Countries 1 
The Prison Colony of Saran "Prison in a Globe" 

Joseph Yerger
Alignment: NE
Capital: Hope [pop. 1,500]
Notable Settlements: Skrag [pop. 2,000], Keep of the Exiled King [pop. 500]
Ruler: Mayor Abigail Fairchild (Human, F, Pal 8 [Fallen]) (Legitimate), Rasputin the Black (Dwarf, M, Rog 7/Ftr 3) (Rebel)
Government: Meritocracy/Authoritarian 

Description: Saran is the penal colony for the Solarian Empire, located upon a finite demiplane within a globe of clear glass 6 inches in diameter. The climate is temperate and seasonal, enclosing a 50 mile diameter space with mountains and heavy forests to the north and a span of sea to the south. The demiplane is like the Material Plane in all respects except for no connection with the transitive, inner or outer planes. Only two portals connect Saran to the Material Plane; a Two-Way portal near the western edge and a One-Way portal at the center of the globe. 

History: The globe enclosing Saran was crafted by the mad Gnome Druid/Wizard, Kaynis Treehugger, who populated it with many different animals and monsters to study their interaction within a closed system, lost and was found about 500 years ago within the lair of a green dragon. Considered a novelty item in the Imperial Treasury for 150 years, Saran was established as a penal colony 331 years ago by Emperor Justus IV, to replace expensive Solarian prisons while avoiding divine prohibitions against the death penalty. 

The first 200 prisoners were sent in with basic tools and a one month supply of food. Order came after half the prisoners had died from infighting, grudges, gnoll or hobgoblin raids and when a half-elf woman named Sadina (convicted of adultery) seized the remaining supplies and began a rationing system. Those who cooperated for the well being of all received more food and less food was given to those who would not follow her. 

After a year of careful rule and 1,000 additional prisoners later, a moderate agricultural village had been formed with meat and dairy coming from herds of Bison. Other goods were raided as needed from trade caravans between the two native hobgoblin cities. Realizing the indefensible location they inhabited, Sadina collected many warriors from the prisoners, instigated a war and captured the lesser hobgoblin city of Grondish. Sadina renamed the city, Hope, where the prisoners permanently settled. Fully rehabilitated, she led the prisoners of Saran for twenty years, preaching cooperation and redemption until she was assassinated by her eldest son, Steven the Vile. Her assassination fanned the flames of chaos in the streets as murder, robbery and rape ensued. Steven incited the people to riot and destruction, promising personal freedom in anarchy; but, eventually, his younger brother Robert the Pure and Sadina's remaining supporters drove the anarchists from Hope into the Hordelands. There the anarchists proliferated while the gnolls and hobgoblins posed a continued threat to Hope's security. 

Years later Solarian emissaries came to see what had become of their penal colony. They were so impressed with the City of Hope and the rehabilitated prisoners, they established a consulate around the now active Two-Way portal within the city, where individual prisoners could petition for parole or pardon every 10 years. They also brought in a complement of Solarian soldiers to aid the people of Hope against the evil forces beyond the city. 

Current: Prisoners are regularly sentenced to Saran and arrive through a mist filled stone ring in the center of the Hordelands carrying a one day supply of food; prisoners and their descendants are exiled here with the chance of parole, but have no access to magic save for native sorcerers or Solarian Clerics. A signpost declares to new arrivals their options: 1. join bandits and nomads in the Hordelands preying upon other new arrivals and each other; 2. become petitioners in the city of Hope; 3. be captured by the forces of Rasputin the Black and pressed into slavery toiling within the metalworks of the Pit. 

North, within the Harmonia Woods strange monsters and gnolls hunt and prey upon those prisoners who try to reach the mountain wall. South, upon the Sea of Tears, a special floating fortress, the Keep of the Exiled King was built by Emperor Rightus III and anchored near the sea wall. Originally built to house his older brother, it is now home to countless political undesirables. Supply ships travel there monthly from Hope. 

To the East, the great stone-walled hobgoblin City of Skrag is strangled by the adamantine fist of the insurgent dwarf leader, Rasputin the Black (sentenced to Saran for unleashing several steam-powered engines within Sulair's Temple of the Sun). Here monsters, hobgoblins, natives and felon slaves are forced to craft siege engines, weapons, armor and steam-powered monstrosities to be used against Hope. In the West, led by Mayor Abigail Fairchild (a fallen Paladin seeking atonement), Hope stands as a beacon for the rehabilitated seeking parole and eventual return to Solaria. 

DM Secrets:
Rasputin the Black is preparing to unleash war upon Hope using steam-powered siege engines, iron-clad monsters, hordes of hobgoblins and slaves; intending to drive through Hope, capture the portal to Solaria and escape beyond with his army to enact revenge upon the Emperor and Solaria. 

Kaynis Treehugger died centuries ago, but he kept a tree-tower magically hidden within the Harmonia Woods in order to observe his experiment; many secrets and treasures are hidden within. 

The Keep of the Exiled King holds Maximus I, the elder brother of the ruling Emperor Cleon II, who was believed killed during a hunting accident when he was 16. 

A hive of Formians have spread throughout the mountain wall and are ready to expand their colony to the surface of Saran. 

Nesting in the mountain wall are the last known pair of Rocs, all others hunted to extinction through the Emperors' sport. 

The Prison Colony of Saran is an Imperial Solarian secret. Not one of the allegedly paroled prisoners has ever left the demiplane, but were instead murdered and used to fuel the furnaces heating Hope.
Wolfgang Baur (Contributor, Ghoul Lord) 

Much as I like "bottle" scenarios, this is a prison, not a country. The empire that made it is a country. 

I'm finding it hard to find anything to suggest that this country deserves a vote. It's not hitting the mark with tools for the DM, evocative names and locations, or a powerful theme. 

Not recommended. 
Erik Mona (Publisher)



Right off the bat I find that I dislike the names used in this entry. Abigail is hovering right on the edge of real world names acceptable in a fantasy context, while Fairchild is over the edge completely. And then we come to Rasputin, who is a mondo-famous figure from history, and I'm already disposed against the entry before I'm even done with the introductory shapshot. That's not a good sign. 

I also have some stylistic concerns. You capitalize Gnome, Druid, and Wizard in the first sentence of the History section, which is punctuated by a REALLY lame name in the case of "Treehugger." That is such a lame, generic name for a druid that it can be found on one of those terrible AD&D trading card sets TSR farted out in the mid-1990s. Except there at least the author had the wisdom to mask the name into something like "Tre'huger the Druid." Neither approach is admirable, and I'm disappointed to see it taken here, especially since I liked the elemental quiver and thought the charges of unoriginality were unfounded. I'm sorry to say there is unoriginality aplenty in this entry. 

You also don't need to capitalize "Two-Way" or "One-Way" when discussing portals. 

The construction of the first History sentence could use some polishing. You should probably have put a period after "within a closed system" and then modified the last part of the sentence into its own. 

Incidentally, when a would-be prisoner narrowly escapes banishment to this magical prison, is it referred to as "beating the Saran wrap"? You've got to be more careful with names that sound like something else, especially when it's the name of the country itself. 

Why is Bison capitalized? 

Again, the names do not get better as the entry goes on. The city of Hope does not improve things, and the names Steven the Vile and Robert (!) the Pure really pull the reader out of the fantasy world and into the cubicle at work. Emperors Justus and Rightus, while more fantastic in nature, are still aiming way too low, and by the time I got to the Harmonia Forest I'd pretty much already given up on this entry entirely. 

I DO like the "Bottle City of Kandor" vibe you're shooting for with this entry, but I'm afraid the substance of the submission falls far short of my hopes and expectations for the contest. I appreciate the hard work you put into this submission and the good nature with which you've met criticism of the elemental quiver (which I liked), but I cannot in good conscience recommend this entry for advancement into the next round. 




Clark Peterson (Publisher, Necromancer Games) 

The boys beat me to this one, too. So an abbreviated review from me. 

Fluff (writing, grammar, style, evocative prose, etc.): B-
Spots of good writing. Some grammatical issues. 

Crunch (basics, rules issues, depth of the setting, details, etc.): C-
No real crunch to speak of. 

Design (choices made, format, naming, originality, theme, balance--ie, is the submission heavy in one part but lacking in another?): C
Names leave something to be desired. OK, I’ll go farther. Some of the names really blow. The real problem I have is that I don’t think you got it. You never focus on what the heck the PCs would do here. It seems abundantly clear that the reason PCs would come here would be because they are imprisoned here, for whatever reason, or they need to free someone who is a prisoner here. Yet your submission doesn’t focus on that, it makes the all-too-common mistake of giving us a long history lesson. You didn’t use the space you were given to detail this country in a way that is relevant to the PCs or DMs who will use it. 

Play (setting for adventure? campaign? is there conflict? are there play limitations?): C+
Could have some fun play, but that is for the DM to invent. It certainly isn’t here in the description. 

Tilt (my personal take, is it evocative? do I want to play there? does it capture my imagination?): C+
The funny thing is that I don’t mind the rather unusual idea of a glass prison globe country. I think it is cool. You just told us a story of its history, instead of providing us with what we need to play in it. 

Overall: C+
Like the globe itself, I think this submission is a bit of a novelty item. But I have a funny feeling the voting public will like it. I don’t know why… 

NOT RECOMMENDED for top 16. 

I wonder if perhaps this submission was inspired by the same mistaken belief that "gonzo gets you advanced" that afflicted the blink dog submission. I dont know. 


Freeholds of Karistynia "Decadence Founded On Undeath"
Alexander MacLeod
Alignment: LE
Capital: Karistynia (pop. 23,000)
Notable Settlements: Bokkage (pop. 4,600), Karre (pop. 1,100), Malloven (pop. 2,000)
Ruler: Eldane Rax (LE male human lich necromancer 20), Autumnal Lord
Government: The autocratic Autumnal Lord rules the city of Karistynia and its surrounding lands. He is aided in governance of Karistynia's confederated plantation-fiefs by the Twilight Council, made up of the heads of the dozen necromancer families who rule those outlying provinces.
Population: 32,000 (human 80%, halfling 10%, sahuagin 4%, tiefling 4%, other 2%). The Freeholds also control four to five times as many mindless undead as it has living citizens. 

History: Named for an imperial consort, the port city of Karistynia was founded a century ago by the now-destroyed Empire of Mör-Kreln. Originally meant to be nothing more than an agricultural venture, the colony's lord saw an opportunity for himself as his homeland was overrun only twenty years after the city's founding. He declared Karistynia an independent city-state, and sent out trade ambassadors to the far reaches of the world, even as he readied the remnants of Mör-Kreln's fleet to defend his new realm. 

The anticipated attack never came, but something far more deadly struck the new nation -- a terrible plague borne from the dark interior of the Great Umbral Swamp. It was this event, more than any other, that had the most profound effect on the current nature of the Freeholds. With several new trade contracts to fulfill, and most of their population laid to waste by the plague, the lords and aristocrats of Karistynia used necromantic magic to animate thousands of dead peasants and used them to continue working the land. 

People: Karistynia has no lower class. Its capital, towns, and all of the villages that cluster near the fortified manors of the plantation-fiefs are full of craftsmen, artisans, and the like. The citizens' higher quality of life comes at the expense of their good reputation outside of their homeland. Many good nations, whether lawful or chaotic, will have nothing to do with the Freeholders, thanks entirely to the country's use of skeletons and zombies to work their fields, clean their streets, and butcher their livestock. 

However, the skill of the druid-necromancer Overseers trained in Karistynia's universities ensures that the plantation-fiefs crops are always abundant and of the highest quality. This in turn ensures that a profit can be made somewhere along the realm's lengthy trade routes. 

The upper classes of Karistynia have generally turned to one of two pursuits. The first is the quest for undeath, laughingly referred to as "going into politics," as every aristocratic family in the Freeholds is headed by a powerful, intelligent undead of some sort or another. In fact, the current Autumnal Lord is actually the original head of the Mör-Krelnian colony from a hundred years ago. 

The other path Freeholder aristocrats are likely to follow is the rakish life of the dandy. Intrigue, decadence, fashion, scathing wit, and a flashing blade all mingle and clash in the manors and streets of this realm. It is hard to say whether dueling here has become more of an art or a science in the years since Karistynia's founding; either way, more rakes and duelists are said to be found in the Freeholds than anywhere else in the civilized world. 

Holdings: The Freeholds of Karistynia are made up of thirteen plantation-fiefs, each roughly twenty-five miles wide. Five of these -- including the lands around the port capital -- cover a wide, central area of grasslands. Peanuts, cotton, corn, and sweet potatoes are all grown here, and a good deal of fishing is done beyond the three barrier islands (known as the Shield Maidens) that protect the port from bad weather. 

The remainder of the lands are split fairly evenly between the Freeholds' other terrain. The hill country to the north lacks rich deposits of metal, but does provide lime, sulfur, and feldspar, as well as grazing for the pigs and cows that have led to the region's fine leatherworking tradition. Moderate forests along the country's western border provide pine, oak, maple, and a surprising amount of darkwood. Pecan and peach orchards have been planted there as well, and much of the lumber from the forest makes its way to the shipyards of Karistynia and Malloven. 

The wetlands and salt marshes at the edges of the Great Umbral Swamp to the south of Karistynia have only recently been dominated, though are not yet tamed. They grudgingly yield up rice, sugarcane, tea, and crawfish, while salt and eels are gathered from the coastal areas. 

DM Secrets: Rumors are brewing in the hill town of Karre that the industrious hobgoblins that live in the barrens to the north of Karistynia have recently been united under a new leader who apparently cannot stand the unnatural ways of the Freeholds. This feeling, coupled with his obvious desire for his neighbor's wealth, will likely lead to an invasion within the next year. 

As if family prestige, lustful desire, and personal honor were not enough to cause the Freeholds' aristocrats to draw steel, several young rakes have gotten it into their heads that the prestige of the elite, female archers of the Shield Maidens needs defending. For some reason unfathomable to the Twilight Council, these dandies are being countered by those proclaiming the superiority of the mostly-male Overseers. Whether the tension will rise or the fad will blow over has yet to be seen. 

Finally, a number of good-aligned nations, as well as a few neutral and evil nations, have begun secret talks regarding the Freeholds of Karistynia. Many do not believe that simple agriculture, regardless of the nation's use of undead, could lead to the sort of wealth enjoyed by the living here. Perhaps, they say, Karistynia's fleet contains privateers and raiders in addition to the ever-present trade vessels. And, perhaps, something should be done about it... 


Wolfgang Baur (Contributor, Ghoul Lord) 

Three entries so far, and they all reference hobgoblins. Is there something in the water? 

This is well written, with a coherent backstory, good twists in the history and solid DM secrets. It also feels like there's plenty of depth yet to mine from the country, with room for DM improvisation and tailoring to a campaign. 

And for an evil country, it's definitely got enemies and attitude. All good so far. 

Not my favorite, but I think this should make it through into the next round. 



Erik Mona (Publisher) 

Karistynia is a bit difficult to pronounce, which is seldom a wise design choice. That said, I like several of the names in this entry quite a lot: "Autumnal Lord" and "Twilight Council" are strong names. 

The general set-up of this nation reminds me a lot of a country called "Geb" in the forthcoming Pathfinder Chronicles Gazetteer. It's always interesting to see how different designers can come up with similar ideas in a vacuum. 

I especially appreciated the humorous aside that seeking undeath is referred to as "going into politics." It's nice to laugh while reading these entries. 

Generally, I am well disposed toward this entry. The writing is strong (if not overwhelmingly so) and the idea of a nation that uses undead labor is so appealing to me that I've already used it in the Gazetteer. I also like rakes and dandies in my D&D, and the idea of these plantations being sort of spots in the wilderness is very strong. 

That said, it takes until the DM Secrets section for the entry to really provide much sense what's going on in the here and now and how a DM or player might use this information to create a cool character or storyline. The framework that's provided is excellent, but the entry as a whole could use more meat on its bones. 

When reading the "Holdings" section I started to get a sense that too much emphasis was being placed on the nation's natural resources and trade. I know that's an important part of the country (and one that I like), but more exciting options would make this nation a lot more interesting. 

Are there any points of geographical interest worth mentioning? Any undead-crawling plantation towns where something _didn't_ quite go as planned, creating adventure opportunities for players and GMs? There's a bit of that in the DM Secrets section, of course, but there could be a lot more of it in the general meat of the article. 

I've read fewer than a half-dozen of these so far, though, and this one is definitely a stand-out. 



Clark Peterson (Publisher, Necromancer Games)

The guys got to it first, so an abbreviated review from me:
Fluff (writing, grammar, style, evocative prose, etc.): B
Strong. But not as evocative as it could be. 

Crunch (basics, rules issues, depth of the setting, details, etc.): B+
The Good: Very good crunch on the NPC stats and the racial composition. Needs more of that. Depth is good. Very good, in fact. 

Design (choices made, format, naming, originality, theme, balance--ie, is the submission heavy in one part but lacking in another?): B+
The Good: Druid-necromancers? Interesting… This is a unique take on a country. Points for trying something unique. Good modifications to the format to help display your submission. I like the theme of decadence. The way you got there—via the history—was useful rather than self-indulgent, which has been a major failing of more than a few submissions. Good balance in the submission. Naming is reasonably good. 

Play (setting for adventure? campaign? is there conflict? are there play limitations?): A
There are some real interesting and creative play options here. No races or classes seem to be excluded. There is conflict and theme. 

Tilt (my personal take, is it evocative? do I want to play there? does it capture my imagination?): B+
I like it a lot. I could have used a more immediate focus and more immediate conflict from the undead. It captures my imagination for sure. 

Overall: B+
A creative and fresh take on a kingdom of undead servants with some interesting moral twists. 

RECOMMENDED for top 16. 





Good entry. Liked the flavour. Only question that sprung full formed in my head was: How do they control that many HD of undead? I would add a mechanic where the "estates" have "Necromantic nodes"* or such that boost the number of undead that can be controlled within them. 

Necromantic nodes in my mind would possibly be like this:


Necromantic Node: These large purple crystals range from 1 foot in diameter to 5 feet in diameter. When controlled undead are with an area surrounded by Necromantic Nodes they count as only 1/10th their normal HD for a casters effective controlling limits. If undead leave the area that is surrounded by the nodes they count as their normal HD for controlling purposes (which may cause them to become 'free'). To have an area be surrounded by the necromantic nodes there needs to be at least four nodes present. This allows an area of 100 square feet to be affected. Each node added to the perimeter allows an additional 100 square feet to be encompassed within the necromantic energy. Often extra nodes are added to a perimeter without expanding the area affected to counteract possible sabotage. A node needs to remain in a single place for 24 hours before it can affect any undead that may be brought into the area. A node has a hardness of 5 and 30 hp. 

Strong necromancy; CL 13th; Craft Wondrous Item, control undead; Price 50,000 gp; Weight 10 lb.

  

Though at second glance that wouldn't cover the are needed for an entire estate. Hmmmm. 




When I had read through the initial statblock my thoughts had been:
1. lich as the countrie's ruler - bleech, not again
2. sahuagin? yessir, but why? 

The second question hasn't been answered which makes me wonder why they have been included at all? 

On the opposite, my aversion against the "lich king" turned into admiration when I had read through the rest of the entry. We have recently seen the "country needs military and turns for necromancy" approach by Karrnath and it's vampire king but necromancy for economic reasons is a really cool twist. The best thing is, you don't even need any DM notes to get some inspiration of what to do with this setting. It is obvious that other nations dislike the development in the Freeholds which can lead to any sorts of conflicts (espionage or counterespionage missions, sabotage from the outside or from within, open war). 

So my only gripes are the Shield Maiden (I like the idea to name the three isles this way but female elite warriors - not so; at least this adds another ongoing conflict), and the hobgoblins which seem to be kinda overdone in the meantime. 

And to repeat my question from the start: So what about the sahuagin? 

But generally I consider this to be a very strong and well-written entry with a lot of potential. 

Iskandria 


"Land of a Thousand Ziggurats" 

Drenched in sweat, plagued by clouds of insects, the explorers have journeyed for weeks through the trackless depths of the Viridian Jungle. As they hack through the last clinging vines, the myriad birds and chattering monkeys fall silent, the only sound the constant dripping of water from the canopy high above. Before them, a majestic ziggurat towers into the sky, its tiers inlaid with jade and lapis lazuli and veiled with moss and creeping vegetation. They are the first men to tread here in thousands of years, gazing upon the ancient tomb with wonder, excitement, and trepidation. Behind them, unseen in the shadows of the encroaching jungle, something moves… 

Rob McCreary
Alignment: LE
Capital: Jhansi (pop. 9,700)
Ruler: Her Most Regal Majestrix Sephrilara Bai, Rani of Iskandria
Government: Autocratic magocracy 

Description:
A subtropical land of lush rainforest, Iskandria forms a triangle between the Sea of Serenity, the Banshar Kush mountain range and the Jangala Wastes. Broken only by the Erm Hyar Mountains, a spur of the mighty Banshar Kush, the vast Viridian Jungle covers most of the country. Forest gnomes, elves, and monkey goblins dwell in the jungle, as do dinosaurs, although the latter have been hunted over the years to a fraction of their former numbers. Of more interest to adventurers and explorers, however, is the multitude of ancient, monumental ziggurats hidden deep within the primeval forest, seemingly untouched by time. 

Isolated and protected by natural barriers, Iskandria languished for millennia under a succession of god-kings, each of whom commissioned the construction of an extravagant temple that would serve as his tomb after his death. Maintained for centuries by a caste of bureaucrat-priests, these magnificent temple-mausoleums are scattered across the landscape of Iskandria in mute testament to forgotten kings. Furthermore, legends say that in the darkest depths of the Viridian Jungle lie the ruins of Lost Yaduu, the first city of the Iskandrian god-kings, full of treasures beyond imagination. Demons and other ageless guardians now stalk its vine-shrouded alabaster streets, and many would-be seekers of the ancient capital have never returned. 

Recent History:
Iskandria’s venerable traditions abruptly ended a decade ago when Zbad VII, last god-king of the ancient Aqubayyid dynasty, was slain by the sorceress Sephrilara Bai. With the aid of a mercenary hobgoblin army, Sephrilara easily defeated the demoralized Aqubayyid troops, seized the capital city of Jhansi, and usurped the throne. After purging the priestly bureaucracy, she proclaimed herself Rani of all Iskandria. Fearing any who could oppose her on equal terms, Sephrilara rounded up anyone with sorcerous powers. Those sorcerers who weren’t banished or killed outright were forced to swear fealty to the rani and register with the government, licensed to practice their art only under strict regulation. 

Notable Settlements:
Rani Sephrilara reigns from her opulent palace (formerly Zbad VII’s personal ziggurat) magically suspended in the sky above Jhansi, itself famous for the never-ending Spring of its exotic gardens. Other settlements include the port of Muiu Thral (pop. 17,200), the City of a Thousand Streets; Sadhrakand (pop. 7,300), a bustling trade city nestled between the Viridian Jungle and the Sadhar Plain; Almudin (pop. 3,500), home of the yellow-habited Charlatans of Almudin; and the dwarven city of Uttar Keferet (pop. 2,200), which guards Khunakar Pass, the sole gap in the imposing wall of the Banshar Kush. And from Bonemaw (pop. 700), a grim fortress built within the towering, bleached ribcage of some forgotten behemoth in the heart of the Ossuary Barrens, the elite hobgoblins of the Vermilion Legion ride forth with their trained krenshars to enforce order and quell dissent throughout the realm. 

Current Situation:
By royal decree, any girls in Iskandria who display sorcerous talent are taken from their families and brought to Jhansi for training. There they are inducted into the ranks of the Cerulean Sisterhood, an order of multiclassed sorceress/clerics dedicated to the rani and her dark god of tyranny. These fanatically loyal disciples of Sephrilara form a small but powerful aristocracy, overseeing the remnants of the old professional bureaucracy, administering the daily affairs of Iskandria, and scouring the country for any unregistered sorcerers. 

Although wizards are tolerated in Iskandria, many fear persecution from the Cerulean Sisterhood and so keep a low profile. The Charlatans of Almudin, however, are in open rebellion against Rani Sephrilara’s rule, and have thus far repelled all attempts by the Vermilion Legion to suppress their revolt. As the last god-king of Iskandria perished, so too did the people’s faith, and clerics from across the world have begun reappearing in Iskandria to attract new converts. And with its ziggurats no longer sacrosanct or protected by the priests of the god-kings, many adventurers and fortune hunters are flocking to Iskandria in hopes of plundering their ancient riches. 

DM Secrets:
With the demise of the last of the god-kings, the seals and wards protecting Iskandria’s countless ziggurats have begun to fail, not only opening them to plunder by tomb-robbers, but also releasing their forgotten guardians. Rumors have begun circulating of strange, never-before-seen creatures roaming the jungles and advancing ever closer to civilized lands. 

The sorcerer Raj al’Afalani leads the Order of the Rainbow Serpent, an underground resistance organization of fugitive sorcerers, freedom fighters, and a few Aqubayyid loyalists dedicated to overthrowing Rani Sephrilara. Believed to be hiding somewhere in the Jangala Wastes, the Order has made several overtures to the Charlatans of Almudin, but has so far been rebuffed. 

Marshal Nayagar, general of the Vermilion Legion, has thus far been content to follow Rani Sephrilara’s orders and take her gold. But the crafty hobgoblin warlord has no plans to serve her forever, not if he can conquer Iskandria and take the wealth of its tombs for himself. For now, he is content to play the role of loyal henchman, but he and his commanders are secretly making long-range plans to seize power when the time is right. 


Wolfgang Baur (Contributor, Ghoul Lord) 

YES! This is great, pulpy adventure fodder for a hard-fighting, all-looting party to sink their teeth into. 

Your design choices are SMART: recent history and current events! Not to mention, DM Secrets that suggest immediate adventures, plus the sexy magocrats. And the name is cool and fun to say. 

One of my favorites so far. I want to make sure my party visits Iskandria very soon. With a 1000 Ziggurats to visit, anyone could base a campaign here for years of play. 

I'd offer a critique if I had one. Honestly, this is the kind of material editors love to find in a slush pile. It's a gem. 

Recommended for Top 16. 



Erik Mona (Publisher) 

I am coming to like the paragraph of italic descriptive text at the very top of the entry. It's a good design choice and I've seen it enough times to know that it really works. The words "viridian" and "myriad," while extremely clever in the real world, are sort of dime-a-dozen in RPG circles, though, so I had to wince a bit at that. I blame the decade of D&D slush piles, though, not you! 

The opening description paragraps set the scene wonderfully. I don't know what a monkey goblin is, but I'd like to. I appreciate the lyrical writing and the concept of Ancient Egypt by way of Sumeria in the tropical jungle is an interesting approach, and of course one loaded with possibilities for fantasy adventure. 

Readers should compare the first third of this submission with the first third of others in the contest. Notice how many start out with dry summaries of governments or minutia of ancient history unlikely to come into play in a modern campaign? Notice how this one doesn't do that? 

In general I like the names in this entry, but Aqubayyid stood out as too difficult to pronounce and a touch sillier than it needs to be. I think you should watch out for that sort of thing, and always remember that these names are going to be pronounced out loud around the game table. That's a little different than in a short story or something, where it really doesn't matter how the word sounds or is pronounced. 

The Notable Settlements section certainly lived up to its name. I want to know more about all of those places. Incidentally, "vermillion" is one of those gamer words like myriad and viridian. I'd avoid it if possible in the future. Oh, Cerulean is also one of those words. Way to rack them up! 

The DM Secrets were pretty solid. 

Overall this is a well-above-average submission, in my view. It's not my favorite so far, but it should easily sail through to the next round and it has my full-throated endorsement in doing so. 

Good luck! 



Clark Peterson (Publisher, Necromancer Games) 

Fluff (writing, grammar, style, evocative prose, etc.): A+
The Good: Beautiful, evocative, powerful. Does a lot with a little.
The Bad: None. 

Crunch (basics, rules issues, depth of the setting, details, etc.): A-
The Good: So much is implied here. I love it. Forest gnomes, monkey goblins, god-kings, temples, Lost Yaduu, yellow-habited Charlatans of Almudin. Awesome.
The Bad: I could have used some game crunch—NPC stats, something. 

Design (choices made, format, naming, originality, theme, balance--ie, is the submission heavy in one part but lacking in another?): A+
The Good: Great, great name. I can’t say enough about that. And excellent naming of other locations. Excellent format use. It’s so good I lost count of good things to say. Great theme and design.
The Bad: What is it with everyone and hobgoblins? 

Play (setting for adventure? campaign? is there conflict? are there play limitations?): A+
The Good: Great, great opportunities for adventure and play. This is a very strong element of your submission. The “recent history” and “current situation” makes the conflict and play possibilities very immediate. Nicely done. This gets gamers to the table and lets them play, play, play!
The Bad: None. 

Tilt (my personal take, is it evocative? do I want to play there? does it capture my imagination?): A+
The Good: This just says lets have fun playing D&D! I love this setting. Very pulpy and old school. There are dungeons and monsters and lots of reasons for them.
The Bad: Not a thing. 

Overall: A+
What is there to say that my grade hasn’t said already? This is an impressive submission. Excellent. 

Strongly RECOMMENDED for top 16. 

On a personal note, I was not that high on your wondrous item. I liked it, but it didn’t blow me away. I am glad I trusted Erik on this. He said you were an “easy jump into the next round” and he is right. And Wolfgang though you did some good things. You absolutely repaid their trust in you with a truly world-beating entry. I hope we have a few more that are this good. Well done! I do note that your wondrous item, like your avatar, and like your country entry all share a Egyptian theme. I don’t want you to fix what aint broke, but I wonder if you can break out of that comfort zone. 


Zavaten Gura: Land of the Stained Peaks 


Zavaten Gura: Land of the Stained Peaks
The Mountains Are Without Mercy.
– Old Zavaten saying 
James MacKenzie
Ruler: His Steadfast Eminence, Voislav the Tenacious, Utograf (“Iron Lord”) of the Resolute, Dragon of the Peaks (N Dwarf Expert 10/Rogue 3)
Government: A council of leaders from the land’s five largest towns is chaired by the hereditary Utograf. In practice, the towns’ leaders are largely autonomous; they are known as the Iyregrafs (“Resolute Lords”).
Capital: Visheksrad (Population 12,400)
Prominent Towns: Smeikas (Population 7,200), Bovodport (Population 7,100), Zopotishto (Population 3,800), Utogstad (Population 3,300), and Slavstad (Population 2,500)
Population: 62,000: Dwarf 51%, Human 27%, Bugbear 10%, others 12%
Alignment: Predominantly Lawful Neutral 

A Cruel Land
Zavaten Gura is a mountainous realm, harsh and inflexible as its unyielding inhabitants. A small country swept by the frigid winds of Chopodn Gulf, it is dominated by a forbidding mountain range, the Stained Peaks. The mountains’ wealth has drawn people from across the continent, but the land can be cruel: Many who seek their fortunes here instead end within the communal tombs of the dwarven towns. 

Metal ores are found here in unparalleled abundance: Rich veins of silver, lead, black nickel, and even toxic arsenic. Among the inhospitable mountains lie veins of nearly pure iron, metal that hardly requires the refiner’s fire. 

These minerals are not an unalloyed blessing: In places, toxic metals and wastes have contaminated the land. Acidic streams wind through poisoned valleys, their unwholesome water home to misshapen crustaceans and inedible, polyp-covered fish. In these places, toxins madden and destroy those unwary enough to ingest them. Contaminated water and foodstuff are a constant danger (Survival DC 10 to avoid). (A common Mineral Toxin: Ingested DC 12 poison; Initial Damage: 1d4 Wis; Secondary Damage: 1d6 Wis) 

In some alpine valleys, plants and animals grow with unnatural vitality, adapting to their lethal environment. These hardy survivors are the “rust-tainted”, strangely distorted creatures resistant to the land’s frigid weather and toxic environment. 

Along the coast, tidal marshes and scrubland divide the mountains from the sea. Unusually high tides make navigation treacherous, but the tidal flows power the areas’ many tidal mills, sprawling structures where triphammers endlessly pound the mountains’ metal into goods for export. 

The People
The dwarves of Zavaten Gura do not dwell underground, where the land’s toxins accumulate. Instead, they build ornate structures of cast iron, covered with rusting gargoyles and bas-reliefs. Within these dismal halls, condensation drips and thin “rustcicles” weep from iron plates and rusting rivets. 

Human enclaves are also found throughout the land, mining and trading imported foodstuffs and warm woolen cloth for the products of the peaks’ smithies. Bearded and dour, these men resemble the land’s dwarven rulers, even adopting their harsh tongue for everyday speech. 

Bugbear clans haunt the Stained Peaks, formidable and treacherous. Seething with patient hatred, they do not war openly against the land’s dwarven masters, instead quietly ambushing travelers and isolated hamlets. Other creatures also lurk among the isolated mountain passes: Black-scaled kobolds chitter on high peaks, unnaturally resistant to the cold, while tribes of ogres trade with the dwarven towns, exchanging pelts for liquor. 

Settlements
A road of windswept stone winds through the mountains of Zavaten Gura. Known as “the Causeway”, this well-patrolled path binds together the land’s major towns: The harbor of Bovodport; the land’s capital, Visheksrad; the market of Smeikas; and the mining town of Ugostad. 

Ships of many nations call on the harbor of Bovodport. In its meeting halls, merchants and dwarves haggle and barter, exchanging metal goods for the many imports needed in the dwarven land. Only by constant dredging is the shallow harbor kept free of silt, and even then, vessels wait on high tide before navigating its channel. The city’s ruler is Iyregraf Tvormir, a lazy, dissolute dwarf whose loyal nephew, Harbormaster Osini, labors endlessly to overcome his uncle’s neglect. 

The “City of Flame”, Visheksrad, lies under an eternal pall of coal smoke. Fires that once made the city’s ornate towers of gilt iron into a vision of golden beauty now encrust it in soot. Within the fortress-like palace of the Utograf, treacherous factions of dwarves and humans scheme with Machiavellian ruthlessness: Each hopes to claim the ineffectual Utograv’s throne when Vioslav finally steps down. 

Deep in the mountains, the mining towns of Ugostad, Zopotishto and Slavstad are home to thousands of indefatigable miners and harried craftsmen, laboring constantly in the vain hope of riches. The grasping leaders of these places drive the miners hard, binding them with contracts little short of slavery. 

Even more isolated, villages of “rust-tainted” dwarves, ogre tribes, and other races dwell, the land’s taint bringing them madness and hideous deformities. Only the boldest of traders journey among these unwholesome folk. 

Secrets of Zavaten Gura

Within the lands of the Stained Peaks, all know of the bitter rivalries between the dwarven leaders. Few realize that these rivalries have been intentionally exacerbated. Kisel Vioslavov, the Elder of Smeikas (Dwarven Wererat Rogue 9) has slowly spread agents of his household through the land, using the discord between its factions to disguise his own grab for power. 

In the isolated mountain cities of Zopotishto and Slavstad, a new sect claims the allegiance of the embittered miners, a religion preaching dwarven dominance over all other races. Worshipping an unknown smith-god, the cult’s cruel leader urges his followers to take up arms and drive all non-dwarves from their lands in a great and terrible purge. This bloodthirsty priest calls himself “the Reaper”; he plans to begin his grim harvest soon. 

In hidden valleys, bands of miserable slaves called “scorched ones” are forced to gather the rare minerals encrusted on the shores of the land’s most toxic pools and streams. These unfortunates suffer daily agony from the poisons eating at them, but their fate is known to few. Their heartless masters, dwarven slavers worshipping only avarice, force purgatives upon the slaves to clear the toxins, but these measures only delay the inevitable for a few months. 


Wolfgang Baur (Contributor, Ghoul Lord)
995 words, and every one of them counts. Outstanding way to reinvent the standard dwarven kingdom. 

The rusting castles, the bugbear highwaymen, the poisonous streams and the general sense of a tough place filled with adventure is all there. The writing is clear and evocative. The ideas are original combinations of fantasy elements, with a twist that's easy to explain and that improves the game experience for everyone. 

Way to be a superstar! Recommended for Top 16. 



Clark Peterson (Publisher, Necromancer Games)
Fluff (writing, grammar, style, evocative prose, etc.): A+
Nice, evocative writing. “Rust-tainted.” That is great. Talk about “less is more” in action. You made the most of your words. Very well done. “Seething with patient hatred,” that is awesome.
And you guys said you needed a map or a picture to tell a story. Try this on: “Instead, they build ornate structures of cast iron, covered with rusting gargoyles and bas-reliefs. Within these dismal halls, condensation drips and thin “rustcicles” weep from iron plates and rusting rivets.” 

Crunch (basics, rules issues, depth of the setting, details, etc.): A 
The Good: Good crunchy details on initial NPCs. Excellent language bits. Good racial breakdown. Great crunch on the poison. This is one of the best for crunch.
The Bad: I wanted details on that cool smith-god. You kind of need it for the Reaper. Could have used passing stats for the Reaper. 

Design (choices made, format, naming, originality, theme, balance--ie, is the submission heavy in one part but lacking in another?): A+
The Good: Color me impressed. You took a dwarven country cliché and freshened it up with the theme of cruelty and bitterness. I love how the minerals, which normally are only positives for dwarves, also poison the land and animals. Good names. I happen to think that it is very difficult to freshen up fantasy stereotypes. Boy did you hit a homerun. You used the format to your advantage and you didn’t shortchange the DM section at all. 

Play (setting for adventure? campaign? is there conflict? are there play limitations?): A
Conflict, good setting, no real play limitations. Hobgoblins and ogres and things to kill. Very nice. 

Tilt (my personal take, is it evocative? do I want to play there? does it capture my imagination?): A
This is a solid, solid submission top to bottom. Impressive. 

Overall: A
An excellent re-imagining of the dwarven kingdom, complete with good crunch, evocative writing and terrific design choices. 

Strongly RECOMMENDED for top 16. 

James, you got my golden ticket for the Leash of the Shadowhound. You almost didn't make it into the top 32. I am sure glad we used that golden ticket method. I didn’t realize this submission was yours until I finished my review. You didn’t disappoint. Keep this up. You’ve got the mojo working for sure. I can’t tell you how impressed I am with this submission. 

Pure Superstar stuff here. 



Clark Peterson (Publisher, Necromancer Games) 
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Play (setting for adventure? campaign? is there conflict? are there play limitations?): A
Conflict, good setting, no real play limitations. Hobgoblins and ogres and things to kill. Very nice. 

Tilt (my personal take, is it evocative? do I want to play there? does it capture my imagination?): A
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James, you got my golden ticket for the Leash of the Shadowhound. You almost didn't make it into the top 32. I am sure glad we used that golden ticket method. I didn’t realize this submission was yours until I finished my review. You didn’t disappoint. Keep this up. You’ve got the mojo working for sure. I can’t tell you how impressed I am with this submission. 

Pure Superstar stuff here. 



Erik Mona (Publisher)
Oooh, I really like that you're going for a Russian/Slavic vibe with this, though I think naming one of the towns "Slavstad" was probably a mistake. 

This is perhaps my favorite sentence in the contest so far: 

"Acidic streams wind through poisoned valleys, their unwholesome water home to misshapen crustaceans and inedible, polyp-covered fish." 

Love the imagery. Love the writing. Love it, love it, love it. 

I also appreciated the brief rules bit in there about drinking the nasty stuff. Way to sneak a little crunch into the fluffiest of formats. I like the theme of ecological destruction, and I think the "rust-tainted" creatures from the soiled valleys is a nice touch. 

I appreciate that this is a largely dwarf country, but I appreciate even more the fact that it's not your standard underground cavern system, while it still allows dwarves to be traditional miners and craftsmen, which is a space they inhabit well. New "takes" on them ought to also allow for the traditional take, in my view, and this is especially true of dwarves. 

In my experience players of dwarves often fit a specific profile. I also notice a lot of them _always_ play dwarves, and I think most of these players appreciate the fairly traditional "built-in" character traits of the dwarf class. A lot of them, oddly, have beards. 

Anyway, I like that you provided something unexpected and interesting that still allowed me to play dwarves the way I've always played them. 

This is by far one of the better entries in this round. It receives my ringing endorsement and strong recommendation that it advance to the next round. 

Very well done. 


Bereket 


Bereket
"The Dark Heart of the Desert"
Alignment: NE
Capital: Ruxandra (pop. 24,992)
Notable Settlements: Aroksaar (pop. 3,742), Sahota (pop. 11,055)
Ruler: Queen Errani, Impola Nai’ima (high priestess) of the Verdant Obelisk (NE hf druid 18)
Government: Absolute monarchy, with day-to-day local governance by the priests (Impola) and heralds (Oninku) who serve the queen. 

Resources: Spices, carved wood, gold
Imports: Slaves, cloth, silk 

Description: The Bhatia Desert hides a strange wonder at its heart, the green and pleasant land of Bereket. This small nation is lush, wild, and beautiful, redolent with flowers, its trees teeming with brilliant-plumed birds. Surrounded by parched barrens and sandy wastes, the people of Bereket (mostly human, with a minority of gnomes and half-orcs) attribute their edenic surroundings to an ancient monument, the Verdant Obelisk, whose power tames the desert’s rage and issues forth the waters and powers of life. 

This great monolith rises over 200 feet from the shallows of crystal-blue Lake Charat, its base shrouded in luxuriant moss. The obelisk seems almost to have grown rather than been built, like an enormous petrified tree, but closer examination also reveals the work of hands and ancient graven glyphs, some inscrutable but others clearly visible as sigils of nature. Built on the lakeshore and on piers and pilings on the surface of the lake around the obelisk is Ruxandra, seat of the beloved Queen Errani, whose age-whitened hair has not marred her dusky beauty nor age her wise judgment. The queen is also revered for her position as Impola Nai’ima, High Priestess of the Obelisk, calling forth the bounty of the spirits within, leading and guiding the lesser Impola and who spread the blessings of the obelisk throughout the land. 

The Impola priests are supported by the Oninku, the Heralds of the Obelisk, whose leader, Jayyousi (NE gm bard 16), is chief advisor to the Queen. The Oninku bards crisscross the land, from the mining town of Aroksaar to the trade city of Sahota in Bereket’s northern savannah (the only part of Bereket seen by most outsiders), bringing news, issuing decrees, and mediating and resolving local disputes. They also question travelers about their business in the land (even if they already know, to test their truthfulness) and ensuring that they do not create trouble or turmoil. Those judged dangerous by the Oninku are ‘invited’ by magical charm or press gang to visit the mines of Aroksaar, and few return. 

Bereket is a peaceful and contented land, happily trading with outsiders making the difficult journey there. The abundance of wild animals does make Bereket dangerous for lone travelers, and it is also troubled by mischievous genies from the surrounding desert who beguile the common folk with honeyed words and slanderous lies about their beloved queen and her servants. 

DM Secrets: The pleasant façade Bereket shows the world conceals a predatory nation and culture controlled by the NE druids of the Impola. The natural bounty of Bereket is maintained and expanded through constant manipulation of the land, water, and weather through druidical magic, which is enhanced by the Verdant Obelisk as if using a metamagic rod to Enlarge, Extend, Empower, and Widen their spells. Though this works marvelously to Bereket’s benefit, it has severely disrupted the weather patterns in the surrounding Bhatia desert, resulting in destructive storms and advancing desertification in the lands beyond. 

Queen Errani periodically sends secret delegations to surrounding lands demanding tribute of gold and slaves (usually put to work in the mines of Aroksaar) in exchange for druidical protection from the expanding desert. Towns that refuse are soon stricken with drought, storms, and blight by the Impola and swallowed up by the encroaching sands. Those who agree are spared as long as they keep paying tribute and do not speak ill of Bereket or its queen. Oninku ambassadors use persuasion, rumor-mongering, charms, illusions, and even assassination to conceal their involvement and maintain the reputation of Bereket. Their victims usually blame their fate on purely natural calamities or the work of capricious genies, demons, mad wizards, and their ilk. 

Impola druids view Bereket’s citizens as a captive natural resource to be used at their pleasure. They enjoy transforming into predatory animals and ‘culling the herd,’ prowling the fields, forests, and villages and devouring the unwary, publicly attributing such disappearances to accidents or wild animals. Queen Errani herself rarely hunts, except when one of her servants displeases her and becomes the hunted. 

The druids’ constant tampering with nature has raised the ire of the desert’s genies. Djinn and jann have long worked to undermine Bereket’s power and expose the corruption of its leaders, ambushing Oninku and Impola, and recruiting citizens and outlanders alike to join their fight. Oninku bards use mundane and magical persuasion (including liberal use of modify memory spells) to direct blame for all troubles onto these ‘rogue’ genies and the malcontents they have recruited to their side. They also use detect thoughts regularly to root out such troublemakers (and the overly curious) for enslavement or future hunts. 

Adventure Hooks: 

- Traveling in the desert, the PCs wander by accident into Bereket and interrupt an Impola hunt. If they help the hunted, they are targeted by the Impola for their own hunt. If they defeat their attackers, the jann notice and recruit them to aid the fight for freedom.
- Prince Kher of Agyria needs guards for a delegation to legendary Bereket, as desert traders (Oninku spies) say its queen can help halt the encroaching sands that have already consumed several border towns. (In truth, the prince has already made a deal, and the delegation and its guards, including the PCs, are to be enslaved on arrival.)
- Rampaging elementals have been appearing at random in Bereket. PCs are recruited to help. Their source is the Verdant Obelisk itself, as it has begun to develop sentience and awareness. It resents the uses to which it has been put and is lashing out, and PCs must focus its anger against the Impola, not the innocent. 




Wolfgang Baur (Contributor, Ghoul Lord), 12:44 AM 
Reply 

Maybe it's because I'm currently writing an Al-Qadim-style reunion for Open Design. Maybe it's just because I like genies. I want to like this entry, and you make it easy. Your country really works. 

The two-faced realm is a class Ravenloft move; the ruler and the country are good on the surface and corrupt underneath. That plays really well in horror games, less so in fantasy games, because in mainline fantasy, once the mask is ripped away, characters want to take down the big guys or their minions. In the case of Bereket, that means fighting the Oniku, who seem like nasty pressgang slavers/informers. 

I like the use of horror tropes here. The setup may sound too good to be true, but the "Dark Heart" tagline hints at the real state of things, and then we learn about the magical charms leading straight to the mines. Then we learn about the extortion, illusions, and assassinations. Great, we have a villainous country! 

However, I'm not sure I entirely buy the premise that this secret can really be kept hidden. People will talk, and rumors get around. The text doesn't really address this, but I think that a land that seems superficially cheerful is more powerful if people are openly cowed by it than if they pretend eventhing is ok. Players have a hard time sorting truth from fiction from NPCs. The propaganda/extortion elements are a little shaky from a suspension of disbelief perspective. 

As critique goes, mind you, that's criticism on a pretty high level. I have no doubt of your ability to address that sort of critique. 

In terms of nitpicky things to watch out for in future rounds, spell names (modify memory and detect thoughts) should be italic. You get a pass for now. You won't later. 

Recommended for Top 16. 





Clark Peterson (Publisher, Necromancer Games), 01:13 AM 
Reply 

Fluff (writing, grammar, style, evocative prose, etc.): A
The Good: Well written. From the first words it grabs me, which means the writing is evocative. That obelisk is cool.
The Bad: Not always consistently well written, but still damn good. 

Crunch (basics, rules issues, depth of the setting, details, etc.): A
The Good: Good details, including passing stats of a few NPCs. That is a nice touch.
The Bad: Not much bad here at all, which is saying something. 

Design (choices made, format, naming, originality, theme, balance--ie, is the submission heavy in one part but lacking in another?): A+ 
The Good: I like the little resources and imports addition to the format. Small, but shows you are thinking of how to use the format to improve your submission. I love the tag line and I think you have a tight theme here. I absolutely love the good masking evil theme you have here. It’s like I was watching the intro to David Lynch’s Blue Velvet. Excellent balance with description and DM sections, plus you add adventure hooks, which is a brilliant addition. I have been waiting for that in a submission. Very well done. You used the format to your advantage and made some great decisions. Really tight theme that is well executed.
The Bad: I don’t see anything bad here from a design standpoint. This may be one of my highest design marks. 

Play (setting for adventure? campaign? is there conflict? are there play limitations?): B
The Good: Ripe for adventure.
The Bad: The setting does provide some play limiteations. I’m not sure all clerics are welcome. Good use of druids, but I don’t know that it accommodates all races and classes. This is, perhaps, the weakest part of the submission. But still good. 

Tilt (my personal take, is it evocative? do I want to play there? does it capture my imagination?): A
The Good: It grabbed me and it grabbed me right away. I like it, I want to play there.
The Bad: I concede that it may not grab everyone the same way. 

Overall: A
This is a very sold and evocative entry. 

RECOMMENDED for top 16. 

Again, as a personal note, this submission is very much like your wondrous item—creative and very well executed. You keep up this level of performance and you will have a job in this industry if you want one. Your entry isn’t just solid, it is also creative and evocative. This is going to be a tough one to beat. Very well done. 





Erik Mona (Publisher), 10:26 AM 
Reply 

As you are a mutli-time Dungeon contributor and the author of one of the better items from Round 1, I have very high expectations for this entry. And my friend, you did not disappoint. 

Very evocative language in your first couple of paragraphs. Lots of nice details add verisimilitude and help me picture Bereket in my head. The colorful birds is a stand-out image, as of course is the Verdant Obelisk. 

I like the dual nature of the society, and the idea of evil druids is an interesting one. I also like the conflict this sets up with the native djinis. I do wish there were more bits about monsters other than genies and wild animals, though. The adventuring hooks in this entry felt a little sparse to me, even though I generally appreciated the framework. 

So I think you acquitted yourself well. But it's only going to get harder as the contest progresses. Watch out for the guys capable of pulling off desert towers that are really the roots of giant petrified trees and stuff like that. Eventually that kind of bold design is likely to blow stuff like this out of the water. 


Theocracy of Carnamach 


Theocracy of Carnamach 

"A perishing god’s grave" 

Alignment: L/N, C/N 

Capital: Temple City Of Carn (pop. 15,700 95% humans, 5% other) 

Notable Settlements: Lost City Of Gul (pop. 3,400 90% humans, 5% elves, 5% other), The Wild Enclave (pop. 18,100 60% humanoids, 20% awakened animals and plants, 10% fey, 10% other) 

Ruler: The severed head of a perishing deity 

Government: The Divine Council (The current six most powerful divine spellcasters of the fallen deity) 

Description:
After suffering an earth shattering cataclysm nearly a century ago, Carnamach is a land waging a civil war. By keeping alive the remains of their defeated deity, the citizens and priests of Carn try to uphold their former might, wealth and ideals. To this day, they withhold his severed head from the natural cycle of life.
This deed has caused nature herself to run rampant across the whole country, waging war against its former inhabitants. Although medium in size and located in a moderately tempered climate, all of Carnamach is overgrown with wood and plant life in all shapes and colors, including even jungle vegetation. The residents of these recently grown woods, animals, dire animals, fey, sentient plants, and humanoids have started to fight the remnants of the theocracy.
While these two parties struggle, adventurers, criminals and treasure seekers hunt the abandoned cities to obtain rare antiquities. 

History:
Once the heart of a young and prospering empire, Carnamach fell from grace when its patron deity was slain and cast from the heavens by the current pantheon. After being victorious, the gods decided to erase all thought of their former brother from the history of mortals.
It’s common knowledge that they failed in their attempt and the most devoted followers were able to recall a faint memory of their god. Although name, dogma, and domains had been lost, these zealous believers succeeded in retrieving the still bleeding head of the deity and securing it in Carn’s temple spire. They saved their god from perishing. Even though this once mighty being remained mostly unconscious, all followers were still granted spells and powers.
A theocratic council was founded and rebuilding plans were made, but even with all its wealth the empire crumbled fast under nature’s onslaught. Within a few years, whole Carnamach had to struggle to not be overgrown. The creatures of the woods ran wild. Vicious beasts prowled the trade roads, and whole cities were attacked by hordes of wood living spirits. The City Of Gul nearly vanished and even mighty Carn itself wasn’t left unscathed as gigantic vines began to encroach the temple spire and resist even the strongest weapons.
Soon the priests realized that nature wanted to reclaim the carcass of their deity. To keep that disgrace from happening, they raised the tower higher and higher in fear that removing the head from the sanctified place could kill their god.
Recently, many druids came to Carnamach to erect menhirs from the pillars and stones of the temples in reverence to nature’s power. Some of the more war inclined druids have started to gather bands composed of wild creatures to reclaim the head of the deity by force. The largest of these warcamps is known as the Wild Enclave. 

Cities:
Temple City Of Carn: In spite of being a nearly vacant metropolis, the Temple City Of Carn is still rich in gold and magic (GP Limit 100,000gp). The ruling council of priests spends those fortunes lavishly to achieve their goals. The most prominent feature of the city is a gigantic fifty storys high temple spire. The colossal head of the slain god rests on its top and its blood is still seeping from the wound and pouring down the tower.
Vines and roots have encroached upon the spire and buried themselves in its foundations, climbing the first twenty levels. About two storys are desperately added to the building in one year to ensure the head’s safety.
The citizens of Carn that haven’t fled are zealous and law-abiding, protecting their fortified home at all cost. 

Lost City Of Gul: Once a large city, Gul has suffered from being magically shut off from the rest of the country. Surrounded by the densest vegetation, it can only be located by someone with the woodland stride class feature or a successful survival check DC 25. Gul has been abandoned by most of its former inhabitants, becoming a lawless city and safe haven for criminals and treasure seekers. 

The Wild Enclave: More a makeshift settlement than a city, the Wild Enclave is lead by Avrok (N half-orc Drd16) who has united all kinds of nature’s creatures, regardless of their alignment, under his horned banner. The Wild Enclave hasn’t yet marched against Carn, but this is only a matter of time. 

Geographical Features:
Earthmaw Gorge: Created during the cataclysm a century ago, this massive gorge might be more than 3000ft. deep. During the blossoming of nature, numerous large flying creatures have started inhabiting its walls. A considerable number of dragons seem to be drawn to this place. 

The Flesh Eating Forest: Tales tell that this thorny black forest grew in only one night, burying the border town of Drepree under its roots and consuming all life within the process. If this is true, many untouched treasures might be found in its inky darkness, but not even the druids dare to venture there. 

DM Secrets:
The darkest secret of Carnamach is that the perishing god is kept alive despite his wish to finally cease to exist and that the blossoming of nature is caused by his throes of death. The council’s priests are secretly drugging him with their magic to remain in power, controlling most of his limited thoughts and actions. 

During the cataclysm the strike of a god split the ground and created Earthmaw Gorge. In its deepest depths, fragments of the divine weapon can still be found. Items created out of this heavenly metal might bear most unusual powers. 




Clark Peterson (Publisher, Necromancer Games), 04:01 AM 
Reply 

Fluff (writing, grammar, style, evocative prose, etc.): B
Well-written but not truly excellent. 

Crunch (basics, rules issues, depth of the setting, details, etc.): B-
The Good: Some interesting nuggets and suggestions, but only a few small bits of solid crunch.
The Bad: I wanted crunch on the deity and his/her/its’ priests. The lack of crunch on stuff that crunch seems so clearly called for is a drawback for me. 

Design (choices made, format, naming, originality, theme, balance--ie, is the submission heavy in one part but lacking in another?): B
The Good: I found this to be a very interesting theme and idea. The ruler is the severed head? Consider me officially grabbed. Conflict, conflict, conflict. Very nice. Good quick description then the history. Like Wolfie, I am normally not a fan of extended masturbatory history sections. This one, on the other hand, is strong and serves its purpose well. I like the city breakdown. And I really like the geographical features section. Well done.
The Bad: Not all the names are the greatest. And, like Wolfgang, I guess I want the god’s name—at the very least in the DM section. DM section got the short stick, but you worked some of that stuff into other areas. 

Play (setting for adventure? campaign? is there conflict? are there play limitations?): A-
The Good: Sure seems to be fit for very high level play, which is something you can’t always say. Good conflict throughout, which is great. Some serious adventure to be had here in the ruins and out in the wild. I love the idea of crazy wilderness adventures here. 

Tilt (my personal take, is it evocative? do I want to play there? does it capture my imagination?): B
The Good: I want to explore this place and find its secrets. In particular, the higher level angle appeals to me. 

Overall: B+
A very interesting setting, with a “big idea” in the form of the dead god with some really unique play opportunities, but marred by some lack of details that seem mandatory. 

RECOMMENDED for top 16. 

On a personal note: Christine brough us the arcane anvil, which caused some division but shared a similar trait with this country submission--it had a "big idea." I am a huge fan of the big idea. My suggestion is learn from the comments here and keep working. I'd be surprised if this isnt top 16. You are really on to something and you have twice now given us things that are really creative, fun and wonderful in my opinion. There is something in you that gets the essential spark of D&D and that sense of wonder which is so important to me. I don't know how to quantify it. Your ideas aren't constrained by some of the generic fantasy stereotypes. I am really impressed. 





Erik Mona (Publisher), 05:06 AM 
Reply 

Excellent start. When I got to the "Ruler: Severed head of a perishing deity" I laughed out loud. Given that it is 1:52 AM on a school night, I cherish any laughs I can get, so thanks for that! 

The writing of this entry is not lighting me on fire, I'm afraid. That second to last sentence in the Description paragraph is a real clunker, and there are problems with possessive apostrophes. Also, you tell us that the god was "slain," but then that his priests found a way to "save him from perishing." You can't have both. Pick one. 

Despite the imprecise language, I like the idea of an almost-erased god's followers tracking down his still-bleeding head and preventing his ultimate death, thus provoking the ire of the natural world. That's strong mojo, and probably enough to get me past some problems with the writing. That's acceptable at this stage in this contest, but it would be fatal in a professional submission. I'm going to assume you'll advance based on the strength of the ideas in this entry, but I strongly urge you to work on the writing. Each time the field of contenders shrinks, this is going to be a more and more difficult problem to gloss over. 

Read up on the passive voice and figure out how to avoid it. Read your submission out loud before sending it in to notice what's wrong with the commas or where a word might be missing. BE CAREFUL. 

Still, there's lots to like here. That bloody head is marvelous, and I love the vine-choked spire dripped with the deity's neckblood. It's weird that we don't know his name, and I like how that plays into the near-erasure of his existence, but the natives have _got_ to call him something now. You're dancing around the issue a bit, but you can really only call him "the slain god" so many times before it looks like a dodge, which it is. The players are going to need to call it something. If you don't give it some kind of name, even if it's something descriptive or a nickname the locals use, your players are going to come up with a name that will piss you off like you won't believe. 

Like "Harvey" or something. Players are bastards, and they are not to be trusted. 

The lost city that requires a Survival check (and even better, woodland stride) is a wonderful touch. In fact, all of the cities and geographical features are interesting and well presented. 

The DM Secrets are likewise cool, though I would have preferred maybe two more. 

All in all, I really like this and think you well deserve to advance to the next round. But WORK, WORK, WORK on that writing. Keeping that as tight as possible is going to make all the difference in future rounds. 





Wolfgang Baur (Contributor, Ghoul Lord), Yesterday, 04:34 PM 
Reply 

Normally I dislike backstory and lengthy history, because all too often it's just an excuse for a designer to get self-indulgent and ramble on about matters that will never affect the PCs. All too often, it's padding. 

The Theocracy of Carnamach is a counterexample, because it sticks to recent history and makes it powerfully relevant to anyone visiting the country. There's a reason the country has its current inhabitants, and there's a reason for those conflicts, and the conflict isn't over yet. 

However, there are some issues here. The fallen deity isn't named, presumably because his memory is lost. But that's an annoying design choice, because in play it makes it tough to refer to him without a name. 

Also, the triumph of the druids also seems very close, and they seem like the good guys in this particular struggle. Once that storyline ends, though... What then? Carnamach seems on the verge of big changes. That's not always a good thing for a country. 

What I mean is that the story elements here overwhelm the possibility of a more normal campaign. Who's got time for dungeon looting when gods and fey go to war? I think it's possible to have a story that does too much, and this is perilously close to that. There's no room for alternative stories to breathe here. 

I like the well-crafted images, locations, and hints at more (the god weapons at the bottom of the gorge are a great hook). I'm a bit concerned that this country's theme is too much of a good thing. 

Recommended for top 16. 


Laraklan 

Larakan 

Alignment: LN (E) 

Capital: Lara (pop. 12,900) 

Notable Settlements: Fadin (pop. 3,100), Coln (pop. 4,900), Harken's Ferry (pop. 850) 

Ruler: King Farakin II 

Geographic Description: Larakan is a long relatively narrow temperate valley running east to west and ringed on three sides by mountains. The mountains on the north and west side are higher and rougher than the mountains to the south. The Lara River, a wide and slow moving river, runs through the valley. When the Lara River reaches the end of the valley, the slope becomes steeper and the Lara becomes a fast-flowing white water river impassable by barges and river boats. 

Description: Larakan's government is a military despotism and ruled by the iron hand of King Farakin II. Despite the rich trade offered by the dwarven clans in the surrounding mountains, dwarves are distrusted and usually not even liked. Larakan is also known as the center of magical power in the world, because of the Council of the Nine Spheres, a guild of arcane casters. 

History: Roughly a hundred years before, Larakan was devastated by a plague that reduced the population by over 50%. For some unknown reason, the plague was very virulent, even magical healing was successfully about half the time. 

As the country suffered under the plague, King Farakin I quickly moved to usurp control of the country. Ostensibly he did this to "make sure that his people would be cared for in this time of great crisis." The fact that Farakin I personally took control of the trading fortunes behind the merchants was just an added benefit. Those that disagreed with the king's actions and other political enemies of Farakin I became unfortunate "victims" of the plague ravaging the country. 

About six months after the plague's onset a rumor formed that the dwarves were responsible for the plague. This, added to this the fact that the dwarves were also resistant to the scourge, allowed Farakin I to turn the populace of the country against the dwarves despite that the fact that the dwarves were the only ones supplying the goods that were desperately needed because of the plague. Farakin I instituted large levies and taxes against the dwarves, using the profits he made to cement his hold on the valley. 

When the plague's effects finally began to loosen its hold on the valley, Farakin I moved to make sure that he continued to control Larakan. He made sure that the soldiers of Larakan enforced his draconian rule. This was for "public safety" but really allowed Farakin I's military to control when and how people gathered, clamp down on people going and coming into the country, and lastly, how other power groups gained and held power in Larakan. Farakin I was a shrewd politician and he never imposed his rule too heavily on the populace. Thus the despotism of Farakin I (and later, Farakin II) was quite successful and it met with little protest by the people of Larakan. Slowly the valley recovered from the disease that had ravaged it. 

The only rebellion so far was when Harken's Ferry (a small community between Fadin and Lara) arose in protest to the taxes and duties that were being applied to their community. The King's Guard quickly moved in and subdued the town (coincidentally causing half or more of the able bodied men in town to be killed). However, one might say that this rebellion succeeded as King Farakin II reduced the taxes the next week after the "Massacre of Harken's Ferry." 

Larakan Today: There are very few taverns and inns in the towns of Larakan; such places are prohibited by the crown unless a proper license is issued by the King. And of course such licenses are subject to review at any time, a fact that the king and his ministers use to control Larakan's main public gatherings quite effectively. 

Secondly, only two temples are allowed to be constructed within the valley. The first are temples to Irla, the god of disease and suffering, mainly for placating the god and avoiding his attentions. The second, and the more popular, are the temples to Kystar, the goddess of magic and trade. That doesn't mean that there are no shrines or hidden chapels to any of the other gods, but these are always well-hidden as they are illegal in Larakan. When found by the King's Guard, they are either deconstructed or destroyed. 

The Council of the Nine Spheres is a large organized mages' guild which jealously guards all elements of Larakan's society that have to do with magic. It appears that the Council is completely separate from the government of King Farakin II. However, when one learns that the Council is controlled by a San Farakin (San [and the feminine Sana] is an honorific only applied to those that can cast arcane spells) and that this San Farakin is the same as King Farakin II, it is obvious that this deception is one that the government of Larakan uses to its advantage. In fact, one secretive arm of the Council of the Nine Spheres, the Order of the Silver Star, is dedicated to enchanters and diviners that use their powers to actively seek out "enemies of the state." 

DM Secrets: Despite the draconian state of Larakan, there are elements that seek to overthrow the government. The most effective of these elements is the bardic guild known as the Fellowship of the Yellow Thrush. The Fellowship of the Yellow Thrush uses its members to keep a careful tab on the state of society throughout the Lara River Valley. Where it can, the Thrushes fan the flames of free spirit and rebellion in order to undermine the government's strict control. However since the Massacre of Harken's Ferry (which the leaders of the Fellowship consider to have been caused by one of their own bard's leadership ability), the Fellowship of the Yellow Thrush is extremely careful about how it goes about inciting the populace. 

Clark Peterson (Publisher, Necromancer Games)
Fluff (writing, grammar, style, evocative prose, etc.): C-
The Good: Not finding much good from a pure writing standpoint. Of course, no glaring errors either.
The Bad: Stilted. Not evocative. 

Crunch (basics, rules issues, depth of the setting, details, etc.): C-
The Good: I’m glad I get some geography with this setting. A tiny bit of detail in the plague, dwarven resistance, a group of bards and the Massacre of Harken’s Ferry. The design decision to divide the description into parts spills over into this category and helps a bit.
The Bad: Depth of detail is not really there. This is sub-par from a content standpoint. All we really learn is that San is an honorific. No real NPCs of any interest other than the main rulers. Not really crunchy. 

Design (choices made, format, naming, originality, balance--ie, is the submission heavy in one part but lacking in another?): C+
The Good: I like that it has a geography section and a history section. This was not a part of the instructions, but we encouraged people to come up with a better format and this is an improvement. It includes a “government” section in the text without a heading, which is fine. I also like the “Larakan Today” section. All in all, I really liked the design decision to “break up” the “Description” section. Unfortunately, I wasn’t all that impressed with the content contained in those subsections. The setting did have a theme, though, which is a key design consideration. Not the best one, perhaps, but it had one.
The Bad: I think “Description” should have come before “Geographic Description.” That content provided a better lead in to the country. The names are flat and generic. Not inspiring. Though I liked a history section, it dominates the description—too much so, in my opinion. Magic plague is a bit cliché. The theme of despotism vs. freedom is workable, but hardly unique or original. Not Superstar, in my view. 

Play (setting for adventure? campaign? is there conflict? are there play limitations?): C+
The Good: Some dwarven tension. Good religious tension with established vs. secret religious sects. Rather tired despotic ruler versus group of rebels. No significant limitations, however. No reason that all races and classes couldn't be present. But I do have to give the submission this: it did have a theme, though a trite one.
The Bad: Ok, so there are dwarves and humans. Very little else is detailed--we simply don't know. Religious limitations do have some play restrictions, though they add conflict and dynamics. There is very little here to inspire setting a campaign in this country that couldn’t be easily imagined by anyone. 

Tilt (my personal take, is it evocative? do I want to play there? does it capture my imagination?): D
The Good: Not seeing it.
The Bad: Nothing about this entry grabbed me by the throat and said “you want to play here!” Plus, a setting with no taverns and inns? How exactly are we supposed to start adventures? It’s not smart to write those key DM story tools out of a setting. 

Overall: C-
A weak and relatively generic entry. Below standard slightly. Theme, but a weak one. 

NOT RECOMMENDED for top 16. 



Wolfgang Baur (Contributor, Ghoul Lord)
Man, if I had a dollar for every time I read about the "iron hand" of some king or other in a fantasy submission... Well, I'd have airfare to Hawaii, is what I'd have. 

The trouble here is an odd choice of material and some generic execution. Starting with geography and government and making them dull means you lose can lose the reader entirely. And not much caught my eye after that. Though I see the potential in the king as a villain, he gets far too much attention here, at the expense of other elements that might help set the stage for adventure. 

Plus there's the contradictions: in the Description, we learn the dwarves are making everyone rich, (and I ask myself, so why are they distrusted?). The answer comes in the History section, and I'm not buying it. The king spreads some rumors about them and the plague, and that turns everyone against their main source of crucial supplies? Seems unlikely, or at least not compelling. And a tax rebellion is the big revolt against the king? Maybe there's more to that explanation, but it's history and as a gamer I don't care. 

I get the feeling that there's a great novel in the story of this kingdom, with a nasty king and his vile plots, with treasury manipulation or whatever. What I don't see is how it rises to the level of a great gaming environment. 

Not Recommended. 



Erik Mona (Publisher) 

Larakan, Lara, Fadin, Farakin. Those are probably too similar. Also, the only town I know with "Ferry" in its name is "Harper's Ferry," which is only two letters off from your version. Now, I'm a huge John Brown fan, don't get me wrong, that that's a pretty obvious swipe or an unfortunate coincidence. Either way, I'd prefer it wasn't there. 

The first two paragraphs begin "Larakan is" and "Larakan's government is". There are better, more evocative ways to present information, and I wish you'd taken advantage of them. The geography section in particular is presented in highly pedestrian fashion. It reads as if each sentence exists individually, rather than part of a narrative whole. 

On to the description, and right away I find quibbles that get in the way of my enjoyment of the submission. I like the idea of a military despotism, but "iron hand" is a cliche best avoided. It's weird that the second line of description for the country talks about dwarves, and the passive construction of the second sentence's last clause makes it unclear who distrusts and doesn't like dwarves. The aforementioned despotic government? The general citizens of Larakan? Passive construction always brings up questions like this, and this submission is thick with it. 

I do like the name "Council of the Nine Spheres," lest you think that I am 100% critical. 

The history section begins "Roughly a hundred years before," and I've got to ask myself "before what"? Did you mean to say "Roughly a hundred years ago"? Also, we're once again a step away from the action thanks to the passive voice. Rather than say "Roughly a hundred years before, Larakan was devastated by a plague," say "Roughly a hundred years ago, plague devastated Larakan." Also, what's up with the "50%" at the end of the sentence? That sort of thing instantly makes the paragraph read like a word problem. It's ok to say "half the population" or something that doesn't come off as quite so mechanical. 

I could keep up this analysis on a sentence-by-sentence basis, but I won't. The writing in this entry is not up to the standards of an RPG Superstar, and detracts from the ideas in the submission itself. 

I do not recommend this submission advancing to the next round. 





Iolandis 


Iolandis 

"Guardian Against the Wound" 

Alignment: LG 

Capital: Landamir (pop 83,300) 

Notable Settlements: Fort Paxnoble (pop 30,400), Thenthoyal (pop 187,900), Archstaff (pop 49,700), Sondril (pop 63,200) 

Ruler: King Aldin Kethamos I 

Government: Governance is split between the Privy Council and the Common Council, both of which may draft laws, put forth proposals, and perform other governmental duties. All decisions of the Councils are subject to the approval of the king, who can accept or reject such decisions as he sees fit. 

The Privy Council consists of the Mage Royal, the High General, the Commander of the Wound, the Intellgencer Royal, the Lord Exchequer, the High Admiral, the Magistrate Royal, the Lord Speaker (a liasion to the kingdom's churches), and the Consort Royal (currently Queen Tasha Kethamos). 

The Common Council has thirty members, consisting of ten representatives from the largest communities in Iolandis, ten representatives from the nobility, and ten representatives selected anonymously by the king and Privy Council based on merit (supposedly). Community representatives are elected by vote of all community members who have served in the Iolandan military, while noble representatives are elected by a private election among the noble families. 

Description: The kingdom of Iolandis has for generations stood as the most vigilant of the guardians of the Great Wound, the terrible wasteland created by the destruction of mad magelords of Yammat. Otherwise a peaceable kingdom of forests and fields, Iolandis keeps its citizens ready to defend themselves at a moments notice - a policy that has saved the kingdom more than once. 

Thus, every able-bodied citizen is required to spend two years in the Iolandan military. Starting at age 16, citizens are trained as soldiers at either Fort Paxnoble or Archstaff, depending on their aptitudes. Those with talents toward arcane or divine spellcasting train in the academies at Archstaff, while those whose talents lie more toward physical combat train at Fort Paxnoble. After a year of training, recruits spend a year in the Wound, stationed at the various watch-towers and garrisons along the Fourth Wall. After their two years are over, soldiers are discharged, free to return home or re-enlist. Re-enlistment comes with a decent salary and a five-year shift, plus increasingly dangerous assignments. Even after discharge, citizens are expected to keep their skill honed; most communities hold a monthly training day for this purpose. 

The reason for this aggressive military footing is the horror housed within the center of the Great Wound. The Yammati destroyed themselves by violently opening a planar tear leading to Outside. The explosive force of this disaster destroyed everything for hundreds of miles and brought about the Century-Night. Since that time, things from the Angled Darkness have festered within the Wound, slowly spreading outward from the heart of the Wound. Four rings of great walls have been built by gods and men to contain the spread of the psuedonatural horrors. Two of these rings have been overrun and the third is threatened. Worse, at times the things from outside sneak beyond the walls, appearing mysteriously to menace the heart of Iolandis. These unwholesome visitors also have brought the psuedonatural sickness (see below) with them, a deadly infection that most Iolanders are terrified of. 

DM Secrets: The land where Iolandis now stands has been home to many nations in the past - the empire of Laoque, the undead kingdoms that flourished during the Century's-Night, the fueding kingdoms of Pasther and Joulaunt, the Machter Tyranny. Each has left it's share of dungeons and other secrets hidden beneath the surface of everyday Iolandan life. 

Psuedonatural Sickness - Contact; Fortitude save (DC 18); Incubation 1 day; Damage 1d4 temporary Constitution. After six failed saves, the infection's alien matter overwhelms the afflicted creature, which gains the psuedonatural creature template. The original infected creature is effectively dead and cannot be brought back by anything short of a wish or miracle spell. 




Erik Mona (Publisher), Monday, 08:38 PM 
Reply 

Iolandis is a cool name for an RPG country. Good job there. The pronoun form, "Iolandan," also sounds good enough. So well done there. 

Again I am intrigued by similarities between elements of this nation and the (as yet unfinished) Pathfinder Chronicles Gazetteer. In this case the "Wound" is similar to a location called the Worldwound that I was all pleased about naming, thinking I was sooooo original. Phooey. 

I think the emphasis on the detailed government description and the first couple paragraphs of the description section put a lot of frankly sort of boring minutia up at the top of the entry, and that's probably a mistake. I suspect too much space here focuses on government, which is something that might be better elaborated upon in a format where you are not limited by such a brutal word count. 

I like the pagragraph that rattles off a bunch of interesting place names and concepts in rapid-fire succession: Great Wound, Outside, Century-Night, and (especially) Angled Darkness. At first I was going to ding you for using the term "pseudonatural," but there it is in the SRD thanks to Deities & Demigods (thanks, Deities & Demigods!). So good form, there. 

I'm unsure that the pseudonatural sickness sidebar (is it a sidebar?) is all that helpful, as those words could have been used describing what daily life is like in Iolandis. I get a sense of the military element of the nation and what's going on directly around the Wound, but I don't have much of any sense about what the people are like, what non-Wound elements are going on in the country, and what sorts of adventures take place there. 

The end result is that the entry reads like a one-trick pony, and ideally a country is robust enough to handle a couple of things going on at once. 

Also, while you have a good gift for naming things, the quality of the writing itself could use some work. There's an awful lot of the dreaded passive construction going on here, and I noticed at least one possessive that's missing its apostrophe. Ideally these things don't jump up at an editor when he's reading a manuscript, so I'd mark off some points there. 

Overall i think this is a decent submission. The Wound gives you a built-in adventure hook and the evocative place names leave me wanting to see more from the author. But I wish there was more meat on these bones, and I wish I had a better sense of what's going on in Iolandis _besides_ the big obvious adventure hook at its heart. 





Clark Peterson (Publisher, Necromancer Games), 04:46 AM 
Reply 

Fluff (writing, grammar, style, evocative prose, etc.): B-
Competent. But you waste a lot of words on the government section. I’m a bit shocked you wasted words on government but then only wound up using less than 700 words in your total submission. 

Crunch (basics, rules issues, depth of the setting, details, etc.): B
The Good: There are some interesting things suggested by the names and some juicy nuggets. I like the crunch of the sickness.
The Bad: Needed more crunch on the wound. 

Design (choices made, format, naming, originality, theme, balance--ie, is the submission heavy in one part but lacking in another?): C+
The Good: I like the names, and that is a good start. The wound is cool. And your DM section, while very short, is sure loaded.
The Bad: Ugh! What are you doing starting with all that boring government stuff! We said, change the format if it helps your submission. You didn’t take that to heart. As a result, you wasted a chance to grab me with your content. Some submissions are about the government and the conflicts created thereby. Yours isn’t. It’s a boring LG government with laws and councils and people who want to do things on merit! Hooray! Those were a bunch of wasted words, which, in this round, are precious. And then you only use less than 700 words for the submission? I don’t get it. 

In the end, I think this submission is more about the wound—a geographical feature—than it is about the country. That is not the design task here. 

Play (setting for adventure? campaign? is there conflict? are there play limitations?): B-
The Good: Kill the monsters, explore the wound!
The Bad: Problem is, that is all there is. 

Tilt (my personal take, is it evocative? do I want to play there? does it capture my imagination?): C
I like the wound, but the country is blah. 

Overall: C+
A cool geographical feature surrounded by a boring country in a submission that uses less than 700 words and wastes a good deal of those on boring government. 

NOT RECOMMENDED for top 16. 


