diamond

body, diamond soul, improved eva-

sion, leap of the clouds, purity of

body, slow fall (so ft.), still mind,

wholeness of body; AL LE; SV Fort

+13. Ref +14, Will +27; Str 24. Dex

17, Con 14, Int 20, Wis 30, Cha n.

Skills and Feats: Balance +30,

Concentration +27,

Diplomacy +2. Intimidate t

•HI, Knowledge (arcana) .!«*

+30, Listen +37, Move

Silently t?8, Sense Motive

+21. Spot +37, Swim \rf,

Tumble +28; Alertness,

Ambidexterity, Blind-Fight,

Deflect Arrows. Dodge, Endurance,

Expertise, Improved Initiative,

Improved Trip, Improved

Unarmed Strike, iron Will. Skill

Focus (Swim), Stunning Fist.

Possessions: Self of giant's

strength *6', Dacrn's instant

fortress, gem of seeing, periapt of

wisdom t(i. mantle of speii resist-

ance (SR 21), necklace of prayer

beads (bead of summons), robe of

The chief scientist of Erelhei-Ctnlu's

Antisolar Institute, liscul firsi came

to the Vault from his native city of

Dhra-Muor-Shaiiu as a student of

the institute 60 years ago, He fefi

after a dozen years to participate in

field study with several successful

inquisitions, but finally illumed to

accept his current post at the insti-

tuie just five years ago, replacing

the previous chief scientist, who

was slain in the drow civil war.

Despite his stereoiypical illifhid

reserve, liscul relishes his position

and secretly enjoys the excitement

that Erelhei-Cinlu has to offer.

Often seen perusing the stock at

different slave markets throughout

search of delicious fjrayma

from ihe cranium.

can be found here, divided info differing
and rival philosophical schools, though a!!
are devoted To evit. These folk spend much
time in vicious debate and disagreement,
creating conflicts in which truth is not the
only casualty.

The greatest scholarly institution of the
drow in Erethei-Cinlu is the Spire of the
Encyclic, which claims the membership of
the vast majority of drow sages, whether as
professors, professors emeritus, or simply
as students. The district sports many other
scholarly enclaves as well, and not
only of drow. Some human scholars,
as we|l as smaller groups of illithid
and derro

savants, also live and teach here, and even
visitors from other planes are not unusual.

The Spire of the Encyclic
The Spire of the Encyclic looks down on the
city from the western end of the quarter,
south of the Aisle of Scribes off of Libram
Square. Its broad central stair spirals up 13
stories, though only the lower three are open
to the public. The Spire houses the Libram
Encyclic, which is said to contain all.the
accumulated knowledge of the drow, and its

guardian, an ancient male drow known as
the Inscrutable Redactor. The

Redactor appoints membership
to the body of scholars called
the Professors of the Encyclic,
to whom he grants access to
the great Libram as well as all
the libraries of the Spire,

The Professors of the
. Encyclic are expected to be

quite ruthless in the
pursuit of knowledge,

as well as in the uses
to which they put
their subordinates.

These subordinates
serve as the staff of
the lower libraries and
often sell their
services as private
tutors or sages, for
they, like their
masters, also have
access to the upper
libraries of the Spire,
Even the lower

libraries contain
thousands of tomes and scrolls

found nowhere else. Thus, the Spire
of the Encyclic draws many visitors from
the surface world who come in search of
knowledge forbidden in their own lands,

The Antisolar Institute
Ages ago, illithid scientists founded the
Antisolar Institute to broaden their scholarly
contacts beyond their own race. Built of
greenish-gray stone not native to the Vault,
the Institute is a broad, four-story building
located on both sides of central Tumkeoite
Boulevard. The larger northern section of the
Institute houses laboratories and lecture halls,
as well as the living quarters of the two
dozen illithid staff members and their leader,
the chief scientist liscul. The smaller southern
section is home to three derro savants and
their followers, and holds an unknown
number of secret laboratories. Covered
walkways on the third and fourth floors join
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the Two sections, but overall there is limited interaction
between the ilfithids and derro who work here.

Under normal circumstances, derro and illifhids seldom
cooperate, but in this case they share a common belief in a
secret radiation that permeates the Vault. At one time, the
existence of this radiation was more generally accepted, but
evidence of its presence is no longer considered valid by most
of the draw and human scholars of Ereihei-Cinlu. However, the
iltithids hold that its properties alter as the hypothetical
radiation phases through different wavelengths. The three
derro savants employed here, refugees from a past Uniting
War, are acknowledged experts in the field of preternatural
radiation, and the iliithids wish to take advantage of their
expertise. If possible, they hope to find a way to use the secret
radiation to nullify the detrimental effects of sunlight upon the
races of the Night Below,

Establishments
Favored pubs in the Gheno of Scholars include the Doctrinaire
and the Poison Pen, two turbulent pubs on Polemic Avenue,
and the more sedate Third Level located on the corner of
Missive Street and Ruse Alley. The Third Level is favored by
devotees of the drowic version of Dragon Chess, who can be
found here at all hours exercising their strategic abilities
against each other,

THE GHETTO OF ARTISANS
The insular craftsmen of the drow make their homes and
businesses in the Ghetto of Artisans. Alchemists, jewelers,
sculptors (of stone or flesh), scribes, painters, poisoners,
tailors, taxidermists, and more all serve the needs of an
eclectic group of customers. As with their neighbors in the
Ghetto of Scholars, the artisans form cabals and guilds with
ever-changing alliances, disputing the quality and worth of
each other's craftsmanship while tormenting their own
apprentices with impossible tasks and cruel, demeaning
criticism.

Much of the ghetto is inaccessible to visitors, being a maze
of private walled communities, within which are houses and
workshops, as well as taverns, bordellos and gambling dens
open only to the local residents. Small shops and storefronts
ring these closed neighborhoods, guarded with traps, curses,
and trained monsters (trained wolf-spiders are commonly
found roaming the premises of local shops), as well as hired
mercenaries (though the latter are hardly considered
trustworthy). They also sometimes employ xvart menials as
"runners" to fetch raw materials or other necessities from
elsewhere in the city or the Vault. Some of the artisans have
made contracts with specific merchant clans, trading their
finished goods for needed raw materials, while the rest sell
their wares to both drow merchants and outsiders.

The Twilight Gallery
The stained granite facade of the Twilight Gallery rises three
stories above Rebuke Avenue. Two tall, narrow doorways that
face the street are always open, casting a dim, shifting
illumination on any passerby. Within is a veritable maze of halls
and chambers, filled with the paintings and etchings of the
legendary drow artist, Oot Eurts, A staff of six dopplegangers
act as curators of the gallery, describing the works found in
their allotted sections to visitors and sometimes adopting the

guises of those pictured in the paintings, The artist himself
attends gallery exhibitions of his latest works, and may
otherwise be encountered wandering the city looking for
new subjects.

In the final chamber hangs the Lasf Canvas, normally
covered by a heavy drapery, but dearly almost as tall as the
three stories of the gallery. Each formal exhibition concludes
here with a viewing of the magical canvas, into which admirers
are drawn to enjoy its contents at close hand. Usually an image
of some Abyssal vista, or occasionally a great event in drow
history, the subject of the Last Canvas is always entirely vivid
and often lethal to unlucky visitors. Nevertheless, it is
considered the high point of any exhibit. The painting remains
covered at all other times, when if is said to show nothing but
the great void. Obviously, anyone drawn into that image would
be forever lost, and many suspect that certain unwary critics
have been disposed of thusiy.

The House of Abandonment
The eastern ghetto holds the House of Abandonment, a large
block of Tenements occupying all of Mourningweb Court.
Unwanted drow and half-drew children are given or sold to
this orphanage, where they are tested to determine their
fitness to five. Those with aptitudes receive some rudimentary
training, and the chance to demonstrate their worth, up to The
age of eight years. From there they are farmed out as
apprentices, given to the military societies, or sold to The
nobles; otherwise they are simply cast out.

Life in the orphanage prior to this point is hardly pleasant,
but it does represent the drow social ideal. The strong torment
and demean the weak; all presence of kindness and trust are
exploited, then eliminated; and above alt, the young learn to
fear Lotth and her priestesses. Deaths are quite common here,
sometimes resulting in the rare "child-banshees" so highly
prized as mourners by the drow priesthoods.

Establishments
Tailors who make and alTer delicate drow garmenTs dwell along
The length of Sash Avenue. The tattoo artists, barbers, and
flesh-sculptors, who bear some little resemblance to surgeons,
congregate along Flensers Passage, where They make their
alterations to both staves and beasts, as well as to The
occasional willing vicTim. Survival rates are actually fairly high,
buT even when bad alTerations result in The loss of favored pets
or slaves, The skills of the drow taxidermists fmosT located
along Shredfell Lane) stand ready and waiting. Alchemists and
poisoners work closely together on Crucible Road, where
visitors can purchase the best, and worst, potions and elixirs.
Finally, jewelers and weaponsmiths congregate near the north
wall on Dagger-staff Alley

THE GHETTO OF PERFORMERS
Drow players and performers five in the Ghetto of Performers.
Musicians, jugglers, tumblers, dancers, actors, puppeteers,
piaywrites, poeTs, and singers-as well as the dreaded lurking
mimes—all practice Their arts in The rheaTers, halls, squares,
sTreeTs, and even The alleys of their ghetto. Alt save the mimes
seek the attention of The largest crowds They can gather. The
more lurid and gaudy The performance, The better They and
their audience enjoy it. In spite of constantly changing fads,
there is always a certain sameness to drow performances;
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Pruuma She-bear: Female bug-

bear Ftrn; CR 13: Medium-size

footed 22); Atk H-S1/-H6/+H mele

(id8+g, +3 momingsfari; SQ

Darkvision 60 ft; AL CE; SV

Fort +11, Ref +9, Will +4 Str 19.

Ski/Is ,3nd Feats: Climb +18,

Handle Animal +14, Intimidate +5,

Lislen +2, Move Silently +to,

Ride +20, Spot +2, Swim +18;

Alertness. Cleave, Dodge,

Expertise, Improved Critical

(morningstari. Improved Disarm,

Improved Initiative. Improved

Unarmed Strike. Mobility, Power

Attack, Weapon Focus (morn-

ingstar). Weapon Specialization

(momingstar).

Possessions: +3 morningstar,

banded mail +j, rope ofcntan-

The reigning' arena

champion is the

bugbear bounty

hunter Pruutna

She-bear. The war-

rior's dramatic fiair „

her reputation as a flam-

boyant combatant and

executioner, Those *

who underestimate

her skills at

seldom profit, as

Pruuma studies

her quarry

carefully, learn- : .

ing their habits

and anticipating ,

their moves. An

excellent strate-

gist and devel-

oper of traps,

Pruuma favors

using decoys, spies, and many

sorts of bait carefully selected

10 lure her prey into her power-

ful dutches. A great Favorite of

the misiress of House Vae,

Pruuma nonetheless continues to

turn down offers of a position in

that household, for she knows

it is better 10 catch slaves

than to be one.

however, since most drow performers are
severe addicts to every vice, few of them live
long enough to develop any real perspective.
Most wish only for a glorious demise. To their
audience, it is all the same, and they quickly find
some other "star" to watch unfit it too falls.

The Silver Stage
The draw playwrite Drucena owns and operates
this seven-story theater, The lower four levels
of which house the city's largest stage. Named
for its pale, shimmering procenium arch and
renowned for its elaborate moving scenery and
other mechanical gimmicks (including the classic
deus ex machina), the theater also boasts the
most debauched company of performers in
Erelhei-Cinlu. No act is too vile or depraved for
their tastes, and they constantly seek young
talents to despoil.

Perhaps the most admired play in the
company's repertoire is the War of the
Houses, depicting an idealized Vault in which
the noble houses bloodily destroy each other,
allowing the survivors in the city to enjoy a
perfect and uninhibited anarchy. The show
then devolves into a typical drow orgy;
performances usually sell out weeks in
advance. The audience is expected to
participate, and for grand performances
ushers release airborne hallucinogens into the
theater to add to the mayhem.

The Acrobats' Terrace
A large courtyard known as the Acrobats'
Terrace stands near the southeast corner of
the Noble Gate. The gate's parapets allow a
good view of the courtyard, and guards often
gather here to watch the performance of
acrobats practicing on the field below. Three
graceful rowers rise four stories high in the
middle of the courtyard, joined by slender
ropes of woven silk that bridge the tops of the
towers. Protruding arms of stone run down
the tower walls, and between and around them
on the ground stand small fountains, benches,
and statuary.

During festivals, the resident acrobats climb
and tumble between the towers, or perform

feats of daring while combating each other
with btaded pole-arms. Jugglers practice
their arts in the courtyard below, heedless
of the safety of onlookers. During less

hectic periods, the lurking mimes
sometimes congregate here, where

they have been seen to cavort
with martgoyles from the outer
Vault. Outsiders are not
welcomed at these sitent fetes,

and will be stalked by mimes
for the duration of their

stay in
Erelhei-Cinlu

' should they
breach the
dignity of

the mimes'
gathering.

Establishments
All the underworld's a

stage, at least in the
view of drow

entertainers, and
that outlook
certainly holds
true in the
brothels, taverns,

and drug
emporiums
of this
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ghetto. The Silk Curtain on Strut Lane is known for its
acrobatic and dancing hariots. Further north, on Odium
Avenue, the costumed and painted doxies of Mock Hall hurl
their derision, and sometimes their ordure, on both customers
and passersby alike. The Upturned Jar, at the intersection of
Mingle Street and Tac Alley, serves the best of the musty-
flavored fungal wines found in the Vault, to the
accompaniment of drum and pipe. Finally, the Quandarium, on
Netherbrn Road, serves more refined and addictive liquors,
tike the deadly abyssenfhe, which is said to sharpen all the
senses even as it destroys the body.

THE GHETTO OF SAVAGES
Large numbers of non-drow soldiers, whether of goblinoid
stock or members of the. scaled-races, make this ghetto home.
Bugbears and troglodytes form the bulk of these fighters,
whose status in the Vault hovers somewhere between
mercenary and slave. The most prominent of these
mercenaries is a bugbear bounty-hunter named Pruuma She-
bear; when not chasing escaped slaves, she serves as
mistress of ceremonies at the arena, and she carries her
heavy, spiked Morningstar of Office wherever she goes.

Tbe Ceremonial Arena
This arena on Chainmail Boulevard provides solid, brutal
entertainment to drow and non-drbw alike. Built of common
clay brick, it stands six stories high at its outer edge, with a
special seating section for drow nobles and their retainers.
The only rule on the floor of the arena is kill or be killed.
Combatants include paid gladiators, bugbears, or troglodytes
alone or in groups (here TO settle grudges), trained or wild
beasts, monsters, or any combination of the above. In
addition, escaped slaves are often brought here when re-
captured, assuming no one else claims them, to be given to
the trogiogytes for combat practice. Such captives are killed
(or at least wounded) and then eaten, their unwanted remains
thrown to the ghouls of the Ghetto of the Dead,

The arena is home to two popular annual festivals. The
first, the troglodyte Triumph of Strength, begins with
horrifying violence and concludes with the even more
horrifying troglodyte mating ritual, performed each year at
molting time. Visitors are welcome, but protective magic is
recommended for those not naturally able to withstand the
stench. The other festival is the Executioners' Revel, in
dishonor of the traitorous House Kitsek, held every year
since their departure. It begins with the normal roster of
killings and concludes with the dismemberment and execution
of drow "traitors" (potentially any in disfavor with Loith's
priestesses) by ranking bugbear soldiers.

The Yugoloth Barrack
Most of the many nycaloths and mezzofofhs (see Manual of
the Planes] that dwell within Erelhei-Cinlu live in the Yugoloth
Barrack. A long, three-story structure situated between the
bend of Sentinel Street and West End Street, the barrack
occupies all the area from Netherdelve Alley to Carveheart
Road, Built by fiends from dark red stones, the barrack's
outer walls bear a beaten bronze gate on the southern face.
Night hags come and go at odd times via several small doors
on the north wall.

The yugofoths who dwell here are the unchallenged
masters of this ghetto, though they wander throughout the
rest of me city as well. It might be possible to purchase the
service of one of the fiendish mercenaries, though not for
any action against the priesthood of Lolth, They likewise wilt
take no action against any of their kin in the Vault, although
other creatures, including outsiders such as demons, devils,
or the gith-races are fair game.

Establishments
The rank neighborhood between the Concourse and northern
High Street teems with taverns and brothets catering to the
goblinoids and other savage humanoids that visit the city. The
Old Battleaxe, a large gambling house and tavern on Hauberk
Street, caters mostly to bugbear soldiers. Further east, on
Rend Road, sits the Hair o' the Grog, a tavern and inn
managed by a human former mercenary who.happens to be
infected with lycanthropy, The jolty proprietor often entertains
his jaded guests by transforming into a werewolf.

THE GHETTO OF CHATTELS
The Ghetto of Chattels holds Erelhei-Cinlu's slave and livestock
pens. The1 slaves' treatment (and resulting quality) varies widely
by trader. Many of the best slaves and beasts are located in
the southern sections of this ghetto, or anywhere along the
High Street. Traders offer undead and even demonic slaves
along with natural creatures, though such unusual chattel
usually comes from hags visiting the city from their refuge in
the Lower Planes,

Demons and undead also come here to buy slaves or other
livestock, as do derro, illithtds, and the occasional surface
dwdler. The. markets primarily serve noble drow, of course,
who also enjoy the specialty brothels found in this ghetto. The
priesthood of Ksaransali is predominant here, though always
under the watchful eye of Lotth's priestesses and their servants
in the city patrols.

The Verdict Hall
Overlooking the city from the east side of the High Street, just
south of the Concourse, the bleached limestone walls of Verdict
Hall rise eight stories high. The top three stories are actually
one large pillared auditorium. Any foreigner or non-noble drow
arrested in Erelhei-Cinlu is brought here for trial and ultimate
disposition. Of course, guilt is the only verdict ever delivered
in this court, and there are but two possible penalties for fhe
convicted: slavery or death. Therefore, in drow jurisprudence,
the winning strategy is the one that avoids trial altogether.

Bribery is the key, but negotiations must be carefully
handled. Offering too little moves a detainee closer to trial, but
offering too much has the same effect; for it is obvious that
anyone capable of paying much is also capable of paying much
more—especially when they are visitors to the city. Chief
Discriminator Kemehdra reviews all cases involving foreigners
that come to trial, for she particularly enjoys adding mutilation
to their sentences, a task she occasionally.performs herself.

Menagerie Square
Menagerie Square is home to the largest slave-market in the
city, and surrounding it on all sides are establishments catering
to the needs of the slave-buyer. Smiths work chaining slaves
or repairing cages, while branders work to mark slaves and
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Jalvan:,Male half-drow Rogia; Ci>

12; Medium-size humsnoid; HD

iJdG+is; hp 54; init +6; Spd 30 ft.;

AC 18 (touch 18, flat-footed 10);

Atk +2i/+t6 melee ddB+3/crit 18-

2O/X2. +j rapier); SA Sneak attack

+6d6; SQ Darkvision 60 ft., halF-

elf traits, improved evasion,

uncanny dodge (Dex bonus to AC,

£/. Con 13. In) 14,

Balance +15, Bluff -m. Decipher

Scrip! +12, Diplomacy +13, Dis;

Device +18, Escape Artist -H?,

forgery -us, Gather Information

+1!, Hide +34. Innuendo +ig. Jump

+11, Listen +3, Move Silently +18,

Pick Pocket +zo. Search +3, Spot

+3, Tumble +20; Dodge, Mobility,

Spring Attack, Weapon Finesse

(rapier), Weapon Focus (rapier).

Possessions: +3 rapier, gloves

of Dexterity +4.

An Erethei-Cinlu native of

unknown parentage. Jalvan was

cast oyt From the guild of scribes

early in his apprenticeship. He has

since risen io a position of leader-

ship among the r;'

due mostly to his heroic actions

during Ihe drow civil war. The

nobles of House Kilsek persecuted

the upstart rakes, sentencing them

to mutilation and death by torture,

Through his skills as a forger,

Jalvan helped pass false orders

and documents to mislead the

authorities that attempted io rule

the ctty, until their attention was

turned elsewhere. The outcasts hid

as the nobles foughi, and before

iong Kilsek was itsetf

brought low by the

cruel goddess

Lolth. Jalvan

true revolution, but

has matte few advanc

since the end of ir'

the meantime, he makes a good

contact for adventurers From tH

surface world who hope fo find

allies in fhe city.

beasts with hot iron and crushed crystal. While
brands can be, (and often are) altered as
ownership of a slave is Transferred between
masters, the root-brand is indelible. When
properly marked by a drow siave-brander, the
imprint cannot be removed by anyThing short
of a wish or miracle.

The Venerable Fleshpeddler, masTer
auctioneer of Menagerie Square, has dwelt
and worked here for nearly six centuries.
None of his many apprentices and juniors
can compare to his talent for getting the best
prices for slaves and livestock, though his
large commissions are often Too much
for many slave-traders to afford.
Many other "deals" can be made
on chaTtels found in this large
ghetto, but the buyer should (here,
as everywhere in Erelhei-Cinlu)
always beware.

Establishments
The Silver Collar, on Venom
Boulevard, is an expensive
and exclusive bordello, while
the sanguinary pleasures found
in the numerous Torture parlors
lining Throttle Srree! are priced
more negotiably. Other popular
broThels and taverns include the
Cloven Hoof on Stable StreeT,
The Dark Desire on Manacle
Avenue, and The
Soulcrusher Saloon on
Slavers' Way.

THE GHETTO OF OUTCASTS
(Beggar's Ghetto)
This section of The city is given over To the
OuTcasTs, The ultimate undesirables of Erelhei-
Cinlu, Among their number are the beggars,
tainted by disease; The half-breeds, tainted by
mixed blood (either human, elven, or outsider);
and The lost foreigners, who bear the Taint of
Their own inferior races. One quality unites all
who dwell here: poverty,

The drow dislike poverty, 35 they dislike
sickness, weakness, and ugliness, but They
stilt occasionally have uses for Those so

afflicted- Therefore, the outcasts are
permitted To remain here, on The edge

of dark elven society. Thieves abound
here, though they pracTice Their art
throughout The rest of The city, as do

the ubiquitous beggars.

Thieves
The Thieves of the city band
TogeTher for muTual
support and protection. Of
course beTrayals are
common, but such is the
way of thieves
everywhere. Here,
however, There are TWO
groups at almost opposite
ends of the spectrum. One

branch is the lowest of the
tow, the dregs of even this

most depraved of cultures.
MOST of These rogues tack
The wit and skill of the
powerful drow masters of
Erelhei-Cinlu, but they are
well practiced in The low arts
of mugging, ambush, and
bruTat murder.
Members of The other
branch hate dark elven
society and would see it
changed. Among them are
many who have the blood
of surface elves or
humans. These
principled outcasTs call
themselves rakes, to
distinguish
themselves from
mere rogues, and
they are
particularly
despised by the
nobles. The
leading voice

among the
rakes is the

half-drow
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Jaivan, who makes his headquarters in The Tavern of Nines off
of Cresset Alley.

Beggars
The beggars who wander the streets of Eretbei-Cinlu make
their homes, such as they are, in the so-called Beggar's Ghetto.
Many-perhaps most-are simply poverty-stricken, brought to
their destitute state by the usual array of addictions, curses, or
incurable madness. These beggars wander the back streets and
alleys, scavenging what they can and seeking handouts from
those they encounter. Sometimes the drow, even the nobles,
respond favorably to these supplications, for the dark elves are
moved by the suffering of others and wish to prolong it when
possible.

Erelhei-Cinlu also possesses different sorts of palmers, who
ply the begging bowl with even greater fervor; and these are
feared in their own right, for they carry a dread disease.
Called the Poxbearers, these beggars plead with glazed white
eyes, picking at skin covered in milky lesions connected by
chalky, deep-veined tendrils of rotting flesh. The stricken
rogues serve Govoc the Prophet, an influential orator most
often seen begging on the Concourse in a place of honor
before the sewer gates.

The mere threat of their touch is enough to provoke the
toss of a few coins, but the Poxbearers also are rumored to
have second-sight. To an obliging donor, they usually predict
good fortune, while to the ungenerous they foretell doom.
They might even grasp such an offender in order to spread
the contagion they bear, which even the strongest magics
cannot cure.

Establishments
Numerous cheap brothels and taverns operate in the Ghetto of
Outcasts. Several rakish retreats cluster near the eastern wall.
The best is the aforementioned Nines, but only those known in
the area are permitted to enter the tavern. Not far away, on
Crew Lane, stands the Greedy Beggar Inn, a place entirely
unwelcoming to beggars, but where visitors may find food and
lodging. Nearby on Fathom Avenue is the Snake Or Weasel, a
notorious dive, though the owner is well respected for his
ability to fence stolen goods, even to markets outside the Vault.
Finally, the Itchy Witch, a brothel and inn on Furuncle Road, is
considered remarkable for the advanced skill, and advanced
age, of its prostitutes.

Closer to the Ghetto of Chattels are the lairs of the lowly
roguish Thieves of Erelhei-Cinlu. Few visitors would have any
desire to call on these establishments, but two are worthy of
mention. The Bent Bar, on Shirk Street, is famous for its
cockatrice fights. Run by a pair of half-ogre brothers with
connections to the temple of Erythnul in The Foreigner's
Ghetto, the place is a good spot for diners looking for a
fistfight with their food and drink. The Grimacing Wizard, on
Biackrail Alley, is rumored to be the best place in the city
(other than the Snake &t Weasel) to find the location of goods
stolen in the city, particularly magic items.

THE GHETTO OF THE DEAD
(The Tombs)
The Ghetto of the Dead, more commonly called the Tombs, is
the lair of the undead in Erelhei-Cinlu, ceded to them in honor
of their service to the Queen of Spiders. The city's vampiric

'

denizens are most often found here, rather than in one of the
more upscale areas; for even in EreJhei-Cinlu, a city devoted to
addiction and depravity, the vampire and vampire spawn's
addiction to blood is considered declasse, little better than the
ghouls' craving for flesh. Necromancers dwell here too, where
they can practice their craft without restriction. They produce
an almost endless supply of zombies and skeletons for their
own use, as well as animating some of the creations of the.
taxidermists of the artisan's quarter. The ghouls who lair here
are reasonably tame, following the leadership of their ghastly
masters, for they have learned that they need only wait-
eventually, all the inhabitants of the city become their meat,

Necropolis Square
Whether an elaborate funeral procession of some wealthy non-
noble, the modest death service of a commoner, or even the
callous final disposition of a pauper, all end in Necropolis
Square. The Square is well tended and maintained, ticked clean
as it were by the ghouls and ghasts of The city. Eight tall
obelisks, one for each of the noble houses, sit at its eight
corners. At its center stands the Well of Despair, considered
the birthplace of the Vault's shadows, and certainly a
stronghold of those vaporous undead. By tradition, the undead
do not enter The Square to feed until a drow priest or
priestess has rifually shut the eastern gate. The exception to
this is The annual festival called the Running of the Ghouls.

Once a year, The ghouls and ghasts of the city revert to
their feral natures, running through the Tombs and spilling out
into the rest of the city, where they may feed freely on any
who cannot defend themselves. Many noble youth join in the
debauch, though covering themselves first in a protective
fungal ointment to avoid being scented as prey. A few of these
young drow may even participate in the feeding, but most
often they simply use their skills to open the locked gates and
doors of the poor, or strangers, for the young nobles enjoy the
spectacle of forcing others to defend themselves against the
ravenous undead. Citizens of greater means buy wards against
the undead from Lolth's priestesses, as the priestesses call the
ghouls back into the Ghetto of the Dead to end the festival.

The Alabaster Slab
Erelhei-Cinlu is a city famed for its bordellos, and even the
Tombs are no exception. While there are several here, the one
most often spoken of is the Alabaster Slab, simply called The
Stab. Only two stories high, but many more below, it is located
at the intersection of Banshee Corridor and Hand pallor
Avenue. A true den of iniquity, the slab is a brothel of the
dead. From pale and beautiful vampiric paramours to other,
more repugnant offerings, the Slab serves a clientele whose
passion runs cold. Particularly favored by necromancers, this
establishment is operated by a seldom seen, possibly demonic
madame named Suraala Mora. A devout worshiper of Lolth,
Suraala makes it her mission to provide dark oblivion to her
clients and customers, while seeing that her favored employees
are always well fed.

Sarcoma Keep
This fortified mausoleum at the north end of Annihilation Street
is the stronghold of the vampire-warlord Telagos. Once a
proud human warrior of Flan heritage, he has dwelt in the
Vault since he fled the surface nearly five centuries ago and
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has made Sarcoma Keep his lair for more than three. The
building stands four stories high, with a central tower rising
four more above that Surprisingly, many of The vampire's
servitors are outcast drow or half-drow whom he instructs in
the arts of warfare in exchange for their procurement of
necessities for him. He also houses a group of trained trolls to
guard his keep from attack, and these creatures proved most
useful during the recent civil war.

Establi shments
A few watering holes that cater to troglodytes hunker along
the "Tomb-side" of Sentinel Street, me proprietors of which
often trade flesh for coin, even to ghouls and ghasts. Closer to
Necropolis Square are a small number of vampire-run taverns
where humans or other living clients might occasionally be
found. The best of these is doubtless the Black Chalice on
Pandemonium Way, a haven for those gamblers who would
"risk all" during their visit to Erelhei-Cintu.

ERELHE1-CINLU IN THE CAMPAIGN
The drow metropolis offers many opportunities for adventure.
Good or neutral parties can be drawn here In order to retrieve
a lost adventurer, purchase the freedom of a slave, or capture
a fugitive from surface justice. Even good-aligned characters
on missions such as these might be allowed access to the city,
on the understanding that they will not interfere with the
ongoing commerce of the drow.

For evil characters, training in many dark arts can be
obtained in Erelhei-Cintu, For both neutral and evil
alignments, there are unusual magic items, spells, or other
forbidden lore that may be found here, as welt. Neutral or
evi! parties can even enjoy visiting the city on a recurring
basis; unlike other bastions of evil in the WORLD OF
GREYHAWK, the great city of the drow is "open for business"
to all who wish to risk its perils.

RECENT HISTORY OF THE VAU12
Before the Greyhawk Wars fractured the nations of the
Flanaess, the noble house of Eitservs devised a bold scheme to
establish themselves as leaders of a true drow monarchy.
Though the priestesses of Lolth opposed them, the rebellious
Eilservs found power in the worship of an alien god, and
through alliances with evil giants from the Hellfurnace and
Crystalmist mountains, Eilservs created a clandestine
stronghold outside the Vault. But this gambit proved
their undoing.

Marauders from the upper world followed the trail of
influence back to the Vault, where they assaulted not only the
Eilservs estate, but also the Fane of Lolth itself. The
destruction that the surface dwellers wrought was not vast,
but its effects were ruinous to house Eitservs, Its nobles were
made hostages, to be ravaged by their captors; with its wealth
and pride despoiled, the noble house of Eilservs fell in
disgrace for its weakness.

The Fane of Lolth survived intact, but not unshaken. The
wrath of the priestesses was visited upon the surviving
Eilservs, and the wrath of Lolth was poured out upon the
surface world. The Queen of the Spiders did not scruple to
build upon the foundation laid by the fallen house of
Eilservs, and in the midst of the Greyhawk Wars the giantish
cohorts they had assembled were finally loosed upon the

nations bordering the centra! Crystalmists—but this time at
Lolth's command.

Though her power grew on the surface, the remaining
noble houses tested Lolth's strength in the Vault. Home
Tormtor, former ally of Eilservs, now pressed their claim to be
first among the nobility, in honor of their strength and decisive
action against the enemies of the drow. Set against them was
house Kilsek, once the greatest enemy of Eiiservs, who also
demanded preeminance among the houses, asserting their long
devotion lo Lolth as justification. In response, Tormtor
espoused the newly militant faith of Kiaransatee and took up
the banner of rebellion,

With Tormtor were joined the houses of Everhate and
Alevai, who saw the prospect of advancement for themselves
hi a Tormtor victory, Kilsek aligned with the houses of
Despana, Noquar, and Godeep, who held that sanction from the
Fane of Lolth would determine the victor. Further complicating
matters was the intrusion of astral mercenaries called the
githyanki, ancient enemies of the illithid race. As the githyanki
served on the side of the rebel faction, so the illithid felt
compelled to join the conflict on the side of those who claimed
loyalty to the Spider Queen,

Civil war erupted in The drow homeland-a brief, yet bloody
conflict that spitted from the noble estates of the Upper Vault
to the camps and villas of the Lower Vault, and finally into the
streets of Erelhei-Cinlu, Before the end, hundreds of drow and
hundreds more of their savage mercenaries were killed. The
nobles might have destroyed themselves entirely had not the
Queen of the Spiders intervened, though the cost was great to
both Lolth and the noble houses. For her, the price was the loss
of her holdings on the surface of Oerfh, but the price she
exacted from her most devoted house was even greater-Kilsek
was sent into exile.

This was no simple expulsion, but a divine punishment for
the failure of Kilsek to triumph over their rivals without putting
the entire drow nation in jeopardy. All those of Kilsek blood
were branded like staves with the device of their house, and
over this with the sign of the spider, marking them as
anathema in the Vault, The servants of Lotth could detect the
presence of those so marked, lest they ever attempt to return
surreptitiously to the Vault. And so the Kitsek were cast out,
and with them their servants and soldiers. Perhaps Lotth has
other designs for her outcast children, but these will only be
revealed far from the homeland of their birth.

In the wake of this departure came the revelation that Lotth
had accepted the repentance of her most wayward disciple:
Eclavdra, mistress of house Eilservs. The Eilservs were
restored to their former holdings, if not their former position
of leadership: and Eclavdra herself, that most resourceful of
adventurers, became Lolth's ambassador to the realm of |uz.
Lest the dynamic rivalry of the houses again become
unbalanced, an eighth noble family was introduced: the Vae,

A family of landless nobles from a tost city beneath the
Pomarj, the Vae had long worked as slave-traders traveling
with their attendant merchant clans, from whom they were
indistinguishable, save for their house emblems. House Vae
was granted the properties of the exiled Kilsek and charged
with the task of restoring the drow to prosperity. Though
they and their merchant followers were worshipers of the
goddess Kiaransali (as they named her), the traditions of
their cult allowed them to give deference to the Queen of
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the Spiders, and so the Vae were found acceptable to Lolth
and her priestesses,

Lolth Took living sacrifices from the six warring houses
before departing the Vault, so that none should go unpunished.
Her high priestess put the chief consort of house Tormtor
through the Test of Sacrifice, one of her many punishments,
transforming him into a hideous drider, and conferred the
surviving githyanki mercenaries to her illithid allies, to deal with
as they saw fit. The drow nobles were then free to set about
repairing their estates and nurturing new rivalries under the
watchful eye of the Fane.

NOBLE FAMILIES OF THE VAULT
Eight noble houses control the affairs of the Vault. Over the
years, houses have come and gone (usually due to
internecine fighting), the most recent change being the
expulsion of House Kilsek (and its subsequent replacement by-
House Vae) roughly seven years ago.

Tormlor
House Device: Eiectrum javeiin
Urban Mandate: Ghetto of Foreigners
Rank: rst
Alliances: Aleval, Vae
Verdaeth (CE female drow Cln3/Ftr6), mistress of House
Tormtor, has been without a chief consort for nearly seven
years, since her previous mate was taken to the Fane to
endure the Test of Sacrifice. Failing that test resulted in his
transformation into a spiderieg horror (See "The Punishments
of Lolth"), and saw him driven out of the Vault. Lolth and her
priesthood exacted this price from Verdaeth in exchange for
permitting her house to retain its position of superiority over
the other drow nobles. Mistress Verdaeth is philosophical about
the sacrifice of her consort, but would enjoy seeing Charinida,
the high priestess of Lolth, suffer his same fate,

Aleval
House Device: Gold wand
Urban Mandate: Ghetto of Performers
Rank: 2nd
Alliances: Tormtor, Vae
Under the rule of mistress Mevremas (CE female drow Cln^},
Aleval has grown from the weakest of the drow houses to its
current position near the fop of the social structure.
Mevremas's choice to ally with house Tormtor has proven
very advantageous, as have the close relationships she has
maintained with adventuring bands in the Underdark. Of all
the nobles, Mevremas has the most extensive spy network in
Erelhei-Cinlu. Her agents report to her on the activities of
visitors whom she might find useful. Indeed, her willingness to
bring foreigners into her service as more or less "free
agents" is unusual among drow nobles, but she rationalizes
that there wilt be plenty of time to enslave the world once
she has gained supremacy over her own kindred.

Despana
House Device: Adamantine mace
Urban Mandate: Ghetto of Savages
Rank: grd
Alliances: Noquar, Godeep
The aggressive Mistress Nedylene (CE female drow Clr8)

took command of house Despana during the midst of the civil
war seven years ago. Nedylene's evil, is unusually brutal,
almost crude by drow standards, but very effective on the
field of battle. House Despana is now organized in a more or
less military fashion, maintained with a very un-drowlike
discipline. Many in her own household would like to see their
mistress assassinated, but her yugoloth guards have so far
prevented the success of every such attack to date.

Noquar
House Device: Bronze nightmare head
Urban Mandate: Ghetto of Scholars
Rank^fh
Alliances: Despana, Godeep
House Noquar is ruled by mistress Fedarra (CE female drow
Ctn/), a traditional drow matron steeped in the virtues of
Lolth. However, her house owes its current position to her
close contacts with several conservative illifhid factions
outside the Vault. With their counsel and support, Noquar
withdrew early from the house-strife of seven years ago,
and so was in a stronger position than most of the other
noble families when Lolth intervened to end the conflict. With
the passing of time, however, the other houses have been
able to rebuild their strength while Noquar has continued to
play a defensive strategy, making it vulnerable to future
gambits from its rivals.

Codeep
House Device: Pfartnuin Crossbow
Urban Mandate: Ghetto of Artisans
Rank: 5th
Alliances: Noquar, Despana
The mistress of house Godeep, Siadef (CE female drow
Clr8/Ftr8}, has ruled for longer than any of the other noble
leaders currently in power. She succeeded in having the
mistress of house Ever hate assassinated two years before the
civil war began, and with the exile of house Kitsek at the end
of the conflict, Siadef was left as the most experienced noble
ruler in the Vault. She was unwilling to commit to any
significant military action (save for a series of strikes against
Everhate) during the civil war, and this defensive stance
allowed Godeep to come through nearly unscathed, in the
long run, however, caution is seldom the path to power
among the drow.

Vae
House Device: iron chain
Urban Mandate: Ghetto of Slaves
Rank: 6th
Alliances; Tormtor, Aieval
House Vae had no direct involvement in the civil war, but
mistress Sereska (CE female drow Clr7/Wiz8) responded
quickly to rumors of the house-strife in the Vault, hoping to
ally with the winning side. The unexpected seriousness of the
conflict proved especially rewarding to this wandering house,
which not only joined with the winning alliance, but also
supplanted the leading house of the defeated faction. The Vae
are stilt not well accepted by the other noble families of the
Vault, but they have made themselves useful in the
restoration of drow commerce, based on active and efficient
slave trade.
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Eilservs
House Device; Bronze staff
Urban Mandate: Ghetto of the Dead
Rank: ?th
Alliances: None
The legendary mistress Eciavdra (CE female drow
returned to the direct rulership of house Eilservs just three
months ago, after several years in the Flanaess. She has
been invaluable in her service to Lolth since the end of the
Grey hawk Wars, but the time has come to begin her final
gambit in the Vault. She intends to make a bid for the
leadership of the Greal Fane of Loith. The Queen of the
Spiders does not oppose this so long as Eciavdra is precise
in her strike against the current high priestess. The drow
nation must not be further harmed, but when the time
comes, Eciavdra must not be hesitant. In the coming duel,
there will be no second chances.

Everhate
House Davice: Silver daggers
Urban Mandate: Ghetto of the Outcasts
Rank: 8fh
Alliances: None
The strategy of mistress Gahnah (CE female drow Clns)
during the civil war was to commit al! the resources of
Ever hate to house Tormtor, while still proclaiming loyalty
to the Fane of Lolth. The result was that Everhate gained
nothing politically, while at The same time losing nearly
everything in its estate. Since the end of the conflict,
the house has continued to lose status. Everhate now has
very littte left to offer any potential allies, and its lowly
position is quite property blamed on the poor leadership
of mistress Gahnah.

THE SERVANTS OF LOLTH
The Great Fane is the principal temple of Lolth on Oerth. It
houses the servants of Lolth, a small but powerful
community of priestesses, together with their servants and
guards. All of them are required to abandon the loyalties
they may once have held to noble families or factions, in
favor of pure devotion to Lolth and obedience to her high
priestess. Matron Charinida (CE female drow Clrai)
currently holds power here, as she has for the past two
centuries. Her rule has been at risk several times in the
past, but never more so than during the drow civil war.

Charinida chose sides in that struggle, which only helped
to prolong the fighting and diminish her own authority. The
civil war was finally ended by the intervention of Lolth, but
at the price of her holdings on the surface. However, what
few understood at the time was that Charinida had not
summoned the deity. It was Eciavdra of the ravaged house
of Eilservs who abased herself before the Queen of the
Spiders, undergoing another of the punishments of Lolth to
further prove herself. Eciavdra survived unmarred and
communed directly with Lolth, making a pact with her in the
Web, the details of which Charinida still does not know.

Now, seven years later, Eciavdra has returned to the
Vault. Both she and the high priestess have grown in power
since their last encounter, and it seems that the time is
swiftly approaching when they must determine which of
them is most fit to rule. In the coming duel Lolth cannot be

expected to intervene, but the rewards for victory will be
great, and the penalties for defeat wilt be absolute. If
Eclvadra should prevail, the surface nations of the FSanaess
can also expect to suffer her retribution, and feel the
venom of the Queen of the Spiders once again,

Drow Deities
The three gods detailed below will help Dungeon Masters
interested in fleshing out the inhabitants of the Vault.
Zinzerena and Keptolo are completely new. Kiaransali has
appeared in several sources, but the version presented
here describes her persona and motivations in the WORLD OF
GREYHAWK. The FORGOTTEN REALMS version of a larger drow
pantheon can be found in FORGOTTEN REALMS: Faiths Qt
Pantheons. A description of Lolth, the Demon Queen of the
Drow, can be found in Deities &t Demigods.

Keptolo
The Eager Consort
Draw Demigod
Symbol: Stylized mushroom
Home Plane: Demonweb Pits (Abyss)
Alignment: Chaotic evil
Portfolio: Flattery, intoxication, rumor, opportunism
Worshipers: Drow males
Cleric Alignments: CE, CN, fC
Domains: Chaos, Evil, Knowledge, Travel
Favored Weapon: tongsword

Keptolo (kep-toe-low) is the drow male ideal: elegant, quick-
witted, attentive, and eagerly debauched. He normally
appears as a young nobleman dressed in well-tailored silks
of red, purple, jet, and amber. He is armed with a thin but
sturdy poinard and a filigreed (ongsword. He affects a two-
handed fighting style, using both weapons at once.
Otherwise he appears dressed for the hunt, velvet-cloaked
and armed with a magnificent crossbow. His relationship
with other drow deities is one of insincere amity, save for
Zinzerena, whom he openly despises. His symbol is a
stylized mushroom, which in drow culture is associated with
both strong drink and fertility.

Feed rhe vanity of your mistress, and all her treasures
shall be yours. Be careful whom you offend, and keep an
expendable companion nearby to hold culpable for your
crimes. Gossip can be as deadly as the venom on an
assassin's blade. Use the poison of words to destroy your
rivals, that you may claim for yourself all they once
presumed was theirs.

Shrines to Keptolo are found throughout the underworld,
for many mate drow worship him as their patron, mostly
due to his association with drinking. Tales of his sexual
exploits are quite popular, and there are groups of
performers who act them out for festivals and private
gatherings. His greatest temple is in the drow city of
Erelhei-Cinlu, but only his most attractive or wealthy
worshipers are permitted to participate in services there.

Clerics of Keptolo are found as advisors, critics,
philosophers, and politicians: essentially, any role that does
not require actual work. They seek to emulate their deity in
all ways, and as such number among the most handsome
and charming of the drow race. However, followers of
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Keptolo remain very dangerous, for many of them are
skilled dirksmen, poisoners, or spies. Utterly capricious and
completely untrustworthy (even by drow standards),
worshipers of the Eager Consort are deferential to
priestesses of Lglth and attentive to the matrons of the
powerful noble houses. In other relationships, they are
manipulative and abusive, particularly with fellow clerics
lower in the hierarchy.

Kiaransali
The Pitiless Dowager
Drow Demigoddess
Symbol: Female drow hand wearing silver rings
Home Plane: Demonweb Pits (Abyss)
Alignment: Chaotic evil
Portfolio: Slavery, Vengeance, Undeath
Worshipers: Drow, necromancers, undead
Cleric Alignments: CE, CM, NE
Domains: Chaos, Death, Evil
Favored Weapon: Dagger

Kiaransali (Aee-uh-ran-sa-)ee) is the divine sponsor of the
drow slave trade in all its varied aspects. She appears as a
sinuous drow female wearing only silver jeweiry and black
silk veils. Her only obvious weapon is her curved dagger,
but her long, sharp fingernails are just as dangerous, and
her touch is said to be as cold as that of a lich. This
goddess has flirted with madness, even thinking to defy her
queen. But Lolth's power is inexorable, and Kiaransali has
taken of the queen's venom, returning once more to sanity
and servitude. The symbol of Kiaransali is a hand of a
female drow with three silver rings on each finger and one
on the thumb, with the entire image surrounded by the
silver strands of a spiderweb.

Forgive neither a slight, nor a debt; remember that
payment mast always be collected, whether in treasure or
in vengeance. Life is the greatest crime, and perpetual
slavery the fittest punishment. Let there be no freedom For
the enslaved, even in death. Death comes for all; when it
comes for you, take your staves and your treasure with
you to the grave. The riches of the grave are the dowry of
the mistress.

Worship of Kiaransali has changed since the drow civil
war. Prior to that, she was known as Ktaransalee, but the
final glyph of her name was altered in all texts and
inscriptions, and her liturgy was abridged to conform to
more acceptable doctrines. Her religion no longer claims
any authority that does not derive from fhe Queen of the
Spiders, though some long-time worshipers stijl maintain
the traditional resentments.

Clerics of Kiaransali often work as slavers, and
occasionally as torturers or executioners. They are
meticulous, almost paranoid, about record keeping, as
well as being miserly with wealth. They commonly work
their slaves to death and then animate the corpses so
they may continue to serve. They keep their other
servants in a state as close to slavery as they can
manage, and withhold wages for the slightest offense.
However, despite, their stinginess, they are the first to
offer bounty on escaped slaves and prisoners, and they
will pay these rewards in full.

Zui/.erena
The Princess of The Outcasts
Drow Hero Goddess
Symbol: The draped sword
Home Plane: Material Plane
Alignment: Chaotic neutral
Portfolio: Deception, humiliation, ambush, assassination
Worshipers: Drow outcasts, rakes, assassins, malcontents
Cleric Alignments: CE, CN, CG, N
Domains: Chaos, Luck, Trickery
Favored Weapon: Shortsword

Zinzerena (zin-zuh-RAY-nuh) is a rebellious heroine
venerated by the dissidents and outcasts of drow society.
She appears as a cloaked and masked drow rogue who
moves with astounding agility. Her cloak has the powers of
displacement and protection, while her shortsword
produces a paralyzing venom. She also carries a black-
handled crop, which she uses to stun her victims. The
great artifact also has the powers of a wand of. wonder.
Her sponsor to divinity was Keptolo, though she gained
a fraction of his power by a ruse, for which he hates
her. Her symbol is the draped sword, representing her
hidden menace.

Raise yourself up by bringing others down. Don't reveal
your strength, or your hatred, until your victim is helpless,
Don't strike until you have the advantage; the only fair
fight is the one you win. Once the trap is sprung, make
time to ghat before the kill. The legs of the spider are
mads to be broken.

The liturgy of Zinzerena is passed on in the form of
folk-tales, for her faith has no place among the leadership
of drow society. Her tales usually describe her hiding and
waiting until her foes are weakened or .lax in their attention,
before she attacks, and stories of her origin always
describe her as local to the region in which they are told.

Clerics of Zinzerena often multi-class as fighters or
rogues. They are much more common in the decadent cities
of the drow, but may be encountered almost anywhere, for
even the noble estates have servants and staff drawn from
among the commoners. Only the most bohetnian of nobles
would enter her priesthood, though some have done so;
inevitably, when they are discovered they are cast out as
traitors to their social class. Ironically, such downcast
nobles often become the greatest leaders of Zinzerena's
clergy, for they are the best educated and most politically
experienced. Her clerics work as anything from simple
rogues, to laborers^ guides, physicians, poets, prostitutes,
or nearly any other profession. What they all share is a
rebellious spirit and a desire for change,

LIVING GREYHAWK Campaign Note: Knowledge of
Zinzerena's cult has not yet spread to the surface world.
At the present time, no player character in the LIVING
GREYHAWK campaign can .fake Zinzerena as a patron.
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