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 Ashbury, once the center jewel in 
Evendarr’s crown, was snatched away by the 
Sessuar. Ashbury fell quickly, many believe 
due to the inactions of the old Duke at the 
time.  Upon ducal decree, all of the barons 
and their courts were sent away on special 
missions just before the Fall.   The borders 
remained sealed for months, with no one 
permitted in or out.   This past October, the 
borders were finally re-opened after being 
closed off for months.  People were permitted 
to return into the now renamed Expansion 
Territory 13 currently under the control of the 
Sessuar.  Reports that poured out of the 
territory spoke of mass slavery, relocation 
and wanton destruction of the once proud 
Duchy.  Many Ashbury citizens and former 
knights returned there in the hope of rescuing 
their families.  
 One report has reached us of a royal 
knight of Evendarr coming under attack by 
several individuals wearing the Jester’s caps 
while in the occupied territory.  Most notably 
was Dark, a wanted criminal in Evendarr, 
whoreportedly led the assault.    
 It has now been confirmed that 
members of the Jester’s Guild have been 
working in conjunction with the Kabal in the 
destruction of a small city where hundreds of 
innocent townsfolk were killed. The Kabal 
recently had declared war on Niman for its 
policy towards slavery.  King Mykel has 
made quite clear that an attack on one of his 
duchies will be considered as an attack on the 
royal presence and will not be tolerated.  The 
Crown is now offering a generous reward for 
the capture of Dark and the destruction of the 
Kabal. The King has also stated that fleeing 
into foreign ruled lands would not save them 
from his reach. Many speculate that a royal 
writ will be produced shortly seeking the 
capture of these criminals.  
 
 Any member of this so-called Jester 

guild is to report to Evendarr City immediately to 
answer charges of collusion with the enemies of 
the Crown.  Those wearing a Jesters cap have 
unofficially become persona non-grata with the 
social elites. At a recent party in Conventry, to 
celebrate the good Duke’s birthday, he came upon 
one of his knights with a blueand yellow cap. The 
Dukes good cheer suddenly disappeared as he 
promptly ordered the Knight to remove the hat and 
have it destroyed.  The once accepted practice of 
wearing the hats at parties and festivals has been 
dealt a deathblow.   In addition, it has been 
officially declared that it is forbidden to wear the 
cap with Nimani territory.  In fact, at King 
Mykel’s own court,  word is that to wear a jester 
cap at anytime is the surest way to earn yourself a 
place on the front lines in Ashbury. 

Evendarr Duchy Occupied by Sessuar Quotes around the 
kingdom 
 
People are illogical, 
unreasonable and self 
centered. Love them 
anyway. 
 
If you do good, people 
will accuse you of selfish 
ulterior motives. Do good 
anyway. 
 
If you are successful, you 
win false friends and true 
enemies. Succeed 
anyway. 
 
The good you do today, 
will be forgotten 
tomorrow. 
Do good anyway. 
 
Honesty and frankness 
make you vulnearable. Be 
honest and frank anyway. 
 
The biggest person with 
the biggest ideas can be 
shot down by the smallest 
person with the smallest 
minds. Think big anyway. 

 

 (Cont Pg 4)  
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Jesters Guild of Tyrra 

 Recent activities of members claiming to 
be from the Jesters’ Guild of Tyrra have prompted 
an investigation into the group’s activity.  Royal 
members of King Mykel’s court have been 
dispatched across the continent in search of the 
group’s main stronghold.  After weeks of pouring 
through royal records and through several of the 
major trading companies’ guild halls, there is no 
record in existence that sanctions this guild.  
Several months ago, a number of notable knights, 
squires and citizens began to don jester’s caps, then 
claiming to be part of the Jesters Guild of Tyrra. At 
first many thought this to be a passing fad.  
However as the months began to roll by, more and 
more people began to wear the hats. At first this 
latest acoutrement appeared to be of little 
consequence.  During the latter half of the past 
year, increased reports detailing how individuals 
claiming to be members of this guild were running 
over the common folk began to filter back to the 
Royal Court.  



��

News From Around the Continent 
Draelonde 
Reports are still to filtering their way out 
of Draelonde of the current political 
upheaval within its closed borders. No 
official word yet has been sent down 
from the royal household of King Jared, 
about this situation. The reports from 
reliable sources tell how the king has 
been cloistered in council with his high 
lords and ladies while the rumors of the 
fall of his house continued to spread 
throughout Draelonde. Several members 
of his council have begun to quietly 
question his Majesty’s actions, although 
not openly.  
These last few months has seen a flurry 
of activity as numerous groups of dark 
elves have been crossing through 
Ravenholt towards Draelonde.  If reports 
are correct, it appears that some major 
changes are coming. 
 
Nishapur Forest 
The last day of 598 witnessed the 
appearance of a marble mausoleum 
within the Nishapur Forest.  Shortly after 
the sunset, a small child’s wail could be 
heard echoing through the forest.  
Several search parties were sent out in 
the hopes of locating the child but, after 
several hours of fruitless searching, the 
groups returned home emptyhanded.  
Suddenly, a rotten stench began to fill the 
air as a sudden gust of wind blew 
through the wooded encampment.  With 
a flash of lightning and putrid smoke, a 
marble mausoleum appeared in a small 
grove clearing.   A few brave souls from 
the Raven Clan, a small Wild Elven 
group, approached the mausoleum to 
attempt to investigate it.   When no 
entrance was located, the elves posted a 
guard around the mausoleum as others 
were dispatched to neighboring tribes to 
seek assistance.   Shortly after, a door 
swung open and a hooded figure stepped 
forth. Throwing back his hood, an elven 
man stepped outside the structure and 
began to speak to the Elves gathered in 
front of him. He announced that he was 
searching for a small pond named the 
Queens’ Pond.   He knew that it was 
located within these woods but was not 
sure of its exact location.  Though leery 
at first, the gathered wild elves decided 
to lead him to the pond.   He quickly 

knelt to gather several vials of the clear 
water.  He rose and thanked his escorts.  
However, just as they where about to 
leave, a small group of undead rose 
from the edges of the pond.  The group 
of elves reacted quickly, forming a 
circle to prepare for battle. The 
unnamed elf simply laughed, casting the 
necromantic control undead spell.  
Panicking, the group of young wild 
elves fled to the safety of the 
surrounding woods.  The unnamed one 
returned to his mausoleum, escorted 
now by his new entourage.  The group 
of wild elves appeared to prevent the 
mysterious elf’s escape.   However, he 
suddenly produced a small wild elven 
child from underneath his cloak. 
Thanking the Raven Clan for their 
hospitality and invaluable assistance, he 
announced that he would release the 
child but only because they had 
provided an unexpected boon.  
Gesturing to one of his undead minions, 
he ordered a female undead dressed in 
tattered robes to step forward into the 
mausoleum.   After she was safely 
inside, he then released the screaming 
child.  Quickly he stepped inside and, 
with the odor of rotting flesh filling the 
air, the mausoleum disappeared.   The 
undead, ordered to do nothing just stood 
still as the wild elves dispatched them.  
 
Port Jaskara 
The Wailing Woman was the recent site 
of a huge brawl between the Bloody 
Tooth Clan and the Iron Shield Clan. It 
seems that both groups of half orcs had 
been hired to become mariners for a 
new shipping company.  According to 
one source, a Blue Dolphin filing clerk 
had mistakenly accepted both group’s 
contracts without double checking if 
any one group had been already been 
chosen. When approached, the clerk 
quickly accused one group of cheating 
the other and sent them to a pub where 
their rivals were staying.  Almost before 
arrival, an argument ensued between the 
orcish captains.  A brawl followed and 
both parties trashed the pub.   Several 
minutes later, the local law appeared 
and placed both groups under arrest.  
Fines were levied and all were released. 
The Blue Dolphin was held responsible 

for the ruckus at the Wailing Woman and 
so ordered to pay for all repairs.   In the 
end, both groups were hired by the 
company. 
 
Frost Peak Mountains 
Cyringel was the recent sight of a bloody 
raid by the Scorpion Clan. During the 
early hours of the morning, a dark elven 
caravan pulled into Cyringel with a 
group of Barbarian warriors hot on their 
trail. A battle ensued as the Caravan 
guards linked up with the town guard to 
repel the assault. The Town Guard led by 
Aloryn Runeweaver managed to 
surround the war party and easily 
vanquished them, sending them running 
back to their homeland in disgrace. The 
caravan was expected to deliver supplies 
of food to the Silvermyst Forest.  
Fortunately, the entire wagon train 
seemed unharmed with no reports of loss 
of life or food supply.  
 
Icewood Forest 
A recent surge of wildlife has been 
recorded within the Ice Wood Forest. 
Always considered as part of the 
Nebulonde realm, not much construction 
has ever been allowed within the forest.   
However, a small shire was recently 
constructed with in the woods, with 
Nebulonde's permission. The Shire was 
named Dark Haven and logging has 
commenced. A small fort is under 
construction and no major setbacks have 
been reported over these last few months.  
A deep-water well was dug and the outer 
defenses in the forms of ditches and 
palisades have been erected. Much of the 
forest still remains unexplored, as the 
rulers of Nebulonde have made certain 
areas off limits to the general populace.  
Hunting is now allowed within the forest 
but permission must be first sought from 
the shire.  
A woodsman of the Shire recently 
reported finding a small grove deep 
within the forest where all of the plant 
life as well as a few animals were found 
dead.  Being a healer of no small 
measure, he was able to identify that 
magic was used.  Unfortunately, he was 
not certain of the type.  The woodsman 
summoned his hunting dogs to his side 

(Continued on page 3) 
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and left the area quickly.   When he 
came across a dark elven patrol, he 
informed them of his find. After 
reassuring him they would investigate 
personally, the patrol leader told the 
woodsman to return home and notify his 
town elder of what he found.  
 
Shimmerglen Forest 
As the snows begin to recede from the 
land and Father Winter finally begins to 
reclaim the land, the Orcs of the 
Shimmerglen Forest have begun to 
make their presence known. Several war 
parties have begun to probe Avendale's 
defenses in the south as they began a 
few days ago to launch small raids 
against Avendale's less defended 
borders.  A new chieftain named Bear 
Claw managed to unite several of the 
minor Orc clans under his control.  
Early reports show that a small 
outcropping of rocks located in the 
forest has become his stronghold. It has 
been from here that BearClaw has 
launched his raids against Avendale.  
Rumors are floating around that the 
Bandit Lords might have something to 
do with the sudden activity. Haven, a 
powerful band of locals residing within 
the swamp area,  managed to repel 
much of the brunt of Orc raids in order 
to protect the nesting grounds of Silas 
the Saurian and his people.  Sources 
speculate that the Orcs may have chosen 
this time to strike because the bulk of 
Avendale's armies are busy fighting a 
northern campaign.  
A few weeks ago, several parties of 
hunters in search of food entered the 
wooded areas.   One of the parties 
disappeared.  However, shortly after the 
orc raids began, several of the hunters 
resurrected at the Healer's Guild located 
in Avendale's capital city. They told of 
an armed camp of Half Orcs and of a 
man robed from head to toe who 
seemed to be advising the leader Bear 
Claw. The hunters had been captured 
and a few revealed information on the 
southern hamlets and villages in the 
Barony of Galenson.  
  
Elven adventurers have been recently 
gathering at the port town of Linos. It 
seems that word has been spreading of 
the lost kingdom of House Clearbrook 
recently coming out of the darkness 
with the retrieval of its liege lord.  Lord 
Tannis, a Knight in the service of the 

Ernil of Quentari, has spent the latter 
part of 598 in the personal service of 
House Clearbrook. He has managed to 
send back reports on a new creature that 
appears to have been created for the sole 
purpose of hunting down elves. This, of 
course, has sparked a keen interested in 
adventuring young warriors and mages 
seeking to further the glory of their 
independent houses.  
 Dozens of minor elven houses 
have begun to outfit and supply small 
merchant ships in the hope of sending 
them north to aid House Clearbrook. 
House Ra- Kwantar, a small but very old 
elven house, is the major force behind 
the relief fleet being sent north under 
their house colors, the Red Bear. A 
fortnight ago, a small fleet of sleek blue 
ships believed to have originated from 
Khiddi-Rhaz attacked the "Red Bear 
fleet". The attack by the pirates was 
minor but two of the merchant ships 
were slightly damaged.   

Currently,  eight small merchant ships 
and a man of war have been outfitted 
and are sitting in their slips at Port 
Linos waiting for departure.  The third 
son of Lady Sylanori, the current head 
of house Ra-Kwantar, Kiri-Ash has 
been put in charge of the small fleet.  
He has given up his noble title in the 
hopes of winning his own honors and 
glory for his house.  
 

****** 

Aid Bound for Silvermyst  
Attacked by Pirates 

Within the turmoil of the new year, a 
grave new threat has emerged within the 
boundaries of Anilar.  On January 1st, 
599, Valiche Tepes Reciti was summoned 
to Avalon by way of a grim elder magic.  
The formal dwoemer was begun last 
October by over one hundred vampires in 
the Anilar area.  Apparently, the group of 
blood-suckers led by one Antonio 
Varnak, set about to formally resurrect 
Reciti from his death over 3000 years 
ago.  The ritual required the sacrifice of 
the majority of the vampires present as 
well as over 600 formal components. 
Although rumors had flooded the market 
days and halls of the most important 
people in Anilar, no one did a thing to 
stop this horrible atrocity from occurring.  
From all accounts Reciti is an extremely 
powerful entity, even surpassing his 
sister, Muliva, in Ravenholt.   
Immediately upon the threat becoming 
real, King Michael VanDanse dispatched 
a group of his best Knights to deal with 
Reciti.   

New Type of Vampire Spotted �
They have not returned nor resurrected 
as of this time.  Authorities in Anilar 
and the surrounding area are very 
nervous about the ramifications of this 
ritual and are working diligently and 
expediently to rectify the situation. 
His abilities, at this time, seem almost 
limitless.  One source in the capitol 
stated "We have never dealt with a 
power such as he.  Although we are 
prepared to sacrifice almost anything to 
destroy him, there are those who still 
believe we cannot stop him."  King 
VanDanse was unavailable for comment 
but Royal Chancellor Marcus Dane says 
"His Royal Majesty has full belief that 
(Reciti) will be stopped and returned to 
his grave with alacrity." 
A special Parliament representative 
meeting has been called for late January 
to discuss possible ways of destruction 
of the entity.  
 
  (Cont. Pg. 7)  
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By Severa Winternight of Tyrangel 
 
As Tyrangel is at the very edge of the 
Kingdom of Evendarr, and the markets here 
see travelers from many other realms who are 
unfamiliar with Evendarrian laws and 
customs, I have prepared these notes to 
explain some elements of Evendarrian society 
for them. What I have here is a collection of 
my own thoughts and observations, though I 
have borrowed some of these words from the 
noted sage Ulran Brewand, a specialist in 
legal and social conventions. I have tailored 
these words to be descriptive of custom in the 
lands of Tyrangel, Southwatch as I know it. 
Customs may differ in other parts of 
Evendarr, but this guide should not be far 
from what is commonly used. If these 
customs differ from those in another 
Evendarrian land, the instructions here are 
better than none for a traveler’s education. 
 
This article focuses on matters concerning 

commoners and 
the lower 
nobility. Future 
articles will cover 
matters of High 
Court. 
 
The Rulership of 
Evendarr  
The Kingdom of 
Evendarr is a 

feudal society, governed by the oathsworn 
nobles who each answer to a liegelord above 
him or her. This means that there is a strongly 
observed hierarchy. I have heard of lands in 
other realms of Tyrra where the common 
people rule themselves with officials whom 
they all agree are worthy for the task, and the 
people may speak freely, do as they like, and 
are each as powerful as the next man in 
determining how their land will be ruled. 
These concepts are next to laughable to an 
Evendarrian’s ear. Ours is not a system of 
equality of all people. It is a system of duty to 
one’s superior in return for protection and 
support. 
 
His Majesty King Mykel Endarr II owns all 
the lands and properties within the kingdom. 
His Majesty chooses people to administer the 
majority of these holding in his name. These 
people are vassals of the King. Each of these 
people administer the lands as if they were 

their own and in return they swear that they 
will support the King, provide troops in time 
of war, collect taxes, and meet any other 
duties the King expects of them. These 
vassals are called Princes and Princesses. In 
turn, each of these people have vassals of 
their own, called Dukes/Duchesses, Counts/
Countesses, and Barons/Baronesses. Again, 
Oaths of Fealty bind the Prince/Princess with 
his or her vassals. Further, Counts/Countesses 
and Barons/Baronesses may assign areas of 
land to vassals of their own, Knights and 
Lords/Ladies. 
 
Every person in the preceding group is 
collectively known as a “noble.” 
 
Any person who is not a noble is a 
commoner. The commoners are the fiber of 
society, performing the day to day work. 
They are the farmers, craftsmen, healers, 
soldiers, fisherman, etc. Somewhere between 
the nobles and the commoners are 
adventurers, perhaps the most common 
occupation in borderlands such as Tyrangel. 
Adventurers usually earn respect among the 
common people because of their heroic deeds 
and the fact that they usually have a bit of 
money.  
 

For the common people and adventurers 
alike, just because we are commoners does 
not mean that we are cattle to be controlled by 
nobles, as many petty warlords of outlying 
lands would speak of our fair kingdom. The 
nobility are so empowered with duty because 
they love the Land and all her people. Each 
noble owes certain responsibilities to 
commoners upon their lands. In return for part 
of the profits of the commoners’ labors, the 
noble who governs the land is expected to 

Matters of Address and Title in Evendarr 

(cont pg 1) 

 
People favor the 
underdogs, but follow 
only top dogs. Fight for 
the few underdogs 
anyway. 
 
What you spend years 
building may be 
destroyed overnight. 
Build anyway. 
 
People really need help, 
but may attack you if you 
do help them. 
Help them anyway. 
 
Give the world the bes 
tyou have, and you’ll get 
kicked in the teeth. Give 
the world the best you 
have anyway. 
 
-Anonymous 
 

*********** 
 
 

Do you have a particular 
quote that you find 

inspirational or 
memorable?  Send it in 

and the Herald will print 
it—preserving it for 

eternity. 
 
 

*********** 
 

“It is a system 
of duty to one’s 

superior in  
return for  

protection and 
support” 
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courtesy and manners in Evendarr, however, 
and is a good habit to adopt if you are new to 
the kingdom.  
 
The following titles are used by persons of all 
stations, including those of the nobility when 
addressing commons. It is not appropriate to 
curtsy, kneel or bow to any of the following 
persons in most cases:  
 
Commoners  
The name of a man without any title at all is 
preceded by “Goodman,” such as Goodman 
Serdahnia. A lady would be addressed as 
Goodwife, Goodlady, Mistress or Ladymiss 
Raverra. In the case of men and women, it is 
appropriate to use the person’s first name 
rather than their family name if the surname is 
not known, or if you are more familiar with the 
person being addressed.  
 
Commoners of Note and Adventurers  
Men and women who have earned themselves 
a respectable reputation in their craft or with 
some other deed are often addressed through 
the title of their occupation, such as, “Good 
Barrister Serdahnia.” In the cases of persons 
who have performed heroic deeds, they may be 
addressed such as, “Good Casca the 
Riftsbane,” “Good Feron the Licheslayer,” etc. 
 
Commoners With Military Rank  
The military rank of a commoner is always 
used in place of another common title. Military 
ranks are usually specific in their form, and 
creativity should not be applied to the address. 
The military rank generally precedes a 
person’s surname in formal address, but on the 
battlefield, the rank precedes the person’s most 
commonly used name. For instance, Master 
Sergeant Hassan Deathforge of the Stormguard 
would be addressed as “Master Sergeant 
Deathforge” in formal circumstances, but as 
“Master Sergeant Hassan” more commonly.  
 
Commoners of Courtly Station  
Nearly every noble court of the realm has 
commoners who hold respected positions such 
as Sheriff, Magistrate, Guildmaster, 
Chamberlain, etc. Although these positions 
may often  held by noblemen, in the case of 
commoners, the honorary title of “Lord” for 
men and “Lady” for women is often conferred. 
These titles, while noble in origin, do not 
confer the status of nobility, only great respect. 
In formal address, the surname of the person is 
attached to the title as, “My Lord Magistrate 

(Continued on page 6) 

protect them from crime, invasion, and help 
them when they need it. The noble is expected 
to provide leadership, an example of proper 
behavior, and to improve the lot of his or her 
peasants over time.  
 
The commoners’ responsibility is to be willing 
to pay fair taxes, join the militia in time of 
need, help their liege administer justice by 
reporting crimes and providing testimony, 
defend their Lord or Lady’s name, and address 
and treat nobles with the respect and the title 
that they are due. Such respect to the nobility is 
expected of all people who traverse through 
Evendarrian lands, be they citizens of this 
kingdom or visitors.  
 
Matters of Address and Title  
In the heart of the kingdom, it is expected that 
a commoner will bow while in noble presence. 
Ladies of court will curtsy and gentlemen will 
fall at one knee. Ladies who take arms will 
generally also bow at one knee if their dress is 
befitting of such a thing. No form of weaponry 
should be brandished at this time. Weapons 
should be turned with point toward the floor. 
Magical energy should be released. Vials of 
poison should be put away. In strictest 
tradition, this position should be maintained 
until the nobleman acknowledges the 
commoner and delivers his permission for the 
commoner to stand, or until the noble departs 
the area. In frontier areas such as Tyrangel, the 
slightest observance of tradition with a quick 
curtsy or bow is usually considered to be a sign 
of great respect in itself. A simple nod of the 
head and  
quick, polite acknowledgment of title is more 
common.  
 
On the battlefield, matters of chivalry of this 
nature are rarely observed. Indeed, it is the 
preference of many noblemen that their lessers 
not kneel to them lest the enemy be better able 
to identify our leaders and concentrate their 
strikes upon them. When fighting a noble 
enemy, this is rarely a difficulty. When 
fighting elemental creatures or creatures of the 
wood, however, it is probably best not to 
observe chivalric custom on the battlefield. 
 
Proper titles are always observed in the older 
parts of the kingdom such as Evendarr, 
Kitheria and Rotaria. On the frontier, they are 
more rare. In Tyrangel, there is only very 
casual observance of proper title. The use of 
proper titles is generally considered to be good 

(Continued from page 4) ����������	
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Mishanter-Rotari,” or “My Lady 
Guildmistress Tenshi.” In common 
conversational address, however, the 
person’s name is not used at all, only the 
title, “My Lord Sheriff,” “My Lady 
Chamberlain.”  
 
Squires  
Squires are commoners who hold courtly 
station. Men and woman are addressed 
formally as, “Good Squire” and then 
their first name. More conversationally, 
the word “good” is not applied, and an 
address as simple as, “Squire Whisper” is 
appropriate.  
 
The following are the titles of nobility. 
Persons of lower stations should always 
curtsy or  kneel to persons of higher 
stations. Noblemen do not commonly 
observe such rites with persons of lower 
station, though it is sometimes done as a 
sign of tremendous respect. Except in the 
most unusual of circumstances, such as 
the honoring of a hero of tremendous 
renown, nobles of higher station never 
curtsy or bow to nobles of lower station 
in formal situations, such as the holding 
of court. The other exception to this is 
that a husband and wife will usually 
curtsy/kneel to each other, regardless of 
rank, even in the most formal occasions.  
 
Lords and Ladies  
Depending on local traditions of Dueling, 
in some areas of the kingdom, Lords and 
Ladies are expected to choose champions 
in honor duels and may therefore be of 
lesser rank to Knights, who are obligated 
to defend themselves. The title of Lord or 
Lady is also that given to a person of 
honorary station, such as a noble’s 
husband or wife who did not earn the 
title personally. In most areas of the 
kingdom, Lords are of equal ranking with 
Knights. Persons of this station are to be 
addressed by the title, “My Lord” for 
men, and “My Lady,” for women. A 
nobleman’s preferred name usually 
follows, and that can be either the 
person’s first or last name. In formal 
situations, it will be both. 
Conversationally, a name is not used, but 
the nobleman is addressed merely as, 
“My Lord,” or “My Lady.” The mis-
pronunciations of, “m’lord” and 
“m’lady” are not to be used with the 
nobility. They are expressions of respect 

among commoners.  
 
Knights  
In all areas of the kingdom, Knights are      
obligated  to defend themselves in honor 
combat, rather than choose champions. The 
conference of knighthood is always an 
indication that the person earned the title 
personally, and it is not an honorary title. 
Knights are commonly addressed by title 
and first name, but sometimes the preferred 
name is used. Men are addressed as “Sir” 
and ladies are addressed as “Dame.” In 
formal situations, the full title of 
knighthood, such as Knight Protector, 
Knight Champion, etc. is used. Formally, a 
man would be addressed as, “Good Sir 
Knight Captain Red,” or “Good Dame 
Knight Protector Amaris.” Less formally, 
“Sir Red,” or “Dame Amaris” is 
appropriate. All knights are appropriately 
addressed in all situations as, “Good Sir 
Knight,” and “Good Dame Knight.” It is 
rarely appropriate to address a knight as, 
“My Lord,” or “My Lady,” as the Knight’s 
address is preferred.  
    His Majesty the King may use whatever 
form of address he chooses with any noble 
of the kingdom, and never bows to any of 
them. Even the husband or wife of the 
reigning monarch will address the ruling 
noble as “Your Majesty.”  

����������	
����
���
�����
��
�

��  
Martos the Blue, a Biata Healer, 
recently did a great service for the 
people of the town of V'alkohos.   
Learning as he passed through that 
goblins, The Flatfeet, had been raiding 
the unprotected town, he healed a 
variety of injured locals, and even gave 
them a small sum of gold to purchase 
some war-dogs for protection.  Martos 
returned a few months later, and found 
the locals still beset by goblins.  They 
had stolen the hounds, and now used 
them against V'alkohos.  This time the 
kindly Biata put up a temporary circle, 
and invested many villagers.  Once 
more he passed through the land, only to 
discover that treachery had defeated his 
formal magic, some townspeople 
recognizing the goblins through his 
circle.  Exasperated, he stayed in town 
until the next attack, charmed the dogs 
set them on the goblins, used the circle 
as protection as he emptied sleeps and 
binding at the Flatfeet.  Which of 
course, is what he should have done in 
the first place.   
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 At the Lypsin town faire, in northwest 
Elysia, a Sarr amazed the locals by 
winning nearly all the contests they had 
to offer.  He won at wrestling, short run, 
long run, pie baking (blueberry), hog 
calling, fishing and stone lifting.  His 9 
½ pound trout, caught by hand, was the 
biggest any of the Lypsin residents had 
ever seen taken out of the local pond.  
He outlifted Human Penzlo Vul, 
finishing with sixteen 25-pound stones, 
and later entertained the crowd with 
juggling.  The talented Sarr never gave 
his name, and left soon after the last 
competition.  
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In the culture of the Dwarves, it's not 
uncommon for points of honor to be 
observed by the non-noble citizens.  

Tyrran Races 
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Anilarian Rumors  
 
An Emperor named 
Bashir now threatens 
the borders of Anilar.  
Bashir (a sarr) has 
started a major military 
campaign to capture 
Anilar, Blackenshore, 
Velldor, and the 
northern part of 
Mxitlan.  Sources report 
that his military is very 
organized and highly 
motivated.  The towel 
has been tossed, we will 
wait and see the 
outcome. 
 
 
 
Minister of Magic 
Lithurgy Terces is still a 
Wraith Master and is 
losing more and more 
humanity every day.  
Terces (human, age 45) 
was ritually cursed by 
gypsies in the Tortak/
Gypsy war in Anilar 
and has been 
transformed into a 
Wraith Master.  
Anilarian nobles are 
working diligently to 
restore this precious 
Anilar commodity back 
to his previous state.  
Any that have 
information on how to 
end ritual curses should 
contact Prime Minister 
Norak Hawkthorne in 
Beddington, Anilar 
immediately. 
 
 
 

For the public's knowledge we have put here a 
list of myths and what the truth of vampires 
are: 
 
They are not repelled by garlic. 
They can cross running water. 
They look as the race they were when they 
were "turned." 
They can create lesser vampires OR ghouls. 
Most have the ability to look at you and charm 
you. 
The can go gaseous a limited times per day. 
They are very strong. 
They may assume the likeness of certain 
animals, namely a bat and wolf. 
 
If you suspect that a friend of yours has been 
charmed by a Vampire, an "Awaken" spell 
should remove the curse. [] 

Vampire Spotted 
(Cont. from Pg. 3) 

However, the Whitejewel clan took this 
to a bizarre extreme.  Though the exact 
points of contention are hazy, apparently 
they involved a called-off marriage, a tin 
mine, an overheard insult and a spilled 
drink.  Regardless, a long chain of 
challenges among the kinsmen of this 
clan, apparently reduced their population 
by a goodly number. Apparently, once the 
deathduels started old scores and political 
considerations kept them going for 
weeks.  A number of dwarven 
oddsmakers have also received Letters of 
Rebuke from the local noble for driving 
the duels on. As far as anyone can tell, 
the Pickfist family was all but wiped out, 
and the succession for Whitejewel Clan 
head has been radically altered.  The 
overall number of deaths was in the 
dozens, with at least a score of dwarves 
never resurrecting. 
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A collection of Mystic Wood Elf Healers 
near the north of Tyrangel have been 
collecting funds for the last few years to 
build a Healer's House for use by citizens.  
Rather than a Guild, it would allow 
healers a place to lodge temporarily in 
exchange for giving free services to the 
public, and would be supported only by 
contributions.  Last November the first 
stone was laid for the Mystic Wood 
Healing House after generous donations 
from many sources. Though there are too 
many to name here, the Healing House 
Master would like to thank the Mystic 
Wood Elf Order Association, the Avalon 
Healer's Collective & the Templars of the 
Red Mace for their exceptional 
contributions.  The building is expected 
to be completed by September, 599, with 
a big celebration planned. 
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The Mongrels, a tribe of assorted Animal-
People has wandered Gypsy-like across 
Avalon for many years.  They have a 
good reputation among traders, peasants, 
and nobles alike, and occasionally 
support themselves by acting as 

(Continued from page 6) mercenaries for Baronies.  Recently, though 
they had been plagued by displays of 
necromancy everywhere they went.  There 
were many that assumed that one of their 
contracts had angered a Necromancer or 
Undead leader.  However, Hurm Taffid & 
Ertrag Kelko, stag and goat scavengers 
respectively, believed that one or more of their 
fellow Mongrels were to blame.  Though 
ridiculed and threatened with expulsion, the 
conducted a private investigation.  To their 
surprise the two newest members of the 
Mongrel Council were both in league with Vin 
Tilmor, a wererat necromancer, masquerading 
as a weasel scavenger.  Through the assistance 
of some friendly knights, the two clever 
Scavengers captured the three chaos lovers 
animating some corpses.  The knights gave the 
Mongrels permission to administer tribe 
justice, and the three necromancers were torn 
to bits tooth & claw by the Scavenger tribe.  
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Most Wanted Criminal  
 
In the lands of Dyllaria, an arrest order has been issued for 
Farinor Swiftwind.  The elven earth caster fled a number of 
serious charges, relating to a recent crime spree in the area.  
For months the violent deaths of several elven women had 
terrified local elves.  The two victims who did not resurrect 
were each mutilated, and the others reported being attacked 
from behind with a Paralysis spell. Afterwards they were 
killed, mutilated and animated. 
 
At the same time, other necromantic incidents, mostly 
involving re-animated animals had caused a number of deaths 
and injuries as well.  A check on recently arrived healers 
revealed that Swiftwind not only had he been expelled from a 
Healer's Guild for animating farm animals, but also the deaths 
of female elves had followed him around several previous 
lands, including two Evendarrian duchies.   
 
Though technically still only a suspect at this stage, his guilt 
became apparent when he met the investigating constable 
with a barrage of necromancy and profanity.  The constable 
and his deputy were both dropped by the chaos-magiks, 
allowing Swiftwind to escape.  Healed before they died, the 
statements of the lawmen indicate that the elven necromancer 
is deeply insane, and especially dangerous to elves and 
animals, which he is apparently trying to "purify with chaos."  
Toflin Marballa, a special investigator assigned by the 
Dylarrian authorities, estimates that the unbalanced elf may 
be responsible for nearly fifty unsolved murders across the 
continent. 
 
Farinor Swiftwind is slightly over six feet tall, and portly.  His 
hair is light brown, and eyes green.  He favors dark clothes, 
and is generally unkempt.  He seems to avoid other elves, 
though he heals other races to make his living.  He has used 
such aliases as Norin Farwind, and Arnor Swiftlake.  He is 
believed to be heading back to Avalon's eastern regions.   
 
Anyone seeing him should report it to his or her local 
magistrate immediately.  Please do not attempt to apprehend 
him yourself as he is extremely dangerous. 

 By Royal Decree, Colonel Thordrid Malakar is no 
longer exiled from Evendarr, and the Royal Army Ledger will 
read:  "Dying In Loyal Service to the Crown." 
 By County Decree, the Avendale Military College 
will be dedicated in Colonel Thordrid Malakar's honor. 
 

****** 

Press Release:  Born in lands unnamed and upon a day 
long since forgotten, his life began and ended in 
mystery.  Stories suggest Malakar was originally a 
Barbarian from the northern wastes above Evendarr.   A 
warrior who fought against the Crown, but eventually 
joined as an ally and citizen.  A soldier who served over 
50 years as an Officer within the King's service, 
achieving the rank of Major within the Royal Army of 
Evendarr.  Twice decorated for personal courage, 
Malakar was ultimately awarded the Queen's Shield for 
selfless service. 
 Other tales portray Malakar as man who fell 
from grace and was banished from Evendarr.  Records 
indicate Malakar did travel to the ancient lands of 
Brisbane, serving as a mercenary guard to Lady 
Katherine Galenson.  Malakar and the brave Order of the 
Iron Tower were distinguished with the title, Guardians 
of Galenson.  Ultimately serving as a Sergeant in the 
Lady's Army, Malakar became known as one of the 
finest Scouts within the borderlands. 
 Malakar's last expedition lead him into the 
Frost Peak Mountains, where he was overwhelmed and 
captured by the Tarsan Empire.  Malakar served a 
decade as a slave within the Tarsan salt mines, but he 
never abandoned his principles for freedom.  When 
Malakar returned to Galenson the entire expedition had 
disappeared, including Lady Katherine and the 
Guardians. 
 Malakar remained faithful and waited for his 
Liege Lord to return.  After one hundred years of loyal 
vigilance, Malakar found another Lady from Katherine's 
noble lineage.  Serving Lady Niomi Avendale as a 
military advisor and confidant, Malakar achieved the 
rank of Colonel within the County Army.  Drawing 
upon centuries of combat experience, Malakar helped 
restructure the County Army and founded the Avendale 
Military College.  As a member of the Shaidu Garrison, 
Malakar continued his leadership role and personally 
commanded the unit during several successful 
campaigns.  Malakar also attempted to reform the 
ancient Orders of the Iron Tower and the Green Dragon, 
hoping to extend the Guardians' legacy and honor.  
 Malakar was a true patriot, a humble soldier; 
and a gentleman of great wisdom.  He will be 
remembered for many fine achievements, but perhaps 
his greatest memories lie buried with his modesty.  For a 
man who's life spanned five centuries, so very few facts 
remain.  However, Malakar should be remembered for 
his integrity, and his willingness to preserve the truth in 
all actions.  As the County of Avendale continues to 
strive forward, we must take a moment and remember 
one of the true heroes of our land. 

Obituary: 
Colonel Thordrid Malakar:  
 A True Hero of Avendale  



� ��������	
�����
������������������� � � ���� ����������	

��� ���
����	�� 

���

 As always, it is my particular 
delight to bring you the tales of the 
different Tourneys of my Dwarven kin.   
This year I received the great honor to be 
allowed to attend the Dwarven Battle 
Games, for which I must publicly thank 
Lochas Marook, a stockholder in the 
Herald, as well as members of the 
Dwarven Journalistic School. 

For those of you not familiar 
with the Games, they are held every six 
years in a secret location, and open only 
to Dwarves of noble blood.  The entry 
fee is incredibly high, and all combats 
are to the death.  Besides being a great 
honor to win (or die) in Swords, Axe, 
Mace, Hammer & Warclub, these 
championships are also used as an 
opportunity to settle a few clan 
“rivalries”, without the financial 
inconvenience of war.  Magic of any 
sort; weapons, enchanted items, even 
defensive spells are forbidden in these 
contests 

The first duo to take up Swords 

were black bearded M’rak Deepcoal, a 
former Ducal Knight against Dainek 
Copperhall, head of the Gemcave clan.  
The instant the Battlewarden sounded the 
iron and silver Battle Gong, the two 
sword players called forth all their skills 
to strike mighty blows, and just as 
quickly each parried the incoming attack.  
Clanmaster Deepcoal recovered more 
swiftly, and smote his opponent twice 
before they separated once more.  
Copperhall’s armor was tattered, but he 
gamely recovered as the two circled each 
other probing for flaws in their 
competitor’s defense.  Time and again, 
one would strike, only to clash off of 
blade or battle-board, leaving him hastily 
fending off a riposte. 

Eventually, Dainek Copperhall 
managed to work around M’rak’s shield, 
and landed a rapid series of blows to his 
ribs and back.  As the black-beard’s 
armor shredded, and the first spray of 
noble blood honored the arena floor, 
Copperhall again attempted a great blow.  

Deepcoal not finished yet, avoided the 
blow twice, and drew blood before 
having to parry the incoming attack.  
Both dwarves wore grim grins of 
pleasure, satisfied with the challenge 
they had given each other.  Hampered 
only slightly by their wounds, they 
abandoned their earlier finesse, and stood 
toe-to-toe hacking and stabbing at each 
other, Lord Dainek breaking into an old 
Dwarven war-chant, that many in the 
crowd immediately took up.  The 
swordpair continued their reckless 
assault, trading strike for strike, until 
Clanmaster M’rak struck with another 
great blow.  This time however, Lord 
Copperhall seemed to have no answering 
parry.  Moving to a purely defensive 
style, he blocked several blows with his 
shield, but eventually Lord M’rak struck 
true with a stop-thrust, and Dainek was 
felled.  In a curious gesture, Deepcoal 
shook his unconscious opponents’ hand 
before slicing his head off.  Copperhall’s 
body was then placed on the ceremonial 

(Continued on page 10) 
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Dwarven Battle Games: Top Five Competitors 

Swords Maces Hammer Axes Warclub 

Nothas Clanpick Dolme Redmines Duragon Foesmith Wilgas Oretracker Kren Rockgut 

Dreg’n Firebeard Balkog Ogrespear Greng Bloodstone Greff Twincaves Hurg of Stonehollow 
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Phoenix (3/21-4/20) These are the 
months to seriously think about that move 
you’ve been considering.  Evaluate your 
finances and don’t wait for the spring thaw.  
Those frontierlands are the place where dreams 
become reality and fortunes are waiting to be 
made. 
 
Bull (4/21-5/21)  That deal you’re working on 
may not seem to be going the way you want 
but trust your instincts and call that bluff.   
Success will be yours if you play your hand 
right. 
 
Pegasus (5/22-6/21)  Avoid boredom these 
dreary winter months.  Don’t let that snow 
keep you trapped within your cabin.  Thinking 
about hitting the road for some adventure?  Go 
for it.  But don’t forget about the help you 
offered to a friend.  It may not seem vital to 
you but it’s very important to someone else. 
 
Serpent (6/22-7/22)  Silence speaks louder 
than words.   An ancient foe re-enters your life 
but direct confrontation may only bring 
problems if you are not properly prepared.    
 
Salamander (7/23-8/23)  You know that idea 
you’ve had concerning a situation or problem.   
Now’s the time to pitch it to the noble or leader 
in charge.  Your confidence may just convince 
others to share your opinion and get things 
started. 
 
Unicorn (8/24-9/23)  Don’t jump to 
conclusions because you may not know the 
whole story.  There are those who will try to 

mislead you by telling you half-truths.    Trust 
your traveling partners and listen to all the 
facts before you make a decision on how to 
act. 
 
Raven (9/24-10/23)  Your best route is to be 
direct.  Say what you mean and do not make 
others read between the lines.  That will only 
antagonize the situation. 
 
Turtle (10/24-11/22)  Common sense will 
provide untold benefits for you these next 
months.  Problems don’t always require 
complex solutions.    Also, remember that you 
can ask for help instead doing it all on your 
own. 
 
Dragon (11/23-12/22)  Use your ambitions for 
your own good these wintery months and make 
something happen.  You may be becoming 
restless within your surroundings, and is just 
the time to explore something new. 
 
Bear (12/22-1/20)  Use that endless energy 
and focus attention on home to get started on 
that project you have been procrastinating on 
for months.   The rewards will be too 
numerous to count. 
 
Gryphon (1/21-2/20) Don’t rely on friends 
and family for advice with a problem that 
develops.  Seek out a professional and trust 
their instincts. 
 
Dolphin (2/21-3/20)  Beware of getting 
involved in a long conversation where you 
may end up saying more than you intended and 
it may come back to haunt you later in the 
year. 

Answers to Riddles From Issue 
#1:  
 a.)  stumped our Riddle Master.  
Write us if you know the answer; 
b.) a coffin; c.) a good appetitite  
d.)  FOREST-SOFTER-
FOSTER   e.)ASPIRED-
PRAISED-DESPAIR;   f.)    
Oren was born an only child who 
never married, it wouldn’t have 
been possible for him to have a 
niece;  g.)hourglass and sundial. 

Golden Couch by the servitors, where he was 
allowed to dissipate. 

The next match before the assembled 
dwarven spectators was Maces, which pitted 
Baron Tregvar Ironplate against Clanmaster 
Gavin Spearhall.  Tregvar, a red bearded 
dwarf with a ruthless history, was far larger 
than his opponent, but Spearhall was a veteran 
of several prior Dwarven Games.  At the 
outset the hulking Baron charged in with a 
scream, but Clanmaster Gavin, unfazed, 
calmly blocked this initial blow.  He feinted 

(Continued from page 9) 
and gave some ground, and they traded hits to 
the thigh area.  The Baron seemed to have the 
better of this exchange, and continued to press 
Spearhall.  Spearhall however pulled a fancy 
bit of footwork, and got behind his red bearded 
rival, delivering a blow with much more power 
than before. 

Tregvar muttered something I cannot 
print here, and returned to his straightforward 
style of charge and hack, while Gavin 
continued to dance away, and slash at his back.  
Baron Ironplate grew red-faced with rage as he 
missed Spearhall several times only to receive 

The Dwarven Games (cont.) 

Horoscopes 

Cassandra D'Leyer,  seamstress.  
Located at the sign of the Happy  
Hamster, (The One stop for ALL 
your adventuring needs!),  Ashton, 
Emuria. 
**** 
If you have any ads, or public 
notices you wish to publish, feel 
free. We are always ready for ads, 
or anything like that. 
**** 
Learn the ancient art of 
component harvesting in eight 
short weeks at the Evendarrian 
Correspondance School for a 
reasonable price. 
**** 
Looking for adventure?  Trying to 
make a name for yourself?  Join 
the Royal Army and see Avalon.  
Visit your local recruiter today. 
**** 
G:  The red dog chews on the 
yellow plume when the sun rises. 
**** 
Hope manages.   
**** 
Seeking Lokar.  Have something 
of yours you have been searching 
for.  I’ll look in the public notices 
of next issue to see if you are 
interested. 
**** 
Madylor:  If you have to ask how 
much, this game is not for you.  -
S.K.III 

Public  
Notices 
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Ingredients 
1/2 cup olive oil, plus additional, for serving 
8 garlic cloves, crushed 
2 medium onions, finely diced (about 1 1/2 
cups) 
3 ounces stale Italian or French bread (about 
one quarter of a medium loaf) 
6 cups peeled, seeded, and chopped ripe plum 
tomotoes 
1 tablespoon fresh marjoram or 2 teaspoons 
dried 
Salt and freshly ground black pepper to taste 
2 cups water 
3 tablespoons pastina 
Grated Parmesan and/or Romano cheese, for 
serving 
 
1. Combine the olive oil, garlic, and 
onions in a large, deep skillet and cook over 
low heat, stirring occasionally, for 5 minutes, 
or until the onions are soft and translucent. 
 
2. Roughly crumble the bread into 1/4-
inch pieces, add it to the skillet, and cook, 
stirring, for 1 minute. 
 
3. Add the tomatoes, marjoram, salt and 
pepper, and water, cover and cook, stirring 
occasionally for 20 minutes.  Add the pastina 
and cook for 3 minutes.  If the stew is too thick 
for your liking (sometimes fresh tomatoes do 
not have enough liquid), add a little extra 
water. 
 
4. Transfer stew to a large soup tureen or 
serving dish, and other grated cheese and 
additional olive oil on the side. 
 

Steak and Mushroom Pie 
Serves 4 
 
Ingredients 
1 onion, finely chopped 
3/4 cup low fat beef stock 
1 lb. lean sirloin or top round steak, cut into 1 
in. cubes 
3 tbsp. flour 
8 oz. button mushrooms, halved 
5 sheets filo pastry 
2 tsp. sunflower oil 
salt and freshly ground black pepper 
mashed potatoes and wax beans, to serve with 
meal 
 
1. Simmer the onion with 1/2 cup of the 
stock in a large covered non-stick saucepan for 
5 minutes.  Uncover and continue to cook, 
stirring occasionally, until the stock has 
reduced entirely.  Transfer to a plate and set 
aside until required.   
 
2. Add the steak to the saucepan and 
dry-fry until the meat is lightly browned.  
Return the onions to the saucepan together 
with the remaining stock.   (For added taste, 
add 1/2 cup dry red wine.) Cover and simmer 
gently for about 1 1/2 hours, or until tender.   
 
3. Preheat the oven to 375° F.  Blend the 
flour with 3 tbsp. of cold water, add to the 
saucepan and simmer, stirring all the time until 
the sauce has thickened.   
 
4. Add the mushrooms and continue to 
cook for 3 minutes.  Season to taste and spoon 
into a 5 cup pie dish. 
 
5. Brush a sheet of filo pastry with a 
little of the oil, then crumple it up loosely and 
place oil-side up over the filling.  Repeat with 
the remaining pastry and oil. 
 
6. Bake in the oven for 25-30 minutes, 
until the pastry is golden brown and crispy.  
Serve with mashed potatoes and wax beans. 
 
 
 
Tomato, Pastina, and Bread Stew 
Serves 4 
 

JOKES AND 
 RIDDLES 

What do people commonly 
eat before it is born and after 
it is dead? 
**** 
What is 147 apples plus 68 
oranges? 
**** 
In what month do Voltans 
drink the least amount of ale? 
**** 
Twice ten are but six of us, 
Six are but three of us, 
Nine are but four of us, 
What can we possibly be? 

Would you know more of 
us? 
I’ll tell you more of us. 
Twelve are but six of us, 
Five are but four, do you 
see? 
**** 
Sam Shifty rode into 
Evendarr City on 
Thursday with several 
bags of cold hard coin.  
For three days, he 
gambled his brains out and 
lost his entire fortune.  
Finally, broke and 
ashamed of himself, he 
left on Thursday.  How is 
this possible? 

Kitchen Korner 

RIDDLE 
CHALLENGE 

 

A mother to her daughter spake 
Daughter said she arise, 
Thy daughter to her daughter take 
Whose daughter’s daughter’s cries. 
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As this past year fades into a distant memory, 
Evendarr’s top scholars as well as 
fortunetellers around Avalon look forward to 
what this year will bring us. 
 
Kyler Sparkins of the Royal Academy of 
Arcane Arts and Sciences predicts unstable 
weather patterns for most the first half of this 
year.  Citing the flight pattern of the 
Cimmerian Vallatori, the early hibernation of 
the Marathyan Cystophyra malencori, and the 
differentiated striping of the Zarkym Brattan 
wolf’s tail as the basis for his conclusions, 
Professor Sparkins and his colleagues at the 
Academy anticipate a volatile year for Avalon.   
 
Following the violent rains and persistent 
flooding that plagued the southern part of the 
continent, he predicts that these lands will 
experience unusually arid weather, resulting in 
the increased potential for uncontrollable brush 
fires.  The northern and easternmost lands of 
Avalon will experience repeated storms.  The 

snow and ice is expected to make travel 
difficult and entire populations may be cut off 
from supply caravans until the snows thaw 
when the warmer weather comes. 
 
Predictions from well known fortune tellers 
Zeljo Ivanek, Zoe Tavkalitaski, and Ivan 
Guliovich include premonitions of endless 
snow and ice storms in addition visions of  
fires enveloping the people of Avalon but also 
foresee increased political turmoil including 
upheaval, rebellion, and change for the Empire 
as well as for other kingdoms of Avalon.  
Given the explosive situations in Niman and 
the Sessuar-occupied Expansion Territory 13, 
many will be closely watching developments 
with a critical eye to see if these predictions 
will hold true for 599. 

On my way to the fair, 
I met seven jugglers and a 
bear. 
Every juggler had three cats, 
Every cat had three rats, 
Every rat had two mice, 
All the mice had nine lice, 
Lice, mice, rats, and cats, 
Seven jugglers and a bear, 
How many in all were going to 
the fair? 
**** 
When the bartender asked the 
old man what his age was, he 
replied that “he couldn’t 
rightly remember.”  He knew, 
however, that he was sent to 
school when he was four-and-
a-half years of age, and that he 
stayed at that same school for 
one-sixth of his life.  Then he 
was in the army for one-fifth 
of his life, and when he left the 
army he spent one-quarter of 
his life as a publican.  He had 
then spent one-third of his life 
in retirement.  How old is this 
gentleman? 

  The Undead 
 
  Skeletons 
 
These creatures are destroyed by little 
damage, but their creation makes them less 
affected by weapons.  A Harm Undead Spell 
will generally destroy a Skeleton. 
 
  Zombies 
 
  While slow moving, most of these 
  creatures require a bit more than a 
  Flame Bolt to kill. Some of the 
  tougher ones are known to carry 
  disease on their claws. 
 
  Giant Skeletons 
 
  These creatures have the strength 
  of four men, are not slow at all and 
  require at least an Ice Storm to bring 
  down. They are so strong that the 
  can rip from a Pin. 
 
  Shadow Armor 

 
  A relative newcomer to our lands, 
  these creatures are not slow and are 
  capable of throwing Elemental 
  Chaos strong enough to drop an 
  apprentice in a single blow. They 
  are also capable of taking a 
  Dragon's Breath without quite 
  dropping. 
 
  Shadow Plate 
 
  These older brothers of the Shadow 
  Armor also throw Elemental Chaos, 
  but their bolts can fell a fifth rank 
  warrior with a single hit and they are 
  capable of throwing three to five of 
  these every day. They are very 
  adept at parrying blows and are 
  capable of taking almost twice the 
  damage of their little brothers before 
  they drop. 
 
  by Palin Strong with the Bears 

Know Your Enemy 

The Year Ahead 
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Join the Hobling League, an order 
of hobling goodmen & women 
dedicated to assisting the injured 
and impoverished.  Donations can 
be sent to the Hobling League 
through this newspaper. 
- The Hobling Commoners 

League of Avalon 
 
Any books, scrolls or other writing 
on theories of magic desired.  I wish 
to expand my library on the subject.  
Premium prices paid for any 
documents on the nature of magic, 
new or old. 
- Grand Wizard Tarold Fiveships 
 
Sheep missing in southern 
Myanthea.  Strange humanoids stole 
my flock, leaving my war dog 
paralyzed.  I killed one and it turned 
into an orc.  Reward by the head on 
sheep & rustlers.  My brand is an X 
with a smaller C below. 
- T’Rem Woolwatcher 
 
Are you crazy?  Do you need help?  
The Westblade Healers have studied 
the latest in lunatic care, and have 
experts in leeching, skull drilling, 
and water immersion techniques.  
Masters Vulg & Exalicus and the 
rest of the Westblade staff are 
looking forward to treating you. 
- The Westblade Healers of Volta 
 
What’s this Empire of Avalon talk I 
hear?  Is someone trying to 
overthrow Evandarr? 
- A Concerned Commoner 
 
Old One: Thank you for your help 
in my lands.  It was especially good 
of you since I don’t live in the 
forest.  I understand why the dark 
ones recommended you.  You have 
but to ask, and anything I have is 
yours. 
- Oxbanner  from Dylarria 
 
Anyone who can tell me about 
Tyrangel please contact us through 
the Tyrran Herald.  What is 
Tyrangel nobility like?  What are 
the common monsters?  Who runs 
the Guilds?  We may be moving 

there and wish to find out. 
- Ike and Grizelda Skorsgard 
 
Giant bird eggs wanted.  If you have 
ever found an egg belonging to a giant 
or other unusual bird I will pay good 
gold and components for them.  
Living is preferred but not at all 
necessary.  Contact me through this 
paper to arrange a trade. 
- Y’manda the Sorceress 
 
Outlaw pig killing.  Pigs are the 
greatest animals, destined to save the 
civilized kingdoms from the menace 
of the necromantic worshippers of 
death and pain.  Pigs do not deserve to 
end up on our plates, but instead 
should be protected for their vast 
magical power and calm wisdom.  
Make pig killing for any reason 
punishable by death. 
- Teebo the Bard 
 
Craftsmen: Stormbearer Keep in 
Avendale wants you to lodge  at these 
spacious  grounds in exchange for 
your skills.  Looking for teachers, 
craftsman trainees, and peasants as 
well.  Contact us through this paper. 
- Thorin Stormbearer 
 
Fester:  Southern Evandarr is no 
longer the market we need.  Meet me 
at the stone workers house and we’ll 
compare notes.  I’ll be there ‘til April 
7th, then head for the coastal place. 
- Jumbo the Scout 
 
Anyone seeing a moose scavenger in 
the area outside Tyrangel, please get 
him arrested.  If he has 2 wagons of 
carrots that belong to me.  Reward for 
his capture, more for the carrots. 
- Parno Gusterson 
 
Need a letter sent across the continent?  
Use the Pan-Avalon Post.  Delivery 
from coast to coast in under a month, 
or we guarantee the carrier has been 
eaten. 
- Pan-Avalon Post 

Northern Baddirans Spy Moving Plants 
-Marex D’Lubia 
 
A caravan of Baddiran merchants guarded 
by a mercenary crew spied some strange 
creatures along a common trade route.  
Several bushes, small trees, and thorny 
plants hurried rapidly past the caravan 
seemingly intent on some other mission.  At 
the request of caravan master Karlos 
M’Desh, a group of 5 of his mercenary 
bodyguards followed the plant-pack.  The 
caravan then continued on. 
 Ulam Treskan, a Celestial Templar, 
headed the small group.  He and the other 
four identified themselves as members of 
the Sellswords of Blackstone, a mercenary 
guild from that Evandarrian duchy.  They 
followed the plants carefully, but several 
times were attacked, as it was hard to 
distinguish a tree that couldn’t move from 
one that could until too late.  Most of the 
enchanted plants seemed especially 
vulnerable to fire, but immune to commands 
such as sleep and charm.  Ulam and his 
confederates known as Talok the Red, Ruk 
Northfist, Falar Brookwillow and Lana 
eventually came to a valley where several 
enchanters were apparently summoning 
plants from a great distance.  As the 
sorcerers were surrounded by thousands of 
angry plants, the professional warriors 
returned to report to the caravan master and 
authorities.   
 
Elysian Ogres Suffer from Epidemic 
-Jukka the Younger 
 
Several groups of ogres along the Elysian 
border are suffering serious effects from a 
strange disease that seems only to effect 
their race.  The symptoms are unclear, but 
there is no doubt that left untreated it kills 
an Ogre in a few days.  There appear to be 
more than one version of the sickness 
affecting the Ogres, and there are reports of 
one strain resisting Cure Disease spells. 
While the legendary toughness of Ogres 
will probably bring this problem under 
control, it would appear to be the death 
knell for a few clans that couldn’t afford to 
show any weakness to their neighbors.  
Several enterprising Humans, Dwarves & 
Half-Orcs have flocked to the area, to wipe 
out Ogres clans that are weakened by the 
diseases and clan warfare. 
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Hadran Steeds Win Prizes in Recent Poll 
- Hefrates Miros 
 
 A recent poll by the Tyrran Equestrian League 
showed that among knights, trainers, and owners Hadran 
Valley Horses were picked as the most popular war-mounts.  
Nearly seven of ten of those kind enough to answer cited the 
Hadran steeds excellent intelligence & trainability.  Hadran 
Reds were a suprising fifth on the war horse popularity poll as 
well.  For workhorses, the Southern Evandarr Wagonhorse 
was on top as usual, with the smaller, better stamina Western 
Mountain Horse finishing second.  Racing went to Ruthington 
Greys, followed by the Hadran Featherfoot.  Among the 
ponies the Myanthean Snowhair took the prize cited for it’s 
toughness & unspookability, while the Desert Pony from 
southwest Avalon finished second, known for it’s ability to 
live in any climate, and keen senses. 

Evandarr extends open hand to Dominion 
- Credit to Tyrangel Times 
 
 Evandarr has extended to Sorcerer King Drax 
Darshiva an armistice, during which they desire to discuss the 
state of hostilities between Drax’s faction, known as the 
Dominion, and Evandarr.  Apparently, the decision is not 
universally accepted among the local Evandarrian nobility, but 
plans seem to be proceeding.  It is unknown to the Tyrran 
Herald what the current state of negotiations is, or even if Lord 
Drax has responded to the offering to talk.   

Famed Seer Sees Earthquake for Southeast Avalon 
- Hefrates Miros 
 
Xelox Gonda, a famed visionary who has predicted dozens of 
natural disasters and invasions recently awoke from a dream in 
which he saw several eastern cities destroyed by monstrous 
earthquakes and tidal waves.  Xelox admitted that his most 
accurate visions do not come in dreams, nonetheless felt that 
the dream held some value.  He noted in particular that the 
Tyrangel region may be flooded, even if the rest of the dream 
is false.  We asked a few other horoscope and prediction sages 
but none would confirm Xelox’s prophecy.  

Elite Divisions Move Into Myanthean Border Area 
- Ollik Roucha 
 
 Myanthean nobles and a few merchants have 
complained about two Evandarrian elite divisions being moved 
nearer to their southern border.  The 61st King’s Cavalry, called 
the Duskriders, and the 12th Pole Division, a quick-march unit 
with a tough reputation, came north some 3 weeks ago.  
Evandarrian authorities explained that no threat was intended 
towards Myanthea, but that the soldiers were merely moved in 
position to assist a knight reclaiming some wildlands near the 
Myanthean border.  It is interesting to note that the last three 
times these two units moved together to a new area, major 
invasions  followed within a few months.  Myanthea has not 
responded strategically yet, but experts suggest that they will 
probably attempt to sign a border recognition treaty with 
Evandarr.  Failing that their Queen may have little choice but to 
make a show of force in the area, and hope Mykel doesn’t want 
war. 

Bird Thieves Plague Western Ravenholt 
-Marex D’Lubia 
 
 A mixed flock of sparrows, hawks and ravens have 
been sighted at the scene of over a score of thefts in the 
smaller towns of Ravenholt.  In several cases, the birds stole 
jewelry right off of citizens clothing, ears, or hair.  A 
hobling mage, Umbro Guesthelper complained that a small 
hawk stole his earring, capable of curing diseases and 
poisons.  Several pieces of jewelry, and coins have been 
reported missing from high windows and otherwise locked 
rooms.  A dwarven warrior, skilled in throwing knives 
killed a sparrow as it made off with a silver chain he was in 
the midst of trading.  It is reported that shamans from 
several bird-totem barbarian clans have been asked about 
the problem. 
 Several strangers were questioned about the 
situation, but nothing unusual was discovered about them.  
The were two reported beatings of people who had bird-
related jewelry or other bird symbol.  Three people were 
arrested in one case, no suspects have been discovered in 
the second.  The authorities warn that if you suspect 
someone is controlling these birds, report them, do not take 
matters into your own hands.  The judgement for those 
using “mob justice” will be severe. 
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Obliteration Sentence for Necromantic 
Hoarder 
-Fosh Wheatgate 
 
 A fire in a small townlet in 
Anilar helped authorities arrest and 
bring to trial a half-orc on multiple 
charges of possession of necromantic 
items.  Drulg Blackpool, a well-known 
bartender and occasional tough-for-hire, 
was seen by some locals frantically 
trying to put out a fire in his one room 
cottage.  When they rushed to his aid, he 
snarled at them to get away, and chased 
them away with his hammer.  
 They were content to let his 
house burn, but the fire threatened to 
spread, and the local soldiers ordered 
everyone to put it out.  Again Drulg 
protested, but this time was knocked 
unconscious and held in a secure wagon.  
It took some time, but the volunteer fire 
brigade finally put out the growing 
blaze.  Suspicious, the soldiers searched 
the smoking ruins and found dozens of 
small trinkets unscorched among the 
ashes.  Many were bones or animal 
skulls, or showed the symbol of chaos, 
and were later identified.  All in all 
Drulg had 81 necromantic items in his 
collection, and was charged with 113 
counts under Anilar law.  He was 
sentenced to obliteration, and is being 
held until sentence can be carried out. 

Golden Lions Tour Therendry 
-Ollik Roucha 
 
 The Golden Lions, solid gold statues roughly 1700 years old, are visiting 
Therendry this month as part of a tour of eastern Evandarr.  The male lion weighs 
79 lbs, the female slightly less and each has been rendered to protect it.  Both are 
about 15” long and believed to be the work of Kijja Nightsmile a famed Drae artist. 
The owner Kalis Tebin, who purchased them for 1,720,000 silver pieces in 581 
boasted that security around the Golden Lions was the best in the world.  The crowd 
of sorcerers, warriors and creatures surrounding the display case was an ample 
peruasion not to try anything larcenous.  In addition, he claimed to have two top-
notch thieves watching the building at all times, and a contract with the local thieves 
guild to keep their members from attempting anything  
 The Lions will be on display through April 11th, and then will move to 
Tyrangel. 

Important Meeting In Niman 
-Staff Reporter 
 
With the announcement by King 
Mykel Endarr II of a new Empire of 
Avalon there have been rumors of 
disrespectful correspondences 
between the Crown and the Niman 
Council. The Council of Niman has 
expressed a desire to leave the 
kingdom of Evendarr and remain 
independent of the Empire of Avalon. 
His majesty has ordered several 
prominent people to visit the Nobles 
of Niman and discuss the Imperial 
Proposition.  Allegedly, the 
proposition only has one option, 
remain part of Evandarr and support 
the Empire or be stripped of title and 
lands in the most forecful of fashions. 

              RAFFLE WINNER  
 ——————— 
 Congratulations to   Cassandra 
D'Leyer,   .  She  is the winner of this issues 
Tyrran Herald Subscriber Raffle.  
Goodwoman D’Leyer will receive a magic 
item created by one of the Royal Magus of 
Evandarr, Fezel Lordsmage.  As per contest 
rules, Mistress D’Leyer will be excluded 
from the raffle in the next two issues. 
 The Tyrran herald would also like to 
apologize to Master Korombos, last issues 
winner for the delay in delivering his prize.  
In thew future winners can expect their 
enchanted object by Royal messenger within 
2 weeks. 
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Adventurers in Myanthea Meet Strange Enemies 
-Travis Furwaif 
 
 A travelling mercenary recently told me 
his tales in the cold Kingdom of Myanthea.  Most 
of it was standard stuff; he mentioned the local 
nobles,  he and his allies destroyed a stronghold of 
the creature known as the Krakon as part of a 
contract, it was cold.  None of this was very 
suprising.  Then they came upon a 
destroyed dwarven village. The lone survivor of 
the massacre  spoke of maroon creatures swinging 
powerful blows who either killed or drove off the 
peaceful bearded villagers. 
 Following the tracks in the snow, this 
mercenary and his allies entered a cavern where 
they engaged in a series of battles.  They fought 
two strange types of monsters. One was a clay 
golem, immune to bindings but vulnerable to the 
“Shatter” and “Destroy” spells.  These were 
apparently quite resistant to the blows of the 
groups warriors, all experienced fighters. 
 The maroon humanoids represented a 
different threat.  Each was apparently able to cast 
“Shield Magic” many times upon itself or others. 
These also swung weapons with with great skill.  
The combination of the two creatures was 
apparently quite a handful for the mercenaries. 
 He sited some other defenses of the 
creatures, and went on to tell how they
 eventually  won out over the strange 
menaces.  After “picking the place clean”  they 
returned to the relative warmth of the Myanthean 
cities, where I met this man in a wine shop.    
 He told the story  well, though he 
exaggerated his teams prowess claiming they were 
outnumbered two to one by their opponents on 
several occaisons.  He asked that his identity, and 
that of his comrades be kept secret, allegedly to 
safeguard the identity of his employers. 

Political Upheaval in a Southern Land 
-  Noku Moritashi 

  
 Kirishai, home to the Emperor’s elite house guard, is the newest 
area to succumb to the turmoil that seems to be gripping Draelonde. Our 
sources within Kirishai have informed us that several members of House 
Tenshi have been spreading sedition against House Koyotaka. Early last 
year, the empire was disturbed by the news that several major 
concentrations of Dark Elves had been discovered, and that many of them 
had begun the process of petitioning the Emperor for recognition within 
the Empire. At first, this was greeted with enthusiasm, but that quickly 
changed when the older, more established houses began to foresee 
problems in allowing unknown houses to assume any positions of power 
within the empire.  
 House Bokenjen was stripped of its clan status several years ago 
and absorbed into House Koyotaka as part of Emperor Jared’s Personal 
Guard.  Kirishai, home to slightly over 8000 Dark Elves whom have oaths 
to Clan Bokenjen have recently begun to express their displeasure with 
the Emperors decision to strip them of their status with in the kingdom. 
Several of the major houses with in Kirishai, mainly members of their 
second house, Tenshi,  have been the most vocal.   
 Last winter at a gathering held in Volta, Squire Phyrra of house 
Tenshi and a Dark Elven warrior by the name of Whisper Everhate 
attended a meeting between several high ranking Dark Elven nobles. In an 
earlier article we reported that a strong group of Dark Elves including 
Squire Phyrra and Whisper managed to explore an ancient crypt in which 
an unknown Dark Elven woman was recovered. We have now been able 
to identify that that was the starting point to King Jared’s current domestic 
problems.  Both Squire Phyrra and Whisper, who happens to be a member 
of the first house, then shortly returned to Kirishai and the unrest began to 
surface. We are in no way saying that either Squire Phyrra or Whisper is 
responsible for this, but they definitely must know something. Word has it 
that King Jared will be sending summons to both to appear before his 
court to explain what actually took place that night.   

In Defense of the Jester’s Guild 
-Inner Council, Jester's Guild of Tyrra 
 
The Jester's Guild of Tyrra is one of the most misunderstood groups 
across this plane.  In the interest of the common good, we would like to 
take this opportunity to establish once and for all, the principles upon 
which the guild was founded & under which we operate.  After the 
dissolution of the Defenders of Tyrra, the Jester's Guild of Tyrra decided 
to make its presence known within Avalon.  Tyrra is a plane which is 
constantly under siege from enemies without and within.  These enemies 
include inter-dimensional conquerors, unnatural aberrations, and 
tyrannical despots, amongst others.  In the ongoing struggle to defend our 
home, we will often resort to unorthodox tactics that are frequently seen 
as nothing more than mad grabs for power, driven by greed & avarice.  
For instance, the myriad of threats that constantly plague Tyrra are a great 
drain upon the Guild's arcane magical powers, and so our guildsmen are 
driven to pursue constant replenishment of their personal reources, both 
mystical and mundane.  As a Guild, we serve the responsible citizens of 
Tyrra and strive to act as a bastion against destructive forces, without 
cessation.  While the Guild answers to no single agency or government, 
we make every effort to coordinate and cooperate with lawful rulers 
throughout the world. 
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NERO ® announces the addition of three additional NERO ® chapters! Please join us in welcoming these additional chapters 
to NERO ®. 
 
NERO ® New Hampshire is operating out of Manchester, New Hampshire. Currently building its staff and player base, the 
NERO New Hampshire chapter estimates 4 weekend events in 1999. Donna Asbornsen can be contacted via telephone at 
(603) 882-4637 or via the Internet at Gilcori@aol.com. Web Page is Under Construction.  
 
The North Eastern Connecticut / Rhode Island chapter has 15 veteran NERO gamers on staff. With plot aplenty, NERO 
N.E.C.R.O is estimating four weekend events in and around northern Connecticut and Rhode Island in 1999. They are 
currently looking for adventure and weekend sites. Sean Griffin can be contacted via telephone at (603) 882-4637 or via the 
Internet at Dunriver@aol.com. Web Page is Under Construction.  
 
The NERO Santa Clara chapter will operate in Santa Clara County, California.   Their veteran staff of qualified individuals 
will bring great role-playing to NERO members nationwide. They are estimating one NERO event each month in 1999. 
Charles Smith can be contacted via telephone at 408 - 821 - 5214 or via the Internet at CWS@JPS.net.  

NERO International: 
Out of Game Information 

This year the NERO ® Symposium was 
held in Ware, Massachusetts on 
November 7, 1998 and November 8, 
1998.  
 
Overview of the NERO  ® Symposium. 
A. The Formal Magic Committee 
will provide the NERO ® Formal Magic 
 Rule Book © to the NERO 
Office by  December 31, 1999. 
 
B. The NERO Rule Book, 9th 
Edition  will be available to the players 
around April 1999. 
 
The following agreements were made by 
all the chapters in attendance at the 
Symposium.  
  
The NERO Treasure and Equipment 
Distribution Limits are: 
 a. Chapters may 
distribute up to 150% of the total treasure 
needed for each player at an event to 
'max-out' their character with training. 
The cost of any equipment given out as 
treasure must be calculated and 
subtracted from this amount. New player 
equipment (provided to all new players) 
is not applied toward treasure distribution 

limits. 
 
 b. Chapters may 
distribute 1 magic item per 10 players 
per game day with the duration of 1 year 
or less marked as unrestricted  (i.e. 50 
players at a 2-day event would allow 10 
items). 
 
 c. Chapters may 
distribute 1 magic item per 400 players 
per game day with duration greater than 
one year (permanent in the old system) 
marked as unrestricted. Therefore, 200 
players at one 2 day event allow 1 item 
to be distributed. As well, 100 players at 
two 2-day events will permit 1 item to be 
distributed. 
 
 d. All Magic Items not 
made within the approved NERO Formal 
Magic rule book © are to be considered 
'Restricted'.  
 
 e. Chapters may 
distribute 1 formal magic component per 
player per game day.  These formal 
components are to be distributed in the 
ratio of ninety-four level 1 components, 
five level 2 components, and one level 4 
component, all randomly generated. 

 
 f. All Formal Magic 
Scrolls, Magic Items, Formal Magic 
Components, and Equipment that 
were made BEFORE the current 
formal magic rules are considered 
'restricted'. 
 
 g. Formal Magic 
scrolls are considered magic items 
{for treasure distribution purposes). 
 
 h. Transformations and 
spirit forges are considered magic 
items. (the exact distribution was 
never determined). 
 
 i. Chapters may 
distribute more than 1 Magic Item per 
10 players per game day provided the 
tag is marked as Local Chapter Only 
(LCO). 
 
j. Magic Items created using 
restricted components, scrolls, or 
items will be marked as restricted. 
k. Licensees will not accept 
magic items marked Local Chapter 
without prior approval. 
 

(Continued on page 18) 

1998 NERO International Symposium 
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l. Treasures and equipment on 
NPCs are considered 'treasures' even if 
the PC's are not expected to receive it. 
For example, the NPC Duke comes in 
with 4 magic items and 20 gold - the 
magic items should be LCO to avoid 
treasure limits, and the 20 gold must be 
included in the treasure distribution rate, 
though if he's NOT rolled, the treasure 
could go out again later that day. 
 
B.  All current permanent magic 
items are to expire on 1/1/2001.  
 
C.  Spirit Forges are permitted 
once per year per character. The first 
spirit forge will not cause the character 
to resurrect. Thereafter, spirit forge will 
give one death equal to the number of 
times forged after the first.  These 
deaths may not be bought back with 
goblin points or given back in any other 
way.  [The other listed formal magic 
modifications will be addressed in the 
NERO Formal Magic rule book © to be 
completed by 1/15/99] 
 
 Joe Valenti, spoke about the 
past, present, and future of NERO as a 
dominant force in live action role 
playing and his intent to propel NERO 
forward over the next 5 to 7 years. 
 After giving a general 
overview of the symposium's agenda 
items, he then spoke about the final 
unification of NERO and a centralized 
business unit whose main purpose is to 
support all NERO businesses.  NERO 
2000 (N2K) is the next step and the start 
of momentum for LARP and NERO. 
 The vision proposed that one 
international system, with the same 
rules, the same business policies, and 
the same set of standards would benefit 
not only the LARP community but all of 
the NERO businesses as well.  
 The goals included that the 
NERO Game System © 2000 would be 
published throughout 1999 and the year 
2000 with the NERO Rule Book © 10th 
edition completed toward the end of the 
fourth quarter of 1999 and used in the 
first quarter of the year 2000. The plans 
include that future publications be 
unified in appearance (size, shape, etc.) 
as well. After the NERO ® initiative 
overview there was one last opportunity 
given for questions. Few, if any, were 

asked. The attendees were polled to see if  
there were any objections to the idea of 
having one national system with set 
policies, a single rule system and game 
world. The notes indicate that not one 
attendee spoke about their reservations 
concerning this issue. It was noted that 
there is true and collective intent to add the 
variants from each chapter to the current 
NERO Rule Book ©. 
 On Saturday at around noon 
Joseph Valenti began the general 
discussion that would help to establish 
guidelines for the NERO 2000 initiative.   
The Saturday afternoon Game Design 
discussion resulted in 15+ design rules.  
The design rules were left out of this 
document to preserve their trade secrecy. 
 Several different groups were 
formed after the Saturday afternoon 
discussion.  The Plot, Rules, Formal 
Magic, Database, and Marketing team 
meetings were held throughout the 
remainder of the Saturday until about 
midnight. Joseph had provided a small 
agenda for each group to review to get 
everyone working together, establish a 
starting point, and gain first impressions of 
what to expect for the remainder of the 
NERO 2000 initiative.  
 
I.  John Bacon spoke for the Rules 
Team: 
a.  Damage Cap as a rule was 
accepted nationally.  
b.  Minimal was removed as a valid 
call.  
c.  The Minimal call has been 
replaced by the Cap 1 call.  
d.  Tim Gile recommended 
'Incapacitate' as a possible NERO call.  
e.  A rough draft N2K Timeline was 
created. 
f.  The NERO rule book 7th edition 
errata was reviewed. While many were 
clarified, others remain in process.  
g.  The NERO Officers must assign 
an NERO Rule Book © project manager 
and design team.  
 
II. Amanda Jenson spoke for the Plot 
Team: The plot group worked well 
together. All of the items on the agenda 
were discussed with many being accepted 
immediately. There was a large discussion 
about The Empire of Evendarr. 
 
III. Sean Burlingame spoke for the 

Formal Magic team: There were a few 
decisions made at the symposium by the 
collective chapter representatives. (these 
are or may change in the future!) 
a)  Casting of Formal Magic spells 
has a standard time of 5 minutes with 1 
hour for hostile effects.   
b) There must be full role playing 
for the duration of all Formal Magic 
spells. 
c) Casting of Formal Magic spells 
uses an automatic success system with 
the amount of casting before reaching the 
area of flaws and the total amount of 
casting determined by the level of formal 
magic of the caster(s) involved. 
d) Permanence has been removed 
completely, greater extend has a 2 or 3 
year duration dependent on the 
components used in the casting.  All 
current permanent items to expire on 
1/1/2001. 
e) The current limit of Formal 
Magic spells on an item or spirit is now 
15.  This number may change in the 
future.  
f) Spirit Forge can be performed 
only once per year per character and, 
after the first spirit forge the formal 
magic spell will give one death equal to 
the number of castings beyond the first. 
Deaths acquired through spirit forges 
may not be bought back with goblin 
points or given back in any way. 
g) There are currently no new 
formal magic spell castings allowed of 
regenerate or controlled spirit store.  This 
topic is still in debate in the committee. 
Investiture is now considered a Formal 
Magic spell on the circle and no longer 
counts against the spirit 
i) The following Formal Magic 
spells were removed completely - Haven 
of the Living/Domain of the Defiled, all 
Extend Spell Formal Magic spells, Race 
Reaver, Store Ability, Warder Glyph 
Improved, Channel (as in Spellstrike), 
Gift of Life, Spirit Store, Cloak of 
Darkness, Destroy Other Magic, Render 
Indestructible Improved, Reverse Life 
Force, Summon Elemental Horde, 
Summon Magical Creature Pack, 
Transfer Enchantment, Regenerate, 
Controlled Spirit Store, Curse of 
Undeath, Greater Proscribe, Permanence, 
Spirit Vessel, Transfer Other 
Enchantment 
 j.) Significant changes 
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were made to the wordings of - Enchant, 
Invest, Warder Glyph, All golem Formal 
Magic spells, Damage Aura, Protection 
Aura, Cloak, Bane, Proscribe, All Extend 
Formal Magic spells, Spell Store, Channel 
(Now from memory and must be cast into 
a weapon), All Copy Formals, Elemental 
Aura, All Transforms, Vengeance, Planar 
Travel, Obliterate, Spirit Forge  
 k.) All transform to formal 
magic spells, except to 7th edition PC race, 
use the inactive till after permanent death 
system where plot circumstances may also 
cause the transformation to take full effect 
for limited duration.  
 l.) The Formal Committee 
is changing the component distribution 
ratio. 

(Continued from page 18) ��������	
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 The staff of the Tyrran Herald 
would like to ask you to help gather the 
information happening in the world of 
NERO.  I f you have an adventure you 
would like to tell about, a poem to share, 
or an artistic effirt show the world, please 
let us know. 
 If you’d like to see more 
information about what’s going on in 
your home chapter, ask your favorite staff 
members to send us an article or  some 

background information about his/her plotlines.  Submissions to the Tyrran 
Herald should be sent to Pam Sims (Psims@asterix.bio.sunysb.edu) 
 or Suzanne Bastien (LdyNeysa@aol.com).  Mail submissions to:  
105 Grove St, Mahwah, NJ  07430 

 Artwork should be black and 
white, and as large as possible, without 
going over a standard sheet of paper.   
 Articles should attempt to clearly 
identify the land adventures take place 
inand people adventures take place in, 
remembering many readers live hundreds 
of miles away and are unfamiliar with 
names, people and enemies the author 
considers comoon knowledge. 
 
Thank you, Tyrran Herald Staff 
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As the blindfold was whisked away, 
Delthrien opened his eyes slightly, 
despite the warning his master had 
given him. A subtle ripple in the 
darkness was the only clue to his 
master’s departure. With a shudder 
that bespoke both the terror of 
stepping completely into Shadow itself 
and anticipation of the day when he 
would learn to do it, he shut his eyes 
tightly once again. A moment later, a 
voice spoke to him. 
 
“Look around you, Delthrien,” it said. 
The voice came from everywhere and 
nowhere, whispering from the 
shadows all around him. He opened 
his eyes. 
 
The room was dimly lit by a single 
small candle at Delthrien’s feet. He 
stood on a ledge at one edge of a 
square chamber with no floor, a pit of 
uncertain depth. Three narrow 
wooden beams stretched across the 
darkness, each leading to a small 
platform before a door shrouded in 
shadow on the far wall 20 feet away. 
Delthrien lifted the candle to get a 
better look at the room when he heard 
his master’s voice again.  
 
“If you open the correct door, I will 
continue to teach you.”  
 
Delthrien thought a moment, then 
made his way slowly along the 
rightmost beam to the door at its other 
end. A heavy padlock hung upon it, its 
thick hasp running through two heavy 
loops of iron sunken into the door and 
the stone around it. He removed 
several short lengths of oddly twisted 
wire from a small pouch, then selected 
one and inserted it into the keyhole. 
After a few quick twists, the lock 
popped open. Delthrien reached for 
the handle but paused. The lock had 
opened too easily for this door to be 
the right one.  
 
As he crossed the center timber, the 
wood creaked and bowed 

unexpectedly, forcing him to windmill his 
arms to keep his balance. The candle fell 
from his fingers into the pit but remained 
lit, showing Delthrien a bit of the floor 20 
feet below. With a whispered curse, he 
reached into a pouch and drew forth a 
mechanical torch before creeping across 
the remaining length of the beam. The soft 
light of the torch revealed no lock on the 
door, but careful examination found a thin 
wire tied to the base of the handle and 
leading into the crack between the door 
and its frame. Delthrien traced the wire 
and found that it connected to several 
others, all of which seemed to lead to 
nothing. The entire thing was a decoy.  
 
Carefully keeping his balance across the 
weak beam, Delthrien crossed the pit again 
and took the leftmost beam. The door at the 
end had a brass handle, while the previous 
two had handles of iron. He saw no lock 
and no wires, which made him uneasy. As 
he moved the torch around the door, the 
light glistened faintly on something wet 
smeared across the inner surface of the 
handle. Contact poison.  
 
Uncertain which door was the correct one, 
Delthrien cautiously made his way back to 
the other side of the pit. He paced for a few 
seconds, then made his way toward the 
middle of the center beam. As the wood 
began to bow, he knelt and examined the 
surface of the wood with his torch. A 
shallow triangular notch had been cut 
across the wood to weaken it. Delthrien 
thought for a moment, then looked down 
into the pit and smiled.  
 
Delthrien stepped back to the main ledge 
and pulled up the beam; the other end fell 
into the pit with a hollow thunk. He 
carefully lowered the end he held, creating 
a narrow ramp that he used to reach the 
floor below. He picked up the fallen candle 
to add its light to the torch’s to examine 
the walls of the pit. After a few moments, 
he found the faint outline of an archway he 
would never have seen from above. He 
searched the wall for a trigger and found a 
loose stone in the wall. When he pressed it, 
the sound of grinding gears bespoke his 
success. As the door opened, warm light 

Rogue Skills in Wildlands South 

spilled into the pit from a well-lit 
corridor beyond. A figure in the hallway 
threw back its hood, revealing the face of 
Delthrien’s master.  
 
“Congratulations, Delthrien. Welcome to 
the true ranks of the Takers of Light.” 
 
(ATLANTA) Wildlands is NERO 
International’s second cross-chapter 
campaign. It builds from core NERO 
rules, but has added many new races, 
spells, and skills, including new color for 
“Rogue and Stealth” skills, below. The 
new Everhold campaign of NERO 
Atlanta’s Wildlands South shares its 
world with the original Harkenwood 
story of NERO Massachusetts. Wildlands 
is totally separate from the world of 
Tyrra and character and item transfer 
from that campaign are not possible. 
Everhold will accept character transfers 
from Harkenwood sometime in 2000.  
 
Thieves’ Tools  
In order to use the skills Pick Locks or 
Disarm Trap in Wildlands, a player must 
have a tag for Thieves’ Tools. This tag 
represents any equipment that a rogue 
possesses that is not a tinkered item, such 
as scissors, dental picks, or clamps. (For 
example, Thieves’ Tools do not include 
any magnetic item.) 
 
Thieves’ Tools are shatterable and can be 
destroyed by an Explosive Trap. If this 
happens, the player will not be able to 
use his or her tools until obtaining a new 
set in-game. 
 
 
Traps  
All traps in Wildlands South have an 
indicator denoting the type of trap. Any 
object that is trapped will contain a small 
sphere, the color of which determines the 
nature of the trap. 
 
Acid Trap Brown Sphere 
Electrical Trap Yellow Sphere 
Explosive Trap White Sphere 
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minute roleplaying gathering one’s energy, 
catching one’s breath, stretching, etc., and 
is not subject to point loss due to 
breaching. A character who is completely 
immobilized from a Web, Confine, or 
Imprison loses the benefits of the armor 
until they are released and spend the time 
necessary to reset the armor. A character 
affected by Disease also loses all 
remaining Dexterity Armor until the 
disease is cured and armor reset. Dexterity 
Armor cannot be stacked with normal 
armor; all Dexterity Armor is lost until the 
character removes all normal armor and 
spends one minute to reset the Dexterity 
Armor. 
 
Open Secret Door 
Prerequisites: None  
This skill allows the character to operate 
the magical triggers that open secret 
portals and alcoves. The character has 
learned the magical and physical tricks 
required to open the most difficult secret 
door triggers. The player must first find the 
trigger to the door and then tell a marshal 
he or she is attempting to open the door. 
 
Razor Edge Weapon 
Prerequisites: Edged Weapon Skill  
This skill allows the character to use a 
Razor Edge weapon without breaking it. A 
Razor Edge weapon is a specially designed 
blade which will hold a Razor Venom and 

Fire Trap Red Sphere 
Gas Trap Green Sphere 
 
Massive Mechanical and Weapon Traps 
will not contain an indicator sphere, as 
their natures are obvious upon inspection, 
and will have the appropriate physical 
representation. 
 
Acid and Electrical Traps are unique to 
Wildlands. Acid Traps do damage in a 5 
foot radius around the trap, but do not 
destroy game items. Electrical Traps will 
affect the person who sets off the trap and 
anyone touching that person or the trap, 
including anyone attached to the person by 
a rope or similar connection. 
 
New Rogue and Stealth Skills 
Wildlands has new Rogue and Stealth 
skills, “Lost Arts” that have only recently 
been rediscovered in the world. Because of 
their nature, these skills must be learned 
during the course of the game, and a 
starting character may not enter game with 
one of these skills. 
 
Dexterity Armor 
Prerequisites: None  
This skill represents the character’s ability 
to dodge and use quickness to avoid blows. 
Each level purchased is equivalent to one 
point of Dexterity Armor. This armor is 
reset fully if the character spends one 

cause extra damage for one swing. The 
player must also possess the weapon 
skill to use the Razor Edge weapon in 
question. A character would need One-
Handed Edged or Small Weapon to use 
a Razor Edge dagger, for example. If a 
character without the Razor Edge 
Weapon skill strikes with such a blade, 
the weapon will break. 
 
Wildlands South runs just four weekend 
events a year. Additional game details, 
event schedules, registration 
information, and helpful travel tips for 
players from outside Georgia are 
available on the Wildlands South web 
site at http://www.larp.com. If you 
have any immediate questions, please 
feel free to contact the WLS Campaign 
Committee via electronic mail at 
wildands@larp.com. We hope to see 
you in Atlanta! 

NERO Atlanta will release schedule information for 
Tyrangel and Wildlands South in February. Please watch 
www.larp.com for details. 
 
NERO DC: Gateways 
April 9-11 Camp #5 "Don Wise", Norland County 
May 7-9 Camp #1 "Don Wise" , Norland County 
June 11-13 Camp #1 "Blade", Midland County 
July 10-12 Camp #1 "Blade", Midland County 
Aug. 6-8 Camp #1 "Blade", Midland County 
 
NERO Maine 
Feb 5-7    Modules at Camp Lone Tree 
March 12-14 Modules at Camp Lone Tree 
April 2-4 Camp Lone Tree 
May 14-16 Camp Lone Tree 
June 4-6  Camp Lone Tree 
 
 

NERO Massachusetts 
 
Feb 5-7  Ravenholt Event 
March 5-7 Ravenholt Event 
April 16-19 Ravenholt Event 
April 30-May 2 Shandlin’s Ferry 
May 7-9  Ravenholt Event 
May 29-31 Ravenholt Event 
June 18-21 Ravenholt Event 
June 25-27 Shandlin’s Ferry 
September 3-6 Tournament Event 
September 24-26 Ravenholt Event 
October 8-10 Ravenholt Event 
October 22-24 Shandlin’s Ferry 
October 29-31 Ravenholt Event 
December 31-2 New Year’s Eve Event (Ravenholt) 
 
 
 

Schedule of Events, by Chapter for 1999 
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NERO New Brunswick (Canada) 
Feb. 26-28 

              Mar. 19-21 
              Apr. 30-May 2 
              May 21-24  
              June 11-13 
              June 30 - July 4  
              July 16-18  
              July 30 - Aug. 2  
              Aug. 13-15 {** May be held on PEI w level 
cap} 
              Sept. 3-6  
              Sept. 24-26 
              Oct. 8-11  
              Oct. 29-31 
              Nov. 26-28 
              Dec. 31 - Jan. 3 
 
NERO OH South (based in Portsmouth, OH) 
 Jan 8 - 10, Camp Oyo (Ashton) 
 Feb 5 - 7, Camp Oyo (Ashton) 
 Mar 12 - 14, Camp Oyo (Ashton) 
 Apr. 16 - 18, Camp Oyo (Ashton) 
 May 28 - 31 (3 day Memorial Day event), 
 Camp Oyo (Ashton) 
 June **NO EVENT YET** 
 July **NO EVENT YET** 
 Aug 27 - 29, Camp Oyo (Ashton) 
 Sept 17 - 19, Camp Oyo (Ashton) 
 October **NO EVENT YET** 
 Nov 5 - 7, Camp Oyo (Ashton) 
 Dec 3 - 5, Camp Oyo (Ashton) 
 
Ohio Valley Game Con (offering table-top gaming 
conventions in the Wheeling, WV area) 
 
April 3, First annual Tri-Valley Game-Con **LOOK 
FOR DETAILS** 
 
PRO  
 Mar 12- 14 Heritage Reservation 
 
NERO WV (based in Wheeling, WV) 
 Jan 22 - 24 Sandscrest Scout Reservation 
   (River's End) 
 Feb 26 - 28 Sandscrest Scout Reservation 
   (River's End) 
 Mar 26 - 28 Sandscrest Scout Reservation 
   (River's End) 
 April 30 - 2 Sandscrest Scout Reservation 
   (River's End) 
 May 14 - 16 Camp Giscowheco 
(Galavast) 
 June 21 - 27  (7 day event) 

   Camp Giscowheco (Galavast) 
 July 23 - 25 Camp Giscowheco (Galavast) 
 Aug 27 - 29 Camp Giscowheco (Galavast) 
 Sept. 24 - 26 Camp Giscowheco (Galavast) 
 Oct 29 - 31  (Halloween event) 
   Camp Giscowheco (Galavast) 
 
NERO WV North  (based in East Liverpool/Yougstown, Ohio area) 
 Feb 19 - 21 Camp Stambaugh (Aelin) 
 March 12 - 14 Camp Stambaugh (Aelin) 
 April   **NO EVENT YET** 
 May 21 - 23 Camp Stambaugh (Aelin) 
 June 11 - 13 Camp McKinley (Lumberton Shire) 
 July 9 - 11 Camp McKinley (Lumberton Shire) 
 Aug 6 - 8 Camp McKinley (Lumberton Shire) 
 Sept 10 - 12 Camp McKinley (Lumberton Shire) 
 
TriState LARP, Inc.-Avendale Campaign 
 Mar 26-28 Camp Cedarcrest 
 April 30,  
 May 1-2, 1999 Camp Cedarcrest 
 
NERO Austin (Texas) 
(www.larp.com/neroasa) 
•Jan.  22-24  
•Feb. 19-21  
•March 19-21  
•April 9-11  
•May 14-16  
 
NERO Colorado- Aurora, Colorado 
(www.nerocolorado.com) 
Jan 23-24 Open Event 1 day 3 pm - Noon  Dream Park 
Feb 5-7 Open Event 2 day 6 pm - 6 pm  Camp Alexander 
Feb 20-21 Closed Event 1 day 3 pm - Noon  Dream Park 
Mar 6-7 Closed Event 1 day 3 pm - Noon  Dream Park 
Mar 19-21 Open Event 2 day 6 pm - 6 pm  Camp Alexander 
Apr 9-11 Open Event 2 day 6 pm - 6 pm  Camp Alexander 
May 2 Explorer Disaster 
May 15-16 Closed Event 1 day 3 pm - Noon    Dream Park 
May 28-31 Open Event 3 day 6 pm - 6 pm  Camp Ora Penn 
Jun 19-20 Closed Event 1 day 3 pm - Noon  Dream Park 
Jul 2-5 Open Event 3 day 6 pm - 6 pm  Camp Ora Penn 
Jul 17-18 Closed Event 1 day 3 pm - Noon  Dream Park 
Aug 21-22 Closed Event 1 day 3 pm - Noon    Dream Park 
Sep 3-6 Open Event 3 day 6 pm - 6 pm  Camp Ora Penn 
Sep 18-19 Closed Event 1 day 3 pm - Noon  Dream Park 
 
 

1999 Schedule of Events (cont.) 



� ��������	
�����
������������������� � � ���(� ����������	

��� ���
����	�� 

���

)&�����)���$�

January 22-24 
February 12-14 
February 26-28 
March 12-14 
March 26-28 
April 9-11 
April 30-May 2 
 
Plans are in the works for a 
9 Day Memorial Day Event! 
(May 28-June 6)  
August 13-15September 24-26 
 
 
NERO International Newsletter Staff 
For submissions, pictures, jokes or suggestions. 
 
Pam Sims- Eastern NERO Editor 
psims@asterix.bio.sunysb.edu 
Suzanne Bastien-Western NERO Editor 
LdyNeysa@aol.com 

NERO Chicago 
(www.nerochicago.com) 
January 30th    10:00am      Pioneer Park 
February 20th  10:00 am     Pioneer Park 
February 27th    Contact Steve for further details  Medieval 
Time 
March 26-28 8:00 pm  Camp Lowden 
April 9-11 8:00 pm  Camp Lowden 
April 23-25 8:00 pm  Camp Dan Beard 
Memorial Day Event 
May 28-31  8:00 pm  Camp Lowden   
June 11-13 8:00 pm  Camp Lowden 
 
NERO DFW 
February 12-14 (High Level)  
March 12-14 (High Level)  
April 16-18 (High Level)  
April 30-May 2 (High Level)  
May 28-31 (High Level - Extended Event)  
 
NERO Midwest 
(www.neromidwest.com) 
No Schedule known of yet. 
 
NERO Kalamazoo (K-Zoo) 
(www.nerokalamazoo.com 

1999  Schedule of Events (Cont) 

NERO would like to thank 
all the NERO  

International Representatives 
for the hard work they are 
contributing to the NERO 

2000 game system.   
 

They are: 
 

Chris Vogel   
Courtney Denby   

Deane Moore  
Joseph Ksanznak  

Katie Carey     
Kristina Kellerman 
Paula Macfarlane   
Steve Wickham 

Tony Lopes   
Wayne Carey 
Chris Ruch 

Laura Shanks 
Ethan Sexton 

Jay Finch 
Mickey Weddington 

Becky Paterson 
Steve Paterson 

Fred Sarkis 
Steve Cecchin 

Seth Peck 
Jimmy Adams 
Chris Matthews 
David Tolman 
Mike Caldwell 

Hunter Thomason 
Matt Gilbart 

Anthony Jackson 
Brad Wagnon 
Chuck Haigh 
Fran Moore 

Frank Valenti 
John Bacon 

John Leblanc 
Mary Bacon 
Matt Pearson 
Nicole Stolpa 
Phil Rodrigues 
Rob Ciccolini 
Scott Wilson 
Scott Wygal 

Shawn Mitola 
Tim Delong 

Emily Classon 
Mitch Meconi 

Amanda Jenson 
Andy French 
Bob Stewart 

Jade Whitney 
Sean Daniels 

Ford Ivey 
Gary Strong 

Jose Acevedo 
Leslie Birt 

Rachel Morris 
Tim Gile 

Steve Pike 
Katie Carey  
Mike Smith  
Chad Elstad 

Derek JonesL 
oren Skagen 
Mike Fenton 

Alex Morrisey 
Andrew Inness 

Aaron Rosenblatt 
Norm Vaughan 

Dale Prey 
Dan Canton 

David Cleveland 
Fred Smith  

Marcel Lougheed 
Norv Getty 

Donna Asbornsen 
Sean Griffen 

Steve Herdman 

Hagbard Arneson  
Alan Green 
Jessica Nida  
Rich Lorrain  
Ken Courtney 

Matt Case 
Robert Conley 
Chris Kaveney 

Suzanne Bastien 
Sean Burlingame 

Caleb Hand 
AJ Loaicono 

Chris Mcmeen 
James Kim 
Matt Sims 
Pam Sims 

Shawn Pierce 
Don Weisel 

Gary Pancost 
Mike Ennis 

Charles Smith  
Ramsey Dadis 
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Announcements: 
 
The NERO ™ Office has is working closely with the NERO Officers, Managers, Licensees, Project Leaders, and the 
representatives from local and international offices to bring a truly international NERO Game System ©. 
 
A. The NERO 2000 (N2K) Project lists have been distributed and individual chapter response has been satisfactory. 

Several NERO players have offered direct services to the NERO Office as well, much to our appreciation.  
 

B. The NERO Rule Book © 8th Edition, which includes the 7th Edition errata, is nearly complete.  
Licensed NERO Chapters that use rules variants can expect the NERO Rule Book © 8th Edition to be available by the 
end of April 1999. 
 

C. The NERO Rule Book © 9th Edition will have more clarifications and expanded skills. The NERO Rule Book 9th 
Edition will be used by NERO chapters that do not use rules variants. Licensed NERO Chapters that do not use rules 
variants can expect the NERO Rule Book © 9th Edition to be available by the end of April 1999. The NERO Rule Book 
© 9th edition will introduce the play-test system which is used to introduce new and exciting role-play skills into game. 
Time permitting, the NERO Rule Book © 9th edition will contain the basic racial & class skill expansion sets as well. 
 

D. The NERO Rule Book © 10th edition includes rules accepted by the Rule Council. The NERO Rule Book © teams will 
work on new and/or improved rule systems including XP/build ratios, combat system, production skills, additional 
spells, military system, merchant system, Noble system, and introductory and full Racial packages. There is an 
emphasis on variety without complexity and on not changing the characteristics of the NERO Game System © that we 
all know and love. 
  

E. The International Formal Magic Group has completed the Formal Magic Rule Book project and its chairman has 
submitted a final system for review by the Licensees and NERO Officers. The NERO Formal Magic Rule Book © 
should be ready for publication by the end of April 1999 and available several weeks afterward. The Formal Rules will 
be available to every player. 
 

F. The NERO Cantrip Guide © version 3.1 was released for play-test to all licensed NERO chapters. The Cantrip play-
test will be one of the first systems added to the play-test system and will undoubtedly change throughout the year of 
1999 as the system is modified. Some chapters may not want to introduce a fluid ‘module’ into there system and may 
wait until the Cantrip system becomes a fully official NERO Game System ©. 
 

G. NERO has begun its advertising campaign. With 22 Chapters and 5 more joining within the next 6 months, NERO has 
placed a simple black and white advertisement in Realms of Fantasy Magazine. It will preview in the June 1999 issue. 
Thereafter, the NERO Office has committed to a one-half page 4-color advertisement for the next 5 issues.  
 

Sincerely, 
Joseph Valenti, President, NERO International, Incorporated 
Paul Fajkowski, Vice-President, NERO International, Incorporated 
Frank Valenti, NERO Officer 
Ford Ivey, NERO Officer 
 
Visit www.NEROLARP.com for a list of Licensed NERO Businesses. 
N2K is the Trademark of NERO International, Incorporated. 
NERO is the Registered Trademark of NERO International, Incorporated. 
The NERO Rule Book is Copyrighted 1989 – 1999 by NERO International, Incorporated 


