THE DRAGONQUEST CAMPAIGN SET IN ARDANIA, 

World of the computer game, MAJESTY

The Majesty Computer game, inspiration for my conversion to dragonquest rpg, is a fantasy kingdom sim. In it the player creates guilds, temples, inns, marketplaces etc, recruits heroes from these places and set out various rewards to 'persuade' these heroes to explore the lands, battle wandering monsters, and complete quests. The player actually has no direct control over the heroes but rather develops his land to suit them, gives rewards of gold and such. I thought his is rather like the role of the Games Master in a rpg. Here the GM can set up a world and conditions, but rarely has any direct control over the actions of the player.

 

Secondly, the game fits so well to the dragonquest feel, and especially the guilds and colleges set up.  In the computer game your heroes belong to guilds (Warrior, Rogue, Wizard etc) or temples (Fervus, Krypta, Dauros etc). many of these very easily translate to the skill types available in Dragonquest (thief, ranger, troubador etc) and the spell colleges (fire, celestial, lesser summoning etc). 

 

Thirdly, the feel of the computer and epicness of its quests seemed to fit. they way some temples oppose each other, but in other ways guilds and temples compliment each other. Also much to the frustration of the player at times, your heroes just laze around in their guilds, or an inn, or gambling hall or shop, and then occassionally go off and do some adventuring, seem to fit DQ well. In the rpg their is a lot of character 'down-time' were they are paying upkeep fees, guild fees for healers and shapers, weeks of training, adepts sitting at home daring to cast a new spell for the first time etc. Even if you dont own the computer game, it is often for auction at a very low price on Ebay for example, I still hope my documents can get across the feel of the game.

 

These three points allowed me to combine the rules set of DQ with the feel of majesty, so here we are.

 

Enjoy.

This document is really the bare bones to get you going. It is a work in progress. There are very few rules changes to 2nd Ed DQ.
 

Obviously you need to Dragonquest RPG rules set to play!!

You may wish to at least download the demo of majesty of the computer game, just to get a feel. see the links pages on the site. i advise especially reading www.majestyquest.com as it fills in a lot of background info.

 

 

I am utilising the mystical 'arcane wisdom' and using second edition rules. So starting PC of 8, 3xWP to break stun etc.

 

I play only one initiative set, whether characters are engaged or not, but you dont have too.

 

******************************************************

Obviously by its nature guilds and temples/colleges have a very important role, characters will nearly always start tithed to a temple if they are an adept, with a few exceptions, and perhaps tithed to a guild, in time being associated with many of them.

 

The computer game is limited so I will be adding flesh to its bones, adding new myths and legends, new towns and cities, etc.

 

As I playtest and develop things with my group here in derby, in the UK, I will add them here.

 

I will have an update message thread to inform when new documents, maps etc have appeared. For example there are some monsters in the computer game not found in the DQ rules which I will add.

 

The characters should really be heroes so no real scope people being evil. The main thrust of the campaign is the re-establishing of a fallen kingdom and restoration of its ruling house, and the performance of epic quests and the finding of legendary places, monsters and items.

 

Characters should really be created from scratch as well, adventures posted will be for starting characters, and then evolve as characters evolve
1
TEMPLE AND GUILD SUMMARY

Guilds

	Name
	Associated College
	Teaches Skills Of
	Opposes

	Wild-spirit
	
	Ranger

Navigator

Troubador

Bows
	None

	Rogues
	
	Thief

Spy

Crossbows

Assassin

Entangling Weapons
	None

	Wizardry
	Enchantment

Runes
	Alchemist
	None

	Engineers
	Shaping
	Mechanician
	None

	Warriors
	
	Military Scientist

Class B Swords

Special weapons
	None

	Civil
	
	Language

Merchant

Courtesan

Mundane Skills
	None


Temples

	God
	Associated  College
	Teaches Skills of
	Opposes

	Fervus
	Earth Pacifist

Lesser Summoning
	Beastmaster

Thrown

Slings

Blowguns
	Krolm 

Dauros 

Agrela

	Helia
	Fire
	Class C hafted Weapons
	Krolm

Lunord

	Lunord
	Air
	Pole weapons
	Krolm

Helia

	Dauros
	Illusion

Sorcery of the Mind
	Unarmed

Class A Swords
	Krolm

Fervus

Krypta

	Krypta
	Necromancey

Celestial
	Astrology
	Krolm

Dauros

Agrela

	Krolm
	Earth Sacrificial
	Class B hafted Weapons
	All Other Temples

	Agrela
	Water
	Healer


	Krolm

Fervus

Krypta


1.2
Other Colleges

Black magicians and Greater summoners have no temples, and are given gifts from ‘without’. They sacrifice up fine metals, coins and items to purchase special knowledge spells and rituals.

Namers have no temples or guilds. They gain there powers from ‘within’. There wanderings and search for knowledge allows them to piece together special knowledge spells and rituals and the cost implication,  for example, the flat fee for learning a special knowledge counter-spell, is merely fine metals and gems infused to release the magic and learn the spell.

1.3
Membership has its privileges

Characters should start tithed to one guild only or one temple only. 

In time can become a tithed member of many guilds but still only 1 temple.

Pay standard 100sp per year tithed to break free of contract, minimum of 100sp.

Do not have to be an adept of the attached college to gain benefits, but its likely most will be.

A mercenary of the temple will have 8 abilities at rank 4 and a hero of the temple will have 8 abilities at rank 8. 

These abilities don’t have to be spells or rituals, but for some temples that seems most likely. The abilities will otherwise be closely tied to the guild or temple.

To gain the benefits of being a hero of the temple, one needs to have been a dedicated servant of it for a year and a day. As they have likely learnt their art from the temple or guild, there is no time limitation on how long you have been a member of that temple or guild before the benefits of being a mercenary of it are granted, but between 1 month and 1 year is likely.

Must pay a 5% monthly Tithe to any guild you belong to, as well as other costs associated with skill upkeep.

This allows training at normal costs and access to a trainer of at least 6 ranks in chosen skill, sometimes higher, and use of facilities at normal prices. Also at

· Mercenary Rating: Spend time cleaning, guarding and assisting here earns +20% to the daily xp rate, i.e. 18xp per day, and half-price accommodation and upkeep.

· Adventurer Rating at that skill / weapon: Spend time working and teaching here earns +50% to the daily xp rate, i.e. 45xp per day, and half-price accommodation and upkeep.

· Hero Rating at this skill / weapon: Spend time lecturing and researching here earns +100% to the daily xp rate, i.e. 100xp per day and quarter-price accommodation and upkeep.

· You are expected to follow all rules of the guild, fight in defence whether in combat or legally or morally.

Must pay a 10% monthly Tithe to any Temple you belong to.

This allows training at normal costs, purchase of spells at cost. Very likely to find any ‘special knowledge’ spell up to numeral 15 is available, and in bigger cities, all special knowledge’ spells. Also at

· Mercenary Rating: All General spells and rituals cast on the premises are as though 2 ranks higher. Spend time cleaning, guarding and assisting here earns +30% to the daily xp rate, i.e. 20xp per day.

· Adventurer Rating: All General & Special knowledge spells and rituals cast on the premises are as though 1 rank higher. Spend time teaching and working here adds 50% to the daily rate, i.e. 45xp per day

· Hero Rating All Special knowledge spells and rituals cast on the premises are as though 1 rank higher. Spend time lecturing and researching here adds 100% to the daily rate, i.e. 100xp per day

· You are expected to follow all rules of the temple, fight in defence whether in combat or legally or morally.

Engineers who are both shapers and mechanicians do indeed have to pay twice. 

You have to pay less to gain benefits from the wizards guild, but the benefits are less compared to magic via a temple.

There are also specific benefits for being tied to a particular temple or guild, outlined below.
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GUILD DETAILS

Wild-spirit 
‘Wild adventure’.

Ideally matched to the frontier life. Teach exploration and fine archery arts. Often sell exotic herbs to ease any ailments. Tend to be one of the few guilds able to get on with the mad berserkers that worship in the Halls of Krolm. They rarely build large permanent buildings, but often move their guild-camps wholemeal to wherever the action and need is. 

Active members of the guild wear a distinct red, perhaps as a scarf or bandana, as well as an often red hood and more obvious green and brown for camouflage. Often times bows of exotic materials traded with elves and dwarves can be found for the lucky few.

Benefits: 

Mercenary Start with a +(D-5) % bow of choice, or a fine suit offering D% protection against extremes of weather, or a kit giving +(D-3) % to basic perform skill of choice.

Famed: Teeve Long-gait, Calerian Broadview, Sylves Trackcutter, Odnen Gnarlswood

Rogues 
‘What a delicious looking reward’.

The largest of these operators are the white Orchid, running more than 90% of the rogue guilds. Often training local militias in the use of crossbows and in scouting roles gives them a degree of legitimacy, but are also open to extortion of monies and the selling of poisons. All agree they are mostly despicable but few really seem to be rid of them. In times of crisis their members have often shown ‘bravery for a fee’, but one mans crisis isn’t always anothers!

Benefits. 

Mercenary Start with a ‘travel suit’ finely crafted giving 5+D5 to stealth, or a crossbow of +(D-6)% of choice, or a poison of choice doing 3DP for D5 pulses..

Famed: Perlo the Lifter, 

Wizardry
‘My power grows’.

The purest of adepts owing fealty to no diety or outside force. Tap into the arcane and mana from outside and within. Often have a very close association with Engineering guilds, but our more likely to venture out and explore than there lab and workshop loving brethren.  Often wear a distinct silver robes with purple dash.

A Bellanus orb is built above these halls of mystery, allowing the guild to support the use of high powered magics. In the largest of guilds this translates to a place of power in terms of mana use per spell. Great volumes of the Grimoire Arcanus hold the secret of rune magic, allowing the select few skilled in rune mastery access to this ancient power.

Benefits

Mercenary (D-5) crystals that add +3% to a spell when consumed in the spellcasting process.

Engineers
‘we have much work to do’

Following the teachings and methods of Dtar Mordin, dwarf of some reknown, the knowledgeable folk are able to construct strong and sturdy items. Teachings within imbue knowledge of construction and metallurgy beyond compare.

Members of this guild tend to display their greatness by wearing many items of gold to show wealth and status.  Steam, wind, water, pulleys, and other new innovations they use balanced with the magic of shaping to create golems and constructs and siege weapons beyond compare, and the imagination of many.

Benefits 

Mercenary: Crafting item, knocks 10% off time to build first three items, before its properties are used up.

Warriors
‘My prowess is unmatched’

Stout fortifications form a barracks for the stout hearted swordsman and other great warriors of the land. Here the strong and the fast have their weapons skilled honed. Many experienced commanders visit and give lectures on the art of warrior and the control of large armed companies on the battlefield. The guild provide training to the basic yeomanry and guard of the civil guilds and keep large stores of arms to arm militias called up in times of great unrest and invasion. In times past the greatest and most devout and honourable of the warrior guilds would test their wits in the temple of Dauros, the valiant few forming holy warriors of white magic, until that was lost to man.

Mercenary: (D-6)% Sword or 10% lighter armour or 5% lighter shield.
Famed: Finnelhan the worthy, 

Civil

‘In the name of the Sovereign’. 

The centres of commerce and key to wealth creation, and security for the royal family. Govern the collection of taxes, provide guards and local militias, run market places, blacksmiths, roads and travel, tend gardens, host festivals and fairs, etc.. Tend to have a sturdy building hosting the main treasuries, a keep in all reality. In bigger cities the civil building is more akin to castle and royal palace. The renowned wall strength of these buildings is down to dwarven engineering some say and others down to human resource and adaptability. Discussion of this is a good way to start an argument. 

Benefits 

Mercenary Extra starting money (+250sp) or Item that adds +3% to base skills (e.g a lute or amusing puppet or pet) or free rank 5 in a spoken language.
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TEMPLE DETAILS

Fervus 

A large rock altar surrounded by trees and small niches for animals to dwell in, and roost. The ‘Cultists’ of Fervus tend to be happy and jolly when resting, and frantic and rapid in motion. They are the face of chaos it is often said. Ever-changing and resourceful. Many non-adepts have lived to become mighty if not slightly crazy warriors, The Discord they call themselves. All who wish to learn the ways of taming beasts come here, and ornate light weapons. Great carved heads of beasts adorn his greater altars and tithes to him lie scattered around. Woe betide any who dare steal these gifts to the lord of discord. Bigger temples will have tree houses, or small caves, or burrowed out holes as dwelling and training areas.

Benefactions 

Mercenary:  (D) magical leaves that when sprinkled add +3% to cast a general knowledge spell or a +(D-6)% wooden ornate weapon (50% extra value due to its carving and art).

Adventurer  Chaos of Fervus. Can change into a animal shape, with time limits as shape-shifter race, but limited to wolf or bear or rat or eagle. Each cycle of the month can change which animal totem you are aligned too. Stats are as average for the creature and are unable to talk, cast spells etc.
Hero. Soul Of Fervus. Spells containing the word plant, animal or healing cannot be backfired. 

Helia

‘My soul burns brighter’

The goddess of the Sun. Basic temples are circular and walled in structure. Have six node stones to collect the suns rays and provide heat and warmth, and to work forges to harden iron maces and medium weight armours. In greater temples is it said moving this stones releases mana, granting the benefits of a ‘place of power’.Oils seep down some walls that can burst into a defensive fire. The solarii often wear light armour to expose as much flesh as possible so the sun can touch their skin and fire their hearts, almost proponents of the ‘chainmail bikini’. As they favour combat as well as magic they are often striking individuals, not at all like the scrawny wizard archtype.

Benefactions 

Mercenary: start with a +(D-6) % weapon of class C.

Adventurer: Helios Fire. Once per day, between 6am and 6pm, can invoke the inner fire to either automatically break stun, not be stunned by a blow in the first place, or heal one self of D5+1 fatigue, all as a free action after salutation to Helios.

Famed Nova Gleamwever, 

Hero. Helios Sunfire. For each extra 2 points of fatigue put into fire spell it adds +1 damage to the target. 
Lunord
‘The wind Lord blesses me’

God of the Moon, also known as the Wind Lord, but more of its effects on the wind and movements and gravities and tides. Call themselves initiates or savants.  Bitter rivals in all ways of the goddess helios, queen of sun and fire, the moon and sun are in eternal struggle, as are the powers of air and fire.

Benefactions: 

Mercenary:  Powders that when sprinkled onself, add +2 to TMR for D pulses, or +(D-6) polearm of choice.

Adventurer: Lunords Reach. Once per day, between 6pm and 6am, a spell cast has its range, or duration, or number of targets affected, doubled, after salutation to Lunord. This only affects spells cast at that moment and not invested items or rituals.

Famed: Saphone

Hero Lunords Leap. Gain a talent, similar to celestial spell shadow-walk except start and end place must be within full view of the moon (outdoor, etc) and at least a light breeze must be blowing at the start area. Only works on nights of the Full, Three-quarter and Half moon (and these affect the distance as described). This is a talent which cannot be backfired and costs as the spell described.
Dauros
‘The Law of Dauros is above all others’.
Spiritual folk call themselves monks. At one time the secret of white magic was known to them, and they had holy warriors in their ranks.

Benefits

Mercenary: start with +(D-6)% class A sword. 

Adventurer: Praise of Dauros. Once per day, and after free action of salutation, to Dauros can add +20% to next cast chance or base chance to strike and add extra damage to attack, if successful equal, to number of ranks with weapon (or ranks / two, with a spell). That is if have rank six with an estoc can +6 to damage. Obviously only affects spells that can do DP. However damage is caused it is not absorbed by armour.

Famed Omin The Serene, 
Krypta
‘Do you wish to deal with death?’

The temples are a mix of sanctuary and tomb. Their undead servants literally ‘living’ amongst their numbers. Great spires rise out representing the ribs of the goddess Krypta. Her followers favour the rawness of others, such as those of Fervius.
90% likely that any member is female. Call themselves priestesses and usually ‘sister name’. They also rarely have any regard for social status or station, afterall we are all dust when dead.

Necro-Mercenary: Bone wand made from the bones of a former priestess. Adds +10% to fire and brimstone spells.

Necro-Adventurer. Touch of Krypta. Each successful strike from a fire n brimstone spell drains an extra point of fatigue and returns it to the caster. Only if spell cast from own fatigue and target is a higher order animal, humanoid or greater sentient (see college of naming incantations for details)

Necro-Hero. Krypta Kindred. Any spell cast that causes damage to an opponent of stature as above, heals 1/3rd its damage back to either the adept or any allied undead within 30feet
Famed:Spiritvoid, Blackblood, Soulbane, 

Celestial-Mercanery. Kryptas secret A cloak that adds +10% to cast shadowform.

Celestial-Adventurer-Krypta Wrath: +2 damage on all attacks versus outsiders.

Celestial Hero. Kryptas Zenith. For each extra 2 points of fatigue put into a spell cast  one of the following affects can be added. 
The cast chance is as the lowest % cast of the spell choices. 

Unseen, Blending, Shadowform, Shadow-wings, Witch-sight Shadow/Star sword, 










Krolm 
‘Krolm’
Some say he was the first diety to act upon the land. Wild nature ever since has been within all the elements. It is said he was betrayed by all the other six deities in Six Winters War, and since them no follower of Krolm, Lord of the Wilds, would willingly build his altars and stone circles near the taint of other temples. His worshippers are often called Barbarians. Adepts of Krolm shun all metal and use crude wood and bone weapons, and wear little to no armour. Enemies whose blood is sacrificed on his altars die a messy death by blunt axe. His more physical followers will use weapons of iron but prefer to hunt and work deeper and more rare and mystical metals, and seek out the ancient magic of Krolm in all things, to seek out the ‘flesh of Krolm’.

Benefactions 

Mercenary:  Start with a +(D-5) % axe of choice of iron, wood or bone or a broken bone that aids spell use by adding +5% to cast all general ‘detecting’ spells..

Adventurer: Rage of Krolm. Fly into beserk and agitated rage. Very noisy as you hail salutations to the almighty Krolm. Cannot cast spells while under it. Costs 2 fat to initiate then 1 fat per pulse. Adds +10% to melee and to break stun, and +2 to TMR and AP. Doesn’t work if clad in cold iron armour or helm, but not affected by an iron shield or weapon.

Hero. Frenzy of Krolm. As above except all allies within 30 feet can be affected if they wish. 

Famed: Rool Stumpheaver, Nugg Bluntfist, 
Agrela


Refer to themselves simply as healers or the blood of Agrela. The Poyaggi tree grows around to a tremendous height, eventually sprouting through the roof of these structures. The worshippers and workers here worship at the roots of the tree where lifes water begins, and in the canopy where the waters are released upon the world, with Agrelas soul in each drop of water.
Benefactions

Mercenary: Start with a potion that heals D+3 DP, with a 90% cast chance.

Adventurer: Tears of Agrela. Once per day any ‘waters of’ spell or one healer skill use can affect six targets, as long as they are in adjacent hexes. Time and Fat costs etc only count as though there were one target, patient, etc, though each target may be affected differently. The spell doesn’t actually create the ‘water’ but rather instantly dissipates its beneficial properties over the targets, whether it be healing, strength etc, 
Hero: Waters Of Agrela. No longer backfire any general spell. Any spell cast on target with no fatigue left will be at 150% effectiveness for one of its parameters (range, duration, or points of a stat affected)  if the target is so willing.
see college of water magics
Famed
Saru Clambringer.
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MAJOR CONURBATIONS IN THE LAND OF ARDANIA

See Map

Grid: 
Letter from west to east, then number from 1 to 10


Letter from north to south, then number from 1 to 10

Powers levels of settlements.

Each conurbation, guild and temple is rated from 1 to 3 to show its relative strength. A village or smaller is level 1, a town would be level 2 and a city level 3. 

A Level 3 Civil Guild is likely in a capital city, within a very strong fortress, forming the heart of the city. Strong commerce, lots of trade, widely varying range of goods and services. Complex systems for sewerage, recreation, schooling, etc.

A Level 1 Temple to Fervus may simply be one large rock edifice with some carvings, a few caves beneath, small associated copse of trees with few treehouses, few tended wildly growing crops, fair number of birds and small mammals as guardians, odd honey bee nest and no more than 2D folk present at one time.

A Level 2 Rogues Guild may consist of a large town house, well fortified and defended internally, a number of smaller operational inns or transport business or jewel shops etc. May have influence over perhaps 25% of a city, and 40% of a town, higher for a village. May have around 30+5D ‘staff’ or members in direct pay as well as the eyes and ears of street urchins and other watchers scattered around. Often conflict between rival guilds, that takes place in the shadows, so few no it is occurring. 

A Level 3 Temple to Agrela may be in a huge walled compound around, or on, a large lake or river. Many ornate and grand water features and bridges and stepping stones. Many fryuting blossoms and trees. Attached large hospital, small barracks of more martial orientated monks. Family housing within its confines. Certainly be the first stop for the wounded and ailing to go to, and the health of any attached city or town would certainly be above average to good.

If one where looking for a particular ‘adventuring’ item in a settlement then you simply multiply the 

Conurbation level x the civil level x the level of the guild or temple most closely associated with the item in question. 

To this number add:

+62% if the item is ‘common’, weakly invested scroll or potion, a certain herb, a decently made sword of +1 to +2%, etc and D5+1 available. Range is 63% to 997%

+33% if the item is ‘uncommon’, perhaps a rank 5 investment, a slither of a precious stone or metal, a ornate +4% to +6% bow, etc and D5-1 available. Range 34% to 60%
-7% if the item is ‘rare’. An invested item beyond rank 8, a shaped magic sword, a herb that only grows in the depth of a volcano, a dragon scale etc. (D-8) available. Range 0% to 20%
The % chance is the chance of it being available in that settlement (within the guild or temple in question) in any one month. 

If looking in a good sized town (2), with a fairly complex civil system (2) and a level 2 temple to Fervus at it heart (2), then availability of  a moderate potion of healing is equal to (2x2x2+33), or a 41% chance of 1 to 3 being available.  A rank 2 potion in the same place would be (2x2x2+62) 70% available with 2 to 6 in number. A rank 11 potion (2x2x2-7) or 1% likely, and 1 to 2 being available.

Obviously an item can be made to order up to a certain power level, but this carries a time element, risk of failure, etc. The above just refers to ‘off the shelf goods’.

Thought his is specific for adventuring and such items you could use the power level of a settlement to decide whether it has a theatre, library, arena for example but such issues as these maybe do not need hard and fast rules.

	NAME
	Type
	Grid
	Temples
	Guilds

	Mayhew
	Capital City, 3
	C6B6
	Helia, 2

Dauros, 3 

Krypta, 2

Agrela, 3
	Rogues, 2

Wizardry, 2

Engineers, 3 

Warriors, 3

Civil, 2

	River-Reach
	Village, 1
	C8B6
	Fervus, 3

Lunord, 2
	Civil, 1

Rogues, 1

Warriors, 2

	River-Cross
	Village, 1
	C9B6
	Krolm, 2
	Wildspirit, 3

Warriors, 1

	Lormidia
	Town, 2
	C7B4
	Helia, 3

Krypta, 3
	Civil, 2 

Rogues, 2

Engineers, 1

	Thallis
	Town, 2
	C9B5
	Helia, 2

Agrela, 1
	Rogues, 1 

Wizardry, 1

Engineers, 2

Warriors, 2

Civil, 2

	East Cheswick

The second city
	City, 3
	B2C4
	Fervus, 3

Lunord, 2

Dauros, 2

Krypta, 3

Agrela, 2
	Rogues, 3 

Wizardry, 3

Engineers, 3

Warriors, 3

Civil, 3

Wild-spirit, 2

	Ravenswood
	Town, 3
	B4C9
	Lunord, 3

Krolm, 3
	Rogues, 2

Warriors, 1

Civil, 2

Wild-spirit, 3

	OTHER   LANDS

	Valmorgen
	Capital City
	C1B4
	Krolm

Fervus

Krypta
	Rogues, Wizardry

Engineers, Warriors

Civil, Wild-spirit

	Tholaria
	City
	A3B7
	Agrela

lunord
	Wizardry

Engineers, Warriors

Civil, Wild-spirit

	Shovrah Dan
	Town
	
	Krolm

Fervus
	Wizardry

Warriors

Wild-spirit


Full descriptions of settlements will be given in the Explorers handbook, and partial in various adventures.

It is truly exceptional to find two opposed temples in the same village or town. In cities it is more likely.

Cities will have (D/2)+3 temples, often more than 1 of each and 2D/2+D5 guilds.

Towns will tend to have D5-1 Temples and D5 Guilds


In these more urban areas roll D5vD in favour of Dauros et al.


In these more urban areas roll D5vD for rogue v civil, wildspirit v warrior.

Villages will have 1 or 2 (if roll D5>D) temples and (D5+1)/2 guilds.

Hamlets will have 0 or 1 (if roll D5>D) temples and D-6 guilds (minimum of 2) guilds.

In these more rural areas roll D5vD in favour of Fervus et al. 

On a tie chose Krolm.


In these more urban areas roll D5vD for civil v rogue, warrior v wildspirit. 

THE LAND, THE KINGDOM

Sydrian is the name of the royal family who rule. Their ancient crown is lost. Basic symbols that remain are a book, a bell and a candle. Combinations of these threee symbols are carved upon the doors to the royal palace, civil guilds and other buildings of import. There is a gap for the crown….

Mayhew Symbolic capital, and ancient seat for the Sydrian family. Not commercially as important as East Cheswick. Some say the capital is a little to close the wilder central plains and the closely located wild elves.

River-reach Small village near the capital on the river, quieter area for more rural pursuits. A crossing point over the river. Dwarves often gather here before heading for ancient booty over the river in the eastern woods. It is said they quest eternal for the sword Byran Dragonsmitter
Lormidia. Town to the east near the great eastern Forest. Often times plaqued with slavers, who worship a foul black magical cult, headed by a multi headed beast called Url Shekk. Often visited by large numbers of wild elves, out for gossip, commerce and a good time.
Thallis. At the farthest reaches of the kingdom this town is a ruin

East Cheswick The second city, and largest in terms of populace. Large fertile plain to the sea provides much booty and food for the lands of Ardania. The Old baron who once ruled the plain has sold it recently for a very low price to the Ruling Council of Cheswick.

Ravenswood 

OTHER LANDS

Valmorgen is a small principality south of the central plains, a sea-faring nation and have warm relations with us. Fairly wild and boisterous people. Rumour is there prince seems a big physically weak, but magically has potential. It is not what the Valmors like.

5
UNIQUE BEASTS OF THE LAND

Many new beasts roam the land not found in the DQ rulebook. Ststa of two are presented here, but more will be presented in adventures and encounters to be released. Varg, Giant Spider, Rust Spitter, Hellbear, Daemonwood, Flowering Strangleweed and Evil Oculus

RATMEN

Natural Habitat: Caverns, Sewers, edges and within conurbations

Frequency: Uncommon

Number: 1-40 (5)

Description: Ratmen are humanoid in form, but have large rodent teeth, pointed ears, and skin ranging from brown to pallid grey and black. They are usually very ugly, have foul breath, and an unpleasant odor. They wear garments made out of dirty cloth, and usually wear leather armor but rarely carry a shield or use missile weapons and they like a hand free for stealing things... They are about 5 ½  feet tall. 

Talents, Skills, and Magic: They are incredibly lazy and resort to theft, over work. They can see in the dark as a dwarf. They are excellent at torture, which they delight in. Very occasional black magician in their ranks. With regard stealth, climbing and picking pockets there are as a rank 2 thief. They were likely created by some dark magic.

Movement Rates: Running: 200

PS: 12-16
MD: 11-16
AG: 9-14
MA: 6-13
EN: 8-12
FT: 14-19
WP: 12-15
PC: 10-15

PB: 4-7
TMR: 4
NA: Skin absorbs 1 DP

Weapons Favour the use of light bladed weapons such as shortswords, with about 20% equally proficient with one in each ‘hand’ . They may have Rank 1-3 with these weapons.

Comments: Love violence, but are very cowardly and will only fight if the reward seems high, they outnumber there opponents or they are defending their lairs and their putrid offspring, and treasuries, which may number in the 1000’s of sp worth of stolen booty.. Any fight in a ratman lair risks adding 10% to all infection chances. They do not have leaders but rather make decisions by frantic group discussion.

DIRE RATS

Natural Habitat: Caverns, Ruins, Crypts and edges of civilisation

Frequency: Uncommon 
Number: 1-100 (12) 

Description: Usually about 2.5 to 3.5 ft long, these animals can be any combination of shades of black, white, or brown. 

Talents, Skills, and Magic: Rats have no special talents, skills, or magical abilities. They were likely created by thye same foul magic that brought the ratmen into existence

Movement Rates: Running: 250

PS: 6-10

MD: 15-20
AG: 11-15
MA: None

EN: 5-10
FT: 10-15
WP: 8-12
PC: 12-20

PB: 5-7
TMR: 5
NA: Fur absorbs 2 DP

Weapons: Rats have a Base Chance of 60% of doing D damage in Close Combat. They cannot attack in Melee Combat. 

Comments: Rats are not tool-users, but they can dig holes and gnaw through substances as hard as sandstone and lead, given enough time. A character has a 10% chance of contracting a disease if he is in contact with rats for any period of time. If a character is bitten by a rat, increase chance of infection by 20.

6
LANDS OF MYTH AND LEGEND

The Tomb of Vendral the Great

This is a terrible multiheaded dragon.

The Crown of Sydrian

Lost to time, need to complete the quartet of items that defines the Sydrian rule

The Island of Sydrian

Where our geat ancestory began.

More will be found in various adventures and encounters.

