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“There is no place in Darokin for the 
unthinking brute who solves every prob- 
lem with force . . . Darokin has survived 
these many years, surrounded by strong- 
et, more barbarous nations, by cleverness, 
by negotiation, by guile-in short, by 
finesse. It is a lesson no one wishine to 
succeed in this land should forget.” 
-Reynard Vmho, Historian n** 
Merchant’s Guild 

“Darokin! F‘fah! Land of w$ 
have no stomach for coni 
of war. Why they prospc 
can understand.” 
-Ludwig von Hen&, 
on of Karameikos 
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we C;azeltee - 
This sourcebook desci,,, ...: Rep --... 
of Darokin for use wi antasy roleplay- 
ing campaigns set in 3 e D&D” game 
Known World. In additbn to D&D gar 
play, the information i this sourcebo 
could be used in an AD campaign, 
or with many other f a n t a  $1 olepiaying 
games. This Gazetteer ( ns th< 
lowing: 

* A 64-page DM’s Boa rhich 
describes the history, geo 
ment, economy, peoples 
well as interesting cities, 
derness areas all across the huge and 
diverse land of Darokin. This book also 
includes a complete D&D adventure set 
in the Republic, and plenty of ideas for 
an extended campaign set in Darokin. 
* A 32-page Player’s Book, giving dif- 
fering points of view on many aspects of 
the Darokin culture, guidelines for mat- 
ing a Darokinian player-character. and a 
system for running a Merchant as a new 
character class. 
* A 22“ x 34” full-color map of the vast 
Republic of Darokin, including some 
smaller diagrams along its edges and a 
number of more detailed maps and some 
building diagrams. 
* 2 full-color sheets of cardboard fold- 
ups, suitable for building your very own 

I 

25mm merchant caravans in 3-D. 

W€lcOMe to DaROkiN - 
Darokin is a young country as countries . -  

leys and dolitical in&igue, or untamed 
Iderness. overrun with monsters and 

wild creatures, adventure awaits you in 
Darokin. 

Rarelv does anvone do anvthine half- , -  
way in Darokin. Given that, it makes 
sense that the patrolled, civilized areas of 
the country are welhuuctured and rela- 
tively safe. The parts of Darokin that are 
stdl wild, however, are very wild. In fact, 
there are some areas that are techni 
part of Darokin that the governmen 

~ > power over whatsoever. 
Wealth and power go hand in h a  
arokin. In the minds of most citiaLLa0, 
fact, the two words are synonyms. The 
arokin slang word skiff(short for skif- 
ngton, a no-longer-used coin), for 
:ample, means both “cash” and 
power.” Rich DarokiNans are always 
lick to quote their Golden Rule. “He 
ho has the gold makes the rules.” 
A society as money-oriented as Daro- 

kin’s might be expected to be exue 
class-conscious. Surprisingly, there is 
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ttle bigotry or prejuhce. This is because 
1st about anyone in Darokin, no matter 
3w poor or disadvantaged, has a chance 
!make aformne here. Because there are 

ty. the poor rarely complain. The newly 
rich, rather than being snobbishly looked 
down on by the establishment, are 
instead congratulated on their hard work 
and ingenuity and welcomed into the 
fold. Darokin has a very high standard of 
living, and a generally happy people. 

But there’s more to do in Ddrokin than 
just making one’s fortune. There are 
thieves to be caught, monsters to be slain, 
wilderness to tame, and glory to be won. 
So welcome to Darokin, and may good 
fortune be yours! 

we Histonp of 
DaROkiN 
Like many of the other predominantly 
human kingdoms in the Known World, 
the Republic of Darokin is not particular- 
ly old, even though the area has been 
:-habited for over 2,000 years. Perhaps 

cause of their drastically shorter natural 
*C-IS, humans tend to move around 

hus, while the elves have been in 
k or 1,800 years, and the dwarves 

e for nearly that long, the 
sUed to the formation of the 

rokin took place only 200 

in Roc 
events 
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Years ag 
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Eanlp ScttLens 
The first eyes 
* 

the lands that were to 
come Darolun were probably those of 

I OK, in the earliest days of the Nithian 
Humans, elves, halflings, and 

011s and other demi-humans were 
no race settled the 

numbers to claim it. 

with most other 
chnology) was not very 
us, the different races 

’ 
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each other for the most 

so, the western half of 
now Darokin was divided into two 
: orc and human. The orcs con- 

olled the land to the north and west of a 
ie from present-day Corunglain, down 

the Streel River, and then due west 
through Akorros. They also controlled all 
of the Broken Lands, southern Glantri, 
nearly all of Ethengar, and the mountains 
between Ethengar and ALfheim. Fom- 
nately, these large orc holdings were 
divided among 17 different orc tribes, 
and their constant tribal skirmishes pre- 
vented them from making any coordi- 
nated attacks on their neighbors. 

The humans living in the south of 
Darokin were not much more organized, 
though they did not attack each other 
with the frequency or ferocity of the orcs. 
The humans gathered in small villages 
and raised good crops in the excellent 
farmland. The best organized of the 
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human groups was a clan called 
Eastwind, which inhabited the area 
between the Streel River and Alfheim. 

Although records are inconclusive, 
many historians believe that the Eastwind 
humans received a great deal of help from 
the elves of Alfheim in the way of magic, 
weapons, and supplies. The ora, living 
right across the river. rarely came close to 
Canolbarth Forest because of the deadly 
elvish raiders, but the elves still feared the 
might of the orcs should they ever com- 
bine into one force. The elves, normally 
wanting nothing to do with humans, 
were apparently willing to help the 
Eastwind clan while using them as a 
bu€fer against the orcs. 

Slowly, over the next 400 years or so, 
the humans continued to expand their 
holdings. The orcs gave ground grudg- 
ingly, and bloodshed was a constant fact 
of life in the area. It was during this time 
that the Eastwind clan rose to dominance 
among the other human tribes, trading 
their surplus elven-made weapons and 
magic in exchange for a uibe’s allegiance. 
By the time the Empire of Thyatis was 
formed (0 AC on the standard Known 
World calendar), the Eastwinds had the 
allegiance of over three-fourths of the 
humans in the area. 

The Republic of Darokin gets its name 
from Ansel Darokin, the fmt of the so- 
called Eastwind Kings. Ansel I came to 
power early in the First Century AC, and 
was responsible for the first steps in orga- 
nizing the Eastwind clan and its allied 
tribes into a semi-competent military 
organization. The Darokin line of kings 
abruptly ended in 87 AC when Ansel’s 
great-grandson, the newly-crowned 
Aden I. was killed in an orc raid near the 
present-day site of Fort Nell. As Aden 
had not yet married and had no heir, the 
various factions l i e d  up their candidates 
to replace him and the fragile coalition of 
humans quivered on the brink of civil 

The ora were quick to take advantage 
of the situation, and in one bloody sum- 
mer they redaimed nearly all the territory 
that it had taken four Eastwind Kings 
some 65 years to take. The three strongest 
candidates to succeed the Darokins all 
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agreed that the situation was critical, but 
none was willing to step aside. By the fmt 
snows of winter, the ora had taken all of 
Darokin west of the Streel River except 
for Athenos and the Malpheggi Swamp. 
As is their nature, they were hunrrrv for - .  
still more. 

Once again, the elves of Alfbeim inter- 
vened, their fear of the ora overcoming 
their distaste for dealing with humans. 
The elves backed a compromise choice for 
the leadership of Darokin, a warrior 
named Corwyn Attleson, and promised 
to provide the humans with arms, magic, 
and even troops (if necessary) if the 
humans would stop their fighting and 
unite under Atdeson. 

The troops were never necessary. Attle- 
son proved to be an excellent choice, a 
strong fighter, charismatic leader, and a 
canny politician. He quickly rallied the 
bickering factions under his banner, and 
won an important battle almost immedi- 
ately, repulsing a major orc attack on the 
town of Darokin itself. 

Under Attleson’s leadership, the orcs 
were steadily beaten back and more 
human clans pledged allegiance to Daro- 
kin. Corwyn died of natural causes in 122 
AC, but his son, Corwyn II, proved every 
bit as capable as his father. The Atdeson 
Dynasty had begun. 

The Atdesons ruled for another 400 
years, driving the ora completely out of 
Darokin. The country was even bigger 
than it is now, as clans loyal to the Attle- 
sons claimed portions of what is today 
Karameikos, Ylamam, and Glantri. 
Roads were built and trade was estab- 
l i e d .  It was a time of great peace and 
prosperity, a “Golden Age” for Darokin. 

me Elfwan 
As Darokin grew and prospered, their 
dependence on and contact with the elves 
of Alfheim became less and less. This 
suited the reclusive elves, who saw no 
need for contact with Darokin once the 
orc threat was removed. 

Relations between Darokin and Alf- 
heim gradually deteriorated in the latter 
half of the Fifth Century AC. Both elves 
and humans record in their respective his- 
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tories that the problems were entirely d 
fault of the other, but, as is often the case 
in such disputes, the truth ties somi 
where in the middle. Although many di 
ferent factors contributed to the growin 
enmity between Darokin and A&ein 
the most important of these were 

* As the elves distanced theiuscivi 
more and more from the humans, enti 
generations of humans lived in Daroki 
that had never so much as seen an elf. P 
the stories of the elves’ help against tk 
orcs grew more and more distant, tk 
humans’ lack of familiarity with the elvi 
grew into distrust. then suspicion, and o 
through dislike and into hatred and par; 
noia. To many, it seemed clear that tk 
elves must have some dark secret to hidi 
* The elves, too, had their share of mi 
conceptions about the humans. In tk 
tales of the previous 400 years, the Darc 
kin humans were portrayed as we1 
meaning, but essentially bumbling fool 
who had to be “rescued” time and rirr 
again by the “superior” elves. Man 
elvish tales of past encounters with tl 



men of Darokin took on the flavor 
jokes. * As might be expected when a single 
famdy rules for 350 years, a few clunkers 
worked their way into the Attleson line. 
Particularly bad were Mithras IV (467 ~ 

480) and Mithras V (480 - 503). Their 
reigns were marked by corruption, inept 
management, and a nasty streak of racist 
hatred for the elves of Alfheim. 

The results were predictable and sad. 
When times got a little tough in Darokin, 
the king blamed the elves. The people 
believed unquestioningly, and began 
persecuting visiting elves and talking of 
war. The elves, feeling misunderstood 
and betrayed, took the talk seriously and 
began their own preparations. All that 
was missing from this powder keg was a 
spark. 

That spark was provided in the spring 
of 501, when a cottage and farm near the 
Alfheim border was attacked and 
burned, with all of its occupants mur- 
dered. The nearby villages quickly orga- 
nized a militia, and marched on 

Alfheim. 
The attack was actually made by 

human bandits, but the mob was beyond 
reason. The elves defended themselves 
from the villagers and inflicted some 
casualties. As great battles go, this was 
nothing more than a minor skirmish. but 
it was sufficient to push already inflamed 
human tempers over the edge. 

The actual fighting of Elfwar lasted 
just under four years. Mithras V was 
killed in battle in 503, and his successor, 
Corwyn XIII, carried on the fighting for 
another 18 months or so before he pro- 
claimed that the elves had “learned their 
lesson,” and that the war was over. 

Corwyn based this decision on three 
facts: 
* First, the Darokin forces were making 
no headway at all in their attempt to 
invade Alfheim. The elves could not be 
tracked in the thick Canolbarth Forest, 
and seemed to be able to attack with com- 
plete surprise at any time, only to disap- 
pear as soon as resistance was organized. 
* The second, and perhaps more dis- 
heartening reason, is that it became obvi- 
ous almost from the start that of the war 
that the elves weren’t trying very hard. 
They looked at this “war” as some sort of 
game; a grand-scale version of Hide-and- 
Seek. 

For their part, the elves did see the 
whole thing as a big game. This perhaps 
explains why this entire episode is given 
such brieftreatment in the elves’ own his- 
tories. In fact, many elves of today are not 
even aware that Alfheim and Darokin 
were ever anything but the best of 
friends. (For more information on the 
Elves of Alfheim. players and DMs 
should see Gazetteer number 5 .) 
* The third reason was provided by the 
orcs of the Broken Lands. They took 
quick advantage of the situation and laid 
siege to Corunglain. This development 
was a double blow to the war effort 
against Alfheim, because not only could 
Corunglain troops and goods not be used 
against the elves, but more forces had to 
be sent north to break the orcs’ siege. 

Weighing these three factors carefully, 
Corwyn quickly came to the realization 
that the elves, if they really wanted to, 

4 

could have wiped out Darokin’s armies in 
a month, and wisely called the whole 
thing off. Even though the fighting was 
relatively brief and bloodless (fewer than 
2,000 humans were killed in the war, and 
fewer than 50 elves), the enmity between 
elves and humans would not soon die. 

Even with the Elfwar over, the Darokin 
army was not prepared for the tenacity of 
the ora. The siege of Corunglain was bro- 
ken a dozen times, only to be damped 
back on by the orcs, each time stronger 
than before. In 523, the city fmally fell. 
The orcs ransacked the city and slew thou- 
sands of people before they went back 
home, carrying the wealth of an entire 
city on their backs. 

Trade. military cooperation, and diplo- 
matic relations with the elves were practi- 
cally nonexistent for centuries. Individual 
towns and villages became more and 
more independent and, by 650, the posi- 
tion of King of Darokin was ceremonial 
in nature, and completely powerless. 
When Santhral  I1 died in 723 without an 
heir, the era of Darokin Kings came to an 
end. 

b N b  Of L€ftOV€nS - 
The next 200 years or so were not eventful 
ones in Darokin history. Most towns and 
villages governed themselves, while a few 
larger cities. namely Akorros, Darokin, 
Corunglain, and Selenica, began to exert 
some influence in the surrounding coun- 
tryside. Contact and trade with other 
countries improved. especially with Alf- 
heim and the Five Shires. 

Trouble with the orcs was at a mini- 
mum during this time, with one notable 
exception. The northern town of 
Ardelphia was looted and leveled in 846 
by a huge army of orcs crossing the border 
from the Broken Iands. Fortunately, the 
orcs quickly fell to bickering among 
themselves over the booty, and the army 
disbanded and returned home without 
causing any more damage. 

But the most important events of the 
era 725 - 925 were the continual migra- 
tions of refugees from other nearby lands. 
As more neighbors settled their own 
fates, losers in those struggles poured into 



R€public Of DaKokiF 

Darokin. The story is repeated through- 
out the area: In 828. the Principalities of 
Glanui established their independence 
and expelled all dwarves. some of whom 
fled south to D a r o h .  Also in the early 
800s. the Emirates of Ylaruam declared 
independence, and those loyal to the pre- 
vious rulers were kindly asked to leave. 
Many of them, too, ended up in Darokin. 

In the early part of the Tenth Century, 
colonists from Thyatis claimed the Duchy 
of Karameikos, and many of the people 
already living there decided to come to 
Darokin. In fact, nearly every major 
country surrounding Darokin had more 
than one group of people fighting for it, 
and the dispossessed from each of those 
conflicts came to Darokin, the one land, 
apparently, that nobody wanted. 

Today, Darokin takes great pride in its 
“melting pot” population while many of 
its critics deride the country as a “Land of 
Leftovers,” a phrase which has been 
picked up in Darokin and stands as an 
unofficial national motto. 

q e  Rise of toe 
MenCOaNtS 
Ever since the Eastwinds used weapons 
and goods from the elves of Alfheim to 
persuade other human tribes to ally with 
them, Darokini i  have always equated 
wealth with wisdom. It is part of their 
national character. Thus, it is no surprise 
that, as the Darokin Kings grew less pow- 
erful and eventually disappeared alto- 
gether, people looked to the wealthy 
landowners for guidance and leadership. 
Only the wealthiest could afford to pay 
troops, keep roads passable, and build 
keeps. Since these things, which the 
wealthy did to protect their personal 
holdings, had a natural benefit for all, 
many local landowners found themselves 
holding the reins of leadership and, 
whether they uuly wanted to or not, 
gradually took over. 

But wealth in Darokin is not just tied 
to the mere ownership of the land. 
Numerous other aspects of the dmate 
and geography have combined to make 

.3arokin what it is today. The nation’s 
k, 

agricultural regions, for example, are 
almost without equal in the Known 
World, and create huge yearly surpluses 
of everything from gram and timber to 
fruits and dairy produw. 

Heavy indusuy has bot been forsaken 
in Darokin either, as the mighty Sueel 
River provides a constant source of p e r  
for mills and similar facilities of all types. 

With so prosperous a land about them, 
it was not long before some far-thinking 
Darokimans began organizing great cara- 
vans to transport their goods to other 
lands. 

All in all, business has been good. 
Whether merchants stick to low-profit, 
low-risk runs to nearby ports for quick 
sales to sea merchants. or guide a caravan 
for months before reaching a distant des- 
tination, Darokinians quickly became the 
undisputed masters of overland com- 
merce. Many a poor farmer’s son or mill 
worker has parlayed a meager stake into 
great wealth, acquiting power and 
respen in the bargain. 

Just as their cousins the landowners 
did, the merchants of Darokin began to 
fill the power vacuum left by the dedine 
of the monarchy. The result was, for a 
time, a patchwork quilt of “private gov- 
ernments,” where wealthy individuals 
provided the basic services of government 
to an area for a fee. Since this was usually 
less than the taxes which had been levied 
by the Darokin Kings, the people were 
more than happy to pay. These small, pri- 
vate governments eventually began to 
merge when it became dear that it was 
the economically efficient thing to do, 
until the leaders of the largest conglomer- 
ates met in Darolun City in 927 and 
established what is known today as the 
Republic of Damkin. 

The current government of Darokin is 
explained in greater detail later in this 
book. 

Rise of tile 
DiploMats 
Ever since the m e  of the Elfwar, Darokin 
has managed to not involve itself in the 
many wars of revolution and conquest 

that have raged around them. This i 
deliberate, the result of careful planning 
and hard work. 

Darokin’s interest in diplomacy has at 
economic foundation. While it is uu( 
some short-term profits can be mad1 
dealing in war goods, war is ultimatell 
bad for business. Dead people don’t bu! 
things, and towns that have been burnec 
to the ground don‘t have very impresivf 
industrial outputs. Markets scarred bl 
war often take decades to recover. Wid 
these economic realities in mind, many 01 

the great merchants of Darokin took i) 
upon themselves to study the art of nego 
tiation and diplomacy to bring quick 
ends to conflicts and, more importantly 
to prevent hostilities from erupting in thc 
first place. 

The fm of the so-called “Great Diplo- 
mats” was Sasheme Vickers, a junior 
trader in the Umbarth trading house. 
Bdore the Great Merger in 927, the 
Umbarth house controlled the western 
city of Akesoli. When a dispute arwe 
between the Atruaghin Clans and Glan- 
ui, it didn’t take a genius to figure out 
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middle. Vickers took it upon himself to 
negotiate a peace between the two 
nations. The dispute was, fortunately, 
not major and Vickers got both sides to 
pull back their troops and talk out their 
problems. 

It didn’t take long for the other major 
trading houses of Darokin to sit up and 
take notice. Vickers had saved his house 
hundreds of thousands of daros, and scan 
every major trader had diplomats in his or 
her employ. 

In the beginning, things were a bit 
rough. Many of these would-be diplo- 
mats had no formal training and no 
knack for the work. Frequently, they were 
failed merchants who had nowhere else to 
turn. But over time, the bad ones were 
weeded out, and Darokin’s merchants 
had a corps of tough, able negotiators at 
their disposal. 

One of the provisions of the Great Mer- 
ger of 927, when the Republic of Darokin 
was horn, was that all the various houses’ 
negotiators be turned over to the new 
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government, forming the Darokin Diplo- 
matic Corps (DDC), Today, the DDC has 
a number of r e s p o e ,  including: 
Maintaining good elauons with all of 
Darokin’s neighbop, resolving disputes 
between neighbors [especially if Darokin 
is caught in the m i u e , )  and negotiating 
trade agreements of~all types, both within 
Darokin and withoyt. 

The Darokin Diplomatic Corps, its 
methods, leadershid, and role in Darokin 
society, is discussed at length later in this 
book. 

3000 BC: The Gre4 Rain of Fire. Black- 
moor is oblitehted and the planet 
shifts on its 4, freezing the Black- 
moor contindnt and causing ice 
sheets to recede from the modem 
Known World, 

2000 BC: Bronze and Iron Age cultures 
evolve in Knofn World. 

1700 B C  Elves leave Glantn. 
1500 B C  The Nithian Traldar clans land 

in Karameikos. As these colonisu 
spread out, tlc.y become the first 
humans to inhabit Darokin. 

1000 BC: Gnolls c r F  southern Darokin 
and invade IOarameikos. Most of 
the Darokin bumans flee north, 
right into orc territorv. where few - 
survive. 

800 BC: Elves setde in Alfheim and 
drive om from the open lands to 
the west. Human clans begin 
building permanent settlements in 
Darokii. 

0 AC: Empire of Thyatis formed. 
21 A C  Ansel Dar&n declares himself ~ ~~~~ ~~ ~~ 

King of Dar&n, beginning the 
reign of the E*twind Kings. 

87 AC: Aden I killed by orcs, ending the 
Eastwind reigd. 

88 AC: Orcs make ‘major gains against 
the leaderless, Darokin humans, 
forcing the Elv s of Alfheim to sup- 

mise choice ta lead Darokin. The 
reign of DaroGn Kings begins. 

122 AC: Corwyn I dies after a long and 
successful reigh. His son, Corwyn 
11, assumes power. 

POK Corwyn !l tdeson as a compro- 

6 

LYJ AL: Thyatians colonize Ylaruam, 
causing many displaced humans to 
migrate to Darokin. 

293 AC: Last of the orc tribes driven 
from Darokin. 

501-504 AC: The Elfwar. 
523 AC: Corunglain falls to orc armies. 

Thousands are killed and the entire 
city is looted. 

723 AC: Santhral I1 dies, ending the 
reign of the Darokin Kings. 

828 AC: PrinciDalities of Glanui emel 
all dwm& some of whom migrate 
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to Darokin. 
846 AC: Orc horde from the Broken 

Lands loots Ardelphia, utterly 
destroying the ury. 

900 AC: Thyatis conquers Karameikos; 
many refugees flee to Darokin. 

927 AC: The Great Merger. Darokin’s 
largest and richest merchant fami- 
lies agree on a central government 
for the entire country. Charles 
Mauntea picked to lead Darokin, 
beginning the reign of the Mer- 

932 AC: Lydia Mauntea takes over after 
the death of her husband, Charles. 
She assumes the title “Chancel- 
lor”. 

934 A C  Chancellor Mauntea calls the 
Second Great Merchants’ Council. 
Many of the reforms started in 927 
are fmalized, including the election 
of a new president upon the death 
of the current leader by a standing 
Council of 15 major merchants. 

949 AC: Vardon Kalimi named Chancel- 
lor after the death of Lydia Maun- 
tea. 

971 AC: Corwyn Hoff named Chancel- 
lor after the resignation of Kalimi. 

975 AC: Rypien Hallonica named Chan- 
cellor after the death of Hoff. 

988 AC: After Hallonica’s death, the 
Merchant’s Council names Corwyn 
Mauntea. great-grandson of 
Charles and Lydia, president. 

1000 AC: The present. All of the D&D@ 
Gazetteers are set in this period. 

1200 AC: The invasion of the Master of 
the Desert Nomads and the setting 
for adventures X4, X5, and X10. 

chant Kings. 
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CliMat€ aNb G€OGRapnp 
that is almost entirely with- 
s of the elven kingdom of 

Alfheim. Beyond Alfheim's southern 
border, however, lies enough of the forest 
to provide the wood and timber needs for 
all of 
a1 ' 

Malpheggi Swamp, a huge, flat, humid ' 
expanse bordered and fed by the Sueel 
and Arbandrine Rivers. 

The swmp is by no means a featureless ; 
blur of shallow, brackish water and exotic 
wildlife, however. Several groups of low ! 
hills rise up out of the muck at various i 
points in the swamp, providing the dry, 
--ound needed for small settlements.? 

k h e  east of the swamp is a pleasant 

longest point. With this size comes a nat- 
urd diversity with nearly every type of 
terrain found somewhere in Darokin. 
From the dismal fens of Malpheggi 
Swamp to the jagged peaks of the 
Dwarfgate Mountains and from the thick 
Canolbarth Forest to the open F*--' 
Plain, this country has somethin; 
everyone. 

dit hideouts, and monster lairs. 

NeiGnbons - 
Darokin has common borc 

res is unfortified and 
Rockhome, the Emi current relations 

Soutneast Dal 

features: the Cruth Mo 
of Darokin is dominate 

hills of fertile farmland, fded 
villages and towns. 

ther east, the Altan Tepes Mountanq 
form a strong natural barrier between 
Darokin and both the Five Shires and 
Grand Duchy of Karameikos. The moun- 
tains are bY no me* impassable. for 
thousands Of seders crossed them 
over the centuries, and most of the passes 
stay open, even during winter, but it is 
not an easy UiP. The Peaks in the center 
of the range top out near 17,000 feet, and 
many promising trails through the 
mOUn& are dead ends. crossing the 
C ~ t h  Mountains is not recommended 
without an experienced guide or an excel- 
lent map. While guides are fairly easy to 
fmd in many of the villages on both sides 
of the mountains, suitable maps are far 
more rare. 

The Canolbarth Forest is a thick, 

The C ~ t h  Mountains (and, a lin 

braved the Dwarfgate Mountains swear 
that passes which were there one year will 
disappear the and that previously 
impassable routes become open. 

When one also considers the exceed- 
ingly hostile lmal humanoid 
itvs fairly easy see why northeast D ~ ~ -  
kin is still largely unsettled by humans of 
anynationaliry, 

SoutnweSt DanokiN - 
Water plays a very large part in the geog- 
raphy of southwest Darokin. The largest 
single feature of the area is, of course, the 

the Canal is a tourist attraction for wide- 
eyed visitors from all over the country. 

NontnweSt DaROkiN - 
Just as it dominates the map of northwest 
Darokin, Lake A m r a k  dominates the 
everyday lives of nearly everyone in the 
region. The lake is fed by three rivers (the 
High Lake, the Ithel, and the Uppel 
Amsorak) as well as several major springs. 
The lake is shaped very oddly, due to t h c  
steep hills and mountains along its south. 
em and northern shores. Sages believe 
that the land between the High Lake and 



Amsorak Rivers was once dry, but some 
cataclysm shmrrly after the retreat of the 
ice sheets several thousand years ago 
caused the land to sink, forming the lake. 

There are three islands in the lake. Two 
smaller islands, Greenleaf Island and 
Razak's Rock, are located near each other 
in the eastern half of the lake and are for 
the most part unremarkable. The thir' 
Itheldown Island, is quite larg 
mous as the site of a large, N Streel, During the r@ny seasou (primarily 
and the source of many evil t st,.p"in the fall), ships can easily travel from 
sailors and tihermen making g Lake Amsorak, down the Amsorak River, 
on the lake prefer to stay o u a h i g h t   of^ and on to the Atbahdrine. This is not as 
Castle Itheldown's twiste&res, for ,.--c&tain a proposition during the other 
even spotting them on the seasow of the year, but the waterway is 

ofren'still possible with luck. 

travel upstream 
ming in the Su 
ofthesuong 

n is con- 

The hills to the east 
are quite gentle, gradu 

populated pan of Darok spec1 
around Akorros, a major trUl ""+:I,>, 

a. Smeel PlaiN 
In the center of Darokin lies the Sm 
Plain, a great open land with light patch- 
es of forest cut down the middle by the 
mighty Streel River. Nearly half of the 
entire population of Darokin lives in this 
pan of the country, because of the water 
power made available by the river, the 
quality of the land, and the location of 
the capital city, Darokin. 

The only geograpbid feature of the 
atea is the Streel River. The Streel is one 
of the mightiest rivers in all the Known 
World ranging to over half a mile in 
width and running as deep as 70 feet in 
many places. The Streel runs very suong 
and fast for a river of its size but is naviga- 
ble from Comnglain all the way to 
Athenos. Barge travel downriver is 
extremely easy and cheap, while river 

age around 90'duing the day and drop to 

the h r a k  and 
than in t h e m  ofD 
season which is the 

Winter provides the greatest weather 
contrasts in Darokin. Temperatures are 
bitterly cold arousd Lake h r a k  where 
it is mely above 40 during the day and 
drops well below freezing nearty every 
night. Occasiondy, temperatures in t h i s  
region will drop to well below 0. When 
the low temperatures are coupled with 

e strong winds blowing off the lake 
ost constantly, the conditions can k y h o m e  dangerous or even deadly 

for people who arc not dressed for the ele- 
ments. IC is llso a problem for winter 
shippmg i e Amsorak. The southern 
half of the. k tends to stay fairly clear in 
all but the sevesest winters, however, 
because some oi the springs feeding the 
lake are very ha 

Another part rokin that suffers in 
winter is the Dw :ate Mountains. Some 
passes receive ov I feet of snow during 
the course : winter, and 8 to 10 feet 
is the avc throughout the region. 
iverage te &tures are every bit as cold 
s those I Lake Amsorak, and the 
winds are, It anything, stronger. 

Over the rest of Darokin. winter is 
much milder. runperanires are only 

but the winds are much milder, as is the 
ows four to six times a 
W h ,  and even less at 

es early, so spring 
es late in the Dwarfgate Mountains 
in the area around Lake h r a k .  

Spring showas are common throughout 
Darokin, though there is not as much 
rain as in the fall. Temperatures are gen- 
erally mild, mnging from the 50s to the 
70s during the day and cooling to 40s and 
50s at night. 

Severe or catamophic storms are not 
common in Darokin. The most common 
severe weather is a spring of summer 
thunderstorm on Lake Axmonk. These 
squalls can form in a matter of minutes, 
and are wry &cult to predict or antici- 
pate. They moxc verg quickly, with very 
heavy rain, severe lightning, occasional 
hail, and winds upwards of 80 miles an 
hour. The storms only last minutes, but 
that is often enough to disable or even 
sink an unprepared lake-going vessel. 

10 degrees 01 T higher on the average, 
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.?&%e .i, Republic of Darokin has had a stable 
‘government since only 927, making it 
one of the youngest nations in the Known 
World. But the Republic is also one of the 
strongest, thanks to its effective leader- 
ship, Keened prosperity, and a happy . .  . 
popdition. 

There is no significant political opposi- 
tion to the current Darokin government. 
This is not because the establishment 
ruthlessly stifles dissent, for quite the 
opposite is true; Darokin has an 
extremely open society, as far as freedom 
of expression goes. It’s just that very few 
people have any complaint against the 
way thiigs are currently run. The basic 
precepts that are the foundation of Daro- 
kin society-self-reliance and responsi- 
bility, not apologizing for having money, 
and not blaming others if you don’t have 
it-are so ingrained in everyone’s 
upbringing that it is believed unques- 
tioningly by most citizens. 

PlUtOCnacy 
It is not unusual that power goes hand-in- 
hand with money in Darokin for there are 
many places in the Known World (and 
elsewhere) where that is me. What is 
unusual about the way things work in 
Darokin is the extent to which this rela- 
tionship is embedded in the laws, cus- 
toms, and even attitudes of the citizens. 

The Republic of Darokin k a plutocra- 
cy; that is, it is governed8 by the rich. 
Unlike some other governments which 
might seem to be similar to the Repub- 
lic’s, the system does not run on bribery. 
It is not necessary for an individual to 
spend money to gain access to the system, 
itisonlynecessarytohavcit. Anyonewho 
has enough money automatically com- 
mands enough respect in Darokin to get 
what they want done. In short; if you can 
afford it, you don‘t have to buy it. 

This is not to say that the rich regularly 
run roughshod over the poor in Darokin. 
The wealthy citizens of t h i s  country real- 
ize that they need the “less well off (as 
the rich refer to them), as a source of 
labor and as a market for their products. 
So, while they are not specifically written 
into Darokin law, every citizen is afford- 



ed certain basic rights, no matter how rich 
or poor. When an individual member of 
the plutocracy abuses his or her power to 
the point where it could be bad for busi- 
ness. his or her fellows usually put a quick 
end to it. 

The ticket into the halls of power in 
Darokin, as said before, is money. The 
more money one has, the more pow1 ’ ’ 

available. Every five years, the eov 
ment undertakes what it calls “: 
Reckoning,” which is much like 

count money. Values are In all 
possessions of all reside including 

except instead of countin they 

be looked up by a n y  iough it is not 
considered polite to .re direc.’ inen 
a person’s worth. 

The final worth r< :d for eaLlr LU- 

zen is used for two t . One, it deter- 
mines their taxes foi Ll.c next five yea.. 
And second, it defines the extent 
which they can panicipat? in Darok 
government. 

level of Government I 
Total Worth 
(in daros) 

patioi 

under 15,000 
15,000 
25,000 
75,000 
150,000 
250,000 
1,000,000 
3,000,000 

Non-votink 
Voting Citizen 

Regional Appointee 
Outer Council 
National Appointee 
Inner Council 
Chancellor 

Local Office -4 

A Voting Citizen cannot hold office of 
any kind, but may vote for all offices in 
the town or city in which he lives, the 
members of the Outer Council that rep- 
resents his KeoKraphicd region, and the - _ .  
Chancellor, 

Local Offices include Mayor, Town, 
Villaee. or Citv Council. and a number of 
I 

adminisuative posts. 
There are 37 Regions in the Heartland 

of Darokin. (The Borderlands, governed 
in a different manner, are covered in 

depth in the next section.) Each Region 
elects a represenra ve to the Outer Coun- 
cil. Regional appo rments are made by 
that representativ , and are frequently 
honoraty in natur . Sometimes, though, 

+ea d signing public wo 
settlements, allocat 

ops for defense, and other impon 
tters. 
Vational Appointees fill such roles as 
ding trade delegations to other coun- 

tries, hearing judicial appeals, planning 
future expansion and development, and 
similar posts. 

These daro value requirements are only 
for elected and some appointed offices. 
Employees of the government, like sol- 
diers, clerks, town guardsmen. road 
builders. and the like, are taken from all 
levels of society. In fact, many of them-=- 
menial government jobs are held by 
--?rest members of the society. 

41so. the Outer Council (in the cas 
Cional appointments) or the In 
unci1 (in the case of National appn 

... ~ t s )  has the right tn appoint some 
who does not meet the daro va 
requirement with the approval of 
next higher authority (the Inner Council 
and the Chancellor, respectively). This is 
particularly common in the military, 
where generals and other high officers are 
selected based on their abilities, not t F *  

they involve hard 1. ork and planning (fir 

dth. 
I f  course, there are many weal 
rokinians that want nothing to do v 

since Darokin’s 

There are two typ s of government in 
Darokin, covering o d&erent types of 
land: the Heardan and the Borderlands. 
We’ll look at the H artland fitst. 

Heartland law co ers the vast majority 
of Darokin. The eartland is divided 
into 37 Regions d voting citizens in 
each region elect a representative to the 
Outer Council. A i ew Outer Council is 

T 
Off! 

cho 
Inn 
ple acNi 
operatio 

elected every eight years, and the outgo- 
ing council members prepare a list of can- 
didates for the electorate. These 
candidates meet the total worth require- 
ments, of course, and are usually politi- 
cally similar to the outgoing council 
members. This is not always the cue. 
however, as =me outgoing members 

iberately pick canhdates of radically 
&rent views so as to give the voters a 

e new Outer Council has been 
y elect from their ranks an - of six members. These peo- 

ke care of the day-to-day 
‘ country, while the 

embers of the Outer 
ice and ratification of 

and in fact all of 
e Chancellor. The 

serves for life. A 

L 

Lon Kaliimi, resigned io 
car reign due to failing 

bf Darokin’s other Chan- 
rl in office. 
cancy in the Chancellor’s 
he Inner Council prepares 

f candidates. There is no legal 
LOW many candidates may be on __ ballot. but in the history of Damkin, 

there have never been more than four. 
These candidates must be named within 
one month of the vacancy, and the elec- 
tion is held exactly two months later. A 
majority is not required for election and 
whoever gets the most votes wins. The 
current Chancellor, Corwyn Mauntea. 
beat two other candidates with 45 percent 
of the vote. 

Frequently, the new Chancellor is a 
former member of the Inner Council. If 
that is the case, the Outer Council selects 
a new person from their ranks to move up 
to the Inner Council, and the new Chan- 
cellor’s home region elects a new member 
of the Outer Council. 

Border law covers the Borderlands (see 



map, p. 11). a collection of small (an1 
sometimes not-so-small) holdings don] 
the borders of Darokin. Note that th( 
Borderlands do not follow the country’ 
border in an unbroken line for as soml 
Magistrates died without heirs, th 
Republic absorbed their lands into tht 
Heartland. In other cases, the Republi 
bought out the ruling Magistrate, paying 
cash for more direct control. This is true 
in the case of strategically important 
areas, including Athenos, Corunglain, 
the sites of mwt major military installa- 
tions, and the like. 

For those Borderlands that remain, 
they are divided into areas of varying sizes 
and are each rnn by a special class of 
hereditary ruler, the Magistrate of the 
Borders. A Magistrate is very much like a 
baron in a feudal system, except they are 
stiU answerable to the Inner Council and 
may not take as many liberties with the 
populace as feudal barons often do. In 
extreme cases, the Inner Council may 
confiscate lands from a Magistrate and 
either appoint a new Magistrate or simply 
ahsorh the territory into the Heartland. 

I‘his has never been done in the brief his 
;ory of Darokin, though the threat of i. 
ias been useful in bringing certain Mag- 
1strates under control. 

m€ ROJ€ Of DiplOMaCY. 
Darokin has acquired a reputation for 
experts diplomacy throughout thl 
Known World. Tbii should come as nc 
surprise when one considers the following 
facts: 

tion: As noted earlier, Darokin has com- 
mon borders with practically every nation 
in this part of the continent. It only has 
two ports (both of which are easily block- 
aded) and most of its overland trade 
routes are easily cut. What’s more. Daro- 
kin is a huge country which would be 
impossible to defend against a concerted 
invasion even if the standing army was 
three times its current size. 
* The dependence on foreign trade 
Darokin produces a wide variety o 
goods, and could sunrive a prolonged wa 
fairly well. But the key word here is “SUI 

* Darokin‘s tenuous geographical posi- 

”We try to avoicl rLau,ng wiLxL avIIIL 

the Borderlands, as do many of the 
houses. There are manv reasons for 
this policy, but the most obvious one is 
uncertainty. Within the Heartlands, 
you know what’s up and who you’re 
dealing with. Once you enter the one 
of the Borderlands, you start to run 
into complications. 

“Once, I recall. we drove a caravan 
for ten miles before a member of the 
local guard rode up and informed us 
that it was a toll road. None of our 
maps showed it as such, but the fellow 
insisted that we pay. His papers 
seemed to be in order, so we did as he 
requested. 

When we reached town, it only took 
a few minutes to confrm that he had 
been legitimate. The local ruler had 
imposed the tax only a few days before 
and we had no warning. In the end, it 
turned a fairly profitable event into a 



vive.” Darokini i  have grown accus- 
tomed to a fairly high standard of living, 
and they know a war would shatter that. 
* The national charact-: For lack of a 
better explanation, it is not in the coun- 
try’s national psyche to be warlike. They 
disdain armor and heavy weapons, and 
would much rather talk out a problem 
than fight over it. And iffighting is inevi- 
table, they prefer economic and social 
solutions over violence. This is not to say 
that Darokinians are pushovers, quite the 
contrary, they can be very stubborn. More 
often than not, however, they end up 
with whatever it was they wanted. They 
simply prefer finesse over force. 

As briefly mentioned before, the tradi- 
tion of Darokin diplomats began with 
Sasheme Vickcrs of Akesoli, who took it 
upon himself to mediate a dispute 
between Glanui and Atruaghin, prevent- 
ing an armed conflict that would have 
caught Akesoli in the middle. Many oth- 
er merchant houses soon started develop- 
ing or employing diplomats themselves, 
but there was much duplication of effort 

that post and, in fact, many overseers 
never visit Dlrokin again after taking on 
such an assignment. Additional staff are 
rotated throughout the DDC on five-year 
terms. The size of the staf f  depends on 
the situation: The mission in Specu- 
larum, for example, has 17 diplomats, 
plus a staff of derlrs and assistants total- 
ling over 100. 

Diplomats at foreign missions a 
charged with becoming experts on th 
country’s government, politics, socia 
and (especially) economy. Foreign m t  
sions are routinely consulted by home 
businesses and even the government, ask- 
ing them to predict that country’s reac- 
tion to a proposed change of policy or a 
planned business deal. Conversely, for- 
eign governments. businesses. and indi- 
viduals frequently contact the Darokin 
mission in their home country as the fm 
step in proposing a new ueaty or business 
operation. Each mission overseer is fully 
empowered to negotiate and sign treaties 
with the country to which he is assigned, 
though such ueaties must still be rasied 
by the Outer Council and approved by 



the Chancellor bc re they are leg 
Mission diplomats are dso supposed to 

keep a careful eye out for any sign of trou- 
ble between their assigned country and 
Darokin, and nip it in the bud. “Stop 
trouble before it starts” is one of the 
many sayings of the Darokin Diplomatic 
Corps, and it’s one they take setiody. 
Frequently, the DDC is even more concil- 
iatorv than usual when mediating a 

* The media! 1 c  
other countries whe 

iisputes between 
Darokin interests 

are involved. This also relies heavily on 
the mission’s ability to spot minor UOU- 
bles before they become large ones. As 
they have a much better feel for things 
“out in the field” than their counterparts 
working in the sheltered environment of 
the DDC compound back in Darokin do. 

mindr dispute, because they feel they& 
afford to give up more when the stakes 
are low. If a dispute is allowed to escalate, 
they feel, a negotiated settlement will be 
harder to reach. 

&he DDC at Wor 
-As told by Atwell Consortia, Dip- 

lomat Second Class, Ylaruam Mission. 
“Ylarum’s not the easiest mission in 

the world, certainly, but it seems we get 
more than our share of young diplomats 
on their fmt foreign rotation out here. I 
guess that’s because my overseer, 
Wilhon Page, is held in such high 
esteem in the Corps. I shouldn’t com- 
plain, 1 mean, the first-timers do come 
to us well-trained, but there are some 
things that can only be learned with 
experience. But, at any rate, I dgres. 

“The reason I bring it up at all is 
that the story I’m going to tell you is 
one I use all the time to illustrate some 
important points to those young ones. 
To sum it up, I’m talking about the 
necessity to pay attention to every 
detail and investigate any incident to 
see how it may impact us in Darokin. 
Often, by the time those connections 
come to light by themselves, it’s usu- 
d v  too late to take corrective action. 

ras, I believe, about 
seven years ago. This local merchant 
was having bandit trouble. You know, 
caravans attacked, shops burned. and 
even a warehouse robbed. The man 
was strictly local: no business contacts 
in Darokin and no contracts on file. 
Srrictly a local matter; none of our 
business, right? 

“Well, one of our young first-timers 
took an interest in the situation and 
did some digging. He found out some 
very interesting things. First, the ban- 
dit gang was concentrating on this one 
merchant. Second, the local authori- 
ties were taking their time tracking 
down the bandits. And third, this 
“strictly local” merchant was recently 
married to the daughter of a trader 
high up in the AI-Azrad house! So 
while he had no business dealings 
himself in Darokin, if he went under, 
AI-Azrad would end up supporting 
him. 

st what exax 
io ,ests” is ul: 

look at any given 
preferring to intq 
not rcallv involv 

course, hut DZW 

I 
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* Acting a~ mediators in bnsines dis- 
putes between Dmkinians. DDC mem- 
bers hquently serve as arbitrators when 
two Damkin businessmen disagree. Both 
parties must request the DDC mediator, 
and they both must agree in advance to 
abide by the mediator’s decision. The 
mediator is paid a fee based on the time 
spent hearing the cax, and each party pays 
half. 

While mapr cases are heard by diplo- 
mats who specialize in business arbiuation, 
many minor cass are heard by diplomats- 
in-uaining, students at the DDC com- 
pound in Darokin. The diplomats (even 
the students) do a very good job for the 
most part, and there are very few com- 
plaints. This m i c e  also helps to ease the 
load on Damkin’s judicial system, as DDC 
hearings take w e  ofmany ~ s e s  that would 
otherwise go to a civil trial. 

Do you bnive a nanb 
banGaiN? 
If you do, then we may have a valuable 
offer to make to you. Ever since the 
founding of the Republic, o w  nation 
has held its place in the world commu- 
nity by skillful diplomacy. As a mem- 
ber of the Darokin Diplomatic Corps, 
you’ll receive the uaining you need to 
pursue a career in the service of vow 
country. 

Every year, the DDC receives hun- 
dreds of applications from citizens of the 
Rcpublic--Dcotde iust like YOU! Onlv a 
f& are &&e; to‘attend ;he rigokus 
training schools which we maintain, 
however, and even fewer nun out to 
have the qualities we’re looking for in a 
diplomat. For those that enter into the 
Corps, however, a rewarding and excit- 
ing career is guaranteed. 

If you think that you have what it 
take to serve your &ion and its inter- 
est both at home and abroad, contact -’ recruiter at you local DDC oftice 

‘Y. 
W e  charge of your life, join the 

Darokin Diplomatic Corps! 

for another four 
ent e m  the title 

service are sent out 

kin or specialize in business arbiuation 
also draw 
time. 

bad or ineffective diplomats has been 
weeded out long before this point in the 
process. 

Every diplomat is reviewed at the end 
of each five-year assignment for possible 
promotion. The rank above Diplomat 
Second Class is simply Diplomat. Only 
10 percent of those that reach Second 
Class get promoted to Diplomat. And if 
someone continues to excel after reaching 
the rank of Diplomat, they may be given 
the highest rank possible in the DDC, 
Diplomat Supreme. This rank is fre- 
quently conferred upon Diplomats upon 
retirement or death as an honor; only a 
handful of active diplomats have earned 
the title. 

The DDC is an ofticial branch of the 
Darokin government, and as such is sup- 
ported by tax mney. They also keep the 
fees eamed in business 
profession of diplomat 
more honor than 
tion, but the m&bm 
no means paupers. 

Diplomats-In-Training receive free 
room, board, books, and oCcourse. avery 
valuable education, as well as the oppor- 
tunity to earn a fide “pub money” by 
doing menial chores. Counselors receive a 

each five years ofservice, even ifhe is nev- 
ed. Starting salary for a Diplo- 

mat Second Class is 2,500 daros a year, 
and Diplomats make a minimum of 
5,000 daros a year. There is no increase in 
pay for the few Diplomats Supreme, as 
they are walk alteady d n g  the high- 
est salaries in the Cnrps. 

we Itole of Guilbs - 
The Guilds ofDmkin, most notably the 
Merchant’s Guild, are a very powedul 
political forcc. There has never been a 
Chancellor or member of the Inner 
Council who was not a member of the 
Merchant’s Guild, and 96 percent of all 
the Outer Council members in history 
were also in the Merchant’s Guild. 

Despite this power, the guilds are not 
above the law. They have great influence 
in setting policy, but they abide by those 
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policies just like everyone The 
guilds, especially the Merchant’s Guild, 
realize that they need the cooperation of 
a contented populace to enjoy maximum 
prosperity. “Enlightened self-interest” is 
a key word in describing the guilds’ role 
in Darokin politics. 

The guilds wield much more blatant 
power in their manipulation of the Daro- 
kin economy and this will be discussed in 
greater detail later in the text. 

‘Caxes 
Taxes are not high in Darokin. But while 
the rates themselves are low, nearly every- 
thing is subject to taxation, and some 
monies get taxed twice or three times 
before the system is done with them. 

There are three types of taxes in Daro- 
kin: Income taxes, Total Worth taxes, and 
Sales taxes. 

Income taxes are very low and quite 
simple. Everyone pays five percent of his 
income each year. Those with incomes 
above 100,000 daros a year pay eight per- 
cent. 

The Total Worth tax is assessed only 
once every five years, shortly after each 
“Great Reckoning.” Anyone who 
increases his Total Worth from the pre- 
vious Reckoning owes a tax of five percent 
of the gain. If your Total Worth went 
down, you owe no tax, hut you cannot 
count losses in one five-year period 
against gains in another. As a result, busi- 
nessmen who go either boom or bust are 
penalized. Risky speculation is discour- 
aged, and steady growth encouraged. 
New residents of Darokin, and young 

people who have come of age since the 
last Great Reckoning, obviously have no 
previous Total Worth to measure against. 
In these cases, no tax is owed. This 
encourages people with a great deal of 
wealth to move to Darokin, and quite a 
few do. People who move out of the 
counuy just prior to a Great Reckoning to 
avoid paying taxes usually get away with 
it, but the Darokin tax clerks are very effi- 
cient and have long memories. If the tax 
dodger ever returns, or even does busi- 
ness with any Darokin company, the tax 
clerks will find out and get their money- 

1 5  

one way or another. 
The sales tax in Darokin is also low 

(only three percent) but it is levied on all 
sales. No types of merchandise are 
exempt, and no types of transactions are, 
either. Wholesale, retail, even barter is 
legally taxable (though the government 
admittedly has trouble collecting the 
sales tax on barter arrangements). 

Darokin has little trouble with tax 
cheats. Everyone realizes that tax me5 will 
stay low only if everyone pays up, so people 
who cheat tend to get turned in by their 
associates and bushes rivals. Also, remem- 
ber that the Darokin culture values the con- 
cept of ‘’& play” very highly and this 
extends to paying ma. For those that still 
don’t play by the rules, the tax clerks of the 
Republic have a number of methods of get- 
ting their due, including seizure of prop- 
erty, attaching wages and/or profits, and 
indenturing the cheat, if necessary. AU 
these measure5 require the approval of a 
Regional Court (or higher authority). ?g, 
problems involving the very rich are often 
handled direcdy by the Outer Council of 
the Republic. 



One thing the Darokin government 
does not charge is tad& of any kind. 
Importers of foreign goods do not have to 
pay any sort of duty, and exporters are 
likewise free of tariffs. 

- 

W e  Militam 

ldien at Work 
-As told by Ragnar Stonefacc the 
unger, dwadtrader 
“I was headed back to Rockhome on 
D Darokin Road with four wagons 
led with all sorts of goods. It had 
en a great trip so far-got a good 
ce for my gems and metals, and 
tde some good connections in the 
‘ne uade, too. 
“Well, anyway, we’re about 10 
les west of Seleruca, and it’s past 
sk and well into night. Some of us 
nted to push on and stop in town (I 
mit a fondness for warm beds and 
), but others wanted to make camp. 
IW. I’m not the type to give orders 
It no one wants to obey, so I let the 
cussion go on for a hit before I 
tide. 
“Just then, a Darokin soldier rides 
, He cut a pretty good figure on that 

none, carrying a pike straight up like a 
lance. He had a thin sword at his belt, 
-d wore light leather m o r  with a tin 

ztplate. Y’know, I never can get 
: to the way they equip their war- 
IS. I mean, give me a heavy axe and 
D security of dwamen plate, any day! 
“Anyway, this fellow’s s t i l l  got an 
of authority about him, so we listen 

I 

“He tells us that a band of ora have 
pped out of their lands just to the 
rth and were looking to make a little 
Iuble. He says we should double- 
ne it to Selenica and that a division 
men were in the vicinity hunting for 
D orcs. If didn’t feel like pushing on 
town, he offered to send a few ova  
exua guards. 
“I’ve fought my share of ora  in my 
ne, so I grabbed my helm and my 
: from the back of my wagon, tof 

_.... .. . .. __ . -.. ._ .. . - 
selves (but thanked him for the kind 
offer), and got ready to quicken it up 

town. 
“Weget about amiledowntheroad 

when we hear the orcs’ war cry up 
ahead and to the left. I know they’re 
not after us-too far ahead-but I’m 
not going to pass up a chance to crack a 
few orc heads, so I leave half the 
guards with the wagons, and the rest 
of us gallop on ahead. 

nearly stop dead in my tracks. It 
couldn’t have been more than two 
minutes since we heard their war cry, 
and there‘s only a handful of ‘em left. 
Just by looking around, it was pretty 
easy to tell what had happened: The 
Darokinians had met the orc charge 
with a line of those pikemen while 
their cavalry fanned out to flank them I 
on both sides and keep them bottled 
up. Those fancy pikes opened up that 
orcish armor like it was paper. 

“Once the orc line broke, the rest 
was easy. Remember those thin little 
swords I was telling you about? The 1 
ones that didn’t look l i e  they could 
cut through a stiff breeze? Well, in the 
uained hands of one of those soldiers, 
it was an impressive sight. An orc 
would charge, and a soldier would par- 
ry, parry, dodge, parry again, giving 
ground all the while, until the orc 
grew tired, or frustrated, or both, and 
made a mistake. Then the soldier 
would fiaish it in one thrust-usually 
to the duoat. 

“The outnumbered Darokinians 
only suffered minor losses, mostly 
inflicted by the occ archers who got 
ridden down by the cavalry early in the 
fight, though, so they didn’t make 
much of a difference. 

“It was as impressive a display as 
I’ve ever seen, outside our own dwar- 
ven armies, of course. Most people 
think those Darokinians are all man- 
ners and fancy talk and that makes 
them weak, hut I tell you, they’re 

“We come around a bend, and I ’ 

I 

There are approximately 25,000 fq 
men in the Darokin army, divided L 
legions. Each legion c o n h s  from I ) to 
1,200 men, and includes 50 to 200 units 

est poun Metal !  
If you long for action and adventure, 
there’s only one career choice that’s 
right for you: The Legions of Darokin. 

Reknowned throughout the world 
for their skill and valor, the Legions of 
Darokin are always looking for new 
men. Whether you crave the excite- 

:nt of life in the Infantry or the fast 
ced charge of the Cavalry, we have a 

To find out more about the anion 
and adventure that awaits you in the 
uniform of a kgionaire, stop by the 
recruiter’s office at  your local Town 

The following information is indudec 
allow use of the Darokin army with the 
D&D” War Machine system for resolving 
mass combat. This system is fully detailed 
in the D&D Companion edition. 

Headquarters: Darokin 
I LEGION 
1,091 Excellent troops 
MV 6, BR 182 

I11 LEGION 
1,160Fairtroops 
MV4.BR73 
IV LEGION 
1.160 Fair troops 
MV 4 ,  BR 73 
V LEGION 



XXI LEGION 
667 Below Average uoops 
MV 4, BR 44 
XXII LEGION 
667 Below Average troops 
MV4.BR44 

SeaOndAuv 
“Orc Smashers” 

667 Below Avenge Troop 
M V  4, BR 44 

“Shield of Darokin” 
Headquarters: Fort Fletchet 

PouIthArmy 

Headquarters: Selenica 
VI1 LEGION 
1,160 Fair uoops 
MV4.BRl3 

X LEGION 

XXV LEGION 
661 Below Average 
MV4.BR44 
XXVI LEGION 
667 Below Average Troo 
MV 4, BR 44 

“The Great Stone 
JII LEGIOi’ Headqumers: Corunglain . ,̂ 7. . 

I1 LEGION 
1,091 Excellent troops 
MV 6, BR 182 

XIII LEGION 
1.160 Fair troops 
MV 4, BR 73 
XIV LEGION 
1,160 Fair troops 
MV4.BR73 
X V  LEGION 
1,160 Fair troops 
MV 4, BR 73 
XVI LEGION 
1,160 Fair troops 
MV4.BR73 
XXVII LEGION 

XVIII I.!..”,”. 
1,160Fairua 
MV 4, BR 73 
XXVIII LEGION 

it is slightly shorter (10‘ instead of 12‘) so 
that it can be used more easily from 
horseback. The archers use either long- 
bows or shoh bows, depending on the sit- 
uation. The foot soldiers use the 12‘ pike. 
All soldiers also carry a sword that has 
become known as the “Darokin rapier.” 
Treat the rapier as a normal sword (costs 

daros, 60 encumbrance), except it 
ld8-1 damage. In the hands of a 

tramed Darokin soldier, the rapier is + 2 
to hit and also - 2 to the soldier’s AC in 
melee, baause ofhis parrying abilities. A 
“trained” soldier is one that has spent at 
least one full y in the Darokin military. 

leather armwusually with a metal 
breastplate of J h e  kind (treat this armor 
as AC 6). T h k l a t  soldiers also carry a 
light buckler-type shield strapped to one 
arm (lowering their AC to 5 ) ,  but the 

hers and cavalry do not. 
Most officers of Captain rank or higher 
ve magical equipment, either armor, 
apons, or both. Below that rank, magi- 

cal equipment is uncommon. Some 
legions have magic-users in their ranks, 
hut they are ir.mino!iry. Most magic- 
users, and all encs, thieves, and other 
specialists t h 4  may be required from 
time to time, are hired (or, in an emer- 
gency, conscripted) on a case-by-case 

E- 

All Darokrsold 

basis. 
ldiers are uained pr imdy  in the r ons and tactics appropriate to their 

,,,,ignment, of course, but they also 
receive enough cross-training that, in an 
emergency, any soldier could fill any of 
the three basic roles. 

Each legion of the Darokin a m y  is 
commanded by a Legionate. Under him, 
q& legion has one Captain for every 100 
troops. Some Captains command groups 
of just one type of soldier, while others 
command mixed groups. Each Captain 
has ten Sereeants under hirn. each 

667 Below Avenge Troop 
MV4,BR44 

667 Below Average u s 
XXM LEGION 

MV4.BR44 
XXX LEGION 
667 Below Average troops 
MV4-BP.44 

4 
The cavalry soldicrs iue armed with a 

pike much like the foot soldiers’. except 

17 

responsible f; ten men. 
The 30 legions of the Darokin Army 

are grouped into five “armies:’ each 
commanded by an officer called a “Nov- 
ash.” Above the Novashi is the single 
supreme commander of the Darokin 
armed forces, called simply the “Com- 
mander.” The Commander answers 

k 



directly to the Chancellor. The Com- 
mander and the Novashi. of course, all 
have large staffs of advisors and assistants. 
These staff members carry the rank of 
either Legionate or Captain, but they are 
considered to hold less “status” than 
“real” army officers of similar rank. 

Darokin has only a small navy, sina it 
does not have a large mastline or a gre - 
deal ofterritOriaJ water m protect. Ten0 

patrols, but they fall under the j 
of each cities’ loal guard. Shine 
navies of the Five Shires. Iere 
Mintorbad and Karameikos 
as they =OR their coud 
through Dmkinian waterg 

and Athenos both have their own B 
2 

.“.I. I 

nd evf 

hipping 

lUr t  sys- . . .  

Jubiciaxy - 
Under Heartland law. 
tem concerns itself pdrr 
matters, leaving civil di 
uators of the Darokin 
Almost all trials are h a  
(important cases and hi@ 
somefimes heard by a 
There is no such thing ’y 

Darokin, and the notion o@ 
peers” is scotred at. *‘The feIl 
are other thines,” a Darokin 

Criminal defendants do 
. . ~  Darokin court presumed innmd 

are they presumed &ty. Darol 
instructs judges to take no ~SNT 

about a case into the courtroom; whid 
ever side presents the stronger case wins. 

Accused criminals may hire advocates to 
speak for them in court, but this is often 
seen as a bad sign, almost an admission of 
guilt, by many judges. The more directly a 
person conducts his or her own defense, the 
better it looks. Every court keeps lisa of 
available advocates to serve as prosecutors. 
These advocates are paid by the govern- 
ment for their time. Crime victims, if there 
are any around, often help the advocate in 
prosrmtion of the case. 

Any town or city large enough to need a 
judge has one. Smaller towns and villages 
are handled by traveling judges who visit 
on a regular schedule. Many larger cities, of 
course, have more than one judges. Local 
judges usuaUy handle only minor cases, 

. 

, robberies, burgla- 
ries, small-time con es, etc. 

More serious CI‘ es, such as major 
thefts (greater than 2,000 duos), rape, 
murder, or assault resulting in serious 
injuries, are banded T by a Regional 

such as simple 

of 
J =  

:re i5<o7im?t&7the nul 
i a region may have; it d 

a y  on how many are neet 
-~.=.>oal Coun: will also hear an 
$--n a local court. 

‘ 

)efendants on the Regional level also 
e the right to appeal directly to ti- 
er Council. Only defendants m; 

..rrmeal; the prosecution has no suc.. 
option. Appeals are dangerous things, 
however. On an appeal, the defendant is 
presumed guilty, since that is what tt 
lower court determined; the defend= 
must prove otherwise. What’s more, tt 
stakes on an appeal are much higher, an 
a defendant who appeals a minor convi, 
tion may find himself in serious trouh 
for taking up valuable court time. 

Most penalties in Darokin law invoh 
fines and/or imprisonment. The deat 
penalty is used for major crimes involvin 
bodily harm. Sxne judges occasi ’ 
come up with more inventive p 

but that is 
If the fniL c.y..y.ly greati 

than he can pay, the criminal becomi 
indentured, that is, private propert 
Indentured criminals are usually awarde 

indentured must 

to brokers, who buy them at a discount 
and put them to work in local industries. 
These brokers house and feed the inden- 
t u r d  and make sure thev 90 to work. 
and their employers pay &e rbroker. The 
broker is then required to pay off the 
indentured‘s fme at a set pace. Brokers 
can make a lot of money, but many busi- 
---s won’t hirc indentureds, and the 

:IS are often looked down on by oth- 
,men. Crime victims who are 
dentured criminals are free to 

‘ 

npmy responsi 
“Adered co-defendants 

ny’s assets are seize 
the proceeds going to the government. 

Darokin c o w  will hear non-crim 
cases (civil lawsuits), but only as a 
resort. Both parties are encouraged 

Judges rarely enjoy hearing non-cri 
cases, and unless one side is dearly 

comes out ahead. Appeals are 
course, but one of the few 



PUNiSbM€Nt 
The typical sentences under Darokin 
Heartland law for many common 
crimes are as follows: 

Disturbing The Peace: 50 daros 
fine. 

Public Intoxication: 50 daros fine. 
Simple Assault: 100 daros fine. 
Petty Theft (under 50 daros value): 

100 daros fine. 
Non-Payment Of Debt: Debtor is 

indentured for the amount of the 
debt. 

Theft By Deception: 1,000 to 
10,ooO daro fine (depending on sever- 
ity of case). 

Serious Assault (resulting in broken 
bones or other serious injury): 5,000 
daros fine and/or up to three years in 
Prison. 

Serious Theft (under 2,000 daros in 
values): 5,000 duos fine. 

Armed Robbery/Mugging: Up to 
10,000 daros fine and/or up to three 
years in prison. 

Major Assault (resulting in multiple 
serious injuries): 20,000 daros fine 
and/or up to five years in jail. 

Major Theft (over 2,000 daros val- 
ue): 15,000 daros fine. 

Attempted Murder: 50,000 daros 
fine. 

Rape: Death. 
Murder: Death. 
Causing A Death: 50,000 daror 

Escape By a Prisoner or an Inden- 
fine, and/or up to ten years in jail. 

tured Death. 

Most of the crime categories above are 
Af-explanatory. “Causing A Death” is a 
charge levied when a person’s negligence 

causes a death, or in other circumstances 
when a murder charge is not appropriate. 

Darokin jails are nos particularly pleas- 
ant places, though most able-bodied 
prisoners do survive their terms. Prisoners 
are fed and clothed. a d  are put to hard 
work in isolated part6 of the counuy, 
clearing rough grounil, buildlng roads 
and bridges, and otha difficult manual 
labor. 

Note that many of the so-called ”vic- 
timless” crimes are nog against the law in 
Darokin, including: pdostitution, narcot- 
ics, and gambling. $?rooked gambling 
games, however, fall linder the category 
of “Theft By Deception,” while narcotics 
sellers have been held responsible for the 
overdose deaths and the dmg-induced 
actions of their custqmers. So, people 
wishing to promote such activities for a 
profit still should be very careful. 

Local GOV€RbM€Nt - 
Under Heartland law, 1.11 villages, t o m ,  
and cities in Darokin have the same sys- 
tem of government. E$ town is divided 
into six districts of equp population, and 
each of those disuicts ylects a representa- 
tive to that town’s council. In addition, a 
mayor is elected by allithe voting citizens 
of the town. 

Town officials are  elected every six 
years, and the list of :prospective candi- 
dates is prepared by @e outgoing coun- 
cil. Council members lare allowed to run 
for re-election, but thE mayor is not. The 
outgoing council also: selects the candi- 
dates for mayor. %eke are no runoffs; 
whoever gets the most votes wins. 

The Town Council +ides the day-to- 
day business of its toa(n, with the Mayor 
serving as a tie-breakqg vote. The Mayor 
may also veto anythii~ the Town Council 
decides, but that vetocan be overturned 
by a five-vote majority of the six-member 
Council. The Mayor also represents the 
city in matters before +e Outer and Inner 
councils, as well as sewing as a ceremoni- 
al representative at business openings, 
school functions, etc. i 

Each local govemqent is given a por- 
tion of the national tdx money each year 
with which to mn things. Cities are 

allowed to levy additional taxes for them- 
selves, but only with the approval of the 
Inner Council. Each city is responsible for 
its own local guard, its courts, mainte- 
nance crews, garbage collectors. and 
whatever other services they deem neces- 
sary. Local governments may also pass 
their own criminal laws, making activities 
legal elsewhere in Darokin (like gam- 
bling, for example) illegal there. 

People who live in the open counuy 
between towns have no access to city sew 

In the Borderlands, of course, local 
government consists of absolute rule by 
the Magistme of the area. Each Border 
Magisuate is pretty much free to rule as 
he wishes, within the limits described 
previously. 

what their parents teach them, 
ing more. Sages and scholars are 

There are several universities in D 
kin, offering intensive study in advanc 
subjects, such as economics, history, 
logic, philosophy, and other liberal am. 
These universities are quite expensive, 
but do on occasion offer scholarships t 



ECONOW 
Darokin’s economy is the envy of most 
other nations of the Known World. Prices 
are reasonable, no one lacks for work, and 
the people have a standard of living 
unparalleled in the world. It is important 
to remember that this is not the prcduct 
of a fortunate location, since Darokin is 
essentially the land no one else wanted. 
Neither is it some temporary, short liver 
phenomenon as Darokinians hani 
enjoyed this healthy economy fa 
ades. 

First and foremost among ’ ‘%ason 
for this seeming inconsistenc i e  fac 
+at Darokin’s is a uadi $ cLYnomy. 
Manufacturing, agricul-and services 

ond, the constant te ptbtion to increase 
profits by cutting exp nses (wait an extra 
year before buying new wagons, hire 
fewer guards for cam , and so on) is an 
invitation to disaster. The truly wealthy 
can ride out a run-of t badluck but most 
dome, nerchants don’t have anv 
i shion. so the smallest r - 
‘Iunes are often fatal. 

There are several types of domestii 
j in Darokin, but the defining lines 
en them are often hard to distin- 

pisn. The most common is the one whr 
Iwns and operates a single shop, usual11 
specializing in one type of merchandise, 
and sells his goods directly to individual 

’ 

at aprofit to the other merchants. Dealer 
tend to make more money than the firs 
three types of merchants, but they hav, 
much higherexpenses. too, in the way o 
caravan wagons, horses, guards, and the 
like. 

Probably fewer than half of Darokin’ 
.lomestic traders fit one of the above fou 

ries exclusively. Many merchant 
th Dealers and Keepers, using thei 

Dealer ----ections to get a lower price 01 

goods sell in their shops. Man> 
also moved into Baveler 

territory to find new NS- 
.r 

treete 
tamers and 5. 

all have their place, but i C  the buyers, 
sellers, distributors, b r a ,  and mer- 

consumers. This type of merchant is 
called a “Keepei,” short for shoDkeeoer. 

~ ~ ~ e i ~ ~  cmw 
hams of Daro % . Though domestii 

Foreign traders the elite of the mer- 

outnumb* them by more thar 
four to one, fore& traders as a ErOUl 

- I  

chants who make it a l la#pen.  Trade, 
both within the country and with other 
lands, is the lifeblood of Darokin. 

Keepers are obe of the mainstays nf *he 
Darokin middle class, though the 
cuccessful Keepers make enough .. 
unone the nation’s elite. The richest 

Merchants who join the domestic tradi 
business enter the most crowded seg 
of the Darokin economy The dor 
trade is also the tradltion-arung point 
for aspiring merchants an early all of 

here. 
The word “domestic” s i r u ~  eana 

that the goods involved are bothqught 
and sold entirely within Darokin, 
importer may bring merchandise in fr 
a foreign land, and then, once it is II. 
Darokin, sell it to a “domestic” trader. 
The advantages of domestic trading are 
obvious: no foreign travel; no dealing 
with foreign governments, traders, or 
cultures; and since the period of time 
between the purchase and the sale of 
goods is short, a merchant’s money turns 
over much more quickly. 

Of course, domestic trading has its 
drawbacks, as well. Its many advantages 
make it a very popular field, and compe- 
tition is fierce. This competition means 
lower prices for the consumers, but also 
lower profits for the merchants. These 
lower profits, m turn, mean two things. 
First, while many domestic merchants 
Take a comfortable living, it is very hard 
3 become fabulously wealthy, and sec- 

the great traders of Darokin ll ’ ir Star 

$ 

L 

(eepgrs usually have very large shops, 

;rent cities). 
Merchants who sell out of carts or gc 

ioor-to-door are called “Streeters.” 
Streeters often sell inferior merchandise 
at lower prices, and they are often 
umored to deal in stolen goods. This is 
IO doubt sometimes true, but mas1 
Streeters simply don’t make enough 
money to own or even rent their own 
hops. 

Another type of merchant similar to 

make more than E.lf @n as m& a: 
md usually more thaq one (often in dif. 

idmirs 

roreign t 

. !%sons in Damkin CUI. 

g is simply defmed. Ii 
.ither the b F o r  the seller in a uan~ac 
ion i c  a busmess or person from anothei 

y, it counts as foreign uade. Some 
.both the buyer and the seller arc 
Ither lands, and the Darokin mer- 
involved is &ply a middleman 

Most foreign tnd& are “Porters,” 2 
name derived from both “import“ anc 
“export.” The terminology of the foreigc 
uade business uses this conuaction quitc 
a bit: to bring foreign goods to Darokin i! 
to “port in”; to send native goods over. 
seas is to “port out”. 

Incidentally, these two expression! 
have worked their way into many differ. 
ent levels of Darokin society, with a widt 
vadety of applications. Farmers brag oi 
”porting in” a huge crop while children 
are asked to “port out” the day’s gar. 
bage. One wealthy merchant was heard 
to toast at his daughter’s wedding that hc 

+treeters hut much more highly resj----- 
IS the “Traveler.” Travelers operate 
from the m&d ies of ~ + j i V , - ~  

from village to v d R  age, o en on a regular 
goods to out-,$ 
d of a Traveler is 

tpvG;too, is foreign d e .  

in large 
u n ~  from . 

felt he “not so much porting Out a 
daughter. asporting in a son.’’ ‘!.he lovers 

. . .  . . .  $ ... < . * % : ’ i  . / . . .  . . . . . .  , ,~ . . . . . . .  !:.. . 2 0  , .  . ~. : . ,  , ’. 
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ECONOMY 

of language everywhere are understand- 
ably dismayed. 

There is one last type of Darokin mer- 
chant to dw&, a fairly uncommon form 
of foreign d e r  known as a “Tweener.” 
Tweeners conduct trade between two dif- 
ferent foreign countries (hence the 
name), not setting foot on Darokin soil 
for y e w  at a time. Tweeners make a 
decent amount of money, but they are 
often social misfits, merchants who prefer 
foreign lands because they couldn’t get 
along in Darokin society. Tweeners do pay 
Darokin taxes, however, because they 
would be subject to the usually much 
higher tax rates of the countries they work 
in without proof of taxes paid back home. 

ZnaW-Relateb 
INbustnies 
If commerce is Darokin’s number one 
industry, then commerce support is a 
close second. There are nearly as many 
people employed in these so-called 
“Background” businesses in Darokin as 

1 

I 

I the merchant business itself. 
There are hundreds of types of Back- 

ground businesses, but most of them can 
be put in one of three categories: storage, 
transportation, and security. 

Every city and town in Darokin has a 
warehouse disuict. Some are small, while 
others-notably those in Darokin and 
Athenos-are mind-bogglingly vast. 
Every merchant who gathers goods from 
many sources to fa a caravan needs a 
warehouse to store the goods until it is 
time to leave. Warehouses are even more 
important for those who port in goods in 
large quantities, to sell them off in small 
portions once they’re in the country. 
Some of the larger merchant houses own 
their own warehouses. but that is rare. 
The need for warehouse space is usually 
too varied to accurately predict, and most 
houses prefer leaving the work to special- 
ists in the field. 

Transportation is probably the biggest 
of the Background industries, because it 
encompasses so many businesses. Every- 
thing from wagonmakers to shipbuilders 
to porters (hued load carriers, not to be 

mfused with Porters) to horse ten 
ddlemakers thrive in Darokin, 
)the merchant business. In fact, 

arge. 

le minds of most of Darokin’s 
Security is a very large considerati 

ire less expensive, free-lance guards 
n individual basis, while the la 
owes usually mnuact with a s 
xnpany to supply all 
articular trip. Other type 
usinesses that do well 
iclude warehouse guards, 
nd uapsmiths. 

d I 
. ~. - 

... . . .. .. . ... . I 1 1  



ECONOW 

Q e  CanavaN 
If any one thing deiines Darokin in the 
minds of the other countries of the 
Known World, it is the merchant cara- 
van. Many citizens also consider the c a m  
van a sort of national symbol, and a 
particularly impressive one will still bring 
crowds out to the road, just to watch it g 
by. 

The caravan is the only proven e" .' 
method of moving large amounts 
chandise over long distan--- -'.,cLw 
powerful magic spells will ak :he jot 

:r but are not very cost-effecti 
are caravans the mainstay o the domestic 
Dealers, but most Porte--lso use them 
on their travels to foreis lunuies. 

A caravan can be nea my length or 
sue, but most domest :s average 2 
to 30 wagons. Each M is drawn t 
two or four animals. d I some 
wagons with very heav .s requ 
In any caravan, two 01 e wagons ai 
used to carry ahe carai 3wn supplii 
(food, weapons, tent: king equil 
ment, spare parts, the 3 payroll, tk 
merchant's papers, anc 3n long1 
trips, there may be as x wagor 
just carrying supplies. 

While most caravans op in tk  
same manner, each merchant q' ' 
own distinctive style when it cd 
some of the details of day-to-day 
tion. Some merchants, for example, o 
fit a special wagon as a private apartmer 
and sleep in it while on the road. Others 
pitch a tent like the rest of the crew, and 
still others will insist on stopping for the 
night at a favorite inn along the way, even 
though there may be enough light for 
more travel. Some merchants paint their 
wagons in bright colors and decorate their 
horses' livery with rhinestones, feathers 
and such, believing that it impresses cus- 
tomers, especially foreigners. Other mer- 
chants, are deliberately as plain as 
possible, uying not to attract attention. 

Given good weather and decent roads, 
a caravan d l  usudy make 25 to 30 d e s  
a day. Of course, there are a number of 
factors that will affect a caravan's prog- 
ress: the caravan's length, the condition 
of the horses (or whatever animal is doing 

e'"' 
On 

7 

the work), the weather, uaffic on the 
road, and numerous other unpredictable 
happenings along the way. When plan- 
ning for a trip. most merchants count on 
needing a day's supplies for every 20 
miles traveled. For a more detailed look 
at overland travel in le 
Player's Book in this C 

Each wagon or cart in a caravan mu! 
carry an easily-seen identifying mark th; 
indicates which merchant or merchant 
house owns the cugo. This is the law in 

okin, and it applies to Darokin mer- 
it caravans in other countries, as well. 

inese marks vary from simple designs 
roughly painted on the side of each wag- 
-- -- elaborately carved crests, painted i- 

t colors and covered in gold leaf, 

Aside from the governmer .., ". 
merchant houses and guilds Le mo! 
powerful institutions in D a  Som 
critics (though they are rare) claim tha 
the merchant houses arethe government 
but d 
the h, 
deal of power over the economy of Darc 
kin, and that in turn affects the govern 
ment and all the people. as well. 

A merchant house is a large tradin 
company, usually dominated and named 

a single family. It was the largest 
iant houses that met in 9: 
:d the cuuent system of f 

s not exactly true. It is tm 
:s and the guilds exercise i - 

to distributing and direct sales. 
Most merchant houses have a 

tory and a great deal of pride in 

nine richest and, therefore, 

r 

rn riouse: The Corun familv has 

varo- for over-700 ye&. It wu a &run 
who founded Corunglain (originally 
"Corun's Glen"), and the C o r n  led the 
effort to rebuild the city after orcs 
destroyed it in the Sixth Century. Today, 
Corun house is the fourth richest in Daro- 
kin, a fortune built almost entirely on 
domestic trading. &run house is quite 
active in Darokin politics as evidenced by 
the fact that the third Chancellor of 
Darokin, Vardon Kalimi, was a membcr 
of &run house and his widow, Natalie 
Kalimi, is the current leader of Corun 
house. 

Fnnifh House: Franich house 
tive newcomer to the top rank of 
society, having been founded 
years ago. h r o  Franich, son 

I 
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founder. has almost single-handedly built 
F~anich house. which was once a modest 
domestic house WU hundreds of othets, 
into the eighth h p t  house in Darokin. 
Franich has done this without specializing 
in any one market or type of husiaess. Rath- 
er, there seems to be nothing that Franich 
house doesn’t have at least a small piece of. 
As befits their wide-angle approach to busi- 
ness, Franich house is based in the capital 
city of Damkin. 

’ 

IIallonica House: Hallonica house has 
dominated business in Selenica and eastem 
Damkin for as long as anyone can remem- 
ber, and they continue to prosper despite 
the arrival of AI-Azrad. Hallonica’s 
response to Al-Azrad, in fan, is a textbook 
example of the Darokin a p p r d  to husi- 
ness. Rather than getting into a protracted 
and expensive trade war with the new- 
comets, Hallonica house instead negotiated 
aereements with A I - A d  that comple- 

BalaNce of powen 
an excerpt from the transaipt of a 
meeting between Mendel Callister, 
head of Toney House, and AINIO 
Fdch, master of F d c h  House. 
Callista: So that is my offer, Mister 
Franich. I believe that you will find it 
to be quite satisfactory, shall we do 
business? 
Franich: I will say this for you. Cal- 
lister: you are a shrewd man. But tell 
me that you do not think that we at 
Franich House are fools do you? 
Callister: Fools? Not at all! I have 
the utmost respect for you and you 
various enterprises. 
Pranich: Is that so? 
Callister: It is indeed. Many is the 
time that I have insuucted my own 
staff to follow the example set by your 
employees. ‘Look to Franich House,’ I 
have said, ‘for they are clearly the most 
clever of the great houses and should 
not be taken lightly! ’ 
Franich: Ifthat is so, friend Mendel. 
then why do you present me with an 
offer whic Dunter to n 1 best 

L 

m e n d  each other’s strengths; HaJlonica 
house, with the he of AI-Azrad, has 
moved up to the thir richest house in the 
counq. Rypien onica was the fifth 
Chancellor of Dar ’ , from 975 until his 
death in 988. Rypie ’s son, B e r n ,  now 

Linton House: nton house is an 
exception among D okin trading houses 
in that they do a gre deal of business on 
the seas of the Kno n World. Based in 
the port uty of A enos, Linton house 
owns a substantial fl t of cargo ships and 
works with the mer ants of Ierendi and 
Minrothad very heav 1 y. Linton house has 
parlayed this a h  exclusive hold on 
Darokin sea uading ’ to a position as the 
second richest tra ing house in the 
nation. Linton hous is not as politically 

N~X the business. .i 
active as some of 1 he other so-called 

interests? If I were to reduce the 
amount of trade which I do with the 
Artuaghin Clans you would have a vir- 
tual monopoly on it. The small profit 
which I would make from your pitiful 
attempts at a bargain are next to noth- 
ing. If I were to agree to this proposal, 
I would certainly be setting a very poor 
for those young merchants at your 
House who look to me so often for 
instruction, wouldn’t I?  
Calker: I am sorry that you feel that 
way, my friend. However, you really 
have no choice but to agree to my terms. 
Franich: What do you mean! How 
dare you come here so assured of your 
position! What magical power do you 
claim to hold over Franich House? 
CalIister: ‘Magical power?’ Oh, my 
friend, no ‘magical power.’ But if you 
will examine these documents which I 
have brought with me, you will find 
that every one of the warehouses which 
you make use of in Akorros is owned, 
either directly or indirectly, by Toney 
House. Over the past few months, we 
have kept a careful track of all your 
stock and shall 

Mauntea House: Merchant housa will 
come and go, but there will aIways be a 
Mauntea house. To a great extent, the 
Maunm arc Damkin; four of the first six 
Chancellos of &e Republic were Maunteas, 
indudingthecurrentone.cOrwynMaun- 
tea. Mauntea house is hy Eu the richest 
house in the country and, for over 200 years, 
has remained the standard hy which &my 
other merchant house is judged. Mauntea 
house is basd in Darddn, ofEourse, and 
conhues to lead by example. Mauntea 
house w a  the &t to use Damkin Diplo- 
matic Corps students as arbimts,  thus 
staning d m  aadirion, and was the fint to 
indude elm, dwarves, and halflings in the 
busjness, not just as employees, but as full 
aadingpaItnes.11Yeywexethefimmshape 
profits fiom individd caravans with the 
employees who wae most responsible for its 
success. All ofthese “reforms’ 
throughout Darokin Lminess 

we say, ‘it arities?’ It may be tha 
we are mistaken, but I do not think so. 
Franich: You think yourself very 
clever, don’t you? I see your papers 
and I tell you that they are correct- 
but they fall far short of proof! You 
could never convince a court or arbitra- 
tor that these were not products of 
your imagination! 
Callister: I quite agree, sir. There is no 
way that I would introduce these d m -  
menrs as evidence a COUN of law. Still, 
my investigations have shown me that 
you have managed to acquire a great 
deal of money which might otherwise 
have gone to the coffers of Mauntea 
House. I think that they would be more 
than interested in the information 
which I could present them with. Don’t 
you agree, Mister Franich? 
Franich: Bah! You are not worthy to 
stand with the Great Houses of Daro- 
kin! 
Callister: I’m very sorry that you feel 
that way, Mister Franich. Now, if you 
will sign here., , 
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Pennydown House: Pennydown house 
is based in Darokin as well, and it is a 
house famous for its domestic trade. Pen- 
nydown house has a large number of 
Travelers and Keepers, and they do just 
enough porting to keep their shops sup- 
plied at the lowest possible cost. Penny- 
down house owns nearly 100 shops across 
Darokin, and employs over 200 --*- 
Travelers. As the largest single retail 
the country, they’ve built a busine 

Pennydown house was fnun 
after the Great Merger 
headed by Elissa Pen1 
granddaughter of the foi 

now ranks as the f f i  richest &&G; in 

s currently 
vn. great- 

Toney House: Toney 1 
est of the “Great Hot 
but this is a slight thou 
would love to endure. 
Toney house has made 
best in Darokin) on a CI 
shipping, foreign trad, 
Atruaghin, and domes 

Amsorak. Toney house 7 agricultural region j 

for a long time, though f 
is not recognized as one 
history, the way Maun 
houses have been. The 
Toney house, Mendel C--... 
on seeing the house receive m 
from its peers. 

Umbarth House: Umbarth house IS 
somewhat isolated due to its location in 
Akesoli, but the fact remains that it is the 
sixth richest house in Darokin. Umbarth 
house does a great deal of foreign uade 
with Glantri and Ethene ,  and they also 
do business (through their “second 
home” in Darokin) with nearly every oth- 
er nation in the Known World. Umbarth 
house also does a tremendous amount of 
business with Afieim, probably because 
of the large number of high-ranking elves 
in the house hierarchy. The current head 
of Umbarth house, Greenleaf Vickers, is 
a direct descendant of Sasheme Vickers, 
the fmt great diplomat of Darokin. It is 
interesting to note that he also has some 
elvish ancestry and shares some of their 
graceful physical features. 

The guilds of Daroliin, with the sup- 
port of the merchants. wield tremendous 
control over their respective crafts and 
industries. Nearly eve@ skilled occupa- 
tion in Darokin, so d y  that a list would 
be nearly impossible to make, has a cor- 

q i ld !  WRlgaads d---- 
of apprenticeship, apI 

1c ,,lications of apprentices wishii., 
lduate to their own shops, set prices. 
:gotiate contracts with sup 

great power are pressured 
chant houses to 
“Enlightened self-interest” 
major guiding principle in 

:he single most powerful guild is, of 
ca rse, the Merchant’s Guild. The Mer- 

iant’s Guild Hall in Darokin is the larg- 
t building in the entire nation, 
cluding the Capitol building just up 
le street (the Guild Hall is described in 
:tail in the section on the city of Daro- 
n, later in this book). The Merchant’s 
uild serves as a meeting place for the 
lrious merchant houses to meet and 
:gotiate business deals, as well as pro- 
ding a single voice with which the mer- 
iants can influence the government of 
le Republic. The Merchant’s Guild also 
:em considerable influence over the 
her guilds of the country An unfavor- 
)le reputation in the halls of the Mer- 
iant’s Guild, or even-he..,- 
Nrhid-a Guild boycott or emh: 

~ __ estroy or cripple a 
in tter of weeks. 

Natunal Resc/u~cces - 
Darokin is not a land t$at has been bless- 
ed to a great extent bb nature. Uearly, 
Darokin’s greatest nanpral resoure is its 
people-their ingenuiqy, their talent for 
business, and their h#d work. But the 
Republic is not a barren wasteland, 
either, and there are m y  features of the 
land that Darokin’s dtjzens have learned 
to use to maximum ec+omic advantage. 

Darokin has a striong agricultural 
industry. With the exception of the cities 
of Athenos and Tenobq, all of Darokin is 
able to feed itself w i a  what it can pro- 
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duce I d y .  The Streel Plain, at the very 
center of the country, has land so good 
that large surpluses are ported out every 
year. 

The open expvujes of choice growing 
soil on the Streel Plain h v e  made agticul- 
ture in the area big business. Many 
farmers have banded together in large 

-h;-es, arrangements in which 
retain ownership of their land, 

.. -a-:e to follow the directio 
With large 

ds of square miles in 
r maximum &ciency, 

t (and each individual 
ie profits) has contin- 

oon products ported 
out of the SUI lin combines are corn, 

, flour, s, peas, dried meats, 
ieese. other crops are pro- 

are either consumed 
tally or nearby domestic mar- 
ts. The re= r this is simple practi- 
lity, as ma &able goods, like 

rresh meat or would spoil before it 
could he uan .d to distant markets. 

The hills beast Darokin are also 
rich in agri but the cmps ate not 

fruits and vegetables from 
bin th ibines. It iswidely accepted, 

W-arL flu~h more flavorful than 
&grown in the plains. So even 

gh prices wad to be higher because 
le limited supply, the local fanners 

have no trouble selling their surplus. 
There is a strong fishing industry on 

the shores of Lake Amsorak, and some 
fishermen also make a living in 
Malpheggi Bay and on the Streel River. 
The fish are usually w e d  or pickled, 
then ported out. 

Southern Darokin also has a strong 
timber industry. The Canolbarth Forest 
extends beyond Abeirn almost to the 
Five Shires, and its supply of excellent 
wood is practically unlimited. 

The Cruth and Altan Tepes Mountains 
are home for a s d  but important min- 

ndusuy. Although the technology 
for deep mining is dot very advanced, 
there are some extensive mineral deposits 
that can st i l l  be gleaned from just below 

nroduceA x i  ~~- -..iggering volumes they 



shouldget alltheglory i Srokin’s  econ- 
omy, the manufacturers tsmen, and 
artisans of the Repubh $xf o COTT--~- ’  
their share of the monetary benefi 

Most “heavy” industry centers vLI LI. 
rivers of Darokin, primarily the Streel, fc 

mon on the Stre 
wheat-producing co 
mills, weavers and 

River to cut the 
into boards and posts, and 
leftovers into parchment. 

Many more industries thrive 
kin’s many small shops, far away 
rivers and large factories. Wagonwq 
and cart makers prosper all over the co 
try, as do leathemorkers, furniture 
makers, smiths, tailors, cobblers, tinkers, 
potters, bakers, candlemakers, fletchers, 
and all other manners of independent 
craftsmen. The highly developed distri- 
bution system provided by Darokin’s 
merchants means that a craftsman can do 
what he wants (usually this means what 
he‘s good at) and, if no market exists for 
his products where he lives, another mer- 
chant will take them to a location where 
one does. 

Magic-users and alchemists do not 
make up a large segment of the Darokin 
economy, but their contribution is none- 
theless important. Most magical products 
made in Darokin are traded domestically, 
because there is rarely any  excess to port 
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the surface. Current mining activity pro- 
duces good quantities of copper, iron, 
tin, zinc, silver, gold, and the occasional 
gemstone. Also, there are extensive soft 
coal deposits in the hills just northwest of 
the Malpheggi Swamp, although the 
Magisuates in these Borderland areas are 
not sure what to do with them at this 
time. 

out. The market for imported magic is 
particularly good right now. The raw 
materials of magic (like monsters, 
alchemical compounds, and ancient 
tomes or artifacts) are also in great 
demand in Dcokin. “Where there is 
-*-+ &- I.- *- ““y, 

by their own assen, and many of Daro- 
kin’s most prestigious merchants can get 
aclocinalmost any amount based simply 
on their reputation. When using a doc to 
pay a debt, the letter is signed over to the 
payee, and bothparties mustsignthelet- 
ter and affii a peaonal seal as well. Forg 
ing a cenifed letter of credit, or the 

ired to transfer one, is 
ered “theft by deception,” and 

the highest penalty per- 

Trading is well and g are a d e r r e d  many times 
ever presented for pay. industrialists like to say, 
ng party, so they become factories and craftsmen, 
r money-though: the nothing to trade. This is ous that a gold coin cannot be the only a 

while it seems unfair medium of exchange. majority of >kin citizens will never 
This is not to say that money is out of own one, 

er of credit is the basis style in Darokin. Far from it! For small 
Payments (under 500 dares or So) 2nd of all finance in Dirokin. Gold daros can 
everyday use, the coins of Darokin are the be stolen; many pople _I &, their 
preferred method of payment. over to a credit e in exchange for 

The Republic of Darokin mints foL safe, theft-proof of a slighdy lmer 
coins: the gold daro, the electrum hd. “due. essenct ; 

dao,  the silver rentrid, and the copPC like a checking at t at a bank. Other 
pasem. The relationship between thes people receive c]p llom a house 
coins is the same as in the D&D@ Bas, based on a pro&e to deposit a mu& 
Set: two half-daros equal one daro, an, higher 
ten tentrids equal one daro; ten passem specifics b 
equal one tentrid, 50 passems equal on iarterms 

.al on ative fi 

.n economy of amazing1 1 num- 
,, where goods are often bought by 
ton and where caravans can stretc 
e than a mile in length, it seems obv 

INbUStrSp 

The ceni 

oan. As the cre- . .- 

For large, auL..s of money, uuiumen 
called a “cloc,” or “certified letter c 
credit,” is standard. Only institution 
authorized by the Darokin governmen 

ocs and the governmer ’ ’- 

of them than anyon :. 
The larger merchanrhuses, and quite a 
few of the guilds ma also issue them. In 

been formed in the1 capital whose sole 
purpose is to issue ,ced ied  letters of 
credit. These institutions are called credit 
houses, and are still lpoked at suspicious- 
ly by some of the old-line merchant 
houses. 

When a doc is issued, the issuer is 
promising to pay whaever holds the letter 
the amount spedfied. There are many 
ways to get a cloc, hduding paying for 
one in cash (the pFice is usually the 
amount of the letteri plus five percent). 
Merchant houses oft& issue docs backed 

addition, several bus 9 neses have recently 

I merchants,’the sharpest in the Known 
World at such things, continue to mull 
over the possible uses a certified letter of 

t can he put to, more interesting 
arrangements are sure to foll, 

,, , , 



Although Darokin is primarily made up 
of humans. they have made ample room 
for most types of non-humans to make 
significant contributions to nearly & 
aspects of society. This is done for th, 
same reason Darokinians do anything- 
they see the potential for profit in it. 
Most merchant houses welcome non- 

humantradenasparmers.Whilemm . . 
only with the countries of their race 0 

I 

humans are a 

of Damkids population,l 

Elves 
be ignored by a responsii 

It should come as no SI 
the non-humans in Dawn* 
more elves than any other typ 

surrounded by Darokin. Of cou 
the elf homeland of Alfhein. 

of the elves who live in the area pre - 
forests of Alfheim to Darokin, but t h 8  
are still many elves getting along p s i  

fine, and even prospering, in the cities, 
towns, and villages of the Republic. 

Oddly enough, the one part of Daro- 
kin life that elves seem to have no taste 
fork the constant buying and selling of 
the merchant. Given elves’ long lifes- 
pans, love for nature. and carefree atti- 
tude about material possessions, their 
disinterest in acquiring vast wealth is 
understandable. And there are some 
notable exceptions in the Darokin mer- 
chant community, elves who do quite 
well and are formidable negotiators. 

On the other hand, elm seem m make 
wonderful diplomats. The Darokin Diplo- 
matic Corps acccps elven applicants almost 
automatid& though the number of elves 
in theDDCis nor at high as they would like. 
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The only caution the Cop must take is not 
to assign elves to diplomatic situations where 
the parties they deal with may be prejudiced 
against the elven m e .  

For the past few hundred years, Damkin 
md Alfheim have en’Ted exdent rela- 
tions. 1 a d  ?At o?&b frieJchh 

ernments has been the - ion ot personal friendships between the uu 
tens of the two states. often, friendship: 
yolve into romances and marriages b e e n  
:Ives and humans are becoming more and 
nore &quem in the area around Aheim 
Uthough children are not as common tc 
ach couples as they are to those who maq 
within their race, they are still a fairly fre- 
quent mrrence.  

The children of elf/human marriages 
end to favor one of their parents rather tbm 
iecoming a fusion of the two races. Still, it i! 
~ o d y  dear that the individual has mixec 
ilood for he wiu have physical feames oi 
m b  races. Thus, a child who favors h i  
iuman parent will be, for game DU-. i 

iormal human hut may have 

d 

Fan elf. The reverse is true ( 
avor their elven parent. 

anves - 
Dwarves tend to keep to themselvta 
Qeek each other’s business and company. 

Many merchant houses employ dwarve 
o accompany caravm to and from Rock- 
lome, as translators and liaisons between 
he human merchants and their dwarven 

Lers. Dwarves seem to have a I 

own small neighborhod, apart from th& 
other races. Humans and othm are a l w a ~  
welcome in these ‘‘dwadtowns,’’ but it ai: 
dear the visitors do not belong. Dwarv~es 
also tend to shun the larger cities (unlesp‘ 
business quires their presence), prderring 
to live in the smaller towns and villages, 
+y those in the hills and mountains. 

I r Hm as they call themselves, 
.L.y common in Damkin because 

:em tp prefer to live in their own 

eet, in fact, wa 
on the Five Shires, like Athenos, Hin 
meet, and Mar. 
ounded by Hin a trading post so tha 
Iarokin caravans mould not have to ente 
he Five Shires 

gs in positions o There are no 

towns, espe. ,, 

.” 

oncs - 
hou considered to be mon- 

..%e citizen of Darokin 
e normally attacked on sight, thi 
has found itselfwith a very few at 
who are of mixed human and ori 
Just as those of mixed human anc 

)p- elvish stock tend to favor one of their par- 

. IS bj 

severely deformed. Children who take 
after their human parent may fmd a place 
in society. As a rule, they are employed as 
manual laborers (many are indentured), 
and are at the very bottom of the Darokin 
social ladder. They are not trusted, con- 
stantly watched when in public, and gen- 
erally abused by anyone who thinks they 
can get away with it. It’s not a particularly 
fulfiiling life, true, but given the history 
of Darokin’s relationship with the orcisb 
race, the humans’ reaction is, perhaps, 
understandable. 



The Republic of Darokin has a remark- 
ably open society. In fact. one might even 
be tempted to call it “enlightened.” 
especially in relation to the more conserv- 
ative attitudes of some of its neighbors. 

Perhaps the most obvious reason for 
such a liberal culture is simply that the 
leaders of Darokin are secure enough in 
their wealth and Dower to tolerate a l i d  

I 4.. 
dissent. 

Another reason for the genera 

4 tenment of the populace is that 
not want for basic commcdi*;a 
quoted tenet of the Darokin 
is simply that “The greatest 
revolution is a well-fed PO 
most of the Darokin p e o h  
with their lives and in I 
lution. Even the so-call 
of society do not gn 
because even for them, 
potential for rapid a 
quick wealth. 
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Class CoNscic - 
There are four acknowldd  
es in Darokin which are b 
thing else here, on wealth 

The elite class is the sm 
most powedul. Immediate 
bers of the largest trading hc.- 
industry owners, top governmy 
cials, and a few of the richest Borde 
istrates are succcssful enough to be 
class. 

The gold class is much larger than the 
elite, but still wields a considerable 
amount of power. Landowners, traders in 
more modest merchant houses, high- 
level diplomats, Guildmasters, and most 
Border Magistrates are in this class. 

The silver class is perhaps the largest of 
the four classes. It consists of shop own- 
ers, craftsmen, most diplomats or other 
government officials, scholars, army offi- 
cers, and most Travelers. 

The copper class is the lowest in Daro- 
kin society and is comprised of laborers, 
soldiers, some Streeters, vagrants, beg- 
gars, and criminals. Indentureds are also 
considered part of this class, no matter 
their social standing before their sentenc- 
ing. 

3 
4 

These class distinc have their gray Displays  of W a l t 0  
Members of Darokin society mu 

tled by consensus. o;ement between 
classes is fairly to accomplish in 

hnrn to a copper- 

fine line when it comes to persona 
wealth. On the one hand, power and sta 
NS comes from wealth, so it’s impom - d to that most people be able to tell fair], 
readily just how rich you arc. On the 0th 
-1 hand, garish displays of wealth fo 

businessman, osten 

a 

ome of the principle 

or Its 
Town Cou~~l?-YorU know his 
background-agreed, he’s made some 
improvements, but 
the copper, you 

beautiful weather. 

l 
is a life of silver.” 

I 

.e from the fin 

their personal counters to check the fig 
ures agreed to, giving each other one las 
shot at the upper hand. It is not unhearc 
of for counterSto cost five to ten thousanc 
daros, and sometimes more. And in what 
perhaps is the grcatest example of one- 
upmanship, the very top of Darokin’! 
elite merchants frequently use simple 
unornamented tombas. Their statemen 
by using such a counter is, “I’m so rid 
and powerful I don’t need to show it.” 

When it comes to personal items, 
expensive is all right, but flashy isn’t. 
Darokin’s elite haw fashion tastes that 
run to rich fabrics, bright colors and cus- 
tom tailoring. Jewelry is unadorned gold 



DanokiN Society 

or someumes mithnl, and IX there’s a gem 
at all, it’s a single flawless one, not too 
big. 

Another accepted way for Darokinians 
to display their wealth is through 
employees and servants. Unlike material 
possessions, a retinue can almost never be 
too big; money paid to servants is circu- 
lated through the economy, to everyone’s 
benefit. A typical retinue accompanying 
a wealthy merchant on a Darokin street 
will include two carriage drivers (or horse 
tenders if a carriage is not taken), two to 
four guards, an assistant (for carrying 
papers), two to four porters (in case the 
merchant makes any impulse purchases 
in the market), plus whoever else the 
merchant feels may be necessary. 

It is important to note, also, that this is 
just the traveling retinue. Guests at a rich 
man’s home in Darokin will find a huge 
number of servants catering to every 
employer’s and guest’s whim. At the 
homes of the top of the elite class, the ser- 
vants regularly outnumber the guests at 

uons, the Uarolun Uaauon ot an annual 
Masked Ball deserves, some mention. 
Nearly every city, town, and village in the 
Republic has a Masked Ball, and it is usu- 
ally held in the spring. In smaller towns, 
the Ball is held in a private home, but in 
the larger cities, only large public build- 
ings could possibly hold the crowds. 

The Masked Ball is one night’s excep- 
tion to the Darokin attitude of restraint 
thatpervadestherestoftheyear. Excessis 
encouraged here. and some of the most 
outrageous costumes, gaudiest jewelty, 
and dazzling fashions are on display. 
Masks are to be worn at all times, so (in 
theory) no one knows who anyone else is. 
Anyone who can afford a ticket may 
attend. Ticket prices vary with the size of 
the ball, and range from 500 to 5,000 
daros each. Any profit the ball makes is 
turned over to a charitable organizauon 
designated beforehand. 

Cnanitp 
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With the exception of each city’s annual 
Masked Ball, there is not a great deal of 

charitable acuv~ty m uaroh. uarolu- 
nians put a great deal of mock in the value 
of self-reliance, and charity is perceived 
by the majority to take that self-reliance 
away. Even the poor themselves are often 
reluctant to take charity, because they, 
too, believe k the possibility of sudden 
wealth that Darokin’s suong economy 
provides. To accept charitable help is, in 
their minds, to give up on that dream. 

This is not to say that the people of 
Darokin are callous to those in need. In 
the case of natural disasters (fues, f l d s ,  
storms, etc.) and the truly needy 
(orphans, cripples, the chronically ill), 
there are several private organizations 
that try to help. These private charities 
are set up by wealthy philanthropists who 
wish to do more with their fortunes than 
just pass it on to their heirs. Many church- 
es also do charity work as part of their 
continuing activities. 

The government of the Republic does 
not spend any tax money toward these 
charitable causes, but many government 
leaders, because of their wealth and 
prominence in the community, also lead 
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private &om in their free time. 

RGliGiON 
Darokin is a land of diversiry. Its history is 
one of many different peoples and races 
coming to the “Land of Leftovers” from 
many different realms. Even today, Daro- 
kin traders go throughout the Know 
World, and merchants from all across 

incredible miring of ~ l t u ~ a l .  
has led to a great tolerance .JA 
diversity in Darokin. As a r 
every religion known to i n t ~  - _ _ _  
the Known World is prac I Daro- 
kin. 
Thus there is obviou state” reli- 

gion in Darokin. Relij ~ eference is 
an intensely personal ct and busi- 
ness associates may T together for 
yean without knowing ier 

Pe( 
others’ choice of religi i do the rel. 
gions themselves. The no rivalrie: 
crusades, or holy wars eligior 
in Darokin. 

Of course, some relil more di! 
creet in their practices ers, espt 
dally those that follow evil aeities. Whil 
some lawful evil religions (the charming 
non-violent ones) operate in pujJ:- 
darker, more violent ones remain1 
ground. As long as their activities 
too blatant, the authorities tend L- ___ 

Known World visit the Republir 2 

gion. And just as indiv 

the other way. v 

make a comfortable living in Darokin cre- 
ating small magical: ”gadgets,” house- 
hold and personal objects that are useful 
in a novel way. Typical gadgets include 
shoes and belts that and unbuckle true is anyone’s 
themselves on + a ~ o - ~ ~ a n d ,  firestar- 

some 
towe 

nunored, in remote 
‘ 

and hearths, mixin{ 
gredients themselves, Is ARMS aNb ARMOR - 

PA Like most peoples of the Known Work 
and so on. Mote powerful magi. _I__ 

tend to he more ambitious, creating 
mighty items, researching strong new 
spells, and making their services available 
to the general public and businesses of 
Darokin for a fee. 

The merchants of Darokin make grea 
use of wizards, but only witbin certaii 
unwritten guidelines. For example, it 1 

common for magic-users to ride wiu 
large uading caravans. lending magicn 
support to the guards’ efforts, helpin 
with repairs, forecasting and changin 
the weather, and anything else that ma 
he required. Magic-users are also exten 
sively used to check the authenticity a 
rare items and to guard against illusion2 
charms, and other magical influences. 

The use of magic to unfairly influenc 
a business negotiation is, according tl 
Darokin law, “theft by deception.” It i 
very difficult to prove. however, and usu 
ally breaks down in court as one wizard’ 
word against another’s. Most merchant 
depend instead on the power of their OWI 
wizard’s defensive spells to protect them 
nr -4 as the social stigma involve-’ lC 

iecomes widelv believed that 
MaGic 
Magic plays a small part in the d d y  lives 
of nearly all Darokin residents. The 
Magic-User’s Guild is one of the most 
powerful in the country, and they do a 
great deal of business both inside and 
outside Darokin. Typical transactions 
include porting out magic items made in 
the country, and porting in spell compo- 
nents, rare anifacts, and magical crea- 

res for research and experimentation. 
Darokinians have a healthy respect for 

c and magic-users, as well as a 
e faxination for magical items. 
such work is beneath most power- 

ful mages, many low-level magic-users 

ticu~ar m c d w  b w e n f  .I....c 
his business (whe !! cr or not it is proven). 

r everyone in Darokin society wea. 
d is at least familiar with the 
rinians consider themselvc 
d and less violent than othei 

ay not be m e .  but t h e  
weapons tend to h 

nall dagger and maybe 
nr I-* -wd. Many c 

is carry n 
safety of th 
ig  to the] 

ize skill. an 
ate and scal 
I the RepuE 
Vhen peopl 

(only private guard? 
h e n .  and courier 

t IS padded leather with 
te. The legs, arms, and 

y unprotected. Out in th 
course, more complet 

culnes even chain mail) is th 

pL ..,torid developments brough 
ate of affairs into being. The firs 

-le pike, which the armies of Dara 
kin were the fnst to master (and, in fact 
me of the few armies to even conside 
usingthem). Linesof pikemen, in battle, 
are extremely effective against slow- 
moving, heavily-armored men. Lightl 
armored for quick changes of positioi 
and formation, Darokin pikemen cm 
outflank and outfight nearly any armj 
mounted or not, in heavier armor. 

The second development that endet 
heavy armor in Darokin was the longbow 
another Darokin m y  favorite eschewei 
by other countries. While it cannot b 
fired effectively from horsebark, disci 
plined formations of longbowmen ca~ 
wreak havoc in many other combat situa 
tions. 

The last development was the evolu- 



tion of the Darokin national ch 
toward finesse and negotiation over 
and brute strength. Darokin d 
learned early on that rows of 
armored fighters look more host 
lightly-armored ones, and th 
nents are more open-minded and re 
tive to a negotiated setdem 
faced with the latter. 

The result of all this is a lightly-arme 
and lightly-armored society, adept at 
fighting style that stresses skill, sty1 
Datience. Drecision, and endurance-&< 

arokin nearlv 1.000 Pears aeo. Darokin 

&ne sort i f  qualities encouraged in othe 
facets of Darokin life. 

Visitors to Darokin usually catch on 
quickly. People walking the streets of a 
city or town in heavy m o r ,  or carrying 
heavy weapons, are met with great cau- 
tion and suspicion. Most citizens will give 
such a person a wide berth, and be on 
constant guard. An entire group of 
heavily-armed adventurers would 
undoubtedly draw the attention of the 
town guard, and could be detained for 
questioning. 

Cal€NbaR 
Because Darokin carries on so much busi- 
ness with so many other countries, most 
people are familiar with all the common 
names for the 12 months of the year, and 
are more than happy to quote dates based 
on the calendar of whomever they hap- 
pen to be dealing with. Inside Darokin, 
most people use the names of the days 
and months of the Thyatian calendar, 
which siiould come as no surprise since it 
is the most common one in use. Impor- 
tant dates in Darokin are: 

1 Nuwmont: New Year’s Day. All busi- 
nesses are supposed to be closed on this 
holiday, and most traders are more than 
willing to comply, given the hectic activi- 
ty of the past few weeks (see below). 
23 Vatermont: Chancellor’s Day, cele- 

brating the b d d a y  of the first Chancel- 
lor of Darokin, Charles Mauntea. This is a 
holiday for many workers, but most busi- 
nesses remain open. 

1 Thaumont: Income taxes are due on 
the previous year’s income. It is also the 

autumn. 

begins. 
6 Eumont: Harvest1 Day. All citizens, 

no matter their statioQ. dress as farmerr 
for the day and ceIe9te the hamest- 

this day off if they cad. 

even in the largest citi 
remain open, but 

Reckoning, the 
28 Ekmont: In 

working agreements ith suppliers, cus. 
tomers, and other bus ness partners. 

28 Kaldmont: In th years of the Great 
Reckoning, faxes on increases in total 
worth are due on this J ate. 

I 

In addition, 

“Slow down, Phoenix!” 
It was no use. The little fellow was racing 

along at his hest speed and there was no 
way I could keep up with him. Sure, in a 
sprint on open ground a dwarf isn’t vely 
fast, but when it comes to the hustle and 
bustle of a city street they can’t be beat. I 
called aftcr him again, wondering at the 
pace he was setting. 

“Hurry up, Treya! Today’s the First of 
Hralin and the sun is almost down!” 

With that, he shot inside a gate which 
was being closed across the street. I realised 
now that we were on the outskirts of Daro- 
kin’s Dwarftown. I had no idea what was so 
important about sunset, but I was deter- 
mined not to lose track of Phoenix so I 
threw myself through the gate just before 
it was locked into place. 

With a sudden shock, I stumbled to a 
halt. The street was clogged with dwarves, 
as you might expect, but they didn’t 
move. All around me were tables set with 
food and drink. Dwarves in fine clothing 
sat there, as if in the midst of a great party, 
but they didn’t make a single motion. I 
had never seen anything like it. 

I caught up with Phoenix, who was 
standing dead still next to a keg of ale. Hc 
held a large tankard in his hand, but it was 
empty and unmoving. 

Before I could speak to ask him what was 
going on, a dozen thunder claps split the 
night air. I looked up and saw that the eve- 
ning sky was filled with fxeworks. Phoenix 
slapped my hack, almost knocking me 
down, and let out with a howl which was 
joined by everyone in the area. 

The entire street exploded into activity. 1 Everywhere. dwarves fought for access to 
the lavish tables, mugs were being filled 
and drained rapidly, and singing fdled the 
air. The sudden rush of sound was almost 
too much for me and I looked back at 
Phoenix for an explanation. 

“Happy New Year. Treya! Last one to the 
kee is orcsDawn!” I 

Nearly every religion in Darokin has its 
holidays, too. As long as the requests do 
not become excessive, most employcc: 
are given religious holidays off wirhou 
question. The non-human races also have 
their own holidays, which are usually 
observed in their own neighborhoods. 



Darokin is a country that NnS on busi- 
ness, and business requires places for 
merchants to meet, convenient areas for 
goods to be warehoused, secure places to 
hold large quantities of money. In other 
words, cities. No other country in the 
Known World is as urban as Darokin. 
despite its large agricultural industry. A 
few people prefer the life of solitude ani’ 
freedom the wilderness provides w 

in the country out of economic g 
The rest live in the villages, --* 
cities of the Republic. 

betical listing of the m; 
DarokinandgivestheL 
tion of their most intere 

Akesoli 

others (farmers and ranchers, most‘ * w 

The next few pages -*n& 

c 

1 

f 

Akesoli is the wemernr 
kin, and an important I 
points farther west a n h  
soli is the smallest of 
Cities” of Darokin, wi 
just over 17,000. 

Amsorak, Akesoli is, fi~ 
major commerce cent€,. 
the lands to the west of Da 
through Akesoli, so the city L .. 
by piers, docks, and warehouses7 
a h  a large shipbuilding, refittinb,. 
repair industry here because of the c% 
stant lake d i c  between Akesoli ane 
Akorros. 

Akesoli does not produce a large num- 
ber of goods itself, acting instead as a 
gathering point for other areas’ products. 
But the city does have a few home indus- 
tries, most notably shipbuilding, rope 
making, and fuhing. 

The shipbuilders of Akesoli do not 
build large, ocean-going vessels, leaving 
that market to their compatriots in 
Athenos and Tenobar. Akesoli ship- 
builders focus their efforts on small to 
medium-sized fuhing and cargo-carrying 
sbips for the waters of Lake Amsorak. 
These ships tend to be sleek and fast, 
designed to OUtNn lake s t o m  rather 
than ride them out. Their narrow beam 

’:, ,educes the amount of cargo an individ- 

4! 
Located on the westsr‘ 

* ,  

5 
1 

ual ship can carry, U U ~ ,  but the ips are 
relatively inexpensive and cheap o oper- 
ate (typically needin a mew of o ly four 
or so), so shipping dts stay 

known Rope and bearing dued$yaftsmen the ty seal of l o i o u g h -  , e d i  ~ is 
out the KnGn- orZ-EFecial : 

of Ierendi and Minrotl - 
IS t e only product Akesoli ports < 
xher countries. 

Akesoli must port in grain and orner 
basic food products. The Sind Desert, 
which stretches for hundreds of miles, lies 
iust a few miles from the city and the land 
along the Amsorak shore is not much bet- 
ter than desert sands for growing. Fortu- 
nately, lake fishing is good, and Akesoli 
has a surplus of dried, cured, and pickled 
fish to trade for food. 

Akesoli politics is dominated by the 
Jmbarth trading house, one of the 
”Great Nine” trading houses of Darokin. 
The Mayor and four of the six City Coun- 
:ilmen are traders in Umbartb house 
The City Guard in Akesoli is a little more 
wary than in other cities, for several rea. 
ions. For one, Akesoli’s position as i 
“border town” leaves it more open to for. 
eign invasion, bandit raids, and the like 
Also, there is a significant monster prob- 
.em in Akesoli. Hungry beasts frequently 
come out of the desert, from the depths 
of Lake Amsorak, or from the lands of the 
4truaghin Clans, intent on dining on 
some of Akesoli’s citizenry. For these rea- 

+”- rhr City Guard is larger than irr 
I cities, and much more disci. 
plined toa&ouldMt cth guarc 
lightly as they are e icient bad- 
tempered, and have no sense of umor 
whatsoever. What’s dore, there are no 
“minor” laws in the e es of the ard, so 
adventurers and travel IS should e care- 
till. :”- 
Akonnos 

of Darokin. a 

, 

The economic forces it drive 
are quite similv to those in 

house district, and ported out across 
lake to Akesoli for uavel furrher 

- ‘ in or elsewhere. 
re is more to Akorros, with ‘ 

Akorros does not : the bandit 
monster problemr Akesoli does 

RepuMic, this one operates on two I 

)idring and trap disarming, as 
‘advisors” on matters of security. 

illegal side, of coutse, are the ua 
activities of burglary. mugging, 
tion, and protection. 

The Akorros Thieves’ Guild, like ’ 
brothers throughout Darokin, has be 

At first, the govement all0 
Guild to continue for several 

place and under a car&l-eye. Second 
the Guild promised to police itself, hunt 
ing down “renegade” thieves on its own 
and forbidding the more violent crimes 

I 



Lastly, the Guild is not too greedy and, 
since the guilds pay taxes on their pro- 
ceeds, most city governments figure they 
would lose more to thieves if there were 
no Guild than they do now. 

In Akorros, however, things have got- 
ten out of hand. Through payoffs, intim- 
idation, and even assassination, the 
Akorros Thieves’ Guild has risen to such a 
level of power that nothing of conse- 
quence happens in Akorros without the 
Guilds’ approval. The Toney merchant 
house is a member of the “Great Nine” 
houses, but it is number nine. Just ten 
years ago, Toney was the 6th-largest 
house, and their losses to the Thieves’ 
Guild are the main reasons for their 
decline. The national government in 
Darokin is just beginning to realize how 
serious the situation is here, but they rec- 
ognize that rooting out the Thieves’ 
Guild will not be an easy task. 

ANSiMONt 
Ansimont is a town of grain silos and 
heavy indusuy situated on the banks of 
the Sueel River. some 75 miles upriver of 
Darokin. Ansimont is good-sized, with a 
population of some 12,000, which revels 
in its reputation as a “copper town,” an 
expression referring to the high number 
of laborers and other lower-class people 
living there. “Sure, we’re a coppei 
town,” many residents will tell a visitor. 
“Just means we’re not afraid of a little 
hard work.” 

And the people of Ansimont do wort 
hard. often from sunup to sundown 
Ansimont is a major mill town, porting ir 
grain from the rich fields surrounding the 
town for miles, grinding the grains intc 
various meals and flours, sacking the 
flour, and putting it on barges headed fol 
Darokin and points farther downriver. Ir 
addition to the grain mills, there are sev 
eral huge textile mills, as well as the larg 
est single forge in all of Damkin. The 
Ansimont Forge puts the power of the 
Sueel River to good use, converting metal 
ores into rdined ingots of astounding 
purity for easy dmibution to weapon 
makers, smiths, and other craftsmen. 

Ansimont is located in the middle of 

the safest pan of Darokin. It’s been years 
since the Town Guard has had to deal 
with a monster more fierce than a mad 
dog. The people of Ansimont are a hard- 
working, bard-drinking lot, however, 
and street fights and tavern brawls keep 
the guard busy enough. 

Unlike most other towns in Darokin, 
the people of Ansimont have little 
respect for and more than a little fear of 
magic-users. More than once, the guard 
has had to rescue an indiscreet wizard 
from an angry mob. Traveling magic- 
users stopping in Ansimont are encour- 
aged to exercise grekt caution before 
practicing their an in public. 

attacked the city in force, looting 
town and massacring most of its 
tion. The attack took place in 
and the ora decided to stay in Ar 
over the winter, living off the city’s 
and those inhabitants they did not 
the initial attack. 

through their available 
quickly. Initially a coalitio 



Cities a ~ b  Corns 

left fled back to the Broken Lands long 
before the relief m y  arrived. When the 
humans got there, A 
picked-over ruin, devo 

surro 
o 

River. The rest 7 

what were once busy ci 
animals scavenge' foi 
insects, and each other.8 

There is life in Ardel 

cellars of the once-pro1 
ideal lairs for all sorts I 
insect swarms, giant scd 
to skeletons, mumd 
undead, as weU as va.rio 
molds, and puddings. 

gent and otherwise. 4 

A s m a l l  number of ini 

for leather work, especially hand-tooled 6 

in +e Republic, Athenos is 
btedly the mom interesting city in 

tho wunfry. 'Chis is m e  for a number of 
reasons. Primarily, it is because Athenod 
is not a city full ofelltes. While m y  rich 
and powerful metchants do business 
here, there is a large copper-dsss work 
force that gmies thc city a more earthy, 

arctwodciq feel. Another interesting 

Athenos with a multi-ahnic 
a doaen diffecent languages 
,In the taverns, the smell of 
k dozen different cuisines 

qg housesto mix on the 
Dg of exotic spices, and 

sbes, and garbs greet 
d friends. It's a great 
lork. 
wus place to live and 

IIS that am from cargo L '  ~ o u ~ t r i e ~  all around 

Prs ionduct business 
laccording to many 
tourtesy andsfair play. 
b e n  d a g  with for- 
pwewr. This is not to 
rndss go out of their 
rfoosignen, but (as the 

=-it) certain Eac- 
Ly the ki t ing uad- 

thinkingabout it: and 
also call Arde4hia h o a  
marauding orcs has been 
Ardelphia as a base for @crahm~ts must-bahave the 
south, and it is believed that -@oftwoor sa n order to remain compeoiuve. 
cache of treasure and supplies , dwwccasional burned ware- 
in the ruins. Several bands hijack& ship, forged letter of 
bandits also make their bo :e&, d e n  pupem, M kidn0pping has 
ruins. as well as various drifters been known to happen in Athenos.. This 
carved out a survivable niche here. k u m  sort of thine dmn't.,hanDen veN often. 

, and even then they prey 
elderly, the young, and the 
Armstead Villa e Count$ 

A 

ent y announced a I 

Despite the obvious hazards of 
Ardelphia, bands of adventurers explore 
here regularly, certain that they can f i d  
some well-hidden treasure trove that 150 
years of bandin, monsters, and other 
adventurers before them could not. In 
truth, there are several such troves, con- 
taining ancient artifacts, mighty magics, 
and great wealth. But these ueasures, like 
anythiig else that has eluded discovery 
for all these years, are well hidden and 
well guarded d e e d .  

ARMStfab 
Armstead is a viuage in the hills of south- 

or even mre. 

~ ~ C Q W X ,  b&omwch b&essiedone in 
Athenos every pns, that such incidenrs 
arc practically inmimMe. 

The kthencls T m  Guard, predictably. 
is one of the largest and the best-mined 
in aJl of Rarokin. Also, the Darokin D i p  
loma& Corps k p s  P sd of over 50 
arbiuators in Athcnoe for, it is hoped, a 
quick (and p&&~~peaceiid) resolu- 
tion to any p~blemj that may come up. 

The hem of  then^^ is A&cnos Har- 
bor (a simple mep of &e harbor is on the 
map shat inch&& in this Gazetteer). 
Goods are loaded a d  unloaded on the 
many piers &f rhe Baihor and brought to 
nearby warehouses. The goods arc then 



transferred to barges and river craft and 
are taken along the Athenos Canal to the 
Streel River, and from there upriver to 
Darokin and beyond. 

In addition to trading, warehousing, 
and cargo moving, Athenos has a strong 
shipbuilding industry. Athenos ship. 
builders do most of their work with the 
larger ocean-going ships, and have gotten 
quite good at it. Athenos is also thr 
ernmost stop for many seafarin 
chants from Karameikos, Mi 
Thyatis, Ylarum, and 
Reaches, so many ships fr 
tries are in need of repai- 
tenance by the time t h c  
The Athenos shipyards 
reputation for quick, 9 

and the ship repair bur 

Athenos city goved 
quite lucrative. I 

the hands of the Lint0 
the second lacgesr hot 
kin, and the owners 
things, the Linton Shi 
Warehouses, and Lini 
head of Linton house 
could probably have bee 
Darokin by now if he wa@ 
interests seem to lie in conJ 
hold on Athenos. 1 

There is very little monst 
work available in Athenos. Even j 
all som of foul things live in the nc 
Malpheggi Swamp, the large T q  
Guard is very effkient at keeping any 
intruders out of the main part of the city. 
On the other hand, there is intrigue 
aplenty in this bustling city, so dangerous 
work (and hish rewards) should not be 
hard to fmd. 

7 

umps at Fort Fletch r, Bronsdale has 
recently been the tar et of several hit- 
and-run bandit attacks by both humans 
and orcs. The bandi E are quick and 
fierce, and the m y  trdops seem to never 
he in the rightplace a &e right time. It's 
,most as if t h e ' w d i s  ,,&A-"-," ~ : i i  
vhere the army paqals~.youlc 

lountains in northeast Darokin, right in 

'ut it is believed that nearly 600 trolls live 
I C'Kag. Two hundred and fifty of these 
'ibwarriors, and the rest are women and 

S OW5. C 
,m& 

igh;). eems to be 
he enslavement of the surrounding orc 

communities, and recent sightings have 
indicated that at least some ora have 

BnoNstlalc 
Bronsdale (population: 450) is a small, 
cozy fishing village on the northeast shore 
of Lake Amsorak. Whi le  not as bountiful 
as they used to be, the fshing yields are 
still good enough to support the village. 
The fsh are either brought south to 
Akorros by boat, or sold in Bronsdale to 
Travelers who make regular stops there. 

Bronsdale is a village in decline. 
%spire the proximity of Fourth Army 

C O R U N G ~ ~ ~ N  - 
The attitudes and activities of the peoplc 
of Corunglain are dominated by the pres. 
ence of The Broken Lands just a few miles 
away to the north. Even though the o m  
who live there have mused no more than 
slight trouble for ye+, Corunglain 
:mains ever watchful and prepared. 

e people of Corunglain have long E +es. It was in the early sixth Cen. 
ost 500 years e o ,  that the ciq 

'-I by a huge orc army that 
Fonquered it in 523 AC. 
helain is Darokin's most 

n 
n 

city., 
nhysical defenses include 

c scone wall compJetely 
e t a  of the town. The 
ng the eastern edge of E '  subia along the west. 
+ridges CIOSS the riv- 
the city to the road on 

t river, and two to the 
bglain troop a com- 
over anyfhing on the 

e only . . .  city in Darokin 
nteer miliua to supple- 

Guard. The militia can be 

d, a d  readiness drills are 
t once every six weeks. Militia 

eir own weapons, and to attend 
..>me basic training sessions put on regu- 

larly by the Town Guard. The result of all 
this Dreparation is that, in a city with a 
p ltion of 31,000, nearly 18,000 
ti fighters can be put on the field 
with only an hour's no 
attack. 

ringing a bell high atop 

P .IS are expected to own and main- 

indeed joined the trolls on hunting expe- 
ditions. 

What the trolls will do next is a hotly 
debated topic. They have three natural 
enemies-humans, elves, and dwarves- 
in three directions, and a land full of 
easily-dominated orcs in the fourth. 
Whatever their ambitions, it is certain to 
have an effect on Darokin and its people. 

When not busy anticipating an orc 
invasion, the people of Corunglain spend 
their time doing business. While only the 
third largest city in Darokin, Corunglain 
fills a role of major importance in the 
economy of the entire region as a collec- 
tion point for trade with the northern 
lands of Ethengar and Glantri. 

Trade with these two nations is by no 
means easy, but where there's a profit. 
there's a Darokinian trying to earn it. The 
main t r a i l s  from Corunglain to both the 
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Principalities of Glantri and the Ethenffar 
Khanates cut through the Broken Lands, 
home of uncounted thousands of orcs, 
goblins, kobolds. hobgoblins, trolls, and 
other nasty humanoid races. Caravans 
traveling between Corunglain and its 
tnding partners to the north are the most 
heavily-guarded in all of Darokin. 

Because of this, Corunglain is an unof- 
ficial “adventurer’s headquarters” for all 
of Darokin. There’s always work for men- 
at-arms in Corunglain, even ifit is simple 
caravan guarding. Of course, when it 
comes to the Broken Lands, there is no 
such thing as a “simple” job. (For more 
on the Broken Lands, see GAZlO, The 
Om of Thar.) 

Corunglain is also the leader in weapon 
and river barge making, wagon repair. 
and the traditional indusuies (warehous- 
ing, etc.) that a lot of trade can bring. 
Corunglain also serves as a collection 
point for the products of the northern 
end of the Streel Plain. 

The fourth biggest merchant house in 
Darokin, Corun house, is synonymous 
with Corunelain. It was a Corun who first 

I 
settled the area, calling its c e n d  village 
“Corun’s Glen.” It wae a Corun who led 
the fight against the orcs during their 
Sixth Century siege, and it was a Corun 
who led the fight to redaim and rebuild 
the city. Today, the Grun  house owns a 
good portion of the city, including two 
grain mi l ls .  There are no  CON^ current- 
ly serving in city government, but the 
f d y  is frequently cohsulted. 

Despite all of the precautions which 
the city guards take against attacks and 
raids by the habitants of the Broken 
h d s ,  they seem unable to prevent small 
bands of them from sneaking into the 
city. It is believed, although proof is hard 
to come by, that the + beneath Cor- 
unglain is honeycombed with a twisting 
maze of passages. E, as is believed, this 
labyrinth links up with the orc tunnels 
beneath the Broken Lands then the 
actions of the raiders d e  easily accounted 
for. By moving through the passages, 
which are narrow and, prone to periodic 
collapses, small band? of orcs, goblins. 
and their kin can appear in the city, wreak 
a little havoc, and then melt back into the 

earth without leaving a trace. 
The government of Corunglain has 

uncovered many openings which, they 
believe, lead into this underworld. In 
each case, a demolition team has col- 
lapsed the passages and the discoverer 
given a substantial reward. It is certain 
that, given time and effort, a dedicated 
band of adventurers would be able to 
find additional entrances to the orc tun- 
nels and e m  the thanks of the local pop- 
ulace. 

cRowlcno 
Crowlerd is a pastoral farming village 
located just 40 miles northeast of 
Akorros, in the gently rolling hills just 
west of the Sueel Plain. Crowlerd, with 
its population of 800 is the center of 
Darokin’s best grazing land, and live- 
stock of all types are raised here in abun- 
dance. 

Twice a year, nearly the entire popula- 
tion of the village drives the livestock they 
wish to sell to Akorros. The breeding 
stock is left behind with only a few resi- 



dents, leaving Crowlerd a tempting rar- 
get for bandits. In the past, however, 
such attacks have been rare as the obvious 
problem with such a raid is how to dis- 
pose of the loot-herds of animals are not 
exactly portable. 

Crowlerd has few other problems, 
w e p t  for the occasional marauding hun- 
gry wild animal or monster intent on 
snacking on some of the village's p v i 4  
livestock. Out of necessity, every IG 
of Crowlerd is handy with a b o d  
or spear, and can fight and 
horseback as well as on foot. I 
too difficult, the village 
on Reginald. 

Reginald (no one knc 
more to his name than tl 
if somewhat eccenuic, 
a small, well-kept hm 
wooded valley betwe 
spends most of his ri 
studying and experim 
is occasionally seen I 
through the area. Som 
be purposefully obse! 
animals and plants, t h e w  
ever, and sometimes he j 
lessly. 

If anyone visits Regb 
telling what his reactioi. .. .- 
times he is a perfectly genia 
other times he chases his visit< 
wild threats of magical disasters 3 
they come any closer. Most people w 
little as possible to do with Reginald.' 
though the locals believe him to be essen- 
tially harmless. 

In uuth, Reginald is far from harmless. 
Reginald is a 17th-level human magic- 
user who is 359 years old, though he 
doesn't look a day over 170. He is well- 
versed in all types of magic and magical 
items, though his life's work is a compre- 
hensive reference guide to the plant and 
animal life of Darokin. Reginald is con- 
stantly experimenting with this or that, 
and the old wizard is often overly dramat- 
ic in warning off visitors during his work 
because h.- doesn't want anyone to get 
hurt. 
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Dast is a heavily-fortified orc stronghold 

enough to u p e l  in the area are that over 
8,000 ora live in Dast. including mme 

The ora of Dast spend most of their 
.he crossing the border into Ethengar 
a mbushing small nomad groups. 
T bpn of Ethengar has protested to 

lent of Darokin, assutning 
tublic has some control over 

bank- 
I---..-l, 5,000 warriors. 

.nd the bus] If government. 
:ed on the east bank of 

be Streel River, and is walled on three 
ides (see the map on the Gazetteer cov- 

T h e  city i: 

er). While some of the copper- and s 
class residents live in residential 
Nutside the city walls, most of the town's 
mportant residents, and nearly all of its 

ss, is protected by the walls. 
Republic of Darokin is run 

ere, though some cynics wonder wheth- 
r the power emanates from the Capitol 
mr the Merchant's Guild Hall. In addition 
3 the Capitol, the Chancellor's Resi- 
ience, a large area of offices, ar '  
ntire complex for foreign embassie 

b- :*- 

ompound on the eastern edl 
'hp DDC compound houses 

ma0 based in Darokin. I 
tains the entire diploma 

normous library I 
)k), and a park. 

el Rim 

e *ut Dast. 'Ihe con- 
course, get any- )arokin Diplomatic Corps 

where in the Republ' 
be bought here, it 
found anywhere in 

of this Gazetteer.) 
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employees a little rest, and to enjoy the 
town's hospitality. 

Competition between the various inns 
and taverns is fierce; therefore, prices are 
low and the semice is uniformly excellent. 
The contribution the inns and taverns 
make to the local economy is substantial, 
and the townspeople know it. As a result. I gg 
visitors are treated w d y  everywher 
they go, earning Dolos its reputat;-- a 

ou 
of 
I .  

nary magic-users, the attacks con- 
1. Then, just as suddenlv as thev 

A 

frien&ess. 

half-elf populrtions in Dm 
between ALmeim and Dolos 
and visiting elves are u e d  
not better, that anyone els 
people of Dolos are 
whenever they visit th 
well. 

The dosest thing t( 
danger in Dolos is the 
intrigue between mer4 
to be passing through 
There are very few mon 
and the merchants' ma 
are ltsually enough to 
and bandits. A d v e n m a  
fmd caravan work here 

- 
Dolos also hls one of the la----' 

likely to run into any d 
elsewhere. 

Elstnict) 
Elstrich is a large town (poi 
8.OOOl located where the Amsod 

r started, the attaiksropped. No'one tooi 

ple farmas, but 
there's more to them than that. Some of 
th IS live 

-.-an to tell 

; 
~-.. 

dases. And h r  d its wealth, FN'ko has 

Ft. ANSG ST from thfif'appearjxrt. 
1 &war0 (population: 3,700) is one of , *  

t the bidest towns in Darolun, and one of Ft. Anselbu- 

. I  

feeds into the A r b a n h e  on its 
south to Tenobar and Malpheggi Bay 
Elsuich is a major port and shipping cen 
ter, handling dl types of river cargo in 
both directions. Unlike the swift and 
strong Streel, the Arbandrine River is 
much less powedul, so boat and barge 
d i c  to points upriver is frequent. 
In addition, Elstrich has a number of 

other good-sized industries, including 
fishing, ranching, and agriculture. 
Elstrich is very much a copper-das town, 
and hard work and ability are the most 
admired uaits, not just idle wealth. So it 
is not uncommon to see company owners 
down on the docks, pitchiig in with their 
crews-it's good for morale. 

The rivers provide some natural 
defense for Elsuich, but even so. the 

ir assistance is 
requested by o m  of the Border Magis- 
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uates in the area to hunt down monsters 
or humanoid raiders. Since the hilly bor- 
derlands along this edge of the Republic 
are still very wild, these requests come 
fairly often. In the past year, Ft. 
Anselbwy troops have been requested to 
hunt down a small tribe of ogres, several 
goblin bands, a nest of giant spiders, and 
a large lizardman army. “Attleson’s Axe” 
has performed each of these mi; 
with enthusiasm and efficiency 

Ft. cnutn 
Ft. C ~ t h  is situated in the r 
hills of the Cruth Mour outh- 
east Darokin. Ft. C ~ t h  Lown, 
the easiest duty in the n army, as 
the border with Karam#( which the 

1) has ‘ fort was consuucted to 
peaceful for decades. 

Fort C ~ t h  is m i the 
Army, “The S w o r d 2  :in,” I 

First Army’s six legions 1 
one time, each legio$’cn ndin, there. Of 
months (staggered by 
the First Army’s other fn gions, one 
remains in Darokin eremonial 
duties, and the other thr 
Third Army at Ft. Nell 
which legions are there, the u 
C ~ t h  number between 1,800 
There are another 500 suppon 
at the fort. 

The troops of Ft. C ~ t h  spend a great 
deal of time hunting and playing games. 
Their duties indude dealing with the 
occasional goblin or orc raid from the 
mountains, and escorting government 
caravans on the Darokin Road. 

Because no soldiers stay at Ft. C ~ t h  for 
more than six months, very few soldiers’ 
families live here and as there is little else 
to do, the fortifications and defenses here 
are always in perfect condition. 

quartered in Darokin. two 0 

Ft. Flctcnen 
In direct contrast to the relaxed pace at 
Fts. Anselbury and C ~ t h ,  Ft. Fletcher is 
an alert, always vigilant army outpost. Ft. 
Fletcher is the headquarters of the Fourth 
Amy, “The Shield of Darokin,” and 

home for four of its legions (the other two 
serve at Ft. Lakeside;). Approximately 
4,200 troops are assigned here, along 
with 900 support persbnnel. Due to the 
danger of the duty, nd soldiers’ families 
are allowed to sta at Pt Fletcher. . 

=- S e t & e % & k m d  cz-‘-- 
R lic’s border with The BI 

~.IvI, and is responsible for proteLcLLLs 
iat border all the way east to a point 
alfway between Fletcher and Ft. Run- 
els. This 40 miles or so of border is not 
le most active along The Broken Lands, 
ut it does include the ruins of 
.rdelphia. The Fourth Army has tried to 

clean out Ardelphia before, hut with lit- 
tle luck. Its current strategy is to patrol 
the surrounding counuyside extensively, 
and try to catch the bandits and orc raid- 

live there TV e out in the 
rhis has re! ily limited 

iccess. though it 
revinus attempts. 
An agreement I en D; 

.lantri allows Da troop 
letchet to pursue rieeing humanoias 
it0 Glantri territory. What’s more, 
larokin forces may respond to requests 
)I assistance from Glantri, at the discre- 
on of the Novash of the Fourth Army. 
his cooperation has done a great deal 
>wards furthering good relations 
:tween Darokin and Glantri, and has 
,suited in some victories over orc and 

hordes that otherwise wouk 
‘en possible 

F-. -lobaa _ _ -  - 
Ft. Hobart is the most dangerous post in 
the Darokin army. The fort is entirely 
responsible for keeping the ora and other 
humanoid nasties in northwest Darokin 
from harassing Darokin Road caravans, or 
even worse, raiding Selenica. The orcs 
have shown a preference for moving 
south directly through Ft. Hobert’s posi- 
tion, not wishing to twgle with the elves 
and dwarves on either side. 

Ft. Hobart is manned by troops from 
the Second Army, the “Orc Smashers.” 
The Second is headquartered in Selenica, 
and one legion is kept there on a rotating 
basis to give the troops a break from 

front-line duty. The other five legions- 
between 4,800 and 5,300 fighting 
troops, plus 1,200 support pemnnel- 
serve at Ft. Hobart. Soldiers’ families are 
not allowed anywhere near the fort. 

Ft. Hobart is the strongest and fmest 
fort in Darokin. Situated in a narrow pass 
that is the only route south from the 

Irclands, Ft. Hobart blocks the pass 
letely with 15’-high walls of stone. 

North of the fort is a palisade, a 
and-trench construction that 
, e&ctive against charging 
b e n t  of a concerted attack, 

ikeme Id the palisade as long 
I possr archers inflict as much 

damagc : from high points on 
either pass. If the palisade 

diagram of the fort appears 

t trap should also be slowed 
iwn e ive the defenders time 
I secu te and continue the 
:feme e the fort. ”. so troops stationed at 

&y about ‘13 of them are 
le fort at any one time. The 

F G e  on constant patrol in the 
Img to hunt down small groups of 

p k d  harass and delay any large forces 
:fore they can surprise the fort in 

nr +1- 

xrength. 

Ft. Lak€siW 
Ft. Lakeside, located on the northern 
shore of Lake Amsorak in the northwest 
corner of Darokin, was originally just a 
military outpost. Over the past 50 years or 
so. a number of civilians have moved near 
the security of the fort as well. and today, 
Ft. Lakeside is also a decent-sized town. 

Ft. Lakeside is manned by two legions 
of the Fourth Army. Depending on which 
two legions are there, there are anywhere 
from 1,300 to 2.300 troops in the fort, 
along with 250 support personnel. In 
addition, nearly 3,000 civilians live in the 
town that has grown up around the fort. 
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Given the good state of relations 
b e e n  Damkin and Glantri. duty at Ft. 
U e s i d e  is fairly soft. Most soldiers 
assigned here come from Ft. Fletcher, and 
consider work here to be practically a 
vacation. The commander of Ft. Lakeside 
spends most of his time maintaining dis- 
cipline and coming up with things for the 
troops to do. 

Ft. Iakeside and the surroundin1 
is located in Amsorak Freehold, a B 
land territory. so there is no Town4 
or Town Guard. All civil law 
tered through the Border 3 Amsorak Freehold, ., 
Markone W. 

Baron Markwe 
Magistrate, as such 

. - 

&e commander’s needs 
busy. 

good deal of fishing it 

p his trwj 

The townspeople of :  eside do‘a 
Amsord, 

that NW through the area) to ket 
rest of them interested. 

Pt. Ne11 
Another tough assignment in the Daro- 
kin army is Ft. Nell. The situation at Ft. 
NeU is similar to Ft. Hobart, in that the 
fort is intended to keep the ora of north- 
west Darokin bottled up. In addition, 
however. Ft. Nell is also on the border of 
The Broken Iands, and this adds a new 
dimension to the situation. 

Ft. Ne11 is under the command of the 
Third Army, “The Great Stone Wall,” 
headquartered in Corunglain. Two 
legions of the Third Army are assigned 
here, along with three legions from the 
First Army, for a total of around 5,000 
troops. There are an additional 1,000 

support personnel at Ft;. Nell as well. 
The forces of Ft. Ne? do not have the 

lu~l l ly  of heavily fortifgang the only route 
available to the enemy (tas is the case at Ft. 

rgkeb Laads 4 mss  into a 
bdok  attqckmg. 

< ’  

I 

homer or 
:dnty-ss-Fr. Runnels is 

lkfficult and dangerous.. Located halfway 
ietween Corunglain and Ft. Fletcher, Ft. 

s is responsible for the b--’-- 

total- 
ling approximately 4,2W fighting troops 
and 800 support persobnel. 

L i e  the other bordet forts, most of the 
troops assigned to FC. Runnels spend 
their time on extended patrols away from 
the base, interceptink raiding parties 
from The Broken Lands and protecting 
the Darokin residents {n the area. 

Ft. Runnels was the Ipt Darokin fort to 
come under direct attaqk. In 981 AC. sev- 
eral thousand ora an# goblins tried to 
overrun the fort as a prelude to a major 
attack on the Darok$ Heartland. The 
troops of ”The Great iStone Wall” were 
up to their name, howdver, and they held 
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Ft. Runnels until relief from Ft. Fletcher 
Ft. Nell, and Corunglain itself coula 
arrive. Many of the officers of the Third 
Army are veterans of that campaign, and 
will often tell glorious (and wildly exag- 
gerated) tales of personal hrroism a t  the 
slightest prompting. 

.U kk 

humanoids whc 

have also erected 

For a long, promcted 
no dear winner and heavy 
both sides. Whether that u 

remaim to be .ut 

Hendty is a vjlJage on the edge of the 
Canolbanh Forest just 40 miles or so 
southeast of the capital uty of Darokin. 
Hendty is located on the banks of the 
Helleck River, and rhe mall village (pop- 
ulation: 550) makes good use of its loca- 
tion to prosper in an idyllic setring. 

The main occupation of Hendry‘s resi- 
dents is logging and timber. The largest 
building in town (and Hendry‘s only 
industry) k a sawmill on the banks of the 
Hclleck. Timber for the sawmill is either 
cut locally, flowed down the Helleck 
from upriver, or brought in by caravan. 
The sawmill cuts the logs into lumber, 
and collects the chips and sawdust for 
paper. Nearly everyone in the village 



Cities aNb Corns 

works at the sawmill, which runs from 
dawn to dusk. 

Those who don’t work at the sawmill 
run the local shops or work small farms. 
There is little need for an official Village 
Guard-in case of trouble, most of the 
townspeople have basic weapons training 
and take care of the matter on an infor- 
mal basis. That is, they ask for volunteers 
and the volunteers take care of the 
lem. 

Hendry is a very peaceful 
though a bit on the dull side R 
sawmill is the biggest in Da 
ever, many caravans and 4 
chants come through hen 

HiNM€ft  -7 
Hinmeet is a town locat, 
of Darokin, near the bo] 
Shires. Hinmeet is a 1 
ment, less than 50 yea  
specXca~~y as a trading’ 
Five Shires and its Hin 
zens. 

In the old days, Hin 
to have humans enter t 
meet Darokin caravans 
conduct their business nA5xsy 

wilderness. As the volume (r 
the halflings of The Five Shirt. 
this became more and more imq and dangerous. At the suggestion I 

eral Hin merchants, a coalition of 
kin merchant houses built b e e t .  

Today, Hinmeet has a population of 
1,700, nearly every one of them Porters 
and their families. The town is located on 
the top of a hill near the Five Shires bor- 
der, and only a few miles from the Sueel 
River. While some of the residents have 
small gardens and such, the business of 
Hinmeet is d i n g ;  as a result, nearly 
everything the town needs, from food to 
dothing to furniture, is ported in from 
elsewhere. 

By agreement of the merchant houses 
that built the town, each of the six big- 
gest houses has one representative on the 
Town Council. The Mayor is elected by 
the populace, of course, but only candi- 
dates acceptable to the merchant houses 
ever run. There is a sizable Town Guard 

I 

1 

5 

in Hinmeet. and it is well-equipped and 
well-trained. b e $  has a very large 
concentration of wealth for a town of its 
size and the Town Gu@d is always on the 
lookout for bandits add thieves. Because 
Hinmeet is a “comAanL town,” so to 

( ‘hieves’ Guild and the E 
SO&. there is-nETongstan& .. . I 

’D . >inmeet are eagt 
lot start. 

Malpheggi Swamp means that the Town 
Guard also gets to deal with the occasion- 
al monster from the muck, though fat 
some reason, few beasts cross the Streei 
River from the swamp to the Hinmeei 
area. 

L 

.ike F 
population: 400) the bc If The 
%e Shires. Unli nmee wever, 
vlar is a village tha1.s been around quite a 
ong time, and it has very little to do with 

the constant hum of business. 

terms with the Hin of The Five SLLLca, 
and Hin visitors to friends in Mar are  
common. The people of Mar are not in 
the Darokin mainstream, and they like it 
that way. They are almost entirely self- 
ufficient, and what little they do need 
hey tend to trade with the Hin to get, 
ather than waitine for the occasional 

The people of Mar are on very 

- 
:I to come by. 

de of Mar are have a 
the privacy of others -.-, I , .  

even of nekcomers. M ~ Y  a person on the 
run has found at 1 9  temporary refuge 
in Mar, though most l#ounty hunters also 
know of this out-of-t+way hiding place 
now, too. In additiotu to collecting fugi- 
tives, Mar is also a re ge for Darokinians 
that are just tired of e constant push of 
big city trading life. % sons of interest- 
ing people can be found here, from 
burnt-out merchant princes to retired 
wizards to fugitive thLes. m e t h e r  any 
of them wantto be found, how-.- i c  In 
entirely other matter. 

N€dStON 
Nemiston is a town on the Darokin Road 
in southeast Datokin. Along with Dolos, 
Nemiston is the other major stopping 
point for Damkin Road &c between 
Darokin and $&&a. Also like Dolos, 
Nemiston @opulation: 4,200) is on the 

rn edge of ALfheim. 
similarities with Dolos pretty 

end there. While there are several 
and taverns in Nemistos cater- 

ng *ge to %I ers on the Darokin Road, 
(emiston dp? have nearly the repu- 
ation for hoUtaltty that Dolob does. For 
ome unknc eason, the people are 
ust not frier nd the inn d e  suffers 
as a result. 

:well, while many oth- 
cent living. 

Another KI which Nemiston is 
IS still m 
ions and 3 

v g o t t e n  dong. Although the level of 
hslike does not approach intense hatred, 
he elves are dearly not welcome in town, 

and Nemistonians are not welcome in 
Alfheim. The elves, who tend not to take 
these som of tlkgs as seriously as 
humam do, like to play little tricks on the 
p p l e o f  Nemkon. An elven favorite is 
te drive a large gmmp of essentially harm- 
less forest c r e a m  (like squirrels, or 
grasshopper$ inm the center of Nemis- 
ton in the mid& af the night and tum 
them loose. The people of NemiSton are 
not amused in the least, but do not seem 
to have the sense of hutnor or the creativ- 
itytorespondinkioal. Instead, theyfume 
2nd become more surly and iinfriendy 
hm ever. 
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Reedle is a small village in the far south- 
east corner of Darokin, located in the 
foothills of the Altan Tepes Mountains 
along the Karameikos border. Reedle 
(population: 750) is a community of both 
farmers and traders in almost equal pro- 
portions. 

Selenica to Kelvin and 
Karameikos. As one might expe 

directions on the trail, a t t rd  c 
sellers and buyers alike. <+ --roKin 
traders like to meet can in Reedle 
rather than wait for thc arrive in 
Selenica, so they can geJ irst bid in 
on interesting merchand 

Reedle is also in an *a well situated 
for growing exotic s ialty prod 
such as olives, rare teas 9 offee, and i 
ews. Due to the hig rices these 
products command, R 3 le is one 0: 
few towns in D a r o w h e r e  the 
chants are not the richellpeople in town. 

Most merchants take q s  in stride, but 
a few, especially those cted with 

ed to get- 
ting their own way, do not. nsequ’ 
ly, Reedle bas more politic 4 ntrigu 

larger merchant houses 

local government than man+ town- 
times as large. The current Village C’ 
cil has two merchants, two farmers. 
two men who are both. The Mayot 
farmer, so the balance of power seer-. __ 
slightly favor the farmers, for now. 

For the few not directly involved, Ree- 
de politics is a wonderful spectator sport. 
The smallest, most inconsequential deci- 
sion cannot be made by the Council with- 
out months of acrimonious debate. If a 
major problem ever came along, it might 
never be dealt with. Fortunately, major 
problems don’t occur too often. 

Reedle is on a trail that rum south 1 

is quite a bit of caravan 

R€NNY&%~€ 
Rennydale is a farming village at the 
northern end of the Streel Plain. In the 
heart of a fabulously rich grain-growing 
region, Rennydale (population: 900) is 
still a village in decline, due to a combi- 
nation of bad luck and some very power- 

ful enemies. 
Despite the best efforts of the Darokin 

army, the border with The Broken Lands 
is far from secure. Small groups of orcs, 
goblins, hobgoblins, kobolds, and other 
humanoids regulgly_cpss the border to 

re intercepted, inly. 
e caught on the 
ed out. The rest 

to Rennydale. It is the closest 
vulnerable target on the 
frontier. 

The village is fighting back as Dest 11 

can. All residents over the age of 12- 
men and women alike-are required to 
own basic weapons (sword, spear, and 
how) and receive training (provided by 
the army) in their use. Not taking up 
m n s  to help a neighbor under attack is a 

mind offense, though no one has been 
arged with that crime in vears. The 
wnspeople kno 
gether for surviva 
But despite everyone’s best e 
:ackers sometimes get throug 

dale has been losing five families or so a 
year to arc attacks, and no one is moving 

ge to replace them. Even worse 
man bandits who exploit the 

:d defenses of the village to add 
the misery with attacks of their own. 
Through it all, Rennydale perseveres. 
le agricultural combines are not giving 
), and neither are the local farmers: the 
il is too rich and the crops are too Food 
.he.. ..ep .s don’t burn them’ 

“P .- 
SelcNica 
Selenica is the second-largest city in 
Darokin (population: 39,000). and in 
many ways is a second capital. Located at 
the far eastern end of the country, Seleni- 
ca is the gateway to trawel and trade with 
the Emirate of Ylaruam, the Grand 
Duchy of Karameikos, Rockhome, the 
Northern Reaches, and even the Empire 
of Thyatis. 

The people of Selenica are very inde- 
pendent, acknowledging their allegiance 
to Darokin only when it is convenient to 
do so. It is just over 400 miles on the 
Darokin Road to the capital city of Daro- 

Cities aNb Corns 

kin, and despite the many merchants 
who travel hack and forth between the 
two cities, the separation and isolation of 
Selenica is still keenly felt by its people. 

Daily life in Selenica bas a different 
feel to it than anywhere else in Darokin. 
There are many strong foreign cultural 
influences on the city, none stronger than 

sm Ylaruam. In certain parts of the city, 
L- Selenica looks more like a city of 

1 than a city of Darokin. This is 
attributable to the influ- 

rI: 

am. Shrewd uad- 

well, the AI-Azrad 
become the seventh 

While some members 
ied to adapt to Daro- 

toms, r more have stayed true 
ir Ylai heritage, and their 

iltural influences that 
large Karameikan 
spice to the local 

nd to the Ylaruam 
many dwarves that 

live and the city. There as nearly 
as es in Selenica as there are 
in them the m a n F  li+ r in f their the entire own “Dwarftown” Republic. Most dis- of 

-96 +I the northeast quarter of the city. 
ading IS Selenica’s primary industry. 

a central market downtown that is 
nearly as large as the legendary Darokin 
Cenual Market. traders from half a dozen 
different countries meet regularly, trad- 
ing everything from simple foodstuffs to 
exotic gems. There are a number of other 
industries and craftsmen working in the 
city, including weaponsmiths, leather- 
workers, and cobblers, to name but a few, 
but not many distinguish themselves in 
either quantity or quality. 

Politically, Selenica is dominated by 
two merchant houses. AI-Azrad house is 
the most visible house in the city, but 
they are not the biggest. Keeping a low 
profile, but still exerting a great deal of 
power behind the scenes, is Hallonica 
house, the third largest merchant house 
in all of Darokin. The f f i  Chancellor of 

gest in I 
the hou 

luence i felt in Selenica. 

. 
. 



Cities aNb ZoINNs 

Darokin, Rypien Hallonica, came from 
Hdonica house. Currently, three of the 
six City Council members are Hallonicas, 
two are AI-Azrads, and the sixth is a 
dwarf. The Mayor of Selenica is a retired 
Hallonica merchant, as well. 

The Selenica City Guard is small, but 
well-trained, perfect for their duties. The 
guard is mainly concerned with prob 
ing merchant caravans, catching thio 
and breaking up fights. For 
problem of city defense, the 
everyone else) depends 

r 

action. And ifthere's 

c€NObaIC - I 

Tenobar is Darokin's '' 
It is much smaller than At 
tion: 12,000) and has non 
ing reputation as a world c 
its rival at the other end of M 
has. Tenobar is located 
west corner of Darokin, 
drine River empties int 

in almost every regard, and the reL.--..- 
resent it mightily. Cargo carriers who 
found the docks at Athenos fdled and 
came to Tenobar as a second choice would 
be wise to not mention the fact, not if 
they want any sort of cooperation at all. 

The port of Tenobar handles more 
inexpensive bulk goods than Athenos. 
Timber. erain. flour. livestwk. and salt 

Tenobar is a poor imitation of A 

the"$~orth of town is g_ood for raising cat 
tleJ but thpp&iiriii<3f~,&e swam] 
fiakes thafa dangerous occupaiton: 

Tendar has a large Town Guard, ahd it 
nee& one. The southeast corner of 

* 
~&i3 YXI c in thi 
ain, %few mile; 

north of the Darokin Road. Corn. beans 

~ .. 

md peas grow very well in this p& of thi 
k i n  and Wrasseldown (population . .  -1 

farme 
CIODS 
mint and supplies 

I ,  

are typic2 c a r b s .  There is also'a healthy dwellers come to Wra$seldown for a taste 

of "country living." Most I d  residents 
fmd .this quite condescending, and enjoy 
playing jokes on the unknowing visiton. 
("Why yes, Your Excellency, we always 
clear out the livest& pens by hand . . .") 

There is noneed for a'village Guard in 
Wnsseldown. Most of the local residents 
are quite capable of defending them- 
-elves against most minor inconven- taus. like wild animals. When faced 

er ddlllemmas. the villagers band 

. .  xoIC& 
XOrg is an c >p in the northwest part 
of Darokin ..__ ..n as the Orrlands. Xorg 
is smaller than Dks or Gri~kk, with only 
4,500 ora. ThreLLthousand of these are 
warriors. 

Xorg is almost- ely underground, 
only a few r c a t i o n s  and un;t4 
above groun mark its'lwauon in 

he Orclands. The 
:',ones primarily 

hamwnent of Ft. 

$e southeast enc 
$ i s  of Xorg a~ 

of supplies 

jelenica. The elves of Alfheim patrol the 
sea,  but some bands still get through. 

There ismuch talk in Darokin about 
reclaiming the Orclands, with the aid of 
Alfheim and Rochome. If such an 
attempt is ever made. Xorg will likely be 
one of the fim OK keeps to fall. 
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There's more, of course, to the Republic 
of Darokin than its cities and towns. Sev- 
eral large wilderness areas merit further 
discussion, especially since they provide 
adventurers with almost non-stop action. 
Civilization in Darokin has not elimi- 
nated danger and excitement; it has 
merely contained it to a few concentrated 
locations. 

Like most of the town and city desci 
tions, the listings that foll 
guidelines for the DM to 
tures around. Information 
of monsters live where, and 
bers, is given in a general way'iinly as each 
DM should consider the experience of his 
players and the leve' "heir characters 
before deciding exar hat makes up 
any given encounter. 

-' 

The Athenos Canal is 
neering and a tribute t 
hard work. The canal. 
in 870 AC and fini 

chant houses le 

tolls for use of the canal for the first 50 
years of its operation, then sold the canal 
to the government for a s 
Today, use of the canal is 
though there are control hou 
end of the 15-mile canal to keep rti 
flowing smoothly. 

The control houses at either end of the 
canal operate a series of locks that regu- 
late the flow of water through the canal. 
The Streel River is seven feet higher than 
the water level of the canal at its eastern 
end, and the canal is four feet higher than 
the water level of Athenos Harbor at the 
western end. As the locks open and close, 
they create a slight current in the canal 
that flows toward Athenos, making travel 
in that direction a little faster. 

The Athenos canal was built to give 
Darokin merchants direct access to 
Malpheggi Bay and the Sea of Dread. The 
last few miles of the Streel River cut 
through The Pive Shires, and the traders 
wanted an independent route. Also, 
Athenos Harbor was a much better site 

for a major port than the area where the 
Street actually empties into Malpheggi 
Bay. 

Most of the ship and barge traffic on 
the Athenos Canal is heavily guarded, 
out'of necessity. The canal cuts through 

Swamp, the 
, humanoids, 

dits. Boats on the canal must fend for 
themselves in these waters since they have 
nowhere to run. The crews of such ships 
know that their lives depend on sticking 
together, however, and everyone in sirh* 
of an attacked ship will rush to its aid 

BOnbenlaN bs 
The Borderlands is a single term used 
dtxribe a large amount of very differtLIL 

1 from all parts of the Darokin. 
, map showing the Borderlands is on 

p. 11. They include a good deal of the 
western and southern border of Darokin, 
as well as the southem border of Altheim. 
The Borderlands include forest, low hills, 
mountains, and open plains. The Border- 
lands are the most untamed regions in all - 
of Darokin. 

Politically, the Borderlands are divided 
into many different freeholds of various 
sizes. Ea& freehold is owned and ruled 
by a Magistrate of the Borders. The resi- 
dents of a freehold owe loyalty and taxes 
to their Magistrate, and the Magistrate in 
turn protects them. It is a classic feu+=' 
arrangement. When a Border Magisu 
d ik ,  his or her heir assumes the title. B 
der Magistrates @e pppose&controIL ~~ 

by the Inner Council 'ofDarokin, but 
unless Magistrates commit grievous 
crimes, they are left to run things as they 

CRUtn MOUNtaiNS 
The C ~ t h  Mountains are a tall range of 
mountains on Darokin's southern border, 
separating Darokin from the Grand 
Duchy of Karameikos. The Cruths are 
not a very broad range, but they are sharp 
and tall, with many winding passes that 

easy to get lost in. 
he C ~ t h  Mountains, or one of the 

wns, would be an ideal location 
ters and beginning 
have many interest- 
out, but not many of 
varieties. For exam- 

ple, there are puke a few goblins and 
kobolds, and s%np orcs. but hardly any 
trolls, hobgobli :res, or giants. 

DaROkiN lab 

certainly is the bsiest in the Republic of 

traffic on the Darokin 
of merchant caravans 

wish. 
The Borderlands where adventurers are 

most likely to find danger and excitement 
are in southwest Darokin, between the 
Malpheggi Swamp and the border with 
the Atruaghin Clans. The Borderlands 
along Alfheim's southern border, by con- 
trast, are the most civilized. So while they 
offer the least action from monsters and 
creatures, they are long on greed and 
intrigue. 

of road include military troops, 
, pleasure travelers, bandits, and 

x monsters. The possible hazards and 
potential rewards of caravan travel are 
detailed much more thoroughly in the 
Player's Book. 

qIZ€€Nl€af ISlaNb 
Greenleaf Island is the smallest of three 
islands on Lake Amsorak and a map of it 
is included on the map sheet accompany- 
ing this Gazetteer. Whoever named 
Greenleaf Island had an interesting sense 
of humor as the island is practically bare 
of greenery. In fact, it has very little life of 
any sort on it. The island is lightly cov- 
ered with short, scrubby brown grasses. 
There are no trees or even bushes. The 
only green comes from small patches of 
grass and some moss growing on rocks 
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near the shore. 
A dozen different types of sea birds 

nest on this island, feeding on insects and 
fd. There is no other animal life. Green- 
leaf Island is completely exposed to the 
elementsthere are no known caverns, 
sheltered coves, or any other sort of cover. 
Like the other two nearby islands, Green- 
leaf Island is avoided by superstitious 
(and cautious) sailors who believe the 
islands to be evil and dangerous. 

Itl)€lbOWN ISlaNb 
Itheldown Island is the largest island of 
the three in Lake Amsorak, and the most 
important. In the sailor's lore of the 
islands, Greenleaf Island and Razak's 
Rock are afterthough-it is Itheldown 
Island that draws everyone's attention. 

There is only one reason for this atten 
tion: Itheldown Castle. Perched high 
atop a diffon the south end of the island, 
this majestic keep was once the home of 
the powerful Ithel family. Todag, it is a 
horrible parody of its former glory, a 
twisted, crumbling suncture that radiates 
a palpable aura of evil. 

Three hundred years ago, the Ithel 
family was one of the richest and most 
powerful in Darokin. Controlling much 
of northwest Darokin from their island 
castle, the family not only excelled in 
business but were master practitioners of 
the magical am. Slowly, however, the 
family turned inward, becoming more 
withdrawn, cruel, and even paranoid. By 
the mid-7OOs, the Ithel family had com- 
pletely secluded themselves on their 
island, and rumors began that the family 
was buying slaves from the lake pirates for 
evil rituals. Sailors gave the island a wide 
berth whenever they had to travel in the 
area. 

Then, on a summer's night in 773 AC, 
sailors on nearby ships reported a strange, 
multi-colored glow playing about the 
entire island, concentrating on Itheldown 
Castle. Sueam of terror and agony could 
be heard as frr away as Bronsdale that 
night, and many strong sailors were lost 
as they jumped from their ships in panic, 
trying to swun away from the awful hap- 
penings. 
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ext morning, there was 
ng person on the ent 

;n of 
and. 

The castle was twisted and bent by some 
powerful evil magic, and no one dared go 
near. To this day, sailors give Itheldown 
Island wide berth. A common supersti- 
tion among the lake sailors states that if 
the twisted spires of Itheldown Castle are 
seen on the horizon, the voyage is 
doomed to a tragedy of some soft. Ships 
lost in the lake are routinely chalked up as 
victims of the Itheldown curse. 

The rest of Itheldown Island is ume- 
markable. There are very few trees, but 
plenty of grasses and other vegetation. 
Wild sheep and cattle (descendants of 
livestock kept at the once-occupied cas- 
tle) roam the island, as do rabbits and 
foxes. There is a very large bird popula- 
tion on the island as well, including fal- 

LalW AMSOnak 
Lake Amsorak is a large, freshwater lake 
in northwest Darokin. It is fed by a num- 

ber of springs, as well as three rivers-the 
Ithel, the High Lake, and the Amsorak- 
that bring in runoff from the Amsorak 
Mountains to the north. There are two 
major cities on the shores of the lake, 
Akorros to the east, and Akesoli to the 
west. 

There are hundreds of Darokin ships 
on the waters of Lake Amsorak, mostly 
cargo carriers moving between the two 
major cities and fishing boats. The lake 
waters are usually calm, though powerful 
storms can come up with little warning. 
The lake is over 600’ deep in the center, 
and there are certainly unknown crea- 
tures lurking in its depths. 

Lake Amsorak also has three islands of 
interest in its eastern half, Itheldown, 
Greenleafkland, and Razak’s Rock, each 
of which is described elsewhere in this 
section. 

MalpneGCii SwaMP - 
The Malpheggi Swamp is the dominant 
feature of southwest Darokin. It is a huge 
and wholly unpleasant place, measuring 

80 miles by 150 miles. The swamp is bro- 
ken up by the occasional patch of low 
hills, but is otherwise very monotonous- 
flat, marshy ground, overgrown with low 
vegetation and a few uees. 

The swamp teems with animal life, 
hardly a n y  of it of the friendly variety. 
Nearly every type of evil humanoid, 
including lizard men, ogres, arcs, gob- 
lins, trolls, hobgoblins, and kobolds live 
in the swamp, as do human bandits and 
cults. As for monsters, it would be almost 
easier to name the ones that don’t live 
somewhere in Malpheggi Swamp. 

The people of Darokin have developed 
a fairly sane response to the challenge of 
Malpbeggi Swamp-they avoid it. When 
they are forced to go near it, they depend 
on large numbers of armed guards, to dis- 
suade the intelligent monsters and to kill 
the ones that attack anyway. Some people 
have been known to mount hunting 
expeditions into the swamp, but they are 
generally regarded as having serious men- 
tal problems. 
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OnclaNb 
Orcland is the name given the area in 
northeast Darokin that lies b e e n  Alf- 
heim and Rockhome. Technically and 
legally, the land there belongs to the 
Republic of Darokin. In point of practical 
fact, it belongs to the om. 

While o m  are the predominant res 
dents of Orcland, uolls. goblins, ho 
goblins, and kobolds also reside *k d 

While there seems 

The hills and mo 

Razak’s Rock - 
Razak’s Rock is aptly named. 
island on Lake Amsorak, the Rock 

caves on Razak’s Rodk, which are sup- 
posed to be the hiding place of (according 
to which rumor is bking retold) pirate 
treasure, dragon hoards, the secret trea- 
sure vadts of the Idel f d v .  or some 
combination of the above. If hyone has 

uiet about 
.. , 

eel Rivflt - 
; Streel River is one of the i m p ]  

-..t features in all of Darokin. Its watei 
feed the crops of the Streel Plain, cart 
cargo from Corunglain to Athenos. an 
power mills, forges, and other industries 
UP and down its banks. 

e Streel is a,wide, strong river, and it 
great deal of barge and ship traffic 

end of the river, as the Streel serves as 
natural ,barrier keeping monsters fror 

land to rhe 

we M Gui 
Hall 

and ducts that provide fresh air to eve] 
room in this five-story building. 
detailed map of the Hall is on pp. 48-49, 
and the key is as follows: 

@ZOUNb FlOOn 
1. Concert Hall: The Merchant’s Guild 

Hall is also a cultural center for the city, 
d the Guild sponsors many concerts, 

, plays, readings, and other such 
concert hall will easily seat 
Datrons. This is also whea 

Zuild holds its annual 
only place big enough). 
events requirhg more 

iemispherical curtain &I 

lis area is used for pr 

L 

the hack is 
3. Backst 

storage and 
4. wo* s room is two stones 

tall, and h, doors leading to the 
backstage a to the outside. When 
large scene ther bulky items are 
brought to Id Hall for a perform 
ance, they a ght in and stored here. 
There IS a u r down the long corri- 
dor for lowe )uIky items mto the stor- 
age areas the basement and 
qllh-ha--mr_l --Is0 down the long corri- 

enches and equipment for iP d painting scenery, props, 

*: The cultural events at the 
’Hall require their own staff to han- 
,okings, oversee workers, etc. The 

various offices on the ground floor are 
used by the Concert Hall manager and hio 
two assistants. They often work odd 
hours, so they have their own entrance to 
the building that does not allow access to 
other pam of the Guild Hall. 
6. Locked Storeroom: Some props, 

scenery, costumes, and equipment used 
by the Concert Hall is considered valu- 
able enough to be locked in this store- 
room. The Director, his two assistants, 
and the Property Master have keys. The 
tools and equipment in here are worth ne 
more than 500 daros, though some of the 
props may have great value to fans of the 
theater, but do not look particularly 
expensive at first glance. Hidden bebin& 
a false shelfis the jewelry used by the co! 

iit””’”“‘ 

, . 

1. , ’ 
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rume department; most of it is fake, but 
some of it is real, donated by wealthy 
patrons of the arts. All told. these objects 
have a total value of some 3,700 daros. 

7. Security Office: Four guards (2nd 
level, AC 6. anned with a Darokin rapier 
and a dagger) are on standby here during 
events in case the ticket-takers, ushers. or 
anyone else needs assistance. 

8. Foyer: This is the main entran 
the Guild Hall. People going t- --’ 
in the Concert Hall go through 
two curtained openings to ‘ 

beyond. 
9. Men’s Bathroom 
10. Women’s Bathrooi 
11. Refreshment St 11”; wuu ULU 

drinks are sold here togoncert patrons. 
The long hallway cclnects with A- 

kitchen, so the stand ’ n be resupl 
conveniently. 

12. Gmnd Stnin rhis is a gt 
marble staircase so1 . j’ wide whi 
kept perfectly polished and gleaming 
goes all the way to the fourth floor. 

13. Stairs Down: These stairs lead to 
dressing and make-up rooms in the base- 
ment for the performers.’ 

13. Stairs Up: Mo: Hall 
employees know abou i stair 
which connects the f i i  id sec 
floors, despite the fact that it is . . 
secret doors at both ends. 

14. Stairs Down: Only a few pr 
know about this set of stairs that lea 
the basement. 

15. Refreshment Stand One door 
leads directly to the kitchen, while a 
secret door leads to stairs to the base- 
ment. 

16. Kitchen: The staff here can handle 
anything from a formal banquet for 
1,000 or fme cuisine for two. There is a 
dumbwaiter, counter-weighted with a 
block-and-tackle arrangement, in the 
northwest corner. It can deliver cooked 
food (and other things) as far up as the 
fourth floor. 

17. Food Storeroom: The storeroom 
has its own door to the outside, to make 
delivery of supplies easier. 

18. Banquet Hall: When the Guild 
holds a dinner reception, formal ban- 
quet, or just a civic breakfast, this is 
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where it happens. The Banquet Hall also 
has its own entrance to the outside. 

19. Cloak Room: During any gather- 
ing at the Guild Hall this room is used to 
store the coats, jackets, and outer wraps 

Guildmaster often i t s  behind a huge, 
ornate desk at the north end of the room, 
but in less formal situations, he will meet 
visitors in the south end, where a hearth, 
serving cart, and several comfortable 
chain await. 

33. Audience Chamber: The Guild- 
master sees large groups of visitors in this 

20. Dressing Rooms: These sen 
ake-up and preparations areas for aLlvlr 
Id the like getting ready to go on stage. 
21. Secret Stairway: From here, stairs 
Id to both the first and third floors. A 

..:ret door allows entrance into the ball- 
room. 

22. Refreshment Stand: Supplies are 
delivered through the dumbwaiter. 

23. Dumbwaiter: Connects to 
kitchen on the first floor (toon 

24. Private Bathroom: For I 
aster’s guards and staff, 
25. Guard Room: Twenty g 
agic armor and weapons are ~ S S I J  

‘re. They range from 4th to 6th I 
have armor which provides them with AL 
3 ,  and employ Darokin rapiers +2 .  Stairs 
at the north end lead tc  their quarters. 
where another 20 are c f f  duty. Secret 
doors allow -L- guards tc -..---:-- 
intruders. 

26. Offices. L1lc four Assist-.. ul.lll- 
asters have their offices here. 
27. Stairs Up: Only the Guildmasrrr 
d his most trusted staffknow about d 
iirwav to the third floor. 

.rand Bathroom: This very luxuri- 
ou liteis for the rivate_lse of the 
Guildmaster-?&&%ath and sau- 
na. A secret door in the back leads to a 
stairway to the third floor. 

29. Entry Hall: Visitors who have offi- 
cial business with the Guildmaster must 
enter this room first, where they can be 
secretly observed by the guards in area 24. 

30. Receptionist: Visitors continue to 
this room, where a secretary coniims the 
visitor’s appointment. 

31. Waiting Room: This very comfort- 
able room is for visitors waiting to see the 
Guildmaster. 

32. Guildmaster’s Office: A luxurious 
oftice befitting the stature of one of the 
most powerful men in Darokin. The 

. M A g  Rooms: Many high-level 
eals are struck in the Mer- 

Hall, and the Guild pro- 
inted, private meeting 
negotiations. Although 

rved in advance, they 
. Use of the rooms is free 

Various portraits and 
s of this area, depict- 
from Darokin’s past. 
er Chancellors of the 

:public, ani :of the former Guild- 
asters of thc *ant’s Guild. 
36. Musica rage: Musical i m -  
:nts, stands rs, and sheet music are 
)red here. 
37. hft: TI he extension of area 4 
1 the first j Heavy items can be 
ought in 01 first floor, hoisted up 
to this area,’and then stored in area 36. 
37. Offices: The Guild Hall Manager’s 

staff w o w  here. 
38. hnager’s Office: Running the 

ant’s Guild Hall is a big job which “P manager does from here. The Guild 
LV -all manager is responsible for security, 

the kitchen staff, cleaning. routine main- 
tenance, and all the other things which 
are needed to operate this huge building. 

39. Bathroom: For use of the staff. 
40. Assistant’s Offices: The Guild Hall 

Manager has two assistants, and these are 
their offices. 

41. Ballroom Stage: This is where the 
orchestra performs during formal balls. 

42. Ballroom: The largest in Darokin, 
t h i s  is where the annual Masked Ball is 
held in the capital city. Many other social 
events, including dances, receptions, and 
similar formal events are also held in this 
beautifully decorated room. It is the 
secret dream of every Darokin girl to be 
married in the Merchant’s Guild Hall 
ballroom. 
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win6 Ploon. 
43. Secrn Corridor: There is a stairway 

down to the second floor on the west end 
and a secret door in the south wall. Build- 
ing staffuse this corridor all the time, but 
try to be discreet about it. 
44. Staff Quarters: Living quarters for 

some of the staff, including the 
master’s setvanfs and some of the m< 

GI-”’ 

labor. 
45. Badmom: Used by the 

in this area, this bathroom also 
bathtubs with privacy s 
46. The Pit: The Pit 

room, with dozens of 
lots of chairs. Many bu 
bers use this room to 
friends, and some m 

51. An Gallery: This room shows off 
the Guild’s extensive (and expensive) art 
collection. It also servds as a waiting room 
for people visiting the Guildmaster in his 
aDartment. 

some platinum (about 800,000 daros’ 
worth), plus a number of cut and uncut 
loose gems. Although the value of the 
platinum stored in this room is fairly stat- 
ic, the number of jewels kept here 

52. Living Rooms: These are typical liv- 
. changes frequently. &-a rule, thcvalue of 

gems runs between 1 and 2 million daros. 

trapped. Inside are hundreds of 
xes built into the walls, each with 
vidual lock (many of them 

well). Inside these boxes, 
fme cloth are some of the 

in all of Darokin. 
tems in this room 
15 million daros. 

room’s jovial atmos 

man con- 
made nearly around 
building, and wibes 
times to commit th 
parchment. These rooms 
and contain a wide array of sc 
ment including inks, par 
various seals, and other 
The seals used to authe 

r three doors. all of which 

Second Defense Room: This room 
empty, except for the door on the 

iorth wall. This door is locked and 

66. Third Defense Room: This room. 
too, is empty. The door on the north wall 
is not lmked, but it is guarded with a 
deadly area effect trap. 
67. Fourth Defense Room: This room 

is, you guessed it, empty. Two secret doors 
lead to the big treasure mom (to the west) 
and a secret stairway to the f f i  floor (to 
the east). The north door, like the m e t  
doon, is locked and trapped. 
68. Fifth Defense Room: In keeping 

with tradition, this room is also empty. 
The door on the north wall is locked and 
trapped. 
69. Sixth Defense Room: This room, 

like the rest, is empty. This one, however, 

1 V U I \ C  
here. 
48. Guard’s Quarters: Twenty guards 

are asleep in this room. They are the other 
half of the force in room 2 5 on the second 
floor, and a stairway at the north end of 
the room connects the two. 

49. Security Corridor: Guards can 
observe (and, if necessary, ambush) peo- 
ple entering the Guildmaster’s Apart- 
ment through a section of this floor. 

50. Armory: Weapons and armor for 
the sleeping guards, as well as special 
items for emergencies, are stored here. 
The secret door is both locked and 
uapped. Only the captain of the guard 
and his two lieutenants knows how to get 
past both. 

51. Treasure Merchant’s 
Guild issues its own d letters of 
credit, and while many of them are 
backed solely by the Guild’s reputation, 
some of the dms are backed by cold, hard 
cash. That cash (or at ‘least a good part of 
it) is kept in this room. This room has 
piles and piles of gold bats. 50O-darO 
ingots stacked conveniently. There’s 
probably over 2,000,000 daros bere. It is, 
of course, well guarded (for more on the 
guards, see below). 

58. Treasure Room: Hidden behind a 
secret door is a smaer room with even 
more riches inside. This room contains 
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has a permanent anti-magic shell cast 
around its perimeter in all directions, so 
no spell may enter or leave the room. The 
door on the west wall is false; it will not 
open, and if it should be pried off the 
wall by brute force, a blank wall is all that 
is behind it. What’s more, the door that 
leads to this room is a one-way door; that 
is, once everyone in a group enters th 
room, the door will shut behind the% 
and disappear. If only part of a+p 
enters the room, then the one-&+ door 
will not disappear. Only whepjthe entire 
group enters thii 
door’s properties 

intruders who 
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here, constantly a c c r  by two 
guards, putting the a1 touches on 
important papers, inc 
letters of credit in 
50,000 daros. 
seals required to prove l e  legitimacy of 
large docs, and the S4emaster is the 
only person who has copie- -‘I of them. 

71. scribes’ Office: Fo ibes work 
in here, under the direct .-,mision of 
the Scribemaster. These scribds pre] 
the body of most of the important 

the all-important seals to their boss. 
72. Telepoft Room: There is a tele,,. 

spot in the northwest corner that goes 
with the one in room 55 on the third 
floor. Like that spot, a password is 
required for the telepon to operate. 
There is a secret door in this room, too, 
and it leads to a stairway which ascends to 
the fifth floor. 

ments, leaving the finishing 

Finn Floon 
73. Observation Platform: This is the 

highest point in the city, and it provides a 
cleat view for miles in all directions. The 
stairway that exits to the north is obvious 
but another one, which exits to the south, 
is hidden by a secret door in the floor of 
the platform. 

74. Emergenq cache: The Merchant’s 

Guild plans m be a power in Damkin for- 
ever; but they also know that natural disas- 
ms, wan, riots, and other unpleasanffles are 
a possibility. Should the wbrst happen, there 
is an emergency cache undemeath the spiral 
staircase leading to the observation plat- 
form The cache contains the following: 
Yo0 daros in coins; another 15,000 &os 

rth of jewelty; assorted c e d e d  letters of 
. d i t  (issued by a wide vadety of institu- 
tions) totaling 300.000 daros; one of each of 
the important Merchant’s Guild seals; m- 
eral books of financial information; and a 
magit carpet. In an extreme emergency, the 
Guildmaster is supposed to take the items 
and fly on the carpet off the okrvation 
platform to safety Only the Guildmaster 
knows the command word for the carpet, In 
fact, only the Guildmaster is supposed to 
know that the cache i d f  even exists. (How- 
ever, two other people--one of the Assistant 
Guildmasters, and a sharp-eyed servant- 
also know of the cache. No one knows that 
they know, not even each other.) 

RaS€M€Nt - 
: bressing Roo hese rooms are 

for --.icert Hall penormers .o change 
costumes, put on make-up, etc. 
77. Loading Area: Goods are sent 

through trap doors from this area as need- 
ed, either up to area 4 on the fmt floor, or 
down to area 85 in the sub-basement. The 
--7& are moved with a block and tackle. 

ere is a spiral staircase in the north? 
oer that leads to the sub-basement. 
7 8 7 v Y l j l 9 n ] I W h i i  are 

stored here. Everyt ing rom unpounded 
cargo wagons to broken furniture and 
crates of undaimed merchandise end up 
in this room. Some of the workers down 
here claim that they know exactly where 
everything is, but that’s hard to believe 
given the disorganized nature of the area. 

79. Livestock Pens: Impounded and 
sick animals are kept here, along with 
livestock for the kitchen staff when they 
need the freshest possible meat. Occa- 
sionally, a captured monster may also be 
found down here, while a decision is 
being made on what to do with it. 

80. Guard Room: The dungeon guards 
stay here, usually playing cards or dice. 

P h C € S  of INt€R€H 

Both doors in this room are always 
locked, and only one may be opened at 
any one time. 

81. Records Room: The door to this 
m m  is locked, but not u a p p l .  Inside are 
numerous shelves of financial records 
which, although of great importance to the 

d d ,  are of little value to anyone else. 
32. Workshop: The door to this room is 

d or trapped. Inside, wizards 
mists work on various experi- 

ored by the Guild. There is a 
quipment in here, but the 
I magic items are usually 

kept by the wizards using them, rather 
than left here.Po matter what the time, 
day or night, @ere is an excellent chance 

magic-users and ld4 
alchemists (9096) that are B ere, plugging away. 

83. S t o r e r a T h e  secret door to this 
room is locked and trapped. Many of the 
magical and alchemical supplies used in 
the workshop are stored here. Few indi- 
vidual items are exceptionally valuable, 
but taken as a whole, there’s quite a lot of 
valuable material here. 

84. Dungeon Cells: These are typical 
dark, dank, smelly, and uncomfortable 
dungeon cells, The four larger cells are 
kept a little cleaner than the rest and are 
used for important prisoners. Usually, 
prisoners)%e kept here only for a short 
time, until the Guild finds out whatever 
it is they need to know, and then they are 
turned over to the City Guard. There 

ially aren’t very many prisoners here, 
. the Guild believes in being prepared 

for all eventualities. 

85. Loadinghea: large items are loaded 
through the uap door in area 77 of the 
basementtothisarn.forlong-termsrorage. 
In the northwest comer, there is a spiral 
staircase that leads up to the baxment. 

86. Storeroom: The things in here are 
even older than the stuff in the basement 
storeroom. Some of it is undoubtedly 
valuable, some of it is junk. Telling the 
difference between the two is not be easy. 

87. Trapped Room: The secret door to 
this room is locked and trapped. Crossing 
the room, any intruders should encoun- 
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ter three more separate uaps, all designed 
for maximum lethality. 

88. Trapped Room: The door to this 
area from room 87 is trapped and locked. 
There are three more separate uaps in this 
room, even more dangerousthan the tirst 
three (if possible). There is another 
locked and trapped door on the west w d  
and a secret door on the north wall. 

89. Magical Guardian: This room is tb 
lair of several foul-tempered, 
magical guardians, whose only 
inthislifeistoripanyand 9 
into small, bite-sized piec &d ei 
them. The Guildmas as a spec12 
charm which he wear .n he comes 
down here that prote m from the 
beasts. The c h a m  is ne-of-a-kmd 
item. If a group of a rets should 
ever come into this a r e s G M  should 
present them with almost certam deat 
by some sort of magical monsters whic 
serve as guardians. 

nts to each < 
these mms are, of 

90. TrranueRoonrp:' 

most of the Guild's magic-usen don't evc 
know that it erisa. Only the top three wi 
ards in the Guild's employ, the Guildmas- 
tu, and one Anistant Guildmaster know of 
it. The equipment and materials in this 
workshop are worth a fortune. 

92. Magical Stores: The door to this 
room IS neither locked or trapped. the 
wizards figuring that anyone that's got- 
ten this far either belongs here or isn't 
going to be fazed by one more trap. Prac- 
tically every spell component known to 
the magical community is in thii room, 
and in abundance. Only the most expen- 
sive and valuable components and equip- 
ment are not bere, which migbt lead the 
observant to think there may be a hidden 
vault of some sort. 

93. Hidden Vault: Good guess. The 

in their various locations, a number o 
guards walk regular patrols tbfoughr--- 
building. Strangers can roam unchal 
through tbe public areas of the GuL 
(many areas are quite crowded well into tb 
night), but unfamiliar faces in places the 
don't belong will be immediately invesd 
gated in a friendly way. "Good evening, si 
may I help you fmd your way?" is a typics 
greeting from a guard who doesn't thin 
you belong where you are. If any resistance 
is encountered, the guards' mood quiddy 
souts, reinforcements are called in, and th 
situation is resolved with as much force i 
seems necessary. 

the orcs' problem. not Darokin's. 

Razak's Rock 
Razak's Rock is aptly named. The third 
island on lake Amsorak, the Rock is just 
that-a rodr. Only the hardiest mosses 
grow on the island, and a few nesting 
birds make up its entire wildlife pop&- 
h. It is an empty, desolate place. Sail- 

ame the Rock's condition on the 
kdisaster that befell Itheldown 
over 200 years ago, but in truth, 

been like this for much 

does have a sheltered bay 
with calm, uystal deal 

water and a b e 4  of fine, jet-black sand 

longer tha 

on its no 

caves on Razak' ock, which are sup- 
posed to be the h ing place of (according 
to which rumor r being retold) pirate 

re, dragonmhoards, the secret trea- 
iaults of the Ithel family, or some 

he above. If anyone has 
Caves (or treasure), they 

ORClaNb - 
nd is the ruuc givcii UIC d l c ~  I 

east Darokin that lies between Ah 
UFUU and Rockbome. Technically an 
legally, the land there belongs tu tk 
Republic of Darokin. In point of practic- 
fact, it belongs to the om. 

While orcs are the predominant resi- 

goblins, and kobolds also reside there. 

nbinatio 
ind any 

p e t  about it. 

dents of Orcland, trolls, goblins, hob- Eel Riven 
c"- ~~~~l fivH is one most impor. 
tant features in all of Darokin. Its waters 
feed the crops of the Streel Plain, carry 
cargo from Corunglain to Athenos, and 
power m i l l s ,  forges. and other industries 

The Sueel is awide, suong river, and it 
sees a great deal of barge and ship d i c  
in both directions. Fishing boats also 
work the river with considerable success. 

The river is an unforgiving one; those who 
take it lightly d o n a  usually get a cbance to 
repttheirmiseake. The currents ate strong 
and treacherous, and only the strongest 
dets & eyer 4 it. 'Ibis is an 
advantage the so"&a end ofthe &a, as 
the Sueel ~ ~ N C S  as a nafural barrier keeping 
monsters from Mdpheggi Swamp from 
moving into &-land to the east. 

up and down its 

are 
are 
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Basic AbV€NtUR€S 
The following adventures are intended 
for use by characters who are between the 
first and third levels of experience. 

ACtfON ON to€ Atb€NOS - 
Introduction 
The characters are hired by a mer< 
named Bancohr to travel with his h 
as they CIOS the Athenos C d  
informs them that they are g o i e  to oe 
guarding a very valuable c which is 
packed away in stout ches d strong- 
boxes. If the characters 
specific nature of the c 
veyed, they will be in6rmed that 
simply trade goods ~--&fically fine 
celain) made wit. larokin, b 
delivered to Athen.. 2 eventual I 
ment abroad by e x p o a  

Resolution I 

~n actuality, the ch+ 
up. Bancohr is a di st man who has 
purchased a cargo of ior porcelain and 
insured it with a major 4ading house for 
nearly five times its value. Although he has 
hired the characten to serve as guards for 
the duration of the craft's voyage down the 
canal, he has also hired a sma group of 
bandits (see the D&D" game Basic Set for 
statistics) to attack the barge and +sttoy 
the cargo. Once the cargo has been 
destroyed, he will file a daim for thq 
alleged value of the merchandise. 

During the come of their bade with the 
bandits, the characters should discover the 
true nature of the cargo which they are pro- 
tecting. In addition, the bandits will know 
about any special precautions taken by the 
characters to p r o m  the cargo which their 
patron knew of. Actions taken by the char- 
mers of which Bancohr was not aware will 
not, of course, be known. 

Once the characters have discovered that 
the porcelain is not what it was billed as, a 
little investigation will tum up the fact that 
no warehouse space has been reserved for 
the goods in Athenos and that they have 
not been offered for sale to any exporting 
h. In short, it will become obvious that 
the cargo (and its guards) were never 

4$ *:;*the 

I 

intended to reach Athenos intact 

Aftermath 
When the characters  ha^ acquired enough 
evidence to supprt their belief that the 
merchant has wronged them, they can 
e i t h a d r 0 q t . e  direci&i&z 

:a the attention of the house which 

ey pursue the former course of 
the players will probably want to 

raid Bancohr's home andlor offices in 
Athenos. The outing will be particularly 
profitable ifone or more thieves is includ- 
ed in the party, but can be resolved with 

le brute force. 
lather possible means of regress is 

ackmail, with the characters offering 
)t to go to the authorities if they are 
cluded in the take. Although the 7 
hr will agree to their conditions, he 
ter attempt to betray and murder them. 
iere is no honor among thieves. 
If the characters go to either the authori- 

ties or the insurer, they will be required to 
tesufy against the merchant in court and 
may acquite something of a reputation as 
word of the trial spreads. Since the average 
businessman in Darokin would be shocked 
at the actions of Bancohr, the players may 
find themselves receiving praise and, more 
important, additional job offers from mer- 
chant houses looking for reliable guards or 
agents. In any case, they will receive a 

thoriues m Ath , 

inwed hisargo. 

Nard for their actions from the inn 
erchant house. 

-- 

coe WaNbenfn's - 
Induction 
The characters come 410s an unusual 
document which, at first. seems to be an 
ordinary map of thg various passes 
through the C ~ t h  Mopntains and into 
the Five Shires south of Darokin. When 
exposed to the light of 4 full moon, how- 
ever. one of the passe$ is found to be 
marked with a brief +ription which 
tells of an elf who called himself The 
Wanderer. It seems thaF he met with an 
untimely death at the h$nds of the goblin 
tribes that roam the hilh and his compan- 
ions buried him, along~with his belong 
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ings, where he fell. The document is a 
map detailing the location of his grave. 

If the players are not interested in trav- 
eling to this location on their own, the 
DM should simply*inuoduce a patron 
(another elf or a human magic-user) who 
wishes to learn more about the fate of The 
Fmderer and, perhaps, recover some of 

e magical objects which he took with 
m *n his gnve. 

The t+rough the h t h  Mountains to 
the grav &e Wanderer should be diffi- 
cult and uyiq,  but nothing the charaners 
cannot cope w d .  As one mighf e x p t ,  the 
usual hazards of a mountaineering 
expediuon-roddalls, harsh weather, ani- 
mal encounters, avalanches, and the like- 
should be presented for the charmers to 

ercome during their travels. 
Once they reach the site indicated on 

p. the characters will find the 
of a simple gnve which has been 

isactced by goblins. A quick search of 
e area around the gnve will uncover a 
re which 15 ost certainly home to a 
be of gable The skull of an elf is 
ured to thebtone above the entrance to 
e cave by ab iron spike. The Dungeon 

odd detail the goblin lair, 
mind the strengths and weak- 

, event that the charactcn wish to 
he  Damkin ideals of diplomacy 

d finesse o m  physical confrontation, 
they will find thegoblins to be fairly unre- 
ceptive. They will be able to learn that 
these are the humanoids who slew The 
Wanderer and later looted his gnve, but 
will be unable to tecovef any of his belong- 
ings. If they remain too long in the compa- 
ny of these foul tempered goblins, they will 
be attacked and forced to flee the moun- 
tains. 

Aftermath 
The Dungeon Master should determine 
the treasure kept by the goblins in accord- 
ance with the rules presented in the Basic 
Set. In addition to the wealth so indi- 
cated, they have one of The Wanderer's 
magical objects. 

The object is a staff  some 6' long and 

Master 
keeping 
nesses o P the adventurers. 
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2” in diameter. One end of it looks as 
though it has just been cut from the tree 
and has sprouting buds and leaves on it 
while the other is withered and dry. 

Striking a living being with the with- 
ered end will inflict 2-12 (2d6) points of 
damage, just asa StaffofSuikingwould. 
Such an attack adds one charge to the 
staffas it draws forth the life energy of thc 
victim. 

of the staffwill restore 2-12 (2 
of damage to the individual ’ 
manner that a staff of h 

Touching someone with the livi. 

1 Expent AOv€?i 
The adventures which 
ed to provide adventurl 
by players with charact 
least 4th and no higher 

Wonks Of Ant - 
Introduction 

the finest in the Known 
the goods which they produ 
valued and highly sought 
word of a new artisan of excepuon 
ent reaches the market place, there 
often a frenzy of speculation about his 01 
her future and a great deal of hagglink 
over the worth of their existing pieces. It 
is just such an event that brings the char- 
acters face to face with a true fiend in this 
adventure. 

The characters either decide or are 
hued to make a voyage to the home of a 
female artisan by the name of Mauissa. 
She has recently acquired a reputation for 
skill in the crafting of stone busts. She 
works only in jet and produces pieces of 
such detail and quality that none like it 
has been seen in recent history. Matrissa 
lives south of Akorros and the characters’ 
journey to her home has but one primary 
purpose: to purchase as much of her work 
as they can for as little as they cab. Ifpos- 

The craftsmen of Dawlilir un( 

sible, they will also want to entice her to 
deal only with them (or the merchant 
whom they represent). 

Resolution 

,d manor. The Dungeon Master will want 
o make up a character sheet for Matrissa 
.nd lay out a map of her home, keeping 
n mind that she is fairly powerful magic- 

user. Below the manor house in which she 
lives is a cellar which contains her magical 
.vorkshop, but there is nothing un 
mon about it. Beneath that level, 
ever, is the heart of her great evil. 

In a secluded dungeon, protected from 
intruders or potential escapes by numer- 
ous magical and non-magical traps, she 
‘:eeps a row of cells in which she 
mprisons those who will serve as 
‘models” for her works of art. In addi- 
ion, this level contains a pit which is 

.lome to a shockingly black cockatrice (see 
the D&Dm game Expert Rules). When 
Matrissa decides to create a new sculp- 

she simply tosses one of her pris- 
into the pit and waits. Once the 

monster has done its work, she recovers 
the victim and cufs the head and shoul- 
lers from the jet corpse to make a bust. 

Lftermath 
When the characters confront Matrissa, 
hey should find her a dangerous foe who 
s almost impossible to overcome. Still, 

battle with Matrissa would be to hurl her 
into the cockatrice’s pit where she can 
experience for herself the frightful death 
of her victims. 

The characters will fmd that the ptis- 
oners in the cells are all very handsome 
men and beautiful women who fell vic- 
tim to Mauissa’s magical lures and found 
themselves suddenly abducted by the evil 
woman. Their sadistic captor made the 
manner of their deahhs quite dear to 
them and they lived in terror that each 
day would be their last. The intense grati- 
tude which these prisoners will feel upon 
their release makes it easy for the referee 

to introduce one or more of them as a 
romantic interest for the characters in 
future games. 

In addition to the treasure which they 
recoverfrom looting Matrissa’s home, the 
characters will receive a great deal of pub- 
licity for the rescue of the prisoners. In 
Akorros, where the victims came from. 

were all assumed to have been killed 
)ducted by wme unknown person, 

of dues meant that the town 
wholly unable to find any of 

hem. Rewards from the victims’ families 
iay be provided also, at the referee’s dis- 
tetion, an& hould be determined in 
ccordance the specific level of the 

otroduction 
‘here are numer, us points within the 
:gal borders of tk Republic of Darokin 
ihich remain uncontrolled and 
intamed. Perhapathe most well known 
‘f these regions e the orcish keeps in 

hclands, this region of the country has 
lever been completely pacified and is a 

the security of Daro- 
d Rockhome. Thus, 
themselves as obvious 
by characters of suffi- 

venture assumes that the char- 
either for their own gains or as 

gents of the Republic of Darokin, have 
lecided to mount an attack on one or 
more of the various keeps in the 
Orclands. Probable starting points for 
invasions of the Orclands are Fort 
Hobart, which protects the city of Seleni- 
ca, and Fort Nell, which stands to block 
access to Corunglain and the core of the 
Heartland. 

Resolution 
If the chmm intend to attack ody a sin- 
gle stronghold-be it C‘kag, Dast, Grukk, 
or Xorg-they will find the resistance to be 
fierce, but disorganized. Each of the holds 
listed above p m t s  all the hazards of a 
common military encounter, plus rhe posi- 
bility of unusual monsters which have been 

iortheast Daro f in. Known as the 
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and finally Ikdmeikos itself must be 
well thought out and clever, for Bargle 
will notice dK absence of his mistant and 
the dagger which was solen f r m  him. 

After a difficult journey north, the 
characters shotdd meet with Bargle in the 
CNth Mountains just before they cross 
over into D&. If they do not over- 

and destroy him. he will 

Aftern 
When a e m  reach Alfhcirn with 
Sahlynda, theywillfindthatheisdille- 

increase in hushes Eaa any house to 

him in the mountains. 

Iatmduction 
The time has come. Tha~+ d e r  ofthe many 
uibes of o m  who dwdl in the Broken 

powex. With such proaf of his greatness, 
theorherhumanoidrhaveralliedtohis 
call and stand poised to surge into Damkin. 

Resolution 
The players can coafrent this threat in 
many ways. The two most likely means of 
resolution will invdve either an all-out 
war with the fQrces of Thar or a covert 
attempt to b r d  rhough his defenscs 
and mike dire+ at the orc king. Both 
courses of action have their advantages. It 

Lands, has acquired a42 aai6act of gleat 

tamed by or allied t h d v e  with the 
humanoids who d w d  there. Once the 
large militaty form ofthe region have been , overcome, there will be numerous &ream 

’ to the chvactns as they explore the wreck- 
age of these fortifiations. Each ofthem has 
vast underground regions which will 
require exploration and “decontamina- 
tion” before humans can again retum 
the area. 

when confronted with 
utw desuuction. 

d challenge to ko&e heroes If 
p d  mo far, they will peuuon Thar 
oftheBrokenLands(s-- 10, TheOrrc 
of n~ar for more info1 

Aftermath 

In). 

eithe~ wholly or in 
will require the 

chvacters could petition for and receive the 
lands as an independent state In any 
event, they will certainly have considerable 
sway in the decisions which are r d  
the development of this region. 

Jn addition to the gratitude of Dai4 
itself, the elves of Alfbeim and I 
dwanres of Rodihome will be certain to 
express their gratitude for the actions of 
the characters. 

Of course, the destruction of the orc 
suongholds does not make the northeast 
comer of Darokm tame by any means. 
This s u e d  of rough and broken terrain 
will only be u u l y  controlled after an 
extended period of exploration and the 
destruction of numerous caches of evil 
hidden throughout the area. 

COMPaNiON 
AbveNtuRfZS 
The following adventures are intended 
for characters who fall between the 15th 
and 25th level of experience. 

tacted by a handsome young man 
perhaps 15 years) who gives his name as 
Sahlynda. He explains that he is a servant 
in Fort Doom itself and is very unhappy 
with his life. This should, obviously, 
come as no surprise to any of the charac- 
ters since almost everyone is unhappy 
with life in the Black Eagle Barony. 

The boy explains that he wishes 
leave Karameikos entirely and travel 
Alfheim, where he has family. A cb 
examination of the boy’s features sh 
that he does indeed have an elvish cast 
his face. The lad explains that he ha 
valuable magical object which he v 
gladly present to the characters (for th 
own use or for transfer to the Republic, 
they desire) if they will aid him in 
escape. Theohject, itturnsout, is: 
handled dagger with a long slende 
of mithril. The referee should assign 
powerful magical properties to make 
especially interesting to the characters 
his or her campaign. 

htion 
ctuality, the boy is a first level *--: 
who has been serving as an 

eikos). Ifthe 

researches or kills th 
become too powerful to 
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AbveNtUn€s 

theD&JFgarne 
ar and his fo rb ,  wasslainbifo&'hc 

this one can be found in mo 

them. It should be 

nations of the Known World. 
Diplomatic attempts to ensure peace 

for Darokin will be be difficult and 
require all the finesse that the characten 
can muster. The best that they can hope 
to achieve is a temporary reprieve for 
Darokin, remaining neutral as Thar's 
forces drive into the other human nations 
around them. Such a situation is inher- 
ently unstable, for it will be Darokin's 
turn to fall once the other nations cmm- 
ble. However, ifdone cardully. the diplo- 
matic tactic can buy time for a military 
build up in Darokin or act as cover for a 
secret strike against Thar himself. 

came, everyone on 

the portal 

has ever felt before. 

P 
d e char- 

of the 
wn Worfd. Since, at thii pint, they 

which was probably used by Ithel in the 

If Razrog was driven off but not 
destmyed, he is certain m carry a grudge. 
Not only have rhe characten turned amy 
his advances into the Known World, but 

W e  Ithedown they have a m h h e d  
itself. When Razmg was in search of enter- 
tainment, he w d d  
undead remnants of Henry Ith 
family for days (XI end. 
of his favorite pastimes, Rauqgwill have m 
look elsewhere for fun. It is quite possible 
that he will replace his old tOys with fiew 
ones-the player msncters themxlves. 

summoningdRauog. 

. . .  

. 



ver tongue. 

smuggling. 

ic. 

from crystal ball and ESP 

Third Level: Detect lie, inventory, 

Fourth Level: Accounting, resist mag- 

Magic Items: amulet of protection 

Jons Brandifirth is a Senior Merchant 
with the Sueel Bank, a moneylending 
company owned by the Mauntea mer- 
chant house. Brandifirth served in the 
army as a young man, and that accounts 
for his Fighter skills, but he has not 
picked up a weapon in anger for over 20 
years. 

Brandifirth is proud of his advance- 
ment, and bristles at the suggestion that 
moneylenders aren’t “real” merchants. 
“I’m as much a trader as any of them,” 
he’ll growl. ‘‘I buy and sell money.” 

Brandifirth is solidly in Darokin’s gold 
class, moderately powerful and quite 
wealthy. He became wealthy by aggres- 
sively finding new ventures and people to 
lend money to-DerhaDs the Dlaver char- 

Here are a dozen ready-to-go NPCs 
your campaign: 

JoNs  BnaNbifintn 
Human Moneylender, 45 years old, Daro- 
kin 
2nd level Fiehter/ 11th level Merchan 

ws 11 
Dx 10 
Co8 
Ch 9 
AC 9; MV 120‘ (40‘); hp 11; #AT 1; Dmg 
by weapon; AL N 

Skius: AppraiSal(l6). Bargaining(17). 
Finance (17) 

Merchant Special Abilities: 
First Level: Calm animal, clear sight, 

count coins, detect evil, evaluate, predict 
weather, trust. 

Second Level: Appraise, detect 
ambush, detect magic, hold animal, sil- 

while Brandifirth is an aggressive busi- 
nessman, he’s also careful enough to pro- 
tect his investment. For that reason, he 
often hires adventurers to investigate a 
person or company before he commits 
himself. 

Human Diplomat, 41 years old, Darokin 
1st level Clericl3rd level Merchant 
St 9 
In 13 
ws IS 
Dx 9 
co 10 
Ch 14 
AC 9; M V  120‘ (40’); hp 5 ;  #AT 1; Dmg 
by weapon; A L L  
Skills: Advocacy (U), Bargaining (13), 

Persuasion (14), Woodworking (9) 
Merchant Special Abilities: 
First Level: Calm animal, evaluate 

Cleric Spells: None 
Magic Items: ring ofprotection + 1  

Millington Vonaday is a Diplomat Sec- 
ond Class in the Darokin Diplomatic 
Corps. His superiors assure him that 
when his next review comes, he will be 
promoted and assigned to an overseas 
post, just like he wants. Until then, he is 
the special assistant to Reynard Varsho, 
Historian of the Darokin Merchant’s 
Guild. 

Vonaday spends his days in the vast 
library of the DDC. looking for evidence 
of now-lost merchant houses that have 
disappeared and clues as to how it might 
have happened. He has become particu- 
larly fascinated with the story of Ithel 
House, which vanished 227 years ago 
under mysterious Circumstances. Vona- 
day could very well mount an expedition 
to Itheldown Island for further investiga- 
tions, and would need a band of adven- 
Nrers to accompany him. 



Sardple NPCs 

Den€k VaNisi 
Elf Army Officer, 154 years old, Ft. Nell 
8th level EW5th level Merchant 
St 15 
In 14 
ws 10 
Dx 18 
Co 13 
ch 12 
AC 2;  MV 120' (40'); hp 41; #AT 1: Dmg - 
by weapon: ALL 

Skills: Bowyer (15), Climbing (18), 
Fletching (14). Navigation (14), Riding 
118) 
. Merchant Special Abilities: 

predict weather. 

ambush 

First Level: Calm animal, ignore road, 

Second Level: Check load, detect 

Magic Spells: 
First Level: Charm person, magic mis- 

Second Level: Invisibility, knock, 

Third Level: Fire balI, f l ~  protection 

sile x 2 sleep 

locate object, web 

from normal missiles 

f i e  

rapier +3, long bow +z, 20 arrows + I  

Derek Vanisi is a Captain in Darokin's 
First Army, and is currently stationed in 
Ft. Nell. Vanisi is one of the highest- 
ranking elves in the enure army, and 
while he has few friends, he is respected 
by all who serve with him as a fme ofkicer 
and a good, dependable person. 

Vanisi is soon to retire from the army: 
he plans to go into business as a Trader. 
He has already acquired a good deal of 
money and experience in side dealings 
during his tcavels in the army, and is sure 
to become a major success. He will be on 
the lookout soon for potential partners 
and employees-perhaps the player char- 
acters could do some business with him 
sometime. 

Fourth Level: Ice storm/walI, wall of 

Magic Items: Shield +1 ,  Darokin 

2 

ANWRS POUNCMZR 
Human Bodyguard, 30 years old, 
Athenos 
5th level Fighter 
St 18 
In 8 
ws 12 
Dx 11 
Co 16 
C h 8  
AC 7; M Y  120' (40'): hp 36; #AT 1; Dmg 
by weapon type: AL C 
Skills: Gambling (10). Riding (11) 
Magic Items: Quarterstaff +Z 

Anders Pounder is the personal body- 
guard of a mid-level Trader in the Linton 
house in Athenos. As such, he accompa- 
nies the Trader everywhere he goes, 
except for delicate business deals and oth- 
er situations when the Trader wants some 
privacy. Even then, Pounder is not far 
away. He is not particularly bright, but he 
is loyal, skilled with a sword and a quar- 
temaff (treat as a dub for game pw- 
poses), and possesses a surprising amount 

I 



of common sense. His one weakness is 
gambling-he manages to lose nearly all 
of his wages in back alley dice games and 
“friendly” bets in taverns. 

“Rat” Anonat 
Human Street Beggar, 28 years old, _ _  
Akorros 
6th level Thief/2nd level Merchant 
St 10 
In 13 
w s  9 
Dx 14 
c o  12 
Ch 7 
AC 9; MV 120’ (40‘); hp 17; #AT 1; Dmg 
by weapon type; AL N 

Skills: Bargaining (13). Gambling 
(14), Netmaking (14). Shipbuilding (13) 

Merchant Special Abilities: 
First Level: Trust i 

Wesley Arorat (everyone just calls him 
“Rat”) is a constant future in the streets 
of the copper sections of Akorros. Rat 
does a little bit of everything-burglary, 

mugging, pickpocketing, you name it. In 
lean times, he’s done honest work in the 
shipyards on the lakeshore, but he didn’t 
care for it much. 

Rat is trying to set himself up as a 
fence, a buyer of stolen goods, and has 
had a little success so far. His best talent, 
however, lies in information services. 
Hardly a thing happens in Akorros that 
Rat doesn’t hear about, especially things 
on the shady side. And there’s plenty of 
shady dealings in Akorros for the Rat to 
know about. 

Player characters could encounter the 
Rat as not only a source of information on 
what’s really going on in Akorros, but 
also as a connection into the local 
Thieves’ Guild, a buyer for merchandise 
of dubious origin, or as someone who 
knows where a missiig item is likely to 
be. Despite his unsavory background, 
Rat is, deep at heart, a good person. Any- 
one spending any amount of time with 
him at all will catch him doing acts of 
anonymous kindness for the poor of the 
city, and other such things. 

QUiNt BOStitCn 
Human Thief, 33 years old, Cotunglain 
9th level Thief/4th level Merchant 
St 12 
In 12 
ws 10 
Dx 15 
Co 14 
Ch 11 
AC 7; MV 120‘ (40’); hp 27; #AT 1; Dmg 
by weapon type; AL C 

Skills: Advocacy (lo), Gemcutting 
(13). Jeweler (13) 

Merchant Special Skills: 
First Level: Count coins, waluate. 
Second Level: Detect magic 
Magic Items: Elven boos, ringofinvis- 

ibili% potion of super-healing 

Quint Bostitch is a quiet, humorless 
man. He has no friends, very few 
acquaintances, and that’s just the way he 
likes it. Bostitch is devoted to his craft as 
one of Darokin’s best cat burglars. His 
merchant experience comes from some 
recent forays into legitimate business, as 

SaMplc NPCS 

good deal more. 
The adventurers could encounter Bos- 

titch as they were on the uail of some 
stolen merchandise. Quint’s specialty is 
jewelry and gems, and ifa famous piece is 
lifted, he’s almost automatically the 
prime suspect. Quint has been inden- 
tured for crimes before, and though he is 
free now, his past experiences have con- 
tributed to his unpleasant demeanor. 

RutOea WOCk€N 
Human Trader. 43 years old, Selenica 
2nd level Magic-User/l3th level Mer- 
chant 
St 8 
In 15 
Ws 14 
Dx 10 
c o 9  
Ch 12 
AC 9; MV 120’ (40‘); hp 4; #AT 1; Dmg 
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by weapon type: A L L  

(16) 
Skills: Bargaining (16). Negotiation 

Merchant Special Abilities: 
First Level: Calm animal x 2, clear 

sight, count coins, detect evil, evaluate, 
ignore road, predict weather. 

Second Level: Appraise, check load, 
detect ambush. detect magic. hold ani- - 
malx2 

Third Levd: Find traps, embezzling, 
inventory. 

magic 
Fourth Level: Check caravan, resist 

Magic Spells: 
First Level: Protection from evil, read 

magic 
Magic Items: Wand ofpolymophing, 

ring of regeneration, scroll of protection 
from undead 

Ruthera Wocken began life intrigued 
by magic-she even dabbled in it a little, 
before she discovered money. She mar- 
ried a cousin of Bertram Hallonica, and 
found she had a real talent for business. 

Now a widow, Rur,hera is a Merchant 
Prince in her own right, and one of the 
top Traders in Hallonica house. 

Wocken has earned the respect of all 
she has worked withas one who pulls her 
weight and works ,hard. Anyone who 
treats her gingerly because she’s a woman 
will be quickly set rjuaight. Like all the 
other Traders, Ruthqra pitches in on cara- 
van trips, uavels oyerseas, and does all 
the other things expected of a person in 
her position. 

Despite all her ye& as a traveling Trad- 
er, Wocken is still, very uncomfortable 
around animals. This may be her only 
weakness. 

CORWN LiFatON 
Human Trader, 38, Athenos 

chant 

w s  11 
Dx 10 
Co 15 
c h 9  

AC 2; MV 120’ (40‘); hp 49; #AT 1: Dmg 
by weapon type; AL N 

Skills: Appraisal(15), Bargaining(16), 
Negotiating (16) 

Merchant Special Abilities: 
First Level: Calm animal x 3, dear 

sight, count coins, detect evil, evaluate, 
ignore road, predict weather, orientation, 

Second Level: Appraise, check load x 
2 ,  crowd summoning, detect ambush x 2, 
detect magic, hold animal, quicken pace. 

Third Level: Detect lie x 2, find uaps, 
inventory 

Fourth Level: Accounting, check cara- 
van, embezzling, resist magic. 

Magic Items: chain mail +3, long 
sword +2, +> vs. undead-Tdent: heal- 
ing; ring of telekinesis; gitdle 
strength 

UUSt .  

Corwyn Linton is the third son of 
LuciusLintoo, head offinton house. Lin- 
ton house is based in Athenos, and is the 
second largest merchant house in the 
Republic. Corwyn was born with an 
entire silver place-setting in his mouth, 
and he has taken advantage of his situa- 
tion. 

Corwyn has amassed a staggering per- 
sonal fortune, and should that ever prove 
insufficient, he has nearly full access to 
the Linton family coffers. He has traveled 
all over this part of the Known World, 
and is not only a shrewd trader, but a for- 
midable fighter. 

It is unlikely that the player characters 
would ever meet Corwyn Linton as an 
equal; there are probably only 15 people 
in all of Lkokin who are of his stature. 
The PCs may encounter Corwyn if they 
are hired by Linmn house for a job, and 

’ng that metits Corwyn’s atten- 
r goad or bad. Corwyn is arro- 

gant and aloof, a no-nonsense type of 
man who doesn’t waste more t h e  than 
necessary with ideriors (which, as noted 
before, is practicaJly everybody). When 
angered, Corwyn has exhibited a cruel 
streak that is not h i s  most endearina qual- I 



Samlc: NPCS 

I 
Mar;c;ie cR€MONtaiN€ - 
Human Cleric, 24 years old, Corunglain 
9th level Clerid3rd level Merchant 
St 13 
In 12 
Ws 17 
Dx 14 
Co 17 
Ch 17 
AC 2; MV 120‘ (40’); hp 55; #AT 1; Dmg 
by weapon type; AL L 

Skills: Advocacy (17), Animal Training 
(17), Riding (16) 

Merchant Special Abilities: 
First Level: Calm animal, evaluate 

Cleric Spells: 
First Level: Curelight woundsx 2, pro- 

tection from evil 
Second Level: Bless, hold person, 

speak with animals 
Third Level: Continual light, cure dis- 

ease, remove curse 
Fourth Level: Cure serious wounds, 

neutralize poison 
Magic Items: Shield +2, mace +2, 

staff of healing 

Maggie Tremontaine is a Lawful cleric 
assigned to the largest Lawful church in 
Corunglain. She is a dedicated, hard- 
working cleric, true to her beliefs and 
kind to everyone. She has received the 
church’s required training in the fighting 
arts, but does not care fdr it much. Mag- 
gie sees herself primarily as a counselor 
and healer, and her current church has let 
her do just that. 

Another common practice of Tremon- 
taine’s church is to “lend” clerics to over- 
land caravans, either for a flat fee or a 
small percentage of the cargo value. A 
cleric with substantial healing powers can 
be extremely useful on an overland trip, 
and Maggie has made several such jour- 
neys. To her surprise, she has enjoyed the 
trips, and has dabbled a little bit in the 
trading game herself. 

Maggie may be the genuinely nicest 
person the player characters ever meet, 
though she is rapidly becoming less naive 
than she used to be. Her main concern is 
for others, a rare trait in Darokin, even 
among the clerics. 

Rezak XyGan 
Human Magic-User, 40 years old, Daro- 
kin 
12th level Magic-Userl2nd level Mer- 
chant 
St 11 
In 18 
Ws 14 
Dx 16 
c o  8 
Ch 10 
AC 9; MV 120’ (40‘); hp 33; #AT 1; Dmg 
by weapon type; AL L 

Skills: Appraisal (18), Brewing (18). 
Finance (18), Gambling (18), Glassblow- 
ing (16). Lawyer (18), Navigation (18), 
Woodworking (18) 

Merchant Special Abilities: 
First Level: Evaluate 

Magic Spells: 
First Level: Charm person, magic mi- 

sile, read magic, sleep 
Second Level: Continual I’ight, invisibili- 

ty, phantasmal force, web 

flfi lightning bolt 

morph sex  wall of fire 

Po* 

Third Level: Dispel magic, fire ball, 

Fourth Level: Polymorph others, poly- 

Fifth Level: Conjure elemental, tele- 

Sixth Level: Disintegrate 
Magic Items: Potion of gaseous form, 

wand of cold, crystal ball with ESE ring of 
memory 

Rezak Xygar is a magic-user for hire. 
He puts a great deal of showmanship in 
everything he does, figuring that people 
don’t hire dull wizards. His real name is 
Roger Sagar, but he changed it because 
he thought that the exotic Rezak Xygar 
sounded more “wizardly.” 

But there’s more to Xygar than theat- 
rics and tireless self-promotion. He’s a 
skilled, dangerous magic-user with a 
wide variety of spells and several powerful 
items. The adventurers, depending on 
their level, could hire or be hired by the 
mercenary wizard. Either way, danger 
and excitement is not far away. 



F-NCiNO Falsteab - 
DwarfEntertainer. 112 years old, no par- 
ticular home 
5th level Dwuf/4th level Merchant 
St 14 
In 10 
ws 12 
Dx 16 
Co 17 
Ch 13 
AC 7; MV 90‘ (30’); hp 43; #AT 1; Dmg 
by weapn type; h N 

Skills: Climbine (16). Cobbler (10). 
Toolmaking (lo), ?&pbuilding (11)’ 

Merchant Special Abilities: 
First Level: Count coins, ignore road 
Second Level: Appraise 
Magic Items: War hammer + I  

Francino Falstead is a traveling enter- 
tainer. He has no home, preferring to stay 
on the road and see as much of the world 
as he can. 

Typically, Falstead will attach himself 
to a caravan, bartering his tales, songs, 

and dances for the company and prot 
tion of the group. Fdstead can Derform 

much. As one of four Captains of thc 
Guard, he is Dersonallv reswnsibie for - -  

almost any type of entertaLment, 
depending on what !his audience wants: 
comedy, drama, herbic epic poems, silly 
songs, mime, whatever. He d l  also lend 
his fighting skill to die cause should a car- 
avan come under a t t w .  

AU of Falstead’s eXperience with mer- 
chant caravans has tubbed off, and it’s 
likely that the dwarf is an investor in 
whatever is being tarried. Despite his 
humble  appearance^ and simple ways, 
Francino has becoml fairly wealthy. 

When in a large city, Falstead performs 
in taverns, on sue& corners, anywhere 
that will let him put out his cookpot for 
coins from the crowd. Palstead is also an 
accomplished acrobsit, a skill he puts to 
less honest use when he’s in towni sup- 
plementing his entertainment income 
with a little burglajr. As his legitimate 
business dealings have become more 
profitable, he has cur back on this side of 
his career, however. 

Bonis StaffleneiM 
Human Guard Captain. 31, Akesoli 
10th level Fighter 
St 17 
In 13 ws 10 
Dx 15 
Co 15 
Ch 7 
ACO;MVl20’(4O’);hp71;#ATl;Dmg 
by weapon type; ALL 

Skills: Armorer (i3). Climbing (15). 
Navigation (13). Riding (16). Weapotu- 
mirhing (13) 

Magic Items: Chain mail +3, shield 
+ I ,  Darokin rapiei + 2 / + 4  vs. giants, 
pike + I ,  long bow +2, two potions of 
super-healing, ring .Of survivd 

Boris Staffleheim! is a Captain of the 
Akesoli City Guard,i one of the most e a -  
dent (some would say ruthless) guards in 
all of Darokin. Staqleheim is perfect for 
his work. He is intTnse, single-minded, 
disciplined. and suip. 

Staffleheim enjeys his position of 

one quarter of;he city. boris-~ooks on his 
quarter as his own personal fiefdom, and 
he takes criminal activity and breaches of 
the peace as personal insults. His 
response is usually instant and vicious. 

Stafneheim is a strict, but able, admin- 
isuator and a harsh disciplinarian. He has 
few friends among the guardsmen he 
commands (none, actually). but most 
give him a grudging respect because of 
his ability and because he never asks his 
troops to do anything he doesn’t do him- 
self. 

Adventurers could encounter Stafne- 
heim as they look for information about 
recent uoublcs in his quarter, or perhaps 
as applicants for positions in the guard. 
They could also meet Boris by causing 
trouble in his quarter, but that encounter 
would not likely be very pleasant. 
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wtpt E KNOWS Ab0 U 

‘vely in my years as a 
ica house, and I have 

d. I have done business 
m the lowest coppers 

in Ansimont, where be 
foreman at Ansimont 

places, mostly in my soldierin’ days, 
and my men at the forge, they tell me 

Davon Mendel, 41, is a citizen of the 
Grand Duchy of Karameikos and a travel- 
ing merchant. His home is in Speculanun, 
but he spends most of his time traveling to 
Darokin and back. He is not married and is 
sitting in a meeting mom of the Merchant’s 
Guild Hall in Dmkin when he speaks. 

“I was honored when asked to help 
you in this matter. because the Repub- 
lic has been very good to me and my 
company. I’ve always been interested 
in this country and its people, and 
while Specularum is still where I hail 
from, 1 consider Darokin a second 
home.” 

the wav to eet ahead. 
“Bu; as &e grown older, I have started 

to think that many Darokinians are missing 
something in life by this single-minded 
drive for wealth and success. Let me give 
you an example: I have traveled to nearly 
every city on this continent at one time or 
another and in only a handful of them have 
I Seen anydung more than the inside of a 
trading hall. Now, I sit here and think of 
the sights which I could have Seen and the 
people I could have met! All those experi- 
ences were wasted becausc I was too busy 
negotiating for that extra 200 dam. I some- 
times think I’d have been a better person if 
I had not worried about the extra money so 
much and had taken the time to develop 
some other intenem. 

“But that’s just the rambling of an old 
man, and cenainly not a common attitude 
in Darokin. I look around this fine h o w ,  
see my lovely wife happy in her tailored 
clothes, know my children’s future is as 
secure as I can make it, and I certainly can’t 



mats are honest 

work. and my needs 
live a little? I know 

Corwyn 
n 

“The hrsr word that comes to mind 
when demibing Darokinians is ‘purpose- 
ful.’Th~peopledonothingjustforfun- 
everything has a reason. Usually, this r e a m  
has something to do with money. But even 
in other aspects of their lives, the people are 
serious and dedicated. 

“I wouldn’t characterize their lust for 
material wealth as ‘greed,’ exactly. Some 
of the other things you would normally 
associate with greedy people do not apply 
to Darokinians. For example, these peo- 
ple are dedicated to the ideaof ‘fair play’: 
they feel that a victory won unfairly 
doesn’t really count. And they are scm- 
pulously honest. 

“But they are not naive. Darokinians 
seem to have some sort of magical sense 
when it comes to deception or unfairness, 
and they will not tolerate it. That’s why 
dealing with them is such a pleasure.” 

MON€Y aNZl BUSiN€SS - 
Tomas Hundley: “Money’s what makes 

this counuy go, that’s for sure. I mean, if 
you don’t care about money, people just 
don’t know how to react to you. And just 

because Ilike a bit more fun than most of 
thw wet boots docsn’t mean I don’t like 
money-nothing could be further from the 
truth! 

“Business is going well for me, too. As 
the second aboard Nofeaster, I make 
enough to keep me happy. Captain Miggs, 
the owner, handles cargo one of two ways, 
and how we get p i d  depends on which 
way. If we’re just hwling someone else’s 
load, Miggs gets a Dat fee, and we get paid 
a set amount for the trip. What’s better is 
when Miggs buys the cargo outright, hop- 
ing to sell it at apmfit. In that case, we all 
get a percentage of the dcal-I’ll tell you. 
we can all make a real haul on one of those. 

“Not long now, I’ll have enough duos 
for a boat of my own. Maybe not as nice or 
as big as the Nor’caster, at least not at 
h - h u t  that’ll be just the start. After 
that, there’ll be more ships, then my own 
warehouses. . . no telling where it’ll end!” 

Eldram Hallonica: “The system of 
business and commerce that has been 
developed here in Darokin IS undoubt- 
edly the fmest the world has ever seen. 
We enjoy unprecedented prosperity 
throughout the Republic, in every area 
and in every class. No one able and will- 
ing to work is without a job, and those 
unfortunates who are unable to help 
themselves are taken care of. It is a grand 
testament to the wisdom of this country’s 
economic leaders, ofwhich, I’m proud to 
say, this house is one. 

“Darokin is able to maintain its high 
standard of living because of trade with 
the other lands of the world. We take the 
surplus goods produced here-mostly 
grain and other foods-and take them 
where they ate needed, turning a profit 
along the way. Then we buy what is plen- 
tiful in those other lands at low prices and 
bring them back here to eager buyers. 
Our trade balance is nearly perfect, and 
everyone henefii. 

“It works very much the same way within 
the Republic, as goods are moved from 
areas of plenty to areas of need. This sys- 
tem, too, has become very G e n t ,  and 
there are many opportunities to enter the 
merchant bushes and seek one’s fortune. I 
know of a great many people who have 
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KNOWS About DaROkiN 

just a matter of a 

luck. 

I that keeps tens of thou- 
people who would give 

t little one on the way 

en, ’bout six months to go in m) 
and o w  Legion gets sent to Ft. Nell. 

DifFerent as night and day! Everyone alway! 

And money seems IO be thc deciding fac- 
tor in all som of things that you &ght 
think wouldn’t matter. For example, you 
have to be worth a certain amount of 
money before you can be considered a 
candidate for various political offices! 
The underlying belief, it seems, is that 
only the wealthy have the time to govern, 
and that being wealthy is also proof of 
ability to govern. I don’t know if1 believe 
that or not, but it works for them.” 

DaROldN’S Place iN toe 
WOlZlb 

Corwpn Rand: “I don’t think the high- 
and-mighty folk that run this countty have 
my conquerin’ on their minds, but I do 
know they’re intent on keepin’ what they 
have got. I did my time in the Darokin 
Legions, sue. I was with the First A m y ,  
‘The Sword of Damkin’ we were, and that 
was a tough time. Long hours, marchin’, 
ddllin’, leamin’ tactics and that-and for 
what? I spent most of my time belpin’ 
farmers fmd lost sheep at Ft. C ~ t h  and 
marcbin’ in ceremonies in the capital city. 

on alert, paswords, inspections, it was d 
mtense. Then I goes out on my first patrol. 
‘0% hunting,’ the captain says. I was nevu 
so scared in my life. When the o m  sortie 
out of their lands, sometimes they come bj 
tens, sometimes they come by hundreds, 
and sometimes they come by thousands! 
There beiig only a hundred or so of us, 1 
was hopin’ for tens! 

“Well, we didn’t get tens. When the  
om came charging out of a little valley, 1 
figured them for about 150, maybe 200. 
The captain, he knew just what to do, and 
was hkin‘  orders almost before we saw the 
om. I was too scared to do anything but go 
where the sergeant said. I know now why 
we drilled so much; all my moves were 
automatic. I wasn’t even thinkin‘. 

“I still don’t remember much about 
the actual battle. I remember a buddy of 
mine dyin’ right next to me, and 1 
remember N&U’ through the orc that 
got him. The orcs up and run after losin’ 
about half their force, and we lost m e .  
The captam wan’t happy-he hated to 
lose men-but we set up a quick burial 
detail, burned the OIC bodies, and 
marched on. The only action I ever saw, 
thank the gods, though I got me a cita- 
tion for it. Everybody that kiUs sn enemy 
gets a citation and I got three that day. 

“I got nothin’ but respect for those 
professional soldiers. I couldn’t do that 
all my life, that’s for sure. Anyway, my 
point is that we’ve got a fine army here in 
Darokin, but all its uainin’ and preparin’ 
is for defendin’ the land, not invadin’ 
other peoples. Besides, who’d we invade? 
The elves? The Hin? Get serious!’’ 

Eldram Hallonica: “Well, I believe 
that Darokin has a very prominent and 
powehl  place in the world, and rightly 
so. We grow enough food to feed twice 
our own population, and other lands 
depend on our grain to feed their own 
people. Our merchants and traders are 
unparalleled m all the world and are at 
the heart of the biggest business transac- 
tions. Our merchant houses and money- 
lenders have invented many new 



methods of dealing with large sums of 
money, methods that are more conven- 
ient and much safer and are being copied 
throughout the world. I could go on, but 
I’m sure you get dhe idea. 

“Perhaps the bost thing about the con- 
tinuing growth of Darokin‘s influence is 
that it is happetling naturally, almost 
inevitably. There iis no subtle manipula- 
tion, ruthless schcming, or sneaky deal- 
ings here. We simply approach other 
countries with what we have to offer, and 
many of them see’fit to take advantage of 
the many good things we have. 

“So, in conclusion, let me say that I 
feel that Darokin is becoming more and 
more influential en the world scene, and 
while that is ceraainly wonderful for us 
here in the Republic, it is also good news 
for the rest of the world.” 

Davon Mendel: “Darokin is a major 
player in the world scene, at least in this 
part of the world,, certainly. They export 
so much, and bring in so much of other 
countries’ money, that they can hardly 
help but be intluential. What’s amazed 
me, as an observer, is how much eco- 
nomic power they have developed over 
other countries without those other coun- 
tries becoming upset about it. 

“I honestly dan’t think that Darokin 
has any desire for conquest, military or 
otherwise. This is a country of adapters 
and reactors, not initiators. They can 
always make the best of any situation, but 
they don’t like to draw attention to their 
success. Keeping that in mind, it’s easy to 
admire their foreign trade patterns. Every 
one of their neighbors, with the excep- 
tion of The Brokun Lands, would suffer if 
Darokin was harmed. So not only does no 
neighbor have any desire to conquer 
Darokin. if one decided to attack anyway, 
the rest would undoubtedly rush to its 
aid. It’s a very enviable position to be in, 
and the Darokinians put themselves in it 
quietly, without anyone noticing until 
they were already there. 

“Militarily, Darokin has a potent force, 
but the type of lumps they use and the 
places they stadon them make it dear that 
they have a defensive m y .  They pose no 
external threat, and everyone knows it.” 

DiploMacy 
Eldram HaUonia: “Diplomacy may be 
Darokin’s finest achievement, one that will 
be remembered long after all our wealth 
has passed away. The Darokin Diplomatic 
Corps has proven to be immensely useful in 
both foreign and domestic affairs. It has 
never been our way to use force to change 
another’s mind-logical persuasion is so 
much better. 

“The diplomat has also been a key fig- 
ure in the Republic’s growth as an eco- 
nomic power. Our diplomatic missions 
throughout the surrounding lands have 
given our merchants vital information on 
the business practices, social customs, 
economic needs, and political situations 
of countries we have wanted to improve 
our trade with. Our diplomats have also 
proven useful in the actual negotiating of 
business arrangements with foreign part- 
ners, both as translators and as mediators. 

”I would be most remiss if I did not 
mention the excellent service which the 
DDC provides right here in Darokin in .. ~ ~~ . 

Tomas Hundev: “ ~ ~ ~ ~ k i ~ ’ ~  olace in the way ot business arbitration. Most 
the world? How ’should I knod? Look, 
business is good-we carry lots of cargo 
bound for other countries, that much I 
know. As long as that stays the case, I’ll 
be a happy sailor. 

“I’ve hoked a few with some soldiers on 
leave from Ft. Iakeside and Ft. Anselhury, 
and they seem like good men, for the most 
part. The las thing you want to do is ask a 
man a lot of boring questions a b u t  his job 
when he’s uying as hard as he can to get 
awayfrom thatit, butl’vepickedupalittle 
here and there in conversation. The soldiers 
keep talking about ‘containing‘ and ’delay- 
ing’ the enemy, not so much about attack- 
ing and invading. And who’s the enemy, 
anyway? I hear of orc problems to the 
northeast, but things are peaceful on the 
lake, except for the storms, the monsters, 
and a few pirates! 

“I guess the country’s position in the 
world is good-at least, it’s good for me. 
And I think it’s likely to stay this way for 
quite awhile.” 

Darokinians would rather talk out their 
problems than get involved in costly 
fights over them anyway, but the pres- 
ence of the DDC makes the option of 
arbitration the most attractive one in 
almost all situations. They have made our 
own businesses more peaceful, and that 
in turn has made them more profitable.” 

Tomas Hundley: “I remember once, 
Captain Miggs bad a real problem with 
this Porter in Akesoli. The merchant, he 
sells Miggs a shipload of what he calls 
‘fine, authentic Glantrian crystal’. We 
sail across the lake and look for buyers in 
Akorros, and get laughed off the dock! 
Turns out our ‘fine, authentic Glanuian 
crystal’ was made in Ylaruam! The trad- 
er, well, he’s got no explanation, and 
while he promises to make things right, 
time drags on and nothing happens. 

‘‘Eventually, Miggs suggests DDC arbi- 
tration. The trader knows he doesn’t want 
to go to court on this, and he agrees. Maybe 
he thinks that he can out talk a ship captain 
in front of the arbiuator, I don’t know. 
Anyway, Miggs brings me along to testify, 
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and maybe to learn something. 
“I don’t know what I was expecting, 

but it sure wasn’t what I got. Instead of 
some formal chamber, and people all 
dressed up in fancy robes, we just met in 
this room with a couple of couches, and 
some plush chairs, and a nice fire in the 
hearth. I was worried that the arbimtor 
would be on the trader’s side from the 
start, but it turns out the man was a uad- 
er and a sailor before he became a diplo- 
mat. I later learned that they try and get 
people with some knowledge of the busi- 
nesses involved to hear these cases. 

“Anyway, this arbitrator turns out to 
be one sharp fellow. He asks a lot of real 
bright questions, listens politely to every- 
body, but he’ll cut you off if you start to 
ramble. The whole thing took only a few 
hours. The next day, we had our ruling 

Corwyn Rand: “I’ve only met one dip- 
lomat my entice l i e ,  and that’s my wife’s 
brother. He came back to Ansimont for 
the wedding from his post in Athenos. 
Right nice fellow, but different. you 
know? Even-tempered. almost quiet, he 
was. This, was a wild wedding, I’ll tell 
you, with dancin’ and hollerin’ and all 
sorts of noisemakin’ well into the night, 
and this guy was just, well, so calm the 
whole time. Guess it’s part of their 
trainin’. 

“The only time I really hear from him 
all night, he delivers the toast just before 
we dig into the supper. The things he said 
were so beautiful, so pretty . . . I tell YOU, I - .  
can’t remember a word of it, but just 
thinkin’ back on it brings tears to my 
eyes. He’s a great fellow-if I ever got 
myself in real trouble, he’d be the first 
person I‘d call.” 

Davon Mendel: “The way Darokin has 
elevated diplomacy to the high form it is, 
as they practice it, is yet another reason I 
continue to be impressed with this land 
and its people. Diplomacy is not only a 
key to their political survival, but to their 
economic prosperity as well. 

“Darokin learned long ago a lesson 
most other countries still haven’t figured 

out: that is that armed conflict is the least 
efficient and most dangerous method of 
solving a problem. The consequences of 
defeat are, of course, disastrous: but fre- 
quently, the so-called ‘winner‘ is little 
better off. Hence, the Darokin aversion 
to fighting. Instead, they use diplomats. 

“And what diplomats! Intelligent, 
even-tempered, well-trained-Darokin 

diplomats are much better at what th, 
do than most other countries’ emissarie 
who are usually distant relatives of son 
powerful landholder. These men an 
women are cagey, tough negotiators, wic 
almost a magical sense for what approac 
to take with the person across the cab18 
I’ve seen them in action many a time, an 
never fail to come away impressed.” 



ruling class, the wealthiest people in the 
country. They indude members of the 

01-35 Copper largest merchant houses, guildmasters, 
36-88 Silver shipping magnates, land barons, and the 

like. These are people who are used to 
getting their way; any child who aban- 
dons the family business to go off on wild 
adventures risks a lot. To determine how 
mnrh money an elite class adventurer 

s with, roll percentile dice: 
i 

Disowned. You get only the 
rx 10 daros. 

x 10 daros 
x 10 daros 

10 daros 
10 daros 

iaros 
laros 

MONQ 

' 

iey of skills available 
racfe?~.  Some may 

n 
make him or her 

i of skills, and look for 
them in play. Each skill 

ased on one of the charac- 

after the previouk geneq 
passes on. A son of daught' 
that for the life bf an ahli 
being disowned, iand at th 
cannot expect to draw on L-, 
wealth to any great extent. 

society your charbcter comes from, 

When creating a Darokinian character, 
each player may choose up to three skills. 

percentile dice ar/d check the table L-. - 
applies to your character's race: 

I - $ U ~  I fa  character's ~ ~ ~ ~ l l i ~ ~ ~ ~ ~  is 13 to 15, he ox Class fessionals fill this level of society. she may choose up four skills; with 
an ~ ~ ~ ~ l l i ~ ~ ~ ~ ~  of 16 or 17, five skills; and 
with an ~ ~ ~ ~ l l i ~ ~ ~ ~ ~  of 18, six skills. 

Intelligence, 
Constitution, 

To determine what class of 1). -, 
IQiNNiNG ski l l s  

t ts- 
uu u&T&dar Pro- 

Children of gold class families risk the 01-50 Copper 
51-85 Silver wrath of their elders by fon&ng the 
86497 Gold family business to EO off adventuring. 
98100 Elite Roll percentile dice to determine your 

starting money: 
Elves 

%3 Class 01.03: Disowned. You get only the 
01.20 Copper normal 3d6 x 10 dams. 
2 1 p 5  Silver 04-50: 3d8 x 10 daos 
86t98 Gold 51-80: 3d10 x 10 daros 
99kOO Elite 81-98: 3d12 x 10 daros 

99-00: 3d20 x 10 datos 

Elite: The elite class of Darokin is the 

UsiNG Skills 
When a character needs to use a skill, the 
player rolls Id20 against the ability score 
that skill is based on. If the result is less 
than or equal to the ability score, the skill 
use succeeds. A roll of 20 always fails, no 
matter how high the chance for success. 

When two characters compete in the 
same skill, the one who makes the roll by 
a greater margin of success wins. For 
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e m  1,200. every 800,O 
need after skills can 
under the number needed. 

IlrrpROViNG S k i l l s  

used to purchase a totally new skill, or to 
improve an existing one by + 1. 

A character’s skill chance can be higher 
than the ability on which it is based. This 
is done by “tmding in” a skill choice for a 
+ 1 bonus in another skill. For example, 
if a character started with four skill 
choices, he or she could elect to take only 
three skills, and trade in the fourth choice 
for a + 1 bonus in one of their remaining 
three skills. 

L€aRNiNq MOR€ S k i l l s  - 
As a character gains experience, he or she 
can obtain nev skills or improve existing 
ones. 

Humans get another skill every four 
experience lemls. that is, at level 5 ,  level 
9, and so on. Elves gain a new skill when 
they acquire 1,100,000 XF’ and then for 
every 750,000 XP thereafter. Dwarves 
and halflings gain new skills when reach- 

S k i l l s  I 
What follows is a list of the skills avail- 
able to typical Darokinian characters, 
with the corresponding ability the skill 
is based upon. Included with the skills 
are brief descriptions of them to help 
players and referees incorporate them 
into a campaign. 

This list is by no means exclusive. 
Players are encouraged to think up 
new skills and use them, with the 
DMs approval, of course. 

Advocacy: Wisdom 
Animal Training: Wisdom 
Appraisal: Intelligence 
Armorer: Intelligence 
Bargaining: Intelligence 
Bargemaking: Intelligence 

Climbing: Dexterity 

Negotiating: Intelligence 



s and allows them to 
which the character makes his or her role, 
alter the selling price of an object by 2%. 

allow the character a 

a used in the erection 

hi1 aborers o the physical tasks 
appropriate for the complex intricacb his or nsuunion. The DM 

ijor business transactions, howeve 
at requires the Negotiating skill. 
Bargemaking permits the cl- based on the able 

nd construct barges for 
mall lakes. It is importanr to 
ecause of their construct 

r g c h  are not well suitr-' '-- *̂ .̂.. 

igh water. The DM wil effective. While the use 
never get a judge to ignL., 
facts, it can makeiall the difl 
typical trial. 

character has had experiem ~ 

on avail 

Animal Trainlog indicates BarreLnnmg allows t 'aracter to 
, more than just fashton barrels, 
hough that skill is one which is highly 

some extent. 
Armorer skill permits the character to determine the quality of another's-wok- 
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trees and cllffs which 
d and toe holds. 
can make the life of 

ow to load carn and 
cargo will not shift or 

on an overland trip. A 
find work with many 

of the most common 
ents of the Darokin 

goods for trade with other nations, recog- 
nizes the importance of f m e r s  to every- 
one’s welfare. 

Finance skill deals with the knowledge 
of the finer points of the Darokin econ- 
omy: certified letters of credit, loans, 
trusts, partnerships, interest rates, and so 
forth. Characters with the finance skill 
will often be able to find employment 
with a moneylending firm or in the 
accounting branch of any major mer- 
chant house. 

Fletching skill permits the character to 
create arrows and bolts for bows and 
crossbows. It is usual for a fletcher to 
make his work distinctive so that anyone 
who sees one of his arrows will be able to 
identify its maker. In many cases, how- 
ever, arrows and bolts are produced to the 
buyer’s specifcations and can be used to 
identlfy him or her in lieu of the fletcher. 

Gambling indicates that the character 
has a knowledge of various games of 
chance and an instinctive understanding 
of statistics. It allows the individual to 
spot a good bet and to recognize a crook- 
ed game. Of course, it also allows the 

character to operate such a game. 
Gemcutting knowledge is used to 

“break down” large gems into smaller 
ones for setting in various items of jewelry 
(see jeweler skill) or for improving the 
appearance of a specific stone. It can be 
used to disguise a stolen gem by splitting 
it into several smaller stones. 

Glassblowing talent is rare, indeed. A 
skilled glassblower can make a fme living 
by selling his creations for daily use or as 
items of art. As with many forms of art, 
Darokin glass is among the finest in the 
Known World and is highly sought after 
on foreign markers. 

Jewelers are able to craft fme jewelry 
and ornaments for themselves and oth- 
ers. Darokinian jewelers are some of the 
finest in the Known World, and any char- 
acter with this skill can earn a very good 
living selling his creations to those who 
will export them. 

Lawyer skill provides the character with 
a general knowledge of Darokin criminal, 
civil, and (especially) commercial laws. 
Persons with this skill can check contracts 
and other legal agreements for loopholes 



which might laterlprove to be troubling 
to their clients. OF course, they are also 
capable of inserting such clauses in docu- 
ments to provide a safeguard for their 
own interests. 

Leatherworking :skill permits the char- 
acter to design, crizate, and repair items 
made of leather. ;Further, it allows the 
individual to cure hides and indudes a . 
fair degree of knowledge about the 
ning and dying p r r .  A s  w i p  m 
the other skills lsted m thls 

the value and quality of any I$ 
which the characqer corn- 4- --nracr 
with. 

Lumberjack expertise i: -.,.cially use- 
ful to characters who livC in the regions 
around Alfheim. Here.&ore so than in 
any other region 01 iblic, lum- 
berjacks are respedti c contribu- 
tions to the econor 
employed to fell u 
down into raw lurhber products. The cre- 
ation of finished products, however, nor- 
mally rests in the r i of the 
cabinetmakers, a(00dwoi cartmak- 
ers, and the like. 

a familiarity with Ithe pro 
building and operating a 
ters with this ability will illw I 

estimate the best bcations for a 
can often locate waluable ores LLB 

considered to be mined out by those 
are less skilled t h w  themselves. 

Navigation skill is useful for the find- 
ing of one’s way in  the wilderness or at 
sea. There are many means of locating 
one’s position with this skill including 
the position of the sun (during the day) 
and the location ef various stars and con- 
stellations at ni ht During periods of 
overcast skies, w % .  en astronomical refer- 
ences are not available, the character will 
find himself depending on “dead- 
reckoning” and the use of charts and 
maps. 

Negotiating swill is used to establish 
and close complex business deals and 
political agreements. The machinations 
of the Darokin economy can become 
quite difficult N d  it often takes more 
than just a little Persuasion or a smile to 

Leatherworking c#n be used t A 
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his skill cat 
nd break t 
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Mining talent indicates : than 

bring home a contract. This skill com- 
bines some of the finer points of eco- 
nomics, law, and logic to accomplish its 

Netmaking talents allow the character 
to craft or repair nets. In addition to those 

y used%7-tTaYe@ r fishing 
activities, the s netmaker 

ailed upon to cre ares capa- 
: of holding powerful beasts or even 
Lgical monsters. 
Persuasion is used in a numberofsitua- 
,ns, including diplomacy, simple busi- 
ss dealings, and many social situations. 

-.rls should be careful not to allow this 
skill to be abused. Remember, a person 
will never do snmrrhing obviously harm- 
ful to himsell is frie->- 5ecause of 
this skill. 

goals. 

Potters are i I emp 
create utilitarian items (SULII 

s or pots for food storage) or fine w 
art (like a richly decorated amphc 
illed potters are able to evaluate 
trks of their peers and can oft 
(e living selling their wares. 
Riding skill permits the ch 
ntrol a domesticated m( unt like ah 
camel. In most cases, d is skill mu! 
:en once for each speci 
LI which is to be contra 
Ropemaking is useful 111 U L U ~  gays 
d can be applied to both sturdy, but 
avy, lengths of misted hemp of the fine 
d delicate silk cords which are afforda- 

I will be able to examine 
pri ~ ~ ~ i&yse  ar at we,& points 
which might ndetected 
until it was to 

Saddlemaking can be used to craft a 
variety of items useful in riding animals 
including saddles, saddlebags, and brid- 
les. Those who possess this skill can create 
items for use on many different types of 
animal if they are given a chance to study 
the beast beforehand. 

Shepherds are persons who are trained 
in the maintaining of flocks of domesti- 
cated animals. Unlike drovers, who are 
able to drive animals along trails and the 
l i e ,  shepherds normally work to contain 
their charges in a given area. As one 
might expect, the two skills have much in 
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common. 
Shipbuilding skill allows the character 

to find employment in the shipyards 
which are found in Athenos, Akorros, or 
any of Darokin’s other port towns. It 
allows the character to participate in the 
construction of large ocean going vessels 
or to repair them when they have been ’ maged. Those who are especially skill- 

will often be called upon to design a 
k- neet a specitic purpose. 

$ailing skill indicates that the 
able and competent sea- 
Darokin produces many 

its own, those who have a 
e sea and an interest in 

wing aboard the mer- 

I the character to pro- 
inc 7arns. and cords for a 

iety of use they also possess the 
~aving skill iy  professional spin- 

nets will 1 aterials to create cloth 
for use ir l f m e  of dothing. 

Stonemtun bough often believed 
to be primar dwanren pastime, is 
often pra other people. As a 
quick exa of Darokm‘s many 
I_ ’)ulous puoaic and private buildings 

I show, the stonecutters of Darokin are 
tong$ finest , in ’ the Known World. 
e of 1s s l l l  allows the individual to 
+y?g from raw and quick bloda 

h c u o n  to finely detailed stone c m -  

Tailors are individuals who take raw 
materials, like the thread and cloth pro- 
duced by spinners or canvas makers, and 
fashion them into clothing. A truly skill- 
ful tailor can make items of fine apparel 
which are highly valuable and sought 
after by the wealthiest of Darokin’s citi- 
zens while others may only produce run- 
of-the-mill items which, although 
functional, do little to improve the 
appearance of those wearing them. 

Toolmaking skill includes a basic 
knowledge of many other areas and indi- 
cates that the individual has a keen 
understanding of “how things work“. By 
stepping back and watching how a proc- 
ess is undertaken he is often able to find 
ways in which a new tool might save 

fine sail 

learning love the Of k r mints of sailing often 
spend some tii 
chant ships of linrothad Guilds. 
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time and improve quality. Obviously, he 
is also fully capable of creating examples 
of already designed tools like hammen 
and vices. 

ow uses. Many weavm d a h  h v e  the 
%lor skill and are able to use thek own doth 
to make dothing of various types. 
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He never checks 
the madest- 

lust get by. But the potential for riches IS 
much greater for merchants than for any 

mmee, which approves or denies the 
application. Every Guild hall in Darokin 

this time, this other segment of the population, hence bas a membership committee, and 
before he its popularity. approval is usually granted quickly. 

The Merchant’s Guild charEes dues of 

what theysayof The most important step toward becom- members. Although this does not 
they have Some mg a Darokin merchant is joining the 

Merchant e h l ,  and doing business independent of 

indude sales made by shopkeepen to the 

much paperwork for too Little money) it 
Merchant’s Guild. The Guild is very pow- 

them is just not done. Guild members do 

public (which the Guild feels to be too 

does include all transactions between 

e who are mer- 
want to be. This 

s are not a small, 
secluded men run- 

not do ‘business with non-Guild mem- 
bers. and manufacturers, warehouses, 
and shippers that deal with non-Guild 
merchants risk a catastrophic boycott by 
the Guild. 

Fortunately, joining the Guild is pretty 
simple. Prospective Guild members must 
be sponsored by someone who is already a 
member. usually a friend or similar asso- 
ciate, who vouches for the applicant’s 
ability and character. There have been 
reports ofsome merchants taking money 
to sponsor less qualified applicants, but 
that seems to be rare. The applicant is 
then interviewed by a membership com- 

traders. The general rule is simply this: if 
the merchandise is being bought for the 
purpose of reselling it later, the Guild 
gets its percentage. 

The prohibition against dealing with 
non-Guild merchants does not apply, of 
course, to business with merchants from 
other countries. The Guild does want, 
however, to keep control of all domestic 
business, so foreign traders are encour- 
aged to sell their goods to Darokin mer- 
chants when they reach a major city. 
Foreign merchants who want to do busi- 
ness more directly with the suppliers and 
shopkeepers of Darokin usually join the 

I ?  



fer’s primary class, and not as MX 
toward Merchant advancement. 

h s u c c e s s f u l  adventurer who used3 

woul Pam- 

- 4  

ss 

petition, but b s  wouh dnly be award- 
ed for the profit made on merchandise 
purchased for the purpose of resale. A 
fighter who sold a magic sword acquired 
in a dungeon, for example, would get 
XPs for the sale price added to his Fighter 
Experience Point total, because the sword 
was acquired originally with his Fighter 
skills and abilities. If, on the other hand, 
the same FighterlMerchant bought the 
sword for the purpose of reselling it, the 
profit on the deal would count toward his 
MXPS. 

Sometimes, a number of chaxacters 
will pool their resources on a merchant 

14 

in levels. 

given the traders &3strokin their reputa- 



1 0 
2 5,000 
3 10,000 
4 20,000 
5 40,000 
6 80,000 
7 150,000 
8 3C0,OOO 
9 750,000 
10 1,500,000 
11 3,000,000 
12 6,500,000, 

14 25,000.C 
15 

13 ia,ooo,( 

Merchant Experience Table Fourth Levd Spells 

2 ,  Charm Person 
level M I D  Title 1 2 3 4 3. Check Caravan 

4. Embemeling 
Apprentice 5. Reslst Magic 
Peddler 
Vendor 

Seller 
Tradel; 

Spells by level 1. Accounting 

.€V€l spells 
id 

vu per level 

fthiogsounds and suok- 
* s p e d  ways, this spell 

ly, while a horse being . ster can not be. For sit- 
1 between the two, the 

1. Check 
2. Crowd Summoning - 
3. Detect Ambush 
4. Detect Magic 
5. Hold Animal 
6. Quicken Pace 
7. Savior Faire 
8. Silver Tongue 

Third Level Spells 
1. Charm Animal 
2. Detect Lie 
3. Find Traps 
4. Infravision 
5. Inventory 
6. Smuggling 

2 rounds per level 
k%ke per day 

When this spell is used, any spot up to 
one mile distant can be Seen by the mer- 
chant as if it were only ten feet away. The 
area magnified is a circle up to 60 feet in 
diameter. 

count coins 
Range: Touch 
Duration: 1 turn 
Uses: Once per day 

With the use of this spell, a merchant 
can tell the exact amount of money in a 
specific location (be it a bag, chest, or 
pile) with the following restrictions: the 
coins must all be of the same type and the 
merchant must either pick them up or 
run his hands through them. The maxi- 

8 -  
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mum number of coins which a merchant Orientation 
can count with this spell is 2,000 per 
level. Thus, a 4th level Merchant could 
use this spell to rapidly count up to 8,000 
coins. 

Range: o, 
Duration: 12 
Uses: Once per day 

Detect E d  
Range: 30’ 
Duration: 1 turq 
Uses: Once per day 

clerical spell d e b t  evil, exc 
and duration is lreduced as 
Also, only the herchant 

This spell is ibentical to the 

thing-&ere is no tel glow for Predi&eather 

Uses: Once per day 

everyone to see. 

Evaluate 
Range: 10’ 
Duration: 1 turn 

magicdy altered Or disguise3 

Ignore Road 
Range: Special 
Duration: 12 h w  
Uses: Once per day 

This spell is psed on the drivers and 
animals of a caravan to counteract the 
slowing effects of bad roads. The mer- 
chant helps thq caravan pick out solid 
footing and thuh make better time. This 
spell will reduce any movement penalties 
for bad roads by 1 mile per level per day. 
Thus, if a mud y road would normally 
slow a caravan d t  wn by 5 mileslday, use 
of this spell by a third level merchant 
would reduce that penalty by 3 milesl 
day. 

pack animals or 10 wag0 

TNSt 
Range: 0‘ 
Duration: 1 turnllevel 
Uses: Once per day 

I- 
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S€CONb L€WI sp€llS 
Check load 
Range: 10’ 
Duration: 1 mrnllevel 
Uses: Once per day 

A merchant can tell, with the use of 
*his spell, if a cart or wagon is properly 

icked for travel. If this spell is used 
AI.- z trip starts and once every ten days 

I, a merchant can ignore a “Load 
It (see “Mercantile Trade,” lat- 

ik). It takes a full turn for a 
check a wagon or cart with 

’ can check as many wag- 
iven the duration of the 

L 

p e l  
t 
all those within range 
subtly drawn to his or 
making the merchant 

,-Ler of attention. Thus, 
I dominate the attention 
Zrowded and confusing 

tt, virtually assuring an 

I 

I 
1 milellevel 

uration: 1 turn 
uses: 2 timeslday 

When cast, this spell sets up a m 
ward which is triggered when the 
chant comes with range of an ambus 
similar surprise attack. The duration lia- 
ed is the length of time which the ward 
will remain in effect waiting to be set off. 
If the duration passes without the spell 
beine trieeered. it must be cast aeain for 

This spell endows the Merchant with CO~ti’nUe‘i‘pIOtktiOn. kf an ambush is 
an aura of t r u s t w o ~ e s ,  I,, order to 
maintain the spell, the Merchant can not 
do anything that violates the trust of 
those he or she is dealing with. This spell 
is useful in gaining the tmst of persons 
you do not intend to betray but not in 
setting people up to be swindled. 

detected, the location will be pinpointed 
to within ‘I4 mile. 

IS 
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Detect lie 
Range: 10‘ 
Duration: 1 turn per level 
Uses: Once per day 

With this spell, a merchant can tell 
when someone within the spell’s range is 
lying, either to the merchant or to some- 
?ne else. This spell will also detect omis- 

ns of important information or evasive k.-- hut it will not detect honest mis-  

own. As an example, if it were used while 
the merchant was attending a formal ball 
in the palace of Duke Stefan kameikos  
it would make the caster an elegant 
dancer and charming, sophisticated 
euest. On the other band. if it were used 

Range: 10‘ 1 

to the first-level 

Hold Animal 
Range: 60’ 

 his spell is i similar to i-]eve 

%Y 
lentical to the second- 

e same name. 

dY) 
)er level 

!ntical to the third-level 
of the same name, 

range and duration F above. 

1 
b 

Quicken Pace 

Once per day 

PFBy using this spell, a merchant can tell, 
after one t u r n ’ s  study, the exact contents I$$’ 

Uses: Once per 
of a wagon, cart, secuon of warehouse, or 
any other pile of merchandise within the 
spell‘s range. Items in sealed crates, bar- 
rels, and other containers, of course, can- 
not be determined unless they are 
opened at the time the spell is cast. 

Smuggling 
Range: 30’ 
Duration: 1 tumllevel 
Uses: Once per day 

Use of this spell insures that hidden 
items remain bidden. For example, a 
concealed compartment will be over- 
looked and a false bottom not found by 

With this spell, a merchant can take 
untrained, untamed animals and use 
them to draw wagons or carry loads. The 
merchant may charm 1 Hit Die of ani- 
mals per level. Magical beasts are 
immune to this spell, and all other ani- 
mals get a standard saving throw. Some 
very bizarre animals may be charmedinto 
pulling wagons by use of this spell, but 
that doesn’t guarantee that appropriate 
harnesses are available, or that the ani- 
mals will be well-suited to the task. 

miles per day. I 

Savior Faire 
Range: 0’ 

This spell p? the merchant casting 
it to “fit in” ,w~th  any given crowd of 
individuals bfl giving him a temporary 
infusion of kqlowledge similar to their 
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customs inspectors. When cast it affects same as the first level magic-user / elf financial records to conceal his or her 
all such places $+thin range of the mer- spell of the same name. business transactions. It can be used to 
chant. I fool tax investigators, trick customs 

Check C m v ;  agents, or hide theft. The maximum 

Pountl) Leqel spells ange: Special 
snrwinn. 1 hnm 

amount of money which the character can 
cause to “vanish” is 100 gold pieces per 
level of experience. Money earned 
through theft by the use of this spell does 

Accounting U 
It earn the character any MXF’s. 

1 1  
Range: 0‘ 
Duration: 1 ~ ” p  
Uses: Once per day 

&e& for evidetqce of acci 
deliberate theft.! Similar1 

er. 

Charm Person 

uration: Ni 

2 0  



Mercantile trade is the backbone of 
Darokin life; almost everyone in the 
country participates in it at least some of 
the time, either directly or indirectly. The 
trick is to buy low and sell high, cover 
your expenses, and avoid disasters. There 
can be quite a few details to consider in 
the caravan business-weather, road con- 
ditions, wagon maintenance, employe 
morale and so Earth-and this secti 
deal with most of it. If you're I 

ested in quite this much det; 
OK, too; just ignore the par 
want to deal with. 

Irdon' a 

Animal 

Pack and Draft Animal Table 

Cost 
Miles 

Per Day 
18 
48 
24 
24 
30 

. 11 

C;ettiNG Stantc 
There are several 

PCs can become invol 
trading business. 

For one, they cou 
company and carry at 
The adventurers waul 
ons and animals, h' 
then find customers. 
ny usually gets half 
cargo is sold at its dest 

Another way to get i 
trading game is to buy a 
hue someone else to t a e  
town and sell it for you. The 
gets half the profits, of 
big advantage is 
money on the deal 
thing but riski 
investment-you 
things (slay OMS, search ruined castles, 
rescue princesses, whatever). 

The last way, and the one that involves 
the most potential for profit, is to do it all 
yourself. Buy the wagons and animals, 
and transport your own cargo in them. 
This way, you get to keep all the profit. 
Of course, you are taking all the risks, 
too. 

PaCK aNb Dmft A N i M a l 6  

Cargo is moved across the lands of the 
Known World by animal power. The 
table on this page details the most com- 
mon (and some of the not-so-common) 
animals used by Darokin merchants. 

1 
the same" rvious 
column. 

There may he times that more exotic 
animals may he found on the roads of 
Darokin or elsewhere, doing the menial 
labor of a pack beast. Bears, great cats, 
centaurs, minotaurs, ogres, giants, and 
even dragons have been heard of, though 
their violent and unpredictable nature 
makes them generally ill-suited for the 
job. Most cities do not allow such beasts, 
even seemingly docile ones, inside their 
walls. 
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Pack Draft 
Encumbr. Enc. 

45190 751150 
30160 ~ 0 1 1 0 0  
40180 651130 
30160 45 /90  
30160 45 /90  

501 100 1001200 
751150 1501300 
6 / 1 2  10120 

1gom 
~ a l  common types and 
iers in use in the Known 
different styles used in 

i, but the basic types 
They are described on 

[Wagon Table 
I Cargo 

30 
' 5 0  8 40 

! Weight Capacity 

500 100 600 

in. is in daros. 
6...,.id Cargo Capacity are in hun- 
eights. 
Pull Cart has two wheels and is not 

is~al ly  seen on the open roads of Daro- 
kin, hut is instead found in the cities. It is 
most often pulled (or pushed) by its own- 
er. 

The Mule Cart and Hone Cart are also 
two-wheeled carts, and are designed to be 
pulled by a single animal. 

The Small and Medium Wagons have 
four wheels, and are designed to be 
pulled by teams of two or four horses, 
respectively. 

The Large Wagon is typically pulled by 
six or even eight horses, and has six 
wheels. 

Larger wagons are simply not practical. 
Even if enough animals could he hitched 
to a larger wagon to pull it, it would get 
bogged down on even good dirt roads, 



-- 

canvas cover and 

nt is us& both 

secret compm- 

such a compartment 
of success. A secret 

may be necessary for 
ant who is not inter- 
it” on the open road. 

50 hundredweight. 
tastes of the merchant 

may 01 may not 
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ns and c a m  that 
nance must roll 

and broken down, 
ths, there is a 3% 

your operating and start-up expenses are 
going to be, it’s time to get to the nuts 
and bolts of the mercantile trade-the 
buying and selling of cargo. 

The system that follows is modeled 
after and compatible with the sea trade 

ference between the roll needed and the 
roll made. For example, Trader Krel has 
an Appraisal skill of 14. When checking 
ove1 a cargo, he roUs a 17. Krel’s estimate 
is low by l5%(17 - 14 = 3, x 5 % ) .  

An NPC merchant who sells goods 

le Bargaining skill is 

A combination of skills are required for 
le successful buying and selling of car- 
o, whether the business is conducted by 

p the 
lads are 

the difference in 
n NF’C and PC. If 

no Bargaining skill, 

that difference by 5 
result is the Price Adjust- 

If both characters have 
skill (or a similar Merchant 

AT- I! Ability), , , use the evaluation of the 
ipenor bargainer to determine the price 

,hich is adjusted. If only one character 

Kplained earlier in this hook. 
Appraisal: NPCs who enga 

j their primary business can Lc asigucu 
n Appraisal skill equal to their Intelli- 
ence score. If the NPC is a member of 
le Darokin Merchant’s Guild, then he 
r she may possibly have the Merrhon. 

on I--. .~ 
there’s 

always the chance that one practices the 
spell of Embezzling as well. 

have a Special Merchant Ability, the DM 
secredy rolls Id20 against that person’s 
Appraisal skill. If the result is equal to or 
less than the character’s score, he has 
made an accurate estimate. If the roll is 
higher than the score needed, ,the 
attempt fails. 

If the failure is an odd number, the 
character’s evaluation ofworth is low. If it 
is an even number the evaluation is high. 
The character is off by 5 % times the dif- 

of Evaluate, App 
has Appraisal skill, use that price. If nei- 
ther party has that skill, the DM should 
arbitrarily set a “fair market value” and 
use that as the base price to be adjusted. 

Ifthe NPC evaluating a cargo does not Step 4. The superior bargainer 
improves the price or decreases the cost 
over a cargo’s perceived value by the indi- 
cated Price Adjustment. That is, if the 
winner is buying goods, the price is low- 
ered by the amount of the Price Adjust- 
ment; ifhe is selling goods, his agreed-on 
selling price is increased by that amount. 

Step 5 .  When used for the price of 
many different items, total the value of 
the goods (as perceived by the superior 
bargainer) and add or subtract the per- 
centage as determined above. 



For example, Trader Krel is trying to 
buy a load of flour from an NPC mer- 
chant. Krel ha,r appraised the flour at 
1,000 daros, hut the NPC merchant 
appraises the cargo at 1,200 daros. 

Both characters have Bargaining skill; 
Krel's 16 is sligbtly better than the NPC's 
15. First, that means that Krel's appraisal 
of 1,000 daros is the base price. 

Since the difference between their Bar- 
gaining scores i s  1, Krel bargains a final 
price of 5 %  less, or 950 daros, from the 
NPC. If Krel were selling the flour, the 
final sale price would he 1,050 daros 
(1,000 + 5 percent). 

If the result of all this is that an NPC 
agrees to sell for more than 2 5 percent less 
than his original appraisal, or to buy for 
more than 23 percent more than his origi- 
nal appraisal, he should make a Wisdom 
check. If the check fails, he is carried away 
by the great sales pitch and agrees to the 
high purchase price (or deep discount). If 
the check is made, the NPC reverts to the 
2 5  percent above or below original 
appraisal as a final, "take it or leave it" 
price. 

For example, Trader Krel would refuse 
to pay more than 1,250 daros for his 
desired load of flour while the merchant 
would refuse any offer of less than 900 
daros. 

Rnokfn Poiivts 
Broker points are unlike other skills 

acquired by characters. A broker point is 
a die roll modifier used in the mercantile 
trade system described in the following 
pages. It is used to reflect the difference 
that experience makes in the success of 
merchant trading ventures. 

Broker points are awarded by the DM 
to characters and to NPCs according to 
the criteria given below. Once received, 
points are never used up and can he 
applied any  time a modifier is needed. 
Each point counts as a + 1 modifier to a 
mercantile trade dice roll. 

No character can ever have more than 
five broker points, which are normally 
gained only after years of game time and 
much trading experience, as detailed 
below. PCs may also receive them as 
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rewards for good roleplaying or spectacu- 
lar trading achievements. All awarded 
broker points are cumulative. 

PCs and NPCs alike receive broker 
points when they meet the following cri- 
teria: 

Level 4 - 8 Merchant: + 1 
Level 9 - 12 Merchant: + 1 
Every 4 additional levels of Merchant 
experience: + 1 
Character Level 10-20: + 1 
Character Level 2 1 + : + 1 
More than 5 years trading experience: + 1 
More than 16 years trading experience: 
+1  
Character has both Appraisal and Bar- 
gaining skill and as raised each at least 
one point: + 1 

BUYiNc, aNb S€ll iNG 
CanGo 

This procedure is used whenever a 
character wishes to buy or sell cargo. 
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Step 1. Determine city’s classiticatinn. 
Major trading cities throughout the 

Known World are listed on the Supply 
and Demand Table, p. 26. Cities and 
Towns not on add page number the table 
should be assigned a classification by the 
DM. 

Step 2. Find the number of merchants 
and cargo Inads available. 

Use the table below to find the number 
of merchants and cargo loads in town. 
Broker points can be applied to rolls on 
this table. 

The number of merchants does not 
show the total that are in a city, hut rather 
how many are interested in doing busi- 
ness with the PCs. “Cargo loads” is a con- 
venient measure for quantities of goods, 
and are further defined in the Trade 
Goods Table (p. 26). If PCs are buying, 
the number of loads shows how much car- 
go they can purchase. If they are selling, 
the number of loads shows how much of 
their cargo a merchant is interested in 
buying. 

Size nt 
City Class Merchants Transaction 

A,  B Id6 + 2 3d8loads 
C. D Id6 + 1 2d8loads 

E Id6 2d6loads 
F ld6-1 2d4 loads 

The DM is free to modify results that 
conflict with what he knows about a given 
city. If, for example, the addition of hro- 
ker points results in ten merchants in a 
class F village and the DM feels that is too 
many merchants for such an out-of-the- 
way place, he can reduce the result to a 
reasonable number. 

One half of the merchants indicated on 
the table appear the first week a caravan is 
in town (round fractions up). Another ‘ I d  
of them appear during the second week, 
and the rest trickle in at the rate of one 
per week until all the merchants rolled up 
have arrived. 

For example, if there are eight mer- 
chants who will do business with the 
adventurers in a given town, four appear 
the first week, two the next, and one each 
in the third and fourth week. If the PCs 

want to deal with all of them, they’ll have 
to wait around for four weeks. If, after all 
the merchants have been dealt with, the 
adventurers want to wait around for more 
business, roll again on the table above, 
with a - 1 modifier for each week the car- 
avan has stayed in town. 

Step 3. Determine types of cargo. 
The Trade Goods Table (p. 26) lists spe- 

cific types of goods that can be purchased 
or sold in a port. DMs are welcome to 
change items if they wish. For example, a 
result of “smoked fish” might become 
“smoked sausage” in one port, or “pick- 
led hogsfeet” in another. 

The DM can select cargo from this list 
or settle on goods with a random die roll. 
If a random result is desired, broker 
points can be applied to the roll. 

If player characters are in search of a 
specific type of cargo, there is a base 20 
percent chance that it will he availihle in a 
particular port. This percentage is 
increased by 5 percent for each broker 
point applied to the roll. Chances can 
also he increased or decreased by the DM 
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Trade Gwds Tab e t 

Animal Table 

Roll Animal 
1 Rabbit. hen 
2 Goat. hibund 

4 cow 
5 Hone 
6 Bull 
7 Warhorse 
8 Elephant 

3 Pig 

1 toad 
1 cord(1) 

5 jam 

150 bndrs 
1 bnml 

20b-- . 
10 h 
10 by 

4 bagS 

A 
A 

D reflect how rate or common a type 01 
Encumbrdncepetload Base oerchandk might bc in that town. FOI 

(hundredweigbts) Price xample, the chances of fmding lives& 
80 50 dar DI sale in Akom, 01 cloth in Ansimont 
30 100 daros uch higher than normal-probabl] 
20 os But if the DM decides that a certair 

s not available at all, not even bro 
ints can help locate the goods. 

1 

. Find the adjusted price of cargo. 
e the name of a cargo load ha: 
k-mined, y e  its base price tc  

'iustedpnce. The base price i 
,relative value placed on ar 

J 
150 daros 

200 dato wcm Der 
200 daros 

80 avos 

I 

lace and time. Tht 

Supply and Demanc 
>ut whether there is ar 

high or low demand foi 
odity at &e city in ques 

IS is indicated by a dice roll. 
uisdassAorB.thereisa + I  

unu 
this Jl." 

- 
varies(4) #amel If the town is dass E or E 

're is a - 1 modifier. 
Roll 3d6, adding 01 subtracting mod. 
Xiets for supply and demand and ciq 

" class, and consult the Base Prict 
Adjustment %ble (p. 27). Players car 
also modify the roll with broke! 
points: If characters are selling, add. 

10 
10 800 dams 
6 800 daros pw~' 

. ,  ,~ , . . 

Encumbrance per 
l h a d  h d @ w t )  
100 50 
20 100 
10 100 
S 500 
2 300 
2 300 
2 400 
1 1,000 

Podder Cost 
P 
20 daroslwk. 
20 darodwk. 
20 darodwk. 
20 daroslwk. 
20 damdwk. 
20 dams/ wk. 
30 darodwk. 

2s 
Price 
2S dvos 
100 daros 
100 &os 
125 daros 
200 dams 
200 dams 
1,000 dvos 
1 <nna.m. 

&g broker points results in a-bighei 
sale price; if they are buying, sub 
uacting broker points results in 2 
lower sale price. 
Multiply the cargo's base price by t h t  
adjustment percentage to arrive at t h t  

adjusted price. 
The adjusted prim represents the t r u t  

value of the goods in that particular mar 
et. When broker points are applied tc  
he roll, the result also reflects the bene 
its of canny business dealings. 

The adjusted price is calculated when 2 
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t and again when it is 
t city. If several mer- 

Supply and Demand Table 

CLASS MODIPJERS TO PRICE ADJUSTMENT 
D 
C 

Fish -3, Porcelain -2,  Tea, -2  Salt +3, Silk +4. Spices + 2  
Fish -2, Hides -2 ,  Meat -2,  Cloth +2 .  SemipreciousStones 
+ 2 ,  Wine + 2  

Precious Woods -2,  Rare Fun -3, Grain +3, 

3, Ivory -3, Meat -2,  Animals +1, 

obacco -4, Textiles -2 ,  Beer +3, 

Akorros 

Woods +2 ,  Porcelain + 3 - 
Is +2,I"Oty +2,RareBooks +2  
:miprecious Stones - 3,Armnr 

ous Stones -2,  Hides +2 ,  

-2,Grain -3 ,hory - 
I ,  Mounts + 2 ,  Precious 

nimals +3, Grain +3. 

mon Metals +4,  Com- 

Oil +3,  Weapons + 2  
6, Gems +4, Glassware 

k e t a l ,  -2, Grain +2 .  Ivo- 

-2 ,  CommonMetals + 3 ,  
bil + 2  
als -3, Precious Woods +4, 

I + 2  
Cloth +3, I"0ry +3, Pottery + 3  

pues - 2 ,  Common Woods + 2, Fish 

Joods -3, Rare Books -1, Dyes +3,  Fish 

,Tobacco -4, Wine -3, Coffee +2 ,  Fish 

unmon Woods -4, Grain - 2 ,  Armor +2 ,  Wine + 3  

-3,Armor +2 .  Mounu +3.RareFun +3. Weaoons + 2  
nal price for ~~~~~l~ C Animals -2 ,  Common Metals -2 ,  Common Woods -3, Hides 

hands after the fmal 

for the Darokin 
's a member. Car- 

Stahl Ivory -3, Monsters -3,PreciousMetals -4, Meat +3,  Silk +2 ,  
Textiles + 4  

Tameronikas Animals -3, Cloth -2 ,  Tea -3, Glassware +1, Porcelain +2. 
Salt + 2  

Tel Akbir Beer -2, Coffee -2,  Oil -2, Cloth +2 ,  Dyes +2 ,  Hides + 2  
Tenobar Cloth - 3, Fish - 5 ,  Pottery - 5 ,  Hides + 2 ,  Precious Metals + 2, 

Salt + 4  
Thyatis A Acmar -3,Mounts -2*,Silk-2,Weapons -3,Gems +3,Oil 

+ 2 ,  Precious Metals +3,  Rare Fun + 3  
Vyonnes RaxeFun -6, Textiles - 5 ,  Wine -4, Beer +4, Meat +4, Si + 3  
Ylaruam Oil - 2 ,  Porcelain -3, Semiprecious Stones -4, Coffee + 3 ,  

Mounts +3*, Tobacco +3  

C 

E 

D 
D 

E 
B 
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* As an option Ylarnam also sells camels. 
This qualifies as “Mounts - 3”. This is a 
potential market that has yet to develop. 
Note that Sayr Ulan may be a good cus- 
tomer (CamellMounts +3).  A small 
number of Thyatian “mounts” are ele- 
phants. So far, Thyatis has a quasi- 
monopoly on pachyderm dealership. 

Notes on the previous charts: 

(1) A cord contains either: 15 12’- 
diameter. 10’-long logs, or: 400 board- 
feet of 2” by 6” planks. 

(2) Textiles include rope, sacking, and 
any woven goods other than cloth. 

(3) The encumbrance of a crate is 2 hun- 
dredweight. To find the quantity of 
goods contained within it, divide the 
remaining encumbrance (8 hundred- 
weight, or 800 cns) by the weapon or 
armor weight given in the rules. Round 
the number down; any remaining frac- 
tion is part of the crate and packing 
weight. 

(4) Use prices given in the rules multi- 
plied by the quantity in the crate. Quan- 
tity is calculated as explained in Note (3). 

( 5 )  Monster encumbrance is set by the 
DM. The suggested price for a monster is 
100darosperHD. times 10foreachaster- 
isk. A 2HD** monster would be worth 
(100 x 2) x 20 = 4,000 daros. Monsters 
worth 1,000 daros or more are considered 
precious merchandise. Fodder must also 
be carried to feed live monsters. 

(6) Semiprecious stones include amber, 
turquoise, alabaster, agate, geodes, and 
so on. 

(7) The mounts are either warhorses (80 
percent chance) or DM’s choice of exotic 
mount (20 percent), such as an elephant, 
camel, mule, or even a domesticated 
monster. 

The larger animals, of course, are rarely 
carried overland. Instead, they are driven 
down the road in herds. Smaller animals, 

and those prone to escape, such as chick- 
ens, rabbits, turkeys, and the like, are 
transported in cages. 

ON ZIT€ Roab 
As stated before, a caravan moves over 
land only as fast as its slowest loaded ani- 
mal. Consider this the caravan’s Base 
Movement Rate. A great number of fac- 
tors must be taken into account before a 
player can tell how fast a caravan will 
actually move, however-terrain. weath- 
er, road conditions, and random mishaps 
will all affect a caravan’s Final Movement 
Rate. 

C€RnaiN 
Terrain affects a caravan’s movement 

rate by multiplying the Base Movement 
Rate by a terrain factor. The major factors 
are: 
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Movement 
Good road 1'12 x 

Base 

Terraitl 

Trail, clear, gra+ city Base 
Forest, hills, d rt, broken */3 Base 
Mountain, jun le, swamp 112 Base 

~ 

ered trails. 

effects of eac 

1 

010 ROU w a d e r  
01-30 Clear 
31-40 Partlyl Cloudy 
41-45 Overcbt 
46-50 Unseabnably 
51-55 Unseaponably w2u 

61-65 Volati e 
66-70 Storm1 
71-73 ThunFrstorms 

74 Severel Thunderstorm, 
75 Torna&o 

76-85 Drizzk 
86-95 Light pain 

96-00+ Heavy& 

.eterm 
ravel tnat a, 

Storms are best handled by stopping 
he caravan and waiting it out. If a cara- 

van does this, its speed is reduced 5 
miles/day. On the other hand, if a cara- 
an slogs through the storm, its speed is 
Educed by only 3 miles/day, but is sub- 
.-- random mishaps at the n"'~ 

e 

u'e negat 

Bad weath 
tions. For ea, 
previous to tl 

lierol. 

.,,,nderstorms -A ,I 

0 miles/day if thc 

Clear, Partly Cloudy, and Overcast 
weather does not effect caravan speed in 
any way. 

Unseasonable IHeat or Cold puts strain 
on the animals, pew, and equipment. A 
caravan's move+ent rate is reduced 2 
mileslday A mkrchant with the Resist 
Climate spell cap, of course, reduce the 
negative effects bf this or any other type 
of weather on hi1 or her travels. 

Windy weathdr will cause some delays 
as cargo is securdd, animals calmed, etc. 

I 
ilelday from the car 

Volatile weather is unpredic 

ties are double those for the same 
speed. 

Instead of checking just once i oab C O N ~ O N S  
morning, make another weather roll at 
mid morning. noon, mid afternoon, and 
dusk. 1 

Road conditions will &ea a caravan 
the same way whether the wagons are on a 
good road or a ud. Like weather, road 

'ons subtract miles m r  dav from a 
I S  speed. The DM &odd io11 once 
.=-- ->ad conditions, at the start of 

urney. 
tant to keep in mind that 
pore road spell available t 
"-*?IS can greatly reduc 

ts of poor road condi- 

1 affect the road condi- 
lsecutive day of drizzle 

bgng rolled for, add 2 
ach consecutive day of 

)I S t  , add 5 .  For each 
lay ofHeavy Rain or Thun- 

I erstorms, add 10, and for each consecu- 
ve day of Severg Thunderstorms, add 

20 These rn 'rs can be cumulative: 
For example, ee days of drizzle were 
followed bi lay of heavy rain, the 
next day's I ndition die roll would 

er(3x2 + 10 = 16). In 
consecuuve day of no rain 

,om the die roll. On the first 
er rain, or the fmt rainy day 

ear suet& i. ?o modifier 

.h+-"- 

bWo Roll Road Conditii 
01-65 Clear 

76-90 
91-00 ' 

5K LLaVC' Uumrlg 
such times uf a strike goes up 
to 20%. If the caravan is hit, each PC 
must save vs. Death or be killed. In addi- 

!!UK 66-75 Rough 
Muddv 

tion, (Id10 x 5 )  + 50 percent of the wag- 
ons, cargo, and animals are destroyed. 

Drizzle slows a caravan by 2 mileslday. 
Constant drizzle may also affect road con- 
ditions. 

Light Rain slows a caravan by 3 miles/ 
day, and can also affect road conditions. 

Heavy Rain will slow a caravan 5 miles/ 
day, and will also cause road conditions to 
worsen. 

If the time of year is right, any of the 
above results that include rain could be 
sleet or snow, instead. Sleet and Snow 

A Rough stretch of road is just bad 
enough to cause animals to misstep, 
already loose joints to work free. and 
already stressed ropes to break. Traveling 
on this kind of road slows a caravan by 2 
mileslday. 

A Muddy road slows a caravan's move- 
ment 5 mileslday. In addition, the DM 
should assign one random mishap. 

A Mired road slows a caravan's move- 
ment 10 miles/day. In addition, thr 
may create two random mishaps. 
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r the guards-there 
I move in. As the 

nd a doud I hit the 

I had expected considering the rest of 
LeDouce’s security, but still nothing spe- 
cial. A few seconds with my picks and it 
snaps free. 

Without a sound I drop thtough the 
opening and into the house. The win- 
dow slides shut behind me with the 
faintest click and I take a few seconds to 
allow my eyes to adjust to the darkness 
of the study. In the hallway beyond this 
m m  I can hear the sounds ofa  pany. 
Every few minutes, someone passes by 
the door, but I’m sure that it’s locked to 
keep out drunken guests. 

Using my best cat’s feet, I creep to a 
position behmd the desk and examine 
the blotter on it. Just as my informant 
had told me, a hidden catch released it 
from its place. With only a faint creak 
of poorly oiled runners, it slides hack 
to reveal a secret panel half an inch 
deep. Even in this light, the gems hid- 
den there sparkle. 

A couple of fast motions and the 
whole horde finds its place in my pouch. 
I drop my calling card, a q l e  blossom 
from a Monk’s Hood plant, and slide 
the panel back into place. Too bad I 
won’t be around when he opens it. 

Darting from the shadows along the 
house m those at the base ofthe wall, I 
turn and look up. A t a balcony high 
above, lighted by a fine crystal lamp, I 
see one of the mast beautiful women 1 
have ever laid eyes on-LeDouce’s pri- 
vate secretary, MiUana. I m o v e  the 
small silver mirror from my belt pouch 
angle it to catch the moon’s light. She 
sees die faint sparkle and d e s .  Lifting 
her lantern, she step away from the rail- 
ing on the balcony and thmugb the 
doors into the bedroom beyond. In the 
morning, we’ll meet in our agreed l a -  
UonandI’Ilgiveherashareofthetake. 
After all, she earned it by letting me 
know about that hidden cache. 

I slip the mirror back into my pouch 
and scramble quickly up one side of 
the wall and down the other. Five min- 
utes later, I’m half a mile away in the 
pub at the Bee & Thistle and pocket- 
ing some cold cash from a Minrothrad 
seaman. Within a month, LeDouce’s 
gems will be spread across the world 
with no uace of their trail from his 
desk. All in all, a perfect operation. 

Darokin. the land of opportunity. 
Ya’ gotta love it. 





Many of you may be avid players of the 
ADVANCED ~ DUNGEONS & 
DRAGONS" lgame. For your conven- 

this section to help 
in your AD&D 

the D&D" 
are small eno& 

camp+gn. 

that adaptatiob should not be much of 
problem. However, for those of ye.' 
are not familiar at all with the 
game, there ark a few details tha 
be clarified. Fqr 
topics appear {n alphabetical 

Keep in n$nd 
D&D advendres 

much more 

designed to handle 

games, up to level 20. Beyond, assurn 
that each two O&D g 

rounded up. using thi: 
would turn oui to be a 
in the AD&D game. 

Gazetteer n c tions ca 
other game !worlds, oycll .u th,, 
described ip the F 
REALMS'" C paign Set o 
OF GREW@ Fant 
ting. This o e n  interesting alte 
developments to regions not yet chartec 
allowing you bo continue your campaign 
without having to switch to the other 
game. The best of two worlds could create 
the greatest cavnpaign ever! 

The society described in this Gazetteer 
would fit nice4y in either Cormyr, around 
Arabel, or in the Southern Lands of 
Calimshan, Amn, and Tethyr (for a more 
desert feel), for those of you using the 
FORGOTTEN REALMS Campaign Set. 
If you are working with the WORLD OF 
GREYHAWK Fantasy Game Setting, 
perhaps the Kingdom of Keoland would 
be appropriata. 

Alignments: D&D game characters 
have only three alignments: Lawful, 
Neutral, or Chaotic. In the AD&D game, 

Is equal < 

character levpl in 
I36 wizara 
arch-mage 

et u] 

assign Good, Evil, or Neutral align- 
ments, depending on the context. 

Armor Class: Unarmored characters in 
the D&D game have AC9, but in the 
AD&D game, those characters have 
AClO 

Cia 
dwa%, 
acta classes. D&I ie elves correspont 
to AD&D gamc ...a fighter/magic 
users. D&D game dwarves and halfling 
are fighters. At high levels, D&D demi 
humans use Attack Ranks, which are abil 
ities to fight better. Ignore these in th 
AD&D game. Human fighters. cleric! 
magic-users, and thieves are unchanged 
Coins (a): The cn abbreviation stands 

for coin and is a measure of weight equal 
to the AD&D game gp. 

Dominiom: These are lands u 
chmcter's rule, like AD&D game baror 
ies. Rulers receive taxes from inhabitants L 
weU as income from natural remurces and 
services. The D&D game dominion popu- 

s grow an average 1 3 %  -5d:- 
er month. At 50 inhabitar 

square mile, the growth tops out at - 5d10 people. Use AD&D game ta 
Equipment: The terminology 

D&D game is very similar to that 
AD&D game. Equipment cost, encum 
brance, and damage in combat are slight 
ly different, but not enough to be won.. 
mentioning. Use the AD&D game statis- 
tics. 

xmbrance: See cn or Coins 
xrience: Total accumulated 

. .  

is also diilclctit 
s, but not enough 

to have a substantial effect on play. Every- 
body understands the difference between 
a level 1 magic-user and a level 15 wiz- 
ard.. . hopefully! 
Immortals: These are equivalent to the 

AD&D game deities. Immortals are often 
NPCs who reached level 36, and com- 
pleted a heroic quest of some sort. 
Immortals belong to various "spheres," - . 
such as: 
Matter: Usually related to lawful beings, 
fighter types, or the earth element. 
Opposed to the Sphere of Time. 
Energy: Usually related to chaos, magic- 
users, or the element of fire. Opposed to 
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the Sphere of Thought. 
Time: Usually related to neuttal beings, 
cleric types, or the element of water. 
Opposed to the Sphere of Matter. 
Bought: Usually related to any align- 
ment, thief types. or the element of air. 
Opposed to the Sphere of Energy. 
Entropy: Not related to anything except 

Entropy are demons. 
er NPCs or monsters 

y replace them with 
creature. Keep an 

and special a b i l i e  may occur at times, 
calling for adjusments. 

Movement: M ent rates in D&D 
games are given feet/rum, and then in 
feedround. In t h ~  D&D game, 1OO'Itum 
equals 10" /round in the AD&D game. 
Ranges: All dlstances are expressed in 

feet, rather than inches. Assume 10 feet 
are equal to 1" in the AD&D game. 

+mnds and turns are used the 
both games. The D&D game 

does use segments. A D&D game s2zP equals one minute; a D&D game 
.quais 60 rounds. For simplicity, use 

!Le AD&D game equivalents, without 

r 

- 
convening. 
Spells: Some D&D game spells have 

slichtlv different names than their 
A&D game counterparts. simply use 
what comes closest. Modiij the number 
of memorized spells listed for spellcast- 
ers, to match the AD&D game rules. 
War Machine: This is a mass combat 

system developed for use in the D&D 
game that has no AD&D game equiva- 
lent. BR stands for Battle Rating and is 
used only for the War Machine. We sug- 
gest the BATTLESYSTEM" Fantasy 
Combat Supplement which works for 
both games. 

Weapon Mastery: Ignore details for 
D&D game weapon mastery and replace 
with the AD&D game equivalent. 
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OFFICIAL FAME ACCESSORIES 

r 
U J C  Ch€ DWaRV€S 
P ~ i ~ c i p a l i t i e s  of ROCIWOMC 
of G l a ~ t n i  Available Now 
Available Now 

Of EWCNGall Che N O R ~ ~ ~ R N  
Re a c e s 

Ma) Available Now 
-€ ORCS 
of coan 
Available 
Now 

. 
COO KiNGboM c h €  GRaNb 

Of 1fRfNbi Duchy of 
Availabc Now K a n a M e i k o s  

Available Now 

chf  
coe MiNROthab 
F ive  Shines Cjuilbs 
Available Now Availablf Now 

Co~plcte fa~tasg IdNGbOMs, neab9 fon. play. 
Full colon M a p s .  HiGO abveNtunes. FasciNatiNc; C0anacten.s. 



OFFICIAL GAME ACCESSORY 

Che Republic OF 

by SCOn HaRiNG 

AN olb DanoltiNiaN sagi~c 

IN DaROltiN, wealth is powen. C h e w  is NO place iN this I a N b  fon the uNthiNRiNG bnute 
who solves even9 pnOblfM with fonce. DaROltiN has sunviveb b9 C ~ W ~ I Z N ~ S S ,  b9 

NeGotiatioN, a N b  b9 Guile, bespite b f i N G  sunnouNbeb b9 MiGhty banbanous NatioN 
IN fact, to€ DanoltiNiaNs have thniveb oven the peans. €StabliShiNG theMselvfs as the 
wbisputeb Mastens of ovenlaNb CoMMence.  AN^. siNce beab NfiGnbORS Make poo 

tnabiNG pantNens, tl7ep’ve becoMf f ~ u a l l y  abept at biplo~acp. 

NEW MfnChaNt chanacten class 
A CoMplfte. betaileb histong of Danolti. 

plus a Guibe to DanoltiNiaN cultune a N b  chanactens 
A IanGe, full-colon M a p  of the Republic of DaROkiN 
Cwo full-colon soefts of canbboanb folb-ups-builb goun OWN MenchaNt 
canavaNs iN 3-D 

Alneaby Publisheb iN Chis Sfnies: 

GAZ 8: COe Five SOi~es 
s;AZ 9: EO€ M i N R O f i p t 7  Guilbs 
GAZ IO: O R C S  Of COaR 
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