CREATURES

Harn is home to all manner of creatures, from the
mundane and useful tosthe'exotic.and deadly. Bestiary
articles are a usefiil source of creatures. to help or hinder
player charactérs. Each richly illustrated article includes €
information on biology, habitat, folklore and superstition,
and more¢. Full HarnMaster statisticsare provided.

AZADMERE

Azadmere is the mountainous kingdom of the"Harnic Khuzdul
(dwarves). Azadmere isdsolated and has minimal contact with
outsiders, although the kingdom does import some of its food from
Kaldor in ‘exchange for cunningly wrought artifacts.

THE KUBORA

A powerful tribal nation of Peran, the
densely forested region of northwest Harn. The
Kubora are of Jarin stock. Led by Arlun the
Barbarian, they conquered northwest Tharda
and founded the Kingdom of Rethem 85 years
ago. When Arlun died, their federation collapsed
and most Kubora withdrew once again to Peran.
The Kubora have 26 tribes ranging in size from
240 to 1,200 people. They wear heavy hides
of bear and wolf as well as woven fabrics that
they make and trade for. They deem women
inferior but treat them well. Their main export
is the wild beasts, mostly bear, wild cats, and
wolf, shipped to Tharda down the Scarlet
Ribbon for the Pamesani Games. Some Kubora
find employment in the Pamesani arenas as
gladiators and beast handlers, or as mercenaries
in Rethem and elsewhere. Some are kidnapped
by slavers, who value their fierce strength.

ORBAAL

A pre-feudal state in northeast
_ Harn. The region was formerly
¥ called Jara until the Kingdom of
Orbaal was proclaimed 35 years
ago after the Ivinian conquest
of the indigenous Jarin. It
is a very unstable realm,
where less than 8,000
rowdy and ungovernable
Ivinians have subjugated
about 65,000 rebellious
Jarin. Orbaal is really a
host of semi-independent
squabbling clan domains. The
few remaining Jarin landholders
are a significant divisive faction,
with some promoting unrest and
plotting the expulsion of the hated
“barbarians” from their native soil.

HARNIC CULTURES

While Harn contains unique cultures and creatures,
its closest historical equivalent is 9th—14th century
Britain. Elements from this entire period may be found
and, with the exception of the unique elements described,
the GM may use this historical era as a model. The Harn
Cultural-Political map shown here gives the general
locations of the various cultures of Harn.
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EXPLORE THE WORLD
OF HARN!

Harn is a rough, hazy, forested isle roughly 100 miles
off the northwest coast of the continent of Lythia, on the
edge of the Haonic Ocean. Compared to other regions

KINGDOMS OF HARN

There are nine civilized states on Harn, seven human
and two demi-human cultures. Five of the human states
are feudal, one is pre-feudal (Orbaal) and the other
(Tharda) is a plutocratic republic. The two demi-human
states are Azadmere, kingdom of the Khuzdul (dwarves),
and Evael, kingdom of the Sindarin (elves). The
influence of both races far outweighs their numbers. The
populations, royal clan, and seat (capital) of each realm
are given below. Population figures are approximate since
no formal census has ever been undertaken.

The dwarves of Harn bear a superficial resemblance to humans
but average under five feetin height. They.dre stocky and possess
strength out of proportion to theirsizerAs a group, they tend to be
secretive, acquisitive, jealous, stubborn, and very clannish. They are
also polite and have a strongsense of racial and personal honor.
Dwarves may live 200 to 300 years and will rarely, if ever, forget
friend or foe.
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