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FORWARD

KNIGHTFALL'S PERSONAL HISTORY WITH AD&D 2ND EDITION
I discovered Dungeons and Dragons at an early age. However, I 
entered the D&D fray in the late 1980s. The first D&D book I ever 
saw was a copy of Oriental Adventures for AD&D 1st Edition. It 
belonged to a friend of mine, but I didn't get a chance to borrow it. 
Regardless, I was hooked into the idea of role-playing with that first 
introduction.

At the time, I was living in a little town located in central Alberta 
called Forestburg. It didn't have anything resembling a FLGS. It didn't 
even have a proper comic book store. I would have to wait to get my 
first D&D® book.

Time has erased the memory of how and where I acquired my first 
copies of the Player's Handbook, Dungeon Master's Guide, and 
Monstrous Compendium, Volume One for AD&D 2nd Edition. I do 
know that I likely bought them in Edmonton, Alberta, but I cannot 
remember.

What I can tell you for certain is that once I discovered Dungeons 
and Dragons, I became a prolific mapmaker. I drew maps like a crazy 
person. The first world created in this manner was Rielun (then called 
Malecade). The setting became known as the Islands of Malecade, and 
it was the first world that I DMed.

At first, I created my own player characters and took them through 
a series of short, irregular encounters. My first ever PC was a half-orc 
named Spears. He was a single-classed fighter who traveled with a 
large feline companion. While he wasn't much to look at, he was 
tough as they came and grew up an orphan. He and his companions 
would become the basis for the group of NPCs that are now known as 
the Lions of Malecade.

Spears and his companions were never played as characters by me 
or my friends. Instead, new characters were created and run through a 

series of adventures on one Rielun's other continents. There were two 
PCs and one DMPC. They were all elves. They were triplets; my 
friend Mike W. played Jesse, a female fighter (cavalier kit); my friend 
Mike C. played Darwin, a male fighter (samurai kit); and I played 
Timethon, a male fighter (swashbuckler kit).

There closest allies included a male kender fighter (barbarian kit) 
named Tavim and a female human paladin named Charity. There were 
others as well but time has erased their names from my memory. (At 
the time, I didn't keep a true DM's campaign journal.)

The adventures of the Brass Triplets took them across most of the 
old version of Malecade, but my friends soon outgrew D&D while I 
remained a fan. With the dissolution of my gaming group, I fell back 
into mapping as my outlet for my role-playing needs.

I expanded Rielun. The result was a world without any focus and so 
many continents and island groups that I began to lose track of the 
order of the loose-leaf sheets that made up the world's maps. In 
frustration, I threw it all out. (But I kept the details on the core aspects 
of the world as Word Perfect files.)

After high school, I moved to Edmonton, Alberta, where I made 
new friends at Grant MacEwan Community College. While they 
weren't diehard gamers, I did eventually convince them play in a new 
campaign that would give birth to a new campaign setting that would 
eventually become my flagship D&D world.

World of Kulan.
The world started out as a single map on a piece of hex-paper. The 

heroes would travel across the Lands of Harqual and even visit a 
neighboring continent called The Fallenlands. I have written a great 
deal about the world including a story hour about the Companions 
(still ongoing). However, the world has now become my primary D&D 
v.3.5 world and there is no going back to 2E.
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Still, I will be sharing some AD&D 2nd Edition material derived 
from the old version of Kulan as part of Knightfall's Notes (see this 
issue's version of Back in the Day, pg. 10).

Rielun, too, is no longer a 2E world. It has become the 3E/d20 
System world that I now call Time of Ages. The world as it exists now 
has become something very different from what it was back in the day. 
The best description for Time of Ages is Steampunk Spelljammer.

With the rise of the old school revival, I have been drawn back into 
AD&D 2nd Edition. D&D 4E was a disappointment for me, and while 
D&D v.3.5 will always be my favorite version of the game (unless 
D&D Next rocks socks), I feel a need to rediscover my second favorite 
version of Dungeons and Dragons.

D&D 2E introduced me to various worlds, all with their own unique 
appeal. I was introduced to DragonLance through the Heroes novel 
series. I devoured everything done for 2E for the Forgotten Realms 
(including its sub-settings). I was instantly enthralled by the Dark Sun 
campaign setting, and it, in many ways, is my favorite D&D World.

The World of Greyhawk is the root of the AD&D game system 
while Mystara (and Hollow World) are the roots of the Classic D&D 
game system. Of the two, I am more enthralled with the Known 
World for its unique monsters and racial options. I love the 
expansiveness of the Planescape campaign setting, and I appreciate 
the unique horror of the Ravenloft campaign setting.

The Birthright campaign setting failed to grab me back in the day, 
but I now appreciate its uniqueness. However, I still know very little 
about the setting.

Council of Wyrms was its own unique twist, and it influenced my 
view of 'draconic' characters for 3E.

It is only in the last decade that I have become interested in 
Blackmoor. For years, I only knew Dave Arneson's Blackmoor as part 
of Greyhawk or Mystara. (It's too bad it was never published as its own 
world for 2E.)

I was introduced to Fritz Leiber's Lankhmar through D&D 2E. 
(Thank you TSR, Inc.) I have now read all the novels, and Nehwon is 

one of my favorite sword & sorcery worlds.
Yet it is only in the last few years that I have come to know 

Jakandor and Pelinore.
Whew! I think that's all of them. (Note that I'm purposely not 

including worlds that weren't published by TSR, Inc. or Wizards of the 
Coast, Inc.)

So where do I go now?
Well, I have already begun to form several new campaign settings 

for use with the AD&D 2nd Edition game system. The first uses the old 
name for the massive mess that Rielun once became. This new world 
is not based on anything that has become part of Time of Ages. 
Warped World: Revised is a brand new world, and it is a flat world 
that exists in its own demiplane. I have already created its world map 
using CC2 Pro and have begun creating a hex map for the main 
region of the world using Hexographer.

I have also created another 2E world that is a more traditional 
world, yet its history is highly mythical. It will be my homage to the 
Historical Series of 2E sourcebooks published by TSR, Inc. It won't be 
true to any part of Earth's history, however. All the core races (and 
some others) will have a place on The Second World.

Another new setting that I am simply calling HexWorld, is my third 
new setting for 2E. The main difference between it and the other two 
worlds will be that it will be available under the Creative Commons 
license (by-nc-sa). Of course, that will only include the setting's fluff 
and any maps I create for the world. It cannot include any part of the 
official 2E rules-set. (I'm not likely to create new races or monsters for 
HexWorld. There are plenty that exist already.)

It is these three worlds that will inspire the bulk of the material that 
appears in Knightfall's Notes. I will likely switch it up with thoughts 
about the official D&D Worlds from time to time and expect 2E 
content for Kulan and Rielun.

Cheers!

Robert Blezard
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HEXWORLD

An Introduction
I've always wanted to create something that I could share with the 
gaming community that went beyond me simply sharing my 
homebrewed worlds on a wiki or a message board. I've wanted to give 
to my friends a world that they could do more than read about. I want 
to create world that anyone can take a hold of and mold in their own 
way.

That will be the guiding principle for HexWorld.
The world will be mainly maps and brief overviews of each 

individual region, nation, or city-state. I don't want to overdevelop it; I 
want to leave it up to others to define the world based on the Creative 
Commons license. The license I have chosen for HexWorld is 
Attribution-NonCommerical-ShareAlike.

From the Creative Commons web site: “This license lets others 
remix, tweak, and build upon your work non-commercially, as long as 
they credit you and license their new creations under the identical 
terms.”

I haven't finalized the process on the CC web site, but I am 
planning on doing so once I read more about how it all works. For 
now, I am providing HexWorld under a gentleman's agreement with 
those that are interested in testing my idea to see if it has traction.

Will HexWorld succeed?
It is too early to tell, but I am hopeful that the online gaming 

community will embrace the idea, or at least, my circle of online 
gamer friends will cheer on my efforts and provide feedback. As the 
world and Knightfall's Notes moves forward, I will be more than 
willing to open up its pages for those who wish to contribute to the 
idea of HexWorld.

Now, on to the world...

The First Map
The map on the next page is my first creation for HexWorld. I do not 
have an overall concept for the region, but I will be focusing on the 
coastal land that I have named Carolinga.

It will be a human-dominated kingdom; its people will make their 
living primarily as farmers and fishers, and their king will be a fair and 
just ruler. Political intrigue won't be a strong aspect of Carolinga's 
society. Instead, the kingdom must deal with dangerous creatures from 
the Ebon Marsh and Maarmere, as well as the land's main martial 
rival, Kherol.

Carolingans are a hardy lot that tend to fight first. Thus, it isn't 
surprising that its young people often choose to become adventurers.

For now, Carolinga will be my design. Once I have the basic 
framework done, I will open it up for interpretation by others. Until 
then, I am gladly giving up the design of Kherol to those who wish to 
make it their own. The rules for Kherol are that the land must be 
Carolinga's rival and be strongly martial with an emphasis on 
horsemanship. Kherol's racial makeup is human, half-orc, and 
goblinoid (especially hobgoblin).

I will try very hard to take a hands-off approach to Kherol.
Here are some other guidelines for the map: Daarholg and Daargal 

– two dwarven kingdoms (bitter rivals); Divve – was once part of 
Carolinga (ranching is common); Dwellûn – a land of elves, dwarves, 
and gnomes (Carolinga's main ally); Krail – an independent trade town 
(mainly a human community); Shēo – an independent city-state 
(mixture of races); Sylvair – an old elven kingdom (half-elves shunned); 
Valestone – a land of mystery (Kherol's people fear the denizens of 
this land).

In Issue #1 of Knightfall's Notes, I will give a larger overview of 
Carolinga.
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THE SECOND WORLD

An Introduction
The primary civilizations of this world are gathered around the huge 
central sea. And while the other sea is larger, its surrounding 
shorelines are wild and relatively unexplored. The Inner Sea's human 
civilizations will be at odds with each other and will be primarily at the 
Bronze Age of development.

Halflings and orcs will live alongside humanity, for the most part. 
The elves, dwarves, and gnomes have their own, older, kingdoms in 
the deep forests, expansive mountain ranges, and deep valleys in the 
more trackless parts of the world. The elves will mainly use wooden 
and bronze armor and weaponry with some additional silver items 
while the dwarves will use stone and bronze armor and weaponry 
with some additional iron items. The gnomes prefer to use wood and 
stone; they have a more primitive way of life.

True steel on this world is a rarity.
There are goblinoids, kobolds, and lizardfolk (*) as well, and in fact, 

any creature described in the 2e Monstrous Manual has a place on this 
world. It should be noted, however, that the demihuman subraces are 
very rare on this world. Also, half-elves are uncommon and half-orcs 
are rare. However, there is less animosity towards half-elves and half-
orcs, which has to do with the history of the planet.

The legends of the world state that there was a First World that 
gave birth to this Second World. The First World was a place of 
advanced mechanisms and powerful arcana. It destroyed itself eons 
ago. The world nearly died. Its races were thrown back to a Stone 
Age-like state. Nature took back the planet and all the civilizations of 
the First World were washed away by rising flood waters, buried by 
earthquakes and landslides, or overgrown by the greenery that now 
covers most of the world.

The races, initially, were forced to band together to survive. As time 

marched on, the world's various peoples either went their separate 
ways or remained closely united. Regardless, each race passed down 
its stories of cooperation and respect for the other races of the world. 
And while some of these tales have been lost to the eons, the stories 
of the dwarves, elves, and gnomes have survived pretty much intact to 
this day. The written stories of the humans, halflings, and orcs have 
become a mixture of their original racial tales.

All of the core classes from the 2e PHB are available for this world. 
Character kits are also considered core for this setting; however, the 
kits from the Complete books must be judged on a case by case basis. 
The historical books, once I reacquire them (I do have Age of Heroes), 
will be vital to this world's development. Psionics is not a part of this 
world. Tome of Magic is also a core book for this world.

* I'm going to use the 3e monster "folk" names. They sound better to 
me.
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MAP OF THE SECOND WORLD
EXPORTED INTO CAMPAIGN CARTOGRAPHER 2 PRO FROM FRACTAL TERRAINS
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WARPED WORLD: REVISED

An Introduction
“Warped World” was once the name of the world that was eventually 
re-envisioned as Time of Ages. Warped World: Revised will be a 
different monster. It will be a flat world. Its main continent is located at 
the center of the world. The world's edge will not fall off into 
nothingness. In my opinion, that type of world has been overdone. 
Instead, the world's edge will likely lead to the outer planes. (I haven't 
decided yet.)

What I have decided is that the world exists on its own demiplane. 
(It's not set in the standard Spelljammer universe, but there will be 
spelljamming options.) The world won't be infinite, but it will extend 
well beyond the lands depicted on the world map (see next page). As 
one travels away from the core, the world becomes more planar in 
nature. Outsiders and elementals become more common while 
standard humanoids become a rarity.

Warped World will use psionics (unlike The Second World); it will 
also be highly magical and very bizarre. I'm thinking that I will use 
many of the rules from the Player's Options books. Regardless, I 
foresee a world with dozens of playable PC races and an wide choice 
of classes and character kits.

Strange mechanical devices will be the norm on Warped World, as 
will anything else that breaks the mold of D&D. Weird is not 
abnormal on this world. Standard is not a word I am going to 
associate with the setting's design.

The City-State of Crowfall
There are few communities as famous as the City-state of Crowfall. 
There are cities that are larger, but Crowfall is unique in that it stands 
at the center of the world, and its citizenry have a natural affinity for 
the power of the mind. The lowliest of beggar is often gifted with at 

least one wild talent while the nobility have the resources to train their 
children to become psionicists.

Mages and other arcane magic-users are also highly respected by 
Crowfall's elite while clerics and druids are less favored amongst the 
highborn. Divine casters are more likely to come from the lower 
classes of Crowfall's society. Specialty priests, especially those of the 
city-state's Octagonal Pantheon, are considered more worthy and are 
given a simplex respect throughout the city.

While the city-state's elite like to speak of Crowfall as being the 
heart of the civilized world, the city-state has a rough edge to it. In an 
urban sprawl of just over 30,000 people, it shouldn't come as a 
surprise that there are gangs and guilds aplenty in the city-state. Street 
toughs vie for territory with the three guilds of rogues — one each for 
thief, bard, and assassin.

Ward sheriffs either work to keep the peace or work to keep their 
jobs. Bribery goes a long way in Crowfall, but there are limits. The 
ward sheriffs must answer to those with more power and influence 
including the Knights' Council and the League of Merchants. Political 
alliances and clandestine backstabbing are commonplace.

Crowfall is also known for its racial diversity. To say that the city-
state's is melting pot is an understatement. All of the standard races 
and most of the nonstandard ones have a place in the city's wards. 
Humanity doesn't rule Crowfall; humans are just another race in the 
mix, although they do have greater numbers overall. Dwarves, elves, 
the forged, gnomes, halflings, half-elves, half-orcs (and orcs), kobolds, 
and even goblinoids make Crowfall a unique potpourri of cultures. 
And while racial tensions and bitter rivalries can divide the citizenry of 
the city-state, there is more tolerance (if not true acceptance) in 
Crowfall than anywhere else.

Social class is more important than racial purity.
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BACK IN THE DAY

Building Harqual's Foundation
Drawing maps was always a creative release for me. And, before I had 
Campaign Cartographer (I began with the DOS version), I was always 
scratching out new coastlines on hex sheets or blank scraps of paper. 
Many of these scrawls were either lost or discarded.

However, I one map I drew back in the day was an early attempt to 
redraw my Malecade continent for Rielun. And while it was only on 
one sheet of paper, I clung to it in hopes of redrawing the entire 
continent.

It never happened.
Instead, that one sheet of paper became the first map of the 

continent that I now call the Lands of Harqual. I had intended the 
map to be north-to-south landscape, but when I decided to use it for 
Harqual, I simply rotated it 90 degrees. That one change influenced 
the entire continent's design.

Harqual became a continent that stretched considerably from north 
to south, yet from east to west, it covered less distance. It would be a 
design that I would convert for use with Campaign Cartographer.

The starting point for the campaign was based on a 2E adventure 
called Rudwilla's Stew from Dungeon Magazine #45. (This dates the 
settings origins near the beginning of 1994.) The backdrop for the 
adventure, the Duchy of Mulcrow, would become the foundation of a 
region that I would eventually name the Eastern Shores. (Minar is what 
I call Mulcrow now.)

I would return to the pages of Issue #45 for what would be the last 
adventure I'd run for my friends, Prism Keep.

What it and Rudwilla's Stew did do was introduce several NPCs 
that are still part of the Lands of Harqual, although I renamed a few of 
them.

Jelmark still works for the duke; Rudwilla's apprentice Cora moved 

on to adventuring after her mistress's death in a later adventure; 
Naswig survived Rudwilla's passing, and he now travels with Cora; 
and the bugbear chieftain named Bruggh (I renamed him [Brulok]) 
survived to menace Minar during my 3E version of Kulan.

Danal Blackeagle escaped Prism Keep with the PCs help and has 
become a renown adventurer; Irinia (I renamed her [Erin]) still controls 
the keep and has built her own dominion around it; and the babau 
demon named Kaxathros fled the keep and has become an infamous 
pirate known as the Black Scallywag. The PCs never discovered the 
fate of Alarius, and he remains trapped in the White Tower.

In many ways, Harqual's foundation was built from a combination 
of several Dungeon Magazine adventures and my own homebrewed 
campaign arcs. Issue #45 remains the key issue for the 2E era while 
the adventures of the Shackled City Adventure Path define a great deal 
of what has become of Harqual for v.3.5.

And while I never ran the two SideTrek adventures from Issue #45 
as part of Harqual, I have always considered All Things Nice and 
Gritzel's Guidance to be canon for the Lands of Harqual. The 
Spelljammer adventure from that issue, An Artist's Errand, cannot be 
included as part of a Harqual campaign, as written, since there are no 
drow on Kulan (or anywhere else in Kulanspace).

Another 2E era Dungeon Magazine adventure is also considered 
canon for the Lands of Harqual (set in Minar, as well) even though it 
was never played through by me and my friends: The Unkindness of 
Ravens from Issue #65.

Here is a short list of some other 2E adventures/sources that 
formed the initial building blocks of Harqual: College of Wizardry, 
Complete Ranger's Handbook (as well as several of the other complete 
books), Den of Thieves, Monster Mythology, and The Silver Key.
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