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over the lives of the Jhangarans. At one point
it was thought that Jhangaran mercenaries and
converts to the Aamanian faith made up a
majority of the Aamanian military; however,
such claims are both an exaggeration and a
misunderstanding. Frequently, there are not
enough Aamanian Knights to accompany
pilgrims on the long journeys to places like the
Watchstone. In such cases, a small number of
Knights are sent, but are supplemented with
Jhangaran mercenaries sometimes to a ration
of one Knight for every three Jhangarans.
Expeditions like these and the prejudices of
certain other nations are what led to the belief
that Aaman’s military might lay in the hands
of the primitive Jhangarans.

In truth, there are a sizable number of
Jhangarans who have converted to the worship
of Aa. While some of these have set up and
begun lives in Aaman, the majority still live
amongst their kin in Jhangara. For those that
live in Jhangkin, or in small communes in
Aaman, status and cast can be a confusing
thing. As Aamanian society is stratified by a
system of religious caste,  these converts find
themselves locked into two socially stratified
cultures. Respect and power in one typically
means somewhat less status in the other. As
Jhangaran culture recognizes no gods, the faith
of Jhangaran converts is something alien.
Traditional Jhangarans view those who have
converted as fools at best; at worst, a convert
is someone who is tempting doom by paying
homage to a deity who did originate in the
swamps. Furthermore, as the Aamanians do
not acknowledge the forms of Jhangaran caste,
there have been occasions when Jhangaran
Outcasts have become converts.
Traditionalists frequently argue therefore that
when Reverents go to work in Aaman it is
almost impossible to know if they are coming
into contact with those who are under a stigma
of doom. It is safer to assume then that all of
Aaman is under a doom, and it is best to avoid
it completely.

Reverent Jhangarans often wind up having
widely varying amounts of aalms. Since they
accompany pilgrims to holy sites, they
occasionally reap aalms more rapidly than

other Aamanians. However, they are usually
ranked amongst the lowest classes and serve
as infantry conscripts, laborers, or farmers.
Additionally, a number of Jhangarans living in
Aaman are slaves who belong to the state.
Coming from a caste-based society, the
Jhangarans who do convert pay meticulous

Other Cults

Of course the rise of the Aamanian
faith amongst the Jhangarans has resulted
in some cultural backlash in unpredictably
strange ways.

The reverence of the goddess Arial has
sprung up in both Jhangkin and Tabal. As
both of these villages are situated
immediately on the Azure Ocean, it is
thought that the notion of this deity
probably was introduced by the
intermittent sailors who pass through. A
great number of Zandir sailors and Gao
pirates trade with the Jhangarans, and it is
no surprise that they resent the growing
influence that Aaman has on the country of
Jhangara. However, it cannot be truly said
that the Jhangarans actually worship Arial;
while they seem to respect the power of the
Lady of the South Wind, they are not
completely comfortable with such things as
worshiping deities.

Perhaps more inexplicable is the small
cult of Scintilla-divers who claim to pay
homage to the large mollusks that
supplement their scintilla driven income.
This Purple Quaga Cult seems to be either
a great secret or some sort of prank. Its
alleged members do not discuss it except to
refer to it by name when offering to sell
violet pearls of an astonishing quality. All
of the Jhangarans who claim to be of this
organization wear a small violet pearl
somewhere on their person. Two or three
members of this group do not even work as
divers, but instead lead expeditions into the
interior of the swamps for outsiders
and tourists.
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attention to their tallies of aalms. Reverents
occasionally attempt to claim status over their
non-believing kin. This leads to strife as each
group sees the other as akin to a heretic.

Those Jhangarans who have converted but
remain living in Jhangara observe two
different lines of caste: traditional and
Aamanian. The complexities of having to
manage both of these can be difficult. For
example, one Jhangaran may be of higher
status traditionally but be far lower as regards
to Aamanian caste. However, many
Jhangarans see conversion to the Aamanian
lifestyle as an opportunity to better
themselves. While the burden of forsaking
alcohol may be great for some, the chance to
leave the swamps for a life elsewhere can be a
welcome one. Even grueling labor as a lower
caste worker in Aaman is preferable to going
hungry in the swamps.

Expansionists
While the population of the Jhangaran

tribes has gradually shrunk over the centuries,
during modern history it has begun to grow
once more. As the population of the tribesmen
grows, new tribes come into being forcing the
caste structure to shift and bend. Realistically,
these new tribes do not just appear overnight;
they are frequently already in existence but too
small to make a difference. However, as the
population grows and more Jhangarans seek
new things, these smaller tribes begin to
clamor and shout for rights of their own. In
recent centuries this has led to the foundation
of new villages wherein the new caste holds
power. Although no new villages have been
founded in the past three centuries, there are
growing indicators that more tribes are on
the rise.

The likeliest candidates for creating a new
tribal village are the Divers of Tabal, the
Spear-Fishers or Reverants of Jhangkin, or the
Outcasts in the Avir Fens. The most
immediate question of course should be where
such a new tribal village would be
constructed. First and foremost it would need

to be in a location where its members could
best ply their tribal profession.

This would make it difficult at best for the
Spear-Fishers to actually found their own
village as they currently fish the shallow
waters at the mouth of the West Axis River.
While it could be possible to construct a new
village near Jhangkin, such prospects are
unlikely at best as the Mercenaries would see
such a settlement as a direct threat to their
continued prosperity. Furthermore, as the
opposite side of the river is held by Aaman,
there is little chance for a natural barrier of
any sort that could protect a fledgling village
from the Mercenaries.

The Reverants could conceivably
construct a village anyplace as they are drawn
from members of all the tribes and therefore
have no real unifying profession like the other
villages. Given the animosity that exists
between traditional Jhangarans and the
Reverants, on the other hand, such a village
seems unlikely. In Jhangkin, the Reverants
have the close and continual support of
Aamanian missionaries, something they would
lack elsewhere in Jhangara. Some Reverants
who hold high status in both caste lines have
begun shouting that Aaman should give them
a village inside its own borders. If such a
village were constructed, it is likely that the
poorer Jhangarans who live in other Aamanian
cities would migrate and bolster its population.

The Outcasts who live in the Avir Fens
have slowly begun to set up small huts
amongst the trees on the edge of the fens.
While most still travel between the villages
begging for handouts, others have begun to
hunt the plentiful fowl that inhabit the area.
Originally begun as shelters for the sick or
infirm, those that are bold enough to hunt for
themselves have started to stay as well. Some
among the Outcasts mutter that creating a
village for themselves would only increase the
weight of doom hanging over them.
Furthermore, the other tribes would definitely
be ill at ease with the knowledge of an entire
village of Outcasts. Given the strictures
preventing a Jhangaran from killing an
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Outcast, however, the destruction of such a
village would require the hiring of expensive
foreign mercenaries.

The Scintilla Divers of Tabal have begun
to be slowly influenced by Mercenaries and
Reverants from Aaman. These outside
influences have gone out of their way to
convince the Divers that the Mogroth would
be unlikely to defend their borders if a large
enough group of Jhangarans were to cross the
East Axis River. While the presence of both
bog devils and swamp demons is a significant
drawback, the possibility of establishing a
settlement in Mog is an enticing one as the
Devil’s Swamp of Mog is an area rich in
amber and quaga. Too, the wide expanse of
the Shimmering Cove would provide a natural
barrier between the villages already existing
in Jhangara.

The Weakness for Alcohol
The Jhangarans have an old superstition

that in order to remain strong one should
“drink only the water of the land.”  However,
such a tradition is difficult to maintain in the
swamps of Jhangara where pools sit still and
stagnate in the heat. Each village was built
near a source of fresh water, but as their
villages grew, the original wells used by the
Jhangarans were unable to supply water for
everyone. The Axis provides much of the
water that the Jhangarans need, but the ever-
present threat of water raknids often means
that the river water is unavailable. Therefore,
sources of fresh water are prized by
the Jhangarans.

When the Jhangarans first began trading
the riches of their land for food and goods
from outsiders, it was perhaps inevitable that
alcohol would eventually make its way into
Jhangaran markets. After being introduced to
alcohol, the Jhangarans were quickly addicted.
Although many Jhangarans will deny that they
are dependent upon the drink, there are some
Jhangaran traders who willingly buy alcohol
before buying food. Many Jhangarans equate
alcohol consumption with the bravery and
ferocious rage that it brings on, and therefore

see it as a warrior’s drink. This association
often leads young Jhangarans to begin
drinking early as they wish to prove
themselves capable warriors and providers for
their clans.

The consumption of alcohol by
Jhangarans typically follows a set pattern.
Once consumed, the alcohol causes the
Jhangarans to become more and more
incensed, often flying into a rage with little to
no provocation. As this period of fury abates,
a degree of suggestibility settles in. While in
this state the Jhangarans often grow
increasingly depressed and will readily agree
to commands. Because of this those who
employ Jhangarans frequently take them
drinking the night before making any
forthcoming deals in order to better take
advantage of the low rates that Jhangarans
normally work for. When they are once again
sober, misery and despair sets in. These
feelings of worthlessness cause the Jhangarans
to desire more alcohol so that they can feel
powerful again. This pattern does somewhat
explain the squalid conditions of the
Jhangaran villages and lifestyles, but even
Jhangarans working far from home fall into
the same repetitive cycle.

Commerce and Trade
While each Jhangaran village has some

foreign presence wherein trade is conducted,
the Jhangarans also have marketplaces of their
own. These may move from time to time
within each village, but always consist of
whatever patch of ground currently has no
homes standing on it. As Jhangaran language
makes heavy use of shouted commands, a
standard market-day normally consists of
Jhangarans with something to sell shouting at
any and all passers-by to Stop!, Look!, Buy!,
Trade!, and other such charismatic overtures.

Many of the clan families also own rafts,
skiffs, and reed boats. These are used to travel
up the Axis River in an attempt to sell wares
to other foreigners before the main settlements
are reached. The Jhangarans do this not to
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keep potential buyers away, but in order to
reach customers before other clan families do.

Outside Influences
Although they remain a primitive people,

the Jhangarans are actually influenced by a
number of outside forces. In large part this is
because of trade;  nearly every nation in the
West does some business with Jhangara’s
tribesmen. Still, there are a few nations that
currently have a large impact upon the region.

Aaman is perhaps the most visible outside
force in Jhangara. As Jhangarans convert to
the Aamanian faith or are captured to serve as
slaves in Aaman, the effect ripples through the
region beginning with Jhangkin. It is therefore
not unexpected that Zandu also seeks to sway
the Jhangarans; however, Zandu does not hold
as much sway as the pirates of Gao-Din.
While the Gao certainly hold no lack of
animosity for the Aamanians, they do not
attempt to cajole and sway the Jhangarans in
the way that of the Zandu. While the Zandu
occasionally push for outright conflict with the
Aamanians, going so far as to hire
Mercenaries to attack Aamanian vessels and
trading parties, the Gao instead have a bit
more flair. The Gao openly mock the
Aamanian ways when in port, and often invite
the locals into their revelry while doing so.
However, the Gao rarely stick around for a
fight. When the Aamanians seem to be at their
boiling point, the Gao leave, taking their
alcohol with them. As a result, the Jhangarans
tend to see the Gao in a more favorable light
than the intimidating, abstaining Aamanians.
While the Jhangarans will on very rare
occasion trade with the Imrians, as a general
rule the Imrians are despised and hated.
Primarily this is because the slavers frequently
raid Jhangara for cheap stock. However,
recently a small band of female Batrean
expatriates settled in Tabal. This group of
women have been attempting to gather support
for an assault to drive the Imrians off of Batre.
The women have had mixed results;  while
there are always Jhangaran males who take
their side, a number of Jhangaran females
encourage their own mates to question what

benefit Jhangara would receive from such a
conflict. Furthermore, the Jhangarans do not
have the means to reach the island as they do
not produce large sea-worthy vessels.

Travel in the Swamps
Travel through Jhangara is difficult in the

best of times. However, in order to survive,
much less earn a living, one must travel
through the swamps and fens. Additionally,
explorers of the region often attempt to
penetrate to the midst of the bogs and marshes
that the Jhangarans call home.

The simplest method of travel across
Jhangara is on foot. Understandably, this is the
least attractive option. When crossing on foot,
one must not only be careful of quicksand, but
of all manner of treacherous footing as the
numerous bogs throughout the swamps can
readily entrap the unwary. Furthermore, there
are some predators of the marshes, such as
swamp lurkers, that lie near such bogs in wait
for prey to come to them. Only strong survival
instincts and skills can prevent such disasters
from occurring.

For those who can acquire a Marsh
Strider, it is possible to quickly cross the
swampy terrain of Jhangara. The splayed
webbed feet of the Marsh Strider enables them
to move across ground that would prove
impassable to those on foot. However, these
beasts provide their own set of attendant
dangers as well. First, they must be kept
muzzled at all times or else they will bite at
anything that comes within reach.
Additionally, this breed of strider has a
pronounced tendency towards disobedience.
Although the Jhangarans commonly use them
as steeds and pack animals, this is primarily
due to a constant series of shouting, beating,
and prodding from the time the striders are
freshly hatched than any sort of loyalty or skill
at husbandry.

The Jhangarans also utilize two different
waterborne craft: mud skiffs and reed boats.
While neither of these are capable of
navigating the occasional rough seas of the
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Azure Ocean, they are particularly well-suited
for traversing either the swamps of Jhangara
or its surrounding rivers.

Jhangaran mud skiffs are little more than
elaborate rafts that the Jhangarans propel
using long poles. While normally constructed
of indigenous wood tied together with vines or
purchased ropes, the Jhangarans of Karansk
also have several mud skiffs constructed
solely from fallen limbs of Span Oak. In such
cases, the Jhangarans take a single wide limb
and hollow out the interior. This is then
soaked in water and pounded flat along its
bottom. Karanskan mud skiffs are slightly
more durable, but take much longer to craft.

The reed boats that are used by Jhangarans
are constructed from several sheets of mesh
woven from river reeds or marsh grasses and
dried mud. Once completed these alternating
layers result in a hull of surprising strength. In
their normal fashion Jhangaran reed boats are
only suitable for one person and a small
amount of cargo. The Marsh Hunters of Tabal
have been known to spend a month or more
constructing large reed barges, but these
typically do not last more than a year as the
Hunters use them for harvesting scintilla and
despite their sturdiness the claws of water
raknid are much stronger.
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CHAPTER THREE

Buried Secrets

Jhangara, like much of the Southern Rim,
is an area abundant in flora and fauna, much
of which seem exotic to the civilized lands to
the north. Explorers traveling in these areas
often “discover” some plant or animal long
known to the locals but unheard of in
other lands.

The Creatures of the
Swamps

The fauna of Jhangara, like much of the
rest of Talislanta, is often dangerous. While
life is abundant here in the swamps, it is also
often short and punctuated with violence. The
following are an example of the types of
creatures found in Jhangara; statistics for these
creatures can be found either in the
Talislanta 4th Edition Handbook or the
Talislanta Menagerie.

Marsh Striders are perhaps the most
common indigenous species native to Jhangara
and can be found in every corner of the region.
Many wild striders congregate near the
branches of the Axis River or one of the
smaller waterways that are spread across the
land. Aside from fresh water and easy access
to fish, the presence raknid eggs exerts a
strong influence on this behavior. Water
Raknids are also common throughout much of
Jhangara. While their colonies are largely
submerged under water, their eggs and newly
hatched spawn must breathe air. Therefore,
travelers should always be cautious while

Talislantan Fauna

Giant Water Bug
There are hundred of different varieties of
giant water-bug native to the Talislantan
continent, from the foot-long, water-
skimming “boatsman” to the six-foot tall
“swamp mantis.”  Most of these feed on
tiny crustacaceans, insect larvae, and the
eggs of other aquatic creatures, although
some are scavengers that consume rubbish
or carrion. Although the swamp mantis is
the only type that poses any substantial
danger to Man, most giant water-bugs will
bite or sting if threatened. As these
creatures live in areas where a variety of
diseases are common, such injuries should
be promptly treated. The Jhangarans, as
well as both the Aeriad and the Imrians,
commonly use these creatures as food.

Fungal Worm
A carrion-eating invertebrate common to
Talislanta’s Southern Rim, these creatures
have been known to reach sizes of up to
three feet in height. When at rest or feeding,
the fungal worm resembles a large tubular
mushroom. Only when disturbed will a
fungal worm uncoil from its natural
camouflaged form and attempt to escape by
burrowing into nearby soil. Should this fail,

(continued)
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approaching bodies of water while in
Jhangara. Swamp Lurkers are another
common sight in Jhangara. Swamp Lurkers of
especially prodigious size are also known as
Swamp Demons. Although not true demons,
these foul creatures dwell throughout the
swamps and marshes of Jhangara. Ravengers
are also widespread in the area and are
particularly noted for their uncanny habit of
following parties who attempt to travel across
the swamps. After nightfall, the ravengers raid
what ever camp travelers have, sometimes
becoming so bold as to steal away full grown
adults in addition to food. Should the travelers
be attacked, the ravengers scatter and hide
until the conflict is over, then sneak back in
order to scavenge for food for themselves
from the vanquished party. Because of this
Jhangarans frequently view the appearance of
ravengers as an ill-omen. The deeper sections
of the Axis River, particularly along the entire
length of the Eastern Fork, are home to
numerous river kra. A similar derivative, the
swamp kra, often inhabit the pools and mires
of the interior.

Many folk in Talislanta overlook these all
too common creatures, but mention should
also be made of the abundance of both avir
and serpis in Jhangara. The common red avir
that is frequently found along the southern
coast is widely known for its habit of laying its
eggs in the nests of other avir. Newly hatched
red avir are a uniform brown in color and will
often tuck the shed feathers of their nest mates
amongst their own plumage. Before reaching
maturity, these hatchlings kill the other
nestlings either by pecking them with their
sharp beaks or kicking them out of the nest.
The nocturnal black avir is more frequently
seen in north-eastern Jhangara as it inhabits
more temperate regions than are found in the
south. Many of the more primitive races in
Talislanta consider the common black avir to
be bad luck despite its melodious song. More
colorful species of avir inhabit the southern
areas of Jhangaran. The mitador, known for
both its emerald green tail feathers and its
ability to mimic sounds, are commonly found
nesting along the coast. The crimson vermeh,
named for both their tint and their cry, are

Talislantan Fauna
(continued)

the fungal worm may bite whatever
predator has disturbed it in an attempt to
get away.
Size:  6” to 3’ in length, 1 to 6 lbs.
Attributes:

INT -15 PER 0
WIL -3 CHA n/a
STR +1 DEX 0
CON -1 SPD -1

Ability Level: 1-6
Attacks/Damage: Bite DR 2
Special Abilities: Natural Camouflage

ability
Armor:  none
Hit Points: 3-12
Habitat:  Jhangara, Mog, and the Dark

Coast

Brown Leech
Perhaps the most common specimen of
leech in Talislanta, the brown leech has
striped brown and sepia skin and a small
pin-like head. The bite of the brown leech
numbs its victim so that the leech can feed
unobtrusively. Although perhaps once
confined to the Southern Rim in ages past,
the numbing bite and slow feeding of the
brown leech has resulted in it spreading
across much of southern Talislanta by
virtue of traveling on the bodies of its
hosts.
Size: 1” to 6” long, 1 to 6 oz.
Attributes:

INT - 15 PER +1
WIL -3 CHA n/a
STR 0 DEX 0
CON +2 SPD +1

Ability Level: 1
Attacks/Damage: Blood Drain DR 1/day
Special Abilities: Anesthetic bite
Armor: None
Hit Points: 1
Habitat: Swamps, jungles, rivers

(continued)
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frequently a chronic pest for sailors along the
Jhangaran coast. The plumage of these avir
shimmer and sparkle, reflecting and
amplifying even the most minute of light
sources across great distances. As these
intelligent avir have long since learned that
boats can frequently mean food, they tend to
flock to the top masts of any sailing vessel
they see in the hopes of an easy meal.
However, from such a vantage point the
reflection of their plumage can be seen for
miles around as well as beneath the waves.
The Howling Screamer is a plump bodied avir
of dull yellow and green plumage. Although
infrequently seen amongst the thick jungle
foliage due to its natural coloration, the
presence of these avir seldom goes unnoticed
due to the sound of the call for which they are
named. If trained from the time they are
hatched, Howling Screamers can be taught to
imitate the speech of their owner, but never
manage to give up their native call which
seems to be an innate talent.

Along the northern coast of Jhangara,
durge and ogriphants are a frequent sight.
While they frequently they are wild sometimes
the durge may be escaped herds from Aaman,
so hunters should be wary of any Aamanians
in the area. Although their herds are much
smaller than in the Wilderlands, the durge here
are still much the same as elsewhere. Also
common along all of Jhangara’s coasts and
waterways are tardisite, ibik, feather dractyl,
winged vipers, angorn, quaal, skank, rictus,
urthrax, mudrays, alatus, and aramatus. These
creatures are also common as Jhangaran
comestibles. Many in other lands cannot
understand, much less stomach, such fare but
the sheer abundance of these creatures means
that the Jhangarans have little other choice. It
is also possible to purchase specimens of these
creatures in such ports as Tabal and Jhangkin,
although the larger the creature the less likely
it is to be found. Small groups of sapiens,
simians, and shathane dwell amongst the
denser jungles and swamps of central
Jhangara. Slightly less dangerous are the
occasional exomorph, psuedomorph, or
scavenger slime that exist under the darkening
canopy of the jungle’s foliage.

When traveling along Jhangara’s coast,
visitors should be cautious to avoid not only
the shimmering patches of scintilla that herald
the presence of water raknid, but should also
watch for the presence of nar-eels, voltts,
aquatic vasps, kra, sea scorpions, and skalanx.
These beasts make a water journey just as
hazardous as travel on foot. However, the

Talislantan Fauna
(continued)

Serpis Leech
Long, a ghoulish white in color, and
generally shaped like a serpis, the
carnivorous serpis leech stakes out a
territory of its own and will attack nearly
anything that enters it. Once it successfully
bites with its circular maw of over-sized
bony teeth, the muscles around its maw
begin to constrict. While the serpis leech
does this in order draw out blood and
tissue, it has the added effect of clamping
its teeth down and locking them in place.
After its victim dies from blood loss, the
serpis leech will drag away the body. Once
secreted in the hollow of a tree or
submerged within a bog, the body will
become food for the serpis later should
prey become scarce.
Size: 6” to 2’ long, 6 oz to 2 lbs.
Attributes:

INT -15 PER +2
WIL 0 CHA n/a
STR +2 DEX 0
CON +1 SPD +1

Ability Level: 1-5
Attacks/Damage: Bite DR 5 +Blood Drain

DR 2 per round; successful DEX or
Healing roll needed to remove or victim
suffers additional 1 HP damage
from fangs.

Special Abilities: Locking jaw, victim
must make a STR check at -5 in order to
open the bony jaws of the leech.

Armor: Thin hide, PR 1
Hit Points: 12
Habitat: Swamps, jungles, rivers
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presence of giant mollusks, including an
amazing abundance of quaga, which is rare in
other waters, is often enough to draw the fool-
hardy or the ill-advised. Some sailors of a
larcenous bent take advantage of the presence
of such dangers to hide their ill-gotten loot,
dispose of unruly prisoners, or occasionally
elude pursuit. This latter tactic is not without
its dangers as the presence of one creature
capable of stopping a pursuing ship can often
mean the presence of something fast enough to
catch a fleeing ship as well.

While not truly indigenous to Jhangara,
sightings of both slime and plant demons are
more frequent here than in other parts of
Talislanta. These fearsome entities are known
to haunt the ruins of Ylal Nat. It would be
expected that the plant demons, also known as
grues, would eventually destroy the foliage
and vegetation that has enveloped the ruined
city, but for some reason they are confined to
the outskirts of the valley in which Ylal Nat
lies. The slime demons on the other hand seem
unable to leave the city itself. Some
disreputable individuals, when deep in their
cups in more civilized lands, claim to have
witnessed titanic and epic battles between
these two breeds of demons along the borders
of the city. Why this may be so remains a
mystery as the demons of Ylal Nat are not
predisposed to conversation.

Insects and Invertebrates
In addition to the scores of different

creatures inhabiting the swamps are dozens of
insects that plague the region. Amberwasps,
Tazian flies, flits, and iron dragonflies set the
very air of the swamps to buzzing during the
heat of the day. Sniperbugs, Caravan bugs,
chigs, and root grubs are all small hazards to
be alert for and no less dangerous for their
slight size. Larger insectoids like the giant
water-bug, mud walker, scythe, and swamp
mantis can be frequently found throughout the
swamps and serve as both predator and prey
for other creatures. Perhaps most common
throughout the region are slugs, worms,
and leeches.

A wide assortment of slugs can be found
throughout the waterways of Jhangara and
Mog. Most common are red slugs, spotted
yellow slugs, and great grey slugs which are
all types of mud slugs. These creatures
commonly feed off of plants and decaying
matter such as carrion. Normally ranging from
one to three inches in length, the great grey
has been known to reach a length of twelve
inches. Considered standard fare amongst the
Jhangarans, most Talislantans find these
creatures to be rather repulsive. Sea slugs are

Talislantan Flora

Bombo Tree
A giant variety of deciduous tree native to
the swamps of Mog and Jhangara, the
bombo is notable for its gnarled and
tangled roots which extend high above the
water line. An important source of food for
many swamp-dwelling avir and herbivores,
the leaves of the bombo are also utilized by
such races as whisps and Mogroth.

Deadman
A pale white plant which thrives only in
darkness, deadman is commonly found in
caves, the hollows of rotting trees, or in
tombs. The leaves of this plant exude a
lethal toxic contact poison, a single touch
of which can be sufficient to cause death in
two to five minutes time. Deadman sells
for a high price in various black markets of
the continent and its poison is a favorite of
assassins from Arim to Rajanistan.

Fire Lily
A water-loving plant that bears brilliant red
flowers, fire lily is commonly found in the
warmer tropical climates of southern
Jhangara, Mog, and the Dark Coast. Aside
from its aesthetic beauty, the flower is also
of some use to alchemists and mages in the
preparation of potions that confer a
resistance to heat.

(continued)
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another breed, but tend to dwell in brine rather
than in a fresh-water environment. Slightly
larger than their brethren, sea slugs like water
raknid lay their eggs along the shallows of the
shoreline. These slugs are also slightly more
intelligent, displaying slight imitative
behaviors and a capacity to learn extremely
simple tricks.

A huge number and variety of worms
burrow through the soil of Jhangara.
Mudworms are the type seen most frequently
as they tend to dwell near the surface of the
soil. Too, they can be found swimming on the
surface of the muck and mire. For the most
part mudworms are harmless serving only to
digest decaying plant matter and provide food
for larger creatures. However, they have been
known to be carriers of various ailments
common to swamp and jungle regions. Fungal
worms are similar in most regards to
mudworms except for the oddity of their shape
and the size of their jaws. Although not truly a
worm, the skolek is a type of millipede larva
that spends much of its time crawling through
the hulks of rotting trees. After reaching its
maximum length, a skolek briefly hibernates
while growing the prodigious number of legs
common amongst all millipedes.

Although the larger alatus and aramatus
are perhaps the best known, a variety of more
common smaller leeches do exist. The most
widespread of these is the brown leech, a
specimen that is similar in coloration to the
Jhangarans themselves. If not found, an
attached brown leech can possibly travel with
a host-victim for days, if not weeks. The
slightly less common serpis leech is a
carnivorous species but can be normally be
easily avoided owing to both its unpleasantly
ghastly white body and the faint odor of
rotting flesh that remains of its meals.

Talislantan Flora
(continued)

Tanglewood
A giant, animate variety of deciduous tree,
Tanglewood has long been noted for its
singularly malicious tendencies. These
trees seem to possess the instincts of a
deranged killer and will attack anything
that comes within the reach of its coiling
branches. This attack customarily occurs as
attempt to ensnare a creature or object and
lift it high above the ground. The victim or
object is then held until the onset of the
winter months when the tree sheds its
leaves. At such a time, anything that the
tree still holds in its branches is dropped to
the ground. Creatures held aloft often
slowly expire due to hunger, thirst, or
exposure to the elements. It is unknown
whether the tree does this for the small
nutritive benefit of the decomposing bodies
or simply a murderous intent. “Viridian’s
Florilegium,” an authoritative work on
horticulture and Botanomancy, warns
against any attempts to cultivate these trees
either from seeds or cuttings. To quote the
author, “Cuttings made from the
Tanglewood tree display an alarming
degree of animation and perhaps even
sentience. If transported in a glass
container, the stems expand until the glass
cracks under presssure; if a metal chest is
used, the cutting will sprout root-like
tendrils which actively seek egress through
keyhole, hinge, or any other small aperture;
wood is similarly ineffective as the plant’s
tendrils seem capable of penetrating this
substance as if by osmosis. The seeds of
the Tanglewood are, first of all, difficult to
obtain:  the tree makes its seeds but once
each year, dispersing the spiny pods into
the air within hours of their appearance.
More importantly, the seed-pod explodes
from the internal pressure generated by
germination, sending its four-inch spines
hurling through the air like deadly missiles.

(continued)
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Jhangaran Plant Life
The fauna of Jhangara is often lush and

thick. The centuried layers of sediment
provide ample nourishment and encourage the
rapid growth and spread of plants. Jhangara
also has the fortune, good or ill, of being
downriver from the Green Aeriad
Botanomancers of the Seven Kingdoms;
because of this fact, many strange and
exceptional plants can be found along the
waterways of the region.

Common to the area are such diverse trees
as willowood, bombo trees, parasol trees, grey
baobab, fernwood, spider oak, span oak, and
on rare occasion small spice trees. Amongst
such splendid foliage as these can be found
viridia, thornwood, whispbane, polyp-plants,
k’tallah, provender plant, and marsh weed.
Many varieties of lotus vine can also be found
along the estuaries and streams and the rare
purple narcissus can sometimes be found
growing the Avir Fens. Marsh weed,
thornwood, whispbane, and lotus vine are all
used by the Jhangarans for constructing
everything from walls, simple traps, boats, and
village huts.

Travelers in the region should also be
aware of some of the more active forms of
plant life. An unwary visitor can easily
stumble into stranglevine or tanglewood to
name but two of the deadly varieties. In
addition to these, whipweed, spitting crocus,
serpentvine, mantrap, needle leaf, scarlet
sporozoid, and spider moss are quite common.

The Horag
The Horag is a legendary beast of

unknown power. None know its origins with
certainty and few have actually seen the
creature and lived to tell the tale. According to
Jhangaran stories, the monster towers over
twenty feet high but casts a shadow that
reaches much further. Victims of the Horag,
both Man and beast, are found in the morning
suns-light with the life strangled out of them, a
look of unimaginable horror etched into their
faces. Although some Jhangaran hunters have

boasted the feat of outrunning the shadow of
the Horag, the renowned naturalist Andolmir
backs up claims that the very gaze of the
Horag paralyzes its prey. Despite its size and
apparent ferocity however little evidence of
the Horag exists. When the Septenarial
Concordance occurs, it is common for the
tides of the Azure Ocean to fluctuate wildly
and off-shore winds to greatly increase. Often

Talislantan Flora
(continued)

The force of the seed-pod’s explosion is
sufficient to shatter glass or wood
containers, and to blow open all but the
sturdiest or largest metal chests; at close
range, the pod’s spines can penetrate even
metal armor.”
Size:  25‘-50’ tall; weight unknown
Attributes:

INT -10 PER 0
WIL 0 CHA 0
STR +3 DEX 0
CON 0 SPD +1

Ability Level: 3-4
Attacks/Damage: Entangling tendrils DR

6; Seed-pod explosion DR 12
Special Abilities: Entangle, STR check at

-2 to escape
Armor: Tough Bark PR 5
Hit Points: 30-40 plus tendrils have

8 points each
Habitat:  temperate forests, woodlands,

sub-tropical swamps

Yellow Stickler
The yellow stickler is a peculiar plant
native to various temperate forest and
jungle regions of Talislanta. Standing up to
five feet in height, the stickler’s long,
golden leaves exude a remarkably adhesive
sap. The plant feeds on insects of all sorts
which become stuck to its leaves and
eventually die. The decaying insect then
provides nutrients, which the plant absorbs
by the process of osmosis. The stickiness
of the sap is of such a strength that even
careless whisps may be trapped by it
as well.
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this results in the felling of trees all along the
Jhangaran coast;  the Jhangarans claim that
this is where the Horag has stalked the coast
looking for victims, but there are never any
discernable claw marks or scraps of hide left
behind on these downed trees. Still, the
possibility of a temporary hole in the
dimensional fabric of reality, as posited by
certain occultists, can not completely be
dismissed as many aberrant weather
conditions such as Black Winds, Ghost Winds,
and Witch Winds are all known to occur off of
Jhangara’s south-western coast.

There may be some truth behind the
Jhangaran legends of the Horag as Andolmir
suggests in the aforementioned account.
Records exist in the Aamanian monastery-
village of Alm of a late-Archaen age resort
village that occupied the air between the
terminals of the Axis River. Axismouthe, as
the village was called, was a decadent place
for Archaens who wished to indulge their
baser instincts. The Flagellants of Alm
mention Axismouthe in cautionary tales to
those who will listen;  it is their claim that
over the years of its existence, the population
of Axismouthe grew more and more bestial.
The Aamanians point to this as evidence of
debauchery and sinfulness of the most vile
sort, but given the Archaen penchant for
biomantic hybridization and the creation of
neomorphs, it is unknown whether or not the
inhabitants of Axismouthe were truly debased
Archaens or simply fanciful creations.

Tales also claim that before the Great
Disaster, one of the magicians of this doomed
city attempted a powerful spell of unknown
intent. When this spell went awry, other
magicians attempted to contain it, but only
succeeded in further fueling the magical
mishap that was brewing. Before the magical
energies burned themselves out, something
from out of another time, or perhaps even
another world, noticed and began to move
towards the fires of the city. Afterwards, the
city survived, but its inhabitants had changed;
they were described as churlish by some
visitors, hostile by others. As the Archaens
began to take their business elsewhere, the

resort-village of Axismouthe fell into greater
and greater disrepair. The last known record of
Axismouthe was by the Archaen historian,
Hawar Filits, who claimed that in a visit to the
city he found the few remaining inhabitants
possessed of a violent distrust of outsiders.
Stranded in the city over the course of
Septinarial Concordance, Filits reported a
strange shadow that seemed to fall over the
city during the night and he felt that he was
being pursued by some unseen adversary.
Filits escaped the city, and by the time he
could convince anyone to return with him all
the inhabitants of the Axismouthe had been
slain. In his own report of the events—a book
called simply “The Shadow” that was largely
regarded as a sham—Filits describes the scene
that greeted him on his return to the village.
“The city center seemed to be deserted at first,
but the charnel scent of death hung over
everything. We slowly began to find first one,
then another, then more bodies of the slain,
bodies twisted beyond recognition in some
cases. Some of them seemed to have been
strangled or crushed by gigantic hands, while
others displayed signs of violence from the
other villagers. In almost all cases, the
countenances of the corpses seemed to be
contorted into expressions of horror, their eyes
nearly bulging from their heads. The feelings
of anger and antagonism that I had previously
felt during my visit to the city were slowly
replaced by shock and horror. Whatever had
walked among the village of Axismouthe had
seemingly so frightened its inhabitants that
those who did not outright take their own lives
apparently turned upon one another before
being slain by the horror itself. I am taking it
upon myself to burn this accursed and
wretched place, destroying it so that it will
hurtle into the ground below, where I hope it
will become buried in the mire of the rivers
and so vanish from the world of
Archaeus forever.”
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New Archetypes

LOW-CASTE JHANGARAN
MARSH DWELLER
There are mouths to feed, but you and your family have no voice.
You work and work to provide food and money for your clan-family,
but the higher castes often take what you make or charge you more
for their goods. Sometimes you can sell what you catch to outsiders,
but more frequently the other castes shout you down and sell their
goods for less. You are beginning to think that gathering you clan-
family and starting a new village isn’t such a bad idea, but the
swamps are full of dangers and the village you are in already has a
wall for protection.

Appearance:
5’7”-6’7”, 100-200 lbs. Marbled brown and sepia-colored skin;
elongated limbs; elliptical cranium; pinched, angular features;
hairless.

  +1  +1   +2  -2

STR  DEX    PER CHA

  +2   0    -2   -1

CON SPD    WIL  INT

+3 20 -4

CR HP MR

Skills:
Javelin +2
Dagger +1
Brawling +1
Merchant +3
Survival +3
Low Talislan, native
Sign, basic

For Spear-fishers, add:
Spear +3
Swim +3
Traps +3
Stealth +3

For Scintilla-divers,
add:
Swim +4
Traps +1
Pilot: skiff +1
Salvager +1
Stealth +4
Tracking +1

Special Abilities:
None;  Outcasts are regarded by other
Jhangarans to have CHA -10; Outcasts
have skills as previous profession.

Equipment:
Loincloth; brief cloth vest (females); arm
and leg wrappings; cloak (divers wear
Marsh Hunter green, fishers wear
Mercenary gray); backpack or shoulder
pouch; stone dagger; flask of liquor; 20
gold lumens in assorted currencies.

For Spear-fishers, add: long, stone-tipped
spear; two stone-tipped javelins; woven
net.

For Scintilla-divers, add: two stone-tipped
javelins; two woven sacks for scintilla;
small-river skiff.

JHANGARAN CONVERT
You now follow the ways of the All-Seeing Eye. The white-armored
priests say that Aa watches all, sees all, and knows all. Aa will
provide for his faithful, they tell you. You sometimes doubt, but food
is more plentiful than ever. Sometimes you go to the white-armored
priests fields and work in the hot sun, away from the water, and are
surrounded by food. You are not allowed to eat it while you are
working, but they feed you at suns-rise and at suns-set. Sometimes
you try to tell your tribes-mates about the All-Seeing Eye, but they
make the sign against evil and try to shout you down, claiming that
you will bring misfortune to the people. You don’t want to bring
misfortune, just the food and safety that the white-armored priests
say Aa will provide. If you are a simple convert, you perhaps work
the fields, mines, or on-board ships of Aaman, perhaps as a slave or
perhaps as a free Jhangaran. If you are a Reverant, you serve Aa as a
foot-soldier of Aaman or a guard for pilgrims.  If you are a Reverant
Oracle, you have seen the lessons of the white-robed priests and
begun to preach the faith of Aa in Jhangara.

Appearance:
5’7”-6’7”, 100-200 lbs. Marbled brown and sepia-colored skin;
elongated limbs; elliptical cranium; pinched, angular features;
hairless.

Skills:
Javelin +2
Dagger +1
Brawling +1
Survival +3

  +1  +1   +2  -2

STR  DEX    PER CHA

  +2   0    -1   -1

CON SPD    WIL  INT

+3 20 -4

CR HP MR

Skills (continued):

For Reverants, add:
Mace +3
Shield +2
Weaponer +1
Guide +1
Doctrines: Orthodoxy +1
Increase CR to +4

For Reverant Oracles,
add:
Staff +2
Astrology +1
Oratory +2
Guide +1
Doctrines: Orthodoxy +2
Increase MR to -2
Decrease CR to +2

Special Abilities:
None;  Outcasts are regarded by other
Jhangarans to have CHA -10; Outcasts
have skills as previous profession.

Equipment:
Loincloth; brief cloth vest (females); arm
and leg wrappings; cloak (dyed white);
backpack or shoulder pouch; dagger; 20
gold lumens in assorted currencies.

For Converts, add:  personal set of tools.

For Reverants, add:  black iron chain
mail, iron shield embossed with Eye of
Aa, white tabard embroidered with simple
Eye of Aa, coarse woolen garments, and
leather boots, all dyed white; iron holy
symbol of Aa, mace.

For Reverant Oracles, add:  coarse
woolen garments, gloves, and boots, all
dyed white; iron-shod staff; iron holy
symbol of Aa.

Skills (continued):

For Converts, add:
Laborer +4
Doctrines: Orthodoxy +1
Choose either Pilot +1 or Agriculture +1
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Superstitions
The sheer number of superstitions that the

Jhangarans cling to means that any attempt to
catalog them all is nigh impossible. However,
included below are a sampling of the primitive
superstitions and beliefs of the
Jhangaran people.

• An attack from hiding is surest. A swift
retreat means survival. An angered foe
should be met again.

• Jhangarans should only drink from the
water of the land. Jhangarans should not
eat other Jhangarans.

• Amber rubbed on the sick will bring relief.
Sapphires thrown in the air bring an end to
storms. Patratcha, or lotus, sapphires bring
continued good fortune even when given
away, but if sold the seller will wither
away. The violet pearls of the quaga bring
good fortune while sailing.

• One ravenger, attack. Three ravengers,
stand. Five ravengers, flee.

• The Horag stalks the swamps during the
Septenarial Concordance, and will kill any
who walk the waters during the night.

• Smoke in the sky means impending doom.
If clouds in the morning tinted red
signifies doom and that one should
remain indoors.

• Avir nesting in the thatch of a house ward
off doom. Destroying an Avir nest will
result in the Jhangaran’s own home being
destroyed. When eaten, avir eggs can be
used to determine guilt in the case of a
crime—if the eater is guilty, their doom
will fall upon them and make them ill; if
innocent, they will gain new strength and
vitality. An avir flying overhead may
mean good fortune. A flock of avir flying
overhead is a bad omen.

KALIMANTAN NEOMORPH
Your life is simple, and you are happy. There are the buildings, the
rocks, the sea, and the sky. There is nothing else. From atop the
highest peak, other lands can be seen; islands that are much bigger
than this one. But this one provides all that you and your people
need, so why go to the trouble of leaving. Besides, if you left there
would be no one here to watch over the ancient buildings. The very
thought of them being left unattended is enough to cause your heart
to ache and your head to spin. So you watch them, or leave others of
your tribe to watch while you gather food. Life is simple, and you
are happy.

Appearance:
5’5”-6’0”, 150-175 lbs. Mottled crimson and burgundy skin; thick
cranium; broad back covered with scales and bony plates; long,
double-jointed arms; short, wide-spread legs; coarse, matted hair.

 +6  -2   +2  -3

STR  DEX    PER CHA

  +2   0    -5   -1

CON SPD    WIL  INT

+2 25 -5

CR HP MR

Skills:
Brawling +3
Climbing +3
Guard +5
Herb Lore +1
Stealth +2
Survival +2
Laborer +1
Sign, native
Archaen, basic
Choice of Dagger +1,

Club +1, or Spear +1

Special Abilities:
Resist natural temperature extremes. As
neo-morphs the Kalimantans mature early,
have a long middle age, then rapidly
decline and die. They seem to have been
originally constructed as beasts-of-burden,
capable of bearing huge loads on
their back.

Equipment:
Loincloth, small basket, cloak, and hat, all
woven from leaves; choice of a stone
dagger, stone-tipped spear, or wooden
club; small collection of polished stones.
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• Anyone who touches an Outcast draws off
some of their doom, thereby becoming an
Outcast. Anyone who kills an Outcast not
only inherits all of their doom, but also
gathers more of their own, thereby
becoming an Outcast.

• If someone is plagued by continued
misfortune with no apparent source, they
are said to have attracted the “doom of
Ahtrus.”  Such individuals often end up as
Outcasts as no one wishes to suffer
alongside these unfortunates.

The Effects of Alcohol   
The Jhangarans have a pronounced

weakness for alcohol. From generations of
merchants, sailors, and pirates, they have
learned that troubles can be avoided through
the bottom of a tankard. As the Jhangarans
find their lives filled with troubles, they drink
often. Additionally, they display a strong
tendency for becoming addicted to alcohol and
other substances. This is partially due to a
generally low willpower for resisting the
continued lure of such vices, and partially
something in their own innate make-up.

For any given period of time or amount of
drinking, a player can roll make a Willpower
roll, modified up or down by the game master,
and consult the following results.

Critical Failure: Unconsciousness.
Unconsciousness means that the character falls
into a stupor and is unable to be awakened for
several hours.

Failure: Seeing Spirits. When Seeing
Spirits, the Jhangaran finds their superstitions
made manifest around them. Scores of
hideously malformed spirits and spectral imps
seem to lurk behind every corner, pulling and
tugging items, tripping others, spilling
buckets, and so forth. Others cannot see these
spirits; however, two or more Jhangarans
seeing spirits can share a common delusion,
influenced by the fears of their comrades and
convinced that they all see the same creatures.

Partial Success: Rage. When in a Rage a
Jhangaran will take offense at nearly any
slight, interpret the actions of others in the
most paranoid way possible, and eventually
begin to lash out at those he perceives as
attacking him.

Success: Madness. Madness affects the
Jhangarans in a manner that combines the
prior two results; not only do the actions of all
around him seem directed against the sufferer,
but their visages seem to take on leering,
devilish forms.

Critical Success: Uncontrollable. On
rare occasions, a Jhangaran becomes
Uncontrollable and lashes out wildly at
everyone and everything around him. While in
this state, nothing can calm the Jhangaran
down, and the only respite for those around
him is to render the drunken
tribesman unconscious.

Secrets Left to Discover
The following entries comprise a list of

possible ways to use the information presented
in the preceding sections. Ideally this material
is intended for Gamemasters for use as
adventure seeds or simply to spark creative
discourse about the myriad hidden possibilities
still existing in Talislanta.

The pre-Archaen Shoreline Ruins
There are numerous ruins along

Jhangara’s shore that are constructed of coral
and stone, contain Piscine writing, and have
carvings that seem to depict something
negative coming from the waves. This would
make sense if the inhabitants were amphibious
and had to fear the dangers of the sea while
remaining close to it. Perhaps, however, the
inhabitants were not amphibious but
completely aquatic and the ruins once existed
below the sea. The carvings that seem so
disturbing and negative to the PCs may
actually seem pleasing to a character from an
different environment. If such a PC is among
the party, perhaps they find the carvings
pleasant but feel that the entire structure is
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somehow out-of-place on dry land. Such a
character may instead interpret the carvings as
a warning of something from the ocean’s
depths or simply an extensive mythology of
the origins of the aquatic races of Talislanta.

Ylal Nat: Inhabitants, Demons, and
Alhambra

The past inhabitants of Ylal Nat are
unknown. If a group is interested in treasure
hunting or ancient secrets, making the past
residents Archaens is certainly possible. Other
possibilities could be a forgotten Sub-Men
tribe, the First Folk, or even the race known as
the Withen. Any or all of these could be
responsible for the demonic presence in the
ruins. Magical mishaps, overconfident
summoners and practitioners of the dark arts,
or even enemies of the city-state could all be
responsible for the first demonic presence in
the city, perhaps even before it was
abandoned. The current demonic inhabitants
could be those exact same entities or an
entirely new group drawn to the decay and
destruction of the area. Whether the demons
were summoned to protect or destroy the city
is up to the Gamemaster.

Alhambra and Altarus have long been
mistaken for one another and Ylal Nat is the
primary reason why. In Elder Tongue,
Alhambra loosely translates to “the red city,”
and Altarus itself was rumored to be primarily
red in hue. However, Gamemasters do not
necessarily have to have the two places be
distinct and separate. If the civilizations during
the time of the Archaens called the location
different names in different languages, then
the confusion of names could simply be a
modern misunderstanding. Alternately,
Alhambra could be a place far removed from
conventional understanding, peopled by
strange entities that do not resemble the
Archaens or the Sub-Men at all.

The Fear of the Horag
The Horag and the fear that it instills in

the Jhangarans may be real, but finding the
beast could be an adventure in and of itself.
Discovering the portal through which this

creature reaches Talislanta would most likely
require weeks of research and
experimentation. Once found, determining
how to close it permanently would take even
longer. All the while, characters would have to
endure the terrain, climate, and creatures of
the swamps.

Characters plumbing the history of the
Horag may eventually come across both the
tales of the Flagellants of Alm and the
Archaen accounts of Filits. Although it is a
hypothesis that would be nearly impossible to
prove, one could posit that the self-abusing
nature of the Flagellant cult, the aggressive
nature of the Jhangarans, and the fearsome
Horag are somehow linked—in essence that
an aura of fear, anger, and hatred has
permeated this small region of Talislanta. How
to remove such a curse would possibly require
research into the darkest of arcane arts
and sciences.

The Secrets of Kaliman
The Jhangaran Islands are largely

mysterious places—although situated within
sight of land as well as being near a widely
used shipping route, the islands are unused
and thought to be uninhabited. Do the statues
on Rahsso have some connection to the nearly
submerged coastal ruins of Jhangara?  Or does
their crimson coloration have something to do
with the legends of Alhambra written in Ylal
Nat?  Why do the Kalimantans still guard the
ruins of their creators? Who exactly were the
Archaens who bred them, for what purpose,
and why were they left behind?

Doom
The PCs are approached by a small band

of Jhangarans bearing a small, but apparently
heavy, box. The spokesman for the band, and
older Jhangaran named Kazk, wishes to hire
the PCs as guards. Kazk claims that the box
his tribesmen carry bears a strange statue.
According to him, this statue was found by
some Zandir in a set of ruins off the coast of
Jhangara. However, as the ship continued
sailing for Tabal a series of strange accidents
struck the vessel so that by the time it reached
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port again, only two Jhangaran porters were
still alive. From these porters, Kazk claims to
have discovered that the ruins lie off of
Jhangara’s south-west shore. He fears that the
statue is cursed and wants to find someone to
take it back to where it belongs. The
Jhangarans offer to pay the PCs what little
they have. Examining the statue, an act that
draws signs against evil from the Jhangarans,
the PCs find it to be ancient, made of coral,
and covered with a dazzling array of violet
pearls. Should the players take the job, they
find their way to the ruins blocked at every
turn:  Jhangarans belonging to the Violet
Quaga Cult wish to steal the idol; dangerous
beasts seem drawn to the box; and when
traveling near the coast, the PCs are set upon
by Imrians who seem to know about the idol’s
theft as well. Should they finally reach the
area of the coastal ruins, the characters finally
find a spot of luck… the tides are unusually
low and a number of the ruins lie exposed
above the surface of the water. Upon
investigating the characters can discover that
the strange statue was taken from some sort of
temple, and when they attempt to put it back
where it belongs, the tides come rushing in.
What strange powers might the tentacled-
statue have, and who created such a repulsive
looking statue.

The Southern Wind
A cult of Arial has gained some strength

amongst the Gao and Zandir, and have
decided to claim a portion of the Jhangaran
coast as their new home. The PCs, whether
they are Jhangaran or not, are drawn into a
struggle between the Cult of Arial, Aamanian
warrior-priests, and the Mercenaries of
Jhangkin when building tensions in the West
Axis River reach a boiling point. For the
Mercenaries, this is their home and it is hard
enough to scratch out a living without nearby
competition; the Aamanians see the Cult as a
band of heretics moving dangerously close to
the monastic seclusion of Aaman’s southern
border; and the Cult itself simply wants the
space to build a monument and temple to Arial
where it can catch the prevailing
southern winds.

Into the Jungle
The adventurers are hired to escort a

Green Aeriad scholar on an expedition into the
Avir Fens so that he can study and record the
variety of avir found there. Finding their way
downstream and into the Fens doesn’t seem all
that difficult, so why does their employer
insist on them being armed to the teeth?
When they reach the Fens they can easily set
up a camp, but the woods nearby seem
ominous and foreboding. Each day at suns-rise
and suns-set, motley bands of Jhangaran
Outcasts come to the edge of the woods and
silent watch the group, hiding and fleeing
should any come too close. Eventually, things
start to disappear from the campsite. Small
things at first, but as the days go by the unseen
thief manages to remove more and more
supplies from the camp no matter the
precautions the characters take. Eventually,
their employer himself disappears one night.
Alone on the Avir Fens, do the characters
follow the strange tracks into the Accursed
Woods, or do they flee back to civilization
with a collection of strange stories to tell.




