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In Naerie, everyone's got an agenda...
- Ludmila, merchant from Naerie City -
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Foreword

This book details the history and geography of the Principality of Naerie. The material was originally
developed for the Role Playing Game Association’s Living Greyhawk campaign, which ran from 2001 to
2008, under the Dungeons & Dragons Third Edition rules. After the campaign ended, we were left with a lot
of nifty stuff we’d developed and saw it as a shame to let it go to waste or languish on our hard drives
unread, and so, we created this one final release of the Principality of Naerie Gazetteer, presenting our
region the way it was at the conclusion of the plotlines of 598 CY.

We now make this material available to prospective players, Dungeon Masters and Greyhawk fans who
hope to find information on this formerly undetailed corner of the Oerth. Indeed, when our Triad first
embarked upon the project of developing Naerie, they had less than three hundred words of source material
to build upon, and most of that was outdated by the Living Greyhawk Gazetteer. Thus, most of the material
you find here is original creation.

It is apparent that the Principality of Naerie was originally presented as a region with the underlying idea
of the player characters as freedom fighters, operating against an oppressive government, trying to win
independence for the County of Idee. However, due to the interactive nature of the campaign, player actions
took the region to an unexpected direction, when a large part of the player base embraced the authoritarian
Ahlissan rule and the stability it brought to the small and vulnerable land threatened by mighty enemies. It
was deemed that only by Ahlissan military might and Prince Barzhaan’s iron fist in a silk glove could the
people of Naerie expect to retain the freedom they had — the Scarlet Brotherhood had defeated the
independent Idee easily once, and could do so again.

Thus, the Principality of Naerie had a distinctly unheroic quality from its beginning. The key concepts
were realpolitik, moral gray areas, and conflict of law against chaos instead of good against evil. Writing in
Naerie, we explored morality and political themes in ways that your average dungeon crawl does not.
Traditional good vs. evil -conflict was rare in Naerie, and it was more common to find yourself facing off
against good-aligned characters, or even siding with evil characters against an even greater evil.



County of Idee — An
Overview

Ancient History

Many years after the Rain of Colourless Fire that
destroyed the Ancient Suel empire, Suel from the
house Zelrad arrive to an area which would later
become the South Province of Great Kingdom.
Having established a peaceful contact with the
Flan Kingdom of Ehlissa, the Zelreds build their
first settlements and slowly expand into present
day Naerie. The Zelreds were surprised to find
other Suel already living in these lands.

These Suels had fled their empire decades
earlier yet had no trouble in allying with Zelreds.
Over the centuries the Zelreds expanded their
areas, conquered all other Suel settlements of the
coast and even asserted vast control over Ehlissa
during its decline. However, their success would
not survive the coming of the Aerdy.

After a series of skirmishes and wars,
collectively known as the "Zelrad Wars",
Azharadian the Great conquered all lands of
present-day Naerie. The last stronghold of Zelred
in Karnosa, located in the Iron Hills, resisted until -
60 CY before falling to the Aerdy, thus signaling
the end of the Zelrad Kingdoms. Some say that
Zelrad mages experimented with Oerthblood
magics in Iron Hills and enabled the relatively
small settlement to resist the might of Aerdy for a
long time.

Eventually these lands became part of the
Great Kingdom of Aerdy and prospered greatly.
The land was rich and easily farmed, and the
surrounding lands were at peace. Aside from a
few internal turmoils, Idee was at peace until the
Great Kingdom went into decline.

County of Idee

When the Great Kingdom started its long decline,
many countries of the south started to resist the
rulers of Rauxes. In 447 CY Idee broke away from
the Great Kingdom with some other southern
states, forming the Iron League. While the Iron
Hills offered a formidable natural barrier, Idee was
the state that bore the brunt of the Great
Kingdom’s aggression, and many battles were
fought on the northern border. This eventually led
to the completion of Eddri Line, a series of
fortifications that protected Idee from northern
attackers. Continuous warfare ultimately changed
Ideean military doctrine to favor defense and
concentration of forces on the north.

When the Great Kingdom entered its death
throes, this doctrine proved a weakness. Over the
years the Scarlet Brotherhood had sent its own
men to infiltrate the Ideean armies. With many of
their own men in positions of power, collapse of

the |deean armies was ensured. Vital coastal
areas were defended by second grade troops or
local peasant militias. They had no hope against
the savage Hepmonalander warriors, hobgoblin
troops and elite monks of the Scarlet Brotherhood.
Internal sabotage, assassinations and false orders
decimated the elite Ideean troops in the north.
Almost every local noble was killed with one
notable exception being Coriell Eddri. He was
saved by his bodyguards and managed to flee to
Irongate, along with a large militia contingent. A
few scattered military units and refugee columns
also managed to flee to the surrounding lands.
Having won a decisive victory, the Scarlet
Brotherhood put its own agents to rule the
baronies and started to establish their doctrine of
Suel Supremacy.

Birth of Ahlissa

Meanwhile, the South Province of the Great
Kingdom had avoided much of the chaos that
engulfed the Great Kingdom. Its ruler, Graf
Reydrich, was intelligent, ruthless and pragmatic,
something the Overkings of the Great Kingdom
had not been for a long time. He knew he
possessed some of the greatest fighting forces in
the Eastern Flanaess, and he was not about to
leave them unused.

While the Brotherhood fortified its hold on the
south, Graf Reydrich looked to Idee as a way to
expand his territory and turn his lands into a true
empire. Reydrich launched his own spies and
assassins against the Brotherhood in Onnwal and
Idee, eliminating scores of their agents. Some
argue that Reydrich’s actions were the reason
why the Brewfest rebellion in Onnwal in 586 CY
was so successful. That same year, the armies of
South Province marched into Idee, quickly
conquering the northern half and putting the
Brotherhood troops to the sword. Most of the
captured Brotherhood troops were killed in mass
executions organized in Foelt, but hundreds were
kept in captivity and used as slave labor to rebuild
areas devastated by the occupation. Reydrich had
planned to move into Onnwal as well but heavy
fighting and bad weather delayed his plans.

Pleased nonetheless, Reydrich told one of his
generals to be prepared to march into the Tilvanot
Peninsula by the year’s end over the bodies of the
Scarlet Brotherhood’s finest assassins, spies and
savages. The general returned to Reydrich’s
quarters later that day to find the archmage dead,
apparently slain during the act of casting another
spell against the Scarlet Brotherhood leaders. The
general fled to Nyrond where his story was made
public for all to hear.

Into this power vacuum stepped a coalition of
military officers and nobles who briefly attempted
to establish a realm of their own, renaming South



Province the Kingdom of Ahlissa. Several
members of this Oligarchy were slain by
Brotherhood agents in 586-587 CY, but enough
Oligarchs survived to oversee the complete re-
conquest of Idee by the end of 586 CY. With the
founding of the new United Kingdom of Ahlissa,
the lands of Idee were made part of Ahlissa. The
rulership was granted a general who had
overseen the conquest of Idee after Reydrich was
assassinated. His name was Barzhaan Haxx.

After the Wars

Of course, some Ideeans never greeted the
Ahlissan troops as liberators. A group calling
themselves the ‘ldee Volunteers’ staged attacks
against Ahlissan troops. These attacks posed little
threat to the Ahlissan forces and did little to
increase the popularity of the Volunteers. Most
people were happy to see the Brotherhood gone
and to continue their lives under Ahlissan rule.

In 592 CY a large group Idee Volunteers was
killed, including their founder Staceus of Felten, in
the Battle of the Hollow Highlands when Ahlissan
forces surrounded them on the edge of the Hollow
Highlands. Only a few survivors managed to flee.
Idee Volunteers also lost much of their political
support with the signing of the Naerie Compact
where Onnwal and Sunndi recognized Ahlissan
rule over the lands of Idee in return for military aid

and economic relations. This caused much outcry
and many said that is was merely a final
humiliation by the other Iron League states that
did not assist Idee in any way when it was fighting
against the Scarlet Brotherhood.

After this, until the end of 598 CY, Naerie
enjoyed relatively quiet period of time, which
ended with reversal of the Flight of Fiends.

Current Situation

Naerie did not avoid the calamity caused by the
reversal of the Flight of Fiends. However, these
were much less severe than elsewhere in Ahlissa,
with only few isolated incidents occurring.

In late 598 CY, Prince Barzhaan signed a
treaty with Keoland for mutual naval cooperation
against the Scarlet Brotherhood. It remains to be
seen how effective this treaty is going to be but
with northern Ahlissa in turmoil, it is likely that
Brotherhood and their Duxchan allies will use this
opportunity to attack Ahlissa.

Various internal problems also remain, the
most worrying being a rumor that Idee Volunteers
have organised around a new leader.

Additionally, with House Lyrthi struggling to
keep control of Monne — and failing — Prince
Barzhaan may lose one of his more important
supporters.



Development Team

The people who have developed Naerie for Living
Greyhawk throughout the ages are:

Nick Bell: Nick says he has played D&D on and
off over the past 20 years. He is a recent convert
to the Living Greyhawk campaign, but in that short
time he has developed Poelitz from a dot-on-a-
map to a vibrant, believable town, which he
hopes, will become a staging post for many
adventures. Nick lives and works in South Wales
and then goes adventuring in the nearby Forest of
Dean. He has also written the regional module
NAE5-03 Heart of the Wood.

Paul Bendall: Paul Bendall served as the head of
the Naerie Triad for most of the campaign’s run.

Sampo Haarlaa: Sampo is from Espoo, Finland.
He authored or co-authored a total of eleven
modules set in Naerie and environs, built a Naerie
and a Splintered Sun website and collaborated on
numerous regional projects. He served as a Triad
member from 2006 until the end of the campaign.

Juha-Pekka Hartikainen: A native of Helsinki,
Finland. J-P had the honour of laying the final
touches on the notorious NAEI7-01 Along the
Coast, a short introductory module that had a total
of seven different writers during the course of its
two-year development.

Dan Hass: Dan normally writes for the Bandit
Kingdoms but needed to do a proper regional
module to showcase his skills for his own region.
We managed to get him to write a regional
module, NAE4-04 Prince of Idee, which detailed
areas in the Barony of Menst. Dan later wrote us
NAEG6-04 A Fair Amount of Intrigue and the epic
NAE7-02 Demon Wishing.

Pal Henriksen: Pal (or Paul, for those of an
inferior alphabet) is living in Kristiansand, Norway.
He was the third member of the Naerie Triad at
the end of the campaign.

Anders Lindborg: Anders was our very first Triad
member. Anders created the foundation for Naerie
in 2002 when the first guide to Naerie was
published, and his original ideas for Naerie were
essential for the completion of this Gazetteer.
Anders also authored our first introductory module
NAEI3-01 Stone Strider.

Juha-Pekka Saarinen: From Turku, Finland, he
has written two regional modules and has also
been a valuable aid with the Naerie website.

Gordon Smith: Gordon was active member of
Nyrond region. After lot of persuasion, Gordon
wrote two adventures for Naerie, NAE7-03
Incognito and NAES8-02 Lay Down Your Burdens,
which are considered some of the best adventure
writing in history of Living Greyhawk. For this, we
thank him.

Jukka Sarkijarvi: An avid roleplayer from Espoo,
Finland. Jukka has written the module NAE7-04
Unyielding and co-wrote NAES8-04 Bright Sun,
Black Lion with Sampo Haarlaa. He maintains a
gaming blog called Worlds in a Handful of Dice at
http://nitessine.wordpress.com.

Steven Zwanger: Steven Zwanger lives in the
New York City area and has played D&D on and
off since junior high school. He is the author of the
very first Naerie Regional, NAE3-01 Daughter of
Idee, which helped set the tone for all our future
regionals. Steven returned to Naerie in NAE7-01
Like Love, Impatient.



The Setting

The world of Greyhawk consists of the eastern
portion of the continent of Oerik, known as
Flanaess, on the planet Oerth. Thousands of
years ago, two great empires (the Suel & the
Bakluni) fought and destroyed each other in a vast
magical conflict, which turned large areas into
wastelands, and destroyed millions of people.
Survivors of this conflict fled east. During these
‘migrations’, rival tribes warred against each other,
looking for a place to settle. In the process they
displaced the original inhabitants, the Flan, and
pushed demi-humans into their own isolated
realms. In all this time, kingdoms have risen and
fallen, and countless heroes and villains have
fought each other for glory and treasure.

Living Greyhawk started in 591 CY (Common
Year), a few years after the Greyhawk Wars raged
across the continent, and concluded in 598 CY.
The original boxed set published in 80s started in
576 CY.

Many famous characters hail from Greyhawk:
Mordenkainen, Tenser, Bigby, Robilar, Vecna,
Kas and Serten, to name but a few. Their names
can even be seen in ‘non-Greyhawk’ products
such as the Baldur's Gate computer game series.
Any D&D product not specifically stating it is from
a different game world is from Greyhawk. This is
for instance true of the Core Rulebooks, like the
Player's Handbook.

Further Reading

For further information about the Greyhawk
campaign setting, the following books are
recommended (in alphabetical order):

Adventure Begins: (1998), TSR. This
sourcebook updates the history of Flanaess
several years after the Greyhawk Wars. Not much
information is relevant to Naerie, but reading the
book is still recommended.

From the Ashes: (1992), TSR. This boxed set
deals with the aftermath of the Greyhawk Wars
and how it re-shaped Flanaess.

Greyhawk Wars: (1991), TSR. This supplement
deals with the devastating wars that engulfed
most of the Flanaess and permanently shifted the
balances of power between different nations.

lvid the Undying: This sourcebook (available free
online from the WOTC website) details the
situation of the Great Kingdom after it collapsed,
and it is very relevant if you want to learn what
kind of areas belong to the new United Kingdom
of Ahlissa.

Living Greyhawk Gazetteer: (2000), WOTC. The
last official supplement published for Greyhawk. It

The Naerie Gazetteer

details the situation in Flanaess in 590 CY, right
before the start of the Living Greyhawk campaign.

Scarlet Brotherhood: (1998), TSR. This book
deals with the Scarlet Brotherhood, the force
behind much of the intrigue that happens in
Naerie and surrounding nations. Some insight is
also offered on their operations in Hepmonaland
and the Amedio jungle.

World of Greyhawk Fantasy Setting: (1983),
TSR. This is the original boxed set detailing the
setting. It includes the original descriptions of the
nations and powers of Flanaess.

Living Greyhawk®



History of Naerie

This section details the general history of the
coastal region now known as the Principality of
Naerie and important events in the surrounding
lands. More detailed histories may be found in the
descriptions of individual baronies.

Ca. -1,100 CY: The Marvelous Nightingale of
Queen Ehlissa the Enchanter is created. The
Kingdom of Ehlissa is assumed to have been
founded or to be existent about this time.

-447 CY: The first Suel settlers, followers of Zellif
Ad-Zol (heir to the Suel Imperium), arrive in
present day Naerie. Most continue towards the
Pawluck Valley (now Sunndi) but some stay
behind and build settlements.

- 446 CY: Suel settlers come across strange Flan
stone edifices in present day Foelt. Their purpose
remains unknown.

-444 CY: Zellif Ad-Zol and followers settle in the
Tilvanot Peninsula.

-425 CY: Founding of the Scarlet Brotherhood
(5091 SD). Kevelli Mauk presents his vision of the
Brotherhood of the Scarlet Sign to the Council of
Nobles of the Suel Imperium.

-422 CY: The Invoked Devastation and the Rain
of Colorless Fire destroys both the Suel & the
Bakluni empires. Kevelli Mauk and the Scarlet
Brotherhood flee to the east with the help of
Lendor’s Matrix.

-419 CY: Kevelli Mauk and followers settle in the
Tilvanot Peninsula. The Onnwi arrive on the
Dragonshead from the Pomarj and set about
conquering the native Flan tribes or driving them
into the Headlands. The Kingdom of Onnwal is
declared.

-415 CY: The Aerdi are first reported to have
reached the western shores of the Nyr Dyv.

-400 CY (approx.): The Suel House of Zelrad,
driven out of the Sheldomar Valley by the Houses
of Neheli and Rhola, are welcomed into the Flan
Kingdom of Queen Ehlissa. They found the
original town of Zelradton. In the following
decades and centuries, many of the Suel move to
the south and settle within present day Naerie.

-355 CY: The Zelrad Suel establishes the town of
Ingmalt and start trading with Flan Kingdom of
Ehlissa. Later in the same year, Suel settlers from
House of Zelrad found the town of Minetha.
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-331 CY: Felten is established by the Zelrad.
Members of the house slowly extend their lands
within the Kingdom of Ehlissa, gaining the trust
and patronage of the ruling queens of the realm.

-323 CY: The Zelrad found the port of Naerie. It is
originally called Langshallow but later re-named
Idee in honor of Saint Idee before finally becoming
known as Naerie when Naerid of Cranden
conquers the town in -76 CY.

-217 CY: The Kingdom of Aerdy is founded,
uniting the Aerdi principalities under a single
banner. Lord Mikar of Garasteth is crowned Grand
Prince and takes Rel Astra for his capital.

-200 CY (approx.): Aerdy, led by Cranden and
Darmen princes, conquers large portions of the
"crumbling" Flan Kingdom of Ehlissa. Queen
Ehlyra marries Landrav, a Zelrad prince, who
takes power, declaring himself the first Fasstal of
Ehlissa. After signing a treaty with the Aerdi,
Landrav cedes all of Ehlissa east of the Iron Hills
to Aerdy, retaining the lands of Naerie and the
Ehlissan heartlands in the Iron Hills and eastern
Headlands around the city of Karnosa.

-197 CY: The lands of Naerie rise in rebellion
against Fasstal Landrav. Salneh |, called the
Founder, proclaims the Suel Kingdom of Zelrad in
modern day Ingmalt, Menst and Schwente with
parts of Ehlissa. The rival kingdoms of Idee and
Okalasna spring up in modern day Derevendt &
Foelt.

-195 CY: Zelred declares itself ruler of all Suel
peoples. Idee and Okalasna unite to fight against
them.

-190 CY: Zelrad defeats its rivals and establishes
dominance over the entire coastal area of Naerie.

-184 CY: The Kingdom of Zelrad establishes
settlements across the coastline and even into the
Iron Hills.

-175 CY: King Salneh | of Zeldrad dies. His son
inherits the crown and becomes Salneh Il. Trading
with the Suel in present day Sunndi begins.

-147 CY: King Salneh 1l of House Zelrad
establishes several mines in the Hollow
Highlands. The native goblin tribes are driven out
and many take refuge in the Stark Hills. The Dwur
of the Iron Hills prevent the Suel from advancing
too much into their areas.

--143 CY: The First Zelred War. The Kingdom of
Zelrad clashes with Aerdy, attempting to seize
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territory in southern Ahlissa. The Zelrad host lays
siege to the town of Hexpools.

-142 CY: An Aerdi relief force lifts the siege of
Hexpools and harries the retreating Zelrad. The
Zelrad army leaves fully three-quarters of its
numbers dead behind them on the road before it
reaches home.

-141 CY: Raiding columns of Aerdi cavalry sweep
into northern Zelrad, burning the town of Ingmalt
and forcing the Zelrad King to sue for peace.

-110 CY: The Second Zelrad War. Persistent
skirmishing along the border between Aerdy and
Zelrad breaks into open war. Despite harassing
raids by Zelrad forces, the Aerdi storm Ingmalt
and invest Minetha. Only the outbreak of war
between Nehron and Aerdy saves the Zelrad, as
the Aerdi hosts are forced to lift the siege and
withdraw to Ingmalt, as the Battle of a Fortnight’s
Length rages hundreds of miles to the north on
the Harp River.

-107 CY: The Order of the Knight Protectors of
the Great Kingdom is founded after woodmen and
farmers save the King of Aerdy from an attack by
Ur-Flan insurgents on the royal tent.

=77 CY: Third Zelrad War. King Salneh Il of Zelrad
launches an ill-fated campaign to retake Ingmalt
from the Aerdi. He invests the city late in the year,
hoping that the Aerdi will be unable to muster aid
before the city falls.

-76 CY: Carrying orders from the King of Aerdy to
crush the Zelreds once and for all, Azharadian the
Great sends a force under Naerid of Cranden
from Sunndi towards the Adder’s Pass. Salneh llI
hastily lifts the siege of Ingmalt to rush his army to
face him. Meanwhile, Azharadian leads a second
Aerdi army from the north, capturing Minetha and
the rest of central Zelrad. Salneh Ill is killed by
Naerid near Adder's Pass. Naerid captures the
town of Naerie, ending almost all Zelrad
resistance. The town of Ingmalt is named Ekehold
by Aerdy captain Bennock Lyrthi.

-75 CY: Oeridian settlers start moving into Naerie.

-74 CY: The Suel defenders of Castle Rishmar
finally surrender to Aerdi commander Asell
Heshun, who then executes all of them. Heshun
then claims the castle and surrounding land as his
own.

-75 to -60 CY: The number of Oeridian settlers
arriving in Naerie peaks. Over the ensuing
decades the Suel and Oeridian bloodlines mix
through intermarriage.
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Hearing of the riches of the Iron Hills, Aerdy
forge an alliance with the Dwur Kingdom of the
Iron Hills. After moving forces to the northern
edges of the hills and commencing mining
operations there, the remnants of Suel Kingdom
of the Zelred attack. A long and bloody war
follows before the last Zelred stronghold of
Karnosa is sacked and burned. They name
Zelradton as regional capital.

-46 CY: Onnwal falls, giving the Aerdi complete
control of the Headlands.

1 CY: Grand Prince Nasran of Cranden declares
"Universal Peace" and is crowned as the first
Overking of the Great Kingdom of Aerdy in
Rauxes. Nasran founds the See of Medegia and
grants it to the Church of Pholtus. The Overking
also appoints viceroys to oversee the
administration of the expanding empire. The
House of Cranden is granted the Viceroyalty of
the South Province, with its capital at Zelradton.
The House of Naelax gains the Viceroyalty of the
North Province, based in Eastfair. In the following
decades, Schandor draws up the Code of Laws
and creates the Court of Essence.

5 CY: The Cranden Viceroy of the South divides
Idee between members of his own house and the
minor noble houses of Eddri, Devnor, Heshun,
Lyrthi, and Oedil.

124 CY: The construction of
completed.

Irongate is

198 CY: A comet appears over the Flanaess.
Selvor the Younger prophesizes an Age of Great
Sorrow for the Great Kingdom. The next decades
and centuries see the gradual reduction in the
influence of The Great Kingdom, with, among
others, the realms of Ferrond and Nyrond
declaring their independence.

257 CY: Sage Keep established by Merusel Esk.

300 CY: A strange lizard cult is discovered in the
Barony of Monne. Gillax of House Lyrthi destroys
it and its leaders.

412 CY: Because of a personal grudge, House
Oedil sends its forces against House Lyrthi and
conquers Ekehold. In response, Lyrthi confiscates
all Oedil property in Monne. The Herzog of the
South Province sends his armies to pacify the
situation but does not force the Oedil to return
Ekehold. The heads of both houses are forced to
step down in disgrace and are replaced by their
wives.
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430's CY: lvid Naelax (son of lvenzen Naelax)
becomes Herzog of the North Province.

437 CY: Overking Nalif of Rax is assassinated by
agents of Ilvid of Naelax, Herzog of the North
Province. lvid declares himself Overking. He is
opposed by the House of Rax, elements of the
House of Garasteth and the House of Cranden,
led by Galssonan of Cranden, Herzog of the
South Province.

The Great Kingdom slips into the civil war
known as the Turmoil Between the Crowns. The
Naelax use orcs and other humanoids extensively
as mercenaries for the first time. The Naelax
begin hunting down members of the House of
Rax, with the aid of the Death Knight, Prince
Myrhal of Rax.

443 CY: lvid | begins hunting down the Knight
Protectors of the Great Kingdom.

446 CY: Prince Malchim Il of Garastheth, Lord
Mayor of Rel Astra, sides with lvid, handing him
victory in the civil war and the Crown of Aerdy.
Galssonan is deposed and replaced by Damanilor
of Naelax as Herzog of the South Province.
Cranden properties in Idee are confiscated and
granted to House Eddri.

Damanilor invites the Lord-Mayor of Irongate
and other southern leaders to Zelradton to discuss
their grievances. The envoys are arrested, sent in
chains to Rauxes where they are tortured for the
Overking's pleasure, publicly executed for treason
and their bodies exposed in the Traitor's Garden.
King Dunstan | of Nyrond meets with
representatives of the fiefs of the South Province
in Chathold and encourages them to rebel. The
South Province rises in open rebellion against
Ivid. Parmus Destron deposes Naelax szek and
takes his place as ruler of Onnwal.

447 CY: With the backing of King Dunstan I,
I[rongate, Onnwal, Idee, Sunndi and the Lordship
of the Isles declare themselves independent
states. House Heshun opposes the rebellion.
House Eddri confiscates their holdings, leaving
only Castle Rishmar and immediate surroundings
to them.

Damanilor sends the Provincial Expeditionary
Forces to besiege Irongate. The southern rebels
crush the Imperial army at the Battle of a
Thousand Banners before the walls of Irongate.
Irongate, Onnwal and Idee found the Iron League.
Lordship vessels are seized in Prymp by
Damainilor.

448 CY: The Lordship of the Isles joins the Iron
League.

449 CY: Idee starts construction of border forts.
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455 CY: Sunndi rebels slaughter the Aerdi forces
occupying the country and drive out the loyalist
Glorioles Army. Sunndi is proclaimed an
independent County and joins the Iron League.

470 CY: Holgi, son of Holgarri, King of the Iron
Hills, is born.

494 CY: lvid | dies. Ivid Il of Naelax crowned
Overking of the Great Kingdom of Aerdy. Unstable
before his coronation, Ivid Il quickly lapses into
raving dementia upon assuming the full regalia of
office.

498 CY: Ivid Il slain by his son. lvid lll of Naelax
crowned Overking of the Great Kingdom of Aerdy.
He exterminates his blood kin and imprisons his
children in the Imperial Palace.

510 CY: Fedorik of House Eddri born in Felten.

524 CY: Ivid lll, upon reaching advanced age,
declares that his surviving child will succeed him.
After a bloodbath of fratricide, the sole survivor
becomes Overking Ivid IV.

540 CY: Fedorik Eddri becomes Count of Idee.

556 CY: Overking Ilvid V of Naelax is crowned
after having his father, lvid IV assassinated by his
concubine. The House of Naelax-Selor is granted
the title of Herzogs of the South Province.

565 CY: Icespire on the Tusk falls under a curse.

568 CY: Holgi, called the Hirsute, becomes King
of the Dwur of the Iron Hills. He retains close
relations with the Iron League.

570 CY: Reydrich of Naelax seeks to become a
member of the Circle of Eight, but is rejected.

573 CY: Emissaries of Scarlet Brotherhood
appear in the courts of the Iron League (6088
SD).

575 CY: Herzog Chelor Il of the House Naelax-
Selor gains the throne of the South Province.

577 CY: Forces of Herzog Chelor Ill of Naelax-
Selor, under General Reynard, seize the north-
eastern frontiers of Sunndi, from the confluence of
the Greyflood and Thelly rivers to the meeting of
the Thelly and Flamni.

578 CY: Chelor llI's force enters Idee. Allies from
Sunndi and a dwarven army from the Iron Hills
come to the aid of the beleaguered Ideean forces,
but a rift develops between King Holgi Hirsute of
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the Dwur and Count Fedorik Eddri of Idee.
Fedorik accuses the dwarves of delaying their
arrival and Holgi blames the Ideeans for coming
into the battle with too few troops. Relations
between the two never completely heal.

The leaders of Irongate and Onnwal meet with
the Dwur and Noniz of the Headlands in Kildeer.
The Headland folk agree to aid Irongate should
she be attacked, but will not otherwise become
involved in human affairs. Szek Ewerd of Onnwal
reinforces his Marines and doubles the size of his
Regular Army and Militia. Almor and Nyrond
muster their forces for war with the Great
Kingdom.

579 CY: Nyrond and Almor join the Iron League to
form the Golden League. The League immediately
declares war on the Great Kingdom in response to
Imperial aggression in the Adri Forest, Relmor
Bay, Idee and Sunndi.

579-580 CY: War of the Golden League between
the Golden League and the Great Kingdom. The
war concludes with the Great Kingdom seeing off
the attacks of the Golden League. The army of
Idee loses much of its strength in the war,
especially among its officers and cavalry. As Idee
is unable to replace losses quickly, this cost them
dearly when the Scarlet Brotherhood attacked four
years later. Fedorik Eddri dies due a sudden heart
attack. His nephew Coriell becomes the new
Count of Idee.

583 CY: The Greyhawk Wars: Ivid V attacks
Almor, Nyrond and the Iron League. The Grand
Field Force of the South Provence marches into
the lIron Hills, while Pitchfield, the capital of
Sunndi, falls to the Glorioles Army.

The Iron League receives aid secretly from
the Scarlet Brotherhood. Osson's Ride begins,
with Almor’s cavalry passing through the Thelly
Forest and plunging into the South Province.
Herzog Chelor moves troops from the lron Hills
east and reluctantly accepts aid from the
Overking. The Aerdi army, under the Grandee
Despotrix of the army, his Highness Yimdil of
Jalpa, marches southwest to engage Osson.
Commandant Osson defeats the Glorioles Army
at the Battle of the Rieuwood and liberates
Sunndi. Osson is repulsed from Nulbish, but
turning south and east, defeats Medegian forces,
forcing Holy Censor Spidesa to flee to Rauxes
where he suffers the Endless Death. The Eastern
Pact of Alliance is signed in Oldred between
Nyrond, Almor, Onnwal, Idee, Irongate, Sunndi,
the Lordship of the Isles and the County of Urnst,
pledging support against the Great Kingdom.

In Idee, House Devnor is infiltrated by
Brotherhood agents. Many fall under the control of
‘overseer’ mind control parasites.
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584 CY: The Lordship of the Isles withdraws from
the Iron League and pledges its allegiance to the
Scarlet Brotherhood. Osson defeated in Medegia
by lvid's armies.

Herzog Chelor Il of the South Province is
executed for his incompetence in the wars and
replaced by Reydrich of Naelax.

Onnwal and Idee fall to the Scarlet
Brotherhood. Szek Ewerd Destron assassinated
in Scant. Many members of the Ideean noble
houses, except House Devnor, lose most of their
members to assassination. Coriell Eddri is saved
by timely intervention of his guards and later
manages to flee into Irongate. The armies of Idee
are massacred as, leaderless, they try to retreat
into the Iron Hills. Naudus Heshun and his family
flee Idee for the South Province. They are later
followed by House Oedil. Lord Mayor Cobb Darg
foils the Brotherhood's attempt to capture
Irongate. Kesh Vasiliek becomes the Overseer of
the occupation, along with several other ‘regional
leaders’ placed in each barony.

The Great Kingdom of Aerdy fractures into
hundreds of petty states and the South Province
(Ahlissa) declares independence from the Great
Kingdom. Later in the year, the Pact of Greyhawk
is signed, bringing the Greyhawk Wars to a close.

585 CY: House Devnor are allowed to govern
their lands under the control of Brotherhood,
appearing as slaves of the Scarlet Sign.

586 CY: Senior Scarlet Brotherhood Herdsmen in
Onnwal and Idee are assassinated through
magical means by Graf Reydrich of the South
Province. Reydrich takes northern Idee from the
Scarlet Brotherhood, but is assassinated soon
after. Barzhaan of House Haxx assumes
command of the South Province armies and
completes the re-conquest of Idee.

An oligarchy of Ahlissan generals, including
General Reynard, proclaims the Kingdom of
Ahlissa. Several members of House Devnor
released from “captivity” by Ahlissan troops.

Rakehell Chert leads the Brewfest Rebellion
in Onnwal, wresting control of most of the country
from the Scarlet Brotherhood. Jian Destron is
formally declared Szek of the Free State of
Onnwal in Kildeer.

587 CY: Scarlet Brotherhood agents assassinate
several members of Ahlissa’s Oligarchy. A secret
meeting between surviving Oligarchs of Ahlissa
and Prince Xavener of Darmen takes place in
Kalstrand. The United Kingdom of Ahlissa is
founded, and Xavener is crowned Overking in
Kalstrand. Prince Reydrich reclaims rulership of
the Principality of Ahlissa (on the condition that he
deals with his Naelax relatives in Ahlissa).
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Xavener awards the rulership of Idee
(renamed the Principality of Naerie) to Barzhaan
of House Haxx.

588 CY: Overking Xavener survives an attempted
assassination attempt by disaffected Naelax
nobles. Overking Xavener orders the rebuilding of
the Ahlissan fleets at Prymp and Naerie.

Yarleven of Zilchus, along with Captain Belva
and Damar Rocharion uncovers the treachery of
House Devnor. Prince Barzhaan has all captured
members of the House executed. Some escape
and remain unaccounted for to this day.

The Houses of Heshun and Oedil receive
control of Foelt and Ingmalt respectively. Various
nobles of the Houses of Lyrthi and Eddri are given
control of some of their old lands after swearing
allegiance to Prince Barzhaan. House Arxx
receives lands once held by House Devnor. A few
other noble houses such as Drien and Radoc
receive token fiefs.

589 CY: Sunndi chooses not to join the United
Kingdom of Ahlissa (6104 SD). The Kingdom of
Sunndi is declared, with Olvenking Hazendell as
its ruler. The Solnor Compact is signed between
Rel Astra, Ountsy and Roland.

Staceus of Felten forms the Idee Volunteers
in response to Prince Barzhaan refusing to
remove Andariell Eddri as ruler of Schwente.
Their goal: “the rebirth of Idee & the Iron League,
free of Aerdi influence”.

590 CY: Cobb Darg, Lord Mayor of Irongate,
officially recognizes Jian Destron as Szek of the
Free State of Onnwal. The Sunndi Congress of
Lords meets for the first time. Trade between
Ahlissa and Nyrond, Sunndi and Irongate begins.
North Kingdom forces are seen on the northern
borders of the Ahlissan Marchland of Rauxes.

591 CY: Dwur miners discover two 16 foot high
tablets in Irongate's immense undercity. Referred
to now as the Khul-Ak tableaux, they are thought
to reveal significant information about the lands
surrounding the Free City in ancient times. The
script has defied all attempts to decipher it. Bigby
has referred to the text as "unfathomably alien."

The Idee Volunteers launch a series of
successful raids against Ahlissan garrisons in the
Barony of Monne in Naerie. In retaliation, the
Ahlissans seal off the Tomb of the Saint of Idee,
leading to widespread protests among the locals
and the arrest of the leading dissidents.

592 CY: A large band of Idee Volunteers is
surrounded by Ahlissan forces on the edge of the
Hollow Highlands. Staceus is killed and only a few
survivors escape the ensuing slaughter. The
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Church of Heironeous in Naerie recognizes the
Ahlissan claim to the Principality.

593 CY: Theodora Hubalt, the natural
(illegitimate) daughter of the late Count Fedorik
Eddri surfaces in Naerie and marries Darvander of
House Haxx. The ldee Volunteers spread rumors
that indicate Theodora is not Fedorik’'s true
daughter at all. (NAE3-01 Daughter of Idee).

594 CY: The Scarlet Brotherhood and its Pomarii
allies launch a combined attack by land and sea
upon the Onnwalon strongholds of Sornhill and
Kildeer. In fierce fighting on the docks of both
towns, the defenders hold the line until Ahlissan
naval squadrons arrive to force the withdrawal of
the Brotherhood forces. The Free State of
Onnwal, the Kingdom of Sunndi and the United
Kingdom of Ahlissa sign the Naerie Compact.

Under the terms of the treaty, Onnwal and
Sunndi formally recognize Ahlissa’s claim on the
Principality of Naerie and allow the Royal Guild of
Merchants of Aerdy access to their markets in
return for free passage of the Sunndian Xlth Army
to Onnwal and the cooperation of the Imperial
Ahlissan Fleet against the navy of the Scarlet
Brotherhood and its allies. The Army of Rebellion,
in concert with the Ahlissan Royal Gearnat Fleet,
liberates the port of Tessak’s Cove.

A magical disturbance, caused by the
apprentice of wizard Eurynymos, strikes Naerie
City during Richfest celebrations (NAE4-03 The
Apprentice). A group of adventurers and the
Nasranite Watch together manage to contain the
situation, though many people are killed. In
response, the Nasranite Watch is heavily
reinforced with spellcasters.

The so-called ‘Prince of Idee’ plants his flag in
the Barony of Menst and starts robbing caravans,
calling it ‘Road Tax. He is finally killed after
attacking a group of envoys sent by Senechal
Selnor. His followers suffer a similar fate or
abandon him. Goblinoid activity in the Stark Hills
increases. (NAE4-04 Prince of Idee).

595 CY: The Scarlet Brotherhood is driven out of
Onnwal with the re-conquest of Scant. A magical
onslaught, most likely a Brotherhood reprisal,
reduces the city to smoldering ruin.

While the battle for Scant rages, the Ahlissan
fleet fights a diversionary battle against
Brotherhood ships and their Pomarj allies in the
Strait of Gearnat.

A Scarlet Brotherhood ship sinks near Gefjon
Isle during a fierce storm, killing all onboard. It is
suspected that ships task was to conquer the
island. (NAE5-02 Return to Gefjon).

Berik Oedil escapes an assassination attempt
by his guard captain Brymar, though Brymar
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himself evades capture and escapes into the Iron
Hills. (NAE5-01 When Nightingales Sing).

596 CY: Adventurers capture the Scarlet
Brotherhood vessel Danour off the coast of
Naerie. Captured documents point to the

existence of a secret Brotherhood base
somewhere along the Menowood coast. (NAE6-
01 Danour)

Former mercenaries under Mendaos of
Radoc’s command, the Serpent Guard, turn to
banditry and are subsequently vanquished by a
group of adventurers, the Felten Guard and the
Gornorites. Clues pointing to their possible
association with the remnants of House Devnor
are found in Gornor's Cove. (NAE6-02 First Bite,
NAEG6-03 Legacy of the Serpent)

In celebration of the tenth anniversary of
Naerie’s liberation by the South Province armies,
Prince Barzhaan declares a Royal Fair. The
market peace is, however, disturbed by the
murders of two Army officers by a pair of
disguised kobold assassins. (NAE6-04 A Fair
Amount of Intrigue, NAEM6-01 Fun Fair)

After rioting in Naerie City, increased raiding
by the Hepmonaland Suel in Menowood, and
some manoeuvring by political and economic
forces in the principality, the disenfranchised
former Brotherhood prisoners of war are given
permission to construct temples of Llerg and
Bralm. (NAE6-05 Sharafon)

The border town of Adderstone finishes
building its string of fortified towers along the
Sunndi border, despite sabotage attempts.
(ESA6-05 A Point of View)

597 CY: Early in the year, the Olman settlement
of Nahuatl in the Barony of Menst is emptied of
Olmans, who are bound for an unknown
destination. The empty huts are swiftly taken over
by other former Scarlet Brotherhood soldiers, who
erect temples to Llerg and Bralm. They are picked
a leader from the prison camps, one Sahar Regor
Kan. The settlement, now predominantly

Hepmonaland Suloise, is renamed Shar Hesiyev.
In the aftermath of the last year’s disturbances
in Adderstone, Lord Beddas Haxx is found dead.
His post is taken over by Benrad Lyrthi. There is a

cursory investigation that produces no suspects.
After continuing racial tension between racist
Oerids and the Hepmonaland Suel, the Naerie
City Watch deC|S|ver picks a side, allowing the
; Hepmonalanders to join

their ranks.

During the closing stages

N
-4 of the year, commander
‘Wanworth, the main
- instigator of the Oerid

q.ramsts is found murdered
.3-_-.'- evidence pointing to
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Damar Rocharion (who disappears
unknown).

to parts

598 CY: Prince Barzhaan organises an expedition
to Menowood to convince the remaining
Brotherhood troops to surrender. The mission is
partially succesful, though the Brotherhood leader
Reshes Fren escapes.

Keoland sends diplomatic mission to Naerie
and the Treaty of the Azure Sea is signed despite
attempts by extremist Idee Volunteers and tthe
Scarlet Brotherhood to sabotage the event. An
assassination attempt on Darvander Haxx is also
foiled.

Members of House Devnor strike against
House Lyrthi and the church of Osprem in
Gornor's Cove. House Lyrthi loses several
members and high priestess Nuran becomes the
de facto leader of the Gornor's Cove.

599 CY: Current year.

Occupation

Despite the relatively short duration of the Scarlet
Brotherhood occupation, it still profoundly affected
the people of Idee. The immediate effect was
confiscation of property and formation of labor
camps for non-Suel citizens (and execution of
those deemed "dangerous" to the new order).
Those Suel that were seen as important and
found to be sympathetic to the Brotherhood cause
were included into the ranks of Shar. Many were
granted positions as village leaders, essentially
becoming minor nobles. Unlike in Onnwal,
temples of Suel deities did not side with the
Brotherhood and many priests faced persecution.
The exception was the church of Wee Jas, which
paid the price when Ahlissa invaded.

The Brotherhood hobgoblins and
Hepmonaland savages freely abused non-Suel
humans. Many people perished in the labor
camps. Women were raped and forced to give
birth to Brotherhood offspring. Some Ideeans,
mainly from old army units that somehow
survived, resisted the occupation to the best of
their abilities, receiving only token help from the
other Iron League states that still existed.

When Ahlissa invaded, those who had sided
with the Brotherhood were put to the sword or
hung from the nearest tree. The old systems
returned - mostly. In some places villages kept
certain methods that the Brotherhood had
introduced. Brotherhood-built temples were
usually destroyed, and those they had taken over
were returned to their original priesthood. At least
for common people, the Ahlissans were a return
to the old ways.

However, Barzhaan and the oligarchy had
more pressing concerns in the immediate
aftermath of the war, and some issues concerning
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property confiscated by the Brotherhood were
never solved. Commoners started many fights,
sometimes lethal, over this. A few lucky (or
cunning) ones shamelessly amassed for
themselves more than they had ever owned, while
others lost the last remaining possessions they
had.

Local Leaders

The following persons were local leaders of the
Scarlet Brotherhood during the occupation of
Idee. Except for Reshes Fren, they were all killed
in battle or by Graf Reydrich’s magic prior to the
invasion. Reshes Fren is still at large. He was
captured in Menowood by Ahlissans but infiltrators
within the army helped him escape.

Kesh Vasiliek - Derevendt (Supreme leader)
Arino Soron - Foelt

Nishar Zan - Ingmalt

Reshes Fren - Menst

Chekar Madi - Monne

Obens Ren Ker - Schwente

Minor Leaders

Several lesser leaders of the Brotherhood forces
also survived the liberation of Naerie. They were
overseers of smaller regions, towns and villages.
Their current whereabouts are unknown, though
Tenho Soron is rumored to have been spotted in
Sulward in Lordship of the Isles.

Ker Nasek
Tenho Soron
Pati Nomo
Vilki Nav
Hisek Hesh

In addition to these individuals, Elder Cousin
Brouka (LE female human rogue 13) was the
original Kesh of Idee, but Elder Brother Vasiliek
replaced him soon after the occupation started.
The reason for this is unclear.

The Naerie Gazetteer

15

Living Greyhawk®



Life in Naerie

This section describes a number of aspects of
every-day life in the Principality of Naerie, from
religious practices via politics to crimes and their
punishments.

Politics

Naerie is ruled by six noble houses, several lesser
ones, as well as several other important factions.
Below are quick references to most houses and
organizations, and to their goals.

House Haxx

Haxx is the
house of Naerie,
headed by Prince
Barzhaan. The duty of
the Haxx is to keep
the other noble
Houses loyal to
Ahlissa and make
sure the Brotherhood
does not gain a
foothold in Naerie
again. The Haxx must
also make sure trade and relations with
surrounding nations flow without any trouble. The
Haxx are a rising force in Ahlissa. Formerly a
minor noble house with lands in Ahlissa and
central Aerdy, they lost many of their senior
members in the fall of Rauxes. Barzhaan of Haxx
had long served as a commander in the armies of
the South Province. Under Graff Reydrich, he
gained a generalship and led the Ahlissan heavy

ruling

cavalry that decimated the forces of the
Brotherhood in northern Naerie.
After Reydrich’s assassination, Barzhaan

became one of the Ahlissan Oligarchs and
showed considerable political foresight in aligning
himself strongly with Xavener of Darmen during
the formation of the United Kingdom of Ahlissa.
For this support, he was granted the title of Prince
of Naerie. Since then the stock of the House of
Haxx has been rising and some predict great
things for them.

Prince Barzhaan is the leader of the House,
but he remains unmarried despite his advancing
years. It is commonly believed that his cousin
Darvander will inherit the throne of Naerie after
Barzhaan.Motto: Swift Is Our Wrath.

Blazon: Quarterly: | and IV: Vert, the Sun of
Aerdy Or, Il and Ill: Azure, a bull passant argent.

Meaning: Their coat of arms has four
quarters. The upper right one and the lower left
one are green with the golden Sun of Aerdy on
them, while the upper left one and bottom right
one shows a white bull, its foreleg raised, on a
blue background.
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House Arxx
The second most powerful house in Naerie, it is
ruled by Baron Euric. They were originally a minor
Ideean noble house but rose to prominence after
House Devnor was destroyed. Arxx are at least
nominally loyal to House Haxx. The Arxx are
widely rumored to foster ambitions to replace the
Haxx as the ruling House. They aim to do this in
political ways, so they are looking for any
available chance to discredit House Haxx in the
eyes of Overking Xavener, while taking any
opportunity of elevating themselves before
Xavener or other noble Houses. They are not
looking for military conflict since this would not
serve their interest in the long run. They govern
the Barony of Menst and its capital, Minetha.
The current heir of the house is Aeslith

Oedil (half-elf cleric of Sotillion 2/expert3), who
was chosen by Euric Arxx to succeed him. She is
also married to Baron Berik Oedil and the two
houses are de-facto allies. However, Aeslith lacks
the ambition and political acumen of her father.

Blazon: Azure, a bull's head couped,
sanguine. (A maroon bull's head on a blue field.)

Blue and maroon are the colors of House
Arxx.

House Eddri

The original rulers of Idee, they have now been
reduced to rulers of Schwente and its capital
Felten. House Eddri is headed by Lady Tanariell
Eddri, a distant cousin to Count Coriell Eddri of
Idee. Coriell (the true head of House Eddri)
managed to flee to lrongate with a contingent of
soldiers when the Brotherhood invaded (most
members of House Eddri were killed) and he
remains there to this day. Rumors say Coriell
would want to return but Prince Barzhaan has not
invited him back, and it is likely that he and
Overking Xavener prefer Coriell to stay in
Irongate.

Blazon: Per pale, azure, two sea gulls argent
in dexter, argent, a thunderbolt azure. (A shield
divided vertically into two sections, one with blue
background and another with grey background.
The blue section has two grey seagulls while the
grey section has the thunderbolt of Heironeous on
it.)

Blue and grey are the colors of House Eddri.

Previous Eddri Rulers

Count Havershall Eddri (446 - 491 CY):
Havershall of ldee co-founded the Iron League
and built the firsts outposts on his northern border,
which eventually formed the Eddri line. He also
sent troops to take part in the Battle of Thousand
Banners. Havershall is remembered as an
effective ruler and a national hero.
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Countess lljaren Eddri (491 - 500 CY): lljaren
was the wife of Havershall and continued his
policies efficiently but is not well remembered for
her accomplishments. She was later laid to rest
along with her husband at the burial site of Saint
Idee.

Count Jurdan Eddri (500 - 512 CY): Jurdan
Eddri is usually remembered as the one who
finished the construction of the border forts. He
was also the one who, unwisely by hindsight,
made extensive naval treaties with the Lordship of
the Isles and Irongate, causing a significant
reduction in Ideean naval power, even though the
merchant fleet stayed large. Jurdan disappeared
along with an Ideean military patrol in the
Menowood.

Countess Ascalen Eddri (512 - 540 CY): After
Jurdan's death, his wife took over and continued
cooperation with other lron League states and
improved relations with the Iron Hills dwarves.
During her reign, Idee first established a
relationship with the Kingdom of the Shar in the
Tilvanot peninsula, though these mainly consisted
of a few diplomatic and mercantile visits.

Count Fedorik Eddri (540 - 582 CY): With an
increasingly unstable Great Kingdom at the
northern border, Fedorik had many border
skirmishes with troops from the South Province.
He re-organized the military doctrine and is the
first Count to use extensive amounts of
mercenaries. Nonetheless, Idee also started to
emphasize fortifications and security of the
northern border at all costs. The War of the
Golden League proved especially costly for Idee
and the losses were hard to replace. Fedorik fell ill
soon after its end and died in his sleep.

Count Coriell Eddri (582 - 584 CY): Coriell (born
552 CY), nephew of Fedorik, takes on the duties
of Count of Idee, having been deemed the most
capable ruler by Fedorik. His reign falls to the
chaos of the Greyhawk Wars and the Scarlet
Brotherhood invasion. He is not fondly
remembered in Idee, but that is most likely not
due to his own weaknesses. He still resides in
Irongate with a loyal contingent of soldiers.

Lady Tanariell Eddri (592 CY onwards): See the
Barony of Schwente section.

House Heshun

Headed by Naudus Heshun, they rule the Barony
of Foelt. This House is loyal to House Haxx after
their ancient lands (confiscated by House Eddri)
were returned to them. Their main concern
currently is rebuilding their Barony. They also
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want to make sure House Eddri never returns to
prominence.

Blazon: Per
pale, bendy sinister,
gules and light brown

in dexter, brown, a
griffon  proper. (A
shield with light
brown  background,

divided vertically. The
right half of the shield
has red stripes and

the other has a griffon on it.)
Red and light brown are the colors of House
Heshun.

House Lyrthi
—— Headed by Eberic
Lyrthi, they rule the
Barony of Monne. They
are content with their
lot, and their main
concern is to keep the
town of Gornor's Cove
under control. Hatred
towards the Ahlissans is
- still