




















Tour GuIiDE TO TARNA

Built centuries ago
edge of the great savanna, this city has retained the basic architectural style of

the ancient Egyptians. Some of the descendants of the original builders still’ - :

remain there and

[ the major languages spoken are Egyptian, Swahili and
Common. ‘

Liontaurs are the tiominant species in the city. They are the ruling class, and
the warrior class of guards. The Liontaurs primarily live in the eastern section
of the city. This area is restricted to humans.

Government: The;i“govemment of Tarna is headed by the position of King. The

laws of Tarna are made by the matriarchal Council of Judgement. The King is
selected through a series of tests of skill, strength and wit known as the “Rite of
Rulership”. He serves as King until the Council of Judgement proclaims him
unfit to rule. The former King can again compete in the Rite of Rulership to
regain the throne. Usually, he is torn to shreds by the younger. males during the
competition. 2

The Council of ludéément consists of six positions: the Speaker, the Mother, the

Youth, the Warrior; the Priestess, and the Wizard. These roles are restricted to . ;

females.

Money: The primary currencies of Tarna are Royals and Commons. Royals are
roughly equal to the Golds and Dinars of other lands. There are 100 Commons
to the Royal. Tourists should note: There is a Money Changer in the northwest
section of the city who will exchange other currency for Royals and Commons.

Places to Stay: Tﬁere is a good inn called the Welcome Inn in central Tarna.
This inn has fine rooms at reasonable prices. The food ranges daily from
standard Mid-Eastezn cuisine to many more local specialties. FECS rating: **%*,

Things to See: No self-respecting tourist should miss the spectacle of thet x

bazaar in western Tarna. The sights and sounds create an ambiance unrivaled in
this part of the wor;!d.

The sightseer shouid also go out of the way to see the impressive “Temple of

Sekhmet” located inside the highest tower of the city. Although humans are not
allowed inside the temple, a peek inside is more than worth the asthma attack
from climbing so niany steps to get up there.
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plaii 'ofgrassmthafew trees and rocks to break up the
emmgh this vast grassland are the villages of{fhe Simbani

o Slmbam are traditionally nomadic Warriors and
~_=<herders-of cattle. “They travel many months of the year from village site to
7 village site in order to keep the herds in fresh pasturage. The Simbani are
friendly and open people. They value physical fitness and greatly respect
_outsiderswho-are-physically fit. Theyare openly antagomstlc 1 ds Magic

i . USers, So-itis strongly susggested that no magic be used in their presence.

the Elders,
the tribe are

) o The prmc1pal cun'ency of the Simbani is cattle. One bull =/T'wo cows =
thﬁ:calves Gold is of no value to the Simbani except as an itemy of jewelry.
&The '% .of items is:very common aIso

P ‘d e Elaces 1o_. Stay Sfmbani villages usually have a guest hut for visitors. It is

= " strongly recommended that tourists bring their own food. While ithe Simbani

F aze more than willing to share, few sightseers can stand the coagulated blood

T ae and-mil _Mthar_mahe up-a-major-part of the Simbani diet. FECS|rating: **.
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5 sleﬂ) oujsxdé,hi ‘the savanna, be sure to bring along soniething with

”" i Mgny;_ monsters stalR the savanna, searchmg"tr sleeping

“fire will either drive them away or attract them,but at least

’

i f ivillages are
h.amere excltmg than ﬂle grass, rocks and trees of the savanna.

1§
Siath

ani village of
Iof Deace. Thls pleasant [ittle lake has theé reputation

{is éfways a'great place to watch for wildlife.
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 JUNGLE JAUNTING

4 ¢ .

When mosi.outsiders think of Fricana, they envision thick vegetation blocking
the trails being hacked by machetes, creepy vines reaching to trip the unwary,
snakes slit‘ ering through the very branch the Explorer is reaching for,
mosquitoés munching every section of exposed flesh, and the heat and
humidity Ige[ping the sweat stick your shirt to your skin. Yes, this is it — the
great jungle. This is where we separate the Explorer from the Tourist.

il .

The jungle is indeed a place of wild beauty. It is merely a matter of searching
for it. Varlous tribes live in the jungle of East Fricana. It is only a matter of
finding them. Lost civilizations are concealed everywhere in the thick
undergrowth. It is only a matter of avoiding them: (Few lost civilizations are
filled with g;riendly folk.)

Govemme:ij’zltz None.

Money: Nqne

Places to gt‘ay None.

Things to %ee: Plants, spakes, monkeys, bugs, leopards, vines, mosquitoes,
trees, ferns, etc. It is rumored that there is a giant, magical tree somewhere in

this part offt,he country and a Iost sister city of Tarna filled with ancient treasure.
Such are the stories of this great land.
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5 jungle is the siren’s call to

YW there. One time I was hacking
7 my way through some heavy
£ underbrush when I came

across this lost city inhabited
by apes and ruled by a
beautiful woman. Naturally, -
when she saw me, she fell a;
instantly in love. After all, the
y rest of the guys around there j‘:
were pretty big, smelly, and N

hairy. Jealous, too. 1Ibarely got
away by the sRin of my, well,
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EAsT FRICANA
LANGUAGE GUIDE

¢+ * ¢

Most of the people of this land understand either Common, Swabhili or Arabic,
so here are some common phrases to make your communication more
pleasant.

GREETING PHRASES

Greetings are very important to the people of this region. Almost all social
interactions should begin with a greeting, so mind your manners and be
polite.

Swahili Greetings: Literally Figuratively
Greeting: Habari (News?) (How are you?)
Reply: Mzuri (Good) (I am well)

Other Greetings such as “Jambo” (“You have nothing the matter?”) vary
according to the number and person you are greeting.

Arabic Greetings: Literally Figuratively
Greeting: Naharak sa’id (Happy day) (Have a nice day)
Swahili:

Kwa Heri — “Good-bye” Asante — “Thank you”

Lala salama — “Sleep in peace” Hodi — “May [ enter your house?”
Arabic:

Auda’nak — “Good-bye” Kattir Khairak — “Thanks”

Lailtak sa’idi — “Good Night” Shuf ilmkara waka’'mnilbarl —“Look,
the mooker has fallen off the mule.”
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FIELD GuIDE TO NATIVE FRICANA
FLORA AND FAunNa

L4 * *

East Fricana is widely reknowned for its dynamically diverse wildlife. The
elegant impalas leap past the grazing gnus and enormous elephants, the
cunning cheetah pursues at incredible speed the zippy zebra, the giant
giraffes spread their legs wide apart and bend their elongated necks down to
drink at the wondrous waterhole while the happy hippopotamus wallows in
the malodorous mud. These are the incredible images of the savanna safari
journeying deep into the hidden heart of this Iovely land. Unfortunately, most
of these amazing animals are now found only in a small game preserve east of
colorful Kensington, so you are unfikely to come across them even on your
most extensive excursions.

AMusiNG AND MosTLY HARMLESS CREATURES

Monkeys: Arborial mammals with puerile senses of humor, monkeys do their
best to enliven the dull day of even the lowliest Explorer with such amusements
as dropping overripe mangos on the traveler’s head, leaving banana peels on the
path of the unwary wanderer, and sneaking into the camp of the exhausted
Explorer and making off with his traveler’s cheques.

Meerbats: Small, furry creatures with wings, meerbats seem to be a mutant form
of meerkat. They live in large colonies underground and eat fruit and insects.

NoT QuiTE S0 AMUSING AND SLIGHTLY LESS
HARMLESS CREATURES

Rhinoceros: These ungainly remnants of prehistoric times still wander the
savanna of today. They have extremely poor eyesight, Reen hearing, and an
irascible temper. If you happen to come across one of these amazing creatires
remember this famous Simbani proverb: “The only way to stop a rhinoceros
from charging is to take away its credit card.”

Goblin Pygmies: These diminutive members of the Goblin family are seldom
seen in the savanna and jungle although their presence is obvious. Being meat-
eating and cautiously cowardly, they capture their prey in traps. These traps are
found throughout this region. The wise adventurer should stay alert, as some of
these traps are well-concealed. There is nothing more damaging to the dignity
of the Explorer than to be discovered hanging from a footnoose by the
wandering Warriors of the Simbani, While the Simbani are too polite to laugh at
you, they do tend to snicker when they thinR you can't hear them.
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Giant Ants: These insects are no picnic. Giant ants have unbelievable appetites
and have been known to strip an elephant carcass in 2.3 seconds. They are
persist-ant and resist-ant to giving up their chosen prey, be it eland or Explorer.
In addition to their vise-like jaws and acid-ejecting abdomens, giant ants are
deadly since they seldom stalk solo.

Venomous Vines: There are poisonous plants elsewhere on the planet, but
none are as vicious as the Venomous Vines of the East Fricana savanna. The
fruit of the vines is similar to grapes, very sweet and highly appetizing. They
form on a central stalk near the center of the vine patch. When living creatures
approach to poach upon the fruit, the vines whip around, snagging and trapping
the animal and injecting the virulent venom with their thorns. Use caution and
common sense when coming across these crummy creepers and skedadddle.

DEFINITELY NOoT QuiTE As AMUSING

AND EVEN RATHER HARMFUL CREATURES

Flying Cobras: Venomous vipers with wicked wings (a
particularly nasty combination), Flying Cobras have the added
evolutionary advantage of spitting venom as well as biting.
Thus, when journeying through jungles, Poison Cure pills are
recommended.
/' €rocs: These humanoid reptilemen are intelligent, tough and
toothsome. They refuse to talk truce, (since they can’t speakR),
and seldom spare the spear or sheath their teeth.

P

Apemen: While it is not clear if these are apes ascending to men or
men descending to apes, Apemen combine the brute strength and
toughness of the anthropoid with the stupidity and cantankerousness of
the humanoid.

Shapechangers: These are members of jungle tribes having the magical
ability to take on certain aspects of an animal and transform into a
combination of human and animal. The type of animal depends upon the
totem of a particular village. Some tribes, like those that assume the
aspects of the Bushbaby, are pleasant to encounter. Others, like those that
assume aspects of the Python, Warthog, or Leopard, are best avoided. All
Rnow magic and use spells to defend their territory from all outsiders.

Shapechanger villages are extremely hard to discover since they are
" generally magically concealed

Moose: There are no moose in East Fricana.
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CREATURES FRoOM WHICH

You’n BEsT RuN AwAy

Dinosaurs: Big, ugly, mean, too stubborn to quit, too stupid to die, the “Hatari
Kubwa” (big danger) is definitely something to put on the feet-don’t-fail-me-now
list.

Demon Worms: Legends are told from the Mijikenda on down of

the big monster they call “Utakufa” (You will die). Since no one

who has ever actually seen this thing has ever lived to tell about

it, rumors are sketchy. It is supposed to burrow underground

after its prey and spring up out of the earth at the last moment.
Most famous Explorers discard such naive native narratives as
pure poppycock.

T
Demons: Demons are not native to this region. In fact, they are not \ r
native to this world. They enter our world through magical gates to
spread chaos and desolation upon everything. The gates are opened by
means of negative energy released through death or destruction. Such gates
are usually temporary unless sustained by a “Gate Orb” — a magical device that
draws magic and negative energy from the air in order to maintain a gate.

Demons are resistant to fire and damage from non-magical weapons. They may
be highly intelligent and magic-using (Demon Wizards), or just stupid and tough
(Dumb Demons), but all Demons are dangerous.

CoNcCcLUDING CAVEATS

* * *
“F. E. again. Well, that’s about all you need to know to be a Famous Explorer

around here. It’s been good talking to you. Don’t get much of a chance to talk
much anymore. Seems no one wants to listen. Why, I well recall the time...”
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