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the World of Jordoba — ancient, and physically fraying 
into the depths of the oceanic multiverse. Ruination has 
spread across the world, and the civilizations of the Sea of 
Khoramandu are pushed back to the very coasts. And yet, 
humankind has risen from worse threats in the past eons of 
its existence. Scattered villages remain in the wildlands, and 
new barons carve out freeholds in the wilderness, their 
names scribed upon new maps.  Great wizards make sorties 
into the very shadows beyond reality, seeking forgotten lore 
and undiscovered frontiers of arcane scholarship. It is a 
world where unnatural things survive from ancient times, 
where nameless gods have turned their unfathomable 
intentions, and where even civilized regions must literally be 
re-explored. 

 

This is … the Weirdling world of Jordoba! 
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From the Scroll of Xotha MandrA- 

 

know this, my fellow wanderer; 
The ancient civilizations around 
the wine-dark waters of the 
Sea of Khoramandu are 
pressed back to the very 
coasts. Do they not cling to 
the very coastlines against a 
tide of beasts and barbarians 
rising from the inland wilds? 
Even great kings upon their 
glittering thrones in the city-
states lie awake of nights, 
knowing that civilization may be 
in its last days! 

Even the very fabric of the 
world is rent and frayed. Oh 
yes, There are places I know 
of where you can walk straight 
through into another world 
than this, another time than 
this, even into realms of 
shadow that lie behind the 
reality we see. Our world is 
parting at the seams, 
companion. The oracles know 
it. The great mages know it. 
Astrologers chart a path of 
ruin in the skies, and the 
wolves sing their triumph to 
the five moons. 

Listen well, for what I tell you 
is little known and seldom 

spoken of. We talk of 
Goodness and of evil, we speak 
of law and chaos. But these 
are just the conceits of 
human morality, the way we 
order our little, insignificant 
place in the universe so that 
we can understand it. In truth, 
however, there is a far larger 
conflict at work — the cosmic 
forces of Order, Balance, 

and Ruination. This battle 
might mean little to you now, 
when your purse is shallow 
and your name means nothing. 
But as you claw your way 
forward in the world, forces 
and destinies begin to coalesce 
around you. You come to the 
attention of things and beings 
that regard most humans as 
utterly insignificant.  

Because when you might make 
even a small difference in the 
struggle of Order, balance 
and ruin, friend, those forces 
will seek to use you as their 
pawn. Harken well, for I tell 
you truth. 
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Some say that the world’s 
death-time has come; the tides 
of intricate civilization have 
waxed and waned upon the 
world’s surface for untold 
eons, and perhaps the battle 
has been long lost, a final 
turning of the tide that took 
place centuries ago, 
unobserved and unremarked. 
The very fabric of the world 
unwinds, with gaps opening into 
strange realities beyond. 
Civilization is forced to the 
very coastlines, the continental 
interiors lost to the legions 
of ruination: barbaric beastmen 
and nomadic gnolls roam the 
forests and broken hills, while 
goblin races infest the 
catacombs of mist-shrouded 
mountains, observing humanity 
with the eyes of a sleek but 
still-ravenous carrion bird. 
 
Does this mean that all is lost 
for civilization? Could this 
possibly be the timid attitude of 
brave adventurers such as 
yourselves? Emphatically not! 
To those of courage, the 
world is ripe for reconquest, 
filled with ancient treasures 
and lost magical lore, just 
lying about waiting for the 
right hands to snatch it from 
the bestial grasp of evil! The 
lands conquered by Ruination 
are nothing but a blank canvas 

for new heroes, new nobles, 
and even new monarchs! Not 
for centuries has such an 
opportunity existed to carve 
out new lands for a reborn 
civilization to occupy. The perils 
that lurk beyond are awesome 
in scope and glutted with their 
bloodstained victories, but 
civilization is in a corner, and 
civilization is old for a reason. 
You are ready for the 
challenge … provided, of 
course, that the pay is good. 
 
OR perhaps your goals are 
more modest. A bit of 
treasure, enough to build your 
own tavern somewhere, and to 
while away your golden years 
telling stories of your 
prowess to admiring 
customers. It is worthy. The 
world needs taverns. 
 
And perhaps your motivation is 
a matter of questionable 
quality — you might be a bit of a 
tomb robber when no one is 
watching, not averse to picking 
a pocket or two. Well, one 
never knows where heroes 
might be born. Many figures of 
legend, their deeds sung in 
ballads and told in epic tales, 
came from dubious or even 
dark beginnings. Order and 
civilization don’t get to choose 
their champions. 
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Southern Coast 

The Southern Coast of the Sea 
of Khoramandu is generally 
ruled by city-states and self-
governing towns, which are 
centers of both government 
and military power. The city-
states are highly-refined and 
often decadent, with huge 
populations. 

Northern Coast 

The Northern Coast of the Sea 
of Khoramandu is rougher-
edged and more feudal in 
nature than the urban-
controlled regions of the 
south. Most military power is in 
the rural areas, forces 
contributed by knights and 

 

barons to a king (whose court 
might move around the country 
with the crown rather than 
being situated in a permanent 
place). 

Sea of Xaris 

The lands around the Sea of 
Xaris are influenced by 
cultures of the “East,” the 
area beyond the sea. In 
consequence, they are 
perceived as foreign and 
somewhat strange by both the 
northern and the southern 
coasts. There is said to be a 
surviving Empire in the distant 
east — possibly more than one 
— but as with anywhere far 
from the sea this is a claim 
that could be nothing but 
legend. 
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The city of Jordoba — Seat 
of the so-called Emperor of 
Te-Minoa, ruled by the city’s 
terrifying Council of Liches, 
home to adventurers, 
telepathic slugs, legendary 
wizards, the great Temple of 
the Three Aspects of Mitra, 
fleets of merchant galleys to 
scour the Sea of Khoramandu 

for bargains, multi-hued domes 
and towers, sinister cultists of 
the Sea-Demon, streets filled 
with merchants selling 
everything one can imagine and 
more, pack-centipedes laden 
with cargo, arrogant nobles 
always in fear of assassination 
by the Emperor or arrest by 
the Lichguard, furtive dealings 
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in stolen goods of every kind, 
Self-ruled districts such as 
the Grim Quarter and the 
Crows’ Quarter, sinister 
street-idols that no one 
speaks of, richly-woven 
carpets and ornate armor, the 
black magic bazaars, the 
Emperor’s Ostrich Guard, the 
oft-dangerous Mystery plays, 
the echo of ram’s horn 
trumpets on the heights, 
ancient slums built like mad 
ziggurats of unstable brick 
and plaster, sellers of 
dubious maps, walls painted 
with runes and spirals of 
forgotten meaning, and a 
thousand rumors of lost 
treasure and ancient magic! 

Jordoba is a vast and ancient 
place, teeming with hundreds 
of thousands of inhabitants, 
the largest city of the 
Khoramandian sea. Its war-
galleys control the Straits of 
Jordessa, bringing huge riches 
into the imperial coffers. The 
city is ruled by an emperor 
whose “empire” extends to only 
a very small region of coastal 
tributary towns, but the title 
might be accurate in a 
historical sense. Opinions vary, 
but those who disagree are 
extremely quiet about their 
disagreement — Treason is 
punishable in a multitude of 
ways, none of them pleasant to 
dwell upon. 
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For anyone but the most 
scrupulous scholars, history 
is vaguely spoken of in terms 
of three great eras: the Te-
Minoan Empire, the Vycenaean 
Era, and — most recently — the 
Age of Ruin (also called the 
Age of Cataclysms by the 
dubious “Lyrical scholars” of 
the city of Jordoba).  

 

Te-Minoan Civilization 

Ancient Te-Minoan culture is 
extinct, but at one time a Te-
Minoan Empire stretched 
across the southern shores 
of the Sea of Khoramandu and 
held trade-towns even on the 
sea’s northern coast. All of 
these areas have some common 
cultural features from the Te-
Minoan influence, but the 
empire fell so long ago that 
these influences are now very 
slight. The ruler of Jordoba 
maintains the title of Emperor 
of Te-Minoa, but at this point 
even the borders of the 
ancient empire are lost to 
history. 

The importance of Te-Minoan 
civilization, from the standpoint 
of adventuring, is that the 
empire left a number of huge 
subterranean complexes behind 
it; not only tombs but vast 
excavations that clearly once 
held large populations. The 

reason for all this digging can 
only be guessed at, and 
theories have been invented 
and argued over for 
centuries. 

In addition to the underground 
complexes, the ancient Te-
Minoan language is the core of 
the widespread common 
tongue, and the original Te-
Minoan was used by scholars 
and diplomats for many 
centuries. This means that 
anyone venturing into unknown 
dungeons or temples is likely 
to encounter a few examples 
of the Te-Minoan script; which 
could potentially give them 
useful information about the 
place. 

The Te-Minoan civilization also 
created a large number of 
magical items, although not so 
many as the Sorcerer-
Technologists of the much-
later Vycenaean Age – 
particularly the High Vycenaean. 

As the power of their earth-
magic and glyphs began to fade 
or become unstable in the 
changing eras of magic, the 
deep labyrinths which served as 
magical power-sources for the 
civilization no longer produced 
a constant flow of magical 
items, clay golems, stone 
golems, or scrolls. Te-Minoan 
armies found themselves 
without their accustomed 
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advantages when staving off 
barbarians or other cultures 
that had been held in thrall to 
the deep-fortresses of the Te-
Minoan rulers. Although it was 
the rise of the Vycenaean 
sorcerer-technologists that 
broke Te-Minoan political 
power, the empire had most 
likely rotted deeply already as 
the Te-Minoan higher castes 
found themselves facing 
mundane armies from their 
borders and lower classes no 

longer showered with the 
benefits of powerful 
subterranean magic. Had the 
Te-Minoan empire adapted to the 
machine-magic of the Vycenaean 
Age, the Vycenaeans would 
most likely have remained a 
minor culture, but the Te-
Minoans did not adapt, while the 
Vycenaeans embraced and 
researched the new 
permutations of magic that had 
risen in the world. 

 

 

The coastal town of Phyristoone, originally founded by Te-Minoa, in 
the wilds of the Southern Coast. 
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Rise of The Vycenaeans 

The Vycenaean is the Era 
immediately following the Te-
Minoan and preceding the Age 
of Ruin. It is another source 
of magical knowledge and 
cryptic writings for 
adventurers to find. The 
Vycenaean Age was 
characterized by its 
technomancers and the bizarre 
magic they created. At the time, 
this magic was a fusion of 
magical power and natural 
laws, but both magic and 
natural law shifted during the 
Age of Ruin. Artefacts of the 
Vycenaean Age often now 

function randomly, in different 
ways than their original design, 
or not at all. Vycenaean 
dungeons (many of them 
housed in original Te-Minoan 
excavations) tend to be very 
dangerous, containing 
“machinery” that has 
configured itself into 
structures that are now — 
essentially — traps. 

The center of Vycenaean 
civilization was the Witchbreed 
of the Graven Hills, an isolated 
and ancient sub-breed of 
humanity incapable by this point 
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of breeding with ordinary 
humans. Originally living in 
family strongholds in the hills, 
They have a considerable innate 
magical power, and after the 
fluctuations in the laws of 
magic that toppled the Te-
Minoan Empire, this insular and 
violent arcane culture rose 
rapidly to prominence. The 
nobles of the Vycenaean 
witchbreed easily gathered 
loyal human followers as the 
Te-Minoan civilization tottered 
and failed to maintain stability. 
The magic powers of the 
witchbrred, coupled with their 
human armies, conquered vast 
regions of the area around 
the Sea of Khoramandu. 

 

The Age of Ruin 

The most important of these 
historical cycles, for the 
purposes of adventurers, is 
the Age of Ruin. Over the past 
five centuries, civilization has 
been wracked by seemingly-
endless shocks, all of them 
most likely related to the 
increasing power of the force 
of Ruination acting upon the 
world. These have included 
earthquakes, the sudden 
opening of new dimensional 
rifts, and flooding rains — but 
most of all the Age of Ruin 
has been marked by the 
tremendous rise of savage 
raids by the forces of 
Ruination in the interior of the 
continents. The effect of this 
combined assault on civilization 

has been disastrous. Cultures 
and countries of the 
continental interiors have been 
entirely destroyed by the tide 
of war, leaving nothing but 
ruins behind to be overgrown 
by trees (and other twisted 
forms of vegetation spawned in 
the tainted earth of Ruination’s 
powers. 

It is for this reason that the 
only remaining civilization 
around the Sea of Khoramandu 
clings to the coastlines, where 
trade and travel are over the 
safer waters, and fishing can 
feed the vast hunger of the 
immense coastal cities. 
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Gods of Order 
Alkos, God of Honorable 
Battle. approximate alignment: 
LG 

Anubictos, Protector of the 
Dead. approximate alignment: LN 

Bessha, God of Cooperation. 
approximate alignment: LN 

Chulzamar the Chained, God 
of Magical Power. approximate 
alignment: CE 

The Dawn Goddess. 
Approximate alignment: LG 

Gotra, God of Trade and 
Caravans. approximate 
alignment: N 

Hezuoth, God of Tyranny, 
Authority, and Harsh Times. 
approximate alignment: LE 

Ishtar, Goddess of Fertility 
and Love. approximate 
alignment: NG 

Katror the Pillar, patron 
deity of Dwarven community and 
solidity. Approximate alignment: 
LG 

Metallys, God of Heroic Deeds 
and Impossible Attempts. 
approximate alignment: CG 

Mitra the Just, Aspect of 
Justice. approximate alignment: 
LG 

Mitra the Lawgiver, Aspect of 
Law. approximate alignment: LN 

Mitra the Merciless, Aspect 
of Punishment; approximate 
alignment: LE 

Omphtho, God of Preparation 
and Readiness. approximate 
alignment: LN 

Oriallo Exultative, God of 
Lyrical Joy and Music. 
approximate alignment: NG 

Oriallo the Mad, God of Raw 
Creativity in Music. approximate 
alignment: CN 

Photratang, God of Fire and 
Light. approximate alignment: CG 

Ptah, God of Travel and Planar 
Gates. approximate alignment: N 

Rhinoss, God of 
Steadfastness. approximate 
alignment: LN 

Rofalcor, God of Protection. 
approximate alignment: NG 

Shaloon the Sea-God. 
approximate alignment: CE 

Shraia, Goddess of Secret 
Knowledge. approximate 
alignment: N 

Sifitana, Goddess of the 
Harvest. approximate alignment: 
N 

Suliomandias the Teacher, 
god of civilization, education, 
and knowledge. approximate 
alignment: LG 
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Taracynthe Goddess of Good 
Tactics. approximate alignment: 
N 

Tsutilmol, God of Risks and 
Crafts. approximate alignment: 
CN 

Tsutilmol the Giver of Tools. 
approximate alignment: CG 

Voahm, God of Magic. 
approximate alignment: NG 

 

Gods in Balance 
Balis, Goddess of Crossroads, 
dimensional travel, paths, and 
safe passage. Approximate 
Alignment: N 

Gloon, God of Thieves, 
Underground Ventures, and 
Financial Revenge. approximate 
alignment: N 

Ixaraxi, God of Oracles, 
Divinations and Destinies. 
approximate alignment: N 

The Mysterious Ojj, God of 
Balancing, Equilibrium, and 
secrets. approximate alignment: 
CN 

Rathajar, God of Fortune, 
wanderers, and gamblers. 
approximate alignment: CN 

Scayne, God of Wanderers, 
Outcasts, Misfits, and 
Adventurers. approximate 
alignment: NG 

Styshios, God of Shadows and 
Concealment. approximate 
alignment: N 

Tchoon Sekr, God of Magical 
power. Approximate Alignment: 
LE 

Zorathil, Goddess of Spells. 
approximate alignment: N 

 

Gods of Ruination* 
Drualu, God of Bad Fortune. 
approximate alignment: NE 

Thalasskoptis the Sea-
Demon, God of Tentacles and 
the Deep Seas. approximate 
alignment: CE 

Xologos, God of Disease. 
approximate alignment: NE 

 

*These are the gods of 
Ruination that have temples in 
civilized lands, almost always 
maintained for the purpose of 
placating the deity and avoiding 
its harmful works. There are 
many more gods of ruination, 
far less well-known. 

 

Temples 
Temples aren’t focused much 
on moral teachings — they are 
sacred places where the gods 
receive sacrifices from 
whoever visits, where all the 
appropriate rites are 
performed to honor the god, 
and where holy places and 
items are protected from the 
sight of the unwashed masses. 
Many temples have chambers or 
gardens that are truly deadly 
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for those who have not 
performed the correct rituals, 
or who are not already 
initiated into the mysteries that 
allow them to survive the 
experience of the sacred. 

As with clerics, temples usually 
dedicate themselves to a 
couple of gods rather than 
just one. It is difficult for a 
temple to manage all the 
rituals for three gods, 
although the very large 
temples might do so. In 
general, though, a temple with 
an actual priesthood will serve 
a pair of gods. Expect that the 
two gods will be seen as 
married or related by blood in 
some way, even if the 
relationship is absolutely 
contradicted by the dogma of 
other temples to them. Such 
things are mainly a projection 
by which mortals try to 
understand beings that are 
almost by definition 
incomprehensible at many 
levels. 

 

Angels and Demons 

From the “Dolorous 
Revelations” of Adimanthios 
Bazix, High Mystic of Phne 
Qevos, Middle Te-Minoan Era: 

“These beings [Editor’s note: 
“angels and demons”] are the 
foot-soldiers of pure Order 
and pure Ruination. They might 
align themselves with one deity 
or another from time to time 
for specific 

 

The Oracle of Ishtar at 
Tarsepolis 

 

purposes, but they are 
independent even of the 
greater gods. There are a few 
beings of this nature that seem 
to represent the force of 
pure Balance, but they are far 
rarer. 

Angels and Demons do not 
reside in the material planes, 
but can move in and out of 
them quite easily. For this 
reason they are often 
messengers, representatives, 
or even military agents of the 
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gods, usually the greater 
gods. Only the most powerful 
grant spells, and technically 
this is not by their own power 
but by channeling the power of 
a greater god.  Orcus — may 

his name be ever cursed in the 
caverns of Synchrony — serves 
as one detestable example of 
a demon-prince who can grant 
spells to his cultists, although 
only to a limited extent.” 

 

 
 

The World of Jordoba is deeply 
influenced by astrological 
powers, and astrologers are 
much sought after to advise 
Kings, wizards, and alchemists. 
The world has a number of 
Zodiacal systems, and it may be 
wise to consult more than one 
astrologer to avoid dangerous 
ambiguities in a single analysis. 
 
Jordoba is affected by the 
“cycles” of its five moons. At 
least in this region of the 
world, only one or two of the 
moons are ever simultaneously 
visible in the night sky on any 
given night, varying by moon 
according to the season. 
 
 

The moons of Jordoba are:  
 
Ieshool (EE-eh-shool) 

Tintathia (tin-TATH-ee-ah)  

Corboros (KOR-bor-oss) 

Shubhuth (SHUB-hooth) 

Ylphos (YIL-foss) 
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The Moons Ieshool and Corboros, seen from the 
foothills of the Carthanon Mountains 

 

Not only do the moons appear 
by season rather than by time 
of night, they appear in 
different combinations — 
astrologers have recorded 
these combinations, which 
ordinarily follow a predictable 
pattern. However, there are 
seasons in which an unexpected 
combination of moons may 
appear, throwing all 
astrological calculations and 
predictions into disarray. 
Another phenomenon that has 
always driven serious 
astrologers into a tizzy of 

distraction is the fact that in 
apparently random times and 
places chroniclers have 
reported seeing a different 
combination of moons in the 
sky than are shining over the 
night of the rest of the 
region. Some have theorized 
that the “wrong moon” effect 
is due to the observer’s having 
crossed some kind of 
threshold into one of 
Jordoba’s many alternate 
worlds, but there is no 
evidence to support the 
hypothesis. 
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The Sea of Khoramandu is too 
large to permit any sort of 
world-spanning organizations, 
but the priesthoods of most 
gods are — at least loosely — 
allied with each other. 
Moreover, while there are no 
worldwide guilds or societies, 
there are many such that 
operate across two or three 
countries.  
 

The Architects Guild 
The Architects Guild is perhaps 
the closest thing to a 
universal association across 
the entire Sea of Khoramandu. 
Although the various guilds 
are entirely independent of 
each other, they share a 
commonly held inheritance of 
lore and tend to follow the 
same sorts of activities. The 
Architects are recipients of 
mystical knowledge about the 
structure of the world and 
the multiverse. This mystical 
wisdom is so broad that it is 
difficult to put into application 
without a great deal of 
information, so the architects 
are always active in gathering 
information about areas with 
high magical powers, 
structures that appear to tie 
into their mystical knowledge 
(often this includes the 
subterranean earth-magic of 
the Te-Minoans), and in 

particular the planar rifts that 
have been opening over the 
last five centuries. They view 
the planar rifts as a great 
potential if they can be 
resolved into beneficial 
patterns, but they intensely 
dislike the random nature in 
which the world is fraying. For 
this reason, they are 
opponents of the general 
force of Ruin, although they 
do not bother with things like 
beastman incursions — it is the 
magical and structural side of 
the world’s disintegration that 
they oppose most fiercely. 
 

High Temple of the 
Three Aspects of Mitra 
Located in Jordoba, the High 
Temple of Mitra contains 
priesthoods of the three 
primary aspects of the god 
Mitra and tries to assemble 
these into a more coherent 
picture of the god’s wishes 
than a temple of any one 
aspect might be able to 
achieve. The High Temple sends 
out Legates to inform “lesser” 
temples of Mitra about their 
interpretations — information 
that is welcomed by some 
foreign temples and dismissed 
by others. Outside of Jordoba, 
Babis Azwar, Mbalamad, and 
Tarsepolis, the legates of the 
High Temple are considered to 
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be arrogant and meddlesome 
despite the High Temple’s 
efforts to provide the best 
oracular interpretations 

possible to the servants of a 
god with so many different and 
often seemingly-contradictory 
imperatives. 
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The Carthanonnic Order 
of Knights 
The Carthanonnic Order is a 
knightly order, not limited to 
those who fight with sword 
and shield. Those of any kind 
of unusual skill can find 
themselves admitted to the 
Order after a period of time 
spent proving their worth. The 
Order of the Carthanonnic 
Knights operates almost 
exclusively in the realms of 
Ystrath, the Earldom of Ospioc, 
Baralbior, and — to a lesser 
extent — Lower Gheltia. The 
oath of the Carthanonnic 
Knights is to purge the hills 
and mountains of the 
Carthanon Range from the 
influence of Ruination. 
 

Order of the Knights of 
Ultioch 
After the Fall of the City-State 
of Ultioch, remnants of the 
army made long, fighting 
retreats to Jordoba and Babis 
Azwar along with great 
caravans of the survivors of 
the city’s destruction and 
pillage by the forces of 
Ruination. The elite elements of 
these two battalions remained 
together as fighting forces, in 
contact with each other by sea-
borne couriers. First fighting 
as mercenaries, the battalions 
of Ultioch evolved into an 
order of knighthood dedicated 
to recapturing the area noted 
on most maps as the Terra 
Feralis of the Iuluquan 

continent. They now maintain an 
isolated fortress in the Ruins 
of Ultioch as well as their two 
headquarters in the cities of 
Jordoba and Babis Azwar. The 
Fortress of Ultioch is 
powerful enough to withstand 
long sieges, and the forces of 
Ruination mostly choose to 
avoid the area in search of 
easier prey. 
 

The Order of The 
Engravers 
The members of this order are 
not termed knights, although 
they tend to hold the same 
social standing as knights do. 
Members of the order are 
called “Engravers,” and it is 
used as a title in formal 
situations. The Engravers are 
dedicated to discovering lost 
knowledge for their Holy 
Vaults and Libraries, although 
they are extremely secretive 
and only give knowledge to 
those who will assist them in 
gathering more secrets and 
items of lost lore. While they 
are associated with the 
priesthood of Shraia, they are 
not a religious order — they 
are more in the nature of 
agents for the rapacious 
desire their patron goddess 
has for accumulating 
knowledge and secrets. 
 
The two main centers of the 
Order of Hermetic Thoth are in 
Jordoba, where they maintain 
the Great Library, and in Phne 
Qeve, which is near the Vault of 
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Forbidden secrets, a holy 
repository of dangerous 
knowledge overseen by a 
secret order within the Shraian 
priesthood. 
 

The Vycenaean Empire 
The Vycenaean “Empire” is little 
more than a coalition of the 
states surrounding Grallmarg, 
seat of the Emperor. Agents 
and legates of the Empire, and 

even occasionally a small 
military force, operate in the 
Grand Duchy of Vycenaine, the 
Earldom of Ospioc, and the 
Kingdoms of Alcyondy and 
Baralbior. The Imperial Court in 
Graivencliff is desperately 
outmatched by the rise of Ruin, 
but still clings to the idea that 
it holds enough power to put 
up a fight. 
 

 

 
Rifts are areas of planar 
instability; the interior of the 
rift could be occupied by a 
part of one of several 
different “worlds” at any given 
time. Most of Jordoba’s rifts 
have a native Jordoban interior 
that is the most common 
occupant of the rift. Passing 
through the border and back 
while the native Jordoban 
region is resident in the rift is 
no different from ordinary 
walking. However, the native 
Jordoban region will often be 
replaced by part of some 
other world: possibly switching 
places with that part of the 
other world, or perhaps 
sliding into one of the rift’s 
outlets in a third and entirely 
different world. The 
functioning of most large 
rifts is inconsistent: some 
astrologers can make good 
guesses about the drift of 
worlds through the rift (or 

the movement of the rift 
through worlds, perhaps), but 
even the best guesses can turn 
out to be wrong. 
 
Some of the great rifts are 
plain to the eye: the Rift of the 
Lost Coast is a good example, 
for its border is perpetually 
shrouded in a strange mist. 
Other rifts are not detectable 
by sight, and these can pose 
tremendous hazard — especially 
if they are located in the open 
sea, where navigation is 
necessarily a bit imprecise. 
 
The worlds on the other side 
of the planar instability (the 
rift’s “floor”) can be any 
number of different types. 
Some are close analogues to 
Jordoba in terms of 
geography and general 
history. Some are completely 
different worlds, with 
different moons, a different 
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sun, and no geography in 
common with the world of 
Jordoba at all — some 
travelers have emerged into 
places that appear to be 
moons (usually quite hostile 
places), with a much larger 
planet visible in the sky. The 
great rifts appear to be a 
phenomenon only of the 
material plane; while there are 
scattered claims to the 
contrary, they do not seem to 
connect to elemental planes, 
shadow dimensions, or to the 

realms of gods and the 
underworlds. Scholars 
conclude that the rifts are 
evidence of Jordoba’s physical 
instability, which in turn stems 
from the way in which the 
world is gradually sliding into 
a state of Ruin, in the cosmic 
sense as well as just the 
obvious retreat of civilization. 
The rifts are concrete evidence 
of Jordoba’s decline — the 
world is literally coming apart 
at the seams, drifting into a 
state of non-reality. 

 

 

Unwary Travelers can cross planar rifts completely unawares 
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Most inhabitants of the coastal civilizations know very little about 
the other civilizations around the sea, and the farther away the 
place, the less reliable the information. Therefore, although you 
have a good map, your knowledge of the places on it leaves a 
great deal to be desired. The information presented hereafter is 
very incomplete, and is based more on legends you have heard as 
much as anything else. 

 

Alcyondy, Kingdom of 
Capital: Dasporis (40,000) 

Current Ruler: King 
Kandragorn II, Sole and 
Highest Majesty of the Alcyond 
and the Alcyondic people, 
Commander of the Knighthood 
of Alcyondy 
What people have heard:  
- known for Prestigious 
chivalric orders 
- Has High Temple of Taracynthe 
in the city of Dasporis. 
- is Technically part of the 
“Vycenaean Empire” 
 

Arberia, Kingdom of 
Capital: Raviander (23,000) 

Current Ruler: His Royal 
Majesty Thane-King Danas the 
Jovial 
What people have heard:  
- Brews the Best ale in the 
world 
- people wear large, ornate 
belt buckles 
- There is Constant brawling 
- Lots of almost-civilized 
Ghelts live here 
 

Arbonnaia, Forests of 
Arbonnaia, the dark Forests of 
Legend! This vast array of 
primordial forests is the 
border where history fails and 
myth takes over. The Arbonnais 
is well known to be the haunt 
of barbaric Ghelts and the 
truly savage Picts, living in 
almost inaccessible villages 
deep within the trees. Far more 
chilling, though, are tales of 
pitiless fey beings of the 
shadowed, cathedralic vaults 
formed by the most ancient 
trees of the Arbonnais. 
Primordial, forgotten things 
reside here that have never 
seen the light of day, things 
that by all rights ought not to 
exist. One can only guess what 
inhuman treasures such 
entities might have gathered to 
themselves over the 
centuries… 
 

Arqad Naru, City-State  
(AR-kad NAhR-oo) 

Population (city): 52,000 

Current Ruler: The Sultor 
Varvenj, Third of his name, 



25 
 

Jewel of the City, Overlord of 
the environs of Arqad Naru. 
What people have heard:  
- Slavers operate here 
- This is a pretty tyrannical city-
state 
- Contains the High Temple of 
Hezuoth 
- Trades with the evil warlords 
of the Surrendered coast 

 

Atropos Mountains 
The Atropos mountain range is 
a massive spine of peaks 
separating the marshy coasts 
of the Sea of Lorca from the 
rest of the continent of 
Iuluquan. Once, these 
mountains were well populated 
with human settlements in their 
lower reaches, houses carved 
into the stone walls of small 
cliffs. Little could they know 
that ruin and pillage awaited 
them in these high, secure 
places, but Ruination finds a 
way even into the most well-
guarded bastions of 
civilization. Over the last five 
centuries, goblins emerged 
from their holes, earthquakes 
collapsed cliff walls into 
rubble, and fell beasts from 
deep in the mountain caverns, 
their names unknown even to 
legend, braved the light of 
stars to hunt upon the 
surface for the first time. 
Only the citadels of the 
dwarves remain, along with a 
few scattered settlements of 
human mountain-folk, strange 
and unpredictable in their ways. 

 
Of particular loss are two of 
the three temples of Balis that 
offered protection to those 
who cross through the 
mountain passes. Only the 
temple at the Pass of Joahris 
remains; the two higher 
mountain passes are now too 
dangerous for humans, and 
the temples — and their 
treasures — are long 
abandoned. 
 

Babis Azwar, City-State 
Population (city): 62,000 

Current Ruler: King 
Chorgontis IV, High Elephantine 
of Babis Azwar, the Anointed of 
Gotra. 
What people have heard: 
- contains a major Temple of 
Shraia, goddess of secrets 
- contains the High Temple of 
Gotra, god of trade, the city’s 
patron 
- has the Best cooks anywhere 
- people oil and Braid their 
beards and hair. Very fancy. 
 

Baralbior, Kingdom of 
Capital: Alepsis (28,000) 

Current Ruler: Her 
Fierceness Xaila I, Queen of 
Baralbior, blood of Viquinne, 
Daughter of Metallys 
What people have heard:  
- contains the high temple of 
Metallys in the capital city of 
Alepsis. 
- Tavern poets sing long, 
tedious epics of heroic deeds. 
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Bas Shantu, City-State 
Population (city): 32,000 

Current Ruler: Her Cloud-
wise Majesty Phrystina VII, 
Chieftain-Queen of Bas Shantu, 
Pact-Cousin of the Shantu 
People. 
What people have heard: 
- Semi-barbaric Shantu tribal 
folk fill the streets here 
alongside more civilized city-
dwellers. 
- Caravans through the Shantu 
territory bring back fine silks 
from lands beyond. 
 

Carthanon Mountains 
The Carthanons are a vast, high 
range of mountains that 
separate the Sea of 
Khoramandu from whatever 
remains on the other side 
after the Age of Cataclysms. 
The barbaric civilization of the 
Transmontaine Gheltic peoples 
stretches east and west along 
the length of the Carthanons, 
although no one can be sure 
how far the Gheltic lands 
extend to the north. Within the 
Carthanons themselves, one 
finds the savage tribes of the 
Picts. Woe betide even the 
barbaric Ghelt who falls into 
the hands of these blue-
painted warriors of the 
mountains, for the Picts are 
vicious torturers who sacrifice 
to unspeakable, unnamed gods 
of Ruination. 
 

Cycloros, City-State of 
Population: 20,000 (mostly 
non-human) 
Current Ruler: The Golden 
Queen 
What people have heard: 
- This is a city of monsters and 
evil, shunned and feared by all. 
- The Golden Queen isn’t human: 
she is some sort of semi-divine 
creature, vicious and brilliant. 
 

Droame, Sea of 
The Sea of Droame lies to the 
west of the Khoramandian Sea. 
Information about its other 
shores is for the most part 
nothing but legends, for trade 
beyond the Khoramandu 
stopped over four centuries 
ago, and the effects of the 
Age of Cataclysms on the lands 
across the Sea of Droame are 
completely a matter of 
speculation. Even the foreign 
coastlines may have changed, 
and some of the old maps have 
been proven definitively wrong 
— at least one landmass across 
the sea has sunken into the 
waters, leaving only islands 
behind. 
 

Dwarvenclannaig, 
Kingdoms of the 
Capital: The Citadel of 
Strodenvarj (14,000) 
Current Ruler: His 
Stonecarven Majesty Tromvar 
XII, King of Strodenvarj, 
Clannaig Chief of the 
Strodendwarves, Hereditary 
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Guardian of the Crystal Weir, 
Protector of the Steadveldt. 
What people have heard: 
- The “kingdoms” of the 
Dwarvenclannaig are just 
mountain citadels of dwarves. 
- The dwarves of Strondenvarj 
are the best jewelers in the 
known world. 

 
Dzagnos, City-State of 
Population (city): 45,000 

Current Ruler: His Draconic 
Majesty Borojosh Vi, The Black 
Dragon of Dzagnos 
What people have heard: 
- These people aren’t like 
regular civilized people. 
- This city’s merchants 
specialize in trading with 
barbarians. 
 

Earthvein Mountains 
The Earthveins may be a herald 
of the world’s future. They 
are mostly volcanic, indicating 
some breach in the borders of 
the elemental planes of fire 
and earth (or so the sages 
believe). Moreover, they 
contain more than one rending 
of the material plane, small 
rifts into other places, times, 
and even alien planes of 
existence. Fire giants walk the 
ramparts of these mountains, 
gleefully awaiting the ending 
of the world in the Battle of 
Ragnarok.  
 

Ekkul Molhua, Ruins of 
The ruins of Ekkul Molhua, 
near the mouth of the 
Balbethwa river, are known to 
be partially submerged, and the 
once-great city is now 
contested among various 
factions of Ruin that seek to 
pick the city’s bones for its 
remaining treasures. 
 

Esthior, Kingdom of 
Capital: Ghinte (30,000) 

Current Rulers: Her Lunar 
Majesty Pyritania ii, Queen of 
Esthior; His Nocturnial Majesty 
Gyulimonde VII, King of Esthior. 
What people have heard: 
- Strange moon-related 
practices 
- Eerie forests 
 

Fortress Coast 
Precious little is known of the 
Fortress Coast, far from the 
center of civilization. It is held 
by humans of the Qe Choa 
culture, which has had little to 
do with the cultures of the 
Khoramandu Sea for centuries. 
 

Gnarkoum, Empire of 
(Nar-KOOM) 

Capital: The Palaz of Niss 
(20,000) 
Ruler: The Faceless Poa, High 
Oracle of Niss, Emperor of 
Eternal Gnarkoum 
What people have heard: 
- Isolated and strange 
- foreigners often disappear 
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- Giant stone constructions 
and a culture that is quite 
alien to the rest of the 
Khoramandu. 
 

Goltra, Kingdom of 
Capital: Golgonatra (37,000) 

Current Ruler: His Mightiness 
Vauntru III, King of Goltra 
What people have heard: 
- Same giant, cyclopean 
structures as Gnarkoum, but 
people are more normal 
- unusual system of Astrology 
- very ancient druidic holy 
sites, almost all having to do 
with stone. 
 
 

Gomra River 
The River Gomra rises in 
mountainous rainforests deep 
in the Tchorpang, and flows 
through the deep jungle to 
the City-Empire of Kol Gomra. 
For many miles, The river valley 
is highly civilized, guarded by 
dinosaur-riders in service to 
the Leopard-Emperor. 
 

Grallmarg, Kingdom of 
Capital: Graivencliff (27,000) 
Current Ruler: His most 
sorcerous and Mysterious 
Majesty, Rezem IV, King of 
Grallmarg, Bearer of the Orb 
of Falcons, Emperor of 
Vycenaea. 
What people have heard: 
- The Vycenaean Empire is 
nothing like what it once was, 
but it still survives, and 
Grallmarg is the capital. 

- Several Vycenaeans of the 
true witchbreed can be found 
here. 
 

 
Graven Hills 
This range of hills is a 
stronghold of the forces of 
Ruin, a base from which they 
raid into the countries of 
Vycenaine and Grallmarg. No 
large forces have so far 
moved through the hills, 
because the Vycenaean Age left 
a number of evil creatures and 
dangerous places here, just 
as inimical to the forces of 
Ruination as they are to the 
defenders of Order. 
What people have heard: 
- There are still strongholds 
of the Vycenaean Witchbreed 
here, avoided by the forces of 
Ruin. 
 

Gtharj, Island of 
See “Islands of Illyria.” 
 

Hieractis, Theocracy of 
Capital: None 

Current Ruler: The Grand 
Druid of Hieractis, whose name 
is surrendered to the wind 
upon first entering the Great 
Circle as Grand Druid 
What people have heard: 
- Ruled by druids in turbans. 
- Lots of nomads 
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Hyaenadoria 
Capital: None 

Current Rulers: Gnoll 
chieftains, shamans, and 
Warlords 
What people have heard: 
- Despite what people say, 
there are a few embattled 
human settlements here 
 

Ianthe, City-State of 
ee-ANTH-ee 
Population (city): 47,000 

Current Ruler: His Serenity 
Radaan, the Obiter of Ianthe, 
Maintainer of the Death-Rituals, 
Vessel of Memory. 
What people have heard: 
- A bizarre, non Te-Minoan 
culture that was destroyed 
centuries ago. Ianthe and its 
few nearby coastal towns are 
all that’s left of it. 
- The islands of the lost 
Illyrian Empire are all 
wilderness and tombs, and the 
priests of Ianthe protect them 
and their surrounding waters. 

 
Ioscany, Kingdom of 
ee-YOSS-ken-ee 

Capital: Phessio (22,000) 

Current Ruler: His Royal and 
Secure Majesty Apotharine VI, 
King of Ioscany 
What people have heard: 
- Lots of little walled towns 
here, with frequent rebellions 
- Home of the Falonde grape 
and falonde wine, the most 
expensive and delicious wine 
available. 

Islands of Illyria 
These islands are the 
unsubmerged remnants of the 
lands of the Illyrian culture 
that once inhabited Ianthe, 
Pnajae, Nemezua, Uliomanthe, 
Lutulaine, and Gtharj. Most of 
the Illyrian landmass has 
sunken underwater, and with 
the exception of the Island of 
Ianthe, the islands are now 
nothing but wilderness, ruins, 
and tombs. 
 

Jal Photra, City-State 
Population (City): 45,000 

Current Ruler: Foriomorios 
Ool, Didact of the Senate of 
Mages 
What people have heard: 
-This city is far away and 
mysterious 
- A senate of mages? No one is 
sure. 
 

Jhentaki, City-State of 
Population (City): 28,000 

Current Ruler: Ienif the Tyrant. 
Rulership of the city is currently 
in contention. 

What people have heard: 
- Caravans across the Wilds of 
Rhaibiad 
- Embroidered fabrics and jade 
statuettes. 
- invisible statue of Styshios, god 
of concealment 
- colossal statue of Shaloon the 
Sea-God 
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Joahris, Pass of 
A Mountain pass through the 
Atropos range, dominated by a 
fortified Temple of Hekate at 
the Western base of the pass. 

 
Jordoba, City-State of 
Population (City): 340,000 

Current Ruler: His Imperial 
Majesty, Lord of Stone and 
Symbol, Theophrastis X, Emperor 
of Te-Minoa, Overlord of the City 
of Jordoba. 

What people have heard: 
- Jordoba is the Largest and 
richest city on the Sea of 
Khoramandu 
- Everything can be sold here, and 
anything can be bought … but be 
careful what you might acquire. 
- Some Jordoba galley-captains 
know of civilizations beyond the 
Khoramandu Sea, but the charts 
are closely-held trade secrets. 
- Jordoba makes the best musical 
instruments in the world 
- The city is often convulsed by 
riots 
- The city is the base for a number 
of mercenary companies that are 
hired throughout the 
Khoramandian Sea. 
 

Kekamarg, The 
A large wasteland of rocky, 
barren soil and little water. 
Some parts of the Kekamarg 
are true desert-land. Unlike 
most of the wastelands of the 
world, the Kekamarg is truly 
barren of almost all 
humankind. The very few 
explorers who have returned 
alive from the Kekamarg 
report seeing more than one 
strange tower rising in the 
semi-desert, but (possibly the 
reason they lived to tell the 
tale) they did not investigate 
the possible mirage any 
further.  
 

 
One of the mysterious towers 
of the Kekamarg Wastelands 

 
 



31 
 

Kol Gomra, City-Empire  
Population (City): 116,000 

Current Ruler: His Ultimate 
Highness BalJugurtha, the 
Leopard Emperor of Kol Gomra 
- High and ancient civilization 
- Dinosaur riders and tame 
dinosaurs. 
 

Ksif, Wastelands of 
The Wastelands of Ksif are 
recent, having been formed in 
the destruction of the Citadel 
of the Eldritch Technomancers 
five hundred years ago. Water 
is scarce in the Ksif, although 
the area is not a true sand-
desert — The inhabitants are a 
nomadic people, herding goats 
and camels. The highlands 
where the Ksif rises into the 
Atropos Mountains are mostly 
inhabited by halflings, and many 
of the oases in the lowlands 
also have several Ksifi 
halflings living in the village-
settlement one finds at every 
oasis. 
 
The Ksifi halflings are a 
strange lot, at least by 
halfling standards. They have a 
darker and drier sense of 
humor than normal for their 
kind and — clearly and 
emphatically setting them apart 
— are sparing with food and 
drink. Nevertheless, they are a 
cheerful and energetic folk. 
 

Kuo Thal, City of 
Population: Unknown 
(Underwater city); 11,000 (surface 
city) 
Current Ruler: The kuo-
thalassic High Priest of 

Thalasskoptis the Sea Demon, Lord 
of Tentacles 

What people have heard: 
- A dangerous place 
- Tentacles? 

 
Lands of the Sea-Ghelts 
Capital: None 

Current Rulers: Village 
Chieftains 
 

Lost Coast, Rift of 
The Rift of the Lost Coast is a 
planar disjunction connecting 
the World of Jordoba to at 
least four known alternate 
worlds, each of which shares 
the almost-identical coastline 
visible to sea-borne observers 
just outside the rift itself. The 
coastline is always shrouded in 
mist, and it is virtually 
impossible to tell from the 
outside which of the various 
alternate worlds happens to 
be in conjunction at any given 
time. From landward, the same 
misty border is visible, allowing 
one to peer into the rift. 
There are a few landmarks of 
different worlds that can be 
spotted from the landward 
side if one knows what they 
are and where to be when they 
suddenly appear in the mist to 
signify a conjunction with the 
world corresponding to the 
landmark. One such landmark is 
the Stone of Geffala, a 
monolith covered in strange 
runes and markings that can be 
seen clearly from the oasis-
village of Anagourt when its 
world conjoins with Jordoba. 
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There is one reality in the rift 
that is native to Jordoba, and 
if travelers enter at the right 
time to find themselves in the 
Jordoban “floor” of the rift, 
they are likely to also find the 
world of Jordoba on the 
outside. 
 

Lower Gheltia, 
Thanedoms of 
Capital: None 

Current Ruler: None. The most 
influential thane of the Heordic 
Gheltic people is said to be 
Cerdioric of the Vondroghelts. 
There is some disagreement on 
this. 

What people have heard: 
- Wildest festivals 
- Be very polite and don’t pick a 
side in anything 
 

Mbalamad, City-State of 
mm-BAHLA-mahd 

Population (city): 60,000 

Current Ruler: Her Eternal 
Divinity Ralaibala II, God-Queen of 
Mbalamad, Suzeraine of the 
Ghanzertes 

What people have heard: 
- Vast Moon-Temple 
- Sacred monkeys 
- Rich dyes and pottery glazes 
from Ghanzertes river clay. 
 

Metarsis, Island of 
Metarsis is mostly wild, its 
coastline dotted with small 
villages living by fishing, growing 
wheat, and harvesting the 
plentiful wild olives from 
numerous groves. These 
settlements are independent, but 
often grouped together under 

the protection of a Patron, who 
serves as a vague combination of 
judge, constabulary, bank, and 
small military force. Adventurers 
seeking opportunities on the 
island of Metarsis are most likely 
to find them by talking to these 
various patrons.  
Somewhere in the center of 
Metarsis there is an ancient holy 
place of some kind, its location a 
tightly-kept secret of a hidden 
priesthood that lives on the 
island. 
 

Mhaalqua 
(Fallen Mhaalqua) 
Ruins of the city of Mhaalqua, 
once the northern end of a 
caravan route across the 
Kekamarg Waste to the cities of 
Yoolghoon and Ekkul Molhua. 
Poems speak of the white 
towers of Mhaalqua and their 
onion-shaped domes, but now it 
is said to be in the hands of 
one of the great commanders 
of Ruin, although the name of 
this creature(?) is unknown. 
 

Mholkhandri, Lake 
Lake Mholkhandri is the heart 
of a vast region ruled by the 
forces of Ruin — this is the 
main point of trade and contact 
between the gnolls of 
Hyaenadoria and the legions of 
the Golden Queen in Cycloros.1 
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Mholkrys, City-State of 
MOAL-kriss 

Population (City): 56,000 

Current Ruler: Seven-Masks (a 
wizard who has recently usurped 
control) 

What people have heard: 
- Trades with evil city of Cycloros 
- This area farms bittercoffee, 
which is used to make a much 
sought-after beverage. 
- Expert poisoners and the 
poisonmarket of Mholkrys 
 

Mythrus, Free City of 
Population (City): 80,000 

Current Ruler: Lord High Mayor 
Polobolo “the Boar” Bor. 

What people have heard: 
- Very close to the ruined 
Vycenaean stronghold known as 
Mythrus Tower. 
- the Stone-ship tavern 
- Occasional famines 
- Major moneylending and banking 
center 
- Bardic College of Metallys 
Mythrus 
 

Nawarios Marshes 
The Nawarios Marshes are a 
deadly place, but a major 
source of the blue lotus-
flower, which grows wild here 
and cannot be cultivated 
elsewhere without tremendous 
cost and effort. There are no 
towns on the treacherous 
coast of the marshes, but 
there are some permanent 
trade-camps that supply lotus-
hunters. By far the most 
reputable of these is the trade 
camp of Tulaz the Crocodile, 
which is a rough place by any 

definition, but not likely to 
murder lotus-hunters for 
their harvest. 
 

Necromandru Hills 
The Necromandru Hills are 
becoming highly problematic 
for Jal Photra as they become 
wilder, but the majority of the 
hills’ dangerous inhabitants 
are hobgoblin clans, so the 
range of their raiding is limited 
to half the length of night, so 
the raiders can return to their 
tunnels and caves to escape 
the bright light of the sun. 
 

Nemezua, Island of 
See “Islands of Illyria” 
 

Olan, Kingdom of 
Capital: Phne Qevos (45,000) 
Current Ruler: His Peerless 
Majesty King Virithides V, King of 
Olan, wearer of the Narwhal 
Crown 

What people have heard: 
- Thieves Guild of Phne Qevos 
- Best warhorses in the world 
come from the Olan Plain 
- The Lighthouse of Phne Qevos is 
a wonder of the world 
- Arcane University of Phne Qevos 
 

Omnai Swamps 
The Omnai Swamps, near the 
canal-city of Sulquastis, are a 
wilderness of mangrove trees, 
curtains of blue moss, and 
giant crocodiles along with 
other, fouler, creatures. The 
swamp is said to contain a lost 
temple near the center, 
containing a vast treasure but 
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inhabited by some sort of being 
that controls the swamp 
creatures and can even see 
through their eyes.  
 

Ospioc, Earldom of 
Capital: Current location of the 

Earl 
Current Ruler: His Excellency 
Lhodrios Isc, Earl of Ospioc, 
Defender of the circled realm, 
the Hammer of Beasts. 

What people have heard: 
- Isolated by the advance of the 
forces of Ruination 
- very stylish 
 

Ozastris, City-State of 
Population (City): 47,000 

Current Ruler: His Resplendent 

Majesty Pharrakash I, the Plumed 
Emperor of Ozastris, Guardian of 
the Heart of Chulzamar the 
Chained. 

What people have heard: 
- Massive walls are a wonder of 
the world. 
- Dinosaur cavalry 
 

Paramundi, 
Confederacy of 
Capital: None 

Current Ruler: The Whisperer 

What people have heard: 
- Many planar gates in the hills 
- Many planar travelers live in and 
visit this sparsely-populated 
country 
- rangers and strange beings 
protect the wilderness from the 
forces of Ruination 
 

Perior, Wilds of 
The Wilds of Perior are named for 
the kingdom that once occupied 
the area before hordes of Pictish 
tribes and beastmen began a vast 
migration southward, moving 
steadily into Perior and laying 
waste to everything they 
encountered. The armies of 
Perior fought bravely, but were 
desperately outnumbered by the 
seemingly endless horde. 
Eventually the royal family of 
Perior fled to Ioscany, as did the 
surviving remnants of the 
Periorian people. 
 
Perior is a fertile land, so it has 
blossomed quickly … but as a 
poisonous flower. The newly-
grown forests are bloated with 
dark magic, and strange 
creatures have replaced the deer 
and other wildlife in the 
aftermath of the invasion. 
 
Regardless of the taint in these 
lands, there are still many 
scattered human settlements. 
 

Persephone, Sea of 
The Sea of Persephone is a 
planar rift, where innumerable 
ships have been lost to other 
worlds or planes of existence. 
From time to time the Sea has 
also disgorged travelers from 
beyond the World of Jordoba, 
in strange ships of alien and 
foreign design. Disturbingly, 
most of these were ghost 
ships that had apparently 
drifted upon the planar seas 
for decades, if not centuries. 
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Phosphorine Coast 
The Phosphorine coast is named 
for the seas of 
phosphorescent algae that 
drift in the coastal shallows, 
glowing eerily even on 
moonless nights. There are 
fishing villages and small 
towns along the coast, most 
of them loosely allied in 
leagues to provide defense 
against gnollish raids from 
Hyaenadoria. 

 
Planar Instability 
See “Rifts” 
 

 
Eliga Tibbar, the legendary 
“ArchMage of Alternalities” 

 

Portal of Tombs 
The portal of tombs is a 
dimensional rift that seems 
always to lead to an island of 
roughly the same proportion, 
always with vast, ancient tombs. 
Beyond the island one finds the 
“rest” of some other world, 
whichever one it might be — all 
of them share the attribute of 
having a version of this island 
in the world. Jordoba’s “native” 
island resides in the rift for 
longer periods than the 
others, and re-appears more 
frequently, but a number of 
other worlds anchored by the 
island of tombs have been 
reported by the crews of lost 
ships and by the occasional 
exploration party. 
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Pnajlae, Island of 
See “Islands of Illyria” 
 

Pyrrhon, Wilds of 
The Pictish incursion that 
destroyed Perior with the help 
of a horde of beastmen, and 
then continued south to 
conquer the Umbradaan Forest, 
eventually began to move 
southward again into the 
Kingdom of Pyrrhon — first with 
small raids, then with the 
seizure of villages, and 
eventually to the movement of 
the pony-mounted hordes into 
Pyrrhon’s heartland. The 
Pyrrhonese capital of 
Genopoza managed to hold out 
for over a decade against the 
Pictish tribes, supplied by sea 
and opposed by an enemy with 
no knowledge of siegecraft. 

Nevertheless, the swift-climbing 
Picts eventually managed to 
infiltrate the city in a nighttime 
assault on a poorly-watched 
wall. Once the Picts began to 
swarm into the city, all was 
lost for the exhausted 
defenders, and after a week 
of pillage and slaughter the 
Kingdom of Pyrrhon existed no 
more. It is said that in the 
harbor of Alepsis a veritable 
carpet of severed heads 
washed in on the tide three 
days later — a final reminder 
of Pictish savagery. 
Pyrrhon is still scattered with 
a number of villages, but they 
are in many cases ruled by 
beastman Barons or live in 
eternal fear of the monsters 
and dangers of the wilds. 
 

 

 
The Horde of savage Picts, blood-soaked from the destruction of 
Perior, moved onward toward the doomed kingdom of Pyrrhon… 
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Quibarian Hills 
The Quibarian Hills mark the 
farthest extent of the 
Pictish/beastman invasion of 
Perior, where they were 
stopped by a line of Ioscan 
keeps strung across the 
borderland, originally intended 
for defense against the now-
obliterated Kingdom of Perior. 
 

Rabu Rasaal, Rift of  
See “RIFTS” 
 

Rayawoon Plain 
The Rayawoon plain is the 
relatively flat land between 
the Atropos Mountains and the 
Sea of Lorca. The Rayawoon 
coastline is rife with saltwater 
swamps, and it is possible that 
the low-lying areas are sinking 
below the waters of the sea, 
although the progress is 
apparently slow. The major 
cities of the Rayawoon Plain 
are Sulquastis and Arqad Naru 
— Jordoba is above the plains, 
on the ridge formed by the tip 
of the Atropos Mountains. 
 

Rhaibiad, Wilds of 
RYE-bee-ad 

The Wilds of Rhaibiad are perhaps 
a bit less dangerous than most 
of the other wildlands noted 
upon the map. Barbarian riders, 
beastmen, and gnolls roam this 
area, but heavily-defended 
caravans still make their way 
across the wilds to trade with the 
tribesmen of the Zhiribisi hills. 
 

Saltmoss Islands 
Opinions differ about whether 
the “islands” to the south of 
Jordoba are a salt-swamp 
representing the edge of the 
coastline, or a chain of 
closely-packed islands filled 
with swamp. Regardless, the 
islands are ruled by halfling 
families; insular, territorial, 
and only friendly to visitors in 
the town of Crocodiles. 
Crocodiles is the locus of 
trade from the swamps, where 
the halfling clans hunt the 
salt-water crocodiles of the 
islands, selling the hides in 
town. 

Sea-Rift, the 
The Sea-Rift is one of the more 
unusual rifts that have opened 
in the slowly-fraying World of 
Jordoba. Despite the fact that 
the sea-rift’s boundaries are 
entirely landlocked, crossing 
the rift always leads to open 
sea. Also unusual, in most 
cases this sea appears to have 
a true extra-planar existence, 
acting as a transit point that 
can lead to the elemental 
planes and other regions 
beyond. By contrast, most of 
Jordoba’s other rifts lead 
only to other dimensions of 
the material plane, or to 
alternate worlds in the 
material plane. Few expeditions 
have ventured to explore the 
other worlds of the Sea-Rift. 
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Sleer, the 
The Sleer is a coastal, salt-
water swamp on the coast of 
the Rayawoon Plain just to the 
north and west of the city of 
Arqad Naru. It is almost 
certain that this is the location 
of the Drowned city of 
Mooldios, whose departing 
citizens swelled the town of 
Arqad Naru into a true city. 
Some treasure-seekers have 
reported finding parts of the 
drowned city, almost entirely 
underwater, but they have not 
seen fit to share their charts 
and maps, to the great sorrow 
of other fortune-hunters. 

 
Sulquastis, City-State of 
Population (City): 49,000 
Current Ruler: Senator Princeps 
OcQuam Sesst, High Administrator 
of the Canals 

What people have heard: 
- Canal city 
- Patrician families are often 
resented by the plebian class 
- Produces the best gladiators 
from the Arena of Tushara and 
the gladiatorial schools 
affiliated with it. 
- Gigantic butterflies 
 

Sunai, City-State of 
Soo-NYE 
Population (city): 62,000 
Current Ruler: His Descendancy 
God-King Persioch XII, Anointed 
Recipient of the Ululation 

What people have heard: 
- The eerie twilight ululation 
- royal family has strenge 
bloodline 

- Fancy armor with flanges and 
tall helmets 
 

Surrendered Coast, the 
The Surrendered Coast is a 
term variously applied either to 
the settlements of the coast 
itself (which does contain a 
few fortified, civilized towns) 
or to the entire, effectively-
lost region south of the Terra 
Feralis of Iuluquan and 
between the Atropos mountains 
and the Balbethwa River. As the 
tide of Ruination’s armies 
continued to rise in the 
interior of this part of 
Iuluquan, huge numbers of 
refugees from Rabu Rasaal 
(now Terra Feralis) began to 
make their way south along the 
Mlaaj River Valley to the City 
of Yoolghoon or the towns of 
the south coast. 
 

Tarsepolis, City-State of 
Tar-SEP-uh-lis 
Population (City): 56,000 
Current Ruler: His Symmetrical 
Perfection Opezaxion II, King of 
Tarsepolis, Wind of the Wine-Dark 
Waters 

What people have heard: 
- The Great Temple of Oriallo 
Exultative, the city’s patron god 
- University of Yegala, famed 
throughout the world 
- Constant military and scouting 
activity into the wilds of 
Hyenadoria 
 

  



39 
 

Tchorpang, Jungles of 
Tchorpang is a cartographer’s 
shorthand for the vast system 
of interconnected rainforests 
of the Continent of Tchor. 
Because the interior of Tchor 
has such dramatic variations in 

altitude, there are actually 
hundreds of distinct 
rainforests in the area, some 
of them temperate and others 
tropical. 
 
 

 

 
the Tchorpang Jungles conceal many strange, unspeakable 

mysteries in their green depths… 
 

Terra Shantu 
The Terra Shantu is a region of 
plains and low hills scattered 
with the occasional forest. It 
is occupied by the Shantu 
tribes, nomads that swept in to 
conquer the region as they 
retreated from advancing 
Ruination in their own native 

land. The original land of 
Shantu, to the east, is now 
completely wild. Some tribes 
argue that the Shantu people 
should unite and retake their 
former territory, but most of 
the Shantu people are 
reconciled to the fact that the 
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strength of Chaos in their 
homeland is far too great for 
the tribes to defeat. 
The Shantu people have no 
ultimate authority, nor do they 
seek to unify themselves other 
than through tribal alliances. 
This decentralization can lead 
to tribal wars, especially since 
the tribes of the interior are 
constantly being forced 
farther and farther back 
toward the coastline, coming 
into contact with other tribes 
that have already established 
territories for themselves. 
 

Transmontaine Ghelts 
Gheltic culture is similar across 
the Sea-Ghelts, the Ghelts of the 
Arbonnaia, the regions north of 
the Carthanons (the 
Transmontaine), and Lower Gheltia, 
but it is not identical in all places. 
The Ghelts have a common 
tradition of living in small villages 
under the rulership of thanes, 
burning people in wicker cages, 
being ruled by a combination of 
druid-and-chief, drinking from the 
skulls of their enemies, and 
hanging the bodies of their 
enemies (generally headless; see 
above regarding drinking vessels) 
from trees. In cosmic terms, they 
fall into a highly-ambiguous zone 
between Structure and Ruination, 
usually not much of a concern 
for their druidic leaders who 
espouse Balance. 
 

Uliomanthe, Island of 
See “Islands of Illyria” 
 

 

Umbradaan Forest 
After the fall of Perior (see 
“Perior, Wilds of”), the surge 
of Pictish invaders broke away 
from their beastman allies and 
continued southwest into the 
dark forests of the Umbradaan 
toward the Kingdom of 
Pyrrhon. Though the native 
creatures of the Umbradaan 
slowed down the Pictish 
advance, the Picts are natural 
forest-hunters, and in their 
large numbers they established 
settlements throughout the 
vast forest. The Pictish 
settlement of the Umbradaan 
allowed the Kingdom of 
Pyrrhon to prepare for battle, 
but eventually the Picts looked 
southward again… 
 

Urusalka River 
The source of the Urusalka 
River is unknown, for the lands 
upriver lie beyond the known 
edges of civilization. The river-
traders of Dzagnos do travel 
upriver, a dangerous venture, 
and may know more of what 
lies to the mysterious north 
and west of their city. 
 

Xaris, Sea of 
The sea of Xaris is somewhat 
deeper than the Sea of 
Khoramandu, making attacks by 
sea monsters something of a 
risk to ships. Galleys stay 
closer to the coast here than 
they would in the Khoramandu. 
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Vycenaine, Grand Duchy 
of 
Capital: Ducal Palace in the 
City of Mythrus (which is not 
part of the Grand Duchy) 
Current Ruler: His Excellency 
the Grand Duke of Vycenaine, 
Raoulzaj II 
What people have heard: 
- Pays nominal tribute to 
Grallmarg 
- Lots of powerful and famous 
Arcane spellcasters have 
towers in the countryside, but 
they are forbidden from 
holding noble titles 
- villages in the countryside 
make the best bows in the 
known world 
 

Wilds of Fallen Djorl 
At one time, Djorl was a league 
of small city-states that 
reached northward all the way 
to the Sea-Rift. However, ships 
from beyond the sea-rift 
began arriving in huge 
quantities in Djorl from some 
other world or plane of 
existence carrying small armies 
of raiders. The League 
dissolved city by city as extra-
planar reavers took control 
of them. Over time, as the 
conquerors paid no attention 
to anything beyond their city 
walls, the land became wild and 
untenable. Over a period of 
many years, the extra-planar 
raiders abandoned Djorl in the 
face of increasing danger, 
returning to the Sea-Rift and 
their own bizarre homelands. 

Many embattled villages remain 
in the Wilds of Fallen Djorl, 
eking out an existence in this 
dangerous place. 

 
Yandria, Kingdom of 

Capital: Ienopolis (22,000) 

Current Ruler: His Majesty 
of the Round Shield, sivvet II, 
King of Yandria 
What people have heard: 
- Known for troubadour 
ballads 
- Granting freeholds in the 
wild forests and hills to 
anyone who can hold the land 
for a full year. 
- High Temple of Omphtho and 
the Temple’s Holy Academy of 
the Majordomo, which trains 
the best stewards, butlers, and 
majordomos in the entire 
world. 
 

Yantuan River 
The Yantuan River flows in a 
majestically winding course 
through the depths of the 
Tchorpang Jungles downward 
to Lake Mholkrys. Despite the 
fact that there is more than 
one town in the Yantuan River 
Valley, there is very little 
commerce on the river due to 
aquatic dinosaurs and other 
terrors. 
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Ystrath, Kingdom of 
Capital: Rasport (15,000) 

Current Ruler: His Arcane 
Majesty Uimegroln III King of 
Ystrath, Lord of the Eerie 
Tower, Owl of the Night 
What people have heard: 
- Wizard towers in the 
forested interior of the 
country 
- insanity and witchcraft are 
not uncommon in the rural 
regions 
- Some think that ruination is 
corrupting Ystrath from within 
- Decadent 
- Secret order of the Dark 
sigil of Tchoon Sekr (mages, 
wizards, warlocks) 
 

Zaphanastis, Rift of 
See “Rifts” 
 

Zdral, Lake of 
The Lake of Zdral lies in the 
middle of the Perior Wildlands, 
utterly beyond the reach of 
civilization. According to 
legend, the lake is controlled 
by a trio of water-wizards by 
the names of Preqenior, 
Chrytuxium, and Suhintorus.

Zhiribisi Hills 
These hills are inhabited by 
tribal folk who wear colorful 
scarves across their faces and 
wear long strands of carven 
jade beads. Their semi-barbaric 
culture has survived against 
beastmen, savages, and 
hobgoblins mostly by being 
even more ferocious than 
these creatures of ruination. 
The Zhiribisi hills are a rich 
source of jade, and the 
hillfolk are artists at carving 
the stone into intricate shapes. 
For this reason, caravans from 
Jhentaki still make the 
dangerous trip across the 
Wilds of Rhaibiad to trade for 
the jade carvings of the 
Zhiribisi people. 
 

Zila, Ruins of 
The City of Zila was destroyed 
by the Legions of the Golden 
Queen of Cycloros. The ruined 
city is still inhabited by small 
tribes of Ruination’s creatures, 
who keep many of the city’s 
survivors as slaves.
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Where to find more Jordoba resources and other great 
stuff from Uncle Matt’s RPG Studio — 
 
YouTube Channel: 
https://www.youtube.com/channel/UCwQ6cSVDLklOoQ8VSMsxp5Q 
(or search for Uncle Matt) 
 
Other Jordoba Resources: 
http://www.drivethrurpg.com/browse/pub/12826/Uncle-Matt-039s-
Gaming-Stuff 
 
Other Books by Uncle Matt: 
 
Swords & Wizardry Complete Rulebook 
https://froggodgames.com/frogs/product/swords-wizardry-
complete-rulebook/ 
 
Tome of Adventure Design: 
https://froggodgames.com/frogs/product/tome-of-adventure-
design-2/ 
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