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GARGUN

Gargun are a race of malevolent and intelligent small
humanoids, also known as Foulspawn, orcs, and goblins.
There are five sub-species. Gargun are the most aggressive
and barbaric of the intelligent, culture-forming Harnic
species. It is rare for a culture to have no redeeming
features, but that of the Gargun comes close.

AZADMERE

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

ORBAAL

A pre-feudal state in northeast
Harn. The region was formerly called
Jara until the Kingdom of Orbaal was
proclaimed 35 years ago after the
Ivinian conquest of the indigenous Jarin.
It is a very unstable realm, where fewer
than 8,000 rowdy and ungovernable
Ivinians have subjugated about 65,000
rebellious Jarin. Orbaal is really a host
of semi-independent squabbling clan
domains. The few remaining Jarin
landholders are a significant divisive
faction, with some promoting unrest
and plotting the expulsion of the
hated “barbarians” from their native
soil. A major rebellion erupted less
than 20 years ago and considerable

THE KUBORA

The Kubora are a powerful tribal nation
in Peran, the densely forested wilderness of
northwest Harn. Led by Arlun the Barbarian,
the Kubora conquered northwest Tharda and
founded the Kingdom of Rethem 85 years ago.
When Arlun died, his federation collapsed and
most Kubora withdrew once again to Peran.
The 26 Kubora tribes range in size from 240 to
1,200 people. They wear heavy hides of bear
and wolf as well as woven fabrics that they
make or trade for. They deem women inferior
but treat them well. Their main export is the
wild beasts—mostly bear, wild cats, and wolf—
transported down the Scarlet Ribbon to the
Pamesani Games in Rethem and the Thardic
Republic. Some Kubora find employment in the
arenas as gladiators and beast handlers or as

HARNIC CULTURES

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

KINGDOMS OF HARN

There are seven human civilized states on Harn and
two demi-human cultures. Five of the human states are
feudal, one is pre-feudal (Orbaal) and the other (Tharda)
is a plutocratic republic. The two demi-human states are
Azadmere, kingdom of the Khuzdul (dwarves), and Evael,
kingdom of the Sindarin (elves). The influence of both
races far outweighs their numbers.

Harn

Medieval Fantasy RPG World

The dwarves of Harn bear a superficial resemblance to
humans but average under five feet in height. They are stocky
and possess strength out of proportion to their size. They have a
reputation for being secretive, acquisitive, jealous, stubborn, and
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The deep forests of Harn are home Pilots’ Almanac. | This supplement contains maritime and
to 18 tribal nations. Although civilized LR piloting rules.

Harnians look down on them as
backward, most tribesmen have more

| freedom and leisure time than manorial
peasants. However, much of that spare
time must be spent sharpening spears
@ and fletching arrows because the

| wilderness is a more dangerous place
than the manor.

HarnManor provides rules to create
your own manor and includes four
sample ones. It is fully compatible with
HarnMaster or any rules system.

Harn is home to all manner of
creatures, from the mundane and

| useful to the exotic and deadly. This

| collection of bestiary articles is a
useful source of creatures to help or

| hinder player characters. Each richly

| illustrated article includes information
on biology, habitat, folklore and
superstition, and more. Full
HarnMaster statistics are provided.

Religion is pervasive in all levels of
Harnic society. The churches are very
powerful and influential. No roleplaying
campaign is complete without them.

Characters with the interest and natural
ability to practice the “hidden arts” have
the option to enter an elite vocation that
demands skill and dedication to prosper.

The HarnWorld setting may be used with any
RPG system, but the HarnMaster set of rules
is designed specifically for it. Emphasizing
character background and combat

realism, HdrnMaster has rules for character
generation, skills, combat, treasure, and much
more.

HarnWorld, 40th Anniversary Edition, is the primary
reference for the Harn setting. It provides an overview
of the setting’s cultures, economics, history, politics,
and religions. The included Héarndex is an encyclopedic
index of the places and geographical features on the
regional map as has entries on numerous economic
cultural, historical, and religious topics.

Pilots: The Pilots’ Guild, information
on the Vessel Profile, and navigation
and sailing rules.

{ Villages: Rules to generate realistic
Harnic villages populated with a variety
of serfs, freeholders, and craftsmen.

Mage Character Generation: Cleric Character Generation:

i Extensive rules and background for Extensive rules and background for
generating and running a Shek-Pvar © of the generating and running a cleric character

(mage) character. ’ ~ Pantheon | for each of Harn’s ten major religions.

| Crew: The Seamen’s Guild, maritime
ranks and jobs, crewing a vessel, and
handling the Crew List.

Shipwright: The Shipwrights’ Guild,
shipyards, details and illustrations of
vessels, and rules for shipbuilding.

d Household: Rules to populate the
= lord’s household. For most lords, a rich
&y household carries prestige and a penny
saved is a penny wasted.

The Lythia section describes the civilizations, religions,
and trade of the nearby continent, as well as the
languages and scripts used by its denizens. It includes
maps of political/cultural boundaries, topography

and vegetation, trade routes and major exports, and
language distribution.

The HarnMaster character generation system
gives players a rich Harnic experience.
Characters may start the game with a wide
variety of interesting occupations — including
military, religious, magical, and craft—and

at various levels of experience. Character

Ritual Invocations: A selection of
rituals (miracles) is given for each
religion, as well as common rituals
known to clergy of all churches.

Enchantments and Spells: A broad
selection of enchantments and spells

| is given for each convocation. The
convocation skills and fatigue systems

Barbarians: An overview of tribal
culture, economics, and religion. A guide
to HarnMaster character generation for

Creatures included: Aquatics, Bats,
Bears, Chimerae, Deer, Dragons,
Ghosts, Gravewights, Horses, IIme,

Maritime Trade: Information on Manor Budget: Rules to operate

make spellcasting entertaining and : g . . isti i

The Kethira section includes maps and descriptions of the vlanet’s vegetation. winds contacts with (potentially) influential people can be generated, allowing players rewardin LI Of. e l?gntheon. Each Of. Lycanthropes, Morvrin (Undead), tribal characters is also included. filling out a cargo manifest and rules for R TN e,
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’ -l i ' v oo ) i Enriched Magic: Optional advanced details on their mythos, churches, temple Tawedog (Old O Weasels. Yelri 3 fa B0k X illustrate the diverse politics and

charts of the stars and constellations of Kethira’s skies. HarnMaster uses a realistic interactive combat system that gives players many spellcasting rules are included for Cants hierarchies. rituals. and much more. awedog ( ¢ nes), Weasels, Yelgri, each of the 18 tribal nations. Each article Port Alma.na.c: A gloss.ary of ?b?m ‘05 of rucal Ha ncluded
The HarnWorld book is supported by an extensive series of publications that detail tactical options to control their combat destiny. The system is elegant, simple, Gestures, Detection, Spellbinding, Each section also discusses how a deity’s z hu.r? (Fungi). _ includes a tribal range map, occupations, 400 ports, listing shipwright facilities, ;ZZEO}EISCZ goli:,rf o cala ;la;rzrllrécdit: on
kingdoms, cities, castles, organizations, lore, and other topics, available in PDF and and easy to use. Memorization, Astrological Timing, etc. followers view the other churches. Additional creatures are also available weapons and armour data, history, lgullghallfs, plotrt feesamarlt<et 31‘zie£. d each villager and retainer of the lord’s
modular loose-leaf formats. HarnMaster is supported by many rule expansions including those shown here. 9 ergpenid] et s GG el BT Sy 0acing Tactities and costs, and fces. household.
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