HISTORY 

Long and long ago, the first folk ruled Talislanta, but today their works are but dust and their ruined cities are scattered like bleached bones across the surface of the world. The Archaens rose after them, delving into magical lore and sciences and catapulting themselves to inconceivable heights. Their downfall was their own ennui, the wars they waged amongst themselves and those “beneath” them, and a great magical disaster that likely resulted from their sorcerous experiments. 

When the great Archaen sky cities fell, their civilizations fell with them. Through the Age of Confusion, the survivors scattered across the continent and fought to survive. 

Our campaign begins some six hundred years into the New Age which followed. Civilization thrives in small pockets separated by hostile wilderness. The Great Disaster wrought great changes to man, beast and environment, and only the skilled, daring, or desperate venture from their homelands.

TALISLANTA COSMOLOGY 

Talislanta has twin suns and seven moons. Only one moon is full during any of the given months, which is why the Talislantans have adopted a lunar calendar. Each week has seven days, each month seven weeks, and each year seven months. Days of the month are referred to only by number. The seven moons are named as follows:

Ardan: The purple moon

Drome: The amber moon

Jhang: The blood-red moon

Laolis: The blue moon 

Phandir: The green moon

Talisandre: The silver moon

Zar: The dark moon

TALISLANTA CURRENCY 

The most common coin is a gold lumen; each is worth ten silver pieces or one hundred copper pieces. Two gold lumens will get you a good night’s sleep, and twelve will get you a decent long sword. In the Wilderlands or Desert Kingdoms you’re also likely to encounter Gold Pentacles, which are star-shaped coins of excellent manufacture made in the Seven Kingdoms. They’re worth five gold lumens, and are popular with merchants. There’s also the Dracartan pyramid, which is valued at five silver pieces—these are triangular coins made from red iron.

TRAVEL 

Those who journey through the Wilderlands usually travel on the ancient Wilderlands road, which is all but impassable in many places during the rainy season, and which is in dire need of repair. Some journey afoot, or on their intelligent four-legged steeds, the Equs; others travel in wagons, and the rich might sail high above in their windships. No mode of travel is without its dangers.

THE FAR WEST 

These two states are the most influential in the far west:

Aaman is a theocracy devoted to the god, Aa, and its people strive to conform to their conception of his wishes. They dress only in drab clothing, whiten their skin to have identical complexions, remove all face and body hair, sing in unison, eat only bland tasteless food... Aamanian pilgrims can be found wandering across the Wilderlands seeking various sites holy to their god.

Zandu is a wild land peopled by artists, artisans, musicians, dancers, rogues, con-men… they are freedom loving people and express it with their choice of wild clothing and their sensual passions. 

THE WEST 

The Seven Kingdoms is an alliance of independent kingdoms lying between the far western states and the Wilderlands. Each kingdom is ruled separately, but their acknowledged leader is Cymril, home of one of the most magically gifted people on the continent, the green-skinned Cymrillians. The other allied kingdoms follow:

Taz: Homeland of the Thralls, who were bred in ancient times to be the ultimate warriors. Save for differences of gender, all Thralls are identical, so they tattoo themselves to aid in identity

Kasmir: The arid lands that border the Wilderlands of Zaran are the homeland to the shriveled Kasmirans. They own great wealth, but they hold onto it by dint of their miserly spending habits and skills with traps and locks.

Vardune: This dense forest land is home to the blue and green Aeriad, five foot winged creatures who cannot fly without the aid of Cymrillian magics, but who glide quite well.

Durne: Homeland of the Gnomekin, a friendly folk who average just over three feet in height and who live beneath their land in a great underground city.

Sindar: A tall, emaciated people gifted with two brains, the Sindarans dwell in a land of towering mesas across the border from the Wilderlands. They are renowned for two great passions—an obsession for collection, and the playing of a game incomprehensible to all by Sindarans, Trivarian.

Astar: Homeland of the lovely winged muses, who but rarely leave their enchanted groves.

The Seven Kingdoms is on good terms with Carentheum and Zandir. 

Thralls, Blue Aeriaed, and to a lesser extent Cymrillians and Sindarans are often found in the Wilderlands. 

THE EAST 

East of the Wilderlands is the Kang empire. In the last decade the Kang rose up against the Quan who had ruled the empire for centuries. Now the Kang battle each other for mastery of the aging land. Commerce with the Kang empire continues, but visitors to and from the land have trickled to what they were in former days.

THE WILDERLANDS OF ZARAN AND DESERT KINGDOMS

Kingdoms and Settlements

Akmir, Ikarthis, Karfan: Three wilderness outposts manned by mercenaries in the employ of the Seven Kingdoms.
Al Ashad and El Aran: Two heavily guarded Red Desert tent cities of the Djaffa. El Aran is said to be favored by Djaffir bandits, and Al Ashad by Djaffir merchants. The nomadic Djaffir caravan throughout the continent, but make their homes in the Red Desert. They trade in spices, rugs, silk, wines, and animals. All Djaffir wear finely decorated leather masks which cover the entire face.

Carentheum, Anasa, and Nadan: Dracarta, capital of Caentheum, lies in the midst of the Red Desert, as does its northern post, Nadan, and southern post, Anasa. The Dracartans are a somber, dark skinned people who must remain ever vigilant against the fanatical Rajans, not to mention the other hazards lurking in the Wilderlands and deserts. They forge red iron and have mastered the ancient art of thaumaturgy, which enables its practitioners to transmute liquids to solids, and solids to liquids.

Citystate of Danuvia: Warrior women rule Danuvia and its outlying lands. Their martial prowess is famed throughout the Wilderlands and beyond.

Citystate of Hadj: Immensely wealthy, the Hadjinn rarely venture from their remote city state, though visitors journey to tour their tombs, or to pay exorbitant fees to chance at treasure in the Hadjinn ruins.

Citystate of Maruk: Most agree that Maruk suffers from a curse, though no one knows the cause. Marukans persevere, but their population dwindles and their farmland has shifted to wasteland. They make their living hauling ogrunt dung as fertilizer throughout the Wilderlands, or work as mercenaries.

Library at Jalaad: Jalaad may lie in ruins, but its library is still inhabited by the Callidians, who study and safeguard its treasure of ancient tomes. Alas, visitors are turned away unless they have prior permission for visits, and none may stay overnight!

Rajanistan: So fanatical they make the Aamanians look cuddly, the Rajanistan worship death and are ever eager for converts—anyone they can put on the pointed end of sharp objects. They are sworn enemies of the Dracartans, whom they plot constantly to destroy.

Other Peoples

Bodorans: Bodorans are famed throughout Talislanta for amazing musical talents, and travel in small bands, delighting nearly all who hear them.

Farad: The Farad hail from the desert land of Faradun, south of the Wilderlands. They buy and sell anything throughout the continent—narcotics and slaves and anything else. They are no longer welcome in Carentheum or the Seven Kingdoms, for they sold windship technology to Rajanistan.

Ferrans: Widely disparaged as scavengers and thieves, the diminutive, rodent-faced Ferrans thrive near the Labyrinths of Sharna and can be found throughout the Wilderlands. Most civilized folk find their scent offensive.

Orgovians: Orgovians travel the Wilderlands peddling artifacts and curiosities, notably their finely-made leather crafts. They exchange goods only by bartering, and take offense when offered coin.

Rahastrans: Fortune tellers and magicians, the Rahastrans make their livelihood with their decks of Zodar cards, which they believe foretell destiny.

Sarista: Hailing from the forest of Silvanus in the far west, the Sarista traverse Talislanta in caravans, fortune telling, performing, and supplying folk remedies.

Xambrians: The Xambrians were nearly exterminated by the ancient Torquarans; now their grim descendants search the continent, for only the enchanted spirit blades the Xambrians wield can end the cycle of reincarnation enjoyed by the sinister Torquarans.

Yassan: Yassan are hard-working beings who specialize in technomancy, the art of assembling, building, and repairing devices of all sorts. Large numbers of them live and work amongst the Dracartans.

Yitek: A desert people whose entire culture revolves around recovering goods and artifacts from the tombs and ruins that proliferate the Wilderlands and Desert Kingdoms. They are renowned for their great skill with traps and locks, and their morbid sense of humor.

Araq: Bloodthirsty sorcerous hybrids of Saurans and man who delight in killing. They roam the Wilderlands in bands, but are most common in the northern regions, especially in the Karakhan Wastes and the Volcanic Hills.

Beastmen: Savage bipeds that roam the Plains of Golarin, the Beastmen are ravenous and enjoy hunting their favorite meal, man.

Za: Murderous bandits who roam the central and southern Wilderlands and even the arid regions of the Seven Kingdoms. They are most plentiful along the far eastern edge of the Wilderlands, between the Red Desert and the Kang Empire.

Regions

The Aberrant Forest: A bizarre woodland where streams run backwards and all manner of oddities and mutations make their living. The wise do not venture there.

The Barrens: A wide region of salt flats and brackish oasis, zealously guarded by the native Danelek, who slay most trespassers on sight.

Kharakhan Wastes: A vast wasteland peopled by the Kharakhan Giants and Araq, pitted with ruins.

Plains: The Plains of Golarin stretch for hundreds of miles to the north of the Wilderlands. At their easternmost extremity they give way to the crater-rich Sursian plains, which are all but deserted and littered with ancient battle implements. Only a long row of ancient statues depicting the Necromancer Kings of ancient Torquaran separates the Sursian from the Sad plains, where the cities of Xambria once stood. Omen, the immense mountain of skulls left by the ancient Toquarans, sits nearby, towering almost a thousand feet high. The Plague Lands are the arid north terminus of the plains, and supposedly alter any being who ventures there in strange and awful ways.

Volcanic Hills: An actively volcanic region rich in fire gems and precious stones, not to mention the Araq, more placid (though no less deadly) Sauran lizard men, and other predators.

