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This book is a Jarune supplement intended f r use with SRI 01. S;iyReaims  or
Jorune  Boxed Edition. If you do not ~4vt-1  this product, the city aescriptions
and history that follow wili  still be useful, but  oerhaps a  little less c lear .
To better your use of this book, here is a short synaos~s of JorL!ne.

Humans from Earth travel to th p lanet  JOrU!?C2 more than one htindred  year5
into the future.  They negot iate wi th an ~~t~lliger~t  race o f  c reatures  thaw
refer  to  themselves as shanthas and begin a n~~-o~~rus!~/e  c,oionizatioi>
Upon receiving news that Earth is at *war and that their next supply ship W!I;
not be arriving, the humans t ransgress Call-Shafra, Battle  ?.a;~ds of the
Ancients. and then Gaish-aca,  the Ancient  Bur ia l  Grounds T h e  f i r s ;

transgression was to obtain more arable land for pianting, the second was
to mine for various rare metals needed for the creation af high-tee devices
The co lony s i tes  were a t tacked,  and dest royed.  lmmediateiy  foilowing  z-i:;
a t tack ,  b io- tee war fare  agents  were re leased in  the upper  atmcsphere,
killing the vast majority of shanthas on the planet. The humans were barred
f rom space wi th  the dest ruct ion of  the i r  co lon ies.  and news of  the
destruction of their own home planet. Both po~uiations  were devastated.

3500 years later, human civilization is on the upswing; only now are hlimans
rediscovering the secrets of their ancestors. The now elusive shanthas ~ai:e
but a small fraction of life (inteiligent and non-intelligent) that share :he
Dlanet Jorune.  The realm of  humans on Jorune  I S  Burdoth.  This suppleme;;t
was designed to provide players and referees with detailed informatio!;  OF
the realms of Burdoth, Heridoth, and North and South Khodre.

Enjoy Jorune.
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Jorune 3486 ---
There are many realms of humans on Jorune:  Thantier, Jasp, Anasan,
Heridoth, but none so powerful, or so central to the affairs of all humans, as
is Burdoth. That Burdoth may be considered a realm, not just a collection of
independent cities is due largely to the treaty of Klein-Khodre, and to the
unexpected influence of the council that grew out of that treaty. There have
been powerful cities in these lands for many hundreds of years, but only
since this treaty of 3447 have they been united in one great alliance that
dominates the political affairs of all Jorune.  Once the target of numerous
invaders, the combined military might of the armies of Burdoth could now
fend off any conceivable outside threat. Commanding these forces, and
equipping them with the unrivaled power of the ancient Earth technology, is
Prince Khodre Dhardrenn of Ardoth. Khodre Dhardrenn is the most influential
and  power fu l  man  in  the  rea lm. His father, Khodre Allonkarb nearly
succeeded in making a personal empire of all of Burdoth and Heridoth, but
Khodre Dhardrenn’s aspirations are more subtle. Rather than attempting
direct rule, Khodre seeks to maximize the combined power of Burdoth, while
maintaining his position of influence and preeminence. His dream is that one
day human civilization may span the globe, forming a civilization to rival
that of ancient Earth.

What follows is a description of nearly all of the major Burdothian cities. It
brings together political, cultural, and geographical information covering all
of Burdoth and the adjacent realm of Heridoth. In less than five decades,
Burdoth has grown from a collection of fiercely independent cities and
leagues into a powerful, cohesive alliance, in which all cities have a voice.
The humans of Jorune  are fortunate to have such a unified realm, for even
after three thousand years, most of the planet is still untamed, and holds
dangers and discoveries yet unimagined in 3486...
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Burdoth is the realm of humans on Jorune. It was chosen by the Earth Colony as the primary s,?e  51
sett lement on the planet.  With few dangerous  predators and Earth-Like weather and terrclin. II ::x.
naturally fostered human settlements throughout the millennia. Since rhe humanishanthlc  war. hurnanc
have had to survive without the technology that brought them io the stars.  That meant hhn!ir:r;.  ga;her~ri;,
and eventually, agriculture. Most of the native food OF  Jorune  is difficult for Terrans  to ridges?  and i<:cii,:
significant concentrations of certain proteins necessary ior good heaith. Mbch of the ag~cuit~~ral  iani,
Burdoth is dedicated to growing a crap that rises above lhese  drawbacks, the  durlig :jiant create-tl  b<
Iscin, the Bio-Tee engineer of the original colony. Most of the  Burdothlan  economy IS based or:  agriciJi!l,re
and, of the provinces, Gauss Valley IS the largest exporter.

Over time, the humans built their popuiations steadily, bringlog the realm’s rotai  count ?o  lhree ar;d  R  h-i’!
million human, muadra and boccord. The capital city of A r d o t h  alor~o  hoids  m o r e  than tilret,  handrc:fl
thousand. Travel between provinces IS mainly by thombc;, !hough coastal cities are more ea:;;ly re,lc:t-:eti  by
sea. The boundaries of the reaIm  are geographically simple?. Burdoth’s north IS bordered 5~  !i-:e Assycirc;
Sea, west by the Doben-al, south by the East Trinnu Jungle Lands. and east by Sychill Bay arrri  :!ie rci:i:n’s
border wi!h Heridoth.

Humans have lived in Burdofh for thousands of years and have buiit up a  powerful  civii!znt~or~  ccn!~red  ’
the city of Ardoth. Though considered a realm for a lorig  time, ii wasn’t untli  3445 before :ill  of Burdo?;
was under the contro l  of  a s ingle power.  Prince  Khodre ’s  drive  west  ran the crugar  Invaders ou! iii

Burdoth and left him as Burdoth’s Dharsage ruler. Khodre Dhardrenn is the current dh;irsage  rL.:ef  al
Burdoth and is  the realm’s mi l i tary leader.  He mair!tains  his people’s loyal ty through his  poiicy of
providing energy weapon to drenn and kesht. His control extends into all four of the Burdoihian provirices,
but the Ardothian Council limits his power. Khodre’s military is broken down into five armies. each under
the leadership of a general. Each provir;ce IS largely seif-governing and should be kept so in ihe  eyes of the
councli.

The Drovinces  of Burdoth are:
Ardis: Where Ardoth is located. Khodre Dhardrenn acts as commanding officer over ail forces in Arums.  He
also has generals in Glounda and the Essanja.
Lu.%‘i/:  The northern province which is further subdivided into S’sydra and Lelligire. The province shares
its name with the river that borders its southern edge. The dharsage army of Lusail  is Iheadquartered in
Lelligire (before the war of 3472 it was located in Sodrin).
Gau.53:  The Gauss Valley is the realm’s main agricultural  exporter. In this valley lscin  created the crtigar,
the woffen, the blount and the bronth. The dharsage army of Gauss Valley is located in the city of Gauss.
Sobayidc  Burdoth’s southernmost province. The Sobayid borclers  Heridoth, the Doben-al, and the East
Trinnu Jungle Lands. The army of this province is located in Sobay.

Each province is under the authority of a sage, appolnted by Khodre. Each appointment must be approved
by the chells  of the region. This a formality to appease the council; Khodre’s appointments are seidop
challenged.

Under the Sage are several LLystra  county rulers. None of ?hese  appointments mean very mucii.  “JI!! sagtis
and lystra are given certain privileges and are equipped with the money and arms to Investigate the;:
territories. A city’s chell wields power !ocally. T h e  chell o f  a  ci?y  i s  rts  c h i e f  admlnislrator.  Deferlse  c’
the city is under the supervision of the cheii,  as are crty yords ai?d  ic;cal  laws. Though he serves co;;nc;;
with kim leaders, rt  is his word that usuaily counis.

Due to the Accord of Klein-Khodre, the dharsage shares power  with the r\rdothian  Cr:uncll, an zge~?cy
created at the end of :he Energy ‘W’eapons  War. Its purpose IS to ailow  various realms and prnv~r~cczs
representation in political cdecisiorl  making. Council representatives include ambassaoors  from -:arl-ir~c  cl
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Dobre, Lundere, iieridoth.  North and South Khodre, Lusaii,  the Sobayid, Gauss Valley, and occas~ona;ly
Temauntro. Khodre himself is the council’s last member, though he sends proxy to ac! in his behalf  whcr:
he is engaged elsewhere. The council’s headquarters are in the Cryshell Citadel located In Ardoth

ARDIS

Ardis I S broken down into: The east coast,  the Essanja, Sychtll  N o r t h  G/~ii~da, Giourida  arc;
South-.Glounda.  Each of these areas has distinctiy  differen? terrain and c!!i::z:e. iiJr-p  tflf? ‘Ql!ter  c:itt?
winds of the Sychill  Lairds to the humid  flatlands of Soutll  Gloundo.

THE  EAST COAST
T-he  grassy, rolling hills of Burdoth’s  eal,c+ coast  are studded w!th ?rees  and are oftt-!n  heavily ior?steb
Severa!  rivers run f rom Glounda  to the Bay, crossing the Tretiii  road to Sychili  An exampic  1s  !i-e
Turrus, which feeds into the Tarber;  Bay a : HOI:.  The land alnpg  the coast IS not especially good for
g r o w i n g  things normaliy good-tasting crops have a bitter taste to them there, especially in the regIo’-’
north of Ardoth and below Monerey.  The Iand  IS better tised  for livestock grazing thar; cultivating. FIS~I~~~
a primary industry, fills the bay wi!h saliing  wesse/s  and trawlers. The coast maintair:s  a cool  climate
year round, though temperatures d:p  below freezii?g  in Cnth Rainfail  is :-jot  heavy along the coast, but ?i-je
rivers out of Giounda often flood their banks a.rter  large stcrins. Heavy fcqs pass alomq  the coast west  ‘3’
Polpedroth, often reduclng on and off-shore visihi!i?y  to a few me?ers

One of the oldest human cities on Jorune, Ardot h is aiso the largest, the most powrjrful, and the n-~:)st
universally admired. Though the dharsage palace of Khodre Dhardrenn is iocaied In the heart of the ci!ade!.
Iiis  power and responsibility blankets the entlre  realm. Ardofh’s  governing is the responsibility  of the
cheli,  who is appointed by the dharsage.

By the 3445 Accord of Klein-Khodre, the dharsage mus!  shafe  power with  ii-ii?  Ardoti-IIan  Council,  oriole
chambers are located south of the dharsage palace inside the Cryshell Citadel. The reai  power in Ardotri N C ‘
controlled by klades, the chel!,  Khodre, Khudre’s relatives, and a few other large and lrlfluentlai fam7riles

W!lth  a  population  of 320,000, Ardoth is the largest ci ty on Jorune, bar none. The popuiat~on  is  70’,
human,  15% muadra,  10% boccord, sod  a 5%  mrx  of otner races. There are dozens of ke:ring  bays
iocated wiThin  t h e  c i t y , sharply con?rast;ng  the s i tuat ion of  a mere decade or two before.  Since h  5
father’s death  in 3465, Khodre Dhardrenr;  has made several large-scale changes 117  Ardoth. First  there
was the “Mass Conversion of Ardoth,” IY which ci!y streets were renamed simply, with single  names :c
aid the flow of commerce. Soon after, thc rliirnber of kerning bays was substantially increased and keii:!i-,g
bays were placed right outside the Cryshe,Ii citade! wal ls .  As muadra  \rJere  not permit ted entrance ~‘1.
Isho,  this concession made it convenient for muadra ?o  kern and enter, a process that had previ0us.y
required a lengthy side-trip.

The city IS broken down into various  neighborhoods and districts. Most non-humans (til:iddle,  w&fen,
bronthj /WE,  in a region  near the citadel tailed  ?he “Shen.”  Most klade neighborhoods include areas for
iiving  and working in a communal arrangement. Patrols are stationed atop the large  wa!l  that encompasses
the city. Close to the coast are the citadel walls that form the division between the city proper and the
Cryshell  Citadel. The two most traversed streets in ?own are Cryshell and Sage, which  meet in the cep!ei
of Ardoth outside the citadel. This is the buslest corner in town. Food. querrid booths, yords and
musicians fill the streets here.

Ardoth’s citadei, Cryshell, is home to the Dharsage Pa.iace  and the garrison of the Qharsage  ElIto  Forces,
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the palace guards. Also in the citadel is the Hall  of Drenn. a large financial district, kesht housing, the
council contingent facilities, and, of course. the Ardothian Bazaar. The walls of this citadel were the
city’s original walls; but. over the centuries; outer walls were added, giving the external population  scrrle
safety from hostile forces.

Ardoth is ?he home of the Drenn system Thousands of years old, this is a system cf [merit  which besiobvs
citizenship privileges to those who demonstrate their comrniimer:! ta Ardoth Its roots stretch back to !!:e
early days of ihe  city, when work on Ardoth”s  sea-wall was a continuous job. The Ha11  of  Drenn holds
chaliisks  dating back to the beginning of the system. Ardothian tau?her  visit the Hal!  of Drenn to pick  Lip
their challisks, and this is also where their drenn-ship will be decided. !n other cii~es.  record of intent :c
start tothis  is sent to Ardoth, and a challisk  IS engraved in the hal!

Patrolling the streets of Ardoth are the yords and daijic. The yords woat lbghi  lca!he:s  and are gereraiig
good spirited. They do not project a tough, overbearing Image,  Ardcth’s  yards  are friendly, and welcome
strangers. In the same way, the city’s daijic are weli-lntentroned,  reasonable people.  iheir  job  IS ?o
detect and home-in on the use of dyshas. Prejudice from the iat,- 40’s  a n d  e a r l y  59’s  prever-,ts  rnuadra
fmm  becoming daijic here, though this  IS permitted i!: bori?  C o i s e  a n d  Niedrinth  The  name  “dai;:c” co,r:e~z
from  “da~j,” which is an ocean fish eaten by the daijic that gives them their Tra-sense Ki?cdre  Dhardrerln
ci\a?ged  over to crystal-daijic  in 3470 - though less effective, crystal-given Tra-sense reduces ArdotP’s
dependence on the Voligirian fish. The dharsage still  main!ains  a c:e;N  of “true” da!j~c  for sec[Jriiy  :?ea:
the Ardothian palace.

onerey
This is a charming community of 16,000 humans, muadra and boccord who ilve on  the ocean’s edqi:
surrounded by the beauty of forests, fields, and miles upori  rnlles  of sar;dy coastilne. Many of Ardotk-‘s
?~~silt  journey to Monerey seasonally where they own property. They travel here in Mdllln to relax by  tilp
bay. Thombos are abundant in this small inlet and wander almiessly from pasture to pasture. lLarse
ranches outside Monerey provide Ardoth with a significant portion of the city’s thombos They are bro,ig’:l
to the South Canal distrrct where they are kept until needed by ?he  butchers and tanners. After siaiigh!e:

the meat is barged downstream to mea!-kaepers and the Ardothian Bazaar where it !s  sold and dlstribulec

Drenn and Kesht are time-honored traditions here, more so than most other titles  in Ardls. Monerey has ( _
h igher percentage of Drenn than even Ardo!h Youngsters are expected to set their  goa ls  towa-c;
drenn-ship. Monerey imports dozens of rhriddle fader  to teach their chiidren and the best hishiins  ?o  teack:
interference. Dysha use is not permitted anywhere within the city. There are no kerning bays, ancI  ti:t
daijic here don’t make small taik. Muadra  are not welcomed in Monerey. bu?  the prejud:ce is more sL;bt’e:
than o:Jtright  hostility. Much of the land in Monerey is owned by relat ives of tlif? dt,-.Ic:rsacje.  M:iadr;i  are
seen as an anstable  social factor to be avoided.

Hoit
This town  IS no more than a fishing village set on  the shores of the Tarberi  Inlet. where the J-urrus  Rover
flows out of Glounda. There are fewer muadra here than  one might  expect atter such a large exodus of
muadra north during the Energy Weapons War; but, with such minimal provisions for food and shelter
here, the exiles from Ardoth continued north.

When the Energy Weapons War was in full swing, Ardoth expelled many of her rnuadra from the c~ly  fo!
fear of dysha assaults. Some of these refugees traveled to the Sobayid, others to Allido?h.  What was ofice
a small, insubs?antial  agricultural enclave became a relocation  site for thousands of disiilusioned  muadra
Though the Allidothians did not want these muadra in their city, there was no way to prevent their siaylng
- the ‘war effort had drained the city of its yords and condrli, and Ardoth was too busy with  Heridotii to
take interest in Allidoth’s  affairs. Monerey had rejected the rnuadra  a few days earlier, and Mar was tot
far up the coast for them to ]our ney. The muadra had walked a !ong  way and wo;Jic!  not Journey all)
farther.
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Their camps outside the city were well mainrained. and caused little trouble for the city.  The muadrd  her<:
were, for the most part, loyal citizens of Ardo?h  who had been forced from their  homes. lhe  dcvelopmer:
of naulls  was brought to new levels of  sophistica?;on.  I t  was in Al!ldoth  that the term “ropra”  L;%;?F:  YJ
mean a muadra whose mastery of the dysha groups  was complete. New dyshas were developed during
these years, many of which were useful, entertaining, or of interest to the muadra, humans. ar:d  bocco:<:
of Allidoth.

Over the next few years contact between the muadra and the people of Allidoth became iess superficzla!
The muadra proved themselves to be an adaptable group. Many of them were fine craftsmen or taienied
teachers. As the war dragged on, some of them became involved with the ci?y’s  affairs.

At the war’s end, most of the muadra returned to Ardoth, as was made possible by tile  Klein-Kilodrc:
Accord’s provisions. Those who remained found life not overly difficuit,  nor did they find ti-,e Ailidoti-i,;ins
to be a prejudiced people. There were no violent upstagings while the muadra lived outside tile city,  arti
very few incidents between Allidothians and the muadra. Though not preferred, muadra would  fond  no
enemies in Allidoth.

The city itself is fairly minimal. There is a main area of exchange, known as the gaaz (which  is the term
used for small, bazaar-like events). Here, the hand-crafted leather goods of Allidoth are bartered for
coditch  (of which the people here are fond) or sold outright. Coditch-hoc ornaments, carvings, jewel:-y,
and toothpicks are imported here from the Gauss Valley, and Cosahmi in particular. For hundreds of years
Allidoth’s only notoriety has been due to her wonderful use of these vegetable cores.

Mar
Located on the coast of Sychill Bay on the western edge of the Essanja, Mar is a large, spraw!ing  slum
where thombos roam the streets, and beagre drag off small, unprotected children. People walk the streets
of this city with staves, whomping  beagre wherever they are found. Thus  miserable infestation arosf?

sadly enough because Ardothians stationed in Glounda late in the Energy Weapons War thought that i? would
be nice to bring the refugees of Polpedroth some pibber for pets. As they are eaten in Glounda, there was
no harm in loading up a transport with hundreds of these cute creatures. However, the plbber in Mar
multiplied rapidly and attracted beagre from the outskirts of town. The once clear city streets soon
became a ruckus of beagre-pibber chases. By 345 2, there were few pibber to be found, but beagre were
everywhere. Conditions have not changed significantly. The shanty towns established for the Polpedrians
were not very clean, and this has kept the beagre fed.

Mar is located at the point where the road from Glounda exits the forest. Other than the afore-mentioned
pibber, there are other animal exports. The bratty tarro pests are often strung up and eaten. A sort cf
“tarro-jerky” is exported to Mar and is a favori te of the condri] who journey on the dark t ra i ls of
Globnda.

Dharsage  interests in the Essanja have brought many condrij to this port. The once flattened city is again
repopulated, but Polpedroth’s population still has not risen to pre-war numbers. Many of the Polpedriarl
refugees in Mar returned home after the war, but some have remained, fighting off beagre with blunt
sticks, and pushing thombos out of their doorways.

Essanja
The Essanja is a region of plains and hills on Burdoth’s  eastern coast that IS cut off from the rest of the
rF;alm  by the Accapta Mountain Range. The Essanja River cuts through !he plains, connecting the
Mountain’s runoff to the Sychill Sea. A? this river entrance lies the Port of Essanja, established in the last
hundred years for transporting supplies up and down the river to a base lccated  at the foot of the



mountatns. A powerful dharsage miirtary installation operates ia ?he  valieys  of the Accaptas, harborins
supplies of Earth-Tee aboard a SkyRealm  located there. The presence of corastin wandering the souther:.
plains of the Essanja and inhabiting the hills and valleys of the mountains has effectively prevented the
peoples of the central plains from traveling elsewhere.

The area around the Accaptas is mainly grassiand; the occasional forests are not very dense. Heavy Cr~ti-
rainfal! floods the valleys and turns the many small  brooks and streams unto  unpassabie, torrent;&  rivers
Hilltops are safer and drier. Thousands of humans, muadra and boccord inhabit  small farming villages or
the province’s southwest edge, below  the corastin. but north of Polpedroth. Though the land here  is no:
especially fertile, the people make due with therr stubby ccditch husks, bi!!er  birch bulbs, shrivelied
durlig roots, and wimpy simra-vintch leaves.

Talmaron are a benefit of the Essanja afforded to ihe  people *who  endure ?he t\ostIlit\i  ot  the oiher  aw~~z.~

l i fe in the region. Slutch  can atso  be found rn  the Essan ja . Their h a r d  s!hel!s a r e  considered  v;ilb:ah’ci

especially to the people of Essejee. Siutch shells are used for jewelry and ornamentation. Naval officer?
of Ess’ejee wear sailing hats made of SiUtC!i  shell.

The orIgInat  people of the plains were the Essles,  the more adventurous of whom eventually lef! tlssanla
vra  taimaron for the Lairs Mountains  in Sychiil.  Those who remained called themselves the “Jar’hars  “
and are remembered by the people of Ardis’ east coast as the barbarian hordes that were boaten  back time
and time again. Eventualiy returning to the Essanja, they formed what is today the city of Essanja. S~r~:>e
the early days of these plains, the talmaron have disappeared, the corastin have blocked off the soiith  ex!f

to the plains, the mountains seal off the north, and the turbulent seas block off the east. T-he people of
Essanja should have left by talmaron with thetr ancestors,

Essanja
The entire  province of Essanja was named alter ihis  primary city. When the Jar’hars settled down the;
took this less intimidating name. Their failure at dominating Burdoth’s  southeastern coast turned Iher-9
from barbarian hordes into simple  hunters and gatherers. At the base of the Mountains there was plenty of
fresh water, thornbos for eating and riding, native roots to gnaw on, and the rare, but terribly dangerous
duradon and corastin. With little shelter, manmade or otherwise, they would flee danger when It came
thetr way, returning to their city when condition s were safe. Though the ground is moist, and flooding 2
known probiem, they build  their dwellings down a few feet beiow the ground - avoiding the sudden pluck cf
duradon. Their watchmen stand guard at the city’s perimeter. ready to crack together slutch  sheils  at ti-be
first sign of corastin. The guards are called by the ancient name of Jar’har, but lack the feroci?y  of their

forefathers. Parties of 20 investigators question strangers and m a k e a careful visual inspection before
permitting entrance to the city.

The city is based north of the point where the three branches of the Essanja River come  together. Calpy.
Essan and Dertha (from north to south). Most buildings follow the old-style below-ground architecture.
but now that the duradon populations have faiien, above ground housing is under construction. The present
at t i tude of  the Essanjans is  that  th is is  t rendy and unsafe.  Should the duradon reappear,  such
constructions will surely suffer the worst. To better endure their moist, submerged existences, each
Essanjan home is equipped with at least one stone fire-house fueled by the dirt from Essanja’s eastern sea
board. It is imported to the Essanjan city for its slow but hot burning properties.

When the Dharsage first investigated the Essanja in 3189, they found the people struggling but managing
to survive. The army intended to establish a small installation near the base of the Accapta moun?ains.
Though no tactics of intimidation were employed, the Essanjans reacted impulsively and drove whole
herds of thombos out of the area to their west. Many of these creatures fell into the Essnnja river, where
they were drawn downstream and out to sea, generating notice by the Essejeans who took these floating
carcasses as a bad omen.

The dharsage has recently attempted to introduce the Essanjans to some of the Burdothian ways, wlth
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little success. A small krm  has been established there, of Essanjarl  members, but therr  c~z!iure  oo~:r~!!~:;
counter to Ardothian ideals. Essanjan society is based upon schools of pottery and  digging.  Tbe lwr:py, 0~3):
ground found at the river’s edge IS excellent for making pots ahd  o t h e r  b a s i c  impiements  unicr?:ina!el!:
the ground here does not burn Jars and jugs litter  the streets and are used for barter Brch-tiulbs  3~”
occasionally eaten in Essanjan specialty dishes, but their hcrrsh  red color is better suited for pn~ni~ng  po’i
Thombos take up a lot of room in Essanja. Though they are not permitted in the housing  reg~cns  for te;?r
that they might accidentally step into an Essanjan home. they roam mcst  o i  the c~!y, crcshrg  FLS~l;i.<+C:

pots and chewing on simra-vintch which grows in abundance here. Thombo skins are  tJ.sed  t’J  ii!i  t Jer’{
need of these people: clothing, roofing, furniture, walkways, sidings for houses (a layer of nr’::  :C:ICP
between the dirt and the submerged home wails).  Thombo bones are used as weapons  here, rt;oup!l  art’,/
good sword will surely crack through the best thombo-thigh. .The  good balance of the thombo bone-kr=!ves
makes them popular items of barter witn the Iota; dharsage ic?rces.

The Accapta Rnnts.
The Accapta Mnts. shield the Essanja from prying eyes. II was because of these mountains that :he  p:?oe!e
of the centrai  plains remained out of contact with the other humans of Burdoth  for so iong.  l-here  arc! few
passages through these mountains, and their iocations  are carefully guaroed secrets known on::;  jr?  Lima
dharsage of the Accaptas and their talmaron reconnaissance. The northeast end of the range  i;  p:nnnci~id
by small mountains with shear cliffs.

The mountain ranges hold within them dozens  of small valleys trapped between vertical terraces of stone.
Within one of these is the Shendarri SkyRealm, once the basis of fable and lore in Essanja. I? IS now a
dharsage installation which maintains a powerful arsenal of Khodre’s Earth-Tee possession. Every warp
mapping location off of the SkyRealm  has a corresponding garrison associated with it that keeps the area
clear of intruders. The Dharsage is serious about maintaining absolute security there. The SkyRealm !s  not
large (about two miles in diameter), basically round, and fairiy level. There are garrisor:s  of Dharsage
Elite on the west face of the Accaptas. Each garrison employs a team of darj-eating daijic  who scotir  the
area’s sho-sen in search of any activity, be it military or civilian. Tra lsho  poses the most significant
threat to the security of the SkyRealm  because if concentrated enough I,,‘n the weave of a tiefiecior  orb,  a
warp wi l l  be created (possibly ta the SkyRealm  i f  the area is correct) .  These el i te forces wi/i  :jse
whatever means necessary to keep their assigned areas secure. Trespassers are escorted out of lhc:  area.
The warp mappings of the SkyRealm  reach out across the Essanja and even connect as far south as the
Sobayid, where a few garrisons are located south of Joble.

Essejee
Ess’ejee is a port city located at the point where the river Essanja meets the Sychill Sea. The population
is small, about 12,000. The society is strongiy mantime;  fishing is their main staple. Many small sh!ps  of
Essejee have ventured far from the Essanja on missions of exploration. They have established trade with
Yobreh, Siliipus, cities in Lusail, and they have journeyed to Jasp every decade for centuries. The people
of Essejee are very confident in their ability to make things work and to survwe  hardship and disaster.
They defended well their coastal waters during the Energy Weapons War and lent the/,  ocean-going
expertise to the Dharsage during this tumultuous period. Essejean admirals led Prince Khodre’s forces in
the Battle of Ellemin Bay and the clandestine strike against Doo’sah that was responsible for the  dharsage
victory in Sholis.  in recognition of their wartime assistance, Khodre made these admirals Ardothian Kesh!
and requested their service on the board of Dharsage Advisors. Essejean sailors are highly sought after
and often paid double or triple the fees of the Sychillian sailors. Though the sailing world’s preoccupation
with Essejean sailors causes friction with Sychill, the population here is so small that ?hey pose little
threa? to the sheer ocean-going dominance of Sychill. Muadra  of this area seem to have a high propensity
for the Shal  group. There is question whether this IS a result of genetics cr the region. PAany  myths and
legends surround the eastern coast of the Ecsanja and many Eurdothians consider the area to be fiiled
with shanthic “ghosts* - perhaps this is not so unlikely. as the Essanja IS in fact Galsh-aca, the ancient
burial grounds of the shanthas, whose >diolaiion  thousands of years ago sparked the begrnning  of the
HumanIShanthic  War.



art ssanja
Some 65 years ago II became necessary to build a port or’  the coast of the E-ssanja  to facilitate t?e
transport of supplies to the dharsage base of Deivine, located a.? the  fo...r1’  tillis  cf the Ar:cap?as.  A number oi
Essanjar-is  were brought downstream wi!h the  dharsage to 3elp  construct  the port Now iha?  it has bteir
built, t/he Essanjans who came to buiid  it staff ?!~e  port and ;IVO  in qriarters  bi;~it  f:)r them by the garriso-
iocated !n l9e  Par! 01  Essanja

The isthmtis  land of Sychiil is cold  and wet. The weather  tiore ;niensifies  wi!h  :iie seasoris’  coio  ar*d  ~4”’
become coider  and wetter in Crith. The warmth of Muil~n  would be considered chi\/y by the standards ;’
Ardo!h.  The lands are lush,  green, and in parts overgrowq ‘!hc  :-,:n,~l!  mour?:ains  that speckle  t h e  ~stjlr;?;:,
are inhabited by people of fishing villages  that woald  rarher  wa’k  impBEt;r-‘x a fe\v m:lt?~  ear  h  day than  face ti?e
coaslai clime, Sychil l  1s  the only large ci ty in this regio:!.  thc~lgh li--,e:f$  a’;>  rj;‘Jc-  ‘1.5  ::: s p:  d  i I f :; ‘- , i _ 2

communities located ali  through Syc!>\ii.  The terrible sight  of  d1:rado;1  f!yirrg CVc~r“,t~;;j  ;:-:  knoYJn  ta i!..i’
people here - straying from the SOiJ:h, t h e s e  dur%don  are  iI:ed o f  IIssanl?n meatJ” 7’ c cj,?u!hi beads  a?~:
found in abundance at the northern base of the Baird  Mountains.  Small  thivin .’pq)t1:-i1:ons  live here  12
collect this rug base and prepare it for shrprrent and later use,

l-his  northern coastal city IS located at the end of a long isthmus Ifs BO~!JiCWX?  Of SE: r)oo !S s u p p o r t e d  b)

durlig planted by the sides of iha  Laird Moun!ains. though over the  years farming hcle  has  declined arrr;
Sychill has imported more of its durlig. The weather is wickeo ,n ihe  Lo~~‘hoss  Cfh~nr4  separating Syci-:,’
and Dobre, making Sychiil a miserable place that supports oniy a limited variery  oi  plant life Thougil
durlig has no trouble growing here, the rotten weather makes it much more difficult ?o  dislodge the duri;g
roots - incidental ly,  in the clay- l ike soi l  of  the mounta.in  base,  dur l ig  roots grow deeper  and more
complex.

The fine fishermen of Sychill bring in loads of creshi, sallsa  (a large, fiat rippler), bebbic shell-fish
(slightly poisonous, must be served with the Calmra  white winejC  tla-tlic  (a long, narrow spine-fish)  and
a variety of slugs and skimmers. 7.hese  complement the diet and give Sychiii  an Important export. None of
this aquatic life  is Terran based. Even a sallsa  requires intense  preparation. from ~l:?~~r?ing  and boning x(;
the leeching out of toxins, before i? can be eaten.
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Udah (pronounced OOH-DAHH) is Sychillians most important trading partner. Located jest  acrcss the
Loo’hoss Straits, in Dobre, Udah’s bronth populatron exports Dobren fruit, Including ahji, a banana-iike
fruit grown in the warm-lands, kale post-wood (excellent for building due to its  strength and  abil;?y  to
resist the elements), russip-root  and rusper.  the “than” llmilaie, keether, and jewelry made  fro:r
gem-clumps.

A continuum of ships travel between the two cities. Passage into Dobre IS very cheap from Sych~li.  In
fact ,  th is is the best departure point  for any sea voyage of long durat ion. The ships In Sych~it’s
commercial fleet are mainly Salu  Chaussis, fine and fast ships. A trip across the channei  might cost
anywhere f rom 15 gemules for  standing room above deck.  to a coupie  of gemlinks  for first cidss
accommodations on a deluxe schooner.

Sychill was resistant to subjugation by Ardis. It wasn’t until the ramian  invasion of 3173  that Ardoth was
able to take Sychill, and it wasn’t for decades after ?hat  until the last dregs of revolt evaporated iron:

this northern city. During this period, the two cities confronted each other countless times, west  of
Essanja. Their forces clashed for centuries trying to esiablish dominance over the north.

Though drenn-ship is accepted in Sychill, it is not a widely accepted goal. The rewards for cirern 111  ,Sycr!~!~
are few, and many families will have nothing to do with i?. Ardoth IS, however, attempting to make  ‘?bls
process of citizenship more appealing to the Sychillians by offering them increased energy weaoon  access.
In the past, Sychill has always been shorted on its weapon allocation.

Essle Villages
Located about the Laird Mountains are several villages of mountain people who endure the sea-climes to
better fish the coast. They are descendants of the Essles, the mountain people of !he  Laird Mountains who
originated in the Essanja. They are a slender people with  callused paims and long hair.  1  heir wooden homes
are thatched with the hard straw of beach grass. With sufficient skill and endurance, this material can be
woven into a tough fabric that the people here use for roofing, baskets, even clothing (hats and ponchos).
There are three main encampments of these people: Saybah, Aibah and Daybah, located counter-clockwise
on Sychill’s isthmus. The Albahns and Daybahns often seek refuge with their related mountain villages ;;I
the especially bad months of Crith.

Seecre
This city lies on the northern edge of the Glounda forest and has existed for several hundred years,
growing durlig and raising pibber, beagre, and thombos. Dried meats, hides, and skins from these
creatures are regularly exported to Mar for trade. A favorite of the locals here are the Seecren candies
and preserves. Although the Seecrens enjoy their own cooking, it is widely rrdiculed  in the realm.

Every other season, an expedition from Seecre embarks for the iusail  River and the city of Lus’lnal,
where fine spillij juices are traded for Seecren treats. The Seecrens don’t understand that the I-usikains
consider their candy to be medicinal, and the sour taste to be the sign of any effective limilate.

GLOUNDA

“Glounda,” the forest, is a large, mainly uninhabited wilderness region that supports a variety of both
Terran and Jorune  life forms. Terrestrial creatures that can be found nowhere else on Jorune  have found
niches in the environment there. Deer, dogs, cats, wolves, bats, an occasional bear, and squirrels all live
within Glounda’s evergreen corridors. The forest’s many glispeen have given way to redwoods, ferns, and
pines that eclipse what was once a solemn composite of native forms. Every few miles the scenery
changes dramatically, from Terran to Jorune, and back again.

The forest is so large that its terrain and climes vary from end to end. The north is damp and cool, but
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very flat; heavy rains soak the ground each Crith. To the east the forest becomes more dense, and !r:
parts, impassable. Glounda’s west is lightly forested, rocky, hilly and dry. The forest’s center is lush.
covered with low mountains, and perpetually warm. The southern trp  of Glounda is hot and muggy. It IS
rocky and receives little rainfall.

Refugees af  the Gire in Glounda
The forest is dark and foreboding; only when backed into the Syls Valley by Gre  invaders in the ramar-1
war of the 2nd  century did the humans of S’sydra ante r its darkness. Several thousand S’sydrnns the-:
made the Glounda forest their home. Fearing death at the hands of the Glre,  they remarned  and learned !o
live  amongst the glispeen  and the redwoods, the corondon and the bears. in tome  Ihev moved deeper in?3
the forest, settling into what is now called the city of Glounda

Though they escaped the fury of rhe  Gore, the S’sydrans faced new obstacle: ,  to t!:elr  survival.  :?e
origlnal  Gloundans. Humans had long since  survived the  forest’s karshrxs5:  some of ?he  refugees of  it;2

Human/Shanthic  War had taken to Glounda’s darkness for protection Over !.lundreds  of years they becam~~
savage and barbaric. The S’sydrans had escaped death at the hands of ihe  rarnlan  to be faced with a r:r!\y
danger - frorn their own kind.

The Barbarian f-iordes
In the f i rst  tew hundred years after the war with the shanthas, hordes ci barb,d:lc humans  raideti
communities on the realm’s eastern coast. They were eveniuaily  driver! b a c k  unto  t!ie r?iOUrlda b‘~~de!nei:~

where they regressed to a tribal state. These were the humans that the S’sydrans would mee!  in tile 3%?r?
century.

Creatures in Giounda
Beware the annoying abundance of Tarro located in the heart of the Glounda forest. Savvy travelers siee;,
with their pouches roped shut and pinned down by rocks. They”11  contain their scree?ching  Iunless  s:a:?!ed,
but once they start wailing, you, your party, and a few sleeping predators are sure to be wakened A
precaution for warding off these beasties is to scatter rotting duriig tops around an encampment. Tarrc
find these all throughout Glounda and have learned to avoid them for their bad odor and inedibility

The Giounda torest supports an enormous pibber population, especia!ly in its southwest These creatdra:,
have been hunted to near extinction in the north by the Gloundarrs. who styli ccnslder  them a tasty rn(za1
and who lead huntrng  parties south to catch them.

Located in the same general area as the pibber is land occupied by a small number of corastin  They are
few, and those encountered are usual!y friendly to humans ln the past they had lived closer to the mci;t~
of the Gauss Vailey,  near the ancient citadel of Ka.rgon,  but they now live in Glounda.

The croid  of the southern forest that inhabit the region known as the “Coy” have proved to be more cf an
annoyance than a serious threat to all but those who insist on exploring this forbidden po:tion of Glounda’s
interior. The crord  here are unforgiving and ferocious. In the hot, hilly mountains adorned by scrub and
brush, their might is rarely challenged. They haven’t ventured south to the Ardoth-Gauss road (the Kray:i
road) in decades and are not a major concern. There is little of value in this hot, arid portion of Glounda.
and certainly  few things are worth the r isk of  enter ing Coy. Not that these lands are completeiy
uninteresting. It would be an ideal supply for Ardoth’s limilate needs, including arrlgae  (used for the
creation of arrigish), epple vines (used in making the thon limilate), and veritable supply of crystal dus!
(valuable to lscin  researching warp-mappings).

There are “companion” scragger that live in this area as weli,  but they do not exist in numbers the way
that they do in the East Trinnu Jungle Lands. Occasionally, small packs of scragger will venture out of the
forest as far scuth  as Krayll  Road, wreaking all sorts of havoc with transports and travelers.

The Corondon of the forest are (fortunately) few, but the western edge of Glounda stiil  supports a small
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population. Though they once ruled these lands, as the Terran flora started to take root, the Jorune plants
were forced to give a bit here and there. This cut down on some of the medium sized herbivores which
made up the food base of the Corondon diet. Mandare, on the other hand, are not as particular.

Glounda’s northeast still supports at least four dozen large grey mandare  arid  an unknown number of
smaller sized relatives. The region of their greatest populations are avoided by intelligent life  9f  a i i  r,iites
The journey from Mar to Seecre is called the “dead man’s walk” precisely for this reason. Drenr,  wt?o
want energy weapons to travel into Glounda are grilled on this topic. The dharsage wants nothing iess  thar
to hand out a blaster pistol to some hot-shot drenn whose only goal IS to bring back a handful of rrard,irt
teeth. Likewise, dharsage transports and troops avoid this area.

Glounda’s Lore
The forest’s history is shrouded in legends of savagery and terror. There are stories of o;irb.-~r,cir
humans, refugees of Gire invaders who took to the forest, the strange, violent, lsho  stern-s  that frec;urAn:
Glounda, and especially the stories of the huge, terrible form that has arlsen  from the fores?‘s  de~?i:s.
destroying villages and causing violent, unnatural deaths. Recent speculation and rumor has it thal the:
cohort of soldiers lost in 3475 perished at the hands of this beast, this “Eelshon Sheevid,” as it 1s  cniiec!
in the shanthic lore. Though the legends date back thousands of years, the dharsage refuses to specul  i!e
seriously on such stories and claims that the legends were invented !o keep children from wandering ti:e
forests.

In addition, the mandare of the northern forest have scared off travelers for generations. There are
stories of horrible, toothed beasts searching for food on the Ardoth-Sychill road, swallowing most any
prey whole. Gauss Valley has similar stories based on the Corondon of their east. The noise Mountain
Range used to be home to a large population of these creatures. The croid  and corastin are also fixtures tn
tales of terror.

lsho  Storms in Glounda
Regardless of the official position, no one is keen on traveling Glounda just after an lsho-storm, for legend
holds that this is the time of the Creature’s emergence. The lsho  bolts that rain down from the sky cannot
explain all of the destruction sometimes found after a large storm. For as long as a few days after a
storm, however, a muadra’s lsho will climb as high as double or triple its norm.

True Gioundan Natives
Though a few of the original Gloundans can still be found from time lo  time, they no longer pose much of a
threat to the forest cities. Travelers, on the other hand. should be wary of human forms hulking silently
about Glounda’s deepest recesses. They are skillful hunters and trackers, and will often give intruders a
nudge out of their territories. Their populations are greater in the more southern parts of the forest
though they number no more than a few hundred total.

The City of Glounda
Buried deep within the forest lies the city of Glounda. Nestled in a small valley along side Lake Elgry, the
city was founded in 3337 by refugees of S’sydra from the northern coast of l-usall.  Though It took time to
adjust to their new environment, the Gloundans quickly learned not to touch glispeen bark, to drive  ihn

tarro from their encampments, and not to eat the trevice  fern leaves (even if they do taste good). They
erected a city in the wilderness that pierces Glounda’s often thick canopy. It wasn’t unill  the late 35?P
century that they would greet people of common ancestry again, and by that time they had changed beyond
recognition. They were no longer S’sydran,,c‘  they were Gloundans. The ‘“pearlice shrine-sings” had !ong
since faded away and had been replaced with “cIus/lJm  whistle-chants” of the forest Their  language had
also changed with time. They spoke their Entren with a languid accent.

After the Energy Weapons War, Khodre was able to establish friendly terms with the city’s leaders.
Troops from all over Burdoth travel to the city  of Glounda for military training.  The forest makes an
excellent and secluded training ground. It also provides  condrij from all over the realm with neutral soli



~~~~~~Glo~~~a
This  iiillcd,  wet rog[on  north of the ~~iourid;i  fortist  is  ?kie pl.efc:rrc:d habftat  of  a ihndfui  0’ snlc? I (j’c,y

?landXf?  that roam the  tall  [Gi!e  g rasses  In  perpltial  Search Of  fOOd. 7!?OiJg /i an C?ni.;!i7!piYlC?tlt  of ti:,v,:? ‘V’:
nearby, tiler  avoid the routes taken by the mandares  and l:-istead search  f o r  the  c;ifi:;i’;hes  zf!i:r  ;I i:,,.::
mandare-to-rriar~dare batt le, hopIng  to f ind botnes with  wtvcr-i  t o  m a k e  miislcal  ~i?sr;u~li:rl?s.  A  f<:b st.;j
boc!1igcn wainder  the hl!ls  here. feeding on an abundance of  kayed;. tile!r  f;;vorlie  f o o d  These  partIc:+  ;r
bochigon  are especially  difficult  to train. With no native  predator:;  (save m>nd:irti\  2nd  a  co~riiort~~!~:~~
SiJpiIiy  of thelr  favorite food. they a r e  h a r d  t o  bribe lrito  training.  Duricg  the  ~;.::~Jv{ ralri;,. MC/~,?::,.
so-netlrnes enter the comfort of the thlvin  v~!lages, where tiiey  are kept warm  and inter ocbrmltfed  ?,z
leave. The thlvin  gather kayedi  from the grasslands and sell it to the people of Sc’iecrc?.  who nxpof!  ;I>$!
plant mainly to Ardoth for use in bochigon training.



LUSAIL

This province includes all lands north of the Lusail river  and east of the L:cglt Mountains from the  ;x:?!
where the river starts at the base of the Liggits. Near the coast of the Assydre Sea, the rainfall  IS heavy
and the skies often dark. The bay gives partia! protection to Sydra, Scolia, S’Nabla  a n d  Sailon. &J:
Lelligire usually takes the full brunt of harsh weather. The southern-most tip of the Assydre Bay marks
the joining of the halves of this province. Though the entire area is usually called Lusaii,  ti-be  people of the
western part of the province call it S’sydra. Given representation by only a single Ardothian Counc:i
member, the two parts of Lusail have been forced into concession.

The people of Reet were originally colonists from Lelligire whose ailegiance  was siowly bled  f r o m  !herr:
through centuries of abuse. Reet remains a topic of hostility between Lelligirians and her ancient cc!or,y.

lelligire
Lelligire is a city of 170,000 located on the cold waters of the Assydre. The city (then called Trosoej wa::
ravaged in late 3472 by ramian  who destroyed Lelllgire’s  fleet and drove back her army. ?he dot  slon  :c
engage the Voligirian armada was made by Penzer Catt!etross, whose unreasoning pride forced h’ri: tc

send the Lelligirian fleet out to engage the ramian  gire. Reel refused to send her fleet to LelligIre’s
assistance, based upon the overwhelming odds and lack of motivation - the T’sulyans  of Reet  have hat
their patriotism slowly bled from them over the centuries. With hindsight, it has been reasoned ?hat  ii!‘:
armada would have passed Lelligire, continuing to its final destination, Sydra. What prevented assls:anct
from the main Burdothian Fleet was the bottleneck at Loo’hoss Straights.

Penzer sent the ships of Lelligire to their doom in spite of all the advance warning at his  o~sposal.  Tile
defeat was resounding; the ramian  diverted themselves from their destination long enough to enter t?:~
port of Lelligire and destroy all ships, burn the docks and burn ?he fields. They left behind them a ravage6
city with few civilian deaths, but destruction and injury beyond the capability to make war L.elligire  w.1:‘
soon to arrive at the brink of mass starvation. Though the Lelligirians don’t iike  to admit it, ?tle  supposes  3’

food sent by the Sydrans saved thousands of Lelligirian lives in the months after the war.

The name “Lelligire” is taken from the legend of Sydra, 31 13. Upon witnessing the senselesS  murder s’
his lover at the hands of the ramian,  this Sydran Lieutenant began a frenzy of ramian  killings. The facts

behind the story are not clear, but the Sydrans like to think that it was because of him and the probiems
he caused the invaders that they had time to leave their city. “Lelligire” held the ramian  off before
meeting his own destiny. After the great losses in the war, the name Lel!igire  was adopted by ?he
Trosoens when they came to rebuild.

Fabrics and designs from Lelligire are known throughout the realm and beyond. The clothing of dharsage  IS

almost exclusively Lelligirian, and the seamstresses and tailors of the rich are oiten orought over from

this northern city. Lelligire imports as much cushdin thread from Phalmre as possible. Woven together
with cotton from the spiral-vine which is common to the scrub-lands surrounding Lelligire, a fine hybric
weave results that has both strength and a silky texture. Myriad styles of thus  fabric, dyed In every
conceivable manner, are for sale on the busy streets of the Lelligirian Bazaar. The garment district.
“huldrin,” is located just off the main docks at the water’s edge. The continuous stream of thread tha:
enters the district each day is delivered to buyers, dyed, woven into fabric, and then sold to clothing
makers, who design the seasonal styles of Lelligire and even Ardoth.

Fine red dyes are used heavily in the design of clothes. The river city of Ailaudra provides a steady
supply of  kayum (dark red roots that have a horr ib le, sl ippery-bit ter taste) for lJSe  as  a  stain  in
Lelligirian fabric. Browns and tans are the other popular colors here. Though it is possible to stain thread
a dark blue, long-lasting blue dyes have yet to be perfected.



Lelligire during the ramian invasion of 3113
When the ramian  gire sailed across the seas to land in Sydra, the L.elliglnans  offered no support they had
their own battles with ramian.  Lelligire was under siege and was struggling to hold her own. It seemed,
however, that most of the gire forces were concerned with moving inland and spreading out. Lelllgire  held
out for seven weeks before her walls finally tumbled and the ramian  entered the city. There was great
bloodshed. It is clear that the ramlan  intended to level the city and kill its population those who fled eas:
were spared.

R e e t
Reet IS an island located in the Assydre Sea, near both Leliiglre  and Sydra. it was co!onired  by Leliiglrians
centuries ago and established as a military base. Through a history of neglec?  and abuse of the population.
Lel l ig i re s lowly b led the a l legiance of  these people f rom their  homt!land. The nlairi  city, T’sulya, 3s
Independent atter centuries of war. The Lelligirians  are not magnanimotis as conquerors. When their sieges
have succeeded, they have killed civic leaders and destroyed monumen?s.  The T’sulyans treat LL<+i/igirlars
with contempt. Over the years their trading has shifted to the west, ?o  Sydra, where they have ciosp
allies.

The island has excellent agricultural iand  along its southern ridge, but the north is too rocky for farms
Much of the island’s center is forested and uninhabited. In this central region was once?  a SkyRealm. It was
populated, though not cultivated; shirm-eh grew in natural abundance. Long ropes dangled below the
SkyRealm  for  c l imbing up on.  Dur ing a war wi th Lellrgire, the SkyRealm  and the smal l  Lelllg~r~,ir
fortress-city of Trosen which sat atop, fell to the ground, turr;ing  the city to rubble and tjlshearterling  :i;e
Lelllgirians.  Needless to say, this particular battle was won by the colon;sts  of Reo!.  l-he  destrllctlon  oi
the SkyRealm was planned by the T’sulyans, but it came at a coincidentally good time

Ailaudra
Located on the Elluce river, a tributary of the Lusail, Ailaudra offers fresh water fisiilng,  organizf,ti.
annual athletic competition and regular shipments of Scoltan rusper. The nearby forests and marsiTes
support a variety of small animal  life. Pibber wander freely about the city. Unlike  in Glounda, these
creatures are not eaten, but cared for as pets though the Allaudrans  have no trouble with the:r
conscience when exporting excess pibber downstream to Sodrin when the pibber population gets out of

hand.

Grown here in large marshy fields is the red kayum root which is exported for ust: as a Llo:h!ng  dye
Lelligirian transports travel overland to Ailaudra to purchase this roo?, though during Crtth  the weather IS
so bad that the road to Sodrin must be taken and the Lusall  river followed. Floodirlg IS a problem only I:,
those who live directly on the banks of the Elluce.

An abundance of Scolian rusper makes its way through Ailaudra every few months for transpo::  to
Lus’lkai.  .The  Ailaudran “carriers” receive Scotian rusper as payment to finish the last leg of the lournei

Sodrin
Sodrln  IS located just inland of the Lusail River’s joining with Alsyla Bay. Exports from Elds.  Los’lkal  arid
Ailaudra pour downstream to Sodrin on a regular basis. Though there is a set of smal! ports located at ihe
sea’s edge, the Sodrins rely upon Lelligirian and Sychillian transports to purchase their  imports. Sold here
IS kayum, a red root from Ailaudra valued by the finer tailors and seamstresses of Lelllgire  and sp111;1
juice,  which is routed to Sychiil where the sailors often drink it to excess.

The pibber sent here from Ailaudra have become a problem in recent years. 1-o  cope with the eve:
increasing number of these creatures, the Sodrins had imported a huge supply of beagre (now consldered  a
major mistake), which they allowed to roam the streets of the city. Though this cut down the pibber
population dramatically, packs of beagre now brute their way down streets near the edge of town, lurk;ng
and snuffling about, eating garbage and attacking anything small enough for therrl  lo tackle (which has



recently included a thombo). Thrs problem is getting serious, and in Ardoth, Tauther  in  need of ch?!i;sK‘ I
marks are urged to trek to Sodrin and participate In the beagre hunts there. Ardoth’s top three wjnners  or !
the Mullin beagre hunt have been sent to Sodrin in an official capacity to help with the infcs?ation

Sydra is located at the bottom of the Assydre Bay, south of Scolia, S’Nabla.  and Sallen.  The city neigilbors
a large stone monument, or pyramid, that the peop!e  refer to as the Thooh’sa. It has no entrance nor
engravings on its surface. It serves mainly as an oddity, a place by which the Sydrans relax in the  \v;l’in
air of Mullin. A few rich Ardothlan  famiiles  bring a little extra money into the area each MLjllin  when they
visit. It is the Thooh’sa, Scolian Rusper. and miles  of pearly white sand beaches that draw iamllies  hc!re
from such a distance. The Thooh’sa’s origins are unknown.

Though close to Lelligire, the Sydrans and the Lelligirians treat each other with hostility. The orlginnl  r;ige
of the Sydrans was due to the discovery at the end of ihe  ramian  war of 3113 that the Lelligirians hzd
dismantled the remains of their city for their own rebulldrng.  before the Sydrans could return home. Soor1
after, the Trosoens (soon to become the Lelligirians), were accosted by Sydrans wherever they traveied,
stoned and insulted at every meeting. This hostility has never evaporated.

The Sydrans export barrel after barrel of pickled cresht  for distribution throughcut the realm even the
Lelligirians favor the pickled creshi of the Sydrans. The creshi pickling process is the specialty of tilti
wharf people here. Duriig  is grown to the west of the city,  but Sydra’s agricultural fame comes most
from her balweze, sweetest in the north. Similar to melons, this fruit is easily turned into pie by gifted
Sydran cooks. This and pickled creshi are the the city’s specialties.

The architecture of Sydra is low and flat, although often layered. Houses are built on top ot one another,
with access often available only through a system of ladders. Many buildings here are made of ciay
imported from S’Nabla and a solid, tan-colored wood. Nothing is erected too close to the water however.
The tides of the bay are unpredictable, and can rise and fall as much as 60 feet over the course of a day.
The wide beaches are frequented by the Sydran children, who play dally by the waters edge and are
excellent swimmers.

The personal appearance of the Sydrans is distinctive. Most of them have dark, coarse hair. Dark colors
are usually worn, blue being a favorite. Although the blue dye is not permanent, Sydrans think nothing of
re-staining their clothing every few months. They import as little cloth from Lelligire as possible.  The
lavish display of fine Lelligirian fabric in Sydra is considered disrespectful and vulgar. They make due
with their own crude cloth, made from creshi-skins and a little bit of spiral-vine. The crest11  must be
beaten for hours before it softens up enough to be used.

S’Nabla
The soil there is good. S’Nabla’s  people coil and spin jars, pots and other tableware for export. Also
produced there is the “sarla dark,” a wine made from the pihl (pub-I)  berry. The name sarla  comes from
the wine’s original maker. Another native crop is the russip-root, which is fermented to make rusper.

Scolia
Probably best known for her Scolian Rusper, Scolia is the only producer of a “fine” rusper. The city IS

mainly a trading center, for their is no real “city center” nor council  hall. The land is divided into a
handful of rusper dharlerin owned by a few rich families.

Though the Sydrans, Ailaudrans, and Lusikains all profit greatly from the sale of the Scollan rusper, the
laboring class Scolians toil long hours and receive little reward. These people are poor and are paid low
field wages, as they do not own the land they work on or the rusper they produce.
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Cushindell  Marshes
Tliis  iarge  mar-shland  provIdeis  tt:ce  ~mii;ip~s  o ! sLurviva  f o r  t w o  human  settlemc~nis.  Ph~ilni:t~  arid  i>(:‘r‘.r(:  1  tit>
maish  supports a variety of Tcrran  i~fe,  b;;t IS p:im;~rily  Jorune  orif:nisd.  Time  c:normc?,:c;  r!::,c!ct  pcp!:l,~:io*’
has supplanted animal life  In parts c I the marsh. Included on the lon<~  list  of Ir;sects  arca tootlc?s  (<A  fcl”l  i,’
edible worm that is grilled).  grant!iix  (bulbous. sm;lli-legged  b e e t l e s ) .  ,pungors  ~(.l~mi~,~i;  ins<,c,::>  vi:?‘:  il
nasty bltii), a n d  coghtodds  ([jig, mean.  round. f lat ,  s low-moving, pncher-bugs  tliat  ;i’.r2 llicilllf~c!  !c h!i:

l-he  coqhtodd’s  threat is malilly to the sloeplng  and unwary).

B e s i d e s  t h e  tooiles, Ihe  ~C!OPIC?S  o f  C~~h~nddi  CJUC Ottic  btinf~fit  i:oni  m o s t  o f  tiii?  II?~,c~c.?s Of R‘,,‘;’
exccpt~nn  is the Cuslhindell sil’+moth. which produces a fine  tPlri!ad  that 1s  spun  arld  wovr:n ~r)‘.o  ;a  l~:x~:~i;:j,;
fabric. The famed Lelltg~t~i~~n  fabr-lcs  are made of a blend of “c!~sild;n” jtha nnme  o f  (:11sll!i:dr!lJ  s  ik-fric’  1
fabric) and cotton. The insect from which this t!lread comes IS not  t r u l y  3  m o t h  b y  Terra!-i  st.ind;tcd:,
Though it IS moth-sized and looks something like a moth, its wings are capable of only silort hops  arlc:
does not  come f rom a cocoon.  The silk-moth  produces the desi red ttlread  only 11  for!  the  r,trat-,diJ::
birl-grass of the marshes. l-ho moth naturally spins the ?hrcad  for padding Iis  egg s<ick:,

The;  dichandra of the Ccshlnd&  make great  deal  of  noise at  nigh;.  lhough  thi:y art-:  no!  d,:r~g~cc:u:;.  !h:‘I~~

t u r n ,  want  l.intil  night-fall  t o  e n s n a r e  iher;c  walkino “dlchandra-stone:”  cr;rnponents. tt:ilrr  racy”::  oii v:,;;: I’ :;
crenturo’s stones. Typically  the ai!lng  dlchandra  is left to due

The few fnrg  that live here tend to nvo~d  humans and  G-exist  m;ilnly in-1  ?I-ie  dei:p  of I/I(J :~i.!::~t;(  o 1 /;;.,v /3,,r,y
bellowing can somet imes be heard by the people of  E’)t:imte.  The ~I;F: ot +flC-  f~irr  -f,,$fi,‘,tiflg  : lij  /’ I:, ;:%I .,
constant reminder of this threat
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Phalmre of Cushindell
Ph<?lmre  IS  a  towi? o f  a b o u t  c3000  o n  the  e d g e  o f  th i :  Cusii indcll  M,~pshes.  77l i : l r  rn,!jor  cAx:jort:S  carp:  !i!y:‘<

ha rdwood  and  t i le  Cusl-l lndell s:ik-moth,  which  creates  a  ~IOSS  ttla!  can  be  WOVC’IT  II~:O  ;I::  oxc,cd:f-!:i  :ci:~rN~,

The Brynk  hardwood 1s  n o r m a l l y  f o u n d  o n l y  in  Drawl.  bc; !  t here  a re  small  acre;iges 0 f s L;  r . :  1 \ t ’ f:  f’ s rjrow  1~ :;_,  ::
Pha lmre  The  Brynk ’s  s t reng th  and  beauty  p lace  it  u n d e r he,lvy  d e m a n d  o f  tht:  I?i;atsci~e  ,:v:d  :)‘~i-r
r o y a l t i e s .  T h e  Cushlndell  silk-moth  p r o d u c e s  a  f ine  silk  f r o m  wl~ch  19~  g o w n s  o f  r o y a l t y  ,I’(:  v,ovc~r  T -(

Lel l lgir l , ins  impo r t  t he  ma jo r i t y  o f  th is silk.  wea\i ing  some of  the  rea lm’s  best  fabr-lc

T h e  s m a l l  thlvln  con t ingen t  he re ?reks  the  marshes every  once !n  a  whole  t o  ?rap dlchnndr,i  VJI;I(:/~  ,?I.(’  t:: :x

mercilessly  den ied  the i r  “s tones . ” T h e  Phalmrens  d o n ’ t  ?h~nk  rnucil  o f  ! i i is ar?d  t e n d  Instec?c  tc  c  orict~r:r~,:t~~

u p o n  t h e  thlvln  me lod ies  which  can  be  hea rd  throughcut  t he  ci!y B e c a u s e  oi  t h e  Bryrik  :lcirdwood  ‘: c1
poss ib le  to  buy  the  finest  in  tGvln  musica!  lns!rurr\ents  IU  P h a l m r e .  T h e  cr~iitsmans!i~p  IS e‘~t:ry  hi:  ar  r?‘;c(:

111  th is  n o r t h e r n  t o w n  a s  it  I S  In  Ardoti~

Delmre of Cushindeli
PhAmre’s  sis!er  city  IS l o c a t e d  a n  110~~1’s  walk  by  foot .  Though the reserves o f  Brynk h,lrtJV/oo(!  /~::L’c,  ic.‘:-

since  been  dep le ted ,  t he  Cush inde l l  s i l k -mo th  IS avai l , ib ie  In  a b u n d a n c e  A!most  t i le  entire  ;vork  !o:cc:  I:I,I-

IS i n v o l v e d  with  the  splnnlng  o f  silk. T h e  populat lo i i  o f  1200  depends  heav i l y  upon  T)il,~!n’~c*  ior  I:v(;~‘:I  ( :
goods  and  supplies,  even  p roduce .  De lmre  IS  o f t en  be:;iegrd  by  l lrgln  bec:Ie a  reminder  TO  tl-lo:;<:  vJ!x  ~ .-
near  Cushlndeli  tha t  fa rg  lu rk  no t  fa r  in?o  tne  marshes



The vaiiey is knowrl  by Gauss’ name, as is the city he founded. Gauss’ wife, Maytrlsh,  Inspired legend and
iore  Over  her cornpassion for the non-human races. it was her words that stopped the kii!lng  of the mutart!
chiidren  in true  early days of the valley.  Her mtiadra sor,, Khaun.  exceeded his father’s every expecta?ion

The  city af Gauss prOSpL -red  and grew, but over the m~lienn~ ‘a has beer? afflicted by several plagues ?ha:
killed off large populations. Constant crugar invasions, though usually small in numbers before the Energy
Weapons War, kept Gauss on alert and kept communities compact and it\ good contact with one another.

Woffer\  have lived in the valley since their creation by Dscin  in the  early years. Their populations tiers
have been iow since the Ninindrue Plague Slayings of 2934. Woffen located in the southern part of the
valley  were mercilessly butchered by crugar hordes pouring over the Kuggin Mountain tops. Caj~  Gends.
disciple of the shantha Sho Copra-Tra,  trained a group of muadra in the Desti in order halt the crugar in
Ninindrue before they reached Gauss. Thousands of woffen were saved in this way, helping to cement the
alliance between muadra and woffen.

After the plague slayings, most of the surviving woffen left the valley, traveling south. They made their
way through the East Trinnu Jungle Lands and ventured into Anasan, where a small woffen nation already
existed.

Fourteen years ago, in 3470, some dharsage farms in the Gauss Valley began using Aerators for durlig
harvest. Several of the devices are in known use, two in Gauss, one in Khaun  Gauss. The dharsage keeps
the knowledge of Earth-Tee supplies as secret as possible.

Gauss
This is the largest and oldest city in the valley. A few miles  west of the city’s edge is the spot that legend
marks as Iscin’s lab. Woffen and bronth sometimes travel to this site to see their beginnings.

Moving away from the Liggits, the land becomes more and more flat. Smail  rivers criss-cross the entIre
Valley’s floor, making irrigation unnecessary in most areas. The land is naturally fertile and there are
few hostile predators, South of the city used to be the “Corondon Lands,” where the tremendous Dhar
Corondon ruled. Over the millennia their populations have dwindled and they have moved over the Llggits
and into Glounda’s western edge. They are no longer a threat.

Gauss is known for its tremendous durlig production. Though the heart of the city is smail,  surrounding
farms extend for miles in all directions. The composite population of this entire area is 125,000 and
though sparsely populated, almost the entire valley is inhabited, bringing the total  population to over a
million.

The institutions of Gauss have had a great effect upon Ardoth”s  development and visa-versa. Klades were
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enttrely  a development of the valley; thus, ?he  oldest  klades have their rocts  in Gauss. Cn  the other t~~:!d,
the drenn system has been employed here for almost as long  as in Ardoth. The in?egration  of cultures ‘I~T.
existed almost as iong as trade between the two cities.

A few of the oldest and mos? powerful  klades in the Gauss include the Asmir Yordei?  Klade, the Jahadda
Pharmacy Klade, the Plencia Food Klade, and the StorluL  Blade Klade. The firs?  two hzve  kiade  branches 1~
Ardoth.

Ihe durlrg  grown in Gauss is combrned  wit!! harvests from all through the  valley ana  is shipped sasth  “::
Ardoth and the Sobayid. Some of the crop is serit  ciown  the Agis River to Salarn’arinc:  where it is shipueo
to Phalmre, Delmre, and North Khodre

~~~~  Gauss
Named after Gauss’  muadra so:: this  cirq  1~ ,.:.i-;)t”!er  of  !i:g va!ley’s  major  suppirers  ci durll9  Khaun Ga~is
has been sacked many ttmes  by cruga;  invaders from the va!ley’s  north and south, and  also from CJ~VQS’
invas/ons  over the Kuggin Mountains Thorjg!?  butned  to the gtound  several times, It has risen from :i-;e
ashes each time. Stone slabs li-LS  aiO~l”ril  the perirmte~ of ?he  city where the old walls stood They were ‘;::I
rebuilt after the Energy Weapons War. Moat of tfhe c!?y’s  population has re?urned,  but there are now fewer
than 60,000 inhabitants of Khaun Gauss. i-ifteer;  thousand boccord live II-I Khaun Gauss, which is atypica!
for a city of this  5170  in  ihe  va!ley.  The boccord’s strength advantage in pulling durlig  has carved a niche
tar them rn  this  durllg rich  area.

Gnce a  bastioil  o!  woffen  v i t a l i t y ,  Ninincrue is  ail  b u t  a b a n d o n e d  r:ow.  .Th~s  city’s  hdrsri  his!ory !rcl,:ces
ihe  bioodshed of the Ninindrue Plague Slayings of 2934 and  the crugar si,itighter  of Nlnindrue  during ‘he
Energy Weapons War of 3436 W’offen  avoid Nrnrndrtie  when possible, though they are not the only racd
few venture into the wreckage of this ancient city.  The handful of durlig gi-owers  who !ive here Zravei  !:le
Sarren  trails to meet the Kaigon road which connecfs  the valley with Kaigon. The city does not deal w,!:‘
drenn, the dharsage. the miiitary, nor pol~trcs  of any other kind. The people here do, however, have a
gocd rapport with the thriddlo  of Cosahmi,  who sometimes pass through Ninindrue on their way rntllr  19e
vaiiey  proper.

This  ancren?  city was once the sentlne!  of the valley Its military protected the southern entrance to Gat,ss
Valley from invasion until its complete destruction in the 35th century. A crugar Invasion from the we:;:
overtook Kaigon in a matter of days in 3366. The city’s walls were razed tc tile ground and most of  trle
population had no chance to fiee and was killed  After that tnuasion  was beaten back. humans from  ?:~e
central  va!iey  started to repopulate the ci ty,  but i t never regained Its or ig inal  slrength  The cruga:
invasion that poured into Burdoth in 3436 had little effect on Kaigon: its small popuiation  fled no+
immediately when they saw ?he magni?ude  o: t h M oncoming assault. HeconstructIve  efforts of the past war
SiJrViVed  crugar aggression. At the end of the war, Kaigon’s peopie returned to their city and begar:
re-establishing the splendor of previous centuries. This ambitious project has been assisted by ma’iy
Gauss Valley Communities that want Kaigon rebuilt. Craftsmen and their families are promised land in
Kaigon for their labors in rebuilding the city. The city walls have almost been completed as of 3484
Kaigon’s popuiation is now up to 20,000

As a key trading center, Kaigon offers benefits of Gauss and of Ardoth. Indeed, there is speculaticll  ir,
Ardoth that Kaigon may again become a thriving center of trade, as it had been in past centuries.

Cosahmi
This thriddle town has been the principle seat of coditch production for hundreds of years. It is not known
how long Cosahmi has existed. It seems that all at once there were thriddle in the Gauss Valley, and when
the humans traveled back with them to see where they were from, they found a large city of thriddle ~usr
west of the Kuggin Mountains.
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The city is made of several compact areas of dense housing iinked by long, nnrrcw roads. Beiween e&c’: 
“delse” (as these sub-communities are called) are fields of coditch. Scores of delse make up a si:iy:t? 
thriddle city such as Cosahmi. In the past, each deise had a specialty of codiich that WdS considered 
important. However, over the last decade or so, Cosahmi’s attention has apparently turneo away ;rc.:‘ 
agriculture, to a somewha.t mysterrous obsession. Though their coditch harvests are no: smali, or even 
shrinking, cross-breeding efforts seem to have abruptly stopped a -s Itie tnriddle have taken up scme :n,:re 
important task. Whatever this task may be, it occupies their time :n ear;-lc;il. Thousands ~:if I’-t: c’:J’s 
population are engaged in some indoor activi?y that make s little noise. produces apparentiy li?tie. b.~! 
drives the thriddle to the point of exhaustron. T-he young in the society seem especiaiiy susceptbie :c Ii ,i 

malady. When asked at length, the thriddle expiain some sort of Iornbie computationa! iexiccn +),a: 
Involves days or weeks worth of work per assignment It appears that there has oeer 9 :ar.~ica! eifcr; t: 
bring the thriddie of Cosahmi to a high level of mathematical competence ov~:r I2, Sh(J!i !XrltCi! Gi :!7;6. 

Studious as the thriddie may be, even lhey neeo rest. Journeys over the Ktigg~ns :o Gauss or even ire 
distant trip to Ardoth, are made every few months by groups of a hundred or more ?hrk!dle The SII*& 
towns and villages know not what to make of these querrrd rampages. for the thriol:ie are naav 
carnivorous in their question-asking. What makes iota/s feel even more uncomfartabie I:; when :t:ei 
overhear these aliens pooling information that they have coliected. T-he rhrrddio rcrisder I: [Jdife ts swak 

in Entren within the valley and do not realize the s?rain and mental cr&itji ii:2y extract up2n the pOKIUiCtiS 

they pass. In groups of 100, thriddle have been called hoards, packs, and swarms, hul perhaps %I:Y~ 
Ho-Trid said it the best when he referred to a group thriddle vlsi~rng Ardoth as ‘A Si,hGGi LO’ 
‘thought-creshi’.” 

Kauthnie 
Another of the Valley’s durllg producing cities, Kauthnie is oid and worn. The land here has ‘iJ?‘f3fZd i-iiP3rSh) 

as the Agis River has altered its course over the centuries. Though the durlig stili grows, 11 becomes eve;> 
more unpleasant to harvest. There is a small woffen communl!y here, and at ieast one shast on duty ;ii 5:: 
times in the Kauthnie Shenter. Though not significant for its agncuitura! outpu?. Kauthn~e’s qi:n~iir:ti wct!er, 
drinks and atmosphere draw crowds every month when Shai is fuil. 

Durlis 
This durlig city of 17,000 lies just down river of Kauthnie. Durlis 1s known for their cresr~ve dt,r ,c ._ 
dishes which include pies, breads, cereals, and even durlig candies. The Duriisrns take pride in tt?elF 
creations and make a point to tell strangers how healthy they are. In fact, the peopie of T)iirlls do ha‘J% 
just about the longest lifespan of any humans on Jorune. The people iook strong and have greLit enourancs. 

Durlis respects the drennship system and receives a few chaliisks each year. Those who aitain crenr! Itrti 
showered with grfts and are greatly respected by the members of this community. Of t”ie iilor.isands V/!lil 

live here, only a few hundred are drenn. 

Liggnie 
Isolated off to the East, Liggnie is cut off from much of the trade and cornrnunlcafion that ruiis !hrougi: the 
Valley. The city”s population of 7,000 is self-supporting and exports very littie. The t-iggnians are 
friendly to strangers, but their curiosity is a little overbearing. Visitors are taken through the ringer of 
standard questions. 

Of interest is the year 3414, when a Dhar Corondon from who-knows-where tromped fhro(jgh the cenier 
of the city, smashing buildings, blasting property, and eating thombos and peopie. The l.rggnians were 
helpless to stop the beast and simply left their city until it went away. 

Ellipie 
Located at the northern end of the Gauss Valley, Eilipie prepares the shipments sent dcwn the figis R,ver 
for the last leg of their trip down to Salam’arine. The river widens out rlear Ellipie. making for iarge fia: 
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marshes. A few slutches live here as do some fresh water cresh: 

Of the populatron of 5,000 in Ellipie. on!y a hand&l are muadra and boccord. ElliPIe w<as founded b; !Li: 
peop!e who did not abide by tihe wisdom of Maytrlsh and headed north otr their 0w.j Tiit:ir s?ro!:g $3~ z 
fneilngs have settled down somewhat over the past three millennia, b.. G: muadra and bo;cord tend t:, c”L’:z~: 
Elilpie. There have been no outright conflicts with non-t;:im;lns in recent memory, h:J: Ihi? fE?i?i::?t?‘~ /:- :” I’; J a 
town are not good. 

Saiam”arine 
Sdlam’arine i- ~4 a*\ ocean-port that exports du:!~g and coditch to all of Durdoth’s norti:. The people i:cri: iiVf, 
strongly ;illgned with the peoples of Phalmre and Delmre, providiny them with food 11; exchange for c1~:.- 
and wcod. Many of ihe goods thai Salam’arine takes in are transpcrted back up river w~lere they are SLC! 
in the valley proper. 

Creshl churn ;he ocean water here wi?h their numbers. The Sea of Snmlle is rougil ar!d treacheroL,s ‘IF’?’ 
the shore, forcing ocean-going vessels to travei away from the coast for journeys ot any distance. Sl,c:- 
1s the case with nearby Phalmre and Delmre. Every few years a Salam’ariniari si11p will yet hung LP ;,I 
reef and sink. For hundreds and hut?dreds pi Vears this has led to a large number of relocated humnIls T;c!.I’ 
the shores of the Sea of Samile. _ ..---a.~* 



The first people of the Sobayid were part of the original South-Valley Research Facilrty. Forced south tq 
shanthas after the war, they settled in the low valleys of the Sobayid. Some traveled further southeast, 
to Miedrinth and beyond. 

The northern land of the Sobayid borders the Gauss Valley and shares much of its terrain and clime. Tire 
tail-end of the Kuggin Mountains juts south into the Sobayid; the terrain is somewhat rocky. Traveilng 
south, the land becomes flatter and the weather drier. Rainfall comes only at the height of winter. Myriac 
lakes and small rivers provide the water needed for agriculture there. Further east, the land is hot, dry, 
and water sources scarce, but the area is not desolate; the land there supports shrubs, occasional vine 
growths, and a multitude of dharmees. At the edge of the East Trinnu Jungle Lands the environmefit 
changes drastically. The air turns humid as patches of marshland take over the land at the outskirts of the 
jungle. 

Sobay 
Sobay is the oldest city in the Sobayid and also the one most vulnerable to crugar raids from the Doben-ai 
and Temauntro. The city walls show the signs of thousands of years of siege and repair. Patrols from 
Sobay venture out as far as the Doben-al, looking for any signs of movement on the horizon. The 
Burdothian army of the Sobayid is garrisoned in Sobay. These forces assist the Sobay patrols on their 
westward marches. Sobay’s garrison is part of the Burdothian Army. Though stationed there, i!s 
members come from all over the realm. l-heir exercises include patrols throughout the Sobayid. 

The economy there is driven by the needs of the condrij (fighters), duriig and trade. Sobay’s civilian, 
population was high until the crugar slaughter during the Energy Weapon’s War. The large number ot 
condrij have little to do in their spare time there and enjoy occasional excursions north to nearby Joble, 
where thivin gamblers offer a skilled form of entertainment. The thivin classics, Shambo and mayoo, are 
played in Joble - Sobay’s kim forbids these forms of gambling. 

The main crop in Sobay is “hilt”, a plant that allows humans to digest native flora without difficulty. Even 
the vile grasses of the East Trinnu Jungle Lands can be safely eaten with hilt. While this limilate does not 
protect a person from eating an outright poison, it aids in the digestion of complex proteins ?hat wo[ild 
normally pass through the system. It is transported all over Burdoth and as far away as North and South 
Khodre, Thantier, Dobre, and Lundere. Sobay is the single largest supplier of hilt, which is grows in some 
quantity in most areas, for human settlements would have perished from malnutrition without it. 

When thivin traders from “The Valley” (Gauss Valley) travel south through Sobay, it is “Tivis,” the time 
of trading with thivin. The morale of Sobay’s Dharsage garrison is greatly bolstered by these seasonal 
visits. Toys, trinkets, jewels, candies and specialty drinks are carted down by the thombo-load for the 
condrij to consume. 

Joble 
Joble is a city located southeast of Sobay. Its large thivin population immigrated there sometime In the 
3450’s. As a center of gambling, it draws crowds from Sobay and Laindis, and even as far away as 
Miedrinth. Though Shambo and Mayoo are the favorites there, thivin play anything - they’ll beat you at 
your own game. Woffen from Ardoth vacation here, traveling south to Coise and then overland to Joble. 
The thivin have only been here since the Energy Weapons War, but they have changed the city 
significantly. Their gambling, games, and barter have really put Joble on the map. 

Joble grows little of her own durlig; instead, durlig is imported from Sobay. The portion of the population 
not involved in gambling is involved in mining and prospecting for metals. The low hills are rich in iron. 
The ore is purified and shipped to Sobay, where Ardothian buyers haul it back to the capital for use in 
weapons and construction. 



The muadra population rn Joble is large and wild. There are RO restrictions on dysha use there, but the 
local caji are still held responsible for their actions. Non-lethal dysha battles are often fought 1r-1 !he 
iliidges there, the winning muadra entitled to free drinks for the night. 

This small city of 11,000 was af rit?ie interest to the crugar raiders ?hat inJaded the Sobayid forty-some 
years ago, though much has changed there since. The presence o f 3000 muadra gives Joble the higi;est 
muadra population per capita of any city in Burdcth and by tar the largest cajr popuia?~on. Almost 230C 01 
the muadra are dysha literate. The humans and boccord see them as compatriots - although dyrha 
bnterference-skilis are heavily practiced. 

Located near Burdoth’s border with the Dobena. Larndis is flat and hot but shares iit!le else in CO~T~CZ 

with western plains. The ground here is fertile and can scrsla~:i a variety of piant life, Rainfa.11 is light ;n 
this part of Burdoth, but small ponds iittor the grasslands and forested areas. Crops such as wheat and 
corn are still cuitivated in Laindis, :i:ot.;gh farmers must cainstakirrgiy nurture them if they are ?c; 
survive. Although ?hese plants had been siighiiy r~:ocll!ieci TO better tnejr gro~~?h in tht: Jcrune WIVI:~OVSZ: 

by the Earth colonists, experimenta.tior Was not complett? wlyei7 the WZi broke ou:. 

In addi:ion to foodstuffs., Earth fiowers a:e exper-terl from Laindis to ali over Jorune. 0,nIy 117 L.aindis can 
the seeds for roses, petunias and marigolds be found. ‘This is a:sc where they seem :o grow t)i;s: 
Watermelons and cantaloupe are popular Laindis export s as weI/, competing with balweze from Sydra. 

Over the past few hundred years, Laindra has adopted some al lhe Ardothar? ways. As do rnec:‘i 
Burdothian cities, they have a kim and are supplied with a n:;mber c f chaiirsks each year. Since :‘s 
beginnings, the kim has provided powerfui economic leadership that has brotight the valley prosper.ty. 
Travel is the ambition of upwardly mobile people in Laindis. following in the footsteps of the legendary 
Larndra Eiayn, for whom the city was named. Laindra traveled across Burdoth, into Dobre, thrc,gi‘ 
Anasan, and back through the East Trinnu Jungle Lands in the 27th century. The epic stories she brotig’?: 
back with her after this continental trek inspired her to sculpt replicas of the creatures she met. These 
large wooden effigies still stand over the city’s awss, silent reminders of far away lands and crealtires. 
The people of Laindis are proud of their matriarch Elayn and show visitors great courtesy and respec! I: 
is said that the more exotic the visitor, the bet!er he or she is treated in Laindis. 

JZJS! as Laindrins enjoy distant travel, others trek continents just to taste the famed Laindrans whear 
loaves and study the city’s statue-filled awss. Passing through Laindis on a farr!y regular basis are 
travelers journeying to or from Tan-lricid throug h Thantier. The trip takes a minimum of a week and 
leaves travelers hot and exhausted. A short respite in Laindis is welcomed by these weary travelers 
During Mullin, the intense heat usually precludes travel to Laindra from the west. 

Though a south road into Carvis exists, there is little contact between the two cities, with the exception 
of occasional crystal trafficking and the transport of Carvis flowers The northern road leading to Sobay 
is frequented by caravans from Gauss Valley, delivering durlig and luxuries from Ardoth - though the 
Laindrins consider durlig very low class. Most food products pass through Laindis down to Miedrinth, 
where the palates are less discriminating. 

Cavris 
Cavris, a small agricultural town lies south of Laindis. it Borders both the East Trinnu Jungle Lands and 
the Doben-al, sharing both the resources and dangers of these plains. The Carvans specialize in different 
Earth grains and flowers, but their real wealth comes from the sate of crystals. 1.hough there are ino 
sources of charged crystals nearby, bands of miners travel west to the Doben-al in the sweltering heat of 
Mullin, collecting the dry, powerless crysrais found there. They are then brought south to the East 
Trinnus, where they are buried for upward of a generation. When eventually dug up, they are brimming 
with lsho and carry a high value. Though the crystals take a great deal of time to recharge into maturity, 
this has been an ongoing practice for generations. Fearing the accidental disclosure of their buried crystal 
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resources in the jungle. the Carvan s seil most of their crystals in Miedrinih, posing as cfystai cSigge:s 0: 

the jungle. 

Carvans treat strangers wi!h contempt. The less Burdolh knows abotit :i-:eir iravels into ?/lO DObe:~-a~. trc 

better. Communication with outsiders is icept to a minimum. lraveiers ;~lici acr:;-jentaiiy enter the clly are 
ignored. Muadra in particular have been deiiberateiy m?s?reated. T+r;dd!e kr!s>~+ that ihey are nOi Wc/lCSTlF- 

there Cavris is a sharp contrast from the friendly peopie of iaindis 

The pop~latron of Miednnth is il~,g~l~led into peopEt- who hawe cor~;~ec;l;on :c: ‘;q?e Eas! T:irlr:~~s ai?b !r?:~‘;e LV!PZ 
do not. Thousands of beasters, crystal and limilate seekers, and ;:.~ngie-yoros mike their I!vIP:! 02 of :I:::> 
southern wilderness. The rest o? the population is engaged !n urban activities and frta%tb the: “!4:~;’ 
(jungle.runners) with a high ievel of respect. The ways of the jers are rough. but nc,: c:-uei’- :::ey a-c 2. 
brave bunch. They are used to looking out for each other err ihe depths of Iha jtir!gle no Miedrrnthia:? per 
would ever refuse to help an injured stranger, nor walk away from a person in danger. The sense’ o” 
community amongst the jers has grown since the cleash threat began a generation ago. 

Those who make their iiving III the dangerous Trinnus have iearned to cooperate in an effort to s:dy a,s:e 
Miedrinth has applied coercive tactics to force Ardoth to grant their “heroes of the jungie” Immad:ate 
drennshlp The cheli’s approval is required on all such requests. and has been granted freque:itiy L;~LC? 
3467, the year of Rhan Trohan’s appointment to the cheilship. Ibis predecessar. Marsh111 Cardis, waz pi 
hard-nosed dictator, cont:oliing drenn-ship with an irori-fist. Such recent Ardothia:! support has t~lr:-l~: 
Miedrinth into a very pro-Ardothian city. There was a rift in J47G, however, when Khodre Dhard:iSn~i 
wanted to ban East Trinnu travel for ail but those with official permission in order to reduce GivIIiaI; : 5% 
of cleash. The method of enforcement was not lhrsugh the restriction of travel, but throu~~i: Z:;S 
prohibition of selling Trinnu products in quantity. The jers ci M\edrinth flew into a rage. Thousards oi 
jungle hunters and limilate seekers threatened to rebel rf not allowed to sel! jungle goods. They eventua’ly 
won out, and carry the symbol of their klade or kim, 4; which permi!s them sale. Independents mus: se,, 
through jers. Kim and kiade patches can be bough: arr the black market, and are now a hot commodity. It !s 
a crtme throughout the realm ?o bsy Trinnu goods in quantity !rorn a person without such a patch, but ~.e 
law is now weakly enforced. 

Resources of the jungie are transported north to Coise, anti finally Ardoth, where they are bought up ~;l 
the Ardothian Bazaar. Though not known to the sellers in Miedrinth, some of their goods end up detouring 
in Coise and end up in Heridoth. This has been going on for several generations. 

Baysis 
This is a community of 6000 jers who make their living off of the Trinnus. Included in this population IS 
1700 muadra - all adults are dysha literate, and dysha powerful. This is the city where the Maustin C~JI 
trained during the Energy Weapons War. They returned here after the Accord of Klein-Khodre, but were 
pushed into the Trinnus by discrimination from the north. In the years immediately following ?he war, 
however, whole muadra families moved to Baysis to learn from the Maustin Cali. A small woifen 
population still exists here, remnants of the force that came to the Sobayrd’s aid in the Energy Weapon’s 
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War 

A main part of the diet here is hilt - necessary for long trips lnto the jungles IncorporatIon cf t:;:s 
iimiiate into the dret over many yea rs oives people sickeningly bad breath. The peopie of Baysis are _ 
accorded great respect (perhaps out of fear] wherever they !ravei Their clothing is distinctive. They 
wear lightweight shirts and pants, to which they strap a handful of knives. Their culture is somewhat 
crude and survival oriented, but they still consider themselves Burdothians. They do not, however, 
respect drennship, the dharsage, or the council. This political intolerance is only made up for by their 
expert knowledge of the jungle and their ability to survive its dangers. 

Baysis exports are brought to Miednnih for sale on the streets of ?he South-Gate Bazaar While in ?he 
city, the Baysians often stroll through the visitor inclep neighborhoods and illidges to see if they can hire 
themselves out as guides. The fact that they bear no klade or kim paich necessitates their dealing witi-’ 
black-market vendors. 

This city was originally a trading post and a military base for Ardoth. The road to Heridolh starts here 
Called the “Eshellu,” this lonely road is traveled mainly by military patrols of Heridoth and independent 
transports. Coise has very few contacts with Heridothians. The overland journey to the nearest 
Heridothian city is long and strenuous. 

Located in low, flat lands, Coise must import most of its food. The population is 20,000, with a relatively 
high proportion of muadra. Expelled from Ardoth at the height of the war, many muadra traveled south to 
Coise in the Mullin heat. Here they remained until after the war. Though most of them returned to Ardoth, 
some stayed behind and raised families. Because the city is unable to grow all of its own food, it is heavi!y 
dependent upon Ardoth for its durlig, for which it trades metallic ores found in local mines. 

A ferocious population of dharmees live out and about the city. Though not deadly, they’ll bite just about 
anything that moves. Children often wander off in small groups to hunt these hissing beasts down. Though 
they usually grow no longer than two feet, dharmees have occasionally been found six to seven feet long. 
Such situations are usually tragic. Kids arm themselves with sacks of rocks, a few knives and an 
occasional spear. A seven foot dharmee is fast enough and mean enough to bite arms and iegs off if it gets 
the chance. Parents in Coise don’t really approve of their children’s habits, but realize that there is very 
little to do for entertainment in this hot, southern town. 
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Tlhe realm of tierido?h has hosted coun:iess wars OVCI many /‘~,‘;?!ic~:: i:i yenis It ~IIVJ 11’; ,I Lz ‘,:,:I~: ;,’ 
chaos and ruin, under no central leadership. wrtl? IlttifJ ~.j7z;lIl~~(i tJl "i'-r:l;;c!!:'ib/:!!7ij ;'c,(:lf 3:; ,! '*r :" r  r; (; :; ,.',Z , 

The realm is broken down into sections cf provincial cont”Oi ji:i:rt’ c:rc+ tr~ci 111th /‘i;il:::;. !i:l: I-;II!: “‘( 

Dantrellas, Yorkni, the Yucen, and the large vaileys ot Scmmin! nrid i ic:~~l!ic:. i PC: (‘as! ar;S WI’:,! h‘;>,:c ‘- 
Heridoth are divided by large mountain rn?ges and dcJe”s of sir::;.‘1 val,eys. 

k-lie Plains 
These are the planes where t-leridothiai! troops me! tih,lrsage forces 17‘ tht.: 3::: ,( j i:i;iltiJry. 1 L-3 b,:t:l;i 9: :,,c. 
Hie Plains is recorded as the first to empi;y tloci-llg-in ~7i:!1:-1r1ly iJl;OC!i !:lf- (,C!lt!Ol Cji !IlC! AFiiC:il.L;':? 

these huge beasts were used ?o trample the Cierldoti-1Izi.n Irlfciri:ry iJ:itorta:ln!~?ii/, ir: tlh(: d:;n<j ci !!-ii 

bochigon bred a disease that weakened the Ardo?hinns and led ~a 2 st;:~err:,rto. 

The Hie Plains are a long, flat, narrow Terrace located t)c;we!>n ;jct:;!;‘ ~!:ii, overlo:7kirig Syccl~~i; B ?y .i: c 
the steep Soitle Mountarn Range. No one lives here now, b:,t ilr:r,d:.ll:iFirl patr:Js iloin t/;e il~tll p;lrL,, 
occasionally. The Eshellu road passes from Copse through these Plan ii'; Up t0 ?ilC! ilJ,lIS Oi M;!Ii.Fi[IllII 

Curili (CURE-ii!-eyej 
This IS a small, heavily forested island populated by Heridotilians of Koistra. It has served as ;I n;1’,),:1 
station for centuries, providing lumber for repair, and a safe port for times when the seas are ?oo roug;: 
to allow passage to Koistra. Prince Khodre met with Klein Ko-Trid on this Island I? 3444 to discuss “l;~ 
Accord that would bring an end to the war. 

Dosoi (DOUGt&oy) 
This neighboring island to Curili is a lush, overgrown forest which is void of bays, lniets or dc?l!as lt;crt: 
are no docks on this island, and it is visited only by those who wish to pick the various herbs and ri,t.(i 
vegetables that grow in abundance here. This includes the hot-flavored pichi spice which IS a favorite IV 
Koistra and Sholis. 

Koistra 
Of the cities in the Ellih, only Koistra retains any of her original splendor. From the terraces overlooking 
the Bay, nearby Dosoi and Curili can be seen. Koistra’s port operates at capacity, sending fishng ~‘c:s:,<;Is 
into the Bay, and transports to Ardoth, Sholis, and up the coast to Dowsen. Though spared most of :i:o 
ravages of the Energy Weapons War, her economy suffered greatly and is only now improvlng. it IS 1;;~’ 
trade of Koistran spices such as the Dosoi pichi spice that brings durlig Into ?he city - her fields IIt) c;n;y 
partialiy cultivated. 

None of the muadra of Koistra learn dyshas. There are caj! IR the city, but they are not native. A!: 
strangers are welcome in Koistra and may eat their first meal here for free. All that tile “entrallco 
houses” expect from their guests is that they buy spice. 

Sholis (SHOW-liss) 
This ancient city once wielded power over the entire Bay of Sychill. Its population has dwindled since 11s 
fall from power almost five hundred years ago, but Sholis’ population IS now stable at ahoui /LOOil [ ror:’ 
this city came Shandane, who saved Ardoth frorri crugar assault in 330.7. Shol~s was onc,[? itifi ii,cit c’ 

power in the Ellih, and had at one time an army more powerful than ail tllose of Burdotii combrned 

As the site of great battles during the Energy Weapon’s War, Sholis” city wails were dostrcyec! by 
Kolstran siege. These walls were never rebuilt for lack of man-power and materials. The c’yn;;~t~~~ 
remains of the city lie underground in the temples on the edge of the city. When ca:lturec! uy !Lc: 
Ardothians, the ancient pieces of art and historical writings were preserved as they were. 7 bough 1!-io 
dharsage attempted the takeover of the Eilih, Prince Khodre still had great personal Interest In tile his:oq 

33 



and iegends of the ci?ies he had conquered. 

The forests outside of Sholis were burned to the ground during the war, and reseeding has begun on;;, 
very slowly. If not for the damage done by fighting, the view from Shol~s would be grand. When the 
channel’s fog clears each day, the shores of Polpedroth can be seen, standing at the foothiiis of :>e 
Essanja Mountain Range. 

The people of Sholrs show the pain of the last five hundred years on their faces. They are no: a ha~cy 
people, and speak of an afterlife where aii ground bums, and the people wander aimlessly. These peo01e 
have had their homes destroyed countless times, suffered plague, famine, invasions, flooding and 
oppression a? the hands of merciless canquerors. Outsiders are outwardly accorded respect, but are 
never fully trusted. The Shalins believe that oniy their own peopie can understand the suffering the iand 
has born. 

EUemin 
Nestled in the south of Esh-eye Bay, the city of Ellemin is still rebuilding from the damage done in the war. 
Anti-Ardothian sentiment still runs strong there; homes were burned, and people were driven into the 
hills for their lives. Dharsage retaliation there was for the destruction of Polpedroth, which was in turn a 
retaliation for destruction of Doo’sah. The Eilemins don’t care for ?he details; they labor !ong hours to 
rebuild their city walls, temples, and sanctuaries. There are still Ellemrn people hiding deep in the Men% 
Mountains that refuse to leave, fearing death at the hands of the murderous legions that once rarned down 
upon their coast. 

The fishing of Esh-eye has resumed, but the vessels never stray further than the edge of the bay. Shoils 
provides no comfort for these people; they are too busy tending to therr own cultural wounds. Ellemin 
exports little and needs nothing from anyone, excepting the Dowsens, who provided them with food after 
the war, and entered the mountains to coax the people back to their coastal land. 

Dowsen 
This was the point of entry into western Heridoth for the Dobren and Lunderian forces during the Energy 
Weapons War. Though initially unfriend!y to the bronth and woffen, the flux of trade rntroduced by these 
foreigners brought great prosperity to the city. The enthusiasm for new construction never diminished; 
the citizens of Dowsen were still rapidly building at the end of the war. The population has climbed to over 
85,000 and is still rising. Land and housing there are inexpensive. Ardothians who have shed some of their 
jingoistic feelings live inexpensively in Dowsen, enjoying luxury not possible in Ardoth. The waters off 
the coast are safe, warm, and deep blue. The people of Monerey consider Burdothians who vacation there 
to be traitors. A peeling sun-burn is sometimes jokingly referred to as a “Traitor’s Burn” by the jealous 
Monereyans. 

Overland travel from Dowser? is made impractical by the treacherous Dantrelias Mountain Range. The 
sharp ridges of granite-like rock that jets from these mountains are visited for their scenic beauty 
Metallic ores have been located on the north edge of the Dantrellas, bringing settlements of miners to the 
warm shores. 

Sommint Valleys 
The Sommints border the Ments Mountarn Range and the Ellcor Range. Dozens of humid little valleys litter 
this region. Streams and rovers enter a large tributary system that leads to various small lakes and 
finally to a tremendous river, the Kyis, that finds its way to the sea on Heridoth’s east coast. 

York 
This powerful city once dominated Heridoth’s entire eastern coastline. The Yorks had controlled this part 
of Heridoth until 3440, when Dobren vessels broke their coast and forced their way into the city. The 
battle raged in and around York, and drew heavily upon the enthusiastic support of the Simbins (southern 
neighbors of York who had been dominated for centuries). 
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This magnanimous Dobren attempt ?o liberate Srmbi se1 the s!aye Fc;r tilt? brcrltii e:~:rance ! ; : t 0 i : e t’ i ! f.. 79 y 
Weapon’s War. At the war’s end, York was s:!li a poweifill city capable pi con?!nuing the b;ittle, but Si:-:itIl 
was left in ruin. This war of iiberation was no! the firs: Rxords 7’ lt?a Smai!-Wars O! ‘fork gc b?ac~ 
thousands of years. and chronic!e the barbaric de~e/op:ner~;+ of :L?esi: pec;3le. Witi- the w;:r cv(2r. and :-: 
Accord of Klein-Khodre banning the entrance of PoSre’ oi : J:I;!~/Ix ;:-:?i”r~~~-~ti 7’: !,I tierlcj3:- ‘,“;)rjc ,- . 
building power, perhaps in preparation for fu?ure assaults on SimSi 

orri 
This city of iies nestled at the base of the %YJdeS, 3 CO17:i’jU;lE! Oi- Oi :;;a ~~a:~tri;ilas h?our,iain ki,irig; ?:: 

Korridins have been at war with York at various !imes in the rxst. r!t.it I)ri-:lf:r western COIlcI:?ebi ii:::! :hc: 

valleys. Kornd conquerors have ventured throughout i;ier:doth, ano before ‘he f-ne;gy Weapcns Wa: t’:ey 
controlled vast portions of both the Sommin:s and the EIcrelils Va’l~ys. Kcr:iri I-cas 11:1/e in t!;e v;.,v ;ji 

natural resource, but grows tall, lean, mean corrdrrj. Uurlrg liaS htsf>rl h/:Mr7 cn raids from :re p?cple:; ‘5; 

the Yods, and from their western vaiiey empirr. 

This city of 43,006 has for centuries done i!s best to avoid subjx~ati::n under York The p!aip?s ~2nd 
grasslands separating the two cities are referred to as the “Tabs,” and have been the stage for coLr;!‘(+!js 
battles be!ween north and south. Meard 1s agricu!turaiiy stable, growing dur!ig and spiral-weed jus~d jr: 
clothrng elsewhere). Her fishing fleets have traditionai!y headed so:s!h to avoid interaction with j:$:k”.; 
Datrol vessels. 

The Meards speak in sharp, piercing vowels, a grea? contrast to the rn:?!e :C+;axed speect: ci tiii- i;c’L.‘ 
They have launched their own assaults north to York twice in the pasr l;,kfng S!mbi on their approac:: li?~i 
Simbins are grateful for this, though their liberation each time has beer. ’ short - each Mearden InvasIor* ‘7;:; 
been driven back. 

These valleys lie between the northern Ellcor Range and the southern Yuclds (YOU-sids), Korrld Irl?rlisiGn 

into these lands has been vehemently opposed by the Ehrmers, who inhabit the western valleys. During ?ne 
Energy Wea.pons War, however, the Korrids poured all of their resources into this valley in an attempt to 
defeat the Ehrmers. With Ardothian support, the Korrids were defeated, leaving the valley people io eek 
out a living in these hot, marshy lands. 

In one of the numerous northern valleys of Elcrellia lies a SkyRealm. nestled away from all but those who 
know where to look. The Ehrmers have lived upon it for thousands of years; they are completely adjusted 
to the back-and-forth motion of the SkyRealm as it swings slowly though the valley. Neither the 
Ardothians nor the Dobrens happened upon this terrace during their battles in Heridoth. 
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Facing the East Trinnu Jungle Lands on their south, with the hot plain s of Vucen on tne,r north, the peopLc3 

of Vamdree live a sweltering istence, They appear tc be a grc)up from Meard exiled soutl-~. ~PF! r 

customs are strange, even by earden standards. There are stories lhal the Vamdiens have tied CKj 

strangers and left them to the beasts ot the jungle 
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Tlon 
Tion is the capital of Dobre and is the realm’s oldest city. Trade with Sych~ll IS brougi~t through Udah ano 
then sent across ?he channel. The bronth of Tlon are friendly and hosp~tablo; many families here ha;fe 
tarros as pets - considered a goad ?est of character 

ah 
AS Sychill’s ~10s: important ?ra.ciiug partner. Ud KXeiVOS fiiI@, imported I. eliigiria~~ fabr;L a?~:! ir~::~!‘ 
seafood in exchange lor the wide selection of Dobrei: fruits grown ;!n tna warcn-lands, a17d for the K,X: 
post-wood. Udah is large for a Dobren city, but tiny compared to Syc$ili. The wea?her on the easi of ?“le 
channel is warmer than on the west. Storms are /es?; dramatIc. anti vtlere are mare ho!JrS free of C~CJ;,C 
cover each day. 

ISLANDS OF= RDOTH 

Originally a colony from Doi/wsen, this island is poplliated with brorrth, woffen, thrlddie. Esseirans, a?d , 
hosts a SkyRealm. The hills of the port cove are littered wi?h dwellings of alE types. Native coras!~r, 
inhabit a smafi patch of land on the island’s northern tip. Beyond Doo’sah and D‘Loo, this is Sychlil Sea’s 
most frequented port. The rich of Dowsen visit Ehvans regu!arly to enjoy the cooler climes and the 
company of exotic visitors. The thriddle population on the island numbers in the hundreds. These creatures 
were brought to Ehvans near the end of the Energy Weapons War as advisors and cierlcal assistants 1; 
Klein Ko-Trid. Klein still lives on the island, along with his assislar!ts. He has had only linliicci deai~r~gs 

with Ardoth since the signing of the Accord. The SkyRealm floats above the island’s northern. rocky, al-iu 
tinusable terraln. Talmaron are the most common means o! ascending. There is a small city anoard ?tw 
SkyRealm, inhabited by the Island’s wealthiest. 

Seld 
This island is under the sole occupation of Essejee. Though very small, it grows the sturdy koie post-Wood 
used exclusively for ail Essejean ships construction. The Seldens dcr not welcome guests, anti have bur 
minimal port facilities, but will put up weary travelers if need be. Control of this is!and has provoked 
confrontation with the Sychillians in the past, but diplomatic channels have kept bloodshed ?o a mnim:Jm 

This small island lies not far from the coast of Dobre, near the city of Uoo’sah. The abundance of russ;p 
root cultivated on the island is of great important to bronth, who relish its use in making rusper. from 
which the wonderful malmis is formed. The action on D’ioo sometimes gets a little rough, especially in the 
months following harvest. Humans on D’Loo stay in an area called “the quarters.” The Dobrens have 
established this as a safe haven for humans when the bronth enter their malmls-induced stupors. 

Burro0 and Bord 
Burro0 and Bord are two medium-sized islands off the the west coast of Dobre. They are hot, flat. and 
infested with tarro. Their jungle-like terrains have prevented the Dobrens from clearing the tarro out, 
these creatures make it difficult to extract Burroo’s anti Bord’s important resources. Burro0 is rich in 
vintch and russip, while the island of Bord grows the bulbous grapes used for making parthage wines (like 
those of Miedrinth). Both islands are rich in tin. 
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Sood 
This tiny, miserable piece of land suffers from iniestatlons of all vnnetles. Anclen! s to i IO s ii m i: 1; ‘cj t ‘1 t’ 
bronth tell of exiles that were senrenced to Sood, to suffer cimong the bc!~~g~i:, scragrjor 11’5 r 
dreglamon, farg, giggit and scrade. It seems tinlike!y that a piace would exist wlih so muci-i of sc m;iny :I.:? 
elements, but it does. The Dobrens avoid tflis island. 

Hermoore has long been populated by cclonies of the eastern Her~doril seaboard. The people o! Me,?rc! vut ft’ 
the first. foilowed (unfortunately), by the Yorks. I(ad Hermoore been a va!u,able re:;cLr-cv. !t :,ec/‘.‘; 
certain that wars would have centered around control of the island. I? IS the c/old on tile so~!ti~ ~s:!im:,:. 2“:: 
the horrible insect and spore popul ation ?hat leave Hermoore sparsely populated. l-tie spore d::;<~;ise cf <z!, 
randomly attacks those who live there, leaving them weak and pockmar-ked. 

Nayine, The Finger 
This island has iong been a Dobren base, putting Siliipus in easy reach cf the bronth I: W~:S York PI!!><?:: 
upon Dobren vessels sailing south frorn Nayine that drew the bronth into Eastern Hondo?h to bqr VJ t,, 
and led to disputes with Ardoth, and eventually the Energy Weapons Vl’ar. Nay;nc: s:lll rr:.~nta.r:s pot- 
facilities on the island, though the tremendous docks and harbor constructions n?cessary during :*;t: V,‘.:, 
were torn down in the years following. A SkyRealm was recentiy discovered on the isl‘ind by ?llu Dcbri-::, 
As word passes from one realm to another, those desperate for adventure make pians fcr tr,lvei... 

‘Lang 
The island IS populated by the disenchanted of Dowsen who traveled ?here after the I-iic:rgy Weapon’: L”!;.” 
at a time when Dowsen’s forest reserves and lumber were gone. New constructIon was dlspropc:!~cn,.t~- 
to the population’s growth after the war, leaving many homeless. in exchange for the assrstancn tl:t:iy /~a:: 
received in the Energy Weapoil’s War, the Dobrens provided transportaflon for these &ssldents to L3’i;ir.c: 
where they were dropped off wi?h ininimal SlJppheS. Though Dowsen suppor?:: this colony, !: ( 
begrudgingly, and half-hearted. The dense forests were difficuit to cicar, and II was some !IIT~ bi:;:;‘c 
Inhabited areas were free of scragger. Before the Dowsen colony arrived, the ;siand wa:. zr::,c: ? 
uninhabited. Dobrens at one time had a colony on D’Lang, but plague destroyed ?ihe;r :,eitiomc~n? and 4 Vet::- 
abandoned. 

eoomis 
Coomis IS locn:ed just off-shore of where the Hoodo Rver’s mec?s the :,~‘a, near the i>f-ontt! city c;f t 1; :?~; 
Bronth have iivcd on ?his island for centuries and now spear, ;i dialect that is hard ev(!n for C.II!;C~ C, :_ 
speakers to understand. The Dobrens interact l~ttlo with the bronth of Coornis; th<?lr culltires have driitc:.: 
apart over time and they now have little in common. Though their legends ar!d reiigion involve IscI.!. ;-:, 
bronth of this island have never seen a crugar, and imagine Choundra as an enormous bC?nSt OVBWlif’lT I”, , i, 
lscin and cutting out his throat. Shouid one of these islanders ever encounter a crugar, tt-leer preclcposi: ~~$7 
against these creatures would necessl?ate prompt, brutal action. 

Sorele 
Loca?ed off shore of the Sychill peninsula, Sortie Is inhabited by peopif? ';on1 Savbai1 wl;o iI;i'dt? LlSPci :'- 5 

isiand as a base for fishing for ?i;ousands of years. Though the sl~ghriy poisonous “:x:i?b;c shc:II flstl*’ ii’,; 
found betiveen Sorcle and the isthmus, the better tasting and non-toxic “darf bot:orn~c:awltirs” a:e 11:~) 
specialty here. 

San 
This island has been under the control of Sych~l! for as iong as anyone can remc:mt)er. Dorer~s of si: i,:; 
travel between island and shore each day: Sarr acts as a major port site for tne city when rodgil se;:, 
block Sychill. In all other ways San Is an extension of Sychill. 

Bleece and Tah 
Bleece and Tah are located just off the coast from Albah and Delbah, respectlvc!y, but ficrcc? sea?:: and 
rugged shores have precluded colonization of these islands. Their coral reefs are conslderetl dangero:Js. 
these islands are avoided. 
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History of North and Sou Khodre 
These regions ‘were first settled in 3337, when a group of i.e!!ig!:ian c:x-patriot:; estabiisheti tilr: cltv c’ 
Carrisey on lhe northern coast. For many decades, Carrrsey was tl~otigi>t of as an isolated city of c-,x if.: 
Nonetheless. the existence of Cal-nsey made it possibie for adventurers and prospectois to Gain a?cce;‘; !:i 
new and as yet unclaimed reg!ons. Many of these originai se!iiers came frorn o’dercrowded port ctt~c:s I’- 
Lusai!; a few desperate adventurers from Gauss Valley and the Sobayld braved the treacherous Dober- A 
to come to South Khodre on fo ot and Thombo. A!ihougi~ crtIga-i, r roamed the Doben Ai, thnrc: WP~F+ n:: l,?“zi 
cr-ugar popui;i!~o:ls untli one crossed the western range \r;io Temaan?ro 

Some of these indcpcndent prospectors discovered major crystal deposits in the Ki?odrr reC;~o~‘::, 
Unfortunately. the crys!al-rich areas were mostly on !hc West Face Q f the Dowtrough mountains. ln srcl.:s 
claimed by various local crL;gar clans. Still. many determined miners and treasure seekers mndf? tI;r>.r 
south way down the West Face of the Dowtroughs to mine th, ~1 rich crystal deposits. The mining ;-irt!?/~!~i?:; 
went largely unnoticed by the local crugar, who considered m!_ich of the West Face barren and wor;i?‘:~~% 
territory. There were d few Isolated incidents of violence, but most of these early mners tr-ic:d to ~‘~-1 
out of t/l<! way of :i1c cl!J';:ir 7 hc crugar were vigilant in the:: defense of their hun!ing groutlcis 111 ti:r. 

valleys and plains. but !hcy s;iw I~ttie worth in the rough, unshaped crystals mined i)y ti;c, !jurnr:~;;. 

Altiiougil 3 few crugnr wcrc f~~iTllll~r with t5e Des!1 dyshas, they had no undorstandiI?g of ?!lc t)o~~i:ri~:; 
lsho properties of the crys;dls. 

The early miners would thcl’r cry stdls in Carrisey, wilich in turn exported most of the crys?;.>ls to ci; r:5 
in the Ardis region. avoiding trade with Lelligire. As the crystn! wares began to appear in Ardls, SPVP~ZI 
powerful Ardothian famliies begail to recognize the opportuni?y for great profit lrl ?he Carrisey rt:c:s’ir, 
The crystais were both more numerous and of a higher grade tihan those found in the Sobc~y;d c: E-->::,!“J;!, 
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and there were even rtimors of hidden SkyRealms deep within the Dowtrough Mnts 

In 3398, three powerful Ardothian families, the Dharmery, D’Serris and Auklin, each sent expeditions to 
the Carrisey region. Using their extensive financial resources, these families set up large-scale mlntng 
operations in what is now both North and South Khodre. While South Khodre was richer in crys?ai 
resources, North Khodre had recently seen several large strikes of precious metals, including goId arld 
tin, both of which are rare on Jorune. In addition, many varieties of iimilates were freely avaliabie 

through trade with the Acuborr on the east shores of lake Dau-ah-deh. 

The Ardothians originally hired many of the locai miners, but later found that they could import cheaper 
labor from poor cities in Burdoth. Life for these laborers became very oppressive under these eitre 
families. There had previcusly been no rea\ government in this region, and as the families extended the)) 
control over the area, the laborers found that they were no longer afforded the tradi?iona! justice of the 
Burdothian cities. The families had the mining towns patrolled by their hired guards. Drinking and gambling 
were encouraged: a miner could in this way squander his meager salary, in the family-owned, 
shanty-town illidges. While passage to Khodre was typically offered free of charge, return passage was 
expensive. The originai independent miners were viewed as competition to large companies, and were 
harassed if they crossed paths with any of the private guards. 

The Ardothian families were less careful in their relations with ?he crugar. They had the manpower !o 
drive the crugar from their hunting grounds near the Dowtrough Mountains, and did so without hesitation. 
The crugar of Temauntro were typically not a cohesive nation, but resentment was brewing among many 
of the powerful crugar clans. It was not tong after the expulsion that the first serious border disputes 
began to break out in South Khodre. 

The crugar border assault of 341 1 took the Ardothian families completely by surprise. They had had no 
qualms about slaughtering the small crugar hunting parties that roamed the area, but now hundreds of weil 
organized crugar, armed for battle, poured into the region. The private guards of the mining companies 
were little help against these trained military units. The crugar destroyed and burned all of the large 
mining operations on the West Face, killing and chasing away the human inhabitants. Refugees from the 
West Face fled to Auklin and Kirlan. The crugar force returned to central Temauntro, leaving small 
garrisons on the West Face to prevent the return of the miners. 

Angered by their loss, the powerful Ardothian families in Kirlan were determined to continue mining 
operations throughout the Carissey regions. They sent to Ardoth for military assistance. Because of the 
enormous influence of these families, help was not long in coming. Professional military units from Ardis 
quickly reestablished Ardothian control over the West Face. There was no immediate crugar response, but 
several months later, after mining operations were back in full swing, the crugar returned in force. There 
were several hard-fought battles between crugar and Ardothian forces on the West Face. The humans 
prevailed due their superior strategic positions in the foothiils. The dissatisfied crugar agreed to let the 
Burdothians continue mining operations on the West Face as long as they did not interfere with crugar 
hunting parties. There was a partial crugar withdrawal, but the majority of the the Ardothian force 
remained in the region. The Dharsage in Ardoth was not opposed to keeping military units permanently 
stationed in Dowtroughs. On the contrary, he considered it a good training area for his infantry and a 
useful early warning for any major crugar assaul?s on Burdoth. 

The presence of regular military units led to substantial social change in the area. Private guards found it 
impossible to take the same liberties in their treatment of the workers as they had previously, and many 
of their functions were superseded by regular military patrols. The enlisted men would treat the miners 
as equals, but looked with contempt on the unprofessional hired guards of the large mining companies. The 
soldiers drank and gambled no less than the crystal miners, but the officer corps tried to ensure that most 
such establishments were fairly run. With their policies now under closer scrutiny by citizens of Ardoth, 
the mining companies were forced to change the way they dealt with their hired workers. 



The typical vices of a mining-based economy remained: the region ir) ‘c still somewhat lawless by Hurdoti-iiarl 
standards. The local version of justice may be erratic or harsh compared to Burdoth, but the large :,caie 
exploitation of the miners is a thing of the past. The crystal miners attribute their improved situatior to 
the presence of the Dharsage army, and respect for the military runs high among the local workers. 

Recent history 
The name given these regions was changed from Carissey to Khodre in 3441 in gratltudi: to Pr!::ce 
Khodre’s successful drive of crugar invaders back into Temauntro. Prince Khodre stayed in Klrlan for 
several weeks after his successful campaign against the crugar. Since this time, the Dharsage has beers 
immensely popular in Kirlan, and it has become quite fashionable for Ardothian nobility to visit Kirlan. Tt1c.i 
city of Carrisey, however, feels no close loyalties to any Burdothian city. By agreement between !he 
Dharsage and the Burdothian Council, the Khodre region has recently been divided into two self goverf-llng 
territories. Carrisey is dominant in the north, Kirlan in the south. 

The West Face mining operations are a continuous source of friction between the Burdothlarls and !hi: 
crugar of Temauntro. Serious border disputes break out every few years. Every establishment o? a new 
village is reason for another dispute. While no clear divtdlng-line exists, the area is under constant patro’ 
by both human and crugar forces. Almost every seasoned military officer in Burdoth has seen duty or1 the 
Temauntro border. The last major conflict was in 3479, for which several divisions of Ardothlan regulars 
were brought into the area. 

NQRTHANDSQUTHKHODRE 

Nearly half a continent away, North and South Khodre are governed as territorial holdings of Burdoth 
They do not have the same provincial status as Gauss, Lusail, and the Sobayid. Rather, they are 
independent territories under the jurisdiction of Ardis. The Khodre regions were originally personal 
holdings of powerful Ardothian families. Now they are treated as two self-governing territories. South 
Khodre is ruled by Saress Khodre, the half-sister of Khodre Dhardrenn, while North Khodre is under the 
authority of a sage appointed by the Ardothian Council. 

The climate in Khodre is more extreme than that of Burdoth. The cold fronts of the northern seas and the 
winds of the Doben-Al are tempered somewhat by the enormous fresh water lake, Dau-ah-deh. Still, 
Khodre may have blizzards in the winter, or blistering heat in the summer. There are active volcanoes I~I 
the mountains west of North Khodre, and their eruption can occasionally lead to sudden, drastic changes in 
weather throughout the Khodre regions. 

Crystal mining is the primary industry in the Khodres. Most of the largest mines are in t!?e Dowtroucjll 
mountains in South Khodre. While not as rich in crystal resources, North Khodre exports rare metals ana 
limilates to all of Burdoth. The cities in Khodre import most of their food and clothing from Burdoth The 
better developed communities raise their own livestock and vegetables, but it is cheaper to import grain 
and durlig from the fertile Gauss valley than to cultivate it locally. 

North Khodre is the conduit for nearly all trade in and out of the Khodre regions” Travel to Khodre is 
nearly always by sea, as the Doben-Al is considered too hazardous for routine overland travel. The sea 
journey from Ardoth to Carrisey may take anywhere from two to four weeks, depending on the weather. 
Favorable currents generally hasten the return journey. 

Carissey 
Carissey is the oldest city in the region, and the political center of North Khodre. Originally founded by 
Lelligirian exiles, the city is still somewhat hostile towards visitors from Lusail, and tends to direct most 
of its trade towards Ardis. Trade with Carissey is important, since nearly ali the crystal resources 
mined in Khodre are shipped through this city. 
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Four days south of Carnsey, along the only well-maintained road in Khodre, lies the lake par? oi iiorl~m 
While not much of a city in its own right, Boriim IS an integral link in tile trading routes on lake 
Dau-ah-deh. Crystals, metals, and lirnrlaies from all over Khodre are generaiiy shipped by lake tc t30ri3r:~ 
where they are ported overland to C arrisey. Aimosr everyone in Boriim is rrivoived in shipping. and the 
road between there and Carrisey is heaviiy ?raveied. 

Fed from surrounding mountain ranges in Khodre and the Doben-Al, Lake 5au-ah-deh pcurs v!sler??iy in!o 
the ocean through a series of short rivers on the border of Khodre and Ros Crendor. The lake i:; a few 
hundred feet above sea level and is over a hundred fathoms deep at its noflhwest end. Mucih of tt-ie lake IS 
relatively shallow, in parts only a few fathoms, and there are marshy regions on bo!h the east and west 
side of the lake. 

There is good fishing on parts of the lake, which supports several varieties of catfi91. trou?, and oilier 
desirable fish, along with many of the originni Jorune vaneties. Acubon inhabir the easterri ~?r?d o! lake 
Dau-ah-deh. They fish from sha.l!ow, one-man boats, diving with short spears to bring in the iarger 
varieties of lake fish. They prefer catfish over trotil. The Acubon pariicipa!e ji? iimited trade with the 
North Khodrens, exchanginy rare limilates and coleel gems for a variety of small bronze toois. which are 
cleverly crafted by the Carriseans. l-his iimilate trade dates back to the earliest days of Carrisey 

There is a considerable economy of trade on the lake. All crystals and metals mined ir; South Kflodre and 
the eastern region of North Khodre are shipped on the Lake. There is also a fair amotint of smuggling of ?he 
crystals and limilates that are obtained through illegitimate channels. Kirlan maintains patrois and 
inspects ships in an attempt to discourage these smugglers. 

Kirlan 
This is the only really nice city in all of Khodre. Nearly all of the wealthy land-owning families in Khodro 
own homes in Kirlan. Saress Khodre rules South Khodre from Kirlan. and ail previous rulers from ?he 
Dharmery family have resided here. Though most of the trade on lake Dau-ah-deh is routed through Kirl,ic, 
the city is kept smaller than Carrisey or Aukiin. and the ruder elemenis are directeci towards !i?ose c111cs. 

The weather around Kirlan is temperate, with less extreme heat and cold than most parts of Khcdre. The 
storms on the lake, however, can be quite sudden and violent. Though rare, sudden storms pose a serious 
hazard to shipping and can wreak destruction along the shores of the lake. This possibility is refiected in 
the architecture of Kirlan, with its low minimal forms and beautiful enclosed gardens. These gardens hos! 
many fabulous evening parties during Kirlan’s warrn summer nights. Those lucky enough to mingle with the 
nobility and elite of Kirlan can grow to appreciate the finer things in life. 

Rolling hills fading into forests ring the southern perimeter of the city. There is much arable land IR the 
neighborhood of Kirlan, and although Khodre still imports most of its foodstuffs, specialty crops and 
livestock are raised there. The forests soon become lush and thick, with a mixture of native Jorune and 
Terran life similar to Glounda, but Jorune species still dominate the ecology. The forests are in parts 
quite beautiful, but they can be very dangerous: large predators of both Jorune and Terran origin are 
numerous. Corondon are known to exist far to the south. 

Auklin 
Vortex of scum for the Khodre regions, Auklin is the dropping-off point for those traveling to rich mining 
areas on the West Face. The stagnant water of slow streams feeding into the west end of lake Dau-ah-deh 
contribute to a serious insect problem during certain times of the year. Additionaily, Aukiin is the only 
city outside Ardis and Lusail to support beagre in significant numbers. These beagre must have originally 
been carried along to support the crude culinary tastes of the early minors. Now they roam the streets 
wild, contributing to and surviving off of a general atmosphere of filth. Serious miners try to minimize 
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Rirris 
Rims IS the largest towr: on the West Face. Aithough the irnmedla;c ZtCZ’S fPrilfiC; pO:C:lil& iS ‘:lOSt;y 

spent, Rirris is weil established as a militar-y base and a soi.ircc of mrvng suopi!c~s for 111~ ;:~,~l’~‘r tr:wn,~ 
further south. 

To the south of Rlrris are numerous small towns that are the permanent hc;mes of m 2s: 01 tile Wo:>t /FUCf! 

crysta; miners. Much of the crystal min:ng is done high irl the mountains during ? 1-i f+ w n owl e r se a s D i: s 
Mners may camp near the n!ine for several days, then return io the tnwns, !heir ihombos ioatliv.2 with 

crystals. The typical life of a minor consists of hot, dry, dusty days, rii tilli? air, long ilo;irs. and mmmal 

pay. 

Notable among West Face towns IS Kask, which IS near the largest of the Aukiin fdmiiy n:;nes Kask hn:; tiha 
reputation for the heavies? drinking and most serloas gambling outside of Jobie. 

Choulth, named for the crugar cian stlil dominant In the region. IS one of ?hc southernmost of the Wes! 
Face towns, with a few Independent miners and their famiies There nre rumors of reccn!ly discovered 
SkyRealms deep in the mountains near Choulth. 
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The technoiogy of the Eartn coiony remained a mystery to ?he surviving humans of Jorune !or miiiennia. I: 
was during the crugar invasion of 3436 that a handful of Prince Khodre’s most loyal men discovered a 
cache of Earth-Tee that had lain undisturbed for more than three thousand years. The dharsage made 
immediate use ot these weapons driving ihe crugar from the Burdothian lands and across the Doben-a:. 
Upon return to Ardoth, Khodre t:Jrned his attentions toward Herido!h, where he entered a protracted 
battle with the Dobren League. The war eventually stalemated and -was ended by the Accord cf 
Klein-Khodre. The year was 3445. The current year on Jorune is 3486. 

This was the first use of energy weapons in over 3000 years. The eariy crugar invasion set the s?age for 
the most complex struggles of the war, those between dharsage forces and tile Dobren League, made up 
the bronth from Dobre and Crendor, the waffen of Lundere and the Maustin Caji. The crugar were 
fortunate to catch the dharsage off guard when they overran Gauss Valley. Khodre had been lax in 
patrolling the Doben-al; his garrisons had been called to Koistra. where they were assisting in an 
attempted takeover of Sholis. 

The crugar of Temauntro looked to Chain Dacha for guidance. His answers had been their deliverance in the 
past. Chain Dacha led the crugar drive acres s the southern Doben-al, entering !hese planes far to the souitl 

of Carricy. His forces numbered more than one-hundred thousand, with whole families following tills 
crugar leader to lands he promised in the east. It was divine inspiration that led Dacha to exodus from 
Temauntro. It was his charisma and vision that won him the loyalty of his people. 

The drive proceeded slowly south along the Dowtroughs, heading east at the base of the Thodic Mountains. 
The crugar were met by Thantierian forces in a series of short engagements before moving on. Chain 
Dacha described the fertile lands ahead the crugar followed. 

The exodus followed the edge of the See’iss Desert tintif they reached the grasslands of Burdoth. Chain 
Dacha told them that the route they must take was further north - it was a pathway to the fertile lands of 
their beginnings. Their chanting was heard as they passed through the Liggits Mountains and entered Khaun 
Gauss. The crugar set ablaze the city. They cut down most of the survivors as they fled the smoke and 
fire. The resistance was heroic, but of little consequence. Stories of this ba?tle are rare ~ there were few 
survivors. 

From Khaun Gauss, Chaln Dacha split his force s north and south. About one quarter flooded into Lusa~l 
while the main force headed south, toward Ardoth. Khodra received no advance word as to the valley’s 
fate. This was partially due to the lack of patrols. but the ferocious heat of this Mullin was so intense that 
travel to the valley had been avoided. 

When word arrived that there were problems in the valley, a smali Ardothian force was sent to assess 
the situation. The carnage that ensued shocked Ardoth into immediate action. Their condrij faced an army 
of uncountable proportions. Returning to Ardoth were only eight survivors. Ardoth pulled her forces out of 
Heridoth without delay and attempted to cordon off the South-Glounda region. Talmaron riders had already 
spotted crugar in their advance on the crty. 

The war in Heridoth became stalemated by Ardoth’s withdrawai. It was no longer clear whether Korstra 
would be able to succeed without dharsage assistance. 

Prince Khodre was now facing a crugar invasion much larger than the one that nearly destroyed Ardoth in 
3007. Unlike in that war. the Ardothian savior “Shandane” would not be able to march to Ardoth’s rescue. 
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Essanjan forces led by Polpedroth halted the crugar forces down the eastern coast ot Rtird,;th ;:t Ma: T~-sls 

prevented the two prongs of the crugar attack from combning tiheir power against !he Lap!tr,i. 

The woffen of Burdoth generated support tn both Anasan and Lundere. /I Lvoffen fleet from Yobreh satico TO 
Lelligire, where assistance was badly needed Anasan sent forces north through tile Fast 1 !;nnu J,I~,;& 
Lands to aid in the Sobayid. Sobay in parh~iar was / n danger of lallrrlg into crugai hands. 

fvleanwhiiel on I-ieridolh’s Eastern (.I&tis;... 
Beginning with their retreat from Hendoth, Ardothian traders halted theii BXCUISIG~~S IC blCar?i. Ti?f.! 
dharsage used all means available to bring food and rernforcemenrs to the .c~ty, which inciuded ?ne 
commandeering of ships. 

The city of York ruled the waters ofr HeridotKs east c:;ast nor ceijtti:!as unto! Ard:thlal; !-a.“~~~j ~:~.~~c’r 
forced a decline in their seal. With Ardo!h;&r-. vessels absent jrrjv ttie r.:!as:iAi waters. &I-;z k,f:cJ.!-i ,. 

systematic aggression against shops untenng the !ocai waters 0: the Kymay 

Though once inhibited by the strenyih oi the dharsage fleet, liieri? wc?S nov;: ~lotrilng to s:oc York s exp,i!,si- 
Into the nearby seas. Dobren vessels from Nayine (nay BEN) began ::J !OF?I ?he arroganc;e of York. 25 ;bwy 
vessels were pirated one by one. in Dobre. and Nayine ,n part~ctiiar, the issue of York’s dom;r.n:~on ovoi 
the seas was generating considerable consterna?ion When tile brurith :iSscovered that tl-e city ot Simnl 
was held captive by York, that Simbi’s people wore under the compietc subjugari*jn of the York:, that aat; 
motivation enough. This was what the crugar had done to the bronth and woffen in tiieir flrsr ddvs a’:er 
lsc~n’s death at the hands of Choundra 

A large Dobren fleet sailed to Srmbr’s ad They met heavy resistance oft coast, but managed inelr iaildl:lg 
with iittle difficulty. Their assault on Srmbi met with success ear!y on - V’ ,hrn a week :he brunti-, 
controlled the c-;iiy. The suppressors had relreated north to York.. 

Holding the city was not as the bronth expected. Raids from York continued almost round the clock, rc&k,nc: 
it difficult to boih hold the city and receive supples from shore. By the end of the week the Donrens 
realized that they must defeat York if Simbi was to hoid on to her freedom. 

Bronth forces marching north to York were faced wrth savage resistance and fana!ical attacks. The battle: 
was waged for a month before the Dobrens were able to drive the Yotks from their city Capture of thg: 
population was impossible, the Kyis River provided them a iine of defense. I-he Yorks traveled west to th<. 
Strude Mountains. 

The victory of the Dobrens and the Simbins was sihort lived however; comblnirq with t!le people of KJ;!IC 
the Yorks were able to wage war throughout Heridoth’s eastern coast. Ii became necessary to g”:nso“ 
provisional forces in Meard, and station troops in the Tahs Plains. S!mbi was stiii in jeopardy, bu? now it:: 
enemies were mobile, and fanatical about recapturmg their home. 

In the mountains, the Yorks were safely biding their time. They came dolvn The river Kyis every iew i:~gi:” 
on small raids. Their efforts tied up considerable Dobren resource. The bronth began establishing s~~pply 

bases in the region. 

Ardolh under heavy siege 
By 3437, Ardoth was hemmed in. Her people abandoned the south field., c and took to the shelter cf the pity 
walls. Allidoth and Monerey dispatched their drenn to the capital -. though small in number, they rarsed the 
spirits of the besieged Ardothians. Further north, Polpedroth had succeeded in stopping the advance of the 
crugar force headed south down Burdoth’s coast, but this precluded the possibility of sending manpower ic 
directly. And allied Koistra was waging her own war across the bay - Heridoth would provide no relief. 
Ardoth was losing out against the crugar even though her allies had assisted in every way they knew how. 
Even the heroic efforts of woffen of Lundere and Anasan could not save the capital. The walls of Ardoth 
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were beginning to tremble 

At this same time, an eiite force ai Prince Khodre‘s mast rrusted officers ;iad rjiscovered a cache of 
Earth-Tee through a warp-map located in Tan-lricid. Stationed here oy the dharsage almost two years 
prior, they knew what they were ?ooking for ft was the cooperation o f the thriddie :i?=lt made it possible 

for them to find the exact warp necessary to bring them to the cache site. l-he level of secroi;y !nvoiliet3 
prevented even the thriddle from knowing the de stination of the warp they had located thc~gt~ Ihrid&e 
would calculate approximate mathematical solutions based upon inc!irect information ava!labie to them. 

Their exploration of the installation was made quick by Ardoth’s desperation. Though an accident qu;ckl~~ 
ended the lives of two loyal Ardothians, the pistols and rif!es were made to be :,neia?ional. and resource:; 
for recharging them were located and understood. .They sailed b ack to Ardcth ;iK best :,peed, rt?adyl!~i~ tilt! 
weapons for their Immediate use in the capita!. if last reports were root overs?ated, the c!tv mgni ha‘:;: 
already fallen. 

The arrival of the energy weapons cam70 at a time when sectro~s of time wall had been knocked down, ar~(i 
crugar were battling around these entrances to the c ity. The dharsage port received the ship Saliecia nrlc! 
its precious cargo. Within hours the new weapon s were broUght to bear upor: the wall of crugar Invaders. 
For the first time in their history, the humans of Ardoth understood the power of iherr ancestarx lhc?( 
knew whai it must have been like to be a humarl in the distant past 

in the first day of this new war, 7,000 crugar were slain and the invading forces were driven back !o :IIF: 
exterior of the city walls. Chain Dacha witnessed the devastation of his followers and ordered then! iz 

retreat from their certain demise. Willowed by their losses, the crugar marched their retreat west, bat< 
toward the Doberr-al. 

Nominal provisions were made for Rhan Harsri to hoid Ardo?h while Prince Khodre led the pursuit of the 
crugar across the great plains and back to Temauntro. lsho storms lit the heavens with a wicked 
firedance. It was as if the blaze of their new arsenal was echoed in the skies above them. They marches or. 
with revitalized strength, catching up with the crugar for a few short engagements. 

At the Thodic mountains that they had passed on their way to Burdoth, Chain Dacha’s forces were faced 
with the raised army of Thantier. The obstinate, boding Thantierians had awaited the crugar’s re!urn. and 
engaged them as they fled Khodre. Chain Dacha himself fell victim to a Thantierian lance and died in the 
hands of his enemy - he carried his dream of a fertile crugar homestead to his death. 

The remains of the crugar army was driven back to Temauntro. The Ardothians and the Thantierlans mc-t 
long enough to establish their mutual dislike of one another and move quickly from each other’s paths. 
Khodre resumed his pursuit of the crugar and drove them as far as the Dowtroughs. 

At the border of the Doben-al and Temauntro lies the Carricy provinces (now known as North and Sout? 
Khodre). Khodre’s troops were put up in the city Carricy for several months by Laiiia Oharmery, the ruler 
of the Southern Province. During his stay in this beautiful city, Prince Khodre fell in love with powerfui 
Lailia. Though she bore him a child nine months later, the parentage of their daughter Saress was kept 
secret. She was raised as Lailia’s daughter to Forett Nillson, a man to whom she claimed marriage and 
whom she later destroyed. Her connection to the dharsage of Ardis had to remain secret. Khodre’s 
popularity in Carricy was so great that the provinces were renamed for him, becoming North and South 
Khodre. The people of the Temauntro Border fell under the spell of his charisma and power with the 
Earth-tee. 

During Khodre’s stay in the west, other dharsage forces headed to Lusail and helped hunt down crugar if7 
the north of Burdoth. The Gauss Valley employed the same tactics. 
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Dharsage forces and the !Jobrens met on the flaL,, g ir of the Eliih. The bloodshed was incon(:/usive :hc:in;~ 
casualties ran high on both sides. Khodre’s experience with energy weapons on ?he bat!iefield WZIS 
decidedly different from attacks he had staged against the crugar invaders. It was several oatties before 
the prince had learned to effeclively exploit the E,arth weapon’s range advantage. 

While the bronth returned 10 Sholis and dharsage forces headed back to Koistra, Khodre contemplated III\ 
next move. He decided that a nre-emptive strike against the Dobren supply line would rnake it possible !O~ 
him to defeat the bronth in Snolis before reinforcements arrived. Essejean Naval forces were se::l. 7 w 
city of Doo’sah on Dobre’s westerri coas? was chosen. 

What was supposed !o be ?he destruct;on of Doo’sah’s docks brought tlle city to blaze. Siray shots ca::gh: 
rooftops on fire and soon t!~ eniire city burned The Essejeans returned news to Koistra that thctir 

mission had been accomplisned. 



The inhabiiants af Shciis suffer I!% rage of conquering Ardothians armed Witt-1 ‘II Lnerqy weapons k?u;ld~w:‘ \ .J 
are savagely destrcyed, rnhabi?atl!s :.;u! aown; and homes set nbiaze from the not so incrden!ai fire 0” 
blasters and lasers. Angered by !he;r foe’s escape, ?hey burn tne crops of Sho!is ai-ld set ‘Ire to the 
forest. 

Meeting Dobren and Lunderian vessels in Corgis Cove, the bronih received word of Doo’cah’s ruin tier: 
attack had destroyed ?he city and prevented reinforcements from reaching Sholis The Invasion of tneir 
homeland would be avenged desrgns for the :mmediate destruction ,a! Polpedro?r:. Ti?c~r raqe propeiied tht?:r 
across the channel Polpedroih wouid pay... 

Setting sail immediately, the Dobren and Lunderian fleets crossed the Boipey C;harjnel ano consp,red or3 
Polpedroth. Not a single Poipedrian vessel made it out 01 port. The DrGn!i? ATId VJotfen iippt?d ti;VOL!Cji: !hC? 

city walls, finally pouring into the city through the main gates. The peopic fied west i0 satety, ItiClVif?g 

behind them the sights and sounds of Poipedrotn’s Impending doom. 

In control of the city, the bronth razed Polpedroth to the ground. Their destruction was so complete that 
not a singie building remained when their vengeance was fu!filled. The Dobrens made no attempt to hold 
this land however - Khodre’s navy would arrive soon, assisted by the Essejean fleet. The bronih 
abandoned the smoldering ruins of Polpedroth and headed south, to the secluded Bay of Esh’eye. T!I~ 
Ellemin’s had fished this bay for hundreds of years, remaining in almost complete isolation from Shoits and 
Koistra. They treated the arrival of the woffen and bronth wi?h bewilderment. The Lunderians rallied the 
support of the Ellemins, forecasting to them the great devast atiun that was to come if they did riot 
cooperate. 

It was during this same period of time that the destruction of Doo’sah was communicated back to Burdolh. 
As close allies of the Dobrens, the woifen of !he Sobayrd came to the bronth’s aid. it was the unexpec?ed 
rncfusion of muadra that so surprised the dharsage naval forces in the next sea battle. For, during this 
time of Ardothian victory, many muadra had left the capital, victims of persecu!ron. Anli-muadra feeirngs 
were developing as Ardoth experimented more with the energy weapons at her disposai. They who left 
traveled south into the Sobayid, mainly to the town of Baysis. There they revived the ways of Gends. 
unacceptable training within human society that they had for so long submerged within their culture. 

The next naval engagement came as Lundertan force s rendezvoused with Dobren vessels at the mouth of 
the Esh’eye Bay. The Ardothian armada was nearby, and engaged these ships point blank to maximize their 
destructive capability. Distributed amongst the Lunderian vessels were insurgents o! the Maustin Ca;i 
The short ranges greatly increased the dysha assaults on the armada. Far from being a decisive Ardothian 
victory, one of her flagships, the Camder, was sunk with all hands on board. The fire-storm of dyshas and 
blaster shots was too intense to attempt maneuver and rescue - the Maustin Cajr were despised for their 
actions on this day. Still, the armada was able to break into the bay. Having planned their supplies in 
advance, the Lunderians and Dobrens beached their ships and held fast in Ellemin, awaiting the dharsage 
advance. 

Aboard the flag-ship Mar’sey, Khodre’s anger flared at the loss of the Camder, her crew, and 
irreplaceable arsenal. His assault on the bay‘s south coast would be a bloody one. Dharsage troops were 
given orders to do whatever was necessary to stop the Dobrens and their allies, here and now. Storming 
the beach, Khodre’s condrij were met with heavy resistance which inciuded at?acks by the Eilemin peopie 
The order was given to burn the coastai communrty. With their city in flames and many of their own 
people dead, Ellemins fled to the mountains. l.os~ng their strength in the lower terrain, !he arlies took to 
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the hrils overlooking tile bay, where tnt,y heia their ground f<>r says F-~i-aiiy they wc:e forced to retreat 
into the Merits and Sommint Va!ieys. Khodre‘s for::es foll3weU 

1Jnder the order of Rhan Harsri, muadra were expeiied from Ardoki, ?g; coo:l as ‘W(ik 0: the dysila-s1nk.P~ 
of the Camder reached the capital. The decision was based up011 Ifle it/;iijs:irl Onii’s picjvt:n i?‘ioctiVerieSS 

and disloyalty to the realm. Some of the lritiadra traveied norttr 2nd i??err:r ,,ted to settle ii.1 MonC?! ey, bt~: 
they met with s?rong resistance - tiiey traveled furtiler [i: l+i/irjoti. i~~:?,ci; ;fii;:;s !OO Weilk !C; CliSpLtC !lTO:’ 

coming. ‘The rest of the muadra traveled south. into the Sobavid. 

Traveling deeper into the Sommirix, tne Dobrens and allies li~l~~:i!~ met ~3 \r,i~~lr b:grltl? aKd wofferl 
reinforcements from Heridoth’s easierr: coast ?‘;a! !rad crossed cjvsr tr:c Sir!;dcs and er;ter& tj:c Va’;eys. 
The dharsage forces piodded forward in p;r.;uil es;;bi’s;-ling so..pp’y ;1nf:s a.3 ?:-IFC we::i vdhc?r t/?e? iG’ic:S 
met in heavy forest, Khodre’s energy weapons proved less decisive.: thar: ;r the pas! “iilc rj(~ySA ii?pr,q’v 

null2ied the range adsvantage they had just ber,i~jr? tc exploit. 

Finally, in 3444, Prince Khodre met on !he is!and of Guri!i witl! Kieln Ko-lrid, an ambassador i:c:r?: 
Tan-lricid. A woffen trading vesse! had transpxted Klein o:! Zhe hp; W‘ a,, -3 that a trea’y cc;~~ld be riegotl;Iec. 
Khodre and the thnddle discussed the possibility of a compromise, ar; a;,:cord which wouid t:nd ille war anb 
leave Heridoth unoccupied by both the dharsage and the Dobrens. There were ierms ?o this accord thn: 
disturbed Khodre deeply - he would be forced to permit m!Jadra back tnto the cities - hut most darnasing 
was to be the formation of a councii of representatlves from other realms and provinces that wouiti be 
housed in Ardoth. This “Ardothian Council,* as it was to be called. would share rule with Khodre and 
ensure self-government for the nearby provinces. 

Khodre returned to Ardoth to give the matter some th~~ight. I-ie lhen traveled to the nc)rthrrr: island ol 
Reet for a clandestine meeting with ramian, where they arranged for the trade of shirrn-eh for dzii meat 
It was during this time of the Prince’s journey north that his wife Esilia gave birth to their son, Khoare 
Dhardrenn. 

At the signing of the accord on Curili, Khodre met with Warboh’, the Dobren head-general. l-hey agreed to 
cease hostilities and to act in the best of faith in council affairs. Each was impressed by the ot”ler’s 
tactics in the war and though bargaining fiercely over the terms of the accord, their admiration for each 
other grew - Harboh later attended Prince Khodre’s death gathering in 3465. The two leaders discussed 
the site of the council headquarters construction, agreeing upon a site In Ardoth’s Cryshell Citadel, south 
of the Dharsage Palace. 
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Khodre collected 1,000 of the finest, smartest. and most loyal warriors from his counlrv and dre;q tr-;er 
into an elite legion known as the Ardoth Guard. They act as his personal bodygtiard and oversee his spc:cI,~ 
projects (such as the Shenarri SkyRealm). Naturaliy, they receive a fa!r proportron of ?t:ci; dov~cc:, E;rk 
officer carries a sidearm and occacionaily B.E.D. or E.R.P. armor (Thariieriarr is more c:mmor!. honwever~ 
Some troops will have the best armar and weapons available, All are seasoned veterans :ii:v~:!i 5 or !~,gi;er 
in chosen weapons). it is said that ~:‘er 600 of Khodre’s energy weapons a.re ccnccntrated 1:1 :hi~ iii:; _ Or’ 
alone along with 20 30 force shieids, several repuipeds, and oths~ ciev~ccs. Several iscin h;:,~e bei,:, 
accepted to help train and maintain these precious iools. The standard uniform is loose breeches; brai;k 2r.d 
rust vest over black shirt, and the distinctive scarlet cloak with biack trim from W!IIC/~ they get !i:eIr 
nickname, “The Red Capes.” Members of the guard may be seen a0 over the redirn pursu~nq the D;l;~rsa~e’s ._ 
will. One note to those who would jo in the Guard: do not seek them, ?hey choose tht?rr oven. Most are 
drenn. 

A special note about the fighiers of the forest region of Glounda, These people developed a differen! for?> 
of warfare in the close quarters o f the forest. Excellent hand-to-ha.nd fighters, the Gleundarns ;iiso ,;~t? 
standard bows, but avoid larger, unwie!dy longbows and crossbows. They ride thombos, but bochigons a:ti 
almost useless in the forest. Conceal Self, Track and Identify, Set Traps (for peop!e) and Foraging are a,; 
practiced skills for the Gioundan warrior. The Rurdothian army has Gloundan troops as speciaity 
commando troops and have them train other soldiers in the art of “Sis-naun,” the Gloundan mar!ial art (t; 
to fist, kick, fall and evade, +I damage. Additional bonus is +2 level defend without weapon per ye&: 
studied). Also of note is the Gloundan throwing knife: a large muiti-blade weapon designed to be throwr, 
side-ways and at a low angle (throw as knife +I, injury as knife +I). It is not very good in conzc! 
combat. 

ilitary Life 
Life as a soldier is never an easy existence, and Burdoth does not coddle its warriors. Whether on a 
distant garrison or in Ardoth proper, all troops see regular drills and exercises. When not in a citadel or 
fort, troops camping out will use the towers of the bochigon as corners for a makeshift fort. Stakes are 
laid out between the towers and trenches are dug around them. The tents and wagons, if any, are pitched 
inside. Animals are typically tethered outside. If there are no bochigons in the train, ?he stake ant’ 
trenches are still laid out but the watch is usually doubled. Force walls are becoming a popular addition to 
this arrangement, since they are quick and relatively easy to raise. 

The basic unit for the soldier is his (or her -- Burdothian forces are egalitarian) 10 man squad. T-he Lance 
for each squad is usually a veteran of some experience, but not yet drenn. On field duty, they have a large 
10 person tent which is used for bivouac. The squad usuaily carries two small grate stones (like 
light-weight hibachis, for cooking and heating). Each soldier carries a supply of hilt, arrigish (1 dose), and 
occasionally some thon, which is only taken immediately before a battle. Since the army is coed, some 
“fragmentation” is to be expected. Officially, the Burdothian army requires the male humans to lake a. 
Goseen limilate which makes them temporarily sterile: to prevent conception. Pregnant women are 
afforded the privilege of being excused from service. This excuse is not to be encouraged. Often squads 
will make arrangements to set aside one squad tent for relations while non-involved soldiers stay in the 
others. 

Everyone who enters the military is officially declared tauther, tinder strict conditions. The soldier’:, 
copra is his unit’s copra, and his challisk is a sma!/ embiem, usually on his chest. He may only receive 
challisk marks from the army or government itself, much like medals are awarded. Thus advancement car; 



be good, but must be earned. Many sergeants are drenr 1 since the sarrie skulls and experience it lcok 1~ 

earn this rank are also required for drennship. Most career officers are drenn, excep! i11 ii:~ cac~? of r;ipic 
field promotions or sheer miii?ary genius (bribes are not be ruled out). 

Each kind of soldier will utiiize certain krnds of equ!pment .4r> ;lichef Will 2,lWa)iS h.‘V<: 2 bOLV. eiiCFC 

crossbow or long, and usually wears leather armor, aitho:Jgh mail !s !IOL zrxommon. ?ower siiieids z!ii 
aiso very common (like a standard shieid but -3 instead of 2, aisc .-2 ad i;itltagct) kdiiJiY: ili:;l9:ry i’&/:; 
mail armor, hand weapons (fike swords, axes, etc.) and carry regu’nr ,iii~:.lds. Pike:ner <I’c? i:jii! ITICLILI:;’ 
infantry, but also have their polearms and tower shreds instead of XegclaP ly,(JS. IiiiJvy IY.;Pt!;i CL<:” 
Locurian Grunder suits and use their choice of weapons although -isv5-i;:~:~ded weapon; artI? /x;x~,;:. S!-:‘e!d? 
and bows are optional. Elite units may have sr3me Thaiirerian armor or? their vetcrar, c;iid’i; ;&:cyo~? 
crews tend to wear either mail or grunder armor and use poloarms. bows, anti heavy cro::,,howi (v’ 
penetration, +! injury]. Hand weapons are siten one-hand& J ‘i I: 3 I rl f~ ti r I cj 0 rs USQaiiy j;::‘wv:i: ij:>‘:;I. ‘,> 
crossbows wear leather or maii armor, and tend towards one-‘;anded we;+pocs Some use :~L?[;!,N-’ z’;~:~‘::. 
Marines WI!/ wear feather or Grunde: (no ,ma.iij armclr; ilSf3 ticvi;s 2: iG,.<ec i’ar’et)‘, aqc! ;?ft;?P i,~.‘;? s’tP‘:“I 

and axes in hand-to-hand engagement These notes ate gi.iidei,:ies .Jniy. each u’-it vd L!,,‘,~C ,:s 1?“, 
traditron. All soldiers are expected to have at Ieas, t sk,ili jeije! ? w!;ii “) :c+@r DTI,?-i:Jr’y’ weap;:‘“” 

Before the discovery of energy weapons in 3443, human mliitary :actics and technology t~,~a ~c.:;?ccc+c : v-r: 
stabilized at approximately the level of the European Nations during the fourteenth century (tncl Ii~~ndrt-!~: 
Years War}. Armored men and animals pl-obed across the battlefield drawn between iines af bow, PI~CI, 3:;” 
skimisher formations. Battles were often a series of thrusts and maneuvers to find a WC:& po!nt III ar 
enemy’s defense, and then break through for either a slaughter :;I a route. Uniike its ?erres:rial niode 
nowever, inter-human warfare on Jorune tended to avoid excessive boodshed. An outrnar~s:iverei~ ii 
outmatched army would often surrender and be a!iowed to retreat from the battlef!eid. Sirict’ h1JW;lrl:, 

usually viewed the other races such as the Crugar and the Ramian as a common enemy, hurn;;f~ fife wzc 
often preserved whenever practical. There were, of course, many axcept~c:~ii;: the earl, 1’ t-iondot:-!iar w;:.::, 
of 3017 for example. The Human-Cruga.r wats and the Ramiar? r:~ct:S!3nS were no? 7l~JiSd fo- ~er;rra;r~I 0’ 
mercifulness 

The coming of high technology to the battlefleid has forced some changes, oiten towards bioo&+r car-lfbc! 
During the Energy Weapons War, only a few units were equipped iw~th the weapons. They tended TV act ;i:i: 
heavy a!tack troops, burning holes in enemy line s oiit of range from opposing bows. They wouid iilc-n :,i3si- 
in and support ihe heavy infantry in exploiting the breach. These weapor!s were aii;o effec!ive aS;%r!s” I’:L, 
more open and fast-moving formations of the Crugar, and evefl better against me dense formations of !hr 
Bronth. Despite the wastefui and inefficient use of energy guns, Pr1nc.o Khodre may have won tlhe E-e ) :g: 
Weapons War - except for two major factors: the fimited supply of power cells for the weapons, anc :i-~c- 
caji Upnsrng. The caji proved to be excellent sappers and guerriila troops. never allowing the Burdoihtari 
forces to bring their tull strength t o bear. Desti and Gobey dyshas gave the cajl enough power to s;rike 
the armies hard enough to hurt, and their powers were so reminiscon! d Shanthic power !hat they after, 
demoralized thetr human opponents” 

The basic unit in Burdoth is the legion. Thi s consists of four cohorts each containrng approximateiy 400 
men a.nd women. Each cohort can be broken down in the various sub-uni?s and 10 man squads. There are 
four legions in each army, and five armies in Burdoth: one for each province and an additiona one IC 
Essanja. North and Sough Khodre each have an additional army normaily under the control of Stress. LX+ 
these legions are not up to normal Burdothian standards. Tnere are six specialty legrons, f3r siege. 
engineering, etc.. totailing 6,000. Khodre Dhardrenn keeps an additional legion of 1,000 of the elite JS his 
own troops, the Ardoth Guard. All of these troops represent the hard-core professionai army kept bi 
Burdoth and total approximaiety 44,000 beings. In time of war each army can muster between IO,OC:C 
and 30,000 militia and auxiiiary troops from the popuiace, making for a grand force of almost 2O:;.OflG 
With the additional edge of energy weapons, the Burdothian Military Machine rightly inspires fear and 
espect in its neighbors. 



Qraanization 
A main battle legion will usually consist of the following: 

Fist of Sv a 
1st Cohor: 

I eaion w 

20 Bochigons w/IO men each 
40 thombo mounted cavalry 
160 heavy infantry and riders 
4th Cohort 
300 Thombo cavalry 
10 Talmarons and riders 

2nd and 3rd Cohort 
60 heavy infantry 
200 archers/light infantry 
170 pike/medium infantry 10 Talmarons 
1 Command Group 
3 Drenn or Kesht commanders 
40 heavy infantry body guard 
20 officers, scribes and sometimes 
10 Talmarons, riders and signalmen 
Caji (Occasional special group of 50 Caji attached to legion as separate unit) 

Tech weapons, when available, are usually issued to the first cohort bochigon riders and heavy infantry. 
These troops are often pulled out of their unit to form an independent unit during a battle. Talmaron riders 
are also occasionally armed, but the animals are not reliable gun platforms and are more often used for 
reconnaissance and bombing with capsules and crystals. When possible, force shields are issued to a few 
heavy infantry to add to their shock value, and for an even greater surprise, specially trained 
war-thombos (rare) and riders are equipped with energy sidearms and sent in as a strike force against 
the enemy line. 

Border and isolated garrison cohorts are often more varied in their make-up. An example: 

2nd Cohort: Vandals Talons (Sobayid/Doben-al) 
150 Thombo cavalry 
100 archers/light infantry 
40 heavy infantry 
13 bochigons with 10 men each (heavy infantry) 
60 pike/medium infantry 
20 groomers, supply and support personnel 

This cohort operates independently in the Doben-Al and is designed for flexibility. 

Engineer/Siege Legions usually consist of 2 cohorts of 500 men each, with 10 siege machines and 20 
bochigon pack animals each. 

Command Chain 
Dhar Cabal Army Commander 
Legion Commander (Drenn or Kesht) 
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Drenn Cohort Commander 
Drenn Commander (iO0 troops or troop eiemenl) 
Lieutenant Commander (along-slde each sergeantj 
Sergeant (<often Drenn> 20 troops or 1 war boon~gon and crew) 
Lance for each squad {<IO troops.> Thombo cavairy 1 team ieader pe: 0 thombos) 

TX&§ 

Missile weapons play a major roie in Jorune warfare along with ;3t- pronounced royalty of the battlcf c!d 
the war-bochigon and its heavy infantry. A typica! battle between humar, :armies of eq~~al strength (energ\ 
weapons are now know/n to be In other ~cx:untvs-- ,,c,:, hands if not in great numbers) tiouid consist of oppos,ng 

squares or lines, depending on the terrain. of crossbow or to:~gbaw m~?n guarded by lines ci pike ant 
medium infantry. Through these lanes move various forma.f!ons of ?iiumbo ~:a~lalry and bochigon esc:cr!r:7 
by their infantry always searching, in feints amd charges, for the most vuinerabls area 1r1 thi: line The 
archer lines wlli trade volleys of arrows and protect themse!ves beblind pikes and tower sheIds 
Occasionally capsules and crystals wlii be feting into the anemy i:nes with spec~a’ crossbows. iho ti:\,r;:b:: 
cavairy IS used as l~gilt mobile m;--’ r1t3.>/le tiOOpS. ilsiii-iily i?Ov~Ttg aga~:-is~ ttie L?r7G-':i'y in wat,‘es tr7 flrc a vilil~,~t 
from their short bows and then withdraw a,s the nex? wave apo~aches. Ytw Essanja RSdets h;-!ve LCC~-: 
iheir war-thombos well by having a wave ot missile cavairy leiz+ .: F:::~SF-, b[j’ il&Ve it!Ct St!<;O?d W;i+‘+ 
consist of war thombos and riders trained for r:iiIsA combat As ri:e vrs: wave lores its arrcws ;IR~! 
disperses, the second wave unexpectedly keeps ccmng into a charge wi;h i .ir,ces hr:d es7orgy slalsariiis 
The sght of normally timid ihombo s charging: has raug!it many a pkeman and archer off-guard The shock ._ 
usua!iy allows the line to be breached. Thomsos are the n:ulti-purpose arm of the army and a:e iiiso ;!se:! 
on recon, patrol and seek and destroy missions. On !ht 3 front!er ;:ear Temauntro, thombo cavalry ate ti:~-: 
key to mobile dispersement of Burdothian force. ilarses are rare and expensive en/y officers can afford 
them and rareiy risk them rn comba?. 

Caji have only recently been accepted in the military They <ire r,irefy a regular part of a c,ohort. bL1. 
several iegions have 50 caji groups altached to them. These troops aci as sappers to cause havoc iii th12 
enemy fines and as a special deployment force to piug gaps in the lines. Desti, Gobey, Du and even Sh;-, 
groups have aif been found useful in combat. Dysha casting Caji i?ave been seen to drop a fuli co/)(-;:+ ci 
hochigon in mid-charge. This so impressed some iegion commanders ?hat a few now use 13a;l %JS person,; 
body guards, especially those with Gobey group ski!is. Shield wail oysha- 2 are ROW be;ng used to he;\;) SC.:: 
up ?emporary fieid fortifications between the smail towers taken off ?he backs of tne war bochlgoiis. S;~-ICP 
Caji cannot combine their dyshas, their effect on the field is slightly limited, but they are r-?;iking ttiei’ 
mark. 

Offenses are normally left to the first cohorts Massrve bochigons wi!h armor and towers ofi iheir backs 
move thunderingly agains? the enemy fine. Using heavy crossbows ano polearms, the bc;cngon crews 
wreck havoc on pikemen, archers, and infantry alike. A screen of heav!!y-armored infantry usuaiiy 
moves with the bochigon to protect their flanks and legs. Those ar+ the oiite fighters, the conor;! who 
work to exploit any opening the huge beasts create. They wade info the pike lines, stashing through 11r~hter 
infantry and facing any defending heavy rnfantry, whiie keeping the bochrgons ~;rotected from sneak 
attacks. Where possible, the heavy troops are given tech items to increase their value: force sh:eld, 
sidearms and sonic blades ail add to the carnage. Capsules and crysf;ils are also sometimes carried to 
break up large groups of defenders (or attackers). If energy weapon trocps are present, then they WI! be 
moving individually along the line, softening the enemy tormatron and blunting enemy thrusts. When ar: 
offensive move is pianned, these soldiers are mounted on the lead bochigons of the charge. 
Facing this impressive onslaught is the pikemen and medium infantry. The prkemen, armed with G-meter 
polearms, stand in formation lines; behind implanted spikes when possible, and work to prevent the 
bochigons from breaking through -‘-. not a job to be envied. Supporting each pikeman IS an infantryman to 
fight close in. The archers usually stand in front of the pikes when trading volieys and retreat behind the 
pikes and shields during assault. They also act as light infantry isometimes medium) to support the 
polearms. 
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Talmarons are tisuaity used for recon and harassment. They are expensive snd rrctt the best o: WC’ 
mounts, being temperamen?al and sKit:rsh. Legion @onrmar;ders 9~111 o?tefl qrse talmaions ~4th tl;?feitir* 
colored pennants to direct troop m:~~er~~~ts on !he field. These anrmals mae temut,ng targets. k~ciNeL,fi- 
and are usually kept back in the ~;nu. :I/;th spares or. Ira!~d. 

Besides the talmaron, thombo and bocr~~~o!~ otfier rrtn~mais are ::seb in conjtinction w!th t!le arr:,d ,:;?I; 
pigeons and ba ts are often used 10 carry messages. Ti~es~ anlmais are trained to respond :o se:t;,ir; :~cn:<‘ 
signals as commands and directIons. 1; tho terrain permits, waives 0~ scragger art: sometlines ‘ei~?a5c:c, 
Into no-manWand to harry thombo cavalry and sapper attempts to cross. As a resuii. some ihomb: 
groups have mascot cougars whisfi ?rol along beside tr-?eril to pro?ec? their flanks .Tarrcs rv !L(P +i-:.- 
watchdogs; their screetching wou!d wake a fclf cohort. Most of the ether forms of ~?.:IvF: ,i{>i!Jfl(, llf$? arc. 
too difficult to train and the aitempts to release them on the bat;iefieid ihave cflly tpC$F,Ult+:A<l I R  /i;Li/jC , : P  

both sides. 

The Burdothian Navy uses two m;~jcr styles CI~ warsi?~;~. The 3l;aare rigged q:+t!ey is s: ;I IJS~C: ,: 

time-honored fashion for ramming ar;d ooardirlg tis con!lngent of marl!;es car? :;brr;&;f !rrm :l’j ,, IL lr? 4 -,’ I<. 
depending on the size of the gaiiey. GaiJpuits ar!d bri’l~s!as cOiTiplE2ttS Its weaponry Sc;r,:,gger i’dvu prcver 
useful as projectiles to be cataptiltcd cnto an opponent’s vessei to harass and ge:ieraii\i aid 10 :nf, 

confusion of battle. Sometimes tech devices help add to the imoact of the rn;lrines. but Ardoth does ‘?O- 
wish these weapons lost at sea; therefcre, a series of Ianteen sailed cu?ters are being fitted $~i::l a leti, 
nigh energy gtins. Using Essejean advisors, Khodre use swift merchazi sb~ps as a model. Fast .t;;c~ i,i,ri; 
maneuverable, these ships are designed ?a strike from a distance and Stay CjUf Of harm’s Way. I: N;rS :i:e 
prototypes of this kind of vessel which softened up the Ramian fleet for the kiii ;rr 347% at Telm.rr. 
Notes on tactics for other countries: 

Heridoth 
Areas which still have some civilization such as Koistra and Eiiemln use tactics simiiar to ilurdo::: A:onc 
with the city guard units. they employ a good many mercenary bands The open tribes of T!W ~cu~il i:.;;i: 
few tactics and generally ei?her ambush or atlack in mobs of l,aht or medium inian!ry fliti? :t-!c’7!b~ 
support. A few war chieftains from ?his region have learned some ractics and can pose 2YOlt? Oi ki filreh! 

A large, broadly-supported, and wei! trained militia makes up the bulk of their army. Net !o bt~ 
underestimated, this frontier country breeds a hardy people which make excellent fighters. Rarely on 1% 
offensive, their tactics are largely designed to draw the enemy inlo overcommitting and then cutting then? 
off. In Anasan, woffen and hurnan troops fight along side each other. Large units of thombo cavairy JSE- 
maneuver and speed to gauge and bait the enemy. Then archers and heavy infantry are used to spring the 
trap. Their troop organization is somewhat like Burdoth, but more loose. Their citadel at Bakstan is said to 
be quite formidable. 

Made up of many small, feudal kingdoms, Thantierians are masters at the art of siege warfare T!EI~ 
castles are some of the bes! in the world and are designed to stand for years unassisted in a siege 
Crossbows and longbows are popular weapons, and many a fine workman condrij has come frop ;hnre 
Heavy infantry and armored thomba knights are the mainstays of the mi!itary there. Thantierlarls were 
!he first to train thombos for close fighting and have taken ampie opportunitres IO test :i;ese beasts I: 
wars between kingdoms. .They have not yet learned to use the pike and depend heavily on their krl;gi;!s ic 

gain the offensive, usually in a sene s of alternating arrow volleys and mcunted charges 

Temauntro and the Doben-Ai 
The Crugar on the plains and the country often use their mobility to strike hard and fast and ther 
withdraw. Notoriously bad with missile weapons, the Crugar prefer to close with enemies. where tbr 
superior natural weaponry and prowess may make the difference. They like to mix :bgir +;kjr~1:::, i,r:ecs 
with reguiar cougars which ihey ccmmand in 9-16 a?!ack They WI!/ cften approach wth rhese cou:;ar:: .Y 
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all fours to confuse an opponent. Crugar are very indiv~duai~s?~c fighters and rio ma!?i:r ~~vvil,i? tile b,?:t,n 
plan starts out to be, once the enemy IS met, it often turns !nto ;I frsc-for-ali. 

Dobre and Lundere 
The bronth of Dobre make the best heavy Infantry In the world, lui;+ as the woffen make? the best SCGU~S 

The Dobrens are powerful, disciplined soldiers, but they ter!d io iack InspIred generalshIp. Most of !htt r 
tactics are copied from human modeis and are lmplemcnted intelllgon!ly, but r;:rciy witi! Insigh or ~C:;~IJC 
S?ill, they are a major force to be reckoined with Thi? woffen tend to be mire spontnneoi:s and USI-! :i:t~ 
light infantry quite well in hit-and-run tnctlcs Open bn:tle is large!y a game of rn;ineavf?r fc: ?henl ;!::c! 

they usually cannot stand against a regular army, bitt WI!/ resort to g::e:riiin ?;iclic:; ;iqd ii;i:2.Sin-lt~i;T 

instead - which they are very good a?. 

Cleash 
Cleash rarely fight outright batt!es and usually use subter!tige and tric’kery to ILI:C ener71Ies In:0 c~i:?h~ls/; 
In open battle their technique IS to shower the opponents with capsules and quarrels unt;! they appe;:’ 
softened iip enough to go II?, and finish them off with hand weapons. No set forinatior~s have been seen, b:;: 
they often use scarmis as fodder in mass attacks. Thetr batTIc? tezhnrque i:, to shower op~j~j~~cnt~ w::- 
capstiles and quarrels un!il they appear softened up enougii to go In. and f~n:sii I)hem oft witir h;lnd wc:apocs 

Other Races in the Burdothian Military 
Each being IS taken as an individual In the army, biit most ~~CCS have streng?iis and wnaknr:,sc:s ~4~7 L .* 
make them more able for some jobs than others. 3occord make excellent a!1 around sold~r::s, bu 2 ri: 
especlaily good in the archery and he*lvy infantry cohor1s. There, iiie,: size and power car! be o[J+ t:, g(m 

use. They aiso are fine Talmaron scouts. Caj ! are considered a se;l2tate cl&gory of ?hc?ir WI: a-o at-i’ 
Vained separately. Muadra can be good archers and skirmishers. 51~’ tend to avoid heavy ,r!fantry Sa,,, 
and Acubon are readiiy accepted as ship ha11GS in the Navy aqd art3 a,lsu t:xce!ient for snc;ik a!:,~cii, 0“ 
ships trom beiow. 

Tne few Corastln who join tend towards rhe heavy Infan!ry (s<)r?lr37J/iat gieefu!ly). bL;! ;~s:J mc;ttc- 

acceptable SCGLJiS and soidlers. Bronth who enter the army m;ry i/Ii a.ny I.o/<J, but again. the;; SILO ;II’~: 
strength make them most useitii as Bochigon crew or hea\“y infan;ry. Woffr:n prefer to avoid ~xc,I::,IIv~- 

armor. Their speed and sharpness lends !hem to the roles of SCOUlS, ?i:ombo cava!ry ,ind Skirn:iSilC?iC. 

Thriddle rarely (very rarely) join, hut sometimes act as advisors. 7 Alvin, as well, are rfiluctani :,o’r!~c?r~; 
and are suited best for supporl d&es. 

There are a few purely nor;-hurnap units in Bgrdoth, but they are usLlally mii!?la or local guard units. Semi-! 
noted exceptions are the Bronth Strike Cohort with the Sobayid Army ar,d tile Bristie Bouck Pikewoffen of 
Gauss. Presence of these units is a boost to morale where they travel. 
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Burdothian Time Line 

3007: Shandane brings relief to Ardoth and drives out the crugar forces which have besieged the city for 
weeks. 

3111: First major crugar assault on the Carrisey regions. 

3113: Ramian invasion past Lelligire into Sydra pushes the S’sydrans south, and eventually irlto Glounda. 

3160: Ardis’ Dharsage contingent is finally successful in driving most of the ramian out of Burdoth. 
Sychill’s army is mostly destroyed. Ardis expands to include the Sychill region. The Sychillians rebel. 

3337: Lelligirian ex-patriots settle at Carricy. 

3398: Kirlan founded on Temauntro border. 

3412: Prince Khodre born. 

3436: Crugar invasion reaches the Gauss Valley. Prince Khodre turns his attention to this incoming 
assault. York expands its power. 

3437: Crugar reach Ardoth. The city is under siege. Energy weapons are rediscovered. 

3440: Crugar pushed back to the Temauntro borders after bloody battles across northern Burdoth and the 
Doben-al. Khodre stays in Carricy for several weeks. 

3441: Ardothian forces return to Heridoth to find Dobren forces in power here. Energy weapon’s war 
begins. Saress Khodre is born to Lailia Dharmery in Carricy. 

3442: Sholis Lost to the Dobrens and Lunderians. Doo’sah destroyed. The Maustin Caji sink the Camder. 
Muadra are expelled from Ardoth. 

3443: War deadlocks in the Sommint Valleys. 

3444: Khodre returns to Ardoth, and marries Esilla Jaimare Cartan. Meets with Klein Ko-Trid on the 
island of Curili. Prince Khodre meets ramian on the island of Reet to arrange for daij/shirm-eh exchange. 
Khodre Dhardrenn born to Prince Khodre and his wife Esilla. 

3445: Accord of Klein-Khodre and the end of the Energy Weapon’s War. Great numbers of “Daijic” appear 
in Ardoth. 

3446: Rebuilding of the Ardothian city walls overseen and encouraged by the council 

3447: Metal coinage recalled with the re-introduction of “gem” currency. With the laser torches available 
to the Dharsage, it is possible to uniquely identify gems. 

3449: Muadra (with the support of the Ardothian Council) push for the establishment of “Kerning Bays” 
located throughout Ardoth. This causes friction between Khodre and the council. 

3465: Death of Prince Khodre. His son, Khodre Dhardrenn, assumes the Dharsage title, and becomes ruler 
of Burdoth. His father’s last real act was the acknowledgment of Saress, which expanded her power 
immensely, while improving the bond between the realms, which effectively strengthens Burdoth. 

3486: The present. 
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AR 

Accord of Klein-Khodre: T 
3445. 

ARji: A banana -1fke fruit common the Dobren ~%rrn-~%nd~~ 
Arrfgae: The plant from 

“Chlcken-rats” o 

bodt es. 
proteins for healthy 

Eeshon Sheevld: A mysterlou~~ 
Ehvans: An Island of the Sychlll 
Elayn, Laindra: An earl 
Epple vlnes: Used in m 
Essles: The people who inhabite 

the low mountains of the S 
G%%z: The name of the bazear lo 
Galsh-aca: Anclent Burial Grou 

plains. 

e%lm r~o%t~n~ above It. 

ere w~th#~ the Essanjan 

Gauss, Peter: Husband of ~%ytr~s~~ %nd th 
necesst ty of durl f g. 

o redle~overed the 

Gllspeen trees: Native Jorune trees 
creatures. 

llsters In terran 

Wound%: The name of the la 
Is also the name of the 

GranthI%: Locust-like Insect 



Huldrin: The garmet district of Lelligire. 
Jar’hars: The early barbarians of Ardis’ east coast 
Jespisn Cure Herbs: Plants grown in Essejee and sold in bundance to those 

who live and work in the Port of Essanja. 
Jers: Jungle runners of the East Trinnu Jungle Lands. 
Kaigon: A city located st the mouth of the Gauss Valley. K igon i-m.3 been 

razed to the ground by crugar countless times during Its history. 
Kagedi: A bochigon’s favorite treat. 
Kayum: A dark red root used In the fabric dyes of be? Brian fabric makers. 
Khodre: The name of the last two dharsage rulers of 
Lelligire: The cltg, the legend. 
Loo’hoss Straights: A channel of water between Sy~h~~~ the Dobren city of 

LIdoh. 
Mullin: The season of summer. 
Pichi Spice: A hot flavored herb found on Dosoi. 
Sallsa: A fish netive to the Sychlll peninsula se&s. They %re large, flat, 

ripplers that skim the see4 floors 
Sarla Dark: A wine made from the pihl berry of S” 
Sagbah: A small village of Essles from Sychill’s n 
Scol ian Rusper: A fine rusper drink exported from 
Shandane: A military leader from Heridoth who saved A th in 3007 from 

the hands of crugar invaders. 
Shendarri SkyRealm: Located in a vgllleg of the Accapt ~~~nt~ins. A Dharsage 

installation uses it for the storage of much of Kho~~e’s resource in 
energg weapons. 

Slutch: A creature discussed on page 45 o the Sholari Gulda. Slutch Inhabit 
much of the Essanja. 

SpfjflF juice: An lntoxictfng drink import 
Sgls Valley: The valley located between 

Ranges, off of the Liggits. 
after the Ramien invasion 
in this valley. 

Tat-bet-1 inlet: The piece where the Turrus 
forest of Glounda. 

Tarro jerkey: Seasoned strfps of meat made from 
Thooh’se: A smooth, unengraved st ne monums~t s 

unknown origins in Sydra. 
Tla-tlic: A Ion ndrrow spine-fish caught o 
Tootles: An ed 19 worm found in the Cushin 
Trosoe: The name o Lelllglre befor the R%mi~n lnvasfon o 
Turrus River A river of Glounda that enters the bay at Hoit. 
Uderh: A Dobren city located just across the ~oo’~oss St~~~ght~. 
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