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In the dim darvn of a Marentian morning, a gnarled,
wizened old man stands at the docks. With him is a
young boy', newl-v enlisted in the service of the
rnerchant Patherian, soon to leave on his first voyage
to disranr shores. His emotions are mixed at rhe sight
ol his on15 grandson heading our into a cruel world
that the old man has known so well.

After a pause, he motions his grandson to sit
himself down on a bale of Cholcharan cotton and, in a
gruff, -vet emotion-filled, voice, says, "So lad, tis off to
sed )'e are. Tho I be forty years pasr the day of my
first voSage. me bones ache for the sea srill. Surely, ir

has been sixty years since Iuas whelped in far Matan
and since first I sailed I have not seen her hills. Oh,
but I have seen much of what lies beyond them."

"l have ventured from the misty shores of Goidan to
rhe proud mdnors of far Karai. Whether rravelling as
merchant or brigand. for I u'as a headsrrong and wild
youth, me svi,ord servecl as passport r,r'hilst a clever
tongue sreered me our of many a bad scrape."

"Aye, time has marked me lad. Across me face I
uear the kiss of a Bhamori cullass. me left cye \\ds
rook b1 a Dirllaran daggerman, r,r ho died making good
hjs rhefr. and me missing arm wds torn ragiged in
Ghazi lands. festering such thar me mdte had to hack
her off to keep soul and bones togelher."

"So hark ye lad. These are not the ramblings of an
old man, I have me a purpose. I give ye my blade, an
old grandfather's pride and me blessing for your
journeys. But be wary. lad. lor these be Perilous Lands
and a man alone be meat for the crows. Find ye
staluan companions to guard your back. keep your
wits about ye and set d. proud stride. Let all good in life
enfold ye and take courage as thy shield until the
distant day when ye can pass a grandfather's pride on
to the son of your son."

After a long pause, with a squeeze of his strong
hand on one of his grandson's shoulders, the old man
turned and moved into the alley nearest the dock. The
young man shouldered his goods, took the family blade
and set out tou'ards his vessel, his yearning soul set on
the unknon'n lands of his future.

Perilous Lands is a monumental u'ork that details an
entire fantasy continent. It is intended to be used as the
setting for 1'our Powers and Perils campaigin.

The books in Perilous Lands are irs \lap Book, a
Culture Book and a Srte Book. The pages oI rhe llap Book
detail the physical environment, political boundaries and
population centers for the continent and its associated
islands. Each of its t\r'enty-six, four-coior rnaps connecrs to
those that surround it to pror.'ide a strategic maneuver area
that can be easily handled in play, lr.hile still allou'ing
journeys of epic proponions.

The Culture Book details the past historl', population,
armed strength, economy, personality. legdl s)'stem, allies,
enemies and common languages for each of more than one
hundred cultures. A millenia of the land's recorded history is
woven into a comprehensive, epic tapestry that brings it to life

The Site Book completes the package. lts pages detail
more than fifteen areas, with precise details and general
information, that the Referee can develop into complere
adventures for his world. In addition, it contains special
addenda and aids that wtll help the Referee to use these
books in play.

All told, Perilous Lands pror,ides y.ou *.ith a rock-solid
hub for any Powers and Perils campaign. \\'ith this
living world as a foundation, your campaign can easiiy soar
into unparalleled heights of dynamic and compelling
adventure.
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Ownership of POV/ERS & PERILS is a prerequisite
for use of this module.




