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About GURPS
Steve Jackson Games is committed to

full support of the GURPS system. Our
address is SJ Games, Box 18957, Austin,
TX 78760. Please include a self-
addressed, stamped envelope (SASE) any
time you write us! Resources now avail-
able include:

Pyramid. Our bimonthly magazine
includes new rules and articles for
GURPS, as well as information on our
other lines: Car Wars, Toon, Ogre
Miniatures and more. It also covers top
releases from other companies 

—Traveller, Call of Cthulhu, Shadowrun.
and many more.

New supplements and adventures.
We're always working on new material,
and we'll be happy to let you know what's
available. A current catalog is available
for an SASE.

Errata. Everyone makes mistakes,
including us — but we do our best to fix
our errors. Up-to-date errata sheets for all
GURPS releases, including this book, are
always available from SJ Games; be sure
to include an SASE with your request.

Q&A. We do our best to answer any
game question accompanied by an SASE.

Gamer input. We value your com-
ments. We will consider them, not only
for new products, but also when we
update this book on later printings!

Illuminati Online. For those who have
home computers, SJ Games has an online
service with discussion areas for many
games, including GURPS. Here's where
we do a lot of our playtesting! It's up 24
hours per day at 512-448-8950, at up to
28.8K baud — or telnet to io.com. Give us
a call! We also have conferences on
Compuserve, GEnie, and America Online.

Page References
Rules and statistics in this book are

specifically for the GURPS Basic Set,
Third Edition. Any page reference that
begins with a B refers to the GURPS
Basic Set — e.g., p. B102 means p. 102 of
the GURPS Basic Set, Third Edition.

NTRODUCTION
he world you are about to enter will appear both familiar and
strange. Yrth (pronounced "eerth") is a world much like our own. Its
sun and solitary moon appear the same, although the stars are totally
different. The year is the same length and the seasons come and go

just as they do on Earth. The flora and fauna of Yrth are, for the most part, identi-
cal to Earth's. Even the human cultures of Yrth have their roots in our own past —
the countryside is dotted with great mosques and towering cathedrals. Indeed,
there is much here that a modern Earthling would recognize.

Yet Yrth is different. It is a magical place, rich in mana. The wilds of Yrth
are prowled not only by lions, tigers and bears, but by gryphons, dragons and
other magical beasts. Evil spirits rise from ancient crypts to stalk the night. And
humans, the most common intelligent race, are not the only people inhabiting
this land. They must share Yrth with Elves, Dwarves, Ores, Goblins and numer-
ous others. In some areas, they coexist peacefully; in other locales, they do not.
Yrth's whole history was changed by a tremendous magical backfire, the
Banestorm (see p. 6), whose effects spanned not just continents, but dimensions.
It was this event that brought humans to Yrth.

Here is a place where our earthly fantasies are reality. To one who is jaded
and unimpressed by our own world, Yrth is a land full of wonders. Its deserts are
just a little hotter, its winters colder, its forests greater and its mountains taller
and more foreboding. Sorcerers weave arcane magics and brave warriors battle
creatures out of legend. In Yrth you will find adventure, romance, intrigue and
mystery. Those who yearn to perform great deeds may do so — if they have the
courage — for this is a world built on a heroic scale, full of awesome challenges,
great dangers and even greater rewards.

About This Book
GURPS Fantasy is organized into six major sections. The History chapter

outlines the major events of the millennium since the Banestorm, and includes a
timeline. Cultures describes the feudal society of Yrth's humans, Islam,
Christianity and the most prominent nonhuman cultures. Kingdoms provides
detailed descriptions of several important nations, including information on gov-
ernments, history, important locations, geography and famous personages.
Characters contains GURPS statistics for Elves, Dwarves, Goblins, Halflings,
Ores, Reptile Men and other intelligent races, as well as jobs, skills and character
types. Creatures describes some of Yrth's unique fauna. The Fantasy Campaign
discusses how to run a fantasy campaign and build your own fantasy world, and
provides suggestions for scenarios and campaigns set in Yrth.

Ytarria
This book concentrates on the continent of Ytarria, located in Yrth's northern

hemisphere. A full-color map is included. There are other lands across the east-
ern and southern oceans, occasionally visited by trading vessels, but these
regions will be left to the GM and to further supplements.

Ytarria itself is about the same size as North America — roughly 3,000 miles
across. Its climate is basically temperate, but it is sufficiently large to have
weather ranging from arctic to sub-tropical. There are six major kingdoms — five
human and one dwarven — and a host of smaller principalities and independent
settlements. There are also substantial wild lands and unexplored regions. Of the

4 INTRODUCTION
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five human kingdoms, Megalos and Caithness are Christian; al-Haz and al-
Wazif are Moslem; and Cardiel is nominall y Christian with a significant
Moslem and pagan population. Other familiar peoples and cultures, most
notably Jews, Chinese, Zoroastrians and Hindus, are represented by close-knit
minority groups spread throughout the continent.

Religion
Some of the best roleplaying campaigns

have a religious element, yet no subject is
more controversial. Fantasy writers (of both
books and games) often take the safe way out,
providing superficial mumbo-jumbo in place
of religion. Frankly, we find this unsatisfying,
if not actually obnoxious. Many roleplayers
seem to agree; given the chance, they would
rather be paladins of a "real" faith than of the
Temple of Gooble the Mostly Omnipotent.

Therefore -- with the hope that we do not
offend greatly – we have presented three of
Earth's major faiths, by name, as some might
have developed in a world where magic was
real. These depictions come largely from his-
tory, partially from the favorite stereotypes of
fantasy literature, and lastly from the imagina-
tions of the writers! For those interested in
more detail, we recommend Spenser's Faerie
Queene (for fantasy) and any good text on the
crusades (for history). We have found Durant's
The Age of Faith especially useful. The imagi-
nation, as always, is up to you.

How Religion Works
The true nature of religion in Yrth, or any other game-world, is up to the

GM's conscience, whim, and/or sense of drama. Some possibilities:
Nonintervention. Divine powers do not enter human affairs. Good works

and prayer may help you in the afterlife, but no one will ever know: they'll have
to take it on faith.

Occasional intervention. Once in a while, sincere prayer will he good for a
die-roll modifier, or a modest little miracle. The players should never be sure
whether divine intervention has actually occurred. There should always be a
"natural explanation."

Magical aid. Clerics of certain faiths receive an automatic bonus to learn
spells related to their religion. See Magic, pp. 84-86, for more information.

Active deities. The prayers of the innocent and holy can literally work mira-
cles, up to and including thunderstorms, partings of oceans, and angels with
flaming swords. Such aid is not granted on a die-roll, but is based on the GM's
opinion of the worthiness of the petitioner ("God does not roll dice.").

If this is the case, then forces of evil such as Satan are also real, and will
actively seek to corrupt and destroy – Satan is particularly interested in the
souls of mages and of churchmen who don not truly believe in their own faith.
Souls occasionally return from the afterlife (either heaven or hell) to warn or
threaten those still on Yrth.

One True Way. Any of the above – but the benefits are confined to a single
faith. Others are simply false creeds.

INTRODUCTION 5



The Banestorm
nee upon a time, Yrth was home to the elder races – the Elves and
their rivals, the Dwarves – and to the nomadic, barbaric Ores.

The Dwarves either enslaved or ignored the Ores; most of the
Elves simply avoided them. But one group – the Dark Elves – was

offended by the Ore's very existence. Their best wizards worked for years on a
"final solution." It is perhaps just as well that the details are not known, hut the
eldritch Elves fashioned what they thought was a great summoning, intended
to bring a merciless bane upon the Ores.

It failed ... badly.
The Dark Elves' spell backfired. Most of their communities (and those of

many others) were destroyed in an instant – blasted by a force that left only
charred, mana-dead scars on the land. Others of the elder folk suffered like-
wise. But the Dark Elves did get their "bane." Several banes, in fact . . . new
races, hostile to the Ores, but just as offensive to others. The Banestorm was
the greatest magical backfire in the history of Yrth.

Thus it was, 1000 years ago, that men, Goblins, Reptile Men, Kobolds and other
races came to Yrth. Plucked from their home worlds by the capricious power invoked
by the Elves, they found themselves in a new land. Yrth would never be the same.

6 HISTORY



The Spread of Humanity
Men were by far the most numerous of the newcomers. The force that

brought them to Yrth manifested itself as a huge, unnatural storm, which Yrth
came to know as the Banestorm. Ships "lost at sea," found safe haven on unfa-
miliar shores. Entire villages – torn from Earth by sorcerous fire or flood –
were transplanted intact to Yrth. Individuals caught in a sudden tempest while
on a journey never reached their destinations. Most of this occurred between
the years 1050 and 1200 A.D. – the time of Earth's Crusades.

The northern part of Ytarria was settled primarily by men from western
Europe. These newcomers found their feudal culture ideally suited to the chal-
lenges of their new environment. Strong, charismatic individuals quickly
attracted followers and acquired territory. Dozens of tiny "kingdoms" were
founded, often only to he gobbled up by more powerful neighbors. All of the
former Europeans found unity, however, in their common faith – Christianity.

To the south roamed Moslem tribesmen. Scattered over a wide area, the fol-
lowers of Islam adopted a nomadic lifestyle – traveling with their herds, raiding
their neighbors, and meeting at the few permanent towns to trade. In the towns,
however, the rich culture of the Abbasid empire survived. Small groups of
scholars and holy men recorded and preserved the science, philosophy and lit-
erature of Islam. The libraries and universities they founded are among Yrth's
greatest storehouses of knowledge.

In addition to Christians and Moslems, men and women from dozens of
other cultures were transplanted to Yrth. Significant numbers of Jews settled in
both Islamic and Christian lands. In the frozen wastes north of the Whitehood
mountains, pagan Celts and Scandinavians merged into fierce, nomadic clans.

And in the far northwest, "immigrants" from the Orient – mostly Korea and
Japan – founded the realm of Sahud. Here and there were also groups of
Chinese, Indians, Africans, Germans and Sla ys. Most of these smaller groups
were quickly absorbed, but occasionally travelers will still come across an iso-
lated village where almost all of the inhabitants have black skin, worship
Krishna and Vishnu, or speak undiluted German.

The Rise of Megalos
The great city of Megalos was founded in the year 1200 A.D., by Simon

Menelaus. Menelaus was a charismatic man and a great mage . . . whose goal
was to rule all of Yrth. During his lifetime, he built an empire whose capital
was the greatest and richest city in Ytarria – a status it still retains. The dynasty
which followed extended the empire's borders, using any means necessary.

Initially, Megalos' conquests came easily. The Goblin kingdoms resisted
for a time, but were eventually forced to swear allegiance to the Emperor and
convert to Christianity. The western kingdom of New Jerusalem, governed by
the Knights of St. John, gave no ground until 1350, when they were convinced
to join the Empire for the common cause of spreading the dominion of Christ.
In 1424, Prince Ivan tired of waiting on his indecisive father and launched a
personal crusade against the Moslems' coasts (in what is now al-Wazif and
Cardiel). He was eventually beaten hack. But Aurelius I followed in his
younger brother's footsteps and called a Grand Crusade against the Moslems of
the south in 1440.

This sudden transformation of what had been mere border squabbles into a
full-blown invasion galvanized the Islamic tribes. As a result, the three Islamic
nations of al-Haz, al-Wazif and al-Kard were born. Al-Kard fell swiftly, con-
quered within a generation of its founding, converted to Christianity literally
overnight, and renamed Cardiel. Al-Haz and al-Wazif proved tougher nuts to
crack. Suddenly, Megalos had foes worthy of its steel.

Timeline
1050 – The Banestorm begins to bring

humans, Goblins, Kobolds, Halflings and
other races to Yrth.

1074 – The Islamic city of al-Siyassi is
founded on the banks of Bir Ma'jin.

1160 – The Islamie Holy City of
Geb'al-Din is founded.

1175 – Benedictine monks establish
Drift Abbey on Ental Island.

1187 – Knights of the Order of the
Hospital of St. John are brought to Yrth
by the Banestorm. They found New
Jerusalem a year later.

1200 – Simon Menelaus founds the
city of Megalos. A powerful wizard and
brilliant general, he begins to build an
empire. The Banestorm begins to subside.

1229 – The Goblin Kingdoms join the
growing Megalan Empire.

1270-1290 – Northern border wars
push Nomads back beyond the Whitehood
Mountains.

1300 – The first humans, Islamic
tribesmen, enter the region which will
become Cardiel.

1310 – The Knights Templar first
appear in Yrth, on Halloween night.

1350 – Megalan warlord Octavius
Magnus convinces the Knights
Hospitallers of New Jerusalem to join the
Megalan Empire in "spreading the domin-
ion of Christ."

1365 – Octavius Magnus leads the
First Crusade into the city now known as
Tredrov.

1403 – With the forcible "help" of
Emperor Antonius II, the first Conclave of
Christian Archbishops is held in Mehan.

1412 – The Michaelite Order is found-
ed in Megalos.

1425 – Prince Ivor's Crusade; Megalan
Knights led by the Emperor's third son
descend upon the unguarded Moslems of
the south.

1440 – Megalos launches the Grand
Crusade against the southern Moslems.

1442 – The Islamic country of al-Haz
is founded.

1444 – In response to the Megalan
invasions, the northern Moslems form the
nation of al-Wazif.

1445 – Al-Kard is founded.
1470 – After years of war, Megalan

erusaders conquer most of al-Kard. The
region is renamed Cardiel and becomes a
province of Megalos.

1473 – The first Imperial Viceroy of
Cardiel is named.

Continued on next page . .
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Brennan. 46.
Bribes, 45.
Bronze Mountains, 55.
Brothers of Mercury, 53.
Bruce of Sterling, 71.
Buddhism , 33 34 
Bushwolf, 127.
Cabble of Denton, 72.
Caithness, 8, 9, 42, 55 56 64.
Calder. 8, 90, 93.
Caliph Hafsa al-Tait ibn Ishaq

al-Wazif. 85, 88'
Caliph, 30, 32, 34, 55.
Campaigns, 60, 133. 141;

cinematic, 60, 141; crossover,
133.

Canon law, 22, 23.
Cantrips, 137.
Captain Rashid al-Marqab. 52.
Candid!, 7. 8. 9 27  33 39  41. 42,

51, 52, 57, 89.
Carrick. 65, 69.
Castle Defiant. 72, 110'
Cathedrals de Saint Michael, 59.
Caustigus, 127.
Centaurs, 29, 38, 119.
Character, points, 135; types, 116.
Chivalry. 14, 15; Islamic. 15.
Christianity, 7, 21, 22, 33'
Church 43. 57, 58: hierarchy, 25.
Cities. 15: free or open, 16.
City guard. 17.
Claudius Maskill, 49.
Clergy. 25: Islamic, 32.
Clerical Investment. 116, 118;

advantage, 112'
Clerical magic. 112. 137.
Cloak skill, 61: heavy cloak, 61;

light cloak, 62'
Coats of arms, 16, 112.
Code of Honor disadvantage. 112.
Communication, 11.
Conall VI of Craine, 9. 42, 64.
Constantine. the Archbishop of

('lixtus. 64'
Constantinians, 28.
Corps of Wizards. 45.
Corps-a-corps. 63.
Cost of living. 142.
Council of Lords, 92, 93.
Count Aloysius of Zehan. 53.
Count Marcus, 47.
Count Sergius of Shambray, 51.
Craft skills. 113.
Craine. 26, 41  55 56 
Creating new races, 124.
Creatures, 125.
Crime, 19, 32. 59; and punishment,

Criminology skill. 113.
Curia. 21, 22, 25, 28, 49, 57, 65.
Cyphering skill. 114.

Dark Elves, 6. 36, 64. 104, 109,
120; cult, 38.

Deities, see Gods.
Dekamera, 51-53.
Denton, 72.
Diophrates, V, 8; VI, 8; XII, 42, 48.

54'
Distilling skill. 113.
Divorce, 22, 23; Islamic. 33'
Djinn Lands, 9, 65, 76, 78.
Domitian Code, 22, 24.
Dragons, 41, 55, 70, 112, 126, 140:

magic. 126'
Drift Abbey, 7, 57, 59, 60, 61'
Dueling. 59.
Duke Bran, 55.
Duke Thomas Mehan, 50.
Duke Yivirrl of Sho'joor, 53'
Durham, 71.
Durinann II, 104.
Duty disadvantage, 112.
Dwarves, 6. 8, 27, 36, 38, 44, 54,

55, 65. 68, 76, 91. 102, 104.
108. 120; mages, 105:
104-107.

Dyeing skill. 113.
Earl Gavin of Dekamera, 87'
Earl Hadrian of Quartedec, 54'
Earl Sigmund, 46.
Ekhans. 50.
Ekkaron Ill, High King. 104.

107'
Elder folk, 36.
Elves, 6, 8, 27, 36, 44, 48, 65, 67.

68, 76, 88, 91. 95. 102, 107,
120. 140; magic, 109;
communities, 38.

Emir Ayyub ibn Qasim al-Azraq,
87'

Emir Harun abd Ishaq. 88.
Emir Jannar abu Talha al-Pradin.

87.
Emperor's Forest, 47, 50.
Emperor's Guard. 45.
Emperor's Wall, 8, 41.
Ental Island, 57.
Excommunication. 22.
Faramon of Aliar. 94.
Fast-Talk, during battle, 63.
Father Jobert, Abbot of Evrow, 26.
Father Sir Richard of Valmont, 47.
Fedayeen. 31'
Fencing. 5; optional rules, 60'
Feudal economy, 15'
Feudal society. 1(1-14'
Firuz, 80.
Five Pillars of Islam, 31.
Franciscans, 28.
Gabrook, 8.
Geb'al-Din, 7, 29-31.34. 73, 75.

79, 83'
Gebel al-Hikmah. 73, 79.
Gebel Thamad. 87.
Giants, 39. 120.
Ginnargrinϗ106'

Glassblowing skill. 114'
Gnomes, 38, 65, 91, 121.
Goblin, 8, 27, 38, 44, 58, 72, 121;

names, 42.
God's Fence, 76.
Gods, 5, 36, 112, 138.
Government, city, 16.
Governor Taavjekii. 53.
Grand Crusade, 7. 30'
Grand Hospital, 56.
Grand Master of New Jerusalem,

55.
Grand Master Sir Gilford Perren-

nius. 27'
Great Desert, 64, 66. 127.
Great Forest, 65.
Great Games, 84-85.
Great Roads, 42.
Greco-Roman cults, 36.
Gryphon, 128.
Guard mage, 17.
Guilds. 16-20, 44, 51: adventures,

19: dues, 17; organization, 17:
types, 17'

Guillaume of Lurnan, 96.
Gunpowder Plot, 133.
Gunpowder, 9, 20. 59, 139.
Balaton. 94.
Hafsa aI-Talib ibn Ishaq, 82.
Half-Elves. 109, 120.
Half-Ores. 122.

Halflings, 27. 38. 44. 68. 69, 76,
121.

Harding, 131.
Harpy. 128.
Hashish, 78, 89.
Healer. 117.
Healing, 113.
Health. 113. 138.
Heavenking of Sahud, 46, 97, 100.
Hellshark, 128.
Heolford, 8, 103'
Heraldry, 16; skill. 113.
Heresy, 23, 25, 49.
Hidelban. 28, 49.
High mana. 57, 58.
High war. 46. 98, 99.
Hinduism, 33.
Hippogriff, 128.
Hobgoblins, 38, 65, 121.
Holy City, 30.
Holy Kingdom of New Jerusalem.

41.
Holy orders, 25.
Horses, 54. 81, 131: breeding, 55.
Hospitallers, 9. 25-27, 41  55 56 

92.
Hospitals, 28.
Hostilius, Viscount Rufus. 46.
Howarth of Alimar. 94.
Hunt tower, 50'
Hydra. 128.
Hyman  53 54 
Illumination skill, 113.
Imam, 32.
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Income, 114.
Indulgences, 24'
Inheritance, 23, 33.
Initial carving, 62'
Interrogation skill, 113'
Intolerance disadvantage, 112.
Islam, 7, 29, 55; history, 30;

magic, 34; names, 73; sects,
34; universities, 32'

Islamic orders of chivalry,
32'

Isle de Nord, 57.
Isle Entelle, 58-59'
Jacques-Jude LeBlanc, 60.
Jafar al-Siyassi, 60'
Jesuits, 8, 27, 47, 57, 59-61'
Jewish ceremonies, 35'
Jihad, 8, 9 30, 34.
Job table, 115.
Johns River, 46.
Judaism, 33, 35.
Judgments of blood, 22.
Judo, 99; skill, 113'
Karate, 99; skill, 113.
Keep of Redhall, 64'
Kethalos, 46, 47.
Keyhole Bay, 53'
Khalid Abdallah ibn Ali al-Pradin,

81.
Kharijites, 30, 56'
King Conall, 69.
Kinkaku, 100'
Knacks, 11, 45, 136'
Knife (Main Gauche) skill, 62.
Knights of the Hospital of St' John

of Jerusalem, see Hospitallers.
Knights of the Stone, 18, 66, 68,

69'
Knights Templar, see Templars'
Knights, 13, 14, 45, 68, 117;

becoming, 15; female, 14, 66;
duties, 14.

Kobolds, 38, 39, 58, 91, 121.
Koran, 30, 33.
Kraken, 129'
Lady Bronwyn, 69, 71.
Lake Acheron, 42, 46, 47, 49, 53.
Lake Styx, 54'
Languages, Anglish, 11; Arabic,

11; Latin, 11; Ladino, 11;
Sahudese, 11; nonhuman, 11.

Lasaril of Sterling, 109'
Law, 20, 22, 43, 45, 75, 81, 112;

al-Haz, 77; al-Wazif 84;
Aratarre, 59; Caithness, 69;
Cardiel, 92; Elvish, 109;
Islamic, 32; Nomadic, 103;
Ores, 110; Dwarvish, 106'

Legal Enforcement Powers
advantage, 112.

Legions, 14, 45, 47, 64.
Lennox of Heydon, 46.
Literacy advantage, 112.
Lord Jerrik, 110.
Lord Kerin, 110.
Lord Peredur, 9.
Loren'dil, 8'
Low war, 46, 98, 99'
Maelstrom, 77'
Magery, 135'
Mages' guilds, 19, 44'
Mages' War, 9, 54, 55.
Magic, 11, 98, 134; al-Haz, 76;

Araterre, 59; Caithness, 71;

Ores, 110; Megalos, 44; items,
20, 138; aptitude, 11; duels, 47;
healing, 28, improvisational,
137.

Magnus, Earl Gavin, 51.
Mallory, 57'
Mamoun al-Mansur, 74'
Mana, 11, 134, 135; aspected, 58'
Manite, 25'
Marriage, 22; Islamic, 33; Jewish,

35'
Maskill Curse, 49.
Masonry skill, 114.
Megalos, 7, 8, 38, 39, 41, 47, 56,

64, 82, 94, 101; ranks and
titles, 43; women, 43'

Mehan, 49'
Merciful Sisters of St. Karroll, see

Sisters of Mercy'
Mershall, 70'
Michaelites, 7, 20, 112, 134.
Midlands, 47'
Milkfish, 59, 131.
Min, 52'
Minder, 96.
Ministry of Serendipity, 9.
Minotaurs, 122.
Miracles, 23, 112'
Money, 15, 142'
Morthrinn, 106.
Moslem, 7, 29, 41'
Mountain Elves, 108.
Muezzins, 29'
Mullahs, 30, 32, 34'
Myrgan, 46.
Necromancy, 21'
Needlecraft skill, 114'
Netmaking skill, 114.
New Jerusalem, 7, 56.
Nightstalker, 96, 129'
Noble title, 12; buying, 13;

hereditary, 13.
Nobles, 14, 118.
Nomad Lands, 9, 39, 46, 75, 81,

101'
Nonhuman races, 36, 44, 119, 140'
Nordenbury, 28.
Northern Marches, 45.
Octavius Magnus, 7, 41.
Off-hand weapon training, 63.
Ogres, 38, 121, 122.
Old Goblin, 38'
Old Religion, 39'
Olybrians, 25, 26.
Orclands, 9, 110.
Ores, 6, 8, 9, 36, 38, 64, 68, 72, 91,

110, 122.
Order of Michael, 92'
Order of St' Alyce, 71.
Order of St' George of the Dragon,

70, 71'
Order of St. Olybrius, 51'
Order of St. Thomas, 29'
Order of the Crescent Moon, 32'
Order of the Pegasus, 32.
Order of the Stone, 18, 66, 68, 69'
Paganism, 24, 38, 39, 92; rituals,

39.
Paladin, 129.
Palais de Sauvons, 59.
Patron saints, 18'
Patron advantage, 112.
Pegasus, 129.
Penance, 32.

Penitentines, 25, 49, 50.
Pentateuch, 35'
Peredur Orcslayer, 71.
Petronius, the Archbishop of

Mehan, 49'
Phocas, 48.
Photius, 71'
Physician skill, 113'
Pilgrimage, 24, 31.
Pillars of Allah, 29.
Pillars of Heaven, 88.
Pirates, 59, 90, 95; havens, 58.
Poor Knights of the Temple of

Solomon, see Templars'
Prince Arnod de Sauvons, 61.
Prince Conall, 65.
Prince Miltiades, 50'
Principality of Araterre, 58.
Protestants, 8, 9, 25, 57.
Punishments, 32, 45.
Qadi, 32, 33.
Qazr al-Sawh, 85.
Quartedec, 46, 54'
Rank, see Social Status'
Raphel, 55.
Reek, 129.
Regeneration, 124, 130.
Religion, 5, 21, 99, 102.
Remis, the Duc d'Ansonne, 60.
Repentant Pious John, 50'
Reptile Men, 8, 27, 38, 39, 45, 48,

64, 68, 76, 91, 98, 112, 118,
122.

Reputation advantage, 112'
Rhajid al-Garyhan, 78.
Ring Islands, 58'
River Conn, 54-56.
River Regina, 51.
Roger des Moulins, 26.
Royal Council, 43'
Rule of St. Benedict, 25.
Rune magic, 103, 137.
Sa'Azraq, 87.
Sabreurs Royales, 59.
Sacraments, 21.
Sahud, 7, 46, 97'
Sailing, 58; ships, 90.
Sauvons, 52, 59.
Savoir-Faire skill, 113'
Sea Elves, 89, 108'
Secret orders, 18'
Sense of Duty disadvantage, 112.
Serrun, 51; Cathedral, 52.
Seven Brother Kings, 106.
Shaniyabad, 88.
Sharia, 32, 33.
Shi'ite, 30, 32, 34, 73, 82, 96.
Shipbuilding, 58'
Sho'joor, 51, 52, 57.
Shuuv'kopekk, 53.
Silver Hand, 69'
Simon Menelaus, 7, 41'
Simonton, 72.
Sir Darius of Kethalos, 47.
Sir Geoffry Freeman, 56.
Sir Guildford Perrennius, 56'
Sir Jordan Siegebreaker, 28, 48'
Sisters of Mercy, 28.
Skills, 113.
Slavery, 17, 18, 24, 33, 45, 46, 69,

78, 87, 102, 105'
Smuggling, 60'
Social Status, 67, 114; buying, 42,

91.

Society of Jesus, see Jesuits.
Soginyarl, 107'
Southlands, 50.
Squire, 13, 14, 117, 119.
St' Gareth Aristophiles, 28.
St' Giles Abbey, 26.
St' Paul's Cathedral, 49.
Status, 43, 67'
Sterling, 71'
Strider, 130.
Sufi, 29, 88.
Sultan Mamoun al-Mansur, 79.
Sultan, 32.
Sunni, 30, 32, 34, 82'
Sybarite, 119.
Talmud, 35.
Tanning skill, 114.
Taxes, 14-16.
Tech level, 139.
Technology, 11, 55, 57, 58.
Templar College of Battle Magic,

47.
Templars, 7, 25-28, 47, 48'
Ten-Tifi, 96'
Teridar, 46.
Thieves' Guild, 19.
Thomasites, 25, 28, 29; orders, 59;

hospitals, 46'
Thransirayst, 105'
Thulin's Folk, 8, 41, 44, 105, 106'
Thysdretum, 49.
Timeline, 7-9.
Trade, 8, 15, 60, 88, 92, 98.
Traders' tongue, 38'
Tredroy, 7, 8, 33, 35, 81, 87, 92,

93, 142'
Treetipper, 130'
Trial by ordeal, 45'
Troll, 130'
True Dragon legion, 45.
Tsushuo, 100.
Unicorn, 130.
University of Sauvons, 59.
Uulinn, 100.
Valentim, Duke Aston, 51'
Vampires, 49, 123; magic, 123.
Verdien, Marquis Andre, 50'
Vincent of Calder, 8, 90, 91, 93.
Vow disadvantage, 113.
Wali, 33'
Wallace, 72.
Walsham, Guildmaster of Myrgan,

46.
Walton of Simonton, 72'
Warriors of the Quill, 32.
Weaving skill, 114'
Were-creatures, 101, 103, 124.
Were-eagle, 124'
Were-snake, 124.
Werebear, 124'
Wereboar, 124'
Weretiger, 124'
Werewolf, 124'
Western Empire, 53'
Whitehood Mountains, 49'
William of Wallace, 72.
Wizards' guilds, 19, 44.
Wood Elves, 108.
Woolens, 131'
Wyvern, 131.
Yibyorak, 49, 53.
Ytarria, 4, 7.
Zarak, 8, 54, 55, 69, 104'
Zehan, 51, 52.14 4 INDEX
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