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Dangerous Outlanders
Many dangerous outlanders raid Sartar seeking booty, captives, or magical secrets. Only the doughty
warriors, thanes, and holy folk of Sartar stand between them and their prey. From left to right: Black Horse
Trooper and demonic steed, manticore of Beast Valley, Telmori hunter, and Praxian Bison Rider.
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rightful place in the sky and the Great Darkness was
banished. To keep Chaos from coming to their realm
again, the gods swore great oaths and compacts
resulting in the Great Compromise, constraining
their ability to intercede in the mundane world. Men
call this Time. By altering the world, the gods saved
it, and History began.

Dragon Pass

The setting for this book is an area called Dragon
Pass, probably  the most important place in
Glorantha. Dragon Pass is the crossroads of the
northern continent of Genertela and is the only
passage for large armies through the Rockwood
Mountains, which extend unbroken for more than
a thousand miles to the west and another thousand
miles to the east. This alone makes Dragon Pass an
extremely strategic location.

More important is the fact that Dragon Pass
is an extremely magical region. It is the ancestral
home of the dragons and center of the world for
many Gloranthan myths. The greatest mountain in
Glorantha, Kero Fin — the home of the gods - rises an
impossible 40,000 feet and can be seen for hundreds
of miles. Here the storm god Orlanth was born and
it is the homeland of the culture bearing his name:
the Orlanthi. However, a greater proportion of the
region’s population is non-human than almost any
other area in Glorantha.

Dragon Pass contains many forests, hills,
mountains and other easily defended terrain. Its
watrlike population and many magical entities make
it a daunting region for any one political entity to
conquer and for more than a century, two Otlanthi
kingdoms divided Dragon Pass: Tarsh in the north
and Sartar in the south.

North of Dragon Pass, in the region called
Peloria, arose the Red Moon Goddess. In her were
balanced Stagnation and Change, Life and Death,
Love and Apathy, and all the dichotomies of the
Universe, including Chaos. Her arrival violated
the Great Compromise and changed the face of
Glorantha. After living in Glorantha a short time, the
Red Moon Goddess ascended to the heavens where
she remains, viewing the Empire which she left to
her family below. The immortal Red Emperor of the
Lunar Empire is her son and her pride.

The Lunar Empire expanded greatly from
its founding four centuries ago. When defeated it
rebounded stronger than ever. It went north to the
icy wastes, east to the bounds of the horse barbarians,
and west until halted by powerful sorcery. But in the
south, the Empire continued to grow and grow.

When the Lunar Empire reached Dragon
Pass they found it ruled by the kingdoms of Tarsh
and Sartar. After many years of resistance, those
kingdoms fell one-by-one to the growing power of
the Lunar Empire. The Red Moon sent one of her
daughters to seduce and conquer the Tarshites. The
kingdom of Sartar, ruled by a wise dynasty cautious
to maintain the great and magical laws which gave
it its strength, resisted far longer. But despite many
defeats at the hands of House of Sartar, the Red
Emperor eventually marched into the Sartar capitol
of Boldhome. He defiled the Temple of Orlanth and
ravaged the city. That was in 1602 ST, sixteen years
ago. It is now the year 1618 ST.

Despite the Lunar Conquest, great events,
magical and religious, are occurring in Dragon Pass.
Many prophets and scholars predict that the Hero
Wars that threaten to again plunge Glorantha into
Darkness will begin in Dragon Pass.

What is
Heroquesting?
Heroguesting is the

most important source

of powerful magic in
Glorantha and the means
by which individuals

can interact directly with
mythology acquiring
magical powers for the
benefit of themselves and
their community. The
participants leave the
mmundane world of men
and enter the realm of
legend and myth to interact

with heroes and god.

A noble Sartarite conple display their wealth and power. By his equipment, the busband
is a thane or even a chieftain or king. His wife’s dress is of a style traditionally popular

amongst wealthier women.

Sartar
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You know the skills associated with their trade
and, if you live in a city, you belong to a guild as
well as a clan. You may be an apprentice who labors
for a master of the craft, learning your trade while
performing the menial chores of the workshop. Or
you might already be a master, a skilled artificer who
knows how to produce the staples of your trade, and
train apprentices of your own

You know how to haggle over prices and find
the supplies needed to practice the craft. You most
likely have a cottar’s wergild, but, specific trades, such
as redsmiths, have a catl’s wergild. You know how to
fight as well and are often required to train for the
city or clan militia.

Entertainer

Quick Summary: A professional urban entertainer
Gods: Ernalda, Orlanth, Issaries, Ernalda, [Donandar]
Runes: Il & G +

Wergild: Carl or Cottar

Living Standard: Minimal to Common

You might be a puppeteer, juggler, fire-cater,
sleight-of-hand artist, sword-swallower, whistler,
shout-singer, animal trainer, acrobat, ropewalker,
contortionist, clown, puppeteer, or play the small pipe
or ox-bones. In that case, you frequent the towns and
cities, because there are more opportunities to earn
coin for your work. You are a member of a troupe.
Your troupe looks after and supports each other. It
also means your show has multiple acts. You may
even perform as a group. You might travel around
over the seasons and years, but most of the time you
eke out a hand-to-mouth existence playing street
corners and town squares. You know how to cadge
meals off innkeepers, play the audience for their
coin, and spot trouble before it starts. Of course,
sometimes you cannot escape trouble, so you have
to know how to defend yourself, with a knife hidden
in your boot, or dirty street brawling.

Sartar
Kingdom of Heroes

Merchant

Quick Summary: A buyer and seller of goods
Gods: Issaries

Runes: +

Wergild: Cottar or Carl

Living Standard: Common to Prosperous

You make your living buying and selling goods.
When one clan has too much grain, too many pigs
or cows, cloth beyond its needs, more pots, pans, or
spearheads than it can use, you trade them with those
who need those goods. Your contacts in nearby clans
and cities help you know what people need. Your
contacts within your own clan let you know what
your people have.

You might be a wandering trader. With a train
of mules, or shouldering a heavy pack, you wander
from clan to clan, and city to city. You buy local
goods cheaply and selling them for a profit in distant
markets. Even in a caravan the roads are dangerous,
filled with thieves. You need to know how to spot
an ambush and crack bandits’ skulls; you hire
mercenaries if you have enough wealth. You know
the hardships of the trail, and how to survive in the
wild. You may have been to foreign lands and be
familiar with their ways and customs. You will need
friends all over if you are to survive.

Whatever kind of merchant you are, your ability
to assess value you helps you know a fair price for
what you have. Your ability to entice buyers with
your sales pitch draws in the customers. Once you
have them, your skill at bargain helps you drive out
a good profit from your goods. Your charm and wit
disarm the defensive and diffuse tension. Wherever
you go you make new friends and win influence.

Sora Sweetvoiced is a Trader who wanders from clan-
to-clan, trading trinkets and stories. Her player can use her
keyword to carry loads on her mules, buy and sell goods, spot
an ambush on the road, and fight with a heavy staff. She writes
the following on ber character sheet: Gabby 13, Trader 17




Runes and
Personality

The three Runes you choose
are more than just your
character's main source of
magic; they are bis soul,
bis very personality. The
Runes you chose will define
_your character far more
than bis keywords or other
abilities. Every permissible
combination of Runes

are can be found anmongst
the Sartarites. Yonr clan
generation questionnaire
can help explain the
presence of unusual Rune.
For excample, perhaps
your clan adopted the
Hungry Women during
the Vingkotling Age and
brought the Darfkness
Rune into your clany

if so, your character's
Darkness Rune might
stemt from a connection

to the Hungry Women.
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Your Rune Affinities and Magic
Your rune affinities are your main source of magical
power. They are awakened at your initiation to
adulthood. The Runes you choose (see Rune Magic,
The Gloranthan Runes, page 68) define you — they
define your soul, your temperament, your personality
and your magical connections and enmities. Your
choice of runes may well determine your fate! Keep
in mind: not all rune combinations are associated
with a divine cult!

Selecting Rune Affinities

To select your Runes, follow the three steps below:

1. Your Soul:

Choose an Affinity to an Elemental Rune

As described in the section on the Five Orlanthi
Souls (page 77), your elemental rune affinity reflects
the dominant aspect of your soul. Choose one elemental
rune:

Most (approximately 85%) Orlanthi men have the
Air (©) Affinity, and most (again approximately
85%) Orlanthi women have the Earth (O) Affinity.
However, there are men who have an affinity with the
Earth Rune, women who have an affinity with the Air
Rune and some folk who have an affinity with

the Fire, Darkness, or Water Runes.

2. Your Temperament:
Choose an Affinity

to a Power Rune

Next,
single Power Rune.

choose a

Although you can
also  choose a
Power Rune for
your third rune,
this

your

one defines

dominant
temperament. The
opposing
Rune  pairs are

Power
shown acting against

each other in the
wheel diagram:

Sartar

3. Choose an Affinity to a second

Power Rune or a Condition Rune

You can choose a second Power Rune, a Condition
Rune, or some other Special Rune for your character’s
third affinity. You cannot choose a Power Rune that
is opposed to your second rune. This third Rune
completes your magical temperament. Common
Orlanthi Condition Runes or Special Runes include:

Other unique Runes exist; narrators and players
should feel free to create specialized runes that
describe abilities not covered by the common runes
described in the next chapter.

4. Assign Initial Ratings to Your Runes

One of your three Runes has an initial rating of 17;
the other runes have an initial rating of 13. You may
spend character creation points to raise the starting
values of your Runes just like any other ability or
keyword. If you want your character
to be an initiate of a specific
god, you must raise your
rating in an appropriate
Rune to at least 1.
Runes cost only 1
point to improve
during character
creation; and
they
points to

improve

cost 2

during

play (see

HeroQuest

“Improving
Your
Charactet”).

Kingdom of Heroes
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Making Your Clan

Every Orlanthi is defined by his clan;
even if he is away from home seeking
adventure or in exile, to understand
him we need to know his clan.

Narrators and players should
decide first whether the heroes come
from one or several clans. One of
the simplest types of games to play
is where everyone comes from the
same clan. This will explain why the
player characters hang out together,
where they fit in their society, etc. A
Sartarite clan is an ideal setting for a
community-centered HeroQuestgame.
Many narrators have run games that
center on a Sartarite clan, including
all the authors of this book. The clan
gives the heroes somewhere to come
from, people to fight for, and prizes
to quarrel over. Threats to the clan
and from tensions within the clan
itself are a wellspring of adventure.
If your game is set in a city like
Jonstown and Boldhome then you
might want to allow player characters
to come from different clans.

Many groups like to create their
own clan together. As they establish
the clan’s attitudes and goals, they
define what they want the game to
be about. The narrator should ask
the questions, but the players should

TEheLt) i/ decide on the answers. We provide
N N:'!.!F‘-‘!"{ﬁfﬂfi\, 1l I."A the clan questionnaire below to walk
SNy,

AR you through the process of creating

Sartar
Kingdom of Heroes
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Orlanth the King is Orlanth’s aspect associated
with the Mastery Rune. Here he is important as the
god of clans, tribes and justice.

Orlanth Lightbringer, or Orlanth Lifebringer, is
the mystical and heroquesting aspect of the god. It
shows Orlanth at his prime, in the midst of dangers
that cannot be conquered. He is tested and bested.
His virtues are torn and tattered, but his vision holds
true for all questers and in the end his rewards are
greater than all the pain to gain them.

Additionally, there are many local “versions” of
Orlanth where a specific Thunder Brother is joined
with Orlanth and together they define the cult (such
as Ofrlanth Barntar, Orlanth Hedkoranth, Orlanth
Heler, Orlanth Odayla, and so on). The combination
can mean that the two gods are worshipped together,
as one deity or separately, as two.

Rune Affinities
Otlanth is the source of the Air and Movement
Runes and is also strongly associated with the Mastery
Rune. As such, Orlanth is one of the Great Gods of
Glorantha, acknowledged even by many cultures that
do not worship him.

G Air Rune Affinity (Thunderer)

As the source of the Air Rune, initiates of Otrlanth
can make the broadest possible use of the powers of
Air. A very incomplete list of the abilities Orlanth
initiates have been known to use the Air Rune affinity
for includes: bring rain; predict weather; change the
weather; endure weather (snow, wind, rain, etc.); call
down thunder and lightning; fight other elements; fly
(carried by winds or upon their own breath); create a
hailstorm; enchant silver; summon and command the
winds; hear and speak at a great distance; summon
and command lesser air gods; and even improve their
sword fighting (the sword is the weapon of the Air
Rune). The Air Rune aspect of Orlanth is called the
Thunderer, and those powerful with this rune affinity
are passionate, proud, unpredictable, and violent.

& Movement Rune Affinity (Larnsting)

Asthesource of the Movement Rune, Otlanth initiates
can make the broadest possible use of the powers
of Movement and Change. A very incomplete list
of the abilities Otlanth initiates have been known to
use the Movement Rune affinity for includes: change
shape; move other object; fight with incredible speed
and accuracy; leap great distances; move quickly; run
faster than the wind; run over water; throw a rock or
javelin impossible distances with accuracy; transform
something; and even transport instantly to a distant
location. The Movement Rune aspect of Orlanth is

called the Larnsting, and those powerful with this
rune affinity are adventurous, dynamic, impulsive,
and reckless.

i Mastery Rune Affinity (King)

Ortlanth is associated with the Mastery Rune but is
not its source. This Rune is the source of leadership
and self-mastery. An incomplete list of the abilities
Orlanth initiates have been known to use the Mastery
Rune affinity for includes: awe crowd; command
followers and community members; detect honor;
invoke wyter; inspire loyalty; rally community;
reciting poetry; silencing bellow; speaking words of
power; and summon members of community. The
Mastery Rune aspect of the Otlanth is called Dar
(or King), and those powerful with this rune are just
and proud.

The Dragon Power

Orlanth also possesses a power that is not associated
with any Rune: the Dragon Power he gained when
he cut off the head of Sh’harkazeel the Cosmic
Dragon. Otlanth carries the Green Dragon Head in
his left hand to terrify and confound his foes, both
divine and draconic alike. The EWF wrongly used
this power to master dragonkind; Alakoring used it
righteously to break the rule of the dragons.

Opposed Runes
Orlanth is in conflict with the runes of Chaos (),
Moon (@) and Stasis (a).

Particular Likes and Dislikes

Ernalda is Orlanth’s wife, queen and they rule the
gods together. She is queen of the Earth Family, she
and Orlanth are the parents of the ancestors. He

Wooden casket with carvings depicting
Orlanth defeating Sh’harkazeel or Aroka.
(BOLDHOME)

Sartar

Kingdom of Heroes

Orlanth and
Dragons

Among Orlanth’s titles
are both Dragonbreaker
and Master of the Dragon
Power. 1n the Third Age,
the Dragonbreaker title

is emphasized but it was
not always so. Prior to
Alakoring, the Empire
of Wyrms Friends revered
Orlanth as a path to
draconic mastery and he
was often depicted standing
astride a green dragon.
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Sacrifices

Priests and god-talkers of Orlanth use ritual tools,
weapons, and instruments in their ceremonies
that always involve clouds, wind, rain, and great
noise. They give libations of beer and mead at the
start of sacrifices. Sacrifices often include bales of
burnt batley, oats, rye, or wheat. Like most Orlanthi
deities, Orlanth favors animal sacrifices, usually cattle
(especially red bulls) or sheep (especially blue rams).
Depending on the holy day, worshippers may make
other sacrifices, such as boars during Dark Season.

Initiates

All initiates of Orlanth must possess an affinity with
the Air Rune (@). The Air Rune is not, however, the
only rune by which Orlanth may be approached —
the Movement Rune (®) and Mastery Rune (ll) are
both important paths to Otlanth.

Furthermore, all initiates of Otlanth must be
free men (although the Vinga subcult provides a
means by which women can perform men’s roles
and participate in male-only rituals) and must follow
his six virtues: Courage, Generosity, Honor, Justice,
Piety, and Wisdom. They must honor their word and
their debts.

Orlanth expects all of his worshippers to emulate
him in their thoughts, word, and deeds. Initiates who
fail to act properly and violate his virtues suffer his
anger and may bring down divine retribution against
their entire community.

Initiates must spend a significant amount of time
worshipping and offering sacrifices to Orlanth. They
must participate in the clan militia (called a “fyrd”)
and should possess a weapon. Initiates are free men
and are entitled to participate fully in community
decision-making;

Subcults

There are many subcults of Orlanth in Sartar; most
have only a few hundred members and are confined to
a single tribe or even a single clan. Most emphasize a
particular Thunder Brother orlocal hero and combine
its worship with that of Orlanth, providing a single
Specific Ability at the same rating as the divine rune
affinity. Narrators are encouraged to create a subcult
as a localized Orlanth variant known by a single clan
or tribe. However, several subcults are important or
prominent enough to deserve further description.

Barntar (6R)

Barntar is the Orlanthi plow god and the most
popular and widespread sub-cult of Otlanth. He is
the most beloved son of Orlanth and Ernalda; his
deeds parallel those of his father but are applicable to

the lives of the free farmers — not kings and heroes.
His worshippers use the Air or Movement Rune
affinities to aid in plowing fields or to wrestle their
foes into submission. Barntar is often worshipped as
an independent god or alongside his mother.

Dar (L)

Dar is the name Orlanth gave himself as King of the
Godes; all Orlanthi chiefs and kings join this subcult
as part of the crowning ceremonies. Chiefs and kings
can use the Mastery Rune affinity to speak with the
community Wyter and to Lead Their Community.

Destor ()

Destor is called the Adventurous and is one of the
most popular wartior subcults of Orlanth. His subcult
is particularly prominent amongst the Kheldon and
amongst the Volsaxings. His worshippers use the
Movement Rune affinity to aid them in sword combat
and have the ability to Fight With Blinding Speed.

Hedkoranth (@)

Hedkoranth is the Thunderbolt of Orlanth
made manifest in an enchanted piece of
rock that is hurled at foes. His subcult

is particularly prominent
the Sambarri and Amad
His worshippers can hurl deadly

amongst
tribes.

thunderstones using the Air Rune
affinity. This subcult provides the
Hedkoranth Feat.

Helamakt (©)

Helamakt is the warrior who fights
with winds assembled specifically for
combat. Helamakt uses his winds
to fight for him. He has the Four
Winds as follows: Swordthane is
the Killer Rain Gale; Shieldthane

is the Blinding Shadow; his
Spearthane is the Searing Bolt;
and his Backboy is Falling Wind.
His worshippers have the ability to
use the Air Rune affinity to summon
and command lesser Air gods to
fight for them as the Four Winds.
This subcult provides the Sivin Feat.

Heler (©)

The Blue God is the Orlanthi God of Rain.
Heler is a popular subcult of Orlanth and is
sometimes worshipped as an independent
god. He is the god of water in air and so
provides Orlanth with limited access to

Sartar
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Barntar and
Farming

I# is often mistakenly
assumed that Barntar is
associated with the Earth
Rune. Barntar is the

tie between Earth and
Air. Plowing is actually
associated with Air and
Movement — the plow
turns the Earth and
exposes it to the Air. He
does not bless the fields
or ripen the crops; he
merely creates the right
conditions where it is

possible that they can grow.
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The Cult of Ernalda INOOX
Ernalda is the Great Goddess. The wotld would not
exist without het. Glorantha would exist without

the sun or the Underworld, without the sky and
oceans. But it would not be without Ernalda.

Ernalda is ancient, born among the most ancient
of the immortals. She is the power of Binding. She
is the power that links all things together.

Among Ernalda’s many names are: Great
Goddess, Green Woman, Great Ernalda, Creatrix,
Queen of the Universe, Great Womb, Power, Queen,
Earth Queen, Weaver, Grandmother, Great Mother,
Mother of the Gods, Bountiful Mother, Healer, Great
Lady of Magic, Mistress of Ceremonies, Beloved, the
Blessing Goddess, Mistress of the Words of Power,
Giver of Customs, Spinner, Allmother, Wife of Great
Otlanth, Binder, Orendana, Earthmother, Keeper of
Mysteries, Ernalda of the Many-Treasures, the Giver,
the Sustainer, Mother of All Life, Mother of Vengeance,
Peacemaker, Ceremonialist, the Shrouded One, Snake

Ernalda

Goddess, Harvest Queen, Source of Bounty, Flower
of Life, Sevalda, Denravala, Forensela, Ir, Irkingillia,
Benebalsalka, Arachne Solara and the Maker of Kings.

Mythos and History
Ernalda is the Great Goddess and Queen of the
Universe. She is generous, powerful, and wise, and
the most beloved deity in all Glorantha. She is the
source of bounty and plenty and desired by all.
She is the Goddess of the Otrlanthi and the soutrce,
protector, and maker of everything they have. She is
the power behind all life; people live off her bounty,
worship her family, and are healed by her grace.
Ernalda began as Queen of the Earth Tribe.
Her mother, Asrelia, gave her the power of Rule. All
rulership in the universe comes from her. Without
her, there are no leaders and no followers. Everyone
would be alone and alien from everything else and
Chaos would reign again.

Sartar
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Above

The Priestess-Queen

at the Greenstone
Earth Temple accepting
offerings of food and
Sfatlings, and blessing
the children and
mothers of local clans.
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Duck Point
Sartar built this small city of 1000 to forge bonds with
the beasts and other strange peoples along The River.
Duck Point is the way-station between the ducks and
the rest of Sartar and an important transit point for all
river traffic between Sartar and the Holy Country.
Durulz dominate the city, but they rarely make
up a majority of the population. No other Sartarite
tribe belongs to the City Ring, Lunar carpetbaggers
have moved in, hoping to capitalize on the town’s
position when traffic along The River resumes.

Dwarf Mine

The home of the dwarves of Dragon Pass and ruled
by Isidilian the Wise (called The Dwarf), an unusually
open and friendly Mostali leader. Its visible portion
is a dwarf-made mountain of granite that stretches
high into the sky. Two statues each a hundred feet
tall guard the entranceway of a vast underground
complex. Many Mostali labor ceaselessly within.

Grazelands
A hilly area inhabited by sun-worshipping horse
nomads, whose survival is abetted by their fearsome
raiding magics and their multitude of vendref (enslaved
farmers), descendants of Orlanthi captured by
Grazer nobles.

Indigo Mountains

Darkness spirits haunt these steep, inhospitable
mountains and cast deep shadows in the steep-sided
valleys between the peaks. Several of the peaks are
volcanoes, and their purple-white smoke plumes can
be seen even from Furthest and Boldhome. A tribe
of trolls dwells here who subsist mainly by hunting.
They often raid the surrounding human lands, so
that even the Torkani are wary of them.

Jaldonkill

This border fort between Sartar and Prax marks the
place where Derek PolJoni killed the Praxian demigod
Jaldon Goldentooth and destroyed his army.

Jonstown

This city of 2,000 is the marketplace for the tribes
of the Jonstown Confederation. Jonstown is famed
throughout Dragon Pass for the Jonstown Library
(the most famous Lhankor Mhy temple in Sartar)
and the House of Peace (the largest Chalana Arroy
temple in Sartar).

Kero Fin Mountain

This peak,
eight miles high, is the physical manifestation of
Orlanth’s mother, the goddess Kero Fin. It visible

titanic snow-shrouded mountain

Map Key

1. Gates and Fortifications

2. North Market
3. Merchants’ Qua
4. Market Hill

5. Cattle Market

rter

6. Market Quarter
7. Crafter’s Quarter

8. Lunar Garrison
9. Lunar Town
10. Fool’s Hill

11. Free Sages

12. Sartar’s Seat
13. High Hill

14. Old Market

15. House of Peace
16. Temple District

Sartar
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Lunar Suppression of
the Cult of Orlanth

To suppress the cult of Orlanth, the Lunars started
in Boldhome where they closed the Great Temple of
Orlanth Rex. They put guards on the mountaintops
up above Boldhome and extinguished the Sacred
Flame of Sartar. They then went to the other cities
and tribal centers and closed the temples there. Later
they tried to destroy the rocks and sacred boundary
markers. They do their evil deeds on mundane
days, since during the rites the defenders are most
powerful. Instead, the Lunars try to destroy or disrupt
the sites, and keep events from happening rather
than interrupting them in progress. The Lunars even
go to clan holy sites and prevent worshippers from
gathering.

Euglyptus the Fat had hoped that the desecration
of the Hill of Orlanth Victorious would begin the
process of destroying the cult of Otlanth amongst
the tribes of Sartar, as he had already destroyed it
in the cities. However, he got Starbrow's Rebellion
instead and the Lunars had to spend some time
re-consolidating their control. But once he had
consolidated his power, Fazzur the Cruel restarted
the process of destroying Orlanth in earnest. He
installed loyal tribal kings and suppressed the tribal
rites. Rebellious tribes were destroyed and Lunar
kings imposed.

The Rebellion

Since the Lunar Conquest there have been several
armed rebellions against the Lunars including
Starbrow’s Rebellion, the Righteous Wind, the
Season of Five Storms, the Firebull Moot and the
Black Arrow Callings. All were quickly crushed with
combinations of bribery, treachery, threats, and
brutal military reprisals.

However, not all have submitted to the Empire.
Kallyr Starbrow, the exiled queen of the Kheldon
tribe, continues to wage guerilla war against the
Empire through ruthless attacks against pro-Lunar
clans and settlements. Wavering clans are blackmailed
or intimidated to ensure loyalty (or at least neutrality).
Her small warband of loyal companions, Sartar’s
Band, is active amongst the tribes of Sartar; when
opposed by superior Lunar forces, her followers
disappear into the hills and retreat to safety in the
sacred fortress of Whitewall, where Kallyr personally
serves King Broyan. Other rebels have found shelter
there as well, where King Broyan defies the Empire
as the Last Rebel King;

Sartar

Kingdom of Heroes

Kerofin and the
Dragonewt Wilds
This rugged land of
freezing winters and
treacherous passes is

the home of the Tarsh
Exciles and the dragonewt
civilization centered on the
Dragons Eye. Both are
extremely dangerous: the
Tarsh Exiles are a violent
and dangerons Orlanthi
people who claim to be the
rightful rulers of Tarsh.
The Dragonewt Wilds

is even more dangerous,
Jfor ancient pacts dating
Sfrom before the Dawn
give them the right to hunt
anything in the lands
between the River and the
Creek, including men.

The Great

Duck Hunt

The Provincial
Government blamed
Starbrow’s Rebellion

on the durnlz — the
anthropomorphic duck
people of the Upland
Marsh. A bounty has been
placed upon the durnlz by
the Governor-General;

a proclamation has been
made that any Sartarite
who delivered the body of
a durulz, dead or alive, to
the local Lunar military
ontpost will be relieved

of one year of taxes.

271





