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campaign sctig for the ADU
SN Dirtceons & DRacoNS gune. Some of

, GREVHAVK® campaign uniquely exciting.
@ Screalyears have passed since new gam
i s pin nd ach s
changed, but the danger, mystery and
v that have v ben . id
chis world are as present 2 ever — perhaps

Some materal in this book introduces

roduces — you to the lands of

e Flas e northeastern corner of

che immense continent of Oerik and home

Greyhawk. Since it helps to know a ltde
g zbmn the world in which your :h)ﬂntn

Flasto e

5 . and even
hircee s unkgt o o s rounding e Cry of Gy
The Pars G ok iy 0 e it The SR cunpin ve
first ADBD? game sting, and thee i  arge body of mteral (mose of it out =
i) decibin he iy of Greghawh and te Flames. e offcily begen ith e
oup i folio and bosed s inthe sy B0s,set n he campaign yese S76
CY,though many AD&ID game advenures wre s n thi el ven before che secing
ol

been developed through scores of adventures, accessorics and articles.
‘Some of the material that follows is adspted and updated from the WoRLD oF
o bl (TSR lm(k 401, 983, he G b baricorc bk

(#2023, 1988), The 3, 1989), and the From e Askes boxed
st (#1064, 1992) red o he GREYHAWK.
seing, but the ceested i reading them migh find them in wsed book stores,

widespread confle caled the

Goeghowk Was damsed the i o ik e pesapa ieparsbiy the ey which vas

suppoed o haecnded e was s been bk g nd s border
everywhere ae in curmoil. The corrupt and decayed Geat Kingdom has finally fllen, bt

new realmshave arsen to take s place — each with th porentia t be ven o el

han o redceston. A horefying demigod has ben e o sty dsie e loss

of many of bis e eoop, i xpanded empie hrtens the e of the s,

hed out fom o begina

Gghawis e e mformation,
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mquest of certain countries — 2 conquest chat may not end unilthe Flanacss itelf
well updte the history of th is desropd. Armics of Tkl — v comtores it bt buman bl
s e ok Th been repelied, sillther are lose
591 (Common Yoy and wel provide s o be won. Gians nd crestres dawn fom alie lans Ly waste 0 cvilzaion
geogaphical nd Bt ool o s s

‘et e Flanaess s alive and vibrant. The times are more peaceful than they have
been s for may, fe g o i avaye s — e e cops o be e,
makets to vist roofs 10 rebuild. Other, more adventurous types stike out against the
enemies of ciilzation and order, uncorer lost and forgorten treasues, and gain the

lands beyond the Flanaes o explore. I isan age of advenure with no imi to what
one person can achire.
Welcome to Grephawk. My your iches be many and your scars be fent




are indicated by

awk, and they are

h e Seintanand.
uth of the City of
o it e ke
the Plains of Greyh:
of The planet
Oerth bt more specifically th
ands of the Flanaess on the
northeastern end of the continent
! ek Natves don' cal i,
though plane nd
players) do.
+ GREYHAWK: The players' term for
the ADD campaign set in the
world of Greyh:

—_—
v Womo or Omre
A is natursl and proper,all sher worlds rvle aruad sur ovn plaet Oert from
s et A o ey e ol Tl e 7 B g
e g g e il e o

stars iluence the e of all beings on Ot and tei postons .,.m. oy v

sublime

O s i s sy 24 b Te e ol ey fom ot
wet, resling dockise in s orbit around Oerh 1> make @ full cirui o the besvens
vy 364 dey,lloig o isedpu e she T Lis o e oda Trengs
the Zodiseof the wight sk als pass the Great Moon of Oerth, ko as Lo, ad the
Lessr Moon, Celen, ls caled the Handmatden. Ghost-white L.,.. wase and anes in
sl of 28 Lo, s 3 s s . Apamarie Gl ps
shmgh il e ol g 9 e o ull and g fullc oty
ot e T ok b o o o b e ek by sold
.,.A.;....n of our land

. that bon both Luna and Celne are cither il or new, and the
swerig e et il pobions o pre s the Zodia s o
great potent are likly o occur on our world. The fte of civlizaton may be in the
alanc, and the inslsemens of grst magic i almost certe. Th appesrance o s allng
star bas furtber signfcanc, and a gres pal cometor bright explding ster bvering i

e darknes s & barbinger of ctacyom.
Hor il b ed bt hepls f e b ey o e
bt v ittt vyt o e Zosda and she sl il of s i o

Oert first desribed s, gk Akt vy

from mew the Handiwerk of Celesian

T S91CY, everyone living in the Flanaes knows cercin chings about the world they live

Flanaes s fourth continent, sbout which no more i known than tha i exises,

‘Oeriks northeasternmost section is known 35 the Flanaes, which is isolted from the
test of the continent by the Dramidj Ocean and a string of towering mountiin chains
sreeching from the Yatils down to the volcanic Hellfurnsce; o the wes of those are
steppes and the horrific wastes of the sea of dust, where the ancient Balunish Empire
once ly. Beyond these barrirs, tals say are great and ancient empiscs, mountain 5o tall
that they dwarf the g Cplmie, 14 o of sl o

Fucther, the Flanaess is separated from the res of Oerth by other natural barries. To

the immens, stormeacked S Ocean,sid toseretch cver  thousand leagues. To the
southesst are the junglesand swamps of topical Hepmanaland: due souch s the huge
Densac Gulf and the wid Amedio Jungle




Crmded ith i s g of vy

il ireyhin o

| SRl

B = (KR o o o
e i

Genel g of e Flnsos shomiog
B il o

vespper and screen of
this book. Details on the regions of the
Flanaess are given below.

presented on the w

uncharted jungles and the mystic tyranny

of the Scaler
it o (e e 1 B
remnants of ruined empires; and to the

Brotherhood: o th
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HE FLANAESS

north, biterly cold seas and the Lands of Black Ice, as wellas the empire of the
demigod luz.

The s s e 0y suions s poples We i by diing e v
sl gon, begoning wih the iy of Grphamk ad he uunding
features;then circling through the Flanacss. If 2 location ummrmmdbmumnyh\md
i will o dscbed e ijorTocaions widhinthes eion e i baldice

Western Nye Dy (*Old Fersond)
oy s o Dy Grbo,Har, Gl Wl G, Hihl
T o of s Pl o e ey of i o .
Lake of Urknown Depehs This i the largest feshwter lak i the oo st deic
i it was seted

‘o the Flanacss' richest independent kingdoms and cites,
g rude il oo ioat
was once part of the Viceropalty of Ferrond, a portion of the Grest
Kiglor whic domintd the s o cniin.Camndy he o shoat 10 i

s lngte e Sl el watee route between the
Dpviothe sorh Pt Bay o the south
Ovieally» foeeoe e whor ks ks e Pl o
xchange gods and by ocal vl voven grmens. he v son xpanded s
devcloped strong textle and mest-packing 5. The prosimity of the Cairn Hill
doagons (i posacialy proftabk) locaions roughe cbestas o
£chand e e, Pl wids begn e
nd now Greyhawk i 3 centr of a5 great a5 any in the

thers grew

A Goelhavk his g i prospery i s become necesry t defnd e, Cenuries

250 thecty vl e bl nd 2 sanding o ongnized I n utsde e
s th stand to her defense.

e city,the citizens of Greyhawk are requird by

y prospered during the Greyhawk W

Tands o hee housands were g

alents to the city's defense and furure. Humans, 5, gnomes and clves live

unde Geyhawk’s banner, shielded by the ciy’s miltary might and lending their own

weapons and skillsto the army: At war's end. a sweeping conflagration destroped areas of




ProwunciATIon

names of the Flanaess is usually

siona habit and
sonal preferenc w

indard pronunciations are given

Baklunish: bah KLUN ish
ob: BAK ab.

e lbat- o

Erythnl oe RTH nul
anghn far LANG n

hayr OH nee us
Incabulos: in KA yoo lus

Obad-hai: oh bad HI
Ocridian: oh RIH dee an
Oerik: OH ik

et arth ong o) oo
R

Rhennee: ren NAY or ren NEE
Selintan: SEH lin tan
Suloise: 500 loh WEEZ
Tharizduns thar 12 dun
feluna: veh LOO nah
gig Yragerne: ZA gig
ih RA ger nee (*a” as in “bag’
all"g" sounds are hard)

e ciy, but much of that has been rebuil,
and the city is bursting a the seams. By
91, the city has reached a zenith in s
ong hiscory offring sabilcy and security
1d iacking both, Greyhawk's amies

SN
x Ocean beyond.
e ofthe songe st i thisgon i he Kingdom o Furyody. et o
- N\,nn As Ferrond, Furyondy broke from the Great Kingdom three and a half
hawk Wars, i lings to

diionaly e by women i acse o Wooly By he Sl

mieis s Nt basend by ool T s che

its freedom. Immediacely west of Furyondy i the Archelericy of Veluna, a theocracy

pholding law, order and goodness. Veluna s perhaps stronger than Furyondy, and it
their mutual enemy — even 25 it keeps an eye

dependent cites and sealms dor this region. Amang che mos¢
important sz the Viscounty of Verbobone,alled with Veluna, and the el uled Town
Highfolk, alled with Furyondy. South of Greyhawk's lands are sevral independent towns
o he Wi Coset.tome f i v Bl o bmance semie o he P,

staunchest alles. Such isolaionism angers many elves hete. Those who disagree with
the policy scctely suppore Celenc’ traditional alles with arms and moncy

The Sheldomas Valley COId Kenland")
Keland, Ulk st G Strid, Gran Mrd, Bl Vally of she Mg
ot e St vl m,.mmm,‘wmx, i s e o
Azure Sea cosst along the southeast border. Two gres sivers,the Sheldomar and the
Jome, i this s . Th P pninna s covmd s et o i e The
primary threat e comes from humanoid and giant marauders in the Crystalmist,

o, Hild

isin turmoil; art ae under th control of the Sca

Afier the wars thae destroped the Baklunish and Suloise Empires, demibumans and
primitive Flan humans were joined here 3 millennium ago by Suloise and Ocridian
B A e o of this ol e Kinglom of Koo, ths it o sion
established here. Easc of Keoland are theee demihuman states: the Deschy of Uld
(Gopalic b s imse e ooty of Uik (wmzms, hlfiog s gocncs)
and the Principality of Ulek (dvarves and humns). These sre currenly battling orcs
and goblins from the Pomari.

To the north are the Gran March and Bisse, once pare of Keolands northen border
Gran March has attracted refugees from Bissl, Geoff and Sterich, and has  strong force
of bnighs mppontd by it pilcophy. s et e, B as e by
Ket, ree. One unsual spot here i the Valley of the Mage (or Ve of the

ks, contrlled by the secretive, paranoid wizard Jaran Krimeesh.
‘Gromes and unusualy al lves live e, supporcing the wizard and defending the valley
againse al viscors.

In che cast are Geoff and Sterich, once vassal states of Keoland, more ecently overrun
by giants and ocher hostle humanoids. While Sterich has been reclsimed, Geoff sl
remains a “lostland” and most of the population lives in exile in neighboring kingdoms,
prepasing for a war that wil llow them to return horme

South of Keoland is the Yeomany, a democracy with longscanding miltary radicons.
Almoscveyone knows o g, whichsbled i 20 vard off an masionof ian
dh the Greyhawk Wars.

B ot g s ot e
Dy, calldthe Do of Grehawk.
A the westernmos e of he Ny Dyv
i e Fee iy of Dy, Grghamks
e i et . S of
Gk s by, sapos e

Earther south i the Hold of the Sea Princes, once ruled by slave owners and former
pirates, now torn by civil rbellon against the Scarlet Brotherhood, which invaded i
S83cx

chis eegion, Suloise background is dominant among humans, with strong Ocridian
influence. Flan blood i strong i certain areas (Geoff, Sterich and the County of Ulek
and strong Baklunish influence appears i Bissel and the Vlley of the Mage.




Baklunish West exist, and 2 compleely chaotc and
Bt 24 Tt K mwwny..w Dry Sippes. prsnoid i of command n hich
western bysurivors  highelevl hoard marrl for
e N e ot e Ll sepad ot e e whxk sriving o
the rest of the Flanaes by the Yacils, Brrir Pesks and Cryscalmises, they undecmine their
eadicional stronghold of the Balunish people. e e
The s o e s o preii s s doert e Dy Ssppes. - Flgh s Mgy o of i bk
Only by khans inhabic che Dry
seced t e UIL e Sppe norhcamnt e che Pl et p.,...m s Thillonrian
i cporly armore Sl L Bbris (Crik), ot
i i fierce. Baklunish he
d enduran “The Thilonrian Pennsul tothe fix
o m s o e e o o ki e K, Tommic e Caliphi | oo ey s e e of i
Elbieand the Sulcnte of 26 On he rige of the Fase they someic o | Py o _
s Fom he s s vy oramenced wis and Theclmae b i, ith b groving
T kit sl Ul o S st v B u,,xm the' sctsons, poor soil nd coniferfores
Dramidj Ocean to the west. Caravans pas through et which i locaed in 2 gap in the are reports of curious lights in the ,k, fg
. e ot Pl e of O3 N ol st s Sl e B e it
o this sable aea. “The peninsul i claimed by the e,
‘Snow and Frost Barbarians,people slmost
The Biccer North entirely descended from Sulorse migrants
Wl and Tier Nowads, Blacknoo, v, L f Blck i of a fow centuricsago. Scrong Flan and
"The Dramidi Ocean, the Yails, Lake Quag, che Vesve Forestand che lands of luz  minor ocher elemens are p

orm he bordes fthe i Norh,  col o o sppes and confers The ly Sanehld (ormely e Hold of

nu.a Perrenders) were n..p,..ny ‘walike Flannae who absorbed 3l invading peopl barbarism, putting to sa n longships to
o democaic e ey, Pl i o g prms of K. Furynndy aid the cousts of other reams (and one
R el et Lt another), or attacking overland in wild
“The B deseedd Tige ad Wolf Nommd hold the ppesnarth of hordes. Threats to thisarea are mre ofien
Pl i th g of he o Burel Pt e Cold Mambes e e than il vy he P
orsemen who frequently rid one anorher, these nomad hordes have banded together to  struggle to solicify theie borders.
fight s foces to the s, 38 the el demigod i now. stz T (my
Nothof ths s e Landof Blck e, ot psmil of s Old Aerdy West
Sl bl i s b emochz inscioid monser with fmacelke  Nywnd, Ut s Ty o e il Tk
e e e et g ot Bt o).
h.. e el oo s g, o pnpe o o iy - ST My e e
‘possible tha i the long winter ighe the Land of Black Iee develops a wide  temperate, e were once
= brldge that leads to the polar continent of Telchuria. pnof e ngdum e Acxdy, (,.,mma
i che cas seven hundred y
¢ Empire s e
Lnds w.a o Sy, Sl Lns o ,.,.) B Lans B T (o gor). crowned i fisc Overking, ch area was
nd Whyesl Lk, rnamed he G Kiglom.
Bl Ahu»mvw.r rjory vast “The western portion of this region is
and hobgoblins nd wnmm he Kingdom of Nyrond, founded by a
i e a7l o oo Th ampel el branch of the Great Kingdom's royal
and i Grpha W e epad b e e dynasy just over owo centurics ag.
rwmw.nm(wufmnmmpmumum.,cnmmx..,a.. Do s xpanied o 0 s
Kinglons, the el st i oz oty b wel o Vs it oo (i depopelae L .
10d st ofche s Ve o Fller P Almor, mma by e Goue Kingdorn
follow a policy of
Tuz. thissgon Lo o partof oot ot Kyt
externil, dnpxl( rids along evry border and 3 major mnﬂm iaTeh The i the Comey was goseened briefly
e by i Rt oogi e i fow resources by Nym...{ wiviaabes o
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ollowing the Council of Rel Mord aner

imperl g The Sk B s i bdgrond thoa.Ocidin
influcnce is dominant hcn with minor clements of other human racs.

v hundied years ago. e i alled with but
Urnse

B e s nied popoluion o blasted, solaed R pial of the Great:
humans and Kingdom: Sunndi; Rel Ascra, ruled

The Theocracy of yrane Drax the Invulnerabe;che Free City of Irongate; humanoid Bone March; and
elgious sace govrned by pricsts of the  Onawal, p.mny subjugated by the Scalet Brotherhood.

il
of Nyrond,the Theocracy has voled o
Bty ool .

o prlin prescoce, Heetics e

Isolated Realms
Ledbpof the L, Ss Borens Spnif e, Hopronslon,
Amd»}m‘iliaajﬂwv Unde-Orrk.

ograp by Suloise

i

The
th silve and gems they i for food

e Sea B dF
o o Lyt mndn L s e el
Tisadon ekl ot by two hundeed and

s poot. forty mile long and ot
dispte. d
TheDucy of e s coviged by v the s The A D mmmua(‘wmmprmum
and climed by Tz, Stonchold, he Pile e Lordabip o the
and odhes. lmdm)lllnTh(uhnh:vlb«mmmbymrrﬁu\hlghmdaqumcdmwha
L fogs nd il ey nea the
i e ends of thee long | el o these
inche s, “The Lordship of
m..,.mm The s hccned by e S Brtherhod n e
ks Only  few dosen miles scros the TilvaSesie fom the Tilanoe Peinsul s the minor
e q e e ookt Hepmonabad s s il sl copic
i, by the war
Tk pout iy by ads from he  morthern H Suloie
G Kingom of Northeen Accdy. The wck)mlh:thx—mﬁg}\zfmde-uhuhm
o the wet of Hepmonalod, pirate- and
with gave sspicion. e Gl T A ol into he
e S i, piss s sl o the ol o theSs P e o cded
Ease fungle 3
Gt Kingom o MM et hizgi Annmmmmdnmgzmmmﬁllduhﬂrdm"h\d‘um ¥
Mark Uned Kingon Al Rl v, ofF from e s of - 5
hﬂ,&m“qulm-]knw »mn dhres 1o the N

khplpduwdennzymduﬁamrﬂ
‘When i colapsed, i gave bich to
s

Amedio; the Great
Kn»‘damafhard\:mAndymdlhnUmnedegdmoiMﬂmmhkdymmmm
vl e widing docde

he che Hell o

aMma.u]...@‘n s deset o all g of
8t s of e old The s bl e Sl I, o o e of ol Fissbous oy
Kingdom anwofd\e&aofmmmwpbkmmpp«ulbomﬂurqmnnum)y
.muaa.he,u i 1 et
s T h nnd
G f Ablssa is bacely  tha stecch thousands of miles. Only a fraction of this
wnited ol wich many hul-hidd subterrancan realm has been xplored by humans, who geneally avoid the il races
feaureis

ha lve hre, This ealm i clled by some Under-Oeth. It best-known.

the Vaule of the Drow,

sea ae rumored to exist 25




THE FLanagss nd e s f L) o s b |
SN G b e e bl et PG e R
 thaws fo This

il laog e and romingson, pecily m,,'am.,g oty g wsl.  ion o ey et the Northen
it which by rights should produce  dimtic extremes. Certain  Border of Day and Night (as Ocrc's
deiie and theie agents specialze in m.,.,,un,m e beory el e s o e
cloud i best s ol Such maiplions e gl man e e weaber g of do e ght sl gty The
bencicilto o monbpe of te o, oo ain
e o ekt
by e s pis v ey effces o bl venis the Barrens, lu's homeland and the land
pattrns, 0o, and new weatheeahering spels ae developed allthe ime. Some kingdoms  of the Wolf Nomads, which ae col
{notably Celene) appear to delbertely ltr local conditions on a day-to-day basis scpcindwihpeemafin e i
o keep the weather 2 pleasnt s possble. Howeve,ther s concern that great oF orth Bk of th Thilos
prolonged weather ch n 2 backlsh, e e
ot o o cen e e lvs, il he e ones. Some e of e
i, puiolay o the st saged by orms o . perhaps j Ocean,
vl driven by i e cb which i kown for s unumally e
on i changes i i on Qe s sl elted o e, In genel, 3 curen 2 Tumi, EXbi
dm.g, ofone degeof e wil el n il of v dege oo i e
tenpectr.Thisa vzl g o s e in e 1....#., o Hepmomaland Tige Nomads el empere, i
o e o s ¥ the Land of Black e shose pe
ai p i tempe grees Local  sesons 2 th cental Flanacss. Fog i
P et common inthe winee here, 35 old aie
Flanas, i ot s ol god grovin ssson Temperres ay il o he orth pases v e v s
of the Fl ‘
(gl e e i, s am, o i m.m «m& ndPaing i e s
suumn /xm,.m) s s o w«k T e e
3 v or six The |
= Sl s 1425 dogres prerpiris wintzy north wind i ofien called
;Wm....mdy ot i e Stms e ety “Telchur besth” afet the Oerdian god |
ool e s of e 35 deges st i of e of the north,and the spring wind from
The couss the cast s called"Awoss lugh” or e |
Sl uring which e cast an
the s e el dy b wies i cosdesle i T o ke apingin. Mo g d
the Hold of the Sea Princes, the Pomari, Orinwal, dee, the Vst Swamp, Dullstrand,the ke may ales this.
rocden Losip of the s od e e Spii, s When eyl ot g il o
Teopical i . winds from the
Affcted in particular are the Amedio Jungle, the Tilvanot Peninsul,th so et s
Lonbbip of te e nd al o Hepmomb. . i b od il o s e
yesrroun . 4
e e o s W eyt et ot of iy s g
s, i i she el of s s ko e Thi Bocoes.
“The arid Sea of especally apparent when looking a¢ th

cast sides of che Barrer Peaks/

daytime all e i west and
G

i denions e Y:ul.\/Balnu P/ Copsalmis/Hellfrmacs crin 4..4 in the western side is also more arid be
of magical influences. Elsewhee, the
|m.,Z il alin oo shor the e ine P ofte Flelfumacss  Kinplocnof Sum b wetr than he
g il o g Fom v el ad the o of sy Abinan Prinipality of N o e
e gm Plane of Fire, The Lo wes,
3 few snow-capped peaks. i ol uld waggu‘
Mos eiorsbebme 45 1nd 55 degres moct aiude (e lsudes of the Brrns _thak t the Hsema, The
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depresson found a the oining of these
Sl i o vt S

forms the Vast Swamp, The eastern
Abbor-Al hlp eep e Bigh Desext
ey, yet alo feed the Gratmarsh with
sbundane ran.

A HisTory oF

™
In che past thousand years, the culeural

powefil magic and semics.

¢ Hisos
i ok e it

ealy times, historans believe tht until usc

poliical ststes unified the inbabitants or

Howores o the s ovo dic magc
empires difed into war. Southwest o
he Flanaess was the evil Sucl x.n,.mum
dirctly west was the Baklunish Empire,
s he Bkl Suloje Was scched

efigees fled to the relatve safy of the
exse. Many ivory-skinned Suloise rosse
the grese Ceysalmise Mountins into the
e Flaraes,some pasiog chogh he
mountins in 3 magically carved turn

firce human tibe called the Ogricians
crossd the plains to the north of the

Ceystalmiss, moving north along the

Dramid Ocean coas or

scalition, Baklunish spellcasters began che

g o ot

manoid mercenris

crpas ot s kb’

ise and Fall of the Great Kingdom
Al ot emi of e A S OO B il e i i
b

lying i i Fle st e, sl spics e Sl
armies of rapacious humanoids, particalary orcs. The Actditribe of Ocridians esablihed
i Kl o ey e <ty e e e el o tha i
i in the southesst to Ratik and Teoh i the northeast and westward 3s far a5
what is now Furyondy and Veluna.This vast empire,cale the Great Kingom, lsed for

from

¢ major crack in the Great Kingdom was the loss o the Viceroyaty of Ferrond,
‘which became the Kingdom of Furyondy in 254 C¥: Ferrond eventually split into the
sates of Furyondy and Velunas the City of Dyvers and other ay lte.

In 356 O, ol i siped s he g e ey e Ho of R
The junior branch, Nyrond, rebelled and declared is lands fre of the

A babarian invasion in

areas broke aws

Overkings rul.
North Province prevented the Overking from ,N.mw,mg s,
and evenually these lands became known as the Kingdom of Nyrond. Nyrond laes
went through an imperiaistic phase, anneing and then losing the County of Urnst
and the Pale.




Tn 446 CY, sepresion and excesive taxaion led o general rebellion in the southern
Great Kingdom. The ity of Irongate was the frt to secede,joined by the Idee, Onwal
and (i 455 cv) Sunndi (Late te Lordship of the e oined the Iron Legs
Operatng from South See of Medegi, the armies of the Overking
ried withou )\w“ww\mm-mmmm” century

Greater disaser w became decadent and wesk,and
cectintgioe inhe shunkenCeat Kinelorm wee rled by s of ot howss 3 i
they e minr independen Kingoms I e lf of the i cmury e Hovse
=, of Naclax destroped the House of Rax in a conflic calld the T

nd Naca ook he Mlachi Throne. A
Nelax are regarded 2 having been cithr insane or evil fend-worshipers —

cencury late,the nobles of the House of
or both,

To the We
Simultancous tothseevous,th Kingdom of Keolan reached it zenith in the
a Vall o cothe west. Founded by Ocridian and Suloise tibes les waike and
entie egion
s armies pressed nto Ket and Vluna around
ke s pbad o Wi s ey, Koo ks o

Ulek sates, Celene, Bissl and the Yeomanry. Keoland elinquished its

mpeil i d b, wih he s idepepdses i of G M

ichporting i s
hile the Greae Kingdom and Keoland grew and shrank, other parcs of the Flanaess
were K.W bope. Durig e L i ey Baklunish horse brbarians cimed msch
of the northern steppes. A hundsed yearslte,the Sea Princes and Bandic Kings looted
and pillaged their way o politcal autonormy. About 3 Free City of Greyhawk

ched ts it period of greatncss under the leadeship of Zagig Yragerne. Some regions
25 Tenh and Geoff remained relatively independent for many generations,

Evil Gains a Foothold
nd human
i

Howere,th humanoids speclly he e, v o h . As demi

drove humanoids from the Lortmil Mountains,the humanoids fel on the P

Peinsula and desroped the

— noless than
descend fores e s
i, ices o el eyt Bsbeshood we vl e

‘The Greyhawk Wars and the Fall of the Circle of Eight
1In 582 C¥, a seies o conflcs collciely called the Greyhawk Warsbegan. Lz had
escaped magical imprisonment bencath Greyhawk Castle in 570 ¢ and resned to his
Homelands By preending o b their god Vsun, be tricked the northern barbaians of
old, and used th Fiscs
s the Stoneholders are calle)  sweep o Terh in S82 . When luz 2 Vatun tried
o pressur the northern barbrians to ateack Ratik thy balked, due to the longstanding
allance beoween the lands. Juz then hurld his srmie nto the Horned Society, Shield
Lands, Bandic Kingdoms and even Furyondy. The Gre Kingdom, under the insane
ruleship of 1vid V. chose this time o atack Nyrond and Almor The turmoil in the
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Grest Kingdom turned nto mad chaos, as

and ruined. An army of giants and
humanoids conquered Geoff and Sterich.
Afte s beygraf signed a treaty with Lz,
Ket attacked and conquered Bisse. A half-

orc named Tureo
om i goblin armies to

heen half of the Wild

f e Procly of

Ulek. Final

congueedsoera e o i

the Scarlet Brotherhoo

eloped

tion o form the Scarlet

the Tilvanot Peninsula deve

ekl
mysterious group

that seeks to
ke the Sl ac the astes
the

of the Flanaess. For de

arriors, mages ant
s who lead rigidly ascetic fives

Their short.term goals.

and a human breeding
hat type of
offspring certain pairings produce.

program to determine




adding e il of the S Prices, i
= s Lonip of the L0
it teritory. Brbarians from th
Brochehouds holdingsinthe Amedi
Junge and Hepmonaland were used 35
soldies o hold newly captured lands.

ay have sough to consoldate its
gains from the war.
On e dy of the G i  ploc
o i he i g o
misird. Just minutes before
mbasadoe sl fo hedog 3 pm

explosion destoyed much of the G
A

snother membe, R
gained i confdence, Ra
TR e Gl
e st Mm)vg
e e Why o all e Coe thes

gled out i unknow,

though it is posible the explosion was

meantto destroy ocher members. Feaing

e dipion e dlges iy
signed the Pact of Greyhank.

oy :me
sopet s the Bt D s
of the Ciy of Greyhawk, where they

et b savges and establshed

Robila

THE FLANAESS

84 Cv, the word was weary of war. Many hoped that

ardingamic,Hoody s buin s Bt e Pt of

conflic that has reached into
om the highest prince to the

crap it of the kuown el o afscond ey bk
lowest pessant farmer

From the Greyhavk Warsto che Present
S s v pasedbecwen e i of e P

Greghawk and the pres

1998),chis book

. While the histn
2l n i Al B sccarsry
alog of events to bring players up to dte
G of Eght s b bck 1
y sidens of e
T

937

s did

i e had
Eight o fllows b o oo

. many of the demons in the Flansess

They used  powerful artifct known 38 the o f R, rerieved so
3 demipane where it i ben ot This decimated he i of L i
beleaguered F ance for e

o o e £ s ol e o B




preparing to raise an undead army against it Distegading the Pact of
2 crusade (o recaim Furyondian lands that
i conqurd Byt e of 588 Y, hey hd e, bt e King el
lred permancnt and unalerable war on . As partof this crusade,a small portion
of the Shild Lands was also echimed.
haos in the North: The troubling reverss n the Furyondian lands were
mortal to s great empive but over several years other counteratacks and rebellons
%, also whitled a luzs borders In 587 CY, Wolf Nomads successflly raded s
bomelnd In 588 Y, oz h.l i il ok e Sevond Redbear, e of he

y sbandoned Tenly
i (o et il o V- e cumdm e ek
the Bandic Lands continues to sip. Tenh is 3 war-torn land, invaded by luz, Stoneholders,
e B s Tk
A New Great Kingdom’: When the Greac Kingdom collapsed, it Iet 3 number of
sruggling pm.m‘ great and small o decermine thei politca sae. By mid-586 C,
. the former North Province declred iself the Greae Kingdom of Northern Acxdy, and
cromed an Oveking, Gl 1 The "lis” o “niw” e Kinlom hs e e e
since strengehening it infrastructure and purting down 2 civil war. Once the Pact of Greyhawk was discarded
T ke B R bl e Uy Orebig o€ b i G 2 i .,.a (o s o ot
Kingdom, had rereated to his captal city of Rauses during the Grephawk Wars There,  nations al wded it and beg:n
B in his madness, he allowed the kingdom to dissolve, smborne
residents of the ity I carly 86 ., a high pries. desired . the Sadc
15id V was no longer Overking: batles for the it began mvnndumly T, Bediciobileh S e
city was reportedly devastated by fies and roting, Since then, he status of Rawees and  Ahlissa. The Brotherhood reains control
the throne are hough there of portions of Onnwal and the Hold of
dominates the lands around the ity Eemeler
A N Enpie o B The St Porine sl sugh st o e v e Vitore i heSildomar Vally:
R, the Gra Kinglos collps. Undes he g of i prvincil g Reyc, Such By 588 oy ey
Province estrucured islf s the Kingdom of Ablssa Reydrich conquered much of - humanoid srmies that had overrun i,
e, which b ben ki by che S e, and planned to moe into The barde for the lostland of Geoff

ch vanished bielytheeafes Parcally n response tothe founding of the  continues. Celene remins offiially
psie ngd.om of Northen Aecy, A e i vich o provises o che el e Vally f the Mg s 3
st nd e hes e agin s e s he Unied Kiglo o Al e
decting i Oveking b Xavee L. By $90 v, Al cpanion ortward eyl Ke hs ey it fom
into che northern Great Kingdom'ssouthward expansion. Currently, Ablssa is a hotbed Bisel, though Thornward now marks Ket's
of cbeost poli castern border

[The Rex of the O Gt Klmgloos Wi s porion of e frmes Goot
Kingdom have fallen n with one or the other of the new Great Kingdoms (wh
voluntarily or not), others remain independen. The County of Sunndi a.dma et

589

. Though Overking them to join, the
lpeodens eis oFthe Salmo o sing i o ool i s
are theatened by the Scaree Botherhoods stranglchold on crtain wateeways. The Teis now 591 CY. While the Flanacss sl
Lonshipof the s emain 3 puppes o the Sl Boheshood.The e ofthe Sex s rom el dipocs o b,
Bt semios gy nchaged, ad he o popalion ofthe Spndc s e imes ae slightly more stabl than they have
ited el e perei been. Naions and inividuals sl figh for
e Giat, Nyrond: Geaely weakened by the Geephawk Wars, Nyron feedom and survialagainst cheats old and
i i e e guidance of a new king (Lynwerd I) i s bt some s e oo i
cleared and claimed the lands of old Almor, and is now rebuilling its war-damaged roads  attntion elsewhere — the
il Bondo < G Flaas s o sy

hange for the Scarlec Sign: I the years before the Pact of Greyhawk,  trade and wealth are needed 2 all cose for
e S B o s atienion ot foms o conquest the mm.m rebuiding, and the age isfired with  spiic
of nations using d the e of
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THE CALENDAR OF THE
Franagss
“The following material descrbes the
standard calendar familia to the civlized
inbabitants of the Flanacss. The clendse
used here s very old, much of it predating
the founding of the Great Kingdom in the
C¥. It i important o note that the
Common Year calendr does not have a
“2ero year” Most historians of the
Flanacss use other dating systems when
talking about ancient history:

‘The standand week of seven days has the

Following days:
Sardsy Work
Sunday Work
Moondsy  Work
Godsday  Wonhip
Waterday
Earhdsy  Work
Freeday Rest

A month consists of 28 days, divided
into four weeks of seven days cach, The
‘monthislength i based on the period

of Oerch's Great Moon, Luna. A year s
divided inco cwelve months (caled a
Dozenmonth), further divided into four
groups of three monchs each, separated by
weeklong Festvals, fo a coal of 364 days.
(e g o 9 Fxinl e

by che peri
the rmm (m-ddk) - o mv. F:nwl s
The

though at leastthey do s0 on 2 predictable
basis. The Dozenmonth of the moon and
the fou Festivals (shown in ialics) follow.

MMON  SEASON  PHASES OF.

Neffs  Mibwiir  Necdfe 4 @

Fireseek -

Readying

Coldeven

Growit

Planting

Flockeime

Waalsun

Ridor i

Resping  High S 18 D, 2500
wonth High Summer 4t 8eh: D, 25t: O

Harvester  High Summer 181h: 3, 250 O

Brewfen Brewfose ek

Puchell  fun 4 @ i .86 0, 25 €

Readyrest  Autumn

Susebb  Winter

@ ncw moon D waxing half-moon C: fll moon C: waning half-moon

The months of the year have been given other names by the lves (particulrly in Celene
and the Ulek sate) and the Baklunish nomads of the Dy Steppes,the Phins o the
Paynims and the Wolf and Tiger Nomads.

Common Olven Nomads
Fireseek Diamondice ~ Tiger
Readying Yellowillow Bear
Coldeven flowers  Lion
Planting Blossoms Frog
cime Violets Tarde
Wealsun cryime Fox
Reaping Goldficlds Snake
Goodmon flowers Boar
Harveseer il Squirel
Pacchwall Brightleaf Hare
Readyreat Tinklingice Hawk
el ows Wolf-

Calendar Ye
ey be i with e clendc e e e
e e 55, sccoling o the i i, B the Commen Yor
et b o 20 o 5 iy e 5 e e e 1
18 b i e sl o s i e i b
o nsanc, 19 e o 20 yee, lpeed becweeehe i of Goodnonthin 10 O
the same date in 10 CY). To avoid confusion, another calendr i used for dates before

Kioplom. Orbe oy be wedif e b
e lbinsiom ppenpeia

T e canpige as s e sy ping 90 O Thi yone 4 235 Ok e
Ocridian Record calendsr, 6106 S0 in the Suloise Dating sysem of the old Suel



perium, 5053 OC in the Olven Calendar, 3250 81 of the Baklunish Hegiea calendar The evening of Richfese th is
o Sl P Yo 0 Bl O i o Dot M B e il
Rain of Colorless Fire destroyed the Baklunish Empire and Suel Imperium. in)

Annual Events
This section describes the major annal evnts commonly recognized in the central
Flaness, particulrly the Domain of Greyhawk, focusing on the four festival weeks of
the calendar year and cercain days of importance to the funcioning of the government
= of the City of Greyhawk. Only the most significant and widely celebrated rligious
holidays ar given here. In addition, each religion hasits own set of holy days in addition
o i, s each iy e o ot s ovn sl bk, o e o
minor importance clcwh

el o
‘phenomens are seen that hint ac future
events, good and ill. This is the best night
of allfor druids to collece mistleoe, but it

Needfest: Thisfigid seven-day period marks the transiion from one calendar year to

another, and i i usually accounted 2 the star of the new year. In many areas in the

central Flanaes,che week s spent feasting, drinking, dancing, gift-giving, putting up

. lights and decorations, and in reelry. Many relgions celcbrae midwintet with good
deeds,chariy, or observations of the sky. Various civie government functions take place

during chis time, a5 well.

The ring o Moo Godedy s o koo Midvis Night I the Cy of
Greyhawk, the height of the midwinter celebration s Necdfes 7ch (a Freeday), known as
1 s of Fool: Miadaes eigns s precicly e boves uder the endeip of The
Fool, the most talented bard o jescer n the ciy,

—
Most timekeeping on Oerth is

hich
n f day
but the month and day of the year.

Oerth's axial tilt

shadow to wander
over the ground in a curving
patten that repeats every year; a
undial can track this effect, known
s far back as the days of the Suel
Imperium, Water clocks and

hanical clocks, powered by

Great Mooris Glory: On Readying I, Luna i full bu Celene s new. This night s
alled Great Mooris Glory: The church of Celestian regards this night as holy, with the
wsual allnight outdoor vigil of the heavens outsde the Grey College Observatory
Oridian citizens make offerings to shrines to the lessee goddess Atroa on this nighe,
asking the Queen of Spring to come early. Offrings to shrines o Telchur (the Oeridian
god of the north and winter) ae also made, praisng his work but suggesting he g0
Fome o the ol and s Local drids nd shei sl cngrgaions ool this
ight s, bl s Knnnof e e Mary fmes aod b sk

this night as the true beginning of spring, though Readying st is the calendar date for NSRS
spring’ start accurate magical timepieces have

pendulum: 5, are also
used, but thes y and
difficult to make, often tastelessly
ornamented, and prone to

Gt In Gophonk Gl ot e 3 kg pebic holiday, though it
reganded as 2 time of good cheer with the fll arival of spring, The weather is Sl
Bhstey, with coolsunny days aleesaciog wic heavy rain. Faens, here
longshoremen and other workers prepare for the upeoming busy summet, and merchant
activity is high. Growfest 4ch, Godsday s St. Cuthberts Day, the langest annual fescval

1In the City of Greyhawk, the highlight of Gowfest for the rest of the populace
comes on Freeday evening, Growest 7ch. This vent is the Desportium of Magick, 3
contest between illusionists who seck to cat che most magnificent display of

illasion, phantasm magic on an estsblished theme, that of a historical attack by monsers
and humanoids on the Grand Citadel.

Richfest: The hor, breezy week of Richfest is not kepe as a public holiday in Greyhawk.
Midsummer Day (Richfest 4ch) i the only real celebration, when the ciy takes off t0
e e i of e i o ks s e sppeopiie g o sy good

e they've had. Midsumme

1he sl md belig i blved of ey of Gueghavis popoles s e dy guilds, the military and others
s the lages relgious festival held i the Free Ciy in Peor's hon
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Dack Night: Both moons of Oerth are:

new on the night of Goodmonth lIth
\’llwwyx 2 Godsday), which earns this
such as the D:

|>, mnnm s hanged consideably o the aigoal.Desie e chagen che

ity o e o ety fesble exogh o e s = ab]«u

Nigh, Back Night o S Nighe Whi
certain religious groups spend the night
observing the skies for portents (or taking
advantage of its drknessfor acts of evi

o ey, mny ondieary ok ight l-
night bonl

Brewfest: Only the first and lase days of
Freeds bl

Suloise: The tongue of -)usmmmm.,n,.,g.uwmmammmmg
e e Ranof Gl Fi, Ty bnomn e syuhn of Suloise are the
members o the only s
hicrachy), by hwyus of Goghork. O who sy S ot peoacly s
o g n e oy he nint e o e S popie
Ancient  This anguage surives among the Paymimn tribes and certain cans
in Zeif, Tusmic and other. It i aways used i formal addresses and commercial dealings.
Baklunih is on of the roots of modern Common.
ol

holidays i the Ciy of Greyhawk, meaning
that no one can be cocreed to work, and

public revelry i encouraged by the
goveznment. H citizens take
this fall celebr

complecely to heart, and public

the “younger” Lﬂvgua(u inthe Pl O o et

wbea
proned ocherwise. In bis ey, s Lo poins ut that  langusge s widespread 3
Ot cod s e s i of e inlnces Ocidin i sl widly wed
in the lands of

the only reason these

King
lawyer, clerks and similar professionals. Their critics maintain that
of “mere” Common and to.

peple sl e he old e ks o

y

Libeais s ehies e Gl with ofical

2 h documents writen i Oesidin.

Mot eihaa pegimen] | Comiati et language spoken in the Flansess, Common is  blend of Old
and monster rainers (with their best Ocidian and Teis widely 2
“pes”), showi 1

Off their laest trophies. The festival is
celebraced throughout the central Flanacss.

Lancuaces
Despite the geeatsize of the Flanacss,
as actual

or culural boundiries wgm e eedo spsk lese ome ey ™

ransted direcly o other zm,uw i forms the hlvg\ugt ©
be translated firt into Common, then into th targee hnguagx ot
univesal anguage fo trade and diplomacy.

witinge
only six tongues are s studied by Revort Leyharinsome deail using means he o o ety
ingages: P Sl ks oo goupe wit ot Frss g, e ing s o wee of
Baklunish, Old Oeridian, Common and but chat it was 2 complete anc” The privte
the Rhennee can: Rlmee i consdeed h..m of the Rhennee has great nmm“y s et Ty e

and Common, with many
nduxﬁ\rAnumb{relduk{\‘suul buc 1p:<ululdkrm!b« Fom mariners and thieves. Because his anguage b s0 o

these are not considered lang gﬁd.u( ©
the ma

sl he Rbenne) and iy com rom s mocd el -

Bopiage o ke s oghben .

peskers.
The oot asbocy on g i
northeastern

" ongues of castern Ocrik.

Ferral: An Oeridian tribal Iznguzgt Ferral is now a guarded secree. I s spoken only.

is Revore Leyhar a the by offcals of the Iron League, and i used primarly for commands and purposcs of
Gy Callogs o 0 Usiesty of identificaion. It is not a true living language, and amounts o ltele more than a code —
Geeyhaw. s 44-volume work, Exgssof 2 s of signals and label. Most expressions re iscrete; Ferral does not have he
Linuic Usg by e Foas B, cxamines - capabily o mix clements o form new conepes

h nd i Nyrondese: C for this dialect, which adds elements from sn
decal. A bref summary follows, Oeridian ribal tongue. It s used in Nyrond, primariy by pessants and shopkes

Fruz (che Cold lectis pimarily Suloise with Flan influence. It is
Major Languages spoken by the Frost, Snow and lce Barbarians. Even flucat speskers of Salise find it

Flan: The language of the original hard to comprehend.
nomadic peopls of the Flanses, Fan s Velondi: Used only in isolated areas of Veluna and its northern borders, chis is an
the oldest anguage sill spoken in Octidian tibal tongue with no wricen form.

. of Flan spoken i his is a disect of Old




Ocidian. Variations are noticcable from village t0 villge.

‘phenomena a sea I
Lendorian v

les. It

became “Elverd"; Duke Katl of Urnst

Gl
An sssortment of standird symbols has evolved 25 pictorial analog to the Common
tongue. Wihile hardly comprehensive he symbols comey important information to

This bucur e of Sl vas ued oy e Spiodfs s bt bucme "' o the s Migs of
ey i a i e e b sy o Fo Spobenprimaly b e . he il e Ko became oo
o i has 2 i dege of deal wih 1 e oo sources, Mispelings
e has o written for can be repeated unknowingly in later works,
b This complex gty squic andigh s of the - cuing cril a0l out i
into anything but other Loxd Mayor of
the City of Grephawk, for instance is Nerof
lyphs

T, i eepone i

ther own secee:rune or glyph languages, 2 wel

Nomenclature
. The carefl reder may notice that  sngle entiy in the GREYHAVK. campaign — be it 3

it out He has
Iong ago given up trying to corect the eror,
© herein.
Old names may chang, but hey never
e N i st o N”
the Ocridian tribe hat scld there,

person, place or thing — may
Folk  learned,

und small, tend to discegard.

pr

 speech. Some of y actossthe Flanaess
follow: Vriaions ik these may be usd in game play by plyers to give more flavor o
hum d uses the mose commonly accepted nomenclature

e i The Mesans e T Usion of Gk o |
alled the Urion (o Guid) of Merchantsand Tades The Union of Mos

Nyrond, the
name of 2 noble house alled with Rax uncil
e

Sconcholders (or Fiss, though this properly

and Pa led the Union of Moneylenders and Pawnbroks R
e o guilds and individuals. The nghu chrky S,
e g of theShidd or e Knights of the Holy SMddmg The Spi Audy and the United xmgan...
¢ Ilesare lely calld the Lendore Isles, though Lendore Ise is By
e cluster. call this egion “the former Great
blcm is worse when tlking sbott states and peopls n singulr, pluraland  Kingelom?” of the current policical
posscssive forms. Pesons from the Kingdom of Nyrond are Nyrondese, Nyrondel, sicuation. No one i sure what o callthe
/) Nyeondal, Nyronders, Nyrondians or even Nyrondish. Pecsons from Onnval also once known 2 the Duchy of Teoh
52008 Ot Ol ot s ety Ol o Ol Popleof | i ltd of e S B g e
dom of Sunndi are Sannd, Sunnd, or Sunndians; those of Sterich are Steish or vl chaos and internal conflcs.
St T O bt e the Kinglom o Acdy o the Ae o “The Duchy of Geoff invaded by giants and
o Greyha d i sl

Acrdy.

s umm Tmhaa or Tenmese, Eles from the Spiniifis ae sometimes called
s o e ot subject to many variant spellngs. The Flan ae also

Flannac or Flanish;the Sloise arealso Sue or Suelts;the Octidians are also Ocrids.

A few racial mames change lide he

known, was called Merkund ot someching
sl g s moral ;i

any p
e oned hos ot Rbemes ot et o tha Rherme bage”.

Cerai nacemens, s s g “Tow” s he e o ilage o iy (e
e Hudby Town), are not uncommon. Trrnu m o oo e, villge,

iy s B et ol il o secilaets L, m... in low escem,
o cites by those whe dhink them importan. They are i fict

S b g it s
“Flaness” as some writ it Keoland

A Rhennce he
guducl'm\u.\kddkM:dA.d\lmg:
ox identified by his mortal
ragerne. The catle Zagig buil s variously
Narwel clled Caste Greyhawk, Greyhawk: Castle,
the ruins of Geeyhawk, K
i g of G Zag ey
A sy o i and so for
" " Urnst becomes “Eens” and s0 hgm. e nomenclaure of the
o some el el St R, e cl i e ik

fm M of St s “Svort” i Lexnol of Ratik is
e o et Do, ek of O i Greyhawk Wars,

Player's Guide to Greyhawk

mim:dniﬁ.uur




fOAL=FY ¢ B ¢

B

St 1 Spi Thal P
fe e
0
® + ‘Z pavre V
Usiv, AL Wirng Wik Vi, Wi Wi Ve
Danger Sopersatend i




R) hero-gods and thie names ring across
Q ks e

SR e

Mother, he may also offee money or tribute to the Suel god Phyton to bring fertilcy to
his fields. More chan this, whenever the farmee sty
may very well ofer ribute o the god or
instance, if he travels to the City of Greyhawk to sell his prodiscts in the market there,
e may ac differen times during his rip offer tibute to Fharlanghn (god of roads), St
Cuthbert (god of hanesty)Velnius (god of weather)and Zilchus (god of money). A lot
o this vk il look pfinciony, i tosingcoos oo o forluck. b
ic will be wine

Tl el ot s s e o el o ko
che matesial plane This eling i hanged b chefc e he o

Bighy, Drawi, Heward, |

ak, Nyse, Toerny, Ehlisa, Oriluke,
€ Scrten, Bucknad, Sustarre. These people
made the Flanacss the greatese of
legendary lands.

of the Flanaess are
an often-confusing mix of deities from 1
handful of cultures, representing natursl

I such an eavironment,the d
strbutes of some gods overlap. Cerain
other, generally ot hero-
axe once-mortal heroes (o vllins) who
have accined godlike powers

Most humans and demihumans worship
one or two primary gods,
worship is by nio means exclusionist. The
people of the Flanacss o,

smoothly. While 2 farmer may worship the
old Flan goddess Beory as the O
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rarly involve S Oy o
occasional excepion to oy

In the GREYHAWK secting, gods ar able to geant spll to their clerics and specialty
e e vl

h Quest spels from

che Tome of Mg book. nlyfuxGr ).

+ Leser Godss Cles g up 6 enl spels unles ey e on Oerth(ccample
thhnghns priests can gec up to 7ehelevel spells, a he lves on Oerth, but no Quest

D«m!m Clercs get up to Seh-levl spells unless the deiy lves on Oerth, in which
e Gl pls can bescqied (campls iz o Vi)
*He Clerics get up to 4ch-lesl spell unles the deity lves on Oerth, i which
i ey et
ideis No ol e o pis il
B s cun and Vecna are imprisoned. Theie priests get up to
2od-level spells mx]y

Following is a bl descibing cercain human gods in the Flanaess. This s not a
‘comprehensiv lst, even for hamans, and includes very few demihuman or humanoid
gods. While the Baklunish have many gods, only a few are relevant o the Flanaess and
are mentioned

Name: Dy’ accepted proper name.
Origin: The e gro/huma e i which e deiy s ualy socated, B
Baklunish; F: Flan; O: Oeridi c; U Unknown/mysterious origin; E: Elven;

H: Humanod: /s Commonh scepted acoe he Flaee n ey g 0

ol o acal rgin i il The e cse *” idicaes 1 diy s Ien

cepred and worshipped but s cill widely known. Deitiesthat are not com

x:q;::d (00 “C" o Le") are worhipped primaly i sreassesed by the ed dhnic
p (for u:m);l(. Osprem’s shrines and temples are lkely found only in areas where




the Sulose have seceled: in this cas,

o, Some diie have ey
chough their

‘might be widely known; this is

particulaly crue of extremely evil gods

such as Tharizdun and Vecna.

Sex:The deity’s given or prefrred sex i

in lower case, to avoid confusion

limiced worshi

Nawe  Origin
Boy  EC
Bcb  C
Ioobulor C
B
Nel  FC
Pe EC
Re K
Neme  Origin
Clein OC
Bomms  ©
Eqhoal  OC
Fhligha OC
Heironeous OC
Hawr  OC
Ked s
Ledor S
Obdbi FC
Oldsmensrs C
Pl OC
Proan  OC
Rishz  C
S Cuthbere ©
U
Totbeeon C
u ve
Weeu S
Zihw  OC

s3mp

s

5583

T

Aseas of

of e do deity must also adopt.

assumed to be human,
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—_—

becween Flan (F) and female (6.
‘Concern: The deity’s best known sphees of interet ae given here, with a few
atcibutes usualy asociated wich t

ignment: This s che deicy’s lignment (and, in parentheses, tendencies) which priests

thac deity.

Tonbipee (Aligincs/Trpe) This shows e sligimeassnd cepcons o e
worhips of Gy, Usle fberwio et st of she moriipss of e deity are

GreaTER Gops.

Aresof Concern Alignene. Wonbipers

Oceth Morber, Nate, R N(NG) A/ devids (ony), femers, rsic a ribes

o Forsigh Bubnce N e g

Plgues. Sicknes, P, Nighamars, Droughe D NE /i e i
waing o svod dter

Fate, Do, Dvnation, o, Honesy N Aoy /mos Bkl folk. s, hronomances
[ ————

Desth, Dacknss, Msder, Undecwrld [ vy e S —
[t

o NG Am
Pesce, Resson, e 16 LGNG, LN/paladins, pescmabes, wizacs

Aressof Contern
S, Space, Wanderers

Alignment. Worsipers
(NG)  Any nonenl/wanderes,szoncmers, chlas,

el it el (VL0
e, e e s (s
camprign
Foress, Woodlands, Flors & Fas, Feeliy NG Aoy good/cager, foee densuanas, b,
cppen, ben, oy e
Hite, By, Malice, Punic,Uglnes, Shogher CE(CN) G N NG/, s o b
bandics, mas e, hmano
Horizon, Disance, T, Roads NONG) Ao ol ey K o s,
himiey Joic, Honor, Was, Daing, Vior I m N 1 oot S
‘W, Disond, Massce, Conflic, Fines, Tyaney I3 u:. X LN/l b e il v
i obls asasion, mrcos
e Beavling, Sength, o« cc NN g il
Tine, Tedm, Pacence, Sy N Nt nwh«pav [—
gt
Natue, Woodlads,Freedom, Hostiog, Bess N o oty e G, oo
many e e
Masic Revels Wine, Reguc,Himor Ticks O VN O, NG b, i, o e,
good.
L Rexin el S M LGAN) EN, LG, LEY eruaders,
o
N Aoy nonlawhil/ge

e m (gl
Wi, 7o, Fonvey Trah, Diclne

Exeral Dasknss, Decy Encopy Malign Koowledge v
Indviduniy, iberty, Reibion, Sl Defese
Hils Mo nes

Magic Desth Vaniy L

Poes Prosige, Money, Busines,Inflence

oy
LG, LN/placdin,ersaders,misioaren, i
Any exlex s, prybopuchs,

ity NE pach, desoers
CG G, NG/good bels, fedom fgher engens
B LGN NN e

e ST N/m h‘dvmu!h,rm ol
Eeiogs. vl necroman
IN  LNTGN NG/t gl s




Lesser Goos
o Al
B Popey Prarop YT u\/x,p‘mww e
g Eut W Rl o praeiiy slns
M, Coes Pis @0 & B it
P, Py, Mg o oy gt oy s
N, Mies S ) deinice i
mommen NQN) NN LE Lot mammon bbowes e, doe s,
ot
e, oy Consinty N e ——
cmpugn)
Por, Do, Encomes Lok Kepr GG oy o o
Rese, L, Sty i L/ g o, i i (PHBRS Copl
i
Nt Gy LGN LGN/ mrr s i, b, e
Ly i, el S N e rbapissigeatl
oS m il M 6 L5 i i i dle i e
s
ooy Fi Vlanom Wi, Ange, Qs e
o e af Aoy
Ler ¢ T kel I NG s . ot e
T s & Aoy cuo b comm v
T S Mm Ko Dyl No Ary oo, i g ol (i )
o c S
Nebo S m Aoy ol s, gl oo i bt
rroson e o o o g
Pape S = 3, N, e
Bree 08 NG s it
Lol s Py e g
Rt ., i ) e i el i e i
- o O O, ki
St Aoy o s et e o s
e Ary b,
(e e
Ve 0 = NG s ol b it
Wem O F oerd/ e, beoves
X B f Aoy o b i it
Ko e e oy e ok dne poitie
Zoad g Aoy good bese pacamens
Sex of Concern. e Wonhipers
M B T it bt Dy i ipeny
" UC m Deeie P Oppeoson Bl & (o U
[ A iy L i pred NG/;»A
£ Chan, Cod Ltk St Koy otert
Ve U m Db
R U m Amphii ey S Decpion INGE LN LB/ e, mani bl s e i
prbvechs
nd Ve g S < G NG, O /b e s
e e Uiy CN(CO)
P Mol My N N LN/marl i, i (PHIRS Copl Bt
Hodb, s
Hero-Goos
Nem  Ogn Sa Nigme.
i 10C 4. . Do, Frions fry Am/m..., e, i, budes
Jime  OC £ Ducpin, Eaonpe rocion N e v o, e
Ko U s oSl N pedpeeten
Koo UG = g No et ,hm...h.,
G P o e ol iy o i N syl
Mubnd  OC  m Mgt ey ic L R T et v
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es o Table:
,..pmma on other plane, resricting
spells avalabie o pricss o o and 20
level only (Tharizdun:

priesof Telhur, . 700 yar o
Vecns: capped on Denmiplane of Ravenlofe
folowing batcle with Iz, S81 ).

Flanacss(lu: Empice of Tuz; Waser
Svamp).Fadngi oumsll Ot
PR

#:Other ADSD game campaigns or
optional rule inclue this deity.

§: Alternate name (Allcur, a Flan deity,
dosoped ciein Moo under he

name Alis, Alia, but this cule
was Lcgely nw by ....m.,! dissenc
and by prists of Hextor)

“The priests of Neural deiies ae all

ly priests who can serve certain
et (eapien Bty Ol Hai).
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Relationships Between Powers

Whil i is obvious chat good- lllgn:d s generally support each other, and evil
powers will ight al other, some pecally song divisionsan sllances s known o
exist between gods of the F
Conflicts Ml
ol v on i) Zagyg (servant of Boccob)

izdun s, everyor %. . sz:bum( it of Pelor)

e v Tz (e evepone ) + Fharlanghn (brothe
bk i (marrid)
Heironeous vs. Hextor Norbo + Wee s (loves)
Rao s Iuz Pelor + Rao (alles

Rao -+ Zihus (ales)

Ancipachics Beory + Ehlonns (ales)
(eivalris just shore of war) Beory + Ula (allies)
St. Cuthbert vs. Pholrus Fortubo + Moradin, Berronar (alles)
Ehlonna vs. Obad-Hai Ehlonna + Seldarine elven deities (ales)
Fortubo v. other Suel dei Wee Jas + lawfl Suel deites (loose alics)
‘Wee Jas vs chaotic Suel decies Osprem + Xerbo (loose allies)
Trithereon v. lawfol deiies Jascar + Phaulkon (loose alles)

Pyzemivs + Syrul (lose alles)

Nerull + Incabulos (loose allics)

persons aze more famous in the Flanacss than Mordenkainen and the Gircle of
Eigh. These nine wizards serve as unoffcial “wtchdogs" on the continent, monitoring
{rouble. Because most memmbersar newtal in alignmen, he group

(nn«xn(d with maintaining baance i is world and not gy eron o become
or overwhelmi o s, however, s evilforcs have theeacened to

et conol of the and the e of Eigh s worked o theside o good inorder

o contin these ver-growing

Ity 560n e Cieof i inchded By, Drvnmi i Sl
Nyseul, Oiluke, Otto, Rary of Ket and th

(during The Rer o te Ege e (#9576 boe), St e e et
Circle of Eigh. Ok s il dexd members were appointed in 385 Cv:
Al e Woe Theoin Eqson Starcoat. The three former members
i lstd b, olloving he e of the Eghe i 59 .

bers o the Circe of Eight poses o hav access o lrge mumbers of magicl
ivems, pam:uhxly poiens. They might be approached fo asisance on s quet,
requesting lttle more than a full report of the ¢ ourey o an crand i e, Aoy of the
et he Cicle of Eigh might e contacte b eving  messg ¢ the Wit
Guildhall, Octo’s home in che

Mordenkainen
rdenkainen i an extremely powerful rchmags who sppars middleaged bt s mach
peri He has cropped biack gdapn brown eyes, and a black beard streaked with silver, A
brilant hinker, Mordenkainen el esponsibe for the Flanaes and manipulaes




oliial and iy evens o i s i of what e Fsnshould e ars. Hle has become a master of disguise

rkainen serves 2  ditector for the Circle of Eight. o concel his ridiculous appearance, and
Mmdmkamm e s Obsidin il inhe Yl b e s v dugmud frequently ravels unde the guise of 3
arn f e Citadel houses i
hbn:y el eriie .pd(bmlu oFerey b sl (g o el . pelaic iRyl b el

by individeal iz, ligne epors o o the conines 3 deald e s in el vclvioggh nd
mepores d
‘updated hisory of the Flanacss. Only Bigby and Tenser know of his home’s  darknes. He s also an expert in the use of
i concealing and defensive spell, laiming
that 3 wizard who finds himself in

Alhamazad became a member of the Circle in 585 CY and thus is one of the newest  spels properly. Nystul visits Greyhawk on
members of the Circle. A thin, elderly Baklunish man in plain robes and a simple curban, ocasion, but i occupied with the wat in
he lookslik a poor wanderer during his frequent travels. Heu;mﬁnhphlypwwﬁlln his homeland of Tenh. He is always on the

e = S L il s i 1 pop b ok o
ihe maimcnance of modern Balanish el sciy and power: A d-mlcd chacer  magicalicems.
P The Revn of e
Orto
Bi Otto was once a priest of Boceob, the god
Bighy is a ean,severe-loking man with brown hai and eyes who prefers dark gray of magic, but s now a major wizand and
hwdnd b, A 57 yearofagy e i known forbingcious, qui nrvous and 2 membes o the il f Eigh. One of
iaicl.Though e s o ipicer, e s eadn nd s e s of . acage 53, Ocois

i T also one of Oro ofien
now lives n the city i e poss a3 a ich,cheerful merchane, but he is

He snts ol iy, prfcio o s home i ne o b lbrris sy pidd ot cod b of i
oxciksig i b by, Only when e i of e el st o huge girchand his rufled and beribboned

wnusual magical items will he go adventuring, but he viics his wizard friends frequently.  clothing, He is a gourmet constantly in
He nearly killed Tz once and i grealy hated by the demigod: in 590 C¥, he survived  search of new, exotic dishes o sample, and.
an assasination attemp by Iz agencs. s 2 paron of the aes. He has a natural

Drawmij o his spels, which include singing frall
Desie s g of 63y D il i o gk gtk Hos e ol e

hair and decp blue eye, which him arguably the best looking male Once a natie of Almor fir o the cast,
o g, e b sl s el e s dorie ight. He is 2 Oteo has moved to the City of Greyhawk
dedicated fo of the Mage of the Valley. The mage makes his home in an underwater  following the complete destruction of his
i focated a lest  hundred miles offshore in the Azure Sea. As might be expected,  country. He can be found visitng the
Drawmij is an expert with magicaldevices involving watr (he has a number of magical  opera house, the Wizards’ Guildhall or
boats) and in adapting spels to underwater use. He visc the City of Grehawk only his fellow Circle member.

Theodain Eriason
Jallarzi Sallavarian ‘The first demibuman to join the Circle in
‘The only woman in the Eight and one of the few leaning more toward good than 585 CY, Theodain i 2 tll slim high cif
neatralicy, alarzi offees a much-needed fresh perspective on matters pu before this with long black and silver hair high
oy meds ot Bren s e ag of A2 he i bl wie o b chskbones s 3 ple cmpleion.Hi

and bright b eyes.Jllrzi hs been 2 member of the Circl of Eight forjust over nine  manner is cold, and he ofie
Al o v el b b s m it 8
pominss defender o o sy,

entertan visicors there, but she prefes to hold meetings a¢ the Guild of Wizardsy. She i since such order protects his homeland, the
huwmndlsguuhrmlf:ﬂduw-pdwu[hdwutdmmnofwnmmdﬂm Yeomansy. Theodain is unusual in chat he
3py on the shady side of socity. Her familia i  pscudodragon named Edhwina. b o e short o dps b3

sows no compunction in
Nystul She direcly. A decailed character
s e i o e o e e Tl g+, g fckoded i T R o
and plin, Nyscul has brown hai that looks s f it has never mec a comb in all is 52 g adventure (#9576, 1998).
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Warnes Starcoat

Warnes Starcoat joined in 585 ©

D o it i e
Circle, a middle-aged man with a bald
spotin hislong blond hair and picrcing
pale yes. He has a long-standing interest
in the policics of the central Fan
particulrly the County and Duchy of

description s included
By advenare (49576, 1998),

Rary the Traitor

Ry bout 80 year old, b s st

uy«nng,nyvmbtddwmbvﬁ\mmdmd
body: Age hs diminished none of the mage’s

THE HIGH AND MIGHTY

es N Yo bt i e e

el whi

B, of

Rary
zrxrmpmi o dey ndgogenies

ll merabers of the Eight ept a
kit ooy ol lqllrdkar and Ociluke,all discorerable:
f

ngmw Archmage  des o i Rty f Ko One
o omm subseqene. e of ly

T the Nyr Dyv n 585 C¥, he i o b G Eight and

Rlov  begs » of Law and good n the Flancss.

conspirators ncuding Lord Robilar aacked
th residence of Ouluke and Tenser, luke and Other Past Members

y d il of Eight in 576 und, who recired

locted » LAchmkn S84y and

his ellow. killed two of

them came 352 total shock o all who knew
him. Rary and Lond Robilr fled the scene

pu
ity of Greyhawk,

p«mznwul»d&aiH:wfwnmdy‘herMmun'mrSonnyui Mg a member of the

A e i T O

y into the "
Beight Desert. Leomund e concainment
Tens He 2
meﬂvammb«af(heCud:clE@m. hS!I(\]ﬂhm&ﬂzmznwthddwwmﬂdMn‘dbud{mﬁ,whnmh:deW
enses the. o s iy youg
this group in wp&:mawum when he dissppeare,
lide work with the Circle now: ol coures from Keoland to Nyrond.




out of the

armies of luz during

Lord High Mayor of

Anfaren Silverbrow
The High et o th Spndef (Londos) e rprsns the o ods o the
Pt s s o gl v By i ok e
elvcx expt]led nraxly Al non-elvrs a few years ago, and covered

theie islands wit

Basmajian Arras
The Commander of the Sea Bazons i a middle-sged copper-hired man, survivor of
decades o pracy, ship-to-ship battles and assasination artempts. Arras kept the Sea
Greyhawk Wars and favors neutralicy, though there are concerns
 the Sea Barons’sbility o stay neutral
by the Greac Kingdom of Northern Actdy, which may allow Acrdy to ata
richly and well

i the face of recent shipbuilding efforcs

ck. He lives

The paladin King of Furyondy saw his nation lose land but survive agains the
g the Greyhawk Wars. In 586 CY, he discegarded the Pact of

k to drive back luzs forces and rech

his family’s wealth to finance this war, and even now scruggles to recover financially.

aim che lost terricory. He used much of

bb D:

ek cu s R
genios with an unmatched grasp of intriguc, Cobb Darg was ot fooled by the agents
sent inko his realm by the Scarlt Brotherhood, and h had them all sain or expelled.

Hazen
“The Canon of Veluna i a pricst of Rao,
god of reason, with exe

spelcasing abilies Hazen leads one of
the sronget realms remaining in the
Flanaess. In 586 Y, he worked with lesser
priests and the archmage Bigby to drive ouc
most of the fiends from the Flanacss using
the Crok of Rae He also supported
Furyondy's actack on Tu’s lands. He secks
0 revurn balance o the Flanaes.

Hazendel
“The King of Sunndi is a multitaented
gray e, At once wizard, pricse and
warrior, Hazendel is politcaly wise,
listening to counsel from the cives,
gromes, humans and dwarves who
Samoriouly poolae sl .
Haze arethe Saarler
Beiaond (o (wh:da bis i ot
success to subvert within)
e et Kingdom
of Ablissa (which secks t incorporate
i nto its new empirc)

Player's Guide to Greyhawk

He is 2 familar igure to his loyal human and dwarf subjecs, but almost nothing is Tuz the Old
Known of him personally. He has rejcted the United Kingdom of Ahliss’s | The chidof
¢ that Irongate become part of the its empie. Iggwily and the powerful demon Grazz Iz
control of a smallrealm i the
Drax the Invulnerable Howling Hill a e ovr 2 cencury ago.
TheLood B Ral At oot sy e wppond IvidV. xpanding it borders in 2 campaign notable
Though evil, Drax was a popular and successul d sixy.fv years,
eager to enhance the city'’s position as 3 major seaport and mA,..g center. During the  Iuz wasimprisoned bencath Cascle
Greyhawk Wars, Rel Astra was atacked by Ivid roops, and Drax was slain and turned  Greyhaw by an allianc of adventurers
into an undead being by Iid V. He has made no offcil response to the call that his  (incuding the Mad Archmage Zagig).
ity join the United Kingdom of Abliss, though he is unlikely to do so. possibly with the asisance of an avtar of
Sc. Cuthbert. In 570 CY, Lord Robila,his
Eclavdra orc henchman Quij, and Riggy, Patriach of
Eclavdrss name is whispered wherever the deeds of the drow are discussed. An evil  Boccob, freed Iz The archmages Bigby and
prietess of the spider goddess Lolth, Eclavdra is nonetheless one of the most pe— g o kill him, b
ilomaicof teduck e She e i does of plt o aced during luz’s incarezaion the
: llimed s the vl s ofthe Flnss tof s had transformed, nd he emerged a demigod
Pm};l( Her home i a great drow city in a cavern beneath the b She and escaped. He dieams of the
curently keeps an eye on luz, but her plans are myseeious. Free Gty of Geeyhawk and those who
neary killed him when e was relessed.
Grenell
When e Nordh Proises dsrd il co o e e Gt 14id V the Undying
y,ts formes Herzog became the new Overking. An evl high priesc i Homor - Ous cpilof te Goe Koo, R
7 vy S o 7 TR was a cit held capeive by che cr
e Grephaw W and the Grea Kingdons cllaps withou beng capeurd, i or  pacanid deis of the undad Ovcking
turned into an undead monster 14id V. Rumored to rafic wich inds and
24
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decaying kingelom, Ivid V was sin by his
nobles — bt was “revived” by el
become a dmwlnm:smukpa«rﬁil

pltca ¢ the’ 2

Larissa Hunter
M‘.&rn{b’vmhd(fumﬂnpnmcfﬂmnn)ﬁwmwsnhxlhfygmd(d
the turmoil that Wars,incudi

5, 2 0 one an saely 1pp|oad\ Rauxes
and it biaree feds of magic.

dehnmg  propos by he Knighof he o s iy e pr Futry

s aggressive in dealing with
wan Krimeeah Lexnol
Kaimeesh wasraised in a e of priviege ord Baron of R racker, warrior and
among the Naclx family of the Great he Bone Maots eieaciod i i e iti
w where he was tutore in the :m]bl"yru]mund'wllbmmmlm He ison good terms with local gnomes and
Frost Barbarians to

cal e became  souree of arrogance,
and afc asking himself why his cousin, 2
Tessr wielder of magic, should rul the
Greax

roesce

Lynwerd
Al b e Ao I M‘mn. Lymverd assumed the theone of Nyrond in 586

Kingdom, Krimeeah acemped a
coup:
. the Theoeracy of the Ple o give:
though some have guesed his secec. up.herunmrN,wDspuﬂ-ummmmmmwhhw
Parancialed borders, and to repair
now known 1o all s the Vale of the kugdmnxmadxmmmksmdmdtlmkﬁ

Mage, He will g0 o any lengeh o acquire or
e i ad e s o e e

Lyzandr
well carsold, the legends of the evil lich Lyzandired make him the

v e i e o s

ye
ot o bogeyman n manypats of the Flnscs.He s cen o eightcnin
L

specue ha
e

7
el e s e Aol o

conton. No e how peenc, some Fohicl e thoughe of cxploring

Kimbertos Skotti th los tom
“The King of Keoland is 2 woodsman cnger
who led many xpeditions sgsnse giantsand Obmi
o L d - Obmi with  magial
Shoafs kingdomn i ok 2nd i, though the it sign o disobedience, g
Wars, and has ind he
frther depletd is resourees i can come bac to e even if dain. Obi was s known t be working for Iz the OId

atempes o recsim Serich. This
old eceran is angry with himself for filing

linstaad Corond
“The Prince of Ulek i a fearcs hll dwaf with  reputarion 35 an ore-fghte and wilderness
armor even at court,Prince

e v e O Empi o che P b e

0 act more quickly in the wars; now

King s orced o e 0 e e e ot A b e whi bearded el Corod wers
ksl i oroind

——— ands Ulek

ek e

Korenth Zan, Father of Obedience
Lile i known of theleader of the Scalet
Beotherhood,

Ogon Tillic
The Spreme B of the Pl g, s i it ofte o Pl

Soloise ancesry. He i il nured, which is
derly demonsiated by the means wsed by his
of piotal raions
belant mysic mastr,
perhaps  high pricst, may eside on the huge

Bl Wkl Moy Tl oy b gy g ey o b
heathens. Tillics army is very srong; in
e e o ot OF e o 0 o e

Philidor, m Blue Wizard
of tremendous power who first appeared toward the end

Philidoris an enigma,  wizard
of e ket i i v

the Greyhawk.




Hai,eyes and cloching always remain shades of blue. He has

B o el i of e

the Flanaess, particulaly i the Vesve Forest and the iy of Greyhawk, lhwgh notin
recent ye

_ Prince Bighclame

Brightflame, Celenc's - Yolande. Melf is lbn\ham and
|<agna|= d[ a iighl(r/w\zald like his cousin, but his better grasp of the dang
the Flanaess led him to found and declare himself the leader of the nghu of
Lo o ek o bl o e e e vord. He knemsmary pov
and wizards and he works to oppose evil everywhere. Currencly he lives in exile,
someimes in the City of Greyhavk.

Melf, Pri

Sevvord

‘The grim, blooddhirsty Master of Stonchold is a warlord with almost unparalleed
experience. Ruthiess and savage, h led troops to conquer, loo and occupy Tenh, though
he now fights uz forces and the Theoctacy of the Pale to reain his clamed erriory.
. Stonchold currently suffers from atcacks by the Snow, e and Frost Barbarians.

Lord Robilar
A powesfl aliac Heis
ponsle o g e acend ol
asion, his
el b Coe el m,xa ndcis peed ol s Ko ol v

il Him, o b emed v o1 o
Rolsir was Ry accomphc n the desth of Tensee and Oriluke i 584 v, He sl

v Racy in  wide iy of g vapons 0 devics s il
silver horse

Turrosh Mak

subjects to secredy trn
Yolande is a gray lf, boch 2 i i
and wizard of extraordinary age and power
— bu, sadly, imited wisdom.

Many other charactrs exis in this
campaign, but their whereabouts and plans
are known (o no one. Some may be dead,
others may have fled to ocher worlds or
planes; but one or more of these beings

ig Yragerne, che “Mad
Archmage” who ruled the City of
Greyhawk for many decades and built
Castle Grey
city's outskirs, Zagyg has 2 owsted sense
of humor, a those who have explored
Castle Greyhawk (and retuened alive and
sane) can cscfy. He was involved in the
S o oty doades

Zag s ot e e e
included 3 mumber of adventurers who
hicwd imaginable el of personl

hese fellows sl hink of

yhawk, now in uins on the

“The half-ore Despot of the Pom
become the warond of many hmanoi ibes. e united hisarmis and conquered part of
the Wild Coast and the Principliy of Uk, but he

of seing his command collapse fom intertibal

Xacne the Accursed
Befor the Greyhank Wars, Xacne was the court wizand of Ivid V bt wasreplced at the mad
Ovesking’ i, Xacne went ino hiding and stdid necromancy b ismisise o 3n eil
arcifce caused him tobe cursed to become a wo-headed ich of hrrifing power. Xacne is
rumored to have aided the Overkings descnt into madiness. He i beleed to b destroped.

Xavener
Thefise Oveingof he Unicd Kinglomof bl b b of House Damen
‘which has ner-total conteol ever mercantile aciviy in The Royal Guild of
bt o el o by e e g o e i ik
today pours vast funds into Xavener' reaury. Licle is known sbout Xavencr excepe
‘what his court tels others. He is  superb leader and very charismati, but his cnerics do
ot seem to survive long in Ablss, and it is sppazen that some of his aides fear him
very much.

de
The Queen of Celen is not curre ac with many of her lven subjects. She has
ke to hese s advisors’plans s ec elen i of th powes straglesaceos he
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ves a8 fiends of Zogys, though 10
one has the faintest idea where he is
Heward, invencor of the Mysical Organ

Oerth.
fond of exploring the Outer Plancs and
tormenting the evl ords there. Murlynd
s perhaps the most unusual heo of them
ll, 2 holy warrior and wizazd who mixes
technology and magic to defeat his foes:
he dresses ik  cont
rearms. These indivi rarely seen
in the Flanacss Recently, Keoghtom and
Mutlynd ascended to hero-god starus,
and they now have clerics,
Vecna is a5 well known 2 Zagyg, buc
his dreaded name is ot spoken aloud
for fea of arousing him. Once the most
poveil undsd s of sy ko
yed at the height
o pum by his reacherous licutenant

iduals are




Kas. Only Vecn's withered Hand
jeweled By survived, posessing frightening

conquer Octh only a few years before the
Greyhawk Wars and he nearly succeeded.
Before his defea, a servan of his was
briely abe to slay the entire Ccle of
Eight. A Veena cul survives, atcempting
o bring him back.

Other notorious personalities include

— and the worlds larget cab; che Falcon,
ncine monster who tried to take

over the City of Greyhawk from below buc

is believed lzin; and the Slave Loeds,the

organized crm
dominated the Pomarj and Wild Coast,
g

THE HIGH AND MIGHTY

Famous Oroers oF KNIGHTHOOD AND

Ommn WaL-Knowm Oncamazamions

Fot information on of the knighely orders, p play
Kits on pages 55-58 prirel ki

Kaights of Luna

This secec order was founded in Celene by elven warriors and spellcasters who opposed
Queen Yolandes neutality in the Greyhawk Wars. Members work o involve Celene in
supporting the eves of Veluna and the Duchy of Ulek in thei stuggles againse evil. The
onder includes in tsranks Melf, Prince Brightflame, a powerful elven warrior-wizard,

cousin to Yolande.

Kaighis o Holy Shiking

fore the armies of Iz, the core of the Shield Lands armies was
a reigious onder of knights called the Knights of the Shield, or more formally Knights of
Holy Shilding. With the conquest of the Shild Lands and the capture of the head of
the order, Lord Holmer,the survving knights have been led in xile by Lady Katarina,
Holmee cousin and 2 paadin of the god Heironous. The proud knights managed to
egain Criowall and Scragholme Iland during the Greac Northeen Crusade afte the
Greyhawk wars.

ts of the Watch

Before the Greyhawk Wars, great soldiers from Keoland, Gran March, Bissl and Geoff

united and pledged to defend theis ntions from Baklunish imasion. Casles and keeps.

‘were maintined along the Kee border, but many of these were circumvented or oveerun

‘when Ket invaded Bissel. When Geoff el to an invasion of giant, Keoland and Gran
arch became the sole centes of Watch acivicy The Knights have since reurned to

Bissl, and some are in Sceich.

of the Hart

Before the Greyhawk Wars there were thrce branches of this oder: the Knights of

Furyondy,the Knights of Veluna, and the Kaights of the High Foret which was made E

up xclsively of Highfolk lves. These wrtiors have been much reduced by the wars, 2

especially the Knights of Furyondy. The High Forest knights are fighting luz's forces ¥
i the Vesve Fores. All the knights hte Iuz with 3 pasion and dilike Perrenland.

Ranges of the Grarley Forest.
This group holds thee goal above all other the integrity of the forest, to
el od flk i needs a0 wrsip  power of g (pecaly Ehlomne) The
ion s ot concerned about poitc or quabbles over and. They render 3id to
persecuted within their woods, but thir firt concern s bvays th

foret
on playing a - please see poge 54
of this book.
The Fellowship of the Torch
“This small buc ioelf w0 b o

threas, The Greyhawk Wars claimed several of the Torch's e grim
survivos follow any lead, no matter how msm and ngoge iy b it e
s b ey They lay s
will &> sy itk pomee o s he dnmgbd d:mvyti Thenenben
e llowship have many fiends, nd i i possibleto gain news of theic whertabouts
heough the Goaey Forst R the Tl of R o te Kghsof L




OF all the cites of eastern Okik, none
stand out like the City of Greyhawk. Known
\ far and wide for its architecrural marvels,
exotic visitors,infamous rsidents and
\\ opportunitics for sightsceing and adventure,
., the city can also boast of clean sreets and
a il low violent crme rte

g s v sty el by

k Wrs,ch city nonechelss has

LY - i

HE CITY OF GREYHAWK

‘The City of Greyhawk is a roughly oval-shaped, walled city on the banks of the Sclintan
RieTothe st et i il s he Midbyofthe Ny Drs o e s
the Plain of Greyhawk: on the west the Selintan to the south of the city
Gy P cos s e Mismash, The Sl vl s ino Vool
Bay. The cityitelf is mosty surrounded by farmland with some g ed areas to
ch norc. The climate & modeate,with kg, v sunees, riy speing e 4,

2 chilly

wsually resules in a few inches of snowfall

A o sl s the ciy walls. The s docks,ouside e cntr of the
western wall, allow cargo and passengers to arcive and disembark. Shack Town, 3 shum
outside the walls on the northern edge of the city has stood for s long as anpone can
remember, doubled e past few years thanks to incoming
g The (upposedy) mporay ot o thepoo nd g e
spiled orer onto the opposite bark of the Selintan, with the Rhennee bargefolk
appreciaing the opportunity for new busines. A commanity of Rhennee barges sll
dock s nide the iy e will

Juse outsid tands the manor of Lord Wainrigh. Several

butit has more than insize in

and the various temples, Greyhawk's violent
crime ate e stable,
The Free City like most lange cite,is

isguises

judiciously) migh be sble to hide here for
il years.

For those adventurers

3

who have never

formation on the city will appeat i furure
GREVHAWK products.
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groceaionsof the il bae umed these linds e e msm here for sae and
rade. The famly has had several prosperous years, but its personsl
increased, since they have asssted refugees and the City of Gaeyhawk with picking up
the picces afier the war.

South of the Wainright manor and closer to the city wall stands the ancienc
StoneRing, Imlupumhly built by druids centuries ago, no one knows the of
these standing e circes ae screred aces he coninere, bt ehis & bleed
o e th ol ofthe lo. D e o 0 o 3 poyes when passing the cirle.

Seven gates offer acces to the cty. Most are closed during nighttime hours, bur all
require visitors (o sign the city registers upon enterin,

Greyhawk is split into three primary sections by two gated walls running west to ezt
fen Quarter, where
ome Al in i aa s e Templs o .
Cuthbert, Pelor and Zilchus,  gambling house, the opers house, the mayor’s mansion,
e Wiards: il th High Mk (or Grand Bases) and the Grond Ciade,

“The northern section is



home of Greghawk’s law enforcement.
“The cencal secion of th city i home
o the River Qu

THE CITY OF GREYHAWK

—ree

Crry Sires.
The Grand G (High Quarmy Wakin the ol of s g roghold o e
s northeast side are the the G

sction of town wich inns, taverns and
warchouses; home to the City
Mint, Geey College and other insinutons
of learning; the Artisans’ Quarter,

ity Watch and Greyhawkc
Milia, che greac prison of Greyhaw, a weapons arsenl, and the City Vaul, in which
incredible wealh s rumred o be stored under heavy g, Access to the Citadl is
geeatly retrictds the main gaes ae opened only at fixed times of the day exceptin grave
g and anborzaion s eqied to e

“The Citadel has for centuris, bue
e Gt s of bl - b highly i st e o gl e
and the Foreign Quarte. In the pat, this
ler g o dgrd o s The Gl of Wiy (g Qs I by lledwihporsid o the g

who wished to live in the city. Afcr seven
consecutive years of residence,these folk

mages,
wishing to speak with
membm e Gt E.,m Sl il srempiyres der i

could sppt ciy and
then purchise propety in Greyhavwk.
Because of the flood of refugee i recene

. It can also be tacefl for magic-using
a0 chck in b o s g e i

years,these ruleshave been relaed. The - The Lord Mayor's Palace (High Q.um.) While not palacil the Lord Mayors Palace
Dimcing Obipcy — 2 pelof s i o of he riard s a5 well as serving ldmmmmlv:
ed by Lord forcivic doings. Tt ot Maporsoffies s mec are here I 3

Mayor Nerof Gasgal — ph:u w fore

it wilhe g s em o o 0t s o e i ol

“The southern portion of cnym
Ko 2 Old iy (b nchrn vo-
£

ighe very well come here.

The Temple of . Cushbee (Garden Quares ik many temple is o il ke

dhe poore and rowdir .mgmmm
D

effors to appearance, of
o) e ot a.\xu aid those who arrive with information sbout evil aciviis.

the Thieves’ Quarter,this secion s home
o many of

S i il o LS ke
b cempls hey s derlipe drop a few coins n the poor
sign of good fa

(mybutmmfnlkwuu‘dndwrnu

Alage secion of the  The University of Magical Arts (Clerkburg)x One of the most architcturlly striking
sorieir iy bnows e o B biings i s iy of Gk e Univsity of nglul Ares, a dramatic chree-
(d nuvy:d by fire many years ago) »m\m sided pyramid g and iving
students of wlwdry At any time,  number

e yes. Much of of sudents are off ac people perience in
Old ity has been bl on, though there i this way.
o construction on a nartow tip of land

: 1F 2 visitor wee to ask stands ouc

e city walls (pe
ordinance, no building may touch the wal,
o prevent unfiendly

Anyone

abou the O:) of Grephawk, he would nndaubudly answer, “the guilds”” Greyhawk rivals
every ciy in the Flanacss for the number and effetiveness of ts guilds. Whecher
adventues ar newcomes ooking for work o leads, e cafsmen themselves,ox

p

tons from diling.
into the stonework and breaching the wall).
(ot rouble)

st B e

nal passes
o e Rt A Quarters, the
Low Marke (o Pei B the e

for a job to be performed,
e il m«, s s
playersshould be prepared to make donations of money, goods
guild reasurics
“The following i  complte s of the Ciy of Greyhawk' gikds and unions as of
S91CY, with notes:

Culld gt 4 il

Quarte and Cl Guild of Archite
and finally the H.g. and Garden Qumm Gl of Auws

o terminate at the Grand Citadel Guild of Bakers, Cooks and Millestt
Inarguably th best way to see . city.the  Guild of Barbers and Dentists
Processonal i aays busy with trafic bue  Union of B

‘well maintsined, ven in bad weathe

sgirs
United Guild of Blacksmiths, Armorers, Shieldmakers and Ironworkerst



ers tunnels and passagevways used to

Guild of Carpenters, Furnicuremakers and Barrelmakerstt i asomeots o g

Guild of Cartographers limsslybcpte oy dem The s
e Sewermen's and

Guild of Clothworkerst are maintained by the
Union of Couriers and Messengers™ Streetcleaners’ Union. Rumors abound
Union of Dockers and Wharfnen concerning illegal aciviies, zombie squads
Allmes of D ot s Ol B that clean the sewers, passageways offering
Guild of Embalmers and Gravedigge quic gecaways for thieves, and disgusting
. Guild of Giditors Wresers and prfesonsl Combsancs™ sewee-dweling monstes such as otyughs.
Guild of Goldsmiths and Silversmichst
Guild of Jeelers nd Gemeurters
Union of Laborers NOTABLES N GREVHAWK

Guild of Lamplighters

ild of Lawyers, Scribes and Accountantstt
Guildof Lestherworkesand Tanneet As Loxd-Mayor of the ity of Greyhawk,
Guild of Locksmiths' Gasgal holds n enviable posicon. Hlis office:
Union of Lumbermen and Woodcutters™ s one of considerale power, bt sine the
Guild of Mercenaries Cly of Greyhawk survived the Greyhawk

B Union of Moneychangers and Pawnbrokers s brisk withinthe ciy and insures ample
Guild of Nightwatchmen food and supplis the stees are
Galdof Qs nd Beewery (comparativey) saf; and Gasgal hs expancid
Guild of Performing Atis his e base,though e i cautious bout
Aesociion of Rafes, Freghers nd Bagenen o the Slan™ wation at presen, not wishing o anger a0
Union of Sages and Academics uprooted and uncasy
Union of Sewermen and Scrctcleane has eld his offce forover a decade.
" Federaion of Smihs of Pragmatc Mecls 1nd Allos Solidly middicaged,his diplomacy s are
Guild of Thieves* excellen. The mayor is wellconnected in the
Guild of Transhaors iy, and is known to ave v elaionships
Guid of Weaponsmithst with the mastrsof both the Thievs'and the
Guild of Wizards Assassing Gulds. Peehaps because of his

5Tl 42 e o bl o o ool aeomisiged <o e pope — s spplement i i

bueis commanly koo gt che oy can usally b arranged within 4 to 24 houn.

*=:This is 2 new group created Wars, theacs
unorganized workersformed gulds to gin beuet vages and working conditins. 1o is iy, an wil py hanchomlyfor ood
+:This group was created from the fragmenting of a largr guild afce the Greyhawk leads o suchinformaton.

W I s, the s cllps of the “Domwind Guld” of vk,

e, iy, b, weaves nd s i raponsble oty e g Derider Fanshen
T group underwen sl roepicion e e Gohavk Wot ding ncw  The consale of te Gty of bk s
ek o dmmiepogripbony had her workload multiplied n th Lse few

years with the influx of refugees from the
The Whiscing Fish (River Quarter): This inn in Greyhawk’s River Quarte i operated  Greyhawk Wars and the rcent ncrease in

by a half-hil giant named Gruenab. The building is constructed on  scale to st its el culs within th ciy. Fansherls
vmes, e checlings e nd b are crcpionly igh e plcs s nociles kg2 pris. hveres g
Gruenab has buile up 2 well-mannered cliencle ove the years, The Whisding et patience and ce, and she has
e st ayind puh/dmmg room, k.uh... ot s i ood el cpnd e Gy Vi o g
upstaies and 2 scable. Graenab has b 5 sched ot et of ot e onder in what might oth dhaos.
Fahen i a e fo e, which

‘The Undercicy: Unlikely as it seems, one of the feaures tha carned the Gem of the  originally led her to become a priest of
ciys Beneath Greyhawk Pelor  years of adventuring,
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she accepted the post of constabe.
g e ool 6 Vi s
shrewed as well and an excelet jdge of
characer She gets angry only with good
rason. Because she was one an advencure,
she has  soft spot or ochersof the
profesion and wil help them in legitimate
eforts any way she can.

Gruenab
‘When this diminutive hill giant firsc mored
o the city,he was the object of stares and
farful gances, Now, those who know him

‘Whisling Fish, is a popular gathering place
e, A e e
Gruenab has a soft spat fo those
follow the ldvmwmlg lie. Hell hﬂp o
i any way he can, cven con

with a eputation for keeping che
confidences of those who ssk it

Kieren Jalucian
“This wizard is Maserof the Guld of

ess keep Ki
T mma e Sharp Kieren
e

through the magic university fer o

THE CITY OF GREYHAWK

st il i g o b

oy e bookkeeping for the operation. Ricands davghter, ety

isthe apple of his ey, but she s 3 spoied,wild teenage a
Talasck Thraydin ¥

1f a character is unemployed, broke or otherwise down on her luck, Talasek Thrayelin is the 9

manwﬁndThnpﬂadmalS( cm\mmwmmmhlmwmmu €

w0 decades. He knows a wide sssortment M—mdmﬁmﬁzmﬂupﬂﬁm)pntcﬂumbwimphbdﬂm‘hmgﬁum
of other mages 2 well. Although he seems Ph: e of huz operting in
0 be i his e hiris,those ho know the cit. He can b found by i Temple of St.Cor
hims well suspecttha he is mach older than
appess (pechaps more than incry) Wasim Qharallah's Golden Scimitar
Kiezen ove with he Flnacss. e
Jallazi Salaarian, qur ) looking for . ly
becase of . e pas i
Ricard Damaris Kol oo
the Green Drsgon Inn
haunt of Sheroyl Kbk,

mMmm,(m,mmuuxy
passerby

ofrh:suﬂnum)wb&nplnefd\ubmd&ﬂmm%mwmdhnm

focamation. He ough
the ity and the drunkards who visthis

cach ot d
contract and 3 blood osth.







THE CITY OF GREYHAWK

b g 2 The Free Clty of
5¢(GREYHAWK B &




e SOt e e
‘wore brighty colored body pints, primarily vemilon and yellow
ok i ki e pacls sl S sl g Lo of th

Barrens. In gions such a the Duchy of Teah, Flan clothing tends to follow
it olon, Blongal el bl ey el

‘The ancient Flannae were  peaceful people who followed a egular patter o seasonal
‘migration. They lived off the land, huntng and gahering, and their population remained
khuvdy seady. They had a srong view of narure s an enity and the my:h». legends

Mlu[lhx)mwmdm(dxgodxmﬂm origin.
While e were able o cocxist with the immigrating Suel and Ocridians,
others found themselves pushed from thei tradiional lands. They were forced o hunt in

22 s, and some cholars specdce it he Flaoa ey
i o ding o B

che pureblooded Flannae seill show charactristis of their ancestors, They.
wendto ,mr" open spaces to crowded cides, and they have an affniy for gardening
(especally among chose with no choice but o live in crowsded conditions). Some Flan
(particlarly those of the Rovers, hough many of them have been killd i recent years)
2 good wih hores.The Flanac have st diion o ecling and st

e he
were pushed t© various aeas of the

s b of legends snd hrough the gencrtions.
o e e oy el e o during
»

the invading Sl and Ocridians.
4 “The Flannae e recognizabe by their

build an outdoor fire and gather the family sround fo
g of i
oils et Wy el ese i e play s et e ¢ o oo

~% bmmmmplmmumdwlvynzndth 'ﬂkw)wlpxmmzmmn fammill's ties to nature an them to care
Oerth mother B el e o b g b i
ppes e iy or pechaps bad luck or some evliflunc,
el it baby or to greet 3 Flan fmily
brown oramber sppeacing ey, movingto. new home. For good uck,some Flannae kep a diedor presed lea from.
Thei hie s wsally back but lso ranges thei home tee when travling ot adventuring.
shadesof brow-black, drk brown,
ind brown.
“The Dudy of Tenh bossts of & puse Flan

heritage. Geoff and Seerich, whileslighty
mized with other race,sill dencify with
the Flannac. Other nations that show strong
Flan roocsare the Rovers of the Barres,
Sconehold and the Theocracy of the Pale
“The orignal Flan nomads of 2
millennium ago wore simple, utlicarizn
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The Osmians
A illonon o e s e o et ot Flamm vty
eventually ook controlof what s now Furyondy, Perteland, the Shied Lands,
ot il of Novsh Acl te Uni Kigom of A, Ontval S
‘They are sometimes diffcult to diffrentiae from other races, with skin ranging
from o ol bl o incolosfom oney-Honde 1 blck (i b 0d
auburn being most common), and eyes of every common color, though most often
o o g4, Ocidisn e ecogniond svors sl gt hais of cloching
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RACES OF EASTERN OERIK

Flanaess. Thei clothing normally consists
of close-fiting trousers and short tunics
with capes or cloaks.

Historically,the Ocridians were ferce

chey desired. Conquerors by nature, chey
are accustomed to thinking of themsclves
a5 the best humanicy has to offer and the
destined to rule, They are prone to take

Fighing and even dance as part of their
craining. Because of the great amounts of

time the warrior devote to prcticing their 'THE RHENNEE
art, Ocridians tend to b nimble. ‘The Rhennee ar truly the enigma among the races of Greyhawk. While the other four
The Ocridians are recognized for the  races can trace theie istries to clsewhere o the continent,the Rhennee have separate
supesh wapons s s ey prodc. ovigos Thy e dhough o bave i appeaed i e Flnas in e s o he
They are always ooking for ways o Adi Forest around 150 Y, moving west o avoid harassment by Acrdy soldiers and

improvethei odds in 3 bale, o hae - cizns. Th Rhemnee inrssingly e he an 10 become migenes o the cenal v,
includes weapons and Iy few | now exise. Though
armor designs, and inventing new types i legends caim tha the ace came 1o Ot acideslly fom hec
of armor and weapons. They are aso very  home world of Rhop. Although the Rhenn-folk have only a few ideas of what their
inventive with developing magical armor  home plane was like or how they got here, they know that it was quite different from

and weapons and combat spell, the P
Oecidian custom requires that a gift aghnce, with Ocrid canges
be offered to 2 host or hostess whenan i dk tan o olive shades and hirtends o be back e kbl b

overnight say i anticipated. Tradicionally, eyesare mos ofien brown, gray or hzel, but blue or green epes aze ot
{hi g wa e o put b b el The Rlsoeee s iy s short bl engiog soon 5 6 o ey
family at case and serve 25 a sign that the  exeptionally strong for thei buld.

visitors had no d(s!gm on acquiring the  The Rhennee lv exchsively on the waterways, making thei homes on arge barge th

hosts land or g s 60 o 1 wide Tho sy bigs e sl sy 03 et
I Orndlan Tl s e pable of ravigating the Ny Dy o
d i . one o two mase
T e iy g b behome o 2 mary 4 e g e i v 0 |
threat  an Ocridial land o property is “woman” an advisor o ow 13t 24 e, an seven 0 twele chidren |

only slighdly les imporan than a threat mp ) Tha ey b s e o i iy Gl T
o his family. the barge are related);




= dice

men tend toward

The Rhennce earn their

will
In spte of the ole of the wise woman and her advisors, Rhennce socity is
excxemely chauvinistic. Other wor
from the men but theyare basically considered chattel. No formal it of marriage
exits, and barge capeains and nobles may have as many “wives”

proud. sggresive boharioand e gk e  hllegs o
2 o Rhonee el who looks 1 he diseeion of oms of theit women

men are treated s helpmeets and gain some respect

25 they can supporc.

ng, The wise woman
b

since they tend o be opinionated and

convinced that the notions are the best. A

ol
Tluu folk are also known for their

repocions mey widely

o - ihing, rding and cafowork
‘work when they can stel and thus
o s o e o4t Soxa s e ol o ki e e

f goods and
o the side. Most will
have the thieving proficiency, although they

s ol don s et oo s s s o ot

se of Veena

A .mdluz) bk s o s
R of o frent sandlards

o
e iy e
foe theccwn ki ad fr on-Rlennce. Maoy

The SuLoise
nu&n\&lkm:dmo:nkanﬁxgmﬁwmlmdxmlhudwrﬂnf&x&ysnkmﬂ

and

No one s cetain what the an
realm was destroyed by the Rain of Colorless Fire, leaving behind what is now called
cheSe f Dust. Rumors sbosnd o Sl s s

raditional lands
cient Suloise Empire wis

like. Most of their former

e e i the S of
s o o o g oo o i e

, some being almost a]hma Their

colo

ofin 3 srigh

descendans are also
coust

became tanned and freckled.

h
ranges in the Amwb:ﬂy blondes, yellows and platinums. Wavy or kinky haic is seen as

“The Fro I and Soom Bacbaiao are the bt xamplesof e Sue blood. Suel
predominant in the Duch

oFthe Flnaes, and the s f the St Brochzhood on the Tvanoe

Peninsula. Some Suloise sttled in the Amedio Jungle and Hepmonaland, where they

Diuchy of Usnst, th islands off the castern

Joons and loose blouses. These se i

felted wool, worn with c

way.

Ouuld: ihe iy of Grghavk 2 hx!‘ seelement (if it can be .;uu hi) of Rheonee
Rhennee to

b p.ﬂum i thec v way This system works ey

wide.

wided
s v emens canbeof frox
red boots and miteens. Those in

They have a alent for all
et specly o g
decal work such as embroidery, sewin

leather tooling, sculpting and painting
Suloise weavers can demand the highest
prices on the concinen for thei Fbri
both for the fine grain of heir weaves and
the exraondinary deail of their pattens.
“The Suel have a long eraition of
wizardsy and magical research, and
Sncent S i peodocel

Suel become mages. Pechaps their
gives chem an advantage in

mamp\k\zm\g el compones 1nd
gesciculatior

dextericy

Tue BaxLumisn

The Baklunish ar setled mainlyin the

northwesteen regions of the Flanacss. Zef,

UL, Ekbir and the Tiger Nomads are the

best cxamples of pure Baklunish folk
“Thei skin tends to be golden and eyes

are most commonly green or gray-green,
it gray and hazel less frequent. Hair
color s always dark, ranging from blue-

wear 2 loose vest instead of 2 il lightweight. g

ormaments ace considerd imporant items of funily hercage. They can

patterns are typical of Baklunish costume,
with gowns and robes favored, and short
breeks with long coats nearly 35 popular.
Peasant folk i the norch also wear gaudy

hemigh oot i, b cnd e vt e g
“he S v s e o he imporace of sl oy i cobe with whatever adornments

They fight more among themselves than other human groups because of these ancient  avilable. The southern Bokich fvce

allegiance oo nthepul e i paes
£Thé Soloias e ok Ko pasience and have a short way with d bt
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wnh oy des e pplmt Rt

soldiers wear rough fabrics,leathers and
hides adorned with shiclds and coats of
arms. They often carry banners displaying

: Like the Suel, the Baklunish are
ey bty b
poic s s

et spls o g pelcaiog in

mag
duc in par
that the Baklunish broughe down upon the
Suloise Empire 2 thousand years ago.

vl “so” o “elenell”in i)
s Flaae o ot b

graseland and prairic homes. Fortuntely,

the elves willingly resetled to the forests,

where they held their own as nearby human
ingdoms rose, expanded, made war and

I The S o

particulaly ore,

allied with thei old Flan neighbors and
with the aggressive but reasonably
rustwordhy Ocricians

High elves tend to mix with other races

Of their race, high elves average only about
five fet in height. They have pale

complesions, dark haie and green s, and tend to dress
Gray elves are reclusive and keep to themselvs in the Kingdoms of Celene
They have silvee hair and amber eyes or golden

have been foreed t

i grays, greens and pasels.
and Sunndi
Hair and viole eye. The lves of Sunndi
i varmalig il o e e de o the o the Sl
B and e former Gra Ki
v 2 oo e, o b e e s e gy,

m of

clves when possibl.

e che Doy of Uk he s forec of the s s e Townof Highol
dress and

Theie ki dasthe o ofthe igh ety

greens.

il s, M oy ool b ol s oo Thip s
. pe 24

Phay irk high elves and very.

pale, but otherwise resemble sylvan elves

Vlley lves e eced with sspicio by v s o essons ot cles 0 s

fet i e

s ly i the Valley of the

Yoge Thoy known to practice unusual magie presumably taught to them by Jaran

Aq-ulx elves breathe water 35 well 35

i, and have

webbed fingers and toes. They

and ropical oceans an seas, N the Spindef Sound and Spindef st

v dves s s wih e igheve

Dwanves
Dwarves (“dworfolk”) are about four fee tall, broad-shouldered and muscular, with tan,

gray or reddish brown skin and

brown or black eyes. Males and females both wear beands,




y

sgh some femles are
35 long as elves, and they reproduce slowl

Known to be smooth-aced. Dwarves lve long lives, though not

Womanom naces

are the smallse of goblinkind,
‘The stou,sturdy folk of the mounains are considered by most o be the sale of the carth fmdu‘anlynyudhn!handhmng

and the keepers of surfce. They prefe ol certain fearues that ar both repeilan and
Th e dole Covandy s individuals kbolds

in human cies for more han a fow weeks Dy w prefer
par ) peof  foes. dkywmu.

Sooght ghtly larger
% consider "outsider” phak, pe \
the kic o page 62. vares axe squat, yard-high, blue-skinned
humanoids. Xrartsally with ac.

Hill dwarves axe most populousin the Principliy of Ulek and the Iron Hill They are
They are cooper other

tighty ale, ich fla fces poiseed cxc,
low sloing foreheds, orage skin nd

‘Mountain dwarves a ess common, taller, an paer than thei hill-dweling cousin. The
Aschbarony of Rtk snd Ulek have t dons of mountan Ca , goblins
dvarves ase Hommans, &

Th 1 in the derro and These Orcsare the humanoids
race liv dee han the hill dwarves. he Fl large a5 wel-muscled
becter lefc unknown. humans,ores y-green

cavemen. They are xtrmely warike and
ey challenge othr racesfor food and

it

ide from height, there

for thei hor

dis

xm, o Thay pic s

the dark, but resurn often to the surface
y hate

Hvmsadd

moderaely

anhmshndulmﬂndu:dmcfwmd/l'vvm\lghruhmd:rkoak They.

b
respect for humans, heir most dangerous

work well nd ey foc. Oresofien fight among themselves,
yhawk Wars,  picig tibe against b,
.awgh the n...q Hil “The goomes’ Ores
have rcencly of humanoids. The offpring of an orcish
Verbobonc, facher and an ogre mocher is an orog

They
expndd burvow ot inthe Koo Fill Couery of Uk Ve,
Highfolk and Celne.

great ore — basically a taller, scronger,

e i s e g Py bt B e S o
he red to magicaly g cach and rock.

ebln are the few good

d

Haurmas
Sﬂa\kdbeauulbzy:mdhz“auﬂﬂmmlhmﬁ Mﬂn-gs('hnhuz"‘m:d:«rﬁll

braver and b - The child of
o b s o i

brutish, ,mp«x e oy patnlcy
chick skin and powerful

Hobgoblins
sggressive and organized
They resemble tall, heavily muscled and

©
bodi cpecly e ks of e b o sy o

redebrown or gray
fces. St than

skins and red or
P P
forst o hils. Norkers are shorter elcives of
“Thie subeace of halflings live i the Flanacss. The hais d )wbgobllu th thick, armored skin. The
inches calle and use clubs and their
willowy in buid, b own g o srack thee cncic.
among dwarves. ‘Golls and thei stronger cousins, flinds,
Halfingsare d . pastoral people foorcall by

of evil,selfsh hate theic own.

ey
comforts used by humans, and like safe comfortable lves. The few halflings who go

adventuring ar excepions t the rule
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leadersand canic organize themselves for
more than occasional raiding partes. Gnoll




e bl black

o are usally gold, silve, bronzz,
wise ad b dispsed than ot o thogh

e to Oerth.

savage tempers. rue
ad

ho the populsce Theiz human

demibumans. They are spid but
‘Half humans,such ss halfores and

o et sep ety seepecned e
and intlligensia.
ovn o et del T Geha digon e el ramored ol
the Ciy of Greyhawk.

Ornen

Ascaiierc omn inkabic che Flanaess

The

demibumans. Some find work and cross becween s bras diagon and o che chimers i 3 cos becween 3
e i il s b the iy dngon o 2 g Wyveros, ing peswihpison singes on e s
of half-humans are wicked in incent and. o in the mountains. Multheaded hydae prey on adventuters in badlands
lack foresigh and organization. i
On a
i the hill of the Pomar. Hunted by humns for centure,the dis
Pomar; by, dogonnel s g

a5 serial mounts.
Giants of the Flanacss come in many sizes Underground Races
and races,some with unusual quirks. Beneath the Hellfumaces i the world of Under-Oerch, semingly endles natural caveens

ey of gints s bmanoids s il s sprin vt nd dom i he . T pusges e o v
conquered Geoff, hey are not as arule  pes i
4 M fu v ] s

well o

probably becaus they were driven into the
mountains by humans.
Hill giants ae the most common so
i i i i A i
of civlized lands. Heat-loving fire giants
of the

everysore.
races, most hosile to surface-dweller.
row,the evl dark elves, hrive in Under-Oczth. They trade with ot war on other
st ] o e i, sod st .
nhabic decp regions and seldom venture to the surfice.

iwell in
Helfurnaces, and fros giants live in the
bigh ol pks of te B P/

Cryscalmists chain mountains of
n :um:ﬂuﬂonnaﬂ Peninsula. The

ray dwarves,
Cries. .mul,;m, shey sl hokd hei v s o sz e
but hate dhei cousin,che hill and
mountin d
Thesmed e der s amon e v ofthe Unde Ot e They
daves. They are hted and disrused even by other il aces, who
—— = e e e sacing

best knwm from the Howling Hills in the.
original lands of Iuz but can be found
lucwhere, Various other (ypesexis.
Dragons
Dngwu are M wlnpd repeies of Iug}\
ject breath weaf
M’ﬁn mmwmmug,mw

]mhuu ook s i s st el o sighteca iodes high These
ooma nd b beig, i the sipped i o

— krmlmu Hike rac, and share h
Troglodytes undngmund. These
i haanaooic

Uibies Bt it
Kill quicly and take the bodies back o chei ar for a feas

Kuo-oaae f-menthe descendats of n ncent rce ks complcy descoed
by i The ow d e oy

rogs

ngul-lhh\m: dragons are widely
et Wi tee e e i

= ore powerful races.
encly seen i the up,,u P e e
R e ated i the




Mind flayers,also known asilichids, are human size and vaguely humanoid in
appearance. Theie slimy skin is violet-colored and each hand has thrce ingers and a.
e i b et el e M
lamprey-like mouth, and is two huge eyes have no visible pupils, The mind flayer uses the
tentacles to grasp a victim's head and flas open the unfortunste’s skull, cating the brain.
Many mind flayers can cast magical spell, but some also have dramatic mental powers
called prionics, with which others. Mind flayerslive in great
‘underground cites; one such city apparently exists beneath the Hellfurnaces. They are noc
belived native to Oerth,

Svi

they can enslave or brainwas

These

Forest. Forest-dwelling wereboars are bad

tempered and prone to pick fight
‘Weretigers are rare, solitary and catlike in
personality. As a group, wererats are the

most organized and powerful of
st g el
underground areas such as ity sewers.
Kraken — evil gigantc intelgent
octop — attack shipping in tropical and

ifneblin, the deep gnomes, are almost the only g
Hairess, hunched gnomes defend themsclves against the hordes of cvil

wures
eakocra are reclusive, winged bird-men who inhabit mountainous regions, particulrly

in and around the Thillonrian Peninsula and the Lortmils, Their wings (of which their

arms aze 3 pare) span twenty feet or more. Males have bright plumage: females are gray
and brown.

Bes ds who live n ropical forsts, epecialy

i Ao g s e prmalnd. Silld e i n s e, iy sppem:
but arc wary of strangers.

s ax savage froglike humanoids who hate all oeher races, Usully found in

bullywugs are notoriously destuctive I is
Wsti Similac “frog-
=il =y
Commes abica suldn«vlhrmplzlm:dlrdrheﬂamns now controlled by

Much of centaur culture is simila to that of nearby humans,s0 the centaurs share ot

b e oy e i bl o e s O

centaurs are known to ive in Celene and in the Dry Steppes.

* Lizard men are bipedal eptiles who dwellin swamps and other wedlands, parcicularly
in ot spocs ke he G, e ool Mahes R e M and
the Vi Sy, B cries e sl et e e e by ot o
acs. Lizard men are usually green, gray or brown. They are not very smar

T it of ittt st s ey wn(ugrri and
wererats. Wicked a danger in grasslands and hill, mix wih re ves
(s ot ey Wik e gty bt o
woodlands and mountains;they have been known to serve as Rangers of the Grarley

psrsnitie gy firced
umanoids found scrss the orth,
Quaggorhs of the Flmaess ae s
el o e e o
termain abovegeoan

‘Sagin et “devil e o e
decp” an vl race of aquatc hamanlke

rates with plscine fetes

scales, fins and webbe hands and fet:
Sahuagin 5 othe underse aces and
col

Cormvoros ol e e e

oo Oy

ine yuan-ti, exhibiting snake and
huaman characteristics,lurk n the tropics
Evil and untrusoworthy, yuan-t seck the
overthrow of humanicy




Wihits mulciple human races and myiad
nacions and culaues,the Flanaess offers
unique opporcunitis for ruly
erecive roleplaying. A charscte’s attitudes
adsentures are
Hikely o be heavly colored by the factors
thac hav shaped him, so that two
characters with identical satstcs and

oll on o select from any of the tabls in
this section,

Because the human tribes wee scattered
fa and wide during the human migeations
o castern Ocrik and the many wars
since, inermarriage has been common
i the thousand years since the Flannac
met theie Oeridian, Suel and Baklunish
councerpares. Excep in isolaeed ares,

ces have ot remained pure.

Thee are areas where one of these
altures has remained dominant in the
pyches of the inhabitants, o tha they
follow most o all of its custorms an
taboos. These areas ar ofien but not
alvays popled by pure or neary pure
members of  single race, casily identifisble
based on physical characeristics. In ocher
plces, a amily or nation may scllthink
of themseles 23 Sucl, Flan, Ocridian o

OLEPLAYING IN
THE FLANAESS

Baklunish, even though they are genetically diverse

In other lands, two o more of the cultures have mingled withou giving up their
unique idenitis. Tn sl others, the cultures have melded in such 2 wa e
“generic” culture that might be said o be the basic Flanaess ciilzation. The resdents of
these last lands or groups do not bear the physical chiracterisics of any race, nor do they
adhere to customs or taboos of any of the races

For many individuals, heir relgion, guild, profession or country of
important t

dgin will be more

an hei racial background, which they may not even know.Their coneerns,

customs and taboos ae more lkely o derve from these otht aspectsof thic s,
Rulesfor playing cve, gnomes and hallngs st aleeady wel decald i the Plyrs



Hindbok. Because the GREYHAWK secing was the first world designed for the AD&D
game, the demibumans described in the AD&D rules may be consideed to have been
designed with the demibumans of the world of Greyhawk in mind. Demibuman

ers generated for play in the Flanacss should be rolled as descibed in the Playr’s
Handiok. An exception to this s the dwarves of the cental Flanaess, who have been given
this v it i i book,which dseres e groups o dmrolk o n e
Domain of k. Information about half-ores in Grephawk has also been included
i i bock, e o th Guephawk g K2

ity Table

Parent Mortali
1000 Ral, Sl Pivos

3
46
7-8

PCis orphan
abandoned, 1!nwmm of

910
Pacents’ marital status s ot reflcted.

RAGAL ABiLITY ADJUSTMENTS
is DM may choose d abiliies of Pasent Occupation Table
mdmd\u.\n ‘based on racial background. Adjustments may raise a score to I8, but neves lDlW Roll ~Status of Parents
higher. An adjus mmmamamw:mmuwmmnm Low-life scum
mum,. s-a Extremely poor, begging for
Characte see “Roleplayio Rhennee Characeen? om pags 4448 oF 0 i li
Sz Refugees from homeand
g Dponal Racial Abiliy Adjusmcacs 1317 Laborer on farm or in city
Race 1820 Freelance hief
ﬂ ‘Wis, ~I Cha (applied to non-Baklunish observers) 2122 Guikdmember chief
Flannac +1 Con, -1 Int (for purposes of learning new spels if a wizard) 2328 Landowning farmer
Ocidin  +1Des,1Wis 2936 Scibeor o
Rhennee +1 Str, =2 Cha (applied to non-Rhennee observers) 37-50  Merchant of lile wealth
Suel +lInt, -1 Cha 51-56 Member of constat or
city watch
5761 werkerin noble oe
‘Tue Famiy Tres house
Regedlesof ace,  characers parentage ca be imporant. While some individuals 62.65- Maveay
lbwdentd at birth and raise misd in poor (ondmom, a0 g0 on 0 peform gt deeds o 6670 Adventurer
i e
o nq\ulcr The du:uwn belm\p o the individual, but his opportunities may 7 Moo of modee
dpeden i
‘A chracees may ol on ch fllowing tables to decermine detals of e 887 omm in consabulry oF
lives. Any rolls that seem inappropriate to the character (for example, Rhe it
unlikely to belong to the constabulary or military) should be rerolled. anwvrl)« the 8890 Monthant of considerable
DMl my s 0 sy e ol o the i westh
‘When rolling on the Parent Occupation Table, consider the situation of the characters ~ 91-93  Master artisan of fame
‘parents. For parents who live together (or did so but are now deceased), roll once forone 9496 Minor noble
parenc and choose  comptible oceupaion o the ocher parent (fo cxumple one paret 9798 Mily command
Erg kD e e i ol s e sy, For e Al noble o
lring pet o when oo deceted, plyer may ol o o xch pre ambassad
a character’
time. wm  charactee s in an area in which his family had friends or enemics or had Family Contacts Table
ined notoriety, the PC can use this to his advantage (or the DM may use it to the D20 Roll  NPC
s dntos) o gin e, prhs v o o 3 Lé Nousehl conacn
table in a estaurant. IF the character’s heritage “leaks” in an area of his family’s enemics, s Member of royalty
he may be faced with any number of obstacles. 69 g milicary officer
Characters may rol only once on the Family Contace Table, Thislsts useful or 10-l  High-ranking milicary officer
mporias B B e i s bk n e parents, 243 Priestof lnd 8 o higher
siblings or other reltions. This does not. e sid fom ch NP bowee 14 izened sa
‘merely means that the NPC will remember the chs be inclined to listen to 1546 Wissd of el 01 higher
his warnings, appeals for aid and so on. 178 Government official
120 el
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Cuaracrens Flan Seasonal “Horoscope”
FROM THE FLANAESS 12 Bicth Type
2 Spring Bresth

Roleplaying Flan Characters 3 Lowsummer  Flesh
“The Flan were the first human race 4 Midsummer — Sun
in the Flanses, sharng its Lands with 56 High summee Water
demihumans and humanoids. Before the 78 Autumn Seed
aerival of othee humans, they lived 25 9 Nesr Wind
omadic huntergatherees,but i the 0 Midvinter Dack
millennium since the Ocridians, Suloise -2 Far winter Stone
and Baklunish immigrated, chey have

ed o the intes and Al animal
Flansess. Many pure Fian sell e in the 1. Children of bresch (s they are called) must offer a brif praye for every cr
Duchyof Tea, Geoffand Soich, ad fo  tha die i i precnc Thy el i o ofe i o i i, o

2 lesser extent the Barrens, Sconehold and

ol
s ane sy (smalyon e charcs il i knov) B rériivi
forbidden to cat meat during che
i b ity d:mzhumamw ideniied withthe e of yae when

vintes regain cheie

i e

bodics
attoo o bodyplnnug,'ﬂuy arealso nqumd ploe e e v s

and tapping smallee animals. They are o

igh
0 escort hee to Ket may instead be given 2 n\vrx pece — which i, afe all, hzlyﬁd,
T

perion they considerkinor a friend.
e days of g snd o

{n el i e e ik e e il s

o sy e e et i 0 e e il i pﬂy

briefly cach cime they starta fire, whether magical ot mot. Whencve their aie oe

s . hey st b e s

able to take

time of y

showers, er han that, frma o wce
ol o Wose dile e m..(a 0 dip thi vespoa i o e fowing

proficiencies
the number listed, The Flan have  srong.

. which makes them,
mum, s

F

? s e cosled by
e such e il s o wel) They muse e it They are

d:ﬁm] by et
ish.

chese customs ae rooted n antiquiy, when

the Flan were che only humans to walk the
 others are of more recent but

‘myserious orign. IF a payer wishes,

can choose to be a member of one of the
commnities or families where these.
customs ed. and he can roll

“Horoscope” able The seasonal “types”
e 2 follows:

with watee at any time

P i o grains and beries are at heie riches, and when
il et hee plumpest — animporct tme o he primicie buninggabecing
Flen g s Sed i herbs or wear e

 chey are required to
anyomlhzym«( "X handflof s, scrp of bread o  honeyed swee el
wadiconal “seed-gits”

‘Wind symbolizes che sharp winds of eadly winte, but also aie in general Wind
children must sart each night scep lyng down with their head facng the direction of
the wind at that time. For each bird they kil hey mst weave a feaher into their air,
leaving the feaches there untilthey fall out maurally.

Dack sands o he dks i of yea the m.aw.m 2 vl o dh dep nd
drastic change of
i Aty they are not sl i o
day and a night afie chis. Dark chillsen must never ride black mounts, and they must
pray each time 2 room o indoor area s made dark (fo instance, f 1 torch is
excinguished).

‘Stone symbolizesthe ground undefoot, exposed by melting snow, but seil sleeping
in thelace winter. A stone child mst wear an amulec around his neck: the amule, a iny




sl potry . cotin 3 sigle gold pic, iy sione o somcing s o bk Rleplying Rhennee Characiers
itis considered very bad luck,and it must be replaced in the land of the persors birth. Rbennee deeply diike noreRhennee
Stone children ae ot allowed to wea one material s jewelry, though they ae allowed m«mmm by othes 305
oy money o weapons i biden el (Rll i =, 2=gd. =coppr, e eeds e g f b DM o s
4=tin, S=iron, 6=cryst a A

beEralmebongii ,.,..ym-muaw i or stone ring e
they encounter. Rhennce chose o befend the othe PCs and
abandon the barge ife — and why the othes
Roleplaying Ocridian Characters olerate and acepe the Rhennee, Of coure 3
Nyrood
founded by he e o Ot culiee praldu cri e
tovard shaping "genric” Flnacsscure. P f the playe
reson for lcvingbee faly on the following
! able
i 7 iing
b ponsibilty reorting to policical eaders — for
. instance, 2.2 sheiff o 2 county orshire. sen by ber chef 0 el
v problem. Thereisa~ Rhennee Reasons for Leaving Family
Ocridian who, 0 Resson
i E 1 i, citer
3n “Octidisn ey y
 (slly) minor problen. withous waming) or iteionally:
h Onidm ey 2
sor
Afer -
y bl in covet ways 9
y 3 .
Kinge or have taken on minor crme agast th fmly (gronng
certin ogue proficincis, such 3 isguie or esing lp. ordes: stcling from 2 iy eriber -
o 5 vowimot i
I ey They may fil years o e .
17, H i gy, AT Peast
( 5 Lek
O =, d =
a sporsmih, 6 L
oo P allingthe PC
s of cas. Th begi
superior plager carll on o ke 7 Lefifor easons of personal sty afiee
romantic wen b
Beginning Oeridian Weapons /Armor 8 Sy nshore when faly moved on
1d6 becase of a omante rlvorship wih
1 Primary weapon has a nonmagical +1 bonus to attack roll (wespon type 2o Rhennee
decermined before dice roll). 9 Lef behin i il or cswber) when
2 Primary weapon s worth double the scandard valu for such a weapon. Fay barge varming:
3 Sccondary weapon has a nonmagical +1 bonus to atack oll (weapon type PC aurenty may b ying o locate
determined before dice rol). and ewm 0 by,
4 Sccondary weapon is worth double the sandsrd value for such 3 weapon. 10 Wise woman or noble of ln secely
§ Ammoris ponmgial 1 o i ype (am ype deemined before dice ol ot PC out 0 gather information ot
6 Armoris worth double the standaed value for such armor sl specc tm.
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Culturally, Rhennee do not have cerics,
i, g o pldin e bl

i

The Rhennee are physically small, with
males never exceeding si feet in height
and averaging §'6”. Females are slightly

ez, Both sexes ace of wiry build and

ally stcong (reflected on the
epaecal Raca Abir Admemtues e
onpige 42 of this ki
the Rhennee are widely
el b B o i
-point penalty to checks on

“Table 59: Encounter Reactions in the
'DUNGEON MASTER Guide This penaley

il vy depeoding on how discincaely
Rbcane he PC sppas (o cample 2
Ricmis cly ol foc s v
might e o penly). ¢ wel s where
the PC is in the Flanaess. Rem
e o ey i ek
encountered the Rhennee and thus will

= i Pl
of Gueyhaw, he Duchyof Ure
Furyondy and Veluna may hold some
prejudice toward the bargefolk.
Newly creaced Rhennee PCs strt with
a st of good-quality, homemade lar.hrr
srmr,whichthey sayswer. M

Roleplaying Suloise Characters

Nearly all Sulise have a strong respect fo and intres in magic, so that 3 high
proportion of them become wizards, and their fumiliarity wih and intrest in magic is
likely to encourage them toward the spelcra proficiency.regardies of charactee clss,

Family obligations ae strong among the Suloie, who will ircely protect what they

family — though theie defnition of family may be quite
g only to immediae reatives. An advencurer may well send wealth
ba:k o his r:...u, ay sumimon a siblng and tain her in the arts of adventuring.
Sl cam b s of b sy bck e s oy F e Sl Epin

o years ago.

‘The Suel are shorer tempered than people in the Flanaess generlly. To resolve an
issue, chey ae as likely to use direct means including force (whether political, magical

phy 3 are o wse u pulaion.
“They are ofien proud and may ot allow others to know i they have financal or
nal problems.

“The ancient Sul Empire was dcply evil in nature and even now some Suel
organizations tend o slide tht way.

on choose from

severalsubeulural options:

Suloise Subgroup Table
1dio Suloise
2

14
3
48 Central Flanacss Suel
9 Amedio Jungle or Hepmonaland barbarians
0 Searlet Brotherhood informants
Thillonrian Peninsula barbarians: Many savants consider the Snow, I and Frost
Barbarians of the far northeas to be the purest-blooded of exising Suel. Because ther
cultue s basd on a combination of rading and explorng (supported by the more
peaceful arts of farming and fishing), al Suelfrom his area can be considered to have
Towlewl i, b

Mose Thill 1 pered, and i is

Rhennee are of some o
e o et et
newtral evlor nvtral good alignmencs.

Players should consult their DM when
choosing alignment.

T B ST
xplorsory sk, and are it kel o go adventuring, They aeth lewe kel of
all Suel 1o be interested in spelicast
sland  Many Sue setled in the isand realms off the southeast shores of
acss, specificallyin Londship of the Ises. Like ther bretheen of the Thillonian
Peninsul, chey may have bomus seamanship, fish

Because all Rhennee speak Rhennee shing and swimming proficiencies. With

Cant, new PCs iliey of trading, they are L

“eant” is actually theiroriginal anguage, Lately,che Suel (long wich all ocher non-clves) have been expeled fom the Spindrifc
bor Iles. Many of chese Suel have relocted in the castern reaches of the former Gre:

wel; 2 new PC may roll 14 and gain the
equivlent levels of thief experience
Rbcone do ot belong 0 hiews guld.
but crain chemseles within

Thif PG n progn o s e
PCs may be considered dual-classed

il but s bav ined the S Brchehond o diifed o e el
egions of the Flanacss, where they may turn up as advent
Suel: In the Suel-dominated Duchy of Usnstand in the Sheldommar
Valley, he jusly famous temper of the Suloise has ciiized tslf to become no more
than a cerain impatience i negotiaions. Except for followers of the Scarlec
Brocheshood, many Sue in his aea hav allowed thei culfre o mix with ochers, 50 chat
“generic” culturally seopaphic ncighbors
han wit thei bethoen, Sl from chis areaare lkely
schooled a the University in Greyhawk or clsewhere.
Amedio Jungle and Hepmonaland: Aficethe Sucl-Baklunish wars of  thousand years




150 gome i ol el in e Al Jnge s Hepronaod 1o b st of | ne o e o i '
the Flanaes. slave-rids,

 the Scar ighting abilicy and began steling their  respect that requese to the bes of hisabiliy:
‘wartiors to fight fo them in the Flanaess. e e e bkt
Amedio and Hepmonaland Suel are heavily freckled and tanned. Theis native culture  charate; h s virualy uaranteed sheter
uhmdmmullmbalvﬂhfumhunleﬂﬁmmoflh(nmmmdﬁzqum(mds anywher i the Flanacss he can ind another
mvﬂh‘«hﬂgﬁnh&duimz]mﬂuwﬁyd‘ d fihing nd of b T i
skills. Theie culeure i pr
bupﬂme:mmxbdum.'ﬂk)uruhsu-luntuImglyurmumnm:haﬂzmﬂ‘m h.wam,ﬁmu.w
el ccaped s from he d

have some |hantymd\:mﬂwmaybedualdmld_53hlnmdudmwdwy nuy;hofoﬂwudw‘odn&ﬁ:mdhﬂdu
a.am««mn.«)a, are ot considered the same thing a8
e bued on the Timec

o ik vhe Baklunish
clpmnnon that uilizes sabortsge, crime and subversion in p\lmlrcl |ugod wm s based on birth morths 2 3 sign of their
0 make the Saloise che master of the Flanacss. N Playes a

exclusively Sucl, efuﬂufdkmguzmpnmdmanddw:ysﬂd.kuhwym\hkdy born during a festival week, in which case
St 1 P would aculy be  memberofthe Brchehond b i poeble i a Sl they e i1 it e o e

PC migh be b by them 10 il  roup and e formation s o fsival week of cheie bich f they ae born.
le 3 PC gt fnd el conflicts
i h:rgmup they may rollonce on the following tabe.
Roleplaying Baklunish Characters Baklunish Racial Customs
Bakdunish culture in he Flanacss has evolved in two distintiv dicections. In the and Taboos
orthwest 2 the Tiger and Wolf Nomads, and through the Dry Steppes and Plsins IDI2 Roll Custom
oie p.ym. of th et e B v devloped somadi s cneed 1 May not ea specifed food.
orses for d for rading, I the secled lands 2 Must eat specified food st lesse
e’ e St Tt st Ko e B o e e s Lo once per week.
ociety based on rading in ll s forms. Located a¢ the western edges of the Flanaess, 3 May noc curse.
iquely I 4 May noc consume alholic
Beneath th I Badunish have been risd 0 for religious
i the Four Feetof the Drsgon: hono, il ceremonies.
m‘dpmwwhxrhngnﬂd&ﬂnmhmﬂmfurmdllhmgmmgmlmmﬂum S el oy
part (Roll d6;
Hmzvvwl'ud'lm.)wllhﬂ«:hnhuwrmv/mﬁnw:ymymnlmylbedtuw wioryme v
outsiders, While virtue whi presence of
where apparent reachery may be the only e o e pposic sex.
his siser dishonorably Killed his current emplope. 6 mew-,.&,,a,m
ly of Baklunish chough the definicion of.
fly e, fom s gcations i unde ch ame of o  hundev-plos 7. Mustconerhead whimon
imembas o  omdic o and theis o Gy . Bepod he iy his sacred ground.
oy i offesdt o0’ gl scholor sl group (i of wich e elled Ui 8 May not speak above a whisper
the B, 0 oncs st Mon lyecharcter v g ey i i sl o4
oot holy ground, during full moon,
Generosiy P g of s and iyt e Bkl e during festivl, ).
exhorted o acs of kindness o those less forcunate than themselves, For many, this 9 May noc wear footgear during
takes the form of tossing coppers to beggars, but 2 & characte’s wealth incresses, 50 i Richfest.
his generosicy expected to grow. He may donate t0 2 public serice such as a library or 10 Muse wash i sl water afes
bath; he may “adope” 2 small community and watch ove i from  distance, offering each bacce.
sty o asoF iy bsasg opyly dbolaios o el U Musc pusify weapons i fire
youths; h who are aficr each bace,
down on their luck. Whatever he does s expected o be discret. 1 Must remain clibate unel
Hospialiy
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ROLEPLAYING IN THE FLANAESS

' Inal nomadic Baklunish eibes,che
reding and training of horscs for
frming nporaion sd s

necesary especied occupation,
2 0 & pl rcmae el aaces
imay have animal handling, aninl rining
and riding (land-based) a bors
proficiencies, though only 13 they 3pply
o horss. The animals ar tested we
eceiving high-qualiy food and dally
. T sl e od b

away with wondrous stories to tll anyone
who has ever faced them in batle has
probably not come away alive, The horses
are it and agle, che riders are skilled

Baklunish lore s flled with legends and
ales revolving around horses. The legends
tell of horses chat saved entire clans from
fire and stampeding hordes, those that
saved their owners through not only

EY
that tows Oerth through the heavens, he i
horse that became angered and stamy a¥

down pareof the Barrice Paks o form

Ket,and the beast that several centuris ago

labedinhe Do O o e
iomads from

Ekbir and the Tiger Ne Bk o fond ofiging, i s, iy pppey Thee cbrions
asevere droughe. include a wide range of festive songs nd dances. For major holidays, parad
Tl e a b of cuomns condcied g e (and g puppcs. ek el e oy
elting to horse. In many homes, before  repertoie of slow, slemn, harmonic songs thatare sung by al i attendance. Many
beginning the evening mea, 3 st is Bikish gt e memmg or end ther day with  song,
ed o e sl o mamig
of them before the mesl is begun, Warriors Roleplaying Mixed Human Characters
ypiclly exchange & lock of hair with their Whille many people re able to idencify themselves with a single race, s of mixd
animals;the rider baids haie from the  blood ot have  strong affniy to more than one rac:  characte with an Ocri
mane or il into a neckace or bracelc for  mother and Baklunish fither, for instance, or a nearly pure Suel fumily living in 3
| il andbidssome of o b priarly Fln vilae in el Plyes o reflect chis in ther charsctes by
it psi i the o’ mane. Ech demonstraing characteristcs of both (o al)the race in their background.
birthday is alo celbrated by v e T  about thei race o origin, or may come
phmlg a wresth of flowers around the from famils, communities or groups who hav e or no racial affliacin. For :xamp!e,

Forss neck and seving specal et 1 charactesgrowingup an lvin i he iy of Greyhan. <o demontrte s sy
the nimal fow racil haracersics s his player deirs.




Names Anp

G Faher e e Fisder

Forms oF AoDRESS
Systems of naming are wide and virie in the Flanaes, with many local customs. of the Hi Grimene, Fische,
Flloving e fow gencal gidlioes. Locksmich of Greyhawk.
I Hlflings: Like gromes, halfings we 2
Thades e Arre. it and iy bt ey s e nd
1f anindivid behaioralci s possble by nicks
r}mhxmllbeuggdwjuhnnm]m\mW)qu)qumrbem&Jhiamﬁy orother devices that ot rces ind rkcme.
e b T
nlbmwkdfvnﬁxmu;anﬂrﬂmmunafH(uﬁQKﬂuvﬁ»M‘mwdug aso be known 25 Goldie forher aie colo,
5 2 The Gagerfrom her st name, Greesleeves
Hookhill o Stonchold Jkk. for a favorie gown, and Neces or Neta
Exiles: Wi from within
dheicname This  an hour:
thac Jenna of
with 2 lan or amily
matce of pride allegianceif approprite. Capeains and can
: addressed by e and firse
name, then by Lond
i b “Lond Ne . habi
hisfll or these
pareof theie ame, their fos.
A tacfl host would refer to i Lord Nelleor Lord Nelt f dhac i
osh
0 see up s fls mobilty, cichr to rade on the goodbwill of people who think  Headdleaver
theyare cxils, o fo other, more damaging cons.
background, most wizands asingle name:
o e Gl e o iy FoRMS oF PRoPER ApoREss
i y por 3 like
and Warnes Sarcoat. mmmzmmdm“m
Cleric:Pricsts ae known by thei cmple,such as
of Leokih, o e
mames. following forms of addres are comvencional,
o alfsilings i onder of precedence.
ot o e . ey o honorificsand forms of addres. Thus the
melodicus: Theodain Eriason of the Circle of Eigh and Fi Alda Vacssen of Hartbrooke might
nmhmd«md\(Cuyumeyhawkmlypmlmp&s.Hﬂdm-ddmlmngm be alled “Your Prominence! since that i
ikt b

y proud of thei | o a highly y ? sincetha s the
Adwt a sanger by correc form of addres for the Baroneses of
modest dvf it ki s Lpraaler
ling 1o Only s e addes e sppopy
y o p
unles e s 3 leder, in which bt their
wsed. s onder of though
thie
S : " Ying  degee of Dk
Holgi Hirsute of the Jron Hills. mmwwamm,,
o o U princes. It
g b

“This migh iy home,or  work
therm at the moment. At difeenttimes i his e, =




(Tiles o Form of Addrs

Empmr/empm Overking/Onerqucen
King/Queen
Prince/Princess

Duke/Duche

Archdleic, High Priest
Margeave, Marquis/Marchioness, Marquise
Eaxl, Count, Graf, Plr/Countess
Viscount/ Viscountess

ROLEPLAYING IN THE FLANAESS

Formal form of address
Your Imperial Majesty

Your Majesty

Your Hlghnes orYour Noble Gace

Your w

Yoo N o Nobilicy
‘Your Eminence

Your Nl Lorip/ Ladbip

Baron/Baroness nce
Lord Mayor Yo Lowdshipy/Ladyship
Kaight Commander Most Honorable Sir/Lady
Koight Banneree Right Honorable Sir/Lady.
Mayor fonorable Worship
Kaight/Lady Companion Mose Worthy Sir/Lady
Koight/Lady Bachelor Worthy Sit/Lady
Clric Priesc vaies uzcxdmg o church, bt Father/ Mother ae ofcen approprisce
Koight/Lady Sir/My
Elder Fonobi e/ Mz
ixe Squire
Yeoman Socman/Socwoman
PoPULAR EXPRESSIONS
A few loca gretings and other expresions  oath of by cold

of note are lstd here, for the use of
raveers and the sacisfacion of the curious.

c«u iz sl you s common

n warriors among the
Tk s Booshy s o
powe of cold iron against certain undead,
partiularly che servants of luz.

Among the same folk, I spt on the Old
One i an aggresive grecting or cxpression
o by o din.

endures (and its many variations,
gy a5 stone enduces and

e e e e T e
faling lakes v refered 35 “the bresking of stars” hnce, “an the stabresk” can
mean “unil we speak agan” It canals mean “unci the e of the world"sinc cerzin
cae that the world nds with a shoe of sarstha fll when the

B R e g ke iy
Shickding. e refes to thei dety Heironeous, who possesss 3 an grow ot shrink
e gl e it ooy
il camedand o e s wil o
2 (“Are you thinking’”) is  halfchallenge used by senors of the

S e o e ek b T loienti s e s
Should not think but follow orders.

ingom, Grat Kingdom s  Fuyondianpirse of et coimgs,ued when 3

a greeing and sign

ih o the fact that the colapse of the

of friendshi
Trongate, 2 an acknowledgment of the
bravery of the dwarves there and the
strength of of i mild iy

were, friend is a greeing

Great was followed by the ‘wndulg of owo new mnrmdm for is dominan
posicion it means that things neve relly

Sure 2 a Shiekding oath refrs to the ngi\.u o Py Shiig, foned for thec
opaly. It indicates  thingis  near-ertainy

=ity =i g of the Goady ‘Swet 35 the i el okl tiogpmnis Dty o o
who have many. a businessdeal o by o he speaker.
sl i e your used the
it indicates the courtesy to learn something  Pomat) o acts of evil and vice. However, it s ey e parenis
of the rangers ways. e both dead, since it implics tht he is incapsble of true evil. Such 2 use generally leads

your pockets, eyes on your
purseis 2 common farewell i the City of
Greyhawk, where thievs are everywhere,
the scarbreak is a frewell and

2 figh to the desth,




SO e

Halls o the Diirinken
‘The Abbor-Alz Mountain, whil small by mountain tange standacds,ace nonechelss

ina valleyin

i enticing locale for dwarves. The few peaks that stand today are allcht s et of 2 once-
igh e worn down by cencuries of wind, watee and mining.
d makesits home in deep, underground wareens

somewhere in the Abbor-Alz. A few entrances to these warrens have been discovered over
the year, but the twisting, curning and trapped passages leading to the home of these
& 4 P

plorers hav ever reached
of ' or climbing on slippery sl pes, che secee
o whichcnly the derto knom:
The chn s bl 1 bave grown i ch s dosen o e 0 ambee sboue 600,
among ebom s

: uppermost sail was sill cwo il
its highes point. Wichin he past year or

Doomgrinder has observed that the
‘il sl e moned e dege.
She alo abserved thre pale dvarves

gh in the pasesix
onche. Whethe thi i 0 sccommdat efuees ot an epanded population o this
ooty gl s Vogiing of o grte & A, o ot say.

Casdl k
A popular adventuring destination i this centuries-old uined caste in the lowes Cairn
il o s morth of the ity f Greghaw. Thee towers sl sk, o
surtounded by a wall. Beneath them are huge cavens and dungeons designed by the Mad
Archmage ZagigYragerne. The trapsand tricks there are remindersof the dnic
h sense of humor. While th ruins hae been explored numerous time
sell secres o be oun

Lyzandreds Tombs
Tucked inco a hidden crevasse in the Abbor-ALz Mountins lis one of the most

8
adventurers who hav escaped Lyzandred's ultimate tap and returned to tellthe al, At

It bl of e v e goe bind md o o The e gpicaly v
deblcainginjusy s s i, permann: imp o pacialpelyss. Al ho i

s
lppmndy aking measurements an

caleulaions. As she :ppmad\cd ©
o ot el gt
without a tace. All who hear the ale find
themselves wondering whethee Oerth will
exist at all in another half-century.
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iy song s of 2 mysicl syl n e
S ooy s s ‘memory of how i got there. Among those who.
follow the lgends, he scr is recognized a8 proof of a it to the tom
pos by s abece

s said o dwell with watch the
el manipulte hi rap. Hisgoal s not 1o kil s el
oy with them the way a cat plays with a mouse. His elaborate mazes,sentie, clues,

e NI R



disance disortions, lding walls nd taxic
traps make this his uleimate playground
and the ultimate challenge for adventurers.

e of the Rhennee
The Rhennee folk who callthe Flanaess

 emorte shore on the Ny Dy, building
a palace comple to be shared by all the
Rhennce pioneers and to be ruled by their
chosen leader

‘Whether the palce was ever compleced
became besicged laer is also 2 mystery.

the palce i sill umor
it were found, i might hold exoic other-
oy e of i il o
moncary v o the Rhennee
iy e e
‘Scant evidence exsts to sugges
e e gl o e
Flanaess. The most common knowledge of
alace ies in an old Rhennee saying,
“When I find the Rhennce palac. .
“This phrase is praceically equivalent to the
more common human saying, “When my
ship oo idicuingtha e pses
ves his luck will hange when 3
mylhm.\ ship arives to shower weal
upon him.

The Petrified Wizard

In 2 mangaroo swamp of the Mistmarsh
stands a b
wizard. Legends ae in agreement that the
wizard succumbed to 4 cockatrice

‘The story intrigucs many, Citizens of
oyl e el e
epore tht they sel supplies to marsh
explores ac leat several times pe
OF those who recurn to brag about their
e, one bae sy v the
pectifed wizard. An apprentice mage from
the City of amy»wk is eported to make
weekly observasions of the Mistmarsh

F-sunken stone statue of a

51

ADVENTURING ATTRACTIONS IN THE FLANAESS

‘while pracicing her flying spels she claims to have once scen  virtual garden of stone
sculpture, buc before she could get close enough to investigat,she was diven out of
the marsh by  sudden dense fo
The Mismash s  dngco s i s o sight led it sl s,
an bandics,inteligent monsters nd giant examples of many creatures
o s g s s v o

‘The Bright Lands

“The Empire of the Bright Lands” is Rary of Kets name for his new-found resm,
bidden n he Bas il of the Bight Dser. AR is becayal o e Cice of ight
hi castle was magically moved from its location in Ket to its new position here. Now it
serves 2  local power basefor evl. Offcals of he Cityof Grephaw are concerned
cha this new “empire” mighe choose to attack the Domin a some point. To lesen
more about Rary,plese s page 23 of this book. Sl more information about Rary

1 th Bigh Lands s b in WOR,the Koy e Tt sccmory (9386, 1992

The Screaming Valley

Thi fole-donggoge i the ch bas o gelic axpanions sl canfid
evidence that wi o gl et i et el s e o il
Nor can they exy sl s gl ki
lichen or scrub tree grows along s length. The Screaming Valley is no hottr,colder or
drice ha te surounding e, ffeing 10 xplanation for e vl bar

4 sdlngsplned i the die within a day of
being placed in the myseerious




At the very center of the vally rises a ptted and honeycombed monolith
sandtone. How his sft ston was formed hee s anres golgic mysery. When he

oumbes o theded st smbis nd e
oo i il of odnd
Lemnen bel

wind blows srongly, specally n spring and fl,
brsctdons oo e s Joaletmlints Byl
Despite tales to the contraey, o resare of anysorthasever ben recveted from the
Screaming Valey

it ot e b 0 o g S o i e
one grosning spit i reported to v in the rift. An aged wyvern nese i che valey and
N e

years ago,

- They xenally dog  hole unl they sk
groundvaes, dumped it weghied bod,and e n

o ol b bt o e
Recently, Lemnen's agens discovered
someching buried near Skorane, but
whethe i s an ancient temple to
Incabulos remains t be
by o ofundead e nderay Range
marley Forestaxe monitoring the
site and ar hiring advencurers as spis and
troops should an assaul become necessary.

seen. Excavations

he Wandering Caravan

Severaltimes 3y, 3 phantom carvan of

course of several months, Warning signs and holy wards P

E
In the foothill of the Abbor.Alz Mountains li four plundered cairns that were once the
burial site of Suloise wizards. These cairns, ranging in age from 400 to 500 years old,
are sall believed to hold secrts despite centurics of exploration.

The big sy soundiogthese cin, hoveres, the misig i e
Accoling o e, thebocaion o 6 s woldallw st 1 be iz betven
R T o il e chac the fifth cairn

calculacions by dwarven engincers and elven astronomers, and exhaustive searches
by humans and demihumans, the fifth cairn remains lost.
Rumors of the fifth caieris hidden treasure run the gamu from a kings ransom in gold
and jewels t0 lost Suel spells and magical items t0 a teleportacion device that allows travel
et i s epond, Eve i o e s it Bl i, th
adventure thar discorered the lose cryp wor
in the history of the Flamacss.

would permanently make 3 name for himself

The mistees of this five-towered castle in the Abbor-Al is Karistyne, a high-level
paladin e does not consider herself part of any kingdom, though she
it s el ik Chy of Gighink s allom her to rule the lands n 2 10-
il i s e ol

Churacees hangey wure may wel ind Karistynes casle an auractive
destination, for her pamnmn dedication to the the
the Abbor-Alz causes her to outfit and iniiate countlss forays into the neighboring
ands. Getting past the creatures and to the castle can be difficult. She consders it 3

it of bonosofe hspinly i e who sy ek s skhiogh those
of evil alignments are turned aws

Her adventuing fiends,  fw dozen men-s-srms, and more than a dozen craismen
armorers, bowyers, also make their homes here, The castle has
suffered damage from 2 recent dragon attack it s currendly undergoing magical and
physical renovations.

of Heironcous. She

mission of destroying the monsters of

frevimdaparyiont

This small village in the Grarley Forest was all but deserted following a plague in spring
of 583 C¥. Reports indicate that 2 prcst of Incabulos named Koralth Lemnen raised a.
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ole over the on the roads
ny(lmg the Nyr Dyv. The caravin —
three wagons with blue-and-black-striped

awmings (each pulled by four hores). six

peripheral iders and horses, s teamsters
sppeared to it

stranded travlers, fight off bandie stacks

and six guards — has

began Some witnesss profe
entourage to b entiely ghostly, whie
others insist thit the caravanis members e
in 3 weird form of stasi,victis of 2
curse that forees them to ide the roads
acound the Nye Dyv uncl they fulfll ome
goal o corectan old misdeed. Their
beborstle nd the
an b ecognized by the complte ack of
<ot made by the hors an vagons
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Juse s
GREYHAWK campaign setting may be

in other sectings, characters in a

it own. Many of o vl
s o e

* Pl e he perinion oftec DM
in order to adopt

* Only one kit may ri i
character;

*Kits must be chosen when the character
is crated (with certain exceptions,
explained below): and

* Kits may not be changed o abandoned.

A ccepion o i e arivs i
the DM decides that a character is not
bil

a kit must be selcted for a characte when thac st st The cxcepion i in

theondrs of knights and anges inthe GREYHAVK seting Becase some of he
e 2 minimum level e Pt i e
it qualify. Even a newl created character of 3 higher level may
paliy; 2 DM may wish 2 PC to prove himself before granting him a cercin kit. In

e s P s DM o) i e required for the PC to be accepted
into his desived group nd engage n role-playing opporuniies o allow him the chapee

orders

o fulill his reqirements.

Devans
ke defind scoing o specific e, thosgh the i o hogs s ol
are les iy defined.
Eligible Clas: Kits are designed to be used by one specific characer class dentiied here.
Decoipion:The funcio, demands 0 rsponsis o he i o, o ey
special equirements ae lse
Role: The purpos of the kit s defined as wel s the socital staus of it mermbers
‘Secondacy il f your DM uses the Secondary Skills rule,ch kit may e 5
cerain skill athr tha allowing choice iL
Wpen Profiaci I i ing e oy g oy s e iy
g  pecific waponprfcincy o 3 e fom 2 i o 0
Bonus proficienciesunlssnoted). Any departures fom normal haacce cs sl are
noted e Inthe cae of the knighty andr whh oy be dded s i hncs
should be

or random die rol,

living up to the is
onganization (in the case of the Rangers

knights). In that even, che player should
be warned (perhaps his character has an

If che PC seill
alls shore of expeccations, he might be
expelld from the group. The character
then loses all benefts, hindrances and
mus proficiencies of the kit. As the PC
g e proficincy dos, ey mas b
filled with the former bonus proficiencies,
oo o g e o et i

career, oul e oo e i

Noawapen Beoficencies: I yoube using the opions ulsfo senveapon pr
o Do il b oo e et Sl e of -

il imlerielyyds vended proficiencies are also listed. The bonus

proficiencies are acquied a the time the charactr i admitted to the kit. The nonweapon

profisney e e i reommended for lyes wshin o s i

Equipment: Equipment required to adop kit or granted upon admittance to 2 kit is

hlhe

e

i may afford beneis that camnor be defned in game mechanics:
thes aze listed here. Such benefics may include hospitalic,reputation, socal status nd

Special Hindrances: Kits may require rigorous training, monetary support of an
copision o other demands on a characte’ time o resources, These are listed here.
th Options: Any financial obligations or requitements associated with the kit are
gnm el
Races: Some races may be barred from certain kit: ey are lsted in this entry



RANGERS OF THE GuARLEY FOREST
Elgile Cas: R
: This associaion of 200-plus rangers ha a s primary goal the protection
ot Coadey Fore. I conem s i she el o he st s mmbes e
e fo e ol oy afece it While the
el ool it
Greyhawk (or any action, for that mater) it welcomes
il nprocig the Gy o s dvelr
= This group s oosely organzed. No individual i responsible or certsin oy b
I P e el s i
apecilly wil The g does o avehem wh i s, ok e s g
a number of Ranger Knights who meet every two of theee months 3¢ Corustaith 0
xchange fomasion. Thee Rangs Knghs e o espnsie la. i g
rangers;the youngerrangers swear  personal allegiance to their knight, promising to
v he vt el gowd ok in e, e  good dety (el oy
Rangers of any level may join this group. A hopeful anger must locate one of the
. Range Kaights, undergo an interview process and a number of wilderness tests and offer
several sfezences,
« Gracey Rangers e effots in protecting this vst woodland.
They moritor hmbering uh ot bandis and umanoids o el he bumans
Enemies include the orcs, gnolls and ogees of the Blackthorn
id patcol from the Pomar,and evil cule members who have
been chased from neighboring states and now skulk i the Gnirly.

the assistance of the Greyhawk

cavern, ocasional hur

RANGERS OF THE GNARLEY FOREST

Senior

Ranger Knight

Player's Guide to Greyhawk

: Required:

Bowyer/fleccher,forester, hunter, OR

wapper/ furrir

Bor Proficiencies: Reguired: bow
any). dagger or knife. Recommended: axe

(zny) sling spear, sword (any)
fonweapon Proficiencis: Bonus: Animal
ore, survival (woodland). Recommended:
Bowyer/flecher,direction sense, fice-

; hunting, modern

(clvish, gnomish, pixic, nixic reanc), rope

use, s snares, weather sense,

Exdpres: N eplprent i e

bcome o Gy Rge bt
Knows he s responsble fo is

own wnpm rations, survival equipment.

and ocher goods to

the wild. All rangers ae given an oakleaf

insignia which identifies their membership

and rank in the group.

Special Benefics: The rangers are  team

that will come to the id of their brothers

rovide for comfort in

have  scre anguage made up of esbal
and nomerbal subtle s this
spem o Gy Raogesmigh
use the code amid a group w

applications for abstract concepts.
The Ranges v orkiog knovledge

25 thief’s Read Langus
word only) at $% per experience lvel
above e first They also make use of &
complex set o symbols chat nvolve
scratches on tees o logs, woven tree
branches and marks on ocher forest plants
o advise ther fellow rangers of nearby
dangers o resources

s said by some that these rangers
gained the cooperacion of the wild i
from time to time. This most ofeen
involves animals deagging 3 wounded
ranger o safey or providing 4 warning
that danger i imminen:

Grarley Rangers can gain hospialicy



fromall he ke o dhe oo ey
by showing chei nsignia. Those who sre
native to the Gnarley Forest are 90%
capable of identifying plants, animals and
st s wihin e o

Knights in an atemp o reclaim the Shield Lands, regaining Critwal, but that fghcie
‘ongoing. Many knights are involved in this war, but othersare currently sattered
dhghos the iy of Geyavk, Dyre, the Dy of Um:z and Furyondy, working
‘2 i nd snding the et  uppors

foung hoping to one day join the K...,»u, ofFi el Siciog mould do

Rangers s
O o e
o 0o mor than s i 2

vty o the ot Fot lnge ouers

well 25 volunteers or
Puladins s b of at st seenthIeve.inonde s o he roup iy pmldt
evidence of a heroic deed. Inductions o the group are done in  private ceremony at
i e ofteinduce ey (ot o Hoironeons)

s nermallyscck the aprol (e RolsThe Knighof ol Siing sice i gz, b sevd s he mrl
do not need actual of their 1 £ <k T T v, it by b
Ranger Koight. A range who spend: hey are well respcted by the
o o e b i P b s despised by z and his ollower, rom whorm they hope
g00d reson may be asked to wmin his 1o reclim he Shield Lands.

oak leaves, l: Required: Armorer,geoom, OR. wesponsmich.

Rangers do not ge along wel n ciies. Lance (any), sword (any except shore).
‘They may be perceived as casy targets for  Recommended: Bacle axe,crossbow; horsemaris mace, horsemar's pick, polearm (any),
cheats and con games. They may forger  warhammer.
matces of eiquecc or be uncomfortsble  Nonn iencies: Bonus: Animal handling, riding (1 R dedt
i the urban environment, in Animal g s blacksmithing, heraldsy,Languages (any), reigion,
penlties to reaction checks, outrageously  weaponsmi
e prices (Hiey look s Jonge it Equnpmm: B the St Lands were conuired by s, xch kigh wasprovided
He couldn possbly know that an cvening  with two wespons,a sui of feld edplse smo and  moun. Now s prherd e’y

docsic o 2 gold s o s b o armor o e e ‘own atleast two batele weapons, a decent sut of

in but scying

carning money, they usualy ge
much less gold (and have less need for it)
than other rangers.

es: Any human excepe Rhennee, half-
el Werebears and swanmays
G s,

KmicuTs oF HoLy SiELDING
Eligible Class: Paladi
Descripion: This clite band of knights

band - for the
proection. A che i, Holmer, Earl of
Walworth, served a5 their commander in

armor (chain mail o better), oo o the oot of s of o S L wad

Spacl Bt sy, b ot gt sand o gi e b
Knights have an xcellnt information nctwork, and any member (or riend of 2 member)
can pas slong requestsforinformarion s b asred that the messgs will s horay
Kt within 3 weck The oo s madesome progres i helpig 0 rck dow

certain evil ac

b i o, Keigh o el 1 ks g bapancids known 0 be o EY
the service of Tz s,
Hindrances: The Knights of the Holy Shielding have limited financing, Agents L

of Tuz and many ocher evil culs ar eager to exerminate them.
‘Wealch Options: Bcause of current condicions, many kaighis are forced to work as
Races: Any human xcept Rhennee.

Knicurs

Description: Traditionaly, the Knights of the Watch were the cream of the crop from
the armies of Bissel, Gran March, Geoff and Keoland. Sworn to procect the easern lands
o bt s B e it 3 ambe of e, b nd
sogholds lng e Kot bordsand i the e

poure and death, his

ing the

s, he capcal (and keighes”
headquarters) of Admundfort was sized,
e s v e i ncing o
defend. Tn 587 Y, Kataria led

Keights of the Wacch nm(ndy have fewer than
2,500 menber Th hrsonid s giant invasion of Geoff cut their numbers
cosidrsly s i K imaion of el Kaows o ht st discipline and near-

‘monastic habits, they may have been so entrenched in the traditional warfae techniques
ha they were unprepared for the guerrilla tactis of the humanoids, giants and certain
Ket factons.

‘The Knights of the Watch have split into two divisions. The fist, comprised of
nighes that still dril and patrol in Gran March, Bissel nd Keoland, stand on tradition



nd e i s o changs b o i hey il all s Kot of che b s sconing t0 cc
Watch, but are m.m..mry e Ve by s Thesesond grop sl o Nonweapon Proficiencies: Bonus: Bind-
me © dw cause need for new methods; they have splinteed into uwnng fghting, rope use. Recommended:
i cegular ambushes on humanoids in Geoff. They cal themselves  Armorer, bowyer/fletche, direction sene,
nghu of D.‘Pm Curmndy fuded by thepowes of G M s Foslad, 6 s, e g i (e
dry up Each  based survival, racking.
00 s oy i e o e weaponsmithing, weather sense.

The Wi aceps g il deioand P,n.am; of dhind level o higher:  Equipment: Knights must provide chei
the Dispatchers accept fighters, warlike cleri and thieves of any level. Any  own equipment; 2 mount i optional. The
S oy s el ot s o i i e Filntit o€ B0 ol G M Koot s
Cuthbert monthly shipments of supplics and

Role: Both factions of knights fight to potect Gran March and Keoland, and for the  weapons to the Dispatchers.
freedom of Thornwald (sll in the hands of Ket when th rest of Bissel was reclaimed)  Special Benefics: Dispatchers can s
and Geoff. Both groups have opened quarters in Sterich to scrve 15 new home bases. hospiality anywhee in the
Whie he nighsofthe Wach wat o st come o them Kighs o Disach protct nd can depend on thei mum
il ik e oo B ol ol e g nd e of e focsd Dipaies opeo

ins the greatest threat o the Sheldomar vlley: but they are wary and concerned i e o
ot Ko e Fces of L, el B s e il popechd the Wi s e e they gain a 2-point
it o waditos o fomlic hié e Db s o vogged. | o v ol vttt e
fghtrs who willdo anying forthei case Waches o Disprchers an be found in - Special Hlindranes The Dispatcher e
the Gy and Domain of Gophavk, wher they e e o

ginally present;

fundraiers and recruiter they esablish themselves,chei ad i likely
Watchers el Opu character class

Eligible Class: Fighter, prist, paladin. »....m., el v

Secondaey Sl Recommended: rores, oo, espos

Weapon proficincion Recuied: Polar (g and ovord (s r-«r- shore).

Recommended: Bale s, crossbow, horsemas i, horseman's mace, horeman's pck,  KWIGHTS OF THE ORDER
Hant

lance (any), warhammer. oF THE
N Bonus: Armorer OR h R e Aninal - Desion: The x..,,m of the Order
handi 1 blacksmiching, i heraldry, riding (land-based).  of the Har ized o assure that
Equipment: The Watchers proride their own equipment, but mouns ae supplied to Furyondy, V(Inm e High Folk ined
knights who request one. The nobles of Keoland and Gran ther reed
At e bigh iy e e b i b e e o the il e e il dlfﬁ:ulry mainaining 3
provide meals and rations. standing military. Nobles and lords each
Spec cc hospialicy they protect;  kept ther own guards, men-starms and
iy can depend on hee fillovsFx sl They vy e el g s small odies of troops, but musceing
ceplacement of nonmagical weapons from nobles and royas in Keoland and Gran March.  them in emergencies ook t00 much time.
Whes moweed n Chmbec oy s s Lpoiotbasks e “The Knights of the Harc solved this
ecil Hindrances: Knights of the Wtch must atend weekly drill and mectings: problem, taking oath to be constantly
abscnces must be approved in advance by a superior. At mgh e +Wasches charce - bleeady The Knghes o the Har
s required to construce and man a castle or stronghold in  location that regard uz 2 ther greatest enemy and will
cagicly el o bees the Sheldoar Vlly spins b oions Sk anything possbl to stop him. They

‘Wealth Options: As per characer clas.
Races: Any human, hlfef, dwrf.
Dispatchers
Eligible Clas: Fighte,priet, anger, cick.
Secondary Skills: Recommended: Armorer, bowyer/fletcher, hunter,wappe/ furricr, The Ot of she e s divded o
ropimid thrce branches.
‘Weapon Proficiencie: Reqired: Bow OR crossbow and sword (any). Recommended: Knights of Furyondy: This branch once
Hann el polsen (o P bt Wipo fcionsits 507 counted more than 200 knights in is
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onder, but i now seuggling o reach 170.
s major concens are recruioment and the

enance of ts strongholds such as
‘Castle Hare. These knights are ot likely
o direcly guard the City of Greyhawk,
bue

PLAVER-CHARACTER KITS

from Fus i st e The Kighs dils e Cyof Dyves o
deasing g odnie e Fecpony. Soms hoscliy and
4 Dol e My oo The El o Vit e
sl
Membership in any of the three branches i limted to fecemen and -women who have

may wach by realms of
Dyversand Verbobone, in pariculr trying
o proes i e depe i Dy
and Verbobone them,
suspecting that = Roigha wenkibe
happicst with the two reslms absorbed
into Furyondy. The Knights of Furyondy
accept human and half<If ighter,
and rangers of thind level and

they are sworn to protect. This proof of

g b ,x.m indeeds 2 vl a words thos who merly ma peches cam
ach branch has tests of skil, br ik

a.pxm;y ool Pma

i g s ahesogh ST h A
g e i e e e orcign Quarter of
the Ciy of Greyhawk. Knights of the Onder ca be found visiting the City of Grephawk
o consult with Sir Lemajen o recruit new members

paladins
higher who pass thir test. A new recruit Knighes of Furyondy
is ot considerd acped unl e, Elghle Clase Fighier, i, roge
e her wraining. l: Requiced

Knights of Veluna: Wtapan d sword. (m) ut:pl m:m pluschoose
120, these knights have be e rossbow, hors
ther ranks again following the Wrs. Once horseman wachammer,
almost entircly made up of seasoned Nonweapon e st handling, heraldey. Recommended: Animal
et (76 ol S gl 5 i, e Mt o, s i oy b

resdesvmme

pend i ke g

od s nd bl prios of ot
sxth level; half

Equipment niiates ae expe ovide their own mount, a suit of decent armor
s g o nd:) i0d oo bacle wiapons. Members ar xpecd
flx asistance to worthy

it
Horss) tha are desropedin bacle. The rdee provides all mermbers with 3 abad (golden
stagh antlers on an azure Mgma) and other insignia of the .a

[ delly ng’m of Velun ae lkely
may revere ocher
M i e kv S
Fe
Kuighes of the High Fores: A orde
made up excusively of lves, this branch
currendly has oly.4S members. They are

Bencfits: The knigh he members of
o of th three caders a any i, Kaighns of Fusyondy v 3 sl stipend (2.9
k) o i e ptas They oy o i i el of

Fuqmd Veluna g)\llku\dmmut:mwﬂlbelu

pecitir o oo i mght e e mlm acking
gt e destroying ek ) o B et o i 0
s e s e ey
Special Hindrances: Knights of Furyondy are expected to be battle-ready at al imes.

Vesve superior when the boundaries of Furyondy, Veluma
Bl i e ey " eventof
ey need the income. bacce or whecher she s excused from .
e bghe et o g Tuz has ta 1 d l che knighely onders; any

Role: Knights of the Order of the Hare
spend time policing cheir res
maintining their strongholds,tending to
morics to ensure battle-readiness
and dilling, They are respected by the
folk of their nations buc have a long-
scanding rivalry with the Knights of the
Holy Shiclding. The Knights of the Harc
that the Knights of Shiclding
behaved foolishly when they missed luz's
attack on their country, and refused aid

find herself pursued by fiends or agents of luz at any ime.
‘Wealch Opeions: As per rules for characte class
Races: Any human, half<lf.

Kaights of Veluna

sk s, grooy O wesporsnch

i ), plus choose
P o) OR e Recommendc: Cmubaw horsemaris . Horsemarts
mace, horsemanspick, morning sta, wathammer. Prist may vary required
esponsbased oo e allowines of thes dey,

N Animal handling, R ded: Animal




raining, armorer, blacksmithing, heraldry, riding (1and-based), s A knight who spend more '
weaponmiching, weathet sense. exclusively inthe forest may suffee a - or
et New b s o s e o e (duin sl i prsy by o s
o betr) and a st bl wepons, andall memes st mincain o checks dealing with dxp!m’m(y, etiquene,

ipment. Th faces them as necessary). o .
stag’s andlers on a black background), and. e insignia. noble o rles His sl have merly

Special Benefits: The knights may ask for assstance or hospitality from the members  grown rustys a few days or weeks in 2
of Loy of the three orders at any time. Knights of Veluna receive a smal stipend (3 gp  court seting will eiminate these pensltis.

) e s e ey e gt e il ol Tuz or his followers may pursue a
Foponds,Veuns and Fighial, 1l be heard within 24 hour member a any time.

Knights who petition rulers for vttt i e e st i Wl Options: As per rules for
chance of getting i (the DM determines any abiliy or proficiency checks that may  character class.

apply). Knighes of Veluna gain 2 -point bonus to any checks required when in Races: EIf, halfel.

use the knights are sworn to be batle.ready,they must remain
iin 0 s of e e e Vo e g o it s Arpamticns v i

sy o g G peo, bl oo gl ey o MR Ao,
= expected to recurn in the event Eigil Clue W
Tz secks o destroy all the knighely orders; any y be pursued by fiends or  Description: rlirerys the City of

g of Ly e Gnyhzwk this prestigious instiution

eath Options: As per ruls for character clas, is also known as the Wizard School or
Races: Any human except Rhennee, half<If Collg of Magic Lo deas

admited by invitation only. and
Knights of the High Forest it g ot o

Eligible Class: Fighter, anger. the continent. Scudents of alllevels
Secondary Skl Regied:Bowyer/lecher, room, OR weaporsmi \...(1\..;,“ Olevel) )= be admicted. A

i Dabichcie Ragsint S (7 javein, polearm a year or cwo in
(any), OR spear. Recommended: Bace axe, S el e v il o i el e
oo ik, o o). oo e, off adventuring and
Nonweapon
Acim! b, mieul g ukaghw e htl\ldry, e good way for 2 character who wishes to

sding, languages,tra ponsmithing. become dual-cassed to get stared i her
Batunceih gt e ngh Focs s oo o pre il s new career
lable to who  Role at the
b arit uubluhzd members who have lost  horse in combat The  university are highly respected by everyone
orde provides a tabard (gold g o s b of e chol. Membens e
Spee Bencion Wkl chebights s e o off b nd fond sometmes ut by desperate fok in
themselves,chey ae als y o mealof migt it el o
encounte. It is considered  great honor for  family to i Knight. charity work and likes to hear of several
Knights of the High Forestare paid a stipend of | gp per week fortheir upkeep. incidences of pr bons spelcsting peryesr
Because hese knights are skilld in woodland combat and they know the forest well,  from each member
they may secedy observe o track a intruder for one full curn to gin a combc Secor 0-or stlevel

advantage. Following a sucessful Wisdom check, the knight (and his pacy if any) gains  characters, Seibe, Fot highe levels,any
the advantage of surprise plusiniiaiv for the firs round. A knight may study an enemy  Weapon Proficiencies: Reqied: Dagger
only once per combat o gan this advantage,chough he can use hisability agan in an  dars, knife,ling, saff

s e e Nonweapon Proficiencies: Bonus: Speleaf.
Knights of the High beenin y Recommended: Astology:
knowledge of magical gades,stands of txeant, o other unusual fearures in their woods, riing g (i)
Hindrances: This order of knights has few sesources, and the ment: In order to enter
themselves are spread  bit thin. They tend to cravel alone to v G- s o s ned

&
50 ae vulnerabl to attack. They are expected to remain within five mills of the Vesve o equipment. At higher lees a east one
Forest, and must sk permission of a superio (o venture more than a day's wavel away  spellbook with pages to record nev spells
from the are is required. When  term of sudyis
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PLAVER-CHARACTER KITS

Finished, 0- and le-level ch

take che spellbooks they've constructed
with them: ac highet leves, 2 magica item

of ippmpm(eup“:wtlr my‘:fma @

potion o scro aringor

wand for higher I

Special Benefics: oS study

normally memorize four stleve,three
2od-levl, two 3rd-lvel and one eh-evel
7l o grendo v e iz
e universicy for
of fludv i ring foclendaad
one during fourch level) she could
cmoiz fe I evl,foue Zadleel,
w0 3rdlevel, and one 4t level

rized spel of e
{the R Lol sel 5 wped rom
Evaine’s memory.
Spocal Himdaens: Sl e i

is ol xpected i make e f:bwl!ﬂxpp«lzvd.whmmmdﬁm

I © leave, i the Ploers
Findk o 'um)xwﬁ, Popleof highes e e aapecid o sppos v
idizes at

but che school those who are truly needy.
Races: N hzlﬂmg o dwarf L but thats not
0 s2y one wouldn' be accepted. Humans are the most common studets, followed by

alf-ve nd e, A few gromes v ssaied e No R hve e ende,

GreviAwK Twuas

il Clse Thif (st o sl cough t b i)

Descriy g5 are thieves who rely on brute force to commit their crimes.

i have g ri pomeats m\.g, mpx.ma by i s, snprincled

 port authorities. rackes,

g\.,mm.\ e i e ot i e s Bl

il e e A h . vle,oghenin B, ey abvaysmae (e
in Hardby) and heavily armed. In some ciie, highly paid thugs are unofficially used to

Jecp ode i vl o el nighborhoodschough they e corupe

peaceh best.

Thgs are most common in et e e, parilcy wespors and o s
where hieves aze common, are well entrenched, and large shipments of
kbl s i 0 b v o ke, I the oy b et it e
is not Good, thugsareall the more likely to exist. Within these parameter, chags are
gty e e ki of Gyl Dy e, farwel and Hardby, as wel
¢ inohe oo s of the Wid o :nd o Pomar,he o of the S Prces

the former Great Kingdom (cspecially along the ives and coasts), the Sea Barons, the
Locihip ofthe s, Dl an o' Empie apecily n de Bt Lank)

by o s vy ofcn hman women, i iy vas e rled by 8 gy s
s 3 song emale
Half-

hail from H.g.,,m ik Py e A Bt bl e e

Cosst wereslain in 584 C¥, i reaction o the rise of the Orcish Empirein the Pomarj

‘under Turrosh Mak. High-level half-ores ae smilarly rae in the Ciy of G
Guild

0 remain close to the facilty (in general,  apparently they were targeted for assasination by persons unknown.
yiin & SO-mle v o the ity of o Asasins in Grphavk neve ed bl gl s e dearme o e
gain Deaths of the
turing during the course of study. If  Safecon W of the Gk Miia
- idvmmnng party pecitons the staff  Role: A thug s unimaginative and brucish, smconcemedwi g s of marlity s
n\ddueuummmﬁd:hznﬁddmmwn oo o e el e s s s pcgh Alﬁugonm:dvmm«wmddf\mmm\
would benefi the seuden, a5 a part-time fighter with mediocre thief skil;sill, some ips areric

be e for e upil 0 x:sump:ny her

dungeoncering
about i compunions. A demibuman thug s iy an outcs g h., =P

d h sewhere for pase crimes, A half
cptdmen An e b e el ey e ﬁn'ly ol l gy o oy e s btu;n
chaperone, observe and adrise. s o oo sl o il

5 it e i o e
sptnd time

sponsor
student’s behalf. The faculy does sccept
those who have no money. A student
enterng the universicy a¢  higher level

s casly ol oo add more dep o thisper. A thog cold v grave
anxietes and doubts abou his abilities and feel he constantly needs to prove himsel.
He could have a rough sense of honor and fight worchy. oppeneas By, proig

himself loyal to  strong leader. He might vent his rage on evil beings, religions, or
roups atbamed i in e pas by denks .umg the money he loots
o s (1 md: sortof Robin Hood). He could be rathe charming for  brutal

ed with  comic touch 2 3 dll-witced ough wih cnerdone,
Secondary Skills: &mb}«, groom, mason, miner saior or ceamater/frighter.




Veapon Proficiencies: Required,/Recommended: See “Special Beneits”; otherwise, any
il wespon.

Nonweapon Proficiencies: Reqired: Icimidation (PHBR2. The Corplt Thifs Havdiol).
Recommended: Alertness (PHBR 1 handling, blacksmithing, endurance

(PHBR), gaming, local history (for e city), looting
i GF saloc 1 sailor). i (PHBRZ),
Equipenent: No boous equipment s gained. A thug i waly nkennpt and unwshed,
seedy and suspicious in behavior, and physically powerful in appearance. Armor and
clodhingmay thow of arm a0d chest sculature, s bics of solen jeveey (roge
necklaces, bracelets and so forth) may be displayed. At least one and sometimes many
weapons are i evidence f 3n unus i e il iplyd O s.muu

T s wpx:a\. Armor, weapons, o
othee possesions are rarely of good quality but are abways well used.
‘Special Benefits: A thug gains a bonus weapon proficiency slot a s level, and he has the
option hen o learn a weapon not normally allowed o chiees. Thisnon-hef weapon
must b( oot e g ik 23 o g 5, oo
o whip. The weapon costs only | proficiency slot o learn. No.

— oo m.gr spon cn b eaend e i s A te DM cpin e g can
instead use an unusual weapon from The Camplee Figher’ Handbuok ot PLAYEX'S
i & T e behymg pin, chain, gaff/hook. net,
shariken or mlm ‘Some unusul weapons are approprise for thuga who dovble 35
ailons hat could be picked u

ALl e weapon slosshould be lled wich nurmal d\m veapons s pes the PHB

Special Hindrances: A thug canno start
SR i
Minimum Dexterity 9,
oot phrpoadiat s

are required.

Though the thug i vy good a combar
compared to other thieves, he is worse ac
using normal d\u—vmg skill 2 he rlies

from others by
e e o by sl Ao mull, e

counting racial and dextericy fccors), but
put up to 30 of those points in 3
single skillif desied. Addicional point are
receved with cach leve as per the PHB (30
level, masimum

points pee of IS points per
one sill. A thug docs not gan any abiliy
0 read languages, however, and he cannot

write Common, orish, or other languages,
he cannor take hese as bonus
proficencies. He must ake a normal

The thug canalso

thag i chosn

= ul

choose at ng proficiency, expending
Corple Frs Hordok by, panchin o el et il e e e
reading/ writing proficiency at It eve.
A thug gains 5 o cml skl b i b o A thug at 10ch level gains followers, but
= = w.u Albe o iews

sy with
Lo mieepront el ey, pioni o o

Iugb (Consittion sores (+ox-+2 pr i i The uppee angefor hic poies s he sae

h-.m-] A e
As  lower-clas individal who cannor

g g
faces considerabe prejudice in many
ocsams.Nocoa NPC izns

g has @ igher average
w.m.mi ‘melee combat.

+2 modifier to their
ot i s

paying
i, o bt it sl
proficencie. Proficiencies from the Wizand or Prist groups, however, cost one addicional
profisiency s cach, s usl

wgs.
(ogh artd cirlians will o mrsad
o ghing) This im0 44

i he o . bbb O

If the DM do
owees i o o v penkis o hieiog o ;h.\h Un Tibe38n o
pa

d i such penly
wrmd d\ugx as \‘hryscr i

thog © e e
20 poins per level afe the It o istribute o his hieving skills,aloing 0 points ac
most o any one kill A thug cannor learn t use a shield: he wants both hands “free”
If e ol Hisoryprfcincy ly e g a
the |lmg lu\aw[rdgz of |a<.| b s e plxel and ukhmm he canuse o
f heisi
T e o s e peaiciocy s Tk i sl
b o ol oo it s g e . At ik e

Recesary — expu\dabl

‘Wealch Options: Thags scarc with 244xi0
(20-80) gp.

ey g iy
halfelf.




Half-orcs as Thugs
Half-ores have marked advantages over

o visual penalies
in full daylighe,unlike orce. They make

excelent go-betweens with orcs o other
humanoids, as they have few o no tibal

PLAVER-CHARACTER KITS

Hlf Ore Saisics
(sdapedfrom PEBRI Te Bk Homi
Abi st seaard (‘cmmumm. 2 Charisma.
Aoty oK o e o i
Sngh: 618 18/00 posise for fighter)®
a7

lopalies. And they

tro0ps, a5 they have s0 Pl
i o for gainful employment.

OF couse, inth wake of the Grybavk
Wars and forc axe

exremely unpqpuhl in cicies borderi
Mk Onesh

March, the Great Kingdom of
Northern Actdy,the Yeomanry and the
now-fee land of Scrich.In many lands, .
half-orc is open to physial attack

deric,clecic/chie, (Reminder: A thif with
w.hughlma-»m..dm‘ ».,..,,,.k“,,npuxm e Bok o
Hnanoids can replace th clric clss, but i does mot allow for broad advencuring:
n.- Dice: Per character class.

ent: Any
N...,.,x Arnor Gl 0
Hughz: [60/58 m:bn (:W; + 142 inches (modifir)

ly upon being
in Safeton and Narwell were exterminated
in 584 CY in a single nights violence,
Nonecheless, hlf-orc thugs of non-evil
ment can make a

adventurers. They. e
o Bafing ad oo kil aance
mmuch ot quickly o e/t

ight
‘mix of magica items and proficiencies.

(base) + 610 bs. (modifir)
Surting Age 12 ym, (base age) + 1d (variable)
Normen Ag Ringe: 60 s () + 420 s sl
Average Maximum Age: 70 years

Ao Bffcs Midd

0T O Age =40y Vel e = 0 e
Thicing SkillRacial Adjosament. Pick Pockes 5%, Open Lok
Find/Remove Traps +5%, Move Slexdy — Hide i Sadoms —, Do i 455,
Climb Wlls +5%, Read
e il i e e o pus”
2 human becauseof their buman physical appesance. If dsconre, thy
ejected and despised by both orcsh and human

ly
miliary duty. A halFore may hve 2 predisposiion from an orcish
parent oward brute-force aggression, lawulnes, dominance hierarchis,egotism,
brutaliy male superioriy,  hatred of demihumans,disespect or the weak and a
carnivorous appecite b th player may apply any personality desird. Hif-ors are

of d sl of extreme
racal prejudice and paranoia of orcish invasion and infilrtion. However, th Cty of
Geephawk hs o had 3 small opulion of halors, even 1 vhenthe formee Olfgach

was in the area. The most important "
v 0 s Sk Gobaplk, s of Bt
who works and livesin the River Quarter.

 halforc at pmen( is the aging but sell
and Gravediggers,




DwurroLx

“This broad kit provides character satstics for creting dwaef PCs who originate from
Greysmere, Karakast or Dumadan, the theee mjor dwarven strongholds tha lc within
the Cairn Hills and the Abbor-Alz, roughly 150 to 200 miles southeas of the City of
Greyhawk. About 700 (1%) of Greyhawk’s residents az dwarves, many of whom came
0 Greyhaw from Greysmete. Dwarf PCs born n the City of Greyhawk do not use
s kie

Class Requirements:
Gromre: The doe can e it doic o B/ csc ol o dics (3

rire, and no opportunity exists in rigrays thieving alents to be .,..,m erleaned A
Greysmere dwarf who laves the clan to become a thief i the ity of Greyhawk ot
elsewhere is not welcome back into the clan if discovered.

Kanshas The dwarf can be a fighter, cleric,thief, ighter/chief or ighte/cleric. The thief

stronges and mose miltrly sble mermber

of council the leader (the

“Bartle Axe”).

Al Deepening affliation with City of
h Greyhavk Miliis;

‘pages 1819 and 28).

Agpeaence Medium or dack olve kin ot
light brown skin; rd cheks; brown, green,
o haze eyes; bright red or medium to

dark brown hai/beard. Height and weight

is acually a military scout; he docs not belong to a thievs'guild but instead has worked 35 per Tabe 10, PHB.
He d ¢ cant. Al ing skil Tpial Bronality:Vecy formal, coldly police,
Kb dependent, insul
Dunder The dot cn be s B, for li  cochire el
ot tolerated within the ln, though Dumadn outcsss and wandeces might bestri i,

Earomy: Gold,silver and pltinum mined
and worked into jewelry for sale or rade.
here

s F ch bl

from each.

Groyomere
il Foriied underondmine ey omplos et o the b f g i A
entey il (Dwarfwal)

i decp in
hei mines. Skimishes with ores from the
ot nd st bmanoids il gans
and monstes nearby are  pro

63 and 76; GReranK Adves, pages 8-19: From te Asbes b e, Als
pages 92-93)

Majr Algrment LG

ppaanc: Light brown skin ed cheeks brown o geen eyes:; black, brown orgray
Hae/beard. Heighe and weigh a per Table 10, PHB.

Typal Frsnliy: Idependen, insla, millan, provud,selusive,slf-sufficient;sometines
crude, ill-mannered, or sty

f i Flanas,

tools and weapons for rad I from
3

G Encounteriog sl sod dangnv\u ‘monsters d«p in mines; skirmishes with
s
¥

Karshas
Hel: Hollowed-out round hill made into  forzss, with catle on top and exensive
unnels and caves below:

Pl 600+ alt, one lan.

Gneramen: Milian theocray. Council mermbersace hosen by sl of serngeh, with the

Player's Guide to Greyhawk

All Dumadan
ar fully exposed Hold: plex
Rpulaion: 400+ adls, one clan. high on 2 mounainside.
Govemman:The clan i loosely ruled by a benevolent autocracy. The Headman (s on: 800+ adiule, one clan.
setid o/ adentr) i clcid byl lades he cuen eade Fionor the Ko | hprman i e o bl o
i« hospicabl to all wellncentioned visicors. ‘wisdom and poetic ablity: The current

stan affliation with City of Greyhawk by mucual-td pace (untaxed). s, el e S, i, Wik

Mr R, Ul (0RO Corria e s, lrmgrpy g 47, and i pges have divination powers.

Alles Distan affliation with City of
Greyhawk cheough the Greyhawk Miltia:
formerly governed by Duchy of Urnst,
which i till refered by the clan
Greyhawk by clan habit and wadicion.
Mo Relger: Moradin (AD&D I Editon
Lands

1819 and 27)
Mair

ey Height = 47/45 inches
(b + 248 s (i Weighs =
140/10 pounds (base) + SdI0 pounds
(modifir)



Typial Brsnaly: Law-abicing, hard-

Eonomy: Iron armor, tools, weapons

Prme Requi: S
Riaks Love o il cas (opperciam dacve et never leave thec

,mgwla and other dwares ofen travel to make their fortunes)

HieDieType: Sandard pe das

per class
St )

gems (especially moonstones) mined an
kel i oy s other works of are
forsle or

G Cla o il e

Goharks e, s she oo il
a small bt to Urnst out of habie

Specl e All D of Gyt
PCs have the following standard specal
e o

* 20% chance for magical-item
malfuncion;
++l atack-roll ons s s hlforcs,

goblins, and hobgoblins;

Spel Abliy Yoo for dercs enly
Exceptional Strengeh? Yes, for fighters only
Esceptional Constiution? Y, for fightes only

Proficiencies:

‘Weapons Slots: Standard per class

Initial Weapons: (2H = must be used two-handed by dwarves)

(Clric As prescribed by religion. The religions of Ulaa, Moradin and Clangeddin allow
el

clercs to ake proficiency in nor cee weapons, but each requires one special
yrapon b lced e el by he k. Ul i s ke 3 v e o
footmans ‘war hammer; and Clangeddir's cl

ke a bacle axe (no shield

B i vpons s he ke ) et o ug“ oo @H) havy
combo (2H), dge, v s i foormarsflail 2H), footmar's

Sl ik 0 s GEDY and shrs aord The el @) i ]oﬂg
e ax posible such as small, one-handed

e i B sy e picks e b oo

darts,and the short bow (geeatly preferred by hunters over the crossbow).

i Typical weapons incude the hand axe, lub, dagger, dart, hand crossbow knife,

Iy short bow g sor o

‘Armor typica for clrics and fighter s chain mail or beter, with 3 helmee and a small

o medium hild (Sied e depends o he weaponsemploed) Kok hicscout

ok oll)

applid aganse all ogres, wolls, ogee

magi gianes and ians who fight

dvarves:

* 60-foot infiavsion n darknes; and
bi

y e e/ chices. Exch dva's hicld

* ms of the dwarfs
Aicona Weapon Proitomin S S per cass
Additional Weapons: Sec “Iniial Weay

0 ©
(dungeon or mining) phenomen.

prrioen wauyul Pro Saandard per class
Avilable Bupnu Standard per g o pcicnof g Do Nonnespn

Ability Requis vt ps rom PHIR' Th Compla sk of Dvars chapcs
dharace gans 3 +1 B Norwespon Prof I dvacves, whecher Karaksst or
a-lpemliyothe Do in speking, eading and

Charisma score. These abilty adjuscments

h..g..g(; dwarvis and oo They can choos 1 la o spesthe Follwing

choge o e fom o of e e anguags bt st oy s i bogge (moden) o e cach o
S ol hill
Grysmer: +1 o Constiution, ) e
© cha he number of langusges allowed ech characer by Itelgence, a shown in Tble
Karshst +1 o Constintion, of the PHB, be taken instead 2s nomweapon proficency slots, s pe the optional rule
+ 1o Sangth, 2 10 e in he i on el
+1to Consittion, from Greysmere, Karaks a adan also gain two bonus
+ to Wisdom. o codmnceand oca hiery (slm stronghold). No slots re expended in
s i sy o acqiiog chse il
» Karskast, Proficiencies: A ls-lvel dwarf fightr from each stronghold must
iy Somgh o 15 = fuuw'mg nonvssponprofcinie which el par
and femals b gth often seen




the usual ules, bu they are not required to do so. Standard point costs for taking these
proficiences sl

(sieznen fig), ¢ fish farm),
Sy x.mwmg, mining, stonemasons
e L i Wi, by e Wi
snares, survival (hill),
anader, Agriculure (s (o g being)cricic  biliy (many sorts),blacksmithing,
s i biory s dvae). il e o, o, g
(il

st Animal b
abiliy cooking, direction sens, endurance, ciquete mm& aming buing
lestherworking, mining

Sl b e S o o o ol B oo apol.
o st s pofcicis bt e EB
Tie onplo Bk o Dy copie 5. O i pesfciemcie e poskle —
player can justify theirearly acquisiion to the DM. The nomweapon proficiencies most
recommended from PHBRG includ
sl Dwarf, Appraising, armorer backsmithin, brewing, c
ogincering i g fng econiion (PHRS) berdy e
i (FIRG) miog, o e e camares o, mling (PHBRE)
stonemasonry, weaporsmithing.
Wirror (Fighr): Alectnss,blnd-ighs (il

.

d).
St As per Wareor,plus: disguis, [vlgn-v lip eading, st snars,
wmbling, venlnleqmsm s g, specly of oy s e ecommended
i Gl ocins iy (dvare), g b g el

ecial Benefit: The Dwur of Greghavk do not have many special mug:s beyond
ihose desrbed i ki Howeneshes s imporat diffeecebeween chse

starting ages and

:;mm As per darf entries in Tables Il and I2 i che PHR.
Karskus: As per dwaef entiesin Tables Il and 12in the PHB.
Dumadan: Sarting Age 35 per dwacf entry in Table Il in the PHE; Maximum Age Range =
300 years (base) + 24100 years (variabe). Material on dwarves in Tabl 12 is replaced by
the following for mountain dwarves: Middle Age = 150 years; Old Age = 200 years

e e s vt il
Special Hindrances: The Dwu of Gyry)uwk e o special disdragesbeysd those
mentioned in this kit

R s v

il Requirements: Grysner hll dwarf o il vt Do s
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PLAYER!S GUIDE

THE FIRST WORLD EVER MADE FOR THE AD&D® GAMI

Return to the roots of fantasy roleplaying with the Player's Guide for
the Gaeviawk® campaign setting—the original ApvanceD DunGEoNs &
DraGONs® game world! For newcomers as well as old-time fans, this
book s the doorway to high adventure.

Enter the Flanaess—a crowded cluster of kingdoms and states, great
and petty, struggling for survival and supremacy against one another
and countless foes both internal and external. Learn about the nations
and cities of the world of Greyhawk; the leaders and rebels that affect
this war-torn land; the races that inhabit it and the creatures that
threaten it. Use this book in conjunction with TSR’s other Greviawk
game accessories, or to begin your own campaign in the land that
helped shape the AD&D® game, the world that even now defines
‘excitement and intrigue.
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