AN ADVENTURER'S GUIDE
TO THE SWORD LANDS
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We at Adventurers Inc., always searching for ways to

Improve our services, have compiled the following guide to be
used by the good folks most important to us: you, the
adventurers. After all, as our slogan sincerely claims, "If
you're not successfull, We're not successfull™.
We would like to express our deepest gratitude to all
adventurers who have supplied their own tidbits of
information about these wild Sword Lands of ours, often at
the price of life and limb. But then again, as all experienced
adventurers know, "One can't split an orc's head in two
without getting a taste of his grateful embrace first" (well
okay, we ourselves are not sure exactly what this means; but
then, this maxim was given to us by a dwarf, so maybe you
should ask one ...). In any case, after years of careful
information gathering, checking and compiling, we now
proudly present to you this "Adventurer's Guide to the Sword
Lands".
For free, of course!
Therefore, we hope the information within this guide will
prove useful (if not life-saving), and that whenever you peruse
its pages, you will think fondly of us at Adventurers Inc.. If
you wish to drop by to see us, and perhaps even make use of
our services, remember where you can find us: either at our
branch in the town of Aranys, or at our Home Office in the
great city of Tanirith (we are open all day and all night, every
day of each sevenday; also, we will be opening new branches
in Wailsrond and Lantharond very soon).
So enjoy this guide, and don't forget to drop by our offices!
Safe journeys, and safer returns!
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Greetings, adventurers! Within the pages of this much sought
after tome, you will find insider information about the lands, the
cities, and the special places found within the Sword Lands.
Remember, however, that this tome cannot be complete, and thus
may hold omissions for lack of information. We wish we could have
provided you with every and all details about the Sword Lands;
unfortunately, a too large number of our hired explorers failed to
return to report their findings (and may they rest in peace, the
brave, poor souls that they were...).

This bring us to some bit of wisdom we would like to impart to
you, before you do plow through these pages. Hence, the following
are what we consider six fundamental tidbits of advice for you to
keep in mind, for whenever you endeavor to explore our wild -but so
beautiful and magical- Sword Lands:

1- A good deed will always be rewarding;
2- Search (or detect), and ye shall find;
3- Think before acting;
4- Be careful of who you trust;
5- Never accept dinner invitations from ogres;
6-Never insult an orc's lineage unless he's not
armed (and you are).

The Sword Lands are vast. For the sake of clarity, and to make
this guide easy to use, the Sword Lands have been divided into 8
principal areas-land types, each being treated separately in the guide
as follows:

1- The Heart Lands;
2- The Eastern Lands:
3- The Khanark Rockies;
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4- The Southern Islands;

5- The North-Eastern Lands;

6- The Western Lands;

7- Caves, Caverns, and Underground
Complexes.

The Heart Lands include Aranys, Wailsrond, Dagger Keep and
Sparklestone; the Eastern Lands are comprised of Tanirith
(including the farmlands, the grapevine yards, and Tarterys Island)
and Arvoranaan; The Khanark Rockies are themselves subdivided
into the Rockies Proper, the Frozen/Snowy Rockies, and the Volcanic
Rockies; the Southern Islands are comprised of the Pirate Isles and
the island-city of Coral Towers; the North-Eastern Lands are
comprised of Lantharond and its surrounding areas; the Western
Lands include Sharranth and its surrounding areas; finally, the
Underground Complexes include most known caves and cavern
complexes discovered above ground and in the Underearth,
including the secretive dwarven undercity called Dwarven Halls.
Lots of stuff to cover, you say? Hey! Now you see how far we
have gone to provide you with the best guide available! So, enjoy!
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The Heartlands

Aranys

Despite its small size, this town is a major trading center and waystation of
the Sword Lands. Indeed, all trading caravans usually stop in Aranys before
going to Bywater and the Realmz, or before going on further into the Sword
Lands. Aranys is currently ruled by a Merchant Lord named Akkar Dhun.

(x13,y14) and (x17,y18): Town gates of Aranys.
(x14,y17): General store of Aranys.

(x7,y18): The Wildboar Inn

Inside the Wildboar Inn:

(x72,y39): Front desk of Areyna, co-owner
and wife of Zaran; you rent
=St hher
(x73,y39): Front desk of Zaran, co-innkeeper
and husband of Arevyvna;
food & drinks at his
(x61,y40): Zaran and Areyna's private
g U
(x61,y55): Way to upper floor and regular
rooms; an iron key is ra
(which you can get from Avx
(x51,y46): Way to main floor suites; deluxe
brass keys are required (A
can get from Are
(x86,y36): Way to upper floor brothel; regular
brass keys are rec
(x78,y53): A regular brass key has been
dropped
(x82,y53): A wandering knight named Jhalor
Fireblade is knowvwn to oft
Thai
(x59,y68): This regular room has been rented
by four mysterious dark |
(x56,y51): This suite is rented by an
iINcantatrix named Night Bl
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(x65,y1): In this bed of this unoccupied
brothel room, a castle gate
that was carelessly dropped
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(x64,y5): A secret door is rumored to be
here, leading to many sec
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Inside the Wildboar Inn

(x8,y24): Exotic and esoteric imports store.
(x5,y18): A secret entrance to the Wildboar Inn is rumored
to lie behind this local brewery.

(x5,y25): Gate to Lord Dhun's castle; a gate pass is required.
Inside Lord Dhun's castle:

(x83,y75): An adventuress named Naryl
Dragonstone is
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(x83,¥y79): A merchant is kept in this cell.
(x85,y79): A dwarven merchant is kept in

(x40,y47): At this location in Dhun's private
room, a secret tre
the ceiling, leading

(x1,y28): A secret tunnel leading to Lord Dhun's castle is
rumored to be hidden here, just outside of
Aranys' southern battlements.

(x9,y24): This is the house of a merchant who has vanished
under mysterious circumstances.

(x14,y24): Town hall of Aranys. The branch office of
Adventurersinc. is located here: come in and see
us! Indeed, numerous jobs are available to you;
the choices depend on what you may (or may

not) have already accomplished.

(x2,y23): A secret entrance to the castle grounds is

rumored to be here.

Wailsrond

This fair-sized city is one of the important sea ports of the Sword Lands.
Indeed, it is visited by numerous trading ships all year long, loading goods
already flowing through Wailsrond while unloading their own exports for
other cities of the Sword Lands. Wailsrond is also famous for its delicious
(and quite sturdy) rhum, one of the main exports of the city. However, lately,
hightened pirating activities have brought sea trading almost to a halt in
Wailsrond; it is rumored that trade caravans on land are also being attacked
regularly, resulting in severe economic strains on the city. Wailsrond is
currently ruled by the good Lord Nerellius Pyre.

> ri
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A section of Wailsrond

(x29,y69) and (x49,y77): City gates of Wailsrond.
(x32,y79) and (x45,y79): Pier gates of the port of

(x44,y70):

A secret door within the battlements is rumored
to be here.

(x30,y76): The Tranquil Tide Inn.

(x25,y79):

(x22,y79):
(x28,y79):
(x23,y83):

(Xx33,y76):
(x37,y78):

(x33,y81):

Exotic and esoteric imports store.

Gate to Lord Pyre's castle; a pass is required.

Wailsrond's Central Market.

House of a rich merchant; his daughter Anaele

has been kidnapped, but word has it that her

captors never returned her, even after her

father paid the huge ransom they demanded.

Temple of Ukkor.

Wailsrond's City Hall; you can get a castle gate

pPpPass here.

Harbor Master of Wailsrond. You may buy ship

fares to Tanirith or Coral Towers, or rent a ship
for yourselves.
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(x42,y75): The Mariner's Den

Inside the Mariner's Den:
(x39,y13): An enigmatic adventurer known
as "Strider” is rumol
It at
(x46,y13): The mage named Runelore Magius
often sits at th
(x42,y6): Drunken dwarves meet regularly of
late at this table, drinkit
their despairs and frus
about the siege of their
the Dvwarvenmn F
(x50,y5): A shifty man called Harym often
sits here; he talks only
who are refered to him |
the barkeepers. Rumor
Harym is a "well connectec

Sparklestone

This thriving mining town constitutes the major ore and mineral producer of
the Sword Lands, trading throughout the lands and even beyond. Sparklestone
Is currently ruled by two Lords, who also happen to own the two major
mining companies of the town. One is Lharond Dragonspurr, who owns the
Bloodstone Heights Mining Company and Traders, and the other is Cheron
Ironseed, who owns the Sparklestone Mining and Smeltering Company. Of
late, many trade caravans of Sparklestone are being attacked by green dragons
for the riches they carry, jeopardizing Sparklestone's prosperity.

(x75,y6) and (x84,y10): Town gates of Sparklestone.

(x83,y5): General store of Sparklestone.

(X79,y7): A bank is here.

(x81,y8): Temple of Woralduur.

(x79,y9): Lord Lharond Dragonspurr's estate; depending on
what you may have already accomplished, he may
ask you to investigate the closed mine, which is

said to be haunted.
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(x76,y0): Closed mine (see section 7: caves, caverns, etc.).

(x86,y9): Lord Cheron Ironseed's estate; he is not fond of
adventurers; in fact, he simply does not trust
them and would rather see them out of the town.
However, and depending on what you may have
already accomplished, he may ask you to
Investigate the green dragon attacks.

(x85,y5): The Smelter's Den

Inside the Smelter's Den:
(x29,¥y21): Front desk for renting rooms.
(x20,vy9O): Bar.

Dagger Keep

This small, shody and crime-ridden town is ruled by the Rogue Lord Doran
Ghall. Rumors abound to the effect that he himself may be behind the
marauder caravan attacks which have been plaguing Wailsrond's trade
caravans of late.

(x59,y47): Gate of Dagger Keep.
(x61,y46): Dagger Keep's General store.
(x65,y38): A secret entrance to Lord Ghall's compound is
rumored to lie underneath one of the
tombstones here.

(x68,y40): Gate of Lord Ghall's compound.
Inside Lord Ghall's compound:
NMaim floor:
(xX31L,y76): a secret trap door is on the

(x33,y76): a secret trap door is on the
(xX35,y77): a secret trap door is on the
<

(xX34,y79): a secret door is disguised as «

(x26,y77): a secret door is disguised as «
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Baserment:
(xX42,y43): a secret door is disguised as «

Other sites of Interest

The following are known or potential sites of interest scattered in the
Heartlands.

(x85,y38): Riverside Trade Caravan Waystation.
(x75,y79): A fisherman named Daleck lives in this humble
house of the village of Azure Cove. He needs
someone trustworthy to bring money to his
brother Maleck in Coral Towers, who in turn
needs it to free his wife who has been unjustly
IMmprisoned there.
(x44,y58): A family living in the farmlands of Wailsrond is
being terrorized by a mysterious "mind-mage"”,
who seeks a magical item known as the "Writ of
the Ancients™.
(x67,y22): Rumor has it that this cave leads to a lair of
green dragons (see also section 7).
(x52,y2): An orc stronghold is here. Many rumors abound to
the effect that orcs are currently besieging the
Dwarven Halls in the Khanark Rockies.
(x62,y1): A secret tunnel leading directly into the orc
stronghold is rumored to lie hidden here.
(x24,y4): Old legends say that this cave leads secretly to
the lair of Chlorapyroshyndragosuur, the ancient
brovwn dragon.
(x5,y44): A secret entrance to a lair of goblins is rumored
to lie hidden here (see section 7). Members of this
goblin tribe are known to be responsible for
Nnumerous caravan attacks lately.
(x1,y75): This cave is rumored to lead to a lair of gnats
(see section 7); these same gnats are also
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responsible for a fair share of caravan attacks,
Iately.
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The Eastern Lands
Tanirith

First founded as a forteress by the infamous Warlord Ptaraz, Tanirith has
grown over the centuries to become today's center of knowledge and trade in
the Sword Lands. Even by the standards of other kingdoms of the Realmz,
Tanirith is a very large city, if not easily among the largest of the continent.
Tanirith is also known for its grapevine yards, which produce year after year
vintages that are always in high demand. Although Tanirith boasts of a
sizeable soldiery and militia, the city and its territories of influence are chiefly
protected by the knights of the Order of the Flame, a chivalrous knighthood
order founded centuries past by the legendary knight Jasper Flameheart. Of
late, however, all is not well within the order: indeed, the knights are becoming
increasingly lax in their protective duties, if not acting in an outright uncaring
manner. In addition, Tanirith's wineyards are rotting away for no reasons,
while stranger and more dangerous things are happening in the city's sewers.
These problems have left the people of Tanirith, and their ruler -the Lord
Paladine-, in a state of disarray and dread.

(x28,y55), (x18,y30), (x30,y26) and (x62,y26): City gates.
(x44,y26). Gates of Hightown, the upper-class part of the
L an—l I =) Vg
(x17,y34): Thalya's Street Corner Shop.
(x14,y38): The Raging Wyvern.
(x19,y40): A central market is here.
(x20,y42): A bank is here.
(x19,y44): The Journey's End.
(x22,y42): Halls of Justice.
(x28,y42): Location of Adventurers Inc.'s Home office! Come
in and see us, for we have plenty of information
and jobs to offer!
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Be a trade caravan escort and defend it against marauders!

(x36,y42): Building of the Harbor Master - Central Port
VNV est.

(x36,y49): Monument to Jasper Flameheart. Rumors abound
to the effect that a secret door leading to the
sewers lies next to -or near- the monument.
Inside Tanirith's sewers:
(x34,y40): A priest of Lharishar is
rumored to ha
secret room his
drifters and pcC
seek shelter 1
(x69,y11): Some adventurers have
reported a sec
(X72,vy4): A secret door leading to an
ancient portal is ru
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Explore Tanirith's sewers ... at your own risk!

(x38,y58): The famous Scholar Halls of Tanirith are here;
they also house a temple of Erond.
(x36,y30): Ephaestor's Weapons and Armors.
(x41,y29). Schaxam's Little Shop of Magics.
(x43,y32): Inn of the Sea Trader.
(x42,y39): Building of the Harbor Master - Central Port East.
(x45,y35): Gates to the barracks and training grounds of
the Knighthood of the Flame.
(x43,y46): Some folks says that an Assassins' Guild
operates out of this house. But that can't be
true, since assassins were banned years ago
from Tanirith ... right?
(x50,y45): The Captain's Inn.
(x52,y44): Harbor Master - East Port. Ship fares to
Wailsrond and Lantharond may be purchased
here; you could also rent your own ship.
(x50,y47): Another bank is here.
(x53,y47): Another central market is here.
(x52,y49): Tanirith's Exotic Imports.
(x55,y49): The Sailor's Wharf. A secret door leading to the
sewers is rumored to be in this tavern.
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(x54,y52): A temple dedicated to Ukkor is here.
(x59,y54): Maroon's Eating Halls. A secret door leading to
the sewers is rumored to be in this establishment
of fine cuisine.
(x59,y56): Dungarh's Leatherworks.
(x66,y61): The Mariner's Toolbox.
(x64,y64): Harbor Master - South Port; ship fares to
Wailsrond, Coral Towers and Lantharond can be
bought here; or you could rent your own vessel.
(x43,y10): Gates of Golam Thrall's estates; Lord Thrall is a
powerful Merchant Lord and a member of
Tanirith's ruling body, the High Council.
(x42,y8): Gates of Jarad Noll's estates; Lord Noll is another
powerful Merchant Lord and member of the High
Council.
(x34,y10): Gates to the castle of the Lord Paladine.
(x52,y17): Yet another bank.
(x38,y16): Building of the High Council of Tanirith.
(x39,y19): Temple of Tyr.
(x42,y19): Temple of Danuur.
(x43,y22): A Bazaar is here.
(x49,y7): A secret door opening to a tunnel which leads to
Jarad Noll's estates is rumored to be here.

Arvoranaan

This small, halfling farming community is quite peaceful and idyllic. Being
under the protection of Tanirith, it has always been secure; but with the
knights of the Flame laxing in their duties, the halflings must now defend
themselves against marauders and humanoids.

(x72,y7), (x72,y1): Village gates.
(x71,y4): Rhondo's General Store.
(x17,y34): A "city-smart" halfling named Daneel Nimblehands
sometimes hangs around here, trying to hook up
with adventuring parties.
(x61,y7): A secret door within the battlements is rumored
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to be here.

Tarterys Island

This small island just south-west of Tanirith and the mainland is the
central incarceration facility of the city. Any and all criminals are sent to
Tarterys to rot away, often forgotten while forced to live under terrible
conditions; that is why the word on the streets of Tanirith is: "'Ye don't want
ta end yer life in Tarterys: believe ye me!™.

(x37,y71): Gates of the prison.

(x42,y72): A secret tunnel under the island's cliffs is
rumored to be here.

(x40,y72): A secret tunnel under the island's cliffs is
rumored to be here.

Other sites of Iinterest

The following are known or potential sites of interest scattered in the
Eastern Lands.

(x78,y26): Crypt of Ptaraz.
(x57,y7): A secret tunnel under the mountains has been
reported to be here, just west of Arvoranaan.
(x4,y70): Cove Hold Trade Caravan Waystation.
(x10,y25): Temple of Agrah.
(x22,y1): A secret passage leading underground is rumored
to be on the mountainside here.
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The Khanark Rockies

The Khanark Rockies comprise a vast mountain range of high peaks, rifts
and plateaus, ridled with tight passes and small valleys. Tortuous and
treacherous, the passes themselves are subjected to numerous rock falls and
slides, making travel in the Khanark Rockies a pretty dangerous trek to
undertake. This vast range runs along the south and east coasts of the Realmz
continent; for this guide, only those areas of the Khanark Rockies directly
adjacent to the Sword Lands are described. Hence, we bring you here
information about the Rockies Proper, the Snowy Rockies, and the Volcanic
Rockies, the three major Khanark areas adjacent to the Sword Lands.

Rockies Proper

The Rockies Proper are defined here as the mountainous area which has no
particular weather or geological characteristics; in other words, this area is
your usual range of high-peaks with treacherous passes and small valleys
which benefit from temperate weather conditions. Although the Rockies Proper
are not considered civilized, gnome and dwarven communities are known to
thrive in them, aside from orcs, ogres and giants (hill and/or mountain). As far
as the Sword Lands are concerned, two demi-human communities are of note
for their trade: Gnomilar, a gnomish mining community, and Stone Gate, a
dwarven trading post for the hidden undercity known as Dwarven Halls. Of
late, word has spread to the effect that these two communities are under siege
from an alliance of orcs, ogres and giants bent on their conquest.

Places of note in the Rockies Proper are the following:

(x51,y74): This cave is rumored to lead to the lair of a
fearsome emerald dragon.

(x25,y13): A secret passage has been reported to be here.

(x26,y77) and (x17,y81): Gates of the village of a large orc

(x13,y6): Gates of Gnomilar.
Inside Gnomilar's battlements:
(x9,¥y5): General store.
(x6,vy4): Magic shop.
(x6,y2): Monolith dedicated to Woralduur.
(X7,y1): Temple of Woralduur.
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(x4,y2): Castle of the king of Gnomilar.

(x3,¥y7): Lharod's Gems and Precious Stones
EE><ch»a&ar» «

A section of Gnomilar

(x57,y30): A secret passage is rumored to be here.

(x20,y67): This cave leads to the underground cave
complex known as the Tlaran Caves (see section

—— > _

(x63,y15): Gates of the dwarven trading post called Stone
SGate .

Inside Stone Gate's battlements:
(x62,y10): Dwarven Halls Trading Center.

(x63,y7): A secret passage leading to the
undercity is rumored to b

but that remains to be conr
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(x64,y9): Dwarven Halls Ores, Stones and
J e\

(x64,y54): A secret passage is rumored to be here.
(x82,y62): This cave is rumored to lead to a hidden hill giant
steading.

Snowy Rockies

This area of the Khanark Rockies is highly elevated; consequently, it is
permanently covered in snow and ice. Considered as an untamed, unsettled
wilderness area, its geological make-up is also quite treacherous. Indeed, any
explorer of this area must be ever wary for flash blizzards, sudden avalanches,
or layers of ice opening up to a deadly fall in rugged rifts. Consequently, little

information is available about the Snowy Rockies.

Beautiful beach-front property in the Snowy Rockies.
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Anyone interested iNn buying it?

The few known places of note in the Snowy Rockies are the following:

(x43,y78): A secret passage was reported to be here.
(x21,y75): This cave is rumored to lead to the lair of
Icingbreath, the great ice dragon.
(x74,y72): A secret passage is rumored to be here.
(x83,y4): A millennia-old, ruined temple of Graaz'z is here.

The forgotten temple of Graaz'z

(x64,y72): A secret passage was reported to be here.

Volcanic Rockies

This rugged area of the Khanark Rockies is comprised of a collapsed

TiSL_guide Page 21 Sun, Oct 16, 2005



volcano which is still quite active. The passes and barren valleys in these
volcanic mountains are ridled with gas vents, lava vents, rock falls and lava
veins. Oh yeah: earthquakes caused by the activities of the volcano are quite
common too, often resulting in terrible rock slides or fissures and rifts opening
up right under your feet. To the best of our knowledge, only terrible monsters
such as giant scorpions or red dragons are rumored to inhabit the Volcanic
Rockies; fire giants are known as well to roam these perilous mountains. If
you are foolish enough to explore this barren and dangerous landscape, just

remember one thing: never, ever, get too close to a gaseous lava vent!

Another gorgeous beach-front property. Anyone interested?

The few known places of note in the Volcanic Rockies are the following:

(x51,y58): The lair of Pyrokhalistyranellan (a.k.a

"Pyrostorm"), the ancient red wyrm, is rumored to
be here..
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(x72,y17): Legends say that this cave lead to the crypt of a
mysterious adventurer named Kith Khanaan, who
lived thousands of years ago.
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The Southern Islands

The Great Ocean is a vast, trackless sea which spans the whole south of the
Realmz continent. Aside from the occasional stray, tiny island, this ocean is
essentially nothing but unchartered waters. However, one archipelago and a
fairly-sized island are well known to the Sword Lands: the Pirate Isles and the
island-city of Coral Towers. The former is a notorious refuge for pirates,
whereas the latter is one of the major trading powers of the Sword Lands.

Pirate Isles

This large archipelago of cliffs, rock islands, small islands and coral reefs
lies thousands of leagues south-west of Wailsrond's coast. Treacherous at best
to navigate through, it is no surprise that numerous pirate factions have taken
refuge in these isles, and using them as bases of operation, having mastered the
narrow safe-sailing passages around the isles and allowing them to remain
safe in this haven: indeed, any ship not familiar with the labyrinth of reefs
surrounding the archipelago is sure to wreck itself! Likewise, these make it
impossible for any fleet of ships to invade the isles and rid the Great Ocean of

pirates once and for all.
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A small section of the Pirate Isles

Although pirate activity has always been a nuisance (like any

highwaymen activities against trade caravans), the pirates have become a
serious problem of late: having united under one Pirate Queen named Nurale
Darkstrome, they are now acting strategically and with much greater
efficiency, disrupting all sea trading and travelling around and about the
Sword Lands. Nothing specific is known about the Pirate Isles; however, some
explorers have manage to report the following:

(x21,y50): A secret passage is rumored to be here, on this
small island.
(x9,y55): This lofty mansion is occupied by Nurale
Darkstrome, the Pirate Queen.

Coral Towers

This island-city is shaped like an oval bowl surrounded by rocky cliffs, but
opening to the sea at its west. True to its name, Coral Towvers is surrounded by
numerous coral reefs; not surprisingly, corals constitute the main export goods
of the island-city. Although the people of Coral Towers live off the fruits of the
sea, they greatly depend on trade with the Sword Lands for ores, minerals,
textiles and other such goods.

Usually a peaceful city, Coral Towers has lately become a suffocating place
to live. Indeed, with the recent accidental deaths of Queen Aquillae Ramoor
and her daughter, Princess Jorale, the city is now ruled with an iron-fist by the
Regent Thorgal Ramoor, the Queen’s brother. Just like any despot, The Regent
has enacted highly repressive laws against any form of dissent, is obligating
any visitor to purchase a "'circulation permit", and has risen taxes to levels
unbearable by his people. Of course, any transgression of his edicts means jail
for life or even death by hanging.

(x41,y67) and (x41,y72): City gates of Coral Towers.
(x47,y69): Temple of Ukkor.
(x45,y67): Imported Arcane Wonders shop.

(x47,y74): The Laughing Tempest.
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Inside the Laughing Tempest:
(x26,y52): A mage named Sorceros often
sSIiIts at
(x36,y42): A mysterious man often hangs

(x29,vy42): Barkeeper -for food, drinks, or

(x40,y65): A secret door is rumored to be here.

(x45,y66): The Sailor's Deck store.

(x45,y66): A central market is here.

(x43,y64): This house belongs to Maleck, Daleck's brother
(see section 1).

(x47,y65): Inn of the Coral Reefs.

(x47,y62): Magistrate Halls of Coral Towers.

(x60,y68): A secret passage beneath the cliffs is rumored

to be here.

(x41,y59): Leatherwork Masters shop.

(x45,y58): A general store is here.

(x43,y66): Harbor Master building. Here, you can purchased

the required circulation permits, or ship fares to
Walilsrond or Tanirith.

(x53,y66): A bank is here.

(x55,y66): A general store is here.

(x59,y63): Gates to Castle Ramoor.
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The North-Eastern Lands

Lantharond

Simply put, Lantharond is the second most powerful city of the Sword
Lands, second only to Tanirith both in military and economic power. With the
exception of the last two decades, Lantharond has always been an adversary of
Tanirith during the past centuries. Well known for its cavalry troopers,
Lantharond has greatly increased its sphere of influence to include all the
North-Eastern Lands, with the possible exception of the Amazons of Artemisia
Forest. However, ever since the advent of the Dragonheart dynasty a few
centuries past, Lantharond has always walked a peaceful road, flexing its
military might only in self-defense. The current monarch of Lantharond is King
Vallar Dragonheart, who is known for his just and kind rule.

Until recently, Lantharond has been a good ally of Tanirith and at peace
with the Amazons. However, and without any apparent reasons, diplomatic
relations have completely broken down between Lantharond and Tanirith,
while the amazons have reportedly begun to attack Lantharond for having
broken the peace treaty. Hence, all is not well apparently with the Dragon
Throne of Lantharond.

(x55,y18), (x55,y25), (x68,y11) and (x66,y35): City gates.

(x65,y30): Temple of Tyr.

(x68,y29): The Sailor's Deck shop.

(x65,y27): Harbor Master building. You can buy fares to
Tanirith or rent your own vessel.

(x61,y27): Halls of Justice.

(x65,y24): Central market.

(x62,y24): Nyressyl's Wondrous Wonders shop.

(x59,y24): Temple of Ukkor.

(x64,y20): Jereph's Shop of Conveniances.

(x78,y11): Gates to Castle Dragonheart.

(x67,y17): The Great Wyrm.
Inside the Great Wyrm:
(x82,y36): An old druid often sits here.
(x83,y35): Barkeeper -for food and/or

(x86,y33): Barkeeper -for food and/or
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(x57,y11): The Dragon's Lair inn.
(x62,y12): Inn of the Singing Mermaid.

Other sites of Interest

The following are known or potential sites of interest scattered in the
North-Eastern Lands.

(x63,y70): Creek Dale Trade Caravan Waystation.

(x51,y75): Rumor has is that this old, abandoned compound
IS not abandoned anymore.

(x4,y7): A hidden door was reported to be here.

(x63,y43): Crescent Lake Store and Inn.

(x26,y43): This secret passage is rumored to lead to the
valley of Artemisia Forest.

(x37,y83). Gates of the Amazon village.
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The Amazon village of Artemisia Forest

(x52,y22): Temple of Agrah.
(x17,y68): A secret passage is rumored to be here.
(x3,y68): In this cavern covered by a waterfall, a secret
passage leading to an ancient portal is said to be
here.
(x1,y51): An ancient portal dedicated to Graaz'z is here.
(x43,y3): This ancient tunnel going through the mountains
leads to the VVolcanic Rockies.
(x1,y3): This ancient tunnel is said to lead to Graaz'z
millennia-old temple.
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The Western Lands

Since the last five years, when the Warlord Anthraxus Storm conquered
Sharranth, the second biggest city of the Sword Lands, not much news of the
Western Lands have been heard. In fact, nothing is known about what is going
on there or what the Warlord is really up to, now that he is ruling Sharranth.
The fact that he has also outlawed adventurers has contributed greatly to our
current lack of knowledge about this area of the Sword Lands. While
Lantharond is smaller in size and population than Sharranth, the former has
always had the upper hand in military muscle; however, unconfirmed rumors
have it that Warlord Storm is quite intent of changing that state of things ...
The few tidbits that we do know about the Western Lands are the
following:

(x70,y4): Rock Forest Trade Caravan Waystation.
(x86,y18): A secret tunnel is rumored to be here.
(x32,y9): A secret tunnel leading to the Snowy Rockies is

rumored to be here.
(x56,y32), (x42,y54) and (x50,y59): City gates of Sharranth.

Remember that adventurers are outlawed by
Lord Anthraxus Storm.
(x71,y61): This cave is rumored to lead deeper within the
mountains.

(x54,y73): The Waterfront.
(x15,y69): On this small island, a lofty mansion stands

protected by a magical barrier.
(x14,y76), (x14,y78), (x18, y76), (x20,y77), (x24,y73) and

(x24,y76): These caves are rumored to be occupied
by dogres.

(x32,y67): Cedar Cove's End of the Road.
(x10,y34): Town gates of Mountainside.
(x15,y43). Temple of Lharishar.
(x8,y16): Gates of a minotaur community.
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Caves, caverns and the
Underearth

The Tlaran Caves

(x66,y88). Gates of a large shadow elf outpost.

(x77,y87). Small shadow elf outpost.

(x71,y69), (x77,y70), (x29,y71) and (x41,y82): Secret
passages.

(x45,y85), (x62,y54), (x41,y44) and (x22,y74). Safe
caves/areas.

(x72,y53), (x55,y46), (x52,y39), (x58,y15): More secret
passages.

A small section of the Tlaran Caves
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(x73,y14), (x12,y26) and (x73,y26): Yet even more secret
tunnels.

(x71,y21): An ancient portal is rumored to be here.

(x13,y11): This cave is said to lead to a secret tunnel.

(x4,y2): A buried temple of Erond is said to be here.

(x5,y45): This cave leads to a safe area.

(x4,y32): Gates of a dogre village.

Dwarven Halls

(x54,y49), (x70,y18) and (x28,y24): Gates of the undercity.

(x52,y47), (x55,y44), (x65,y28), (x65,y25), (x36,y27) and
(x35,y20): Residential quarters.

(x57,y47). Cemetary.

(x58,y16): Merchants' living quarters.

(x43,y22): Warriors' barracks and training grounds.
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A section of the Dwarven Halls

(x49,y25): Central market.

(x45,y21): Gates to the castle of the Dwarven King.
(x46,y32): Forgers' store.

(x54,y33): Stonecutters' store.

(x55,y25): Craftmen's store.

(x51,y19): Gates to the Temple Halls and the Library Halls.
(x19,y12): This caves leads to a tunnel.

(x11,y4): A secret door is rumored to be here.

(x6,y3): A shadow elf outpost is rumored to be here.
(x4,y3): A secret passage was reported here.

The Green Dragon Caves

(x70,y10): A hidden secret door was reported to be here.

(x83,y24), (x74,y37), (x51,y34) and (x54,y27). Secret
passages.

(x55,y10): A hidden passage is here.

(x48,y13), (x29,y16) and (x57,y44). Secret doors.

(x58,y5): A safe area was reported to be here.

The Abandoned Mine of Sparklestone
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(x16,y85): A safe cave was reported to be here.
(x5,y73): The rocky wall here was reported to have many
fissures.

The Goblin Caves

(x84,y72): Gates of the goblin village.
(x82,y75): A secret passage was reported here.
(x83,y63): A hidden door is rumored to be here.

The Gnat Caves

(x8,y40): A secret passage was reported here.
(x8,y33): A secret door was reported here.
(x12,y34): Gates of the gnat village.
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We hope you have enjoyed this guide to the
Sword Lands and the scenario Trouble in the
Sword Lands. If you did, then here's a little
taste of things to come about the second and
third installments of the Sword Lands Trilogy:
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See you soon, folks ...
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