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Deep within the steaming jungles of
Lustria, fearless Old Worlder explorers
have encountered Lizardmen.

In a desperate and bloody rescue
attempt, the explorers storm the
Lizardman temple hoping to save

a companion from certain death.
Diorama by Mike McVey
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INTRODUCTION

THE OLD ONES

Many thousands of years ago, before the Age of Chaos,
before the ancestors of Elves and Dwarfs knew speech or
song, the world was visited by travellers from the
uttermost reaches of the universe. In Elven legends this
mysterious race are dimly recalled only as “The Old
Ones’. They came from beyond the stars by means of an
inter-dimensional gateway which they opened above the
north pole of the world and through this gateway came
their silver ships. Here, in the Warhammer World they
discovered the ancestors of the Elves and the Dwarfs and
nurtured them. However, they did this secretly, always
remaining hidden and only revealing themselves to give
guidance and teach the arts of civilisation. Thus they
were worshipped and passed into legend as creator
gods. For what purpose the Old Ones did these things
remains a total mystery.

THE CITIES OF THE OLD ONES

The Old Ones built fabulous cities and temples far away
from the regions inhabited by the developing races of
the Warhammer World, in the western continent known
today as Lustria. The cities were secluded and hidden
deep within the equatorial rain forests where the climate
and humid conditions best suited the alien metabolism
of the Old Ones.

ARCANE TECHNOLOGY

The Old Ones were masters of the world in those days,
and perhaps even masters of the entire universe as well.
Their technology was advanced beyond imagination and
their command of the power of magic was complete.
Indeed magic and science were one and the same thing
to the Old Ones. Both were just different aspects of the
same galaxy-spanning arcane technology which is
beyond our comprehension. The polar gateway was a
device created by means of this technology as a portal
between the dimensions of reality.

CATASTROPHE

No-one knows what terrible catastrophe befell the Old
Ones and destroyed the ordered world they had created.
Since their knowledge was complete and their
technology perfect, the answer must lie with the Old
Ones themselves. The gateway, which was the source of
all their power in the world and their means of contact
with their place of origin, collapsed onto the north pole.
This created a region of seething energy, a wasteland
drenched in magical power. Worse than this, the
collapse of the portal opened up a gaping hole into
another dimension inhabited by daemons. Thus began
the Time of Chaos, when daemons poured through the
hole into the world where they wreaked havoc. The
polar region became the dreaded Realm of Chaos that
persists to this day; a place where daemons dwell and
raw magic flows outwards over the globe like the tides
of the sea.

The Old Ones who inhabited the world were destroyed
in the catastrophe, perhaps devoured by the daemons,
perhaps wiped out trying to resist them. No-one knows
their fate. The Old Ones and their deeds were forgotten.
The Elves and Dwarfs whom they had placed on the
ladder of civilisation miraculously survived the Time of
Chaos. Perhaps this alone testifies to the last despairing
efforts of the Old Ones before they perished.

Now lacking the guidance of the Old Ones, they began
to develop in their own fashion. Humanity, the Old
Ones’ newest and most vulnerable progeny, were left to
learn from contact with the other older races,
remembering virtually nothing of the Old Ones. In
Lustria the cities and temples of the Old Ones gradually
decayed and became overgrown by the relentless jungle.

THE SLANN

Although the Old Ones were gone, the lands of Lustria
were not left completely uninhabited, for the Old Ones
had not come to the world alone. They had brought
with them their slaves and servants, creatures whose
minds and bodies the Old Ones had found useful. Of
these, the most intelligent were the Slann. These were
the organisers, architects and techno-mages who had
built the cities to the design of their masters. They had
also shaped the world itself as commanded by the Old
Ones. It was the Slann who built the polar portals and
their magic had maintained them until the catastrophe.
The Slann had even changed the original orbit of the
world to bring it closer to the sun. In doing this they
warmed the atmosphere and caused the continents to
tear apart and drift to create the seas and lands of the
world today. It was because the Slann were second only
to the Old Ones themselves in wisdom and
understanding that they were able to do these things.

From the beginning, the Slann were always few in
number and since those days their numbers have
dwindled further. The knowledge they inherited from
the Old Ones has gradually been forgotten, remaining
only as a dim memory of a golden age of wisdom,
superstition and a vast mass of arcane and inscrutable
ritual. Even the Slann no longer know what their rituals
are for, but they observe them nonetheless. The shock of
the great catastrophe has imprinted itself upon their
consciousness and who knows what might befall the
world if any of the rituals were altered or neglected?

Nevertheless, the Slann are still the greatest mages in the
Warhammer World, even though they no longer possess
the awesome power of their ancestors. The Slann Mage-
Priests are even more potent than the greatest of the
Elven Mages, who learned all they know ultimately from
the Slann themselves long ago.



THE SAURUS

While the Old Ones relied
upon the unique mental
powers of the Slann, these
creatures  lacked  physical
energy and made poor warriors
znd workers. They were not
very numerous and their
bloated toad-like bodies were
sluggish and wvulnerable and
they lacked aggression. To
serve them as their soldiers, the
Old Ones found another race -
the Saurus.

Whether the Old Ones brought
the Saurus with them or bred
them for their purpose after
thev arrived remains unknown.
It is likely that the Saurus were
adapted from the reptilian life
that already dwelt in the
primaeval jungles and that they
were one of many such
breeding experiments of which
the descendants persist to this
day

It is possible that the Saurus
were the first race the Old Ones
bred on this world, but never
developed to a satisfactory
stage, and were eventually
superceded by the Elves. The
Saurus are brutish creatures,
possessing slow minds capable
of little emotion except single-
minded savagery. They can
utilise crude weapons and fight
well with them, but cannot
accomplish more complex
rasks. As soldiers to guard the
temple cities, the Saurus were
however exactly what the Old
Ones needed.

THE SKINKS

The Old Ones therefore had to try again to breed a race
which combined mental and physical agility. They
neceded creatures capable of doing many complex tasks
under the supervision of the Slann. To this end they
bred the smaller, weaker but more intelligent race of
skinks. These creatures were far less slow-witted and
sluggish than the Saurus and made good workers. What
they lacked in size and strength they made up for in
aumbers and the ability to work together in teams. The
skinks became the mass workforce of the Old Ones just
as they remain for the Slann to this day.

The Skinks also proved to be a useful complement to
the Saurus in battle, since the Skinks were able to shoot
with bows, throw javelins accurately and ride the great
lizards known as Cold Ones.
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PRIMAEVAL REPTILES

The Old Ones bred other reptilian creatures as workers,
warriors and beasts of burden. Gigantic Kroxigor were
bred to be tall and powerful construction slaves able to
lift and carry massive blocks of stone for building the
high temple pyramids. Other creatures which had lived
in the jungles of Lustria since the dawn of time were
tamed and put to use, such as Cold Ones as fast mounts
for the Skinks to ride into battle and the flying Terradons
that enabled Skink messengers and scouts to glide over
impenetrable jungle, swamp and mountains from one
pyramid temple to another. Huge monsters like the
dreaded Stegadons were harnessed to carry heavy
burdens for many miles, crashing through dense
undergrowth dragging gigantic boulders behind them
or felling the tall trees of the rain forest with their horns
and tusks to make clearings for new temples and cities.
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IBN JELLABA'S

EXPEDITION TO ZLATLAN
Circa Imperial Year 1150

Ibn Jellaba was a trader of Araby intent on opening up a trade route into the interior of the South Lands to procure
spices and gold. He trekked over the desert with a camel caravan until he reached the jungles of the South Lands.
Here he encountered the Lizardman city of Zlatlan which had remained hidden for millennia. This Lizardman realm
far to the south of the great desert was known to the Arabians only by rumour and legend, and the uncertain
reports of chance encounters between desert nomads and the dreaded ‘Al Saurim’. Ibn survived the adventure and
made his way back overland to Araby, where the Sultan instructed that his adventures be written down.

The following extracts describe Ibn’s encounters with the Lizardmen.

g Ibn Crosses the Great Desert...
1, I6n Jellaba made the tref from Ka-Sabar into the interior.

a3

‘No-one fud ever done this before and fived to tell the tale.

The Sultan of Araby provided me with fifty camels and an
escort of exceptionally loyal eunuch soldiers from his paface
quard, commanded by Haqim, a champion of immense size and
courage. I myself hired several Tuareg scouts to lead me across
the desert. I was seeking a land route to the gold and spice lands

L of the south beyond the great jungle.

- W

e 2

6

At this time the merchants of Lasheik were in fierce rivalry
with the Cathayan ships that fiad appeared in the southern
oceans, seeking to take over the sea trade routes. As well as this
the Eff ships of Ulthuan were attempting to keep the routes to
themselves. It was for this reason that the Sultan instructed me
to discover an overland route across the great desert, saying:
“Find a way with the ships of the desert. (#istorian’s note: He
means camels.) Navigate by the stars, and bring back the riches

~ from under the noses of our rivals!”

Ibn Reaches the Jungle...

Historian’s note: Ibn goes on to mention in the account of his
Journey the rumour of the Al Saurim and wonders whether he
will encounter them and if they will be hostile. Some of the
Tuaregs he has hired claim to have seen them. He then describes
the first stage of the journey across the desert and we pick up
the tale where his expedition reaches the edge of the jungle.

“After trekking for three weeks across the buming void, we
reachied green land covered with scrub and thomn bushes. My
Tuaregs were able to smell water in the breeze, so we found
several unknown oases and water fioles. I carefully recorded the
position of these according to sightings upon the sun, moon
and stars, so that those who might come after us shall not die
of thirst. I also had these places marfed with caimns of stones.

No-one from Araby had ever been into this green land before,
not even the Tuaregs, and so we were all on our guard against

ambushes and wild beasts. I fuad to promise the Tuaregs more
gold to persuade them to leave the desert and continue with me
into this unknown land. After several days, the trees became
more numerous and soon the vegetation was so dense that the
eunuchs were hardly able to cut a way through with their

scimitars.

Then suddenfy we came upon a paved road which was open to
the sky. The road was very ancient and overgrown with weeds
and stretched far off towards the distant horizon. As it was
certainly aligned upon the southern constellation, I decided that
we should follow it. At that time I believed it had been made by
the people of Al Nefiekhariyah long ago. (Historian’s note: This
is the Arabian name for the ancient civilisation destroyed by
the Undead.) Later, I discovered that it had been made by the
mysterious Al Saurim.”

Ibn Advances to Within Sight of Zlatlan...

“We followed the road soutfiwards through the jungle for marny
days. It would not fuve been possible for us to hack our way
through the dense vegetation on either side of the road. There
were many treacherous swamps but the road crossed over these
by means of causeways. It was good that we fad brought
camels with us because although we often came upon water, it
was normally not safe to drink.

In one place, some camels were led to a pool and left to drink.
They became irritated and all at once stampeded. In the pool we
found the carcass of one of the camels, which fiad been reduced
to a skeleton by the ferocious creatures that dwelt there.
Sometimes we saw the eyes of reptiles appear above the water,
as if watching us.

At length, the top of a tall tower was seen shimmering on the
far souther horizon. The road was afigned directly towards it.
At first we all thought that this must be a mirage of the Efven
citadel on the coast of the South Lands. But it was not, for
later we could see that the towering structure was in fact
shaped in the form of a stepped pyramid. It was not at all fike
the ids of Khemri which are smootf and end in a point
that pierces the sky. This pyramid ended in a flat platform.*

il
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Ibn Encounters the Lizardmen...

“We were within sight of the city of the Lizardmen when we
were spied from above by their scouts. They flew high over us
riding upon the backs of great winged lizards and then circled
like vultures, slowly descending lower and lower. Al the time
the riders were observing us. Soon they were gliding and
swooping very low. Their shadows fell over the camel caravan
causing the camels, which are always bad-tempered, to grunt
and below and become unmanageable.

1 harangued the Tuaregs saying that no-one was to shoot
arrows up at them, or they would be executed! I was anxious
not to provoke fighting that would certainly end in our
destruction. We carried on and the flying scouts, having taken a
goodfuoﬁutus,swoopedcﬁwwar&sthtdismpyrmnﬁfs.
Later that day as we were leading the camels across another
causeway Al Saurim carrying weapons and omaments of copper
and gold suddenly swarmed out of the weed-choked pools from
either side. They were bright turquoise with yellow crests and
-~ gathered on either side of their standard fike a regiment of
soldfiers, barring our way with their weapons.

“The camels halted, and the eunuchis stepped forward with their
scimitars to form a battle-line. I stepped forward myself,
making the gestures of peace and friendship of all the desert
tribes that I could think of, in the hope that they would
recognise one of them. Their leader, who was bedecked in
feathers, edged forward towards me. It was I who spoke first.
“Salaarn brother, we come in peace!” He spoke to me in his own
tongue which I could not understand. It was time to declare the
reason for our entry into fiis land before they decided to attack
us. I beckoned bearers to bring forward all manner of good
things from the land of Araby and (aid them out on the
causeway. Then I retreated back to the eunuchs, so that the
chief of the Al Saurim could examine our merchandise.

The chief and several other Lizardmen were [ooking at our
goods displayed on the causeway. They wore a great amount of
gold ormaments proving that they were important officers or
champions. While this was going on Haqim the eunuch had
noticed that another company of Al Saurim fiad appeared
behind us. These were much bigger warriors than the ones who
stood to our front. They were armed with spears and shields of
bronze which glinted in the sun. These were undoubtedly the
best soldiers of the Al Saurim.

| Those inspecting the merchandise now turned away, leaving all

of it where it was. They retreated a little way along the road
and then scurried off into the trees. This revealed what was
behind them: another densely packed regiment of Al Saurim
armed with great bronze scimitars and bucklers, befind a fuge
standard surmounted by one of their idols. Our path was
blocked in both directions and there was no escape across the
swamps. The Al Saurim stood motionfess. The chiefs, who

~ were head and shoulders above the rest, kept them under strict
discipline. All this time the fiot sun beat down on us from
above.

1 discussed our predicament with Hagim. We agreed that it was
better to wait, since they did not move to attack us. If they did
attack, then fe and the eunuchs would try to hack their way
Back along the road. Either way we would meet our fate
fonourably.”
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Ibn Meets the Scribes of Zlatlan...

“As the sun was about to set and the moon was clear above the
florizon, the ranks of warriors parted to [et through a group of
the smaller Al Saurim. They were dignitaries of some sort,
carrying scrolls and other strange artifacts. The leader began to
speak in a different tongue from the one they had used before. 1
fistened for a long time and then I knew that fie was speaking
in the ancient tongue of the Al Nefiekharin, afthough he was
barely able to pronounce the words. This is a very evil tongue
used now only by wicked sorcerers and it is only because Iam a
scholar that I recognised it. I am one of the few whom the
Suftan allows to read the forbidden scrolls, for I am strong in
faith and will not be corrupted.

1 was at first afraid that the Al Saurim might be followers of
the evil ones of the Al Nefiekharin, but they spoke the archaic
tongue as it was spoken long before the evil came into that
accursed [and. Unfortunately all the efforts of the speaker were
in vain because I did not know the language well enough to
reply to them, and indeed, it is forbidden for subjects of the
Sultan to speak out loud the words of that accursed tongue!

At length, the leader of the Al Saurim gave up speaking to me,
but I had understood some of what fie had said. He fiad asked
me marty questions about the sfiape of the world and the reafms
of the many nations and races. These questions fad come from
his overford who presided over the city. In order to reply to the
questions and also as a gesture of peace, I ordered my boxes of
charts to be brought up and opened, so that fie could inspect
them. The leader of the Al Saurim was most impressed and had
all fiis servants gather up my charts and also all the
mathematical instruments, including my astrolabe and compass.
Assuming them to be gifts, they scurried off in a state of great
satisfaction!”

Ibn Accompanies the Lizardmen into the
Lands of the Undead...

Historian’s note: The Skink scribes returned having taken the
‘gifts’ to their Mage-Priest. They escorted Ibn and his men into
other parts of the city where they were well cared for. Ibn
Jellaba’s tale now includes a long report of his observations in
the city and how through long and difficult conversations, the
Skink scribes promised to help him return to his own land with
gifts for the Sultan, in return for his help in a great expedition
which they were planning.

The highly intelligent Skinks managed to acquire some
knowledge of Arabian naking communication easier. At this
point Ibn was able to convey the Sultan’s desire for permission
for the merchants of Araby to lead caravans along the road of
the Lizardmen to reach the spices and gold of the south. The
Mage-Lord would not permit this, not even in return for a
tribute of gold! Ibn did however manage to get back his
mathematical instruments and charts, so he was once again able
to navigate by the stars. Apparently, the Skink artisans had
made copies of them for the Mage-Lord.

The expedition was an attempt to recover the mummified relics
of one of the Lizardmen’s former Mage-Priests. They believed it
was hidden in a necropolis in the lands of the Undead, having
been stolen in a raid many thousands of years ago. It seems
likely that the reigning Mage-Priest of the city, Lord
Xuaxamul, needed Ibn's first hand knowledge of the great
desert and the routes across it because Lizardmen, being
creatures of the humid rain forest, were unaccustomed to
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survival in an arid land completely lacking in moisture. In the
next extract, the expedition is well under way. It appears that
only Saurus and Stegadons, (which Ibn describes as "giant
horned beasts’, but are translated here as *Stegadons’ for
convenience) were selected for the expedition accompanied by
cohorts of Skinks, and of course Ibn's own small contingent.

“We passed the dismal skull piflars which marked the borders of
the lands of Al Nefiekhariyah and entered truly desolate desert.
Yniminfi (a Skink fiero and [eader of the expedition)
re-organised the order of march, placing all the Stegadons that
were laden down with the fuge gourds of water in the rear of
the cofumn, The Stegadons equipped witf howdahs were placed
in the fore, interspersed with cohorts of fierce Al Saurim. My
contingent went afiead of these, with Tuareg scouts searching
for the way, seeking out water fioles, and keeping a lookout for
the foe. Battle with the Al Nefiekharin could be expected at any
time.

The column marchied for several fours after sunrise and sunset
each day and we rested during the night and the fiottest part of
the day. This was done because the Al Saurim and their beasts
became sluggish in the cold of night and the feat of day and
needed to rest. It was also a very sound strateqy, because the
dust raised by the column would not be so apparent to the
enemy in the haze of dawn and dusk.

It was revealed to me that at this time the Mage-Lord of the
city was attempting to send his thoughts out across the void to
entrance the minds of his great adversary. I doubted whether
such a thing was possible, but Yniminhi was utterfy convinced
that their lord could make him slothful and inactive even if fie
discovered our presence in his land.”

Historian’s note: The Mage Lord had undoubtedly used his
telepathic powers to search the deserts and find the place where
his predecessor’s relics were hidden, before dispatching
Yniminhi to recover them.

| “It seems that fie hud managed this magical feat, because at
* [ength we saw the ruined pyramid necropolis as a mirage before
us. I knew that this meant that the real necropolis was several
days march further north. There were no signs of any defenders
until we came close to the actual ruins. Then it was ¢
only a [esser servant of the great lord of the Al Nefiekharin who
came out to oppose us, and not the mighty fiorde of his
overlord.”

Ibn takes Part in the Battle between the
Lizardmen and the Undead...

“Nevertheless, the army of the Al Nehekfarin were numerous.
It was made up of the skefeton chariotry of the former kings of
that dreaded place and his evil archers. They issued forth from
their tomb shafts and attacked us in the fieat of the day forcing
us to break camp to defend ourselves. The Al Saurim were

fallen. The army entered the necropolis. The

basking in the fieat and gathered to their standards slowfy,
without any sense of urgency. I ordered my men to fall back to
the crest of the next sand dune before the arrows fell among us,
50 as to delay the onset of the foe.

This tactic worked and the entire fost of the evil ones followed
us over the [ast great dune and into the massed ranks of the Al
Saurim who were ready to slay them. The Al Saurim were
drawn up for battle with the giant horned beasts to the fore.
These charged into the approaching enemy. Behind them, but
spaced between the monsters, were the cofiorts of Al Saurim.
These charged next, after the monsters fiad plunged deep into
the enemy ranks, throwing them into disarray. Thus the Al
Nehekharin were destroyed and they collapsed into fieaps of
skulls and bones strewn across the desert. Their numbers could
not prevail against the might of the Stegadons and the rage of
the Al Saurim. Although the wailing and sight of the evil
fordes would have struck utter terror into the hearts of mortal
men, the AL Saurim were not at all afraid, they just slew
anything that came near.

After the battle, the desert was silent. There was [ittle flesfi for
the buzzards to fight over, since so few of the Al Saurim fiad
pyramids of the
city had been destroyed. AIl that was left were the dark gaping
shafts leading into the Undead crypts. Witfout fear; the scribes
entered each and every one of these in their search. Al Saurim
warriors were summorned and set to work breaking open
chambers and sarcophagi with bronze chisels. We made a great
pile of all that we found.

On my instructions the evil scrolls were burned, and several
inert mummies of the former kings were dismembered, put to
the torch and scattered to the four winds. This was exactly as
we had done with the corpse of the Tomb King who had [ed
the forde against us. Then the scribes found what they were
seeking — the refics of their ancient Magt-Larc[. A tattered
bundle was all that remained, many of the missing bones fad
no doubt been subjected to all manner of vile rituals by the evil
necromarncers. The scribes placed these upon the palanquin
which they had brought with them for the purpose, with great

awe and reverence.”

Historian's note: The rest of the tale concerns Ibn's return
journey. The Skink scribes allowed Ibn to take the gold and
precious gems that had been found in the tombs or ripped from
the mumnties of the Tomb Kings; all the Skinks wanted was
their relic lord. The treasure amounted to a great heap which
was laden onto the camels. This was Ibn's reward for leading
the Lizardmen through the desert, so that he should not return
empty handed to incur the displeasure of the Sultan. After
passing the skull pillars once more, Ibn's contingent set off
westwards for Ka-Sabar and the Lizardmen continued
southwards to Zlatlan.

Ibn reached Ka-Sabar and reported that there was no practical
overland route to the southern seas. He also told the Sultan
about the powerful armies of the lost realm of the Al Saurim
who controlled the hinterland and that they had no interest in
opening up trade links with anyone. Although the Sultan was
disappointed with this news, he was delighted with the vast
treasure brought back by Ibn's caravan. Not only were Ibn and
all his men rewarded, but there was enough wealth left over to
equip a new fleet of war dhows to challenge the High Elves and
Cathayans for the southern spice trade routes.
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LUSTRIA

THE CONTINENT OF LUSTRIA

For millennia, the mysterious continent of Lustria has
remained hidden from all the races of the known world
except for the Lizardmen. During this time it has been
free from the misfortunes, plagues and wars which have
ravaged so many other lands. Even the taint of Chaos has
remained a distant threat.

Only recently, within the last few centuries, have any
significant numbers of outsiders intent on plunder or
settlement penetrated the dense tropical jungles of
Lustria. Before the discovery of the continent by men,
there were occasional visitations by High Elf adventurers
and Dark EIf raiders, but these were rare events to
disturb the tranquillity and meditations of the Slann.

Lustria therefore, has remained very different from
anvwhere else in the known world, except for the
southern regions of the Dark Lands, which are strangely
similar. The two continents were once joined but were
separated on the instructions of the Old Ones by the
arcane geographical engineering of the Slann.

THE JUNGLE

Lustria is a hot, steamy tropical wilderness. The entire
continent is covered with jungle or swamp. Even the
high peaks and plateaux are blanketed in dense
vegetation. Only the Lizardmen and their reptilian
kindred can endure the stifling heat and humidity of the
jungle for long; other races eventually sicken or die,
become idle and listless, or go mad.

Settlers therefore tend to stay near the coasts, living on
the beaches, where the winds can blow away the
mosquitoes. Those who venture inland must attempt to
clear away the jungle to have any chance of survival for
more than a few years. This is hard work, and the jungle
always returns.

The Lizardman glyph Tlax’'
represents a pyramid
temple and stands for the
idea of ‘city' or ‘pyramid
temple’, which are
considered to be more or
less the same thing in the
Saurian tongue. When the
Skink scribes want to refer
to a city in their texts they
use this glyph. If they want
to name a specific city, then they will spell out the name
of the city in alphabetic glyphs, followed by the glyph
for city. Where the name for a city incorporates the
element ‘Tlax', as in ‘Tlaxcan’, then the glyph can be
used phonetically as part of the spelling of the name,
but the name will still be followed by the glyph to
indicate that it is a city, and so the glyph appears twice
in spellings of the name ‘Tlaxcan'. The glyph can also
be used to refer to individual pyramid temples, in which
case the precise meaning is made clear by the name
spelt out in other glyphs, or the context.

The jungle is full of many primitive creatures that have
become extinct everywhere else in the world. It is
perhaps for this reason that the Old Ones chose Lustria
for their settlements. The climate and landscape suited
them and provided creatures which they could readily
breed into servants and helpers.

THE PYRAMID TEMPLES

The tops of the pyramid temples of Lustria are just high
enough to be seen above the canopy of tall jungle trees.
From the platform on the top of one pyramid temple a
Slann Mage-Priest can see the platform of a distant
pyramid, on which sits another Mage-Priest. The Mage-
Priest will also be aware of dozens of other priests upon
their pyramids yet further away, beyond the horizon.
Thus the great minds of the Slann are all on the same
level across the landscape and they are able to transmit
their thoughts to one another along invisible lines
linking one temple to another.

The pyramids of the highest Mage-Priests are taller than
those of the lesser priests, and so each is able to
communicate by telepathy with his equals, while
keeping his thoughts aloof from the lesser priests. This
is not because the highest Slann want to keep their
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thoughts secret from their subordinates, but because
they do not want their mental conversations of high
marnters disturbed by the naive questions and less
weighty thoughts of the lesser priests.

Each pyramid temple rises steeply in a succession of
diminishing platforms. A steep staircase leads up to the
loftiest platform on which will be the residence of a
Mage-Priest. Here the Mage-Priest sits enthroned upon
his palanquin flanked by his Saurus bodyguards. There
is a constant to and fro of Skink servants running up and
down the staircase attending to his every need. Lesser
priests also make their way up the staircase to consult
the great mind and receive such advice as the master
deems worth the bother of uttering.

THE PYRAMID VAULTS

Deep within the heart of each pyramid is a vault built of
colossal blocks of stone and accessible only through a
secret passage. Saurus guards stand in constant vigilance
at the portals to the vault. This vault may contain the
mummified remains of a venerated Slann Mage-Priest, or
its walls may be covered in gold plaques inscribed with
sacred glyphs.

These inscriptions record the instructions which were
given to the Slann by the Old Ones when they were on
the world. Each plaque gives directions for the
enactment of part of the Old Ones’ great and inscrutable
plan for the world.

These sacred plaques lie at the heart of the religion of
the Slann. Their sacred task is to dutifully and faithfully
complete the plans of the Old Ones. The plaques are
duly consulted, and each part of the world plan is put
into action at the intended moment, when the stars and
planets are in the correct alignment.

Thus the Slann Mage-Priests know when it is time for
continents to shift, for seas to open, for volcanoes to
erupt and even for the world to alter its axis or its orbit.
All these are recorded on the plaques and when they say
that a thing should be done, the Mage-Priests will see
that it is done. The great minds of all the priests will be
turned onto this one task and the continents will move.
As to the fate of those who dwell upon the continents,
or the cities that will plunge into the abyss, this is of no
concern to the Slann. The will of the Old Ones will be
carried out unto the end of time, and only the Slann
know when this will be.

THE LABYRINTHS

Beneath each pyramid temple is a labyrinth of tunnels
and crypts, which are usually half flooded with swamp
water. It is here that the Saurus, Kroxigor and other
creatures are spawned and were raised under the care of
the Skinks.
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The drier chambers are the barracks of the Saurus
warriors, in which are hung row upon row of vicious
bronze weapons and shields. The Saurus warriors use
the tunnels of the labyrinth to emerge at various points
on the steps and platforms of the temple to defend it.
Anyone attempting to reach the top of the temple can
expect to be attacked from every side and will have to
fight for every step of the way.

All the labyrinths in the pyramid city are linked, allowing
for a co-ordinated defence. Any tunnel can be sealed by
huge blocks of stone, rendering it impossible to invade
the pyramid or the city through the labyrinth. Any
enemy who try this will be entombed forever.

THE PYRAMID CITIES

The pyramid temples are clustered together in cities.
The tall pyramids of the highest Mage-Priests are
surrounded by the smaller pyramids of the lesser Mage-
Priests. Grouped around these are the huts of the
Skinks, the plazas where the Saurus warriors practise
their drills, store-rooms and the sacred ponds in which
the Skinks are spawned.

THE RUINED TEMPLE CITIES

The majority of the temple cities of Lustria are now in
ruins, though not all of them are deserted. Some still
have Mage-Priests and their Skink and Saurus servants
lingering, guarding the hidden mummies of ancient
Slann or sacred plaques sealed within the vaults. Some
of the cities however were lost to invaders, who
managed to reach and plunder them.

By far the worst of these invaders were the Skaven Clan
Pestilens. They emerged in Lustria around -1300
(Imperial reckoning), and settled in the ruined temple
city of Quetza. Plague soon spread virulently through
the jungle with devastating effects on the other
Lizardmen cities. Skinks were especially vulnerable to
these plagues and migrated en masse when their cities
became afflicted, thus spreading the plague further.

As a result many cities became deserted and fell into
ruins. The Skaven made raids on the remaining
Lizardmen cities, not only to introduce plague, but also
to capture Skinks for sacrifice to their vile rodent-god.
Eventually, after inflicting their evil on Lustria for
centuries, Clan Pestilens migrated towards the coast,
cutting a swathe of further devastation in their wake.
Many of the cities devastated by the Skaven plagues
remain abandoned to this day due to the lingering
pestilence.

A few cities were ruined by the actions of the Slann
themselves. It happens from time to time that the plan
of the Old Ones requires the continent of Lustria to be
shifted. When this occurs, some cities fall into ruins as
earthquakes rock the entire continent. The Lizardmen
abandon the city when the first tremors are felt,
sometimes returning to re-occupy the ruins afterwards,
sometimes migrating to swell the population of another
more intact city. Thus though there were once many
small temple cities, now there are a few very large ones.



Another cause of desertion of cities is the re-alignment
of lines of telepathy. All cities are located on lines of
telepathy. If the plan of the Old Ones requires a re-
alignment of any of these lines, cities on the old
alignment are deserted, their vaults sealed up, and the
Lizardmen migrate, taking their masters and relics upon
palanquins in a great trek through the jungle to another
cty.

The ruins which remain occupied are usually those
which have been plundered by enemies. The plan of the
Old Ones requires that the Slann remain in occupation
with their Skinks and Saurus so they persist within the
ruins, rebuilding slowly, guarding the vaults,
maintaining their link in the web of telepathic lines
across the Lizardman realm.

THE NORSE COLONY

The Norse adventurer Losteriksson was the first Old
Worlder to land on the coast of Lustria and live to tell the
tzle. As soon as his three ships anchored off the coast,
the men were plagued by sickness caused by insect
bites. Leaving the sick warriors behind to guard the
ships Losteriksson headed inland with the rest of his
men in search of treasure.

Ar first Losteriksson had no idea what the interior of the
new land contained, but assumed that there would be
remples and cities to plunder just like there were in
Ulthuan and Naggaroth. However, he was hoping for
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more luck than in those two lands, which were rather
too resolutely defended for his liking.

After a long trek through the jungle and with only half
his party still alive, he emerged among the overgrown
ruins of a deserted temple city. This was exactly what
Losteriksson had been hoping for. His men spread out
to ransack the place. Some meagre items of gold were
found in various vaults and crypts after a full day’s
search, although several men disappeared in the
process. Losteriksson decided to return to his boats
while the going was good, intending to return again
with a bigger expedition to probe deeper into the
jungle.

Eventually Losteriksson and a handful of warriors
reached the beach to find the boats deserted. Their men
had gone, not even their bones were left. Their fate was
unknown. There were now so few Norse left that the
shareout of the gold made all the survivors quite rich.
This gave every man the impression that Lustria was a
place where a man could get rich. None stopped to
consider the odds of surviving to enjoy the riches.

Losteriksson could now return to Norsca with honour
and the dowry for his beloved Inga. Norse being
excellent seafarers, all the ships returned safely, despite
the diminished crews. Soon word spread throughout
Norsca of a new land overflowing with gold. Warriors
flocked to Losteriksson's new and magnificent hall, built
with his share of the gold, and clamoured for him to
lead a new expedition to Lustria.
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At length, Losteriksson ordered many ships to be built.
Under his leadership, these sailed southwards loaded
not only with Norse warriors, but also their wives and
farm animals. The expedition reached Lustria after a
long and arduous voyage in which some of the ships
were lost. Losteriksson navigated along the coast to find
the great cairn which his men had raised to mark their
previous landfall. The place was found and the ships
were beached. Within a few days, the Norse had built a
stockade around their ships.

The new land was rich in timber and the human axes
were sharp, so it was not long before a true Norse
settlement had taken shape complete with a timber hall.
The jungle was cleared back for hundreds of vards,
which did much to alleviate the sickness brought by the
insects. The Norse fed on fruit instead of the stodgy
porridge of their homeland, and the meat of the great
reptile beasts that they hunted in the jungle roasted well
on their spits. Lack of ale was a serious problem, until
the first crop of corn was harvested. However, the hives
of the huge tropical bees provided honey to make a
mead which surpassed anything in Norsca.

The new Norse colony was called Skeggi, in honour of
Losteriksson’s daughter who was the first child to be
born in the new land. At first Losteriksson forbade
anyone from going into the jungle. This was a great
annoyance to the young warriors eager for riches and
soon many were disobeying him. Small groups went
their own way and never returned. At least one or two
bands did find riches elsewhere and returned to Norsca,
encouraging more Norse to make the voyage to Lustria.
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Thus ships laden with more settlers turned up from time
to time at Skeggi to swell the population.

Unfortunately, one of the more reckless bands of Norse
warriors must have stumbled upon a temple city which
was inhabited by Lizardmen. No doubt they attempted
to seize something precious and got away with it.
Losteriksson and the settlers of Skeggi only found out
about this when a vast horde of Skinks suddenly
emerged from the jungle and swarmed across the
settlers’ hard won fields.

The settlers retreated back into the stockade behind a
shield wall of warriors. Every Norse farmed his plot with
his axe and shield beside him, which was just as well.
The Skinks besieged the stockade, showering the
settlers with poisoned arrows and javelins. The situation
seemed hopeless until Losteriksson ordered all the
treasure accumulated in Skeggi to be thrown over the
rampart. His men reluctantly obeyed. The Skinks
stopped shooting and several crested leaders scurried
out to inspect the items. The Norse observed their
hissing conversations as they debated the hoard, picking
up each item and discarding it. Then, taking only a
single gold plaque inscribed with glyphs, they
turned away and led their men back into the jungle
without a backward glance.

The Norse waited a few moments before rushing
out to recover their treasure. Obviously the Skink
officers, who were in fact Pigipogi and Qupacoco,
had been sent by the Mage-Priests of Hexoatl to
recover a particular item of great value to them. The
rest of the gold was nothing more than trivial trash
as far as they were concerned. None of the Norse
had failed to notice that the Skink leaders and many
of the warriors were absolutely dripping with silver
and jade trinkets and jewellery.

And so the settlement survived and prospered. For
many years, the Norse were content to probe into
the interior and search the ruins which they found
for treasure. Of those who went too far, none
returned and so the great cities of the interior
remained hidden from their greed.

Norse being Norse — great travellers, drinkers and
boasters — the tale of the fabled wealth of Lustria
was now the talk of the taverns of Bretonnia, Estalia,
Tilea and the Empire as drunken Norsemen related
their wild tales before falling senseless under the
table. Needless to say, the rumours of gold fired the
interest of any Dwarfs who overheard them.

The Slann had known all along about the founding
of Skeggi and the plague of gold-lusting strangers
that was were about to break their tranquillity, as it
had been predicted on the great plaque of the three



hundredth cycle of the two moons in Itza. The Old Ones
had calculated every stage in the evolution of the new
spawnings. The great Slann of the second spawning had
calibrated the predictions to take account of the
accelerated evolution caused by the collapse of the polar
warp gates. All the Slann mages knew of the events via
the lines of telepathy across their lands, and gave these
mstructions to their servants: Xla Xaurux quaha tec oxltl
huac izqua tlann iq zxlan! (“Raise Saurus and prepare
the weapons of war, for a time of tribulation is upon
as!”).

Losteriksson’s expedition was not the first Norse
penetration into the seas around Lustria; his was just the
first successful one. There had been other adventurers
who had worked their way down the coast of Naggaroth
rowards the unknown continent of Lustria. Since these
expeditions came to a bad end, with no-one left to tell
the tale, they do not feature in any Norse sagas, leaving
Losteriksson to claim all the fame for discovering Lustria
himself.

THE VAMPIRE COAST

The so called *Vampire Coast’ is evidence that at least
one doomed Norse expedition did in fact arrive in
Lustria. However, by the time the adventurers arrived
theyv were no longer truly Norse any more. What actually
happened is difficult to reconstruct, and only the High
Elf explorers, who found out about the Vampire Coast,
seem to have a plausible theory.

Apparently Norse raiders attacked an Empire merchant
ship in the year 876 (Imperial reckoning), an event is
recorded in Empire annals. The Norse took everything
of value including a precious sarcophagus, which,
unknown to them, contained the corpse of the Vampire
Luther Harkon. The Norse ship must have then headed
south towards Lustria, perhaps pursued by Empire ships
or perhaps just searching for new lands to plunder.

By the time the longship had reached the seas around
Lustria, all the Norse aboard the ship had either been
enslaved or turned into Undead and now served a new
master: Luther Harkon. The longship was beached and
Luther carved out for himself a realm of the Undead on
the coast of Lustria. This stretch of coast was later to
become infamous as the Vampire Coast because any
Elven ship which passed too close was destined to meet
2z dire fate. It seems likely that subsequent Norse
expeditions may have turned up here, swept in this
direction by prevailing winds and currents. If so their
crews were doomed to join the ranks of Luther’s
Undead. Losteriksson and his expedition were therefore
rruly fortunate that he was in fact lost, and his
expedition arrived in a different and more favourable
place.

Luther’s Vampire realm is a source of great annoyance to
the Lizardmen. He desires many of the precious arcane
artefacts hidden in the vaults of their pyramid temples,
and covets above all the mummified remains of the
Slann. He regularly dispatches his servants to steal these
iems and with the Undead immune to the pestilence of
the jungle they can only be stopped by the vigilance of
the Lizardmen armies. It is said that Luther’s forces
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accomplished the destruction of the temple city of Axotl
and ransacked it of its artefacts. The Lizardmen are eager
to recover these sacred items, and since then, Luther’s
realm has been under incessant attack from Skink
raiders and Saurus legions sent by Lord Xltloc of Ttza.

HEART OF DARKNESS

When large numbers of warriors deserted Losteriksson's
settlement at Skeggi because they were impatient to go
and find gold, they left their wives behind. When they
did not return, these and many other Norse maidens
who had come to Skeggi hoping to find a brave and
wealthy warrior as a husband were bitterly
disappointed. Furthermore the number of warriors
defending Skeggi was badly depleted.

These resolute Norse women became Valkyries, by
which name the dreaded Norse women warriors are
known. Unfortunately, women warriors are not accepted
by Norse warrior society which holds that “axe wielding
in battle is man's work and not for women!” After
helping to beat off the foe, the Norse women warriors
were in no mood to put away their weapons and go back
to weaving breeches for the menfolk. The Valkyries were
forced to leave Skeggi. They were given a longship and
sailed far along the coast and up the estuary of a great
river.

The Valkyries finally settled in a swampy island in the
middle of the river, surrounded on all sides by
impenetrable jungle. The island contained the deserted
ruins of Lizardmen temples, and this place became the
Valkyries’ stronghold. Many years later these same
warriors were encountered by EIf and Dwarf
adventurers who had sailed up the river and attacked
the settlement thinking it to be a Lizardman city. They
were beaten off and fled, bringing back tales of strange
warrior women worshipping Lizardmen gods. They
called them the Amazons’ after the name of the river.
The island they called ‘Heart of Darkness’ because of the
denseness of the surrounding jungle.

Needless to say, the Amazons now bear scant
resemblance to proper Norse Valkyries, having adopted
the trappings of the Lizardman culture which they found
in the ruins. Furthermore, the fact that they are still
there and their numbers have never been replenished
and are never likely to be, lends credibility to the
rumour that they have discovered a strange tropical
drug which gives them everlasting youth and longevity.
This rumour alone has attracted many would be raiders
to their stronghold, for such a potion would be more
valuable than gold. The Amazons have never taken sides
with the Lizardmen, nor have the Lizardmen ever sought
their help. They remain invaders as far as the Lizardmen
are concerned. The Amazons therefore are alone and
never fight for anyone except themselves.
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'THE VOYAGE OF YIN-TUAN
TO LUSTRIA
- Circa Imperial Year 1690

Yin-Tuan was captain of one of the great war junks of the ill-fated invasion fleet despatched by
Emperor Wu of Cathay to conquer and colonise the South Lands. Long before the rest of the fleet sailed
to its ultimate doom, Yin-Tuan’s war junk was blown off course by the typhoon that scattered the fleet
shortly after it put to sea. Years later as an aged sage living in retirement in the monastery of Mount
Li, he wrote down an account of the adventure which has survived as a classic of Cathayan literature.

The extracts that follow contain illuminating insights into the civilisation of the Lizardmen.

~ Yin-Tuan Reaches Lustria...

\» “It s in the fourteenth year of the most exceflent
Emperor Wu, thar we sighted land again, after almost
ten months at sea. For two months we had fed on
nothing but the poisonous Po-fish and now half the crew
were dead and the rest were ill. Such qood fortune at last,
not to die after alll I gave orders to make sail for the
land straighit away.

We made camp on the shores of this strange coast and
\ feasted every day wpon its tropical fruits until we were

- well and strong. During this time we saw none of the
infabitants and had no idea ywhere we were. A partyy of
~ men ventured inland and returned several days later.
They had found a huge statue carved in the shape of a
dragon. It was not at all (ike a dragon of Cathay, but
resembled somé Kind of lizard-daemon. I ordeved everyone
to stay near the camp. Then at length I gathered the
soldiers and the sailors, numbering one-hundred and
twenty three men in all, and discussed what to do.”

Yin-Tuan Marches Overland...

“I told the men what I had calculated from my charts

and astronomical observarions — that we were on the

other side of the world sphere from Cathay. Many shook

{1 their heads in despair. No-one was willing to attempt the
| v journey back the way we had come and endure the same

! ; perils all over again. Their spirits were raised when 1
mentioned that because it was known that the South
Lands were inhabited by a race of lizard-daemons, the

statue was proof that we had reached there, afbeit by the
longest route! If we marched overland, we would meet up

g with our victorious and all-conquering fleet which must

: by now have landed on the eastern side. We would

| encounter listle opposition, because the army of the

A lizard-daemons would have gone eastwards to fight with

L the invincible and ever-victorious army of the Emperor.”

Historian's note: The Cathayans knew that the South Lands
were divided between three realms: Araby, the Undead and a
vague and mysterious race of ‘Lizard-Daemons’. Emperor
Wa's imoasion was intended to capture the South Lands and
secure the spice trade, motivated by intense rivalry with
Araby. The Cathayans though, had not reckoned upon
encountering a powerful and flourishing Lizardman realm.

“After we had marched for several days, cutting our way
through dense jungle and fungrily feeding on wild rice
and tree frogs, we encountered more of the (izard-daemon
statues. Soon afterwards we entered a wide clearing and
were stunned to see three Auge stone structures rising up
in a stepped formation. These were completelyy overgrown
with vegetation and carved in the likeness of countless
heads of the lizard-dnemons. We made camp on the

platform ar the top of the highest edifice for safety.

At suntise on the next day we were suddenty awoken Ey

_ a strange sound. The entire jungle seemed to be moving

and quivering around us. When the jungle mist cleared
we looked dovent upon a sea of living lizard-daemons
filling the entire clearing. They were the colour of jade,
with yellow crests and were marching in unison. None of
them had noticed us on our vantage point.

Tzu-Kwo, a soldier with very Keen eyesight, pointed out
where they were coming from — a huge square-shaped
lake like a vast paddy field on the edge of the clearing.
They seemed to be intelligent and were making rasping
noises, droning like the chanting monks of Fu-Hung.
There must have been at least ten thousand of them.
Fearing for our safety we hid on top of the platform for
the whole day wntil the sun ser. The next day, the
c&'ariug was emptiy.

The lizard-horde had moved through the jungle without
flattening the vegetation, but it was possible to see which
way they had gone. Naturally, I avoided going the same
way. We marched on towards the horizon of the rising
sun_for several days. That was until Lin-Po, a good and
courageous soldier, reported that we were being  followed.

|
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Nothing happened until we were clear of dense jungle
and had bequn wading rﬁmugf a shallow mangrove
mﬁﬂ.}? AS soon as we mﬂ' Iﬂ rflﬂ l‘:’pﬂl Iﬂ-r'frﬂ{ men at
the rear of our colwntt were slain by arrows and javelins
rﬁmwn by wiseen enenties Emﬁmg amongq the tangled
mangrove roots. I immnﬁ‘mi!’_'; ave the order to make a
defensive formation. Sudi&n@ hundreds of the jade
coloured fizards emerged [ from the undergrowth armed
with vicious weapons. This time, luckily, their arrows fell
harmlessly upon our (acquered tiger-shiclds. We replied
with our crossbows, slaying several of them before they
scurried back into the trees. The jungle fell silent.

A flock of birds suddenyy scattered out  from the trees and
close on their hieels a much bigger creature armed with a
huge bronze axe charged towards us, It crashed through
our shields and began chopping to left and right. It took
nwenty three crossbow bolts o fell this mighty lizard
warrior because the thick scales which covered its carcass
provided betrer protection than even the lacquered scale
armour worn by the Emperor's bodyquard. When we
were sure the enemy had gone we counted our dead.
There were so many. Even those who had only been
stightly wounded by the eneny's arrows had quickly died
- because the arrows were tipped with poison.
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These ambushes occurred every time we broke from the
cover provided by the trees and had to cross expanses of
open marsh, Every day we lost more men. The enemy
were experts in concealing themselves among the marsh
plants and were able to approach dangerously close to
our men by Keeping most of their bodies underwater.
Only their eyes and nostrils were visible just (ike
crocodiles 1 had seen on other voyages. Then at close
range, they would emerge and shoot a Rail of well aimed

‘{ _poisoned arrows,
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After one skivmish 1 noticed Kuan-Wi take sam:rﬁmg

from a fallen comrade and hide it in his clothing. I saw
| the gline of gold and ordered him to show it to me. It
| was a flar plaque inscribed with the symbols of the
\ flizard-daemons. 1 made him confess where fie had found
it. Seven soliers had taken them from a chamber in one
Q of the buildings in the ruined city. I was furious that
) these men had deceived me and brought misfortune upon

« us, 50 I beheaded the remaining six myself. Is it not Tzu-

Sun who says “An army cannot be victorious without
discipline?” Then 1 hiad the golden plaques left beside the
executed men and the colurmn marched on. This pacified
our assailants who were only intent on recovering their
sacred objects. There were no further ambushes.”

Yin-Tuan Reaches the World Pond

“1 was surprised when we reached the sea after only
seventeen days. 1 had thought it not possible to cross the
South Lands in so short a time. Then I realised that it
was ot the same ocean that divides the South Lands

.

 Historian's note: Yin-Tuan must have crossed the isthmius of

.[!‘
_from Cathay — it was a different ocean of which our r
sages knew nothing about. Everyone was in great
despair, so 1 decided to start work on building a new
vessel immediately; It was difficult without bamboo, but J
the trees on the shore made excellent timber and it took

us onlyy two weeks to make a very _ﬁm and large sampan
with a good outrigger and three sails of swoven reeds. We
also made a raft and filled it with fruit and gourds full

sh warer and then put to sea in one boat and towed
the raft behind us.”

Lustria which is the narrow stretch of land which joins the
continents of Lustria and Naggaroth, His party would have
passed perhaps as close as within one or kwo hundred miles of
the Norse colony of Skeggi and even closer fo the Lizardmen
city of Paluax, Yin-Tuan of course had no idea that these
places existed.

Yin-Tuan Arrives in the South Lands

“We maintained course towards the rising sun and were
at sea for several “weeks. We had almost eaten all the
fruit, which was wow rotten, before we once again
sighted [and. 1 was sure that this time it must be the
South Lands. We all fioped that the entire land was by
now conquered by the Emperor’s invincible invasion

fleer”

Historian's note: The prevailing winds and currents would
have carried Yin-Tuan far to the south of Ulthuan, and blown
him towards the coast of the South Lands.

“1 now fmd-om':l; seventy three soldicrs and sailors
remaining in my command. We marched infand once
again. The landscape was similar in many ways to our
first landfall. T calcubated that we were now two thirds of
the way towards Cathay. After hacking onr waij through
dense jungle, we emerged in a vast area of parched
ground covered with tall clumps of grass with razor-
sharp leayes.

In the middle of this expanse the sharp eyed Tzu-Kwo
spotted a creature flying high above us. It swooped down
[ower to take a closer look at us and to our amazement it
was a flyjing fizard, carrying two of the lizard warriors
on its back. These were not jade like those we had
already encountered, but a sort of yellowish brown colour
with red crests. The flying creature ler out a mournful
when it saw us, which filled the men with dread and
foreboding. I ordered them to shoot at it with their
crossbows to bring it down before the riders could fly off
and warn their leader of our whercabouts. Unfortunately
we did not hit it, but it immediately flew away. 1 knew
this was only the start of further troubles. The enemy )
was certain to come for us again.” Al
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Yin-Tuan Narrowly Escapes Sacrifice

“The enemy attacked at dusk. They took us by srprise
as we could not see to shoot our crossbowws. The creatures
which artacked us were much bigger than those we had
encountered before, bur 1 not as big as the huge fizard
ereature which had s‘fuin so many of us with fis axe.
These lizard warriors came at us in ranks, armed with
spears and shields, They foughit savagely, thrusting with
their fiefty bronze and volcanic glass tipped spears. My
soldiers could nor stand against them. I was struck
heavify with a mace from behind and fell to the floor

unconscious.

When | reqained my senses, 1 found myself to be bound
hand and foor to a ﬁmg yofz. It was being carried by
several of the same lizard-warriors who had overwhelmed
us. Ahead of me 1 could see the faithful Tzu-Kwo, also
tied to a carrying pole. 1 shouted our to fiim. He replied
that everyone else was dead. This shouting provoked one

- of the smaller lizard creatures who seemed to be in cfrmyc

of the columm, This officer was magnificently bedecked in

gold bangles and exoric feathers. He brandished his spear
and began speaking in an uninselligible tongue. 1
decided to remain quiet.

We endured a terrible journey for several days.
Occasionally water was poured into myy mouth from a
qourd. And what little food T got consisted of bitrer-
tasting dried grubs, but amazingly they staved off iy
hunger. Eventually we passed along a_paved road,
benween rows of crouching lizard-daemon statues and
entered a broad open plaza. There were ruins here like in
the first lizard-daemon city — great edifices rising up in
steps. These though were far bigger and in better repair.

All around there was noise and activity from the gangs
of smaller lizard-creatures seurrying about on various
tasks. Massive blocks of carved stone were being dragged
up a vast ramp on one side of a tall stepped building.
Huge creatures were ﬁcamrg the strain of the ropes, while
the smaller ones divected the work, In other - places,
groups of small lizardimen were engaged in heated
debates accompanied by rows of seated scribes writing on
clay plagues. Tzu-Kwo and I were taken our of the
bright daylight and manacled to the wall of a dank and
dark vault guarded by two (_!f the ﬁig lizard warriors.

The next day we were led out and taken up countless
steps until we emerged into the dazzling sunlight. We
were goaded out onto a_platform which was half-way wp
the side of one of the huge stepped structures, There were

R quards and dignitaries of the lizard creatures on all sides.

On the steps above and below us were ranks gf the fesser
lizard creatures beating huge drums in unison. Far

below, the plaza wﬂsfuﬁ of a dense mass of lizardmen of
all types, arranged it scemed, in vegiments. The steps of

| " the orher great buildings were also covered in rank upon
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rank of lizardmen.

Al the fizardmen around us suddenly rurned and began
maﬁmg obeisance towards the top of the great edi fifice.

High up on the top platform, a palanquin emerged from
the darkness of an ornate :foommy On top sat a creature

ofa kind which I had not seem ﬁgﬁm: It resembled a
fmge, bloated toad. The gold and jade ornaments it was
wearing gf‘ inted fike jewels in the sun.

By the great respect being shown by all the lizardmen, 1
100k this being to be the high pricst or ruler of the city.
This great one made a gesture and the lizardmen ceased
their obeisance and began their rasping incantations.

Before us was a deep pit from which rose a foul stench.
Tzu-Kwo and 1 were prodded towards its edge. It was

-~ obvious we were going to be sacrificed to the foul lizard-

daemons which they worshipped. Tzu-Kiwo bravely stood
to ﬂrfmdml vpﬂ ﬂﬂ"g to meet ﬁ‘f ancestors ﬂEf a frue
soldicr of the Emperor. He Kept fiis composure even as he
was furled into the pir. 1 knew that it would soon be my
turn to make - peace with iy own gods and face whatever
{aid in wait for me down there like a true noble
Cnrfm_l;m:

The lizardman swarriors gripped me ready to throw me
into the pit 10 meet the same  fate as my brave comrade.
As they did this, my silk tunic, which was worn and
drenched with blood and sweat, ripped open. At that
moment the lesser lizardmen who had been presiding over
our execution became very agitated and put a stop to the
_proceedings. They examined my bared back with grear
interest, swaiging from side to side and debating amongst
themselves in their strange language. 1 realised thar the
cause of their consternation was the tattoo of the
Imperial dragon which had been puit on my back many
years ago in the opium house of Fu-Chow. It was a very
_fine tattoo and now it had saved me : from death. My
captors had taken it as some kind of omen.”
Historian’s note: The huperial dragon as depicted in
Cathayan art of the period of the Wu dynasty could be
mistaken for an archaic image of the god Sotek. This o doubt

gave the Skinks and their Slann master a problem to ponder
and delayed the sacrifice of Yin-Tuan.

“I was dragged wp the steps rowards the toad-crearure
and was displayed before to him. He examined my back
for a ﬁm_q time and then uttered one word and _qmmm"
once more. The lesser lizardmen repeated the word and
gesture and the ritual was brought to an end. The
assembled multitudes began to disperse as the drums
continued to beat. There was now agitated debare among
the lesser lizardmen, while the larger quards looked on
motionless. The awgust being on the palanguin blinked
and was taken back into his shadowy doorway. I was led
back down to the vault whilst they decided what to do.

When I'd had time to calm my nerves after this
terrifying ordeal, it occurred to me that they might  flay
me alive and wse my skin as a decoration  for their

of
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temple. 1 began to wish I had died with Tzu-Kwo,
0 although 1 expect his fate had been equally wnfortunate.
1" 1 looked around for a means of escape. The vault was fit

by a shaft of s:mﬂgﬁr As the night fell, this aﬁmlgm" 0
moonlight. The vault became very dark.

[ fiad noticed that the guard’s stood motionless at the

" door and reacted slowly to my movements. Tt oceurred to
me that the reactions of these reptiles were not as good

* during the coolness of nigﬁr Summoning all the energy 1
had left 1 performed a single somersault in the way 1
had been trained at the school of Master Po. Although I
was only a poor disci iple of the martial arts I sticceeded
in catching hiold of the carvings on the edge of the light

.*ﬂ shaft. I moved so fast that the Lizard quards were not

able to stop me, and could only growl belorw me, jabbing

uprwards with their spears. 1 hauled myself our of the

shaft and found myself our in the open, on the lowest

o step of the temple. T did not waste any time and ran as

\fast as I could towards the jungle with the bronze
manacles still artached to my hands and legs.”

A

o

0

| The Fate of the Emperor’s Fleet...

| “I Kept on going throughout the night, without stopping
to rest wntil I was exhausted. T could fear the war drums
of the Lizardmen beating the alarm in the distance and
knew that they would be following me. 1 suddenly came
aut of the jungle onto the banks of a river. 1 stumbled
along the bank tugging at logs among the mangrove
roots and debris of fallen trees wntil I managed to move
one. 1 dragged it into the water and lay on top of it.
Soon I was drifting with the current. It was good

) fortune that the river was _flbwm_q in the direction of the

9 rising sun, I thought as 1 sfowly drifted off to slecp.

s Suddenly 1 awoke, my feet were in the water and in

[P excruciating pain. As T pulled them clear of the water 1
saw that carnivorous fish had artached themselves to my

feet, which were lacerated with their razor sharp seeth. 1
had been fortunate to wake up as soon as 1 was bitten,
Somchow 1 managed to stay on top of the log, keeping
myself awake until the sun had risen.

The river had widened greatly. All day T drifted with the
current under the burning sun. I had escaped the
Lizavdmen at last, but it seemed certain that I would die
anyway and be eaten by the fish. At length the log was
washed up on a vast sand bank. 1 dragged myself ashore
m and slept. The next day I began o walk across the sand
V. bank until I had reached the far side. The water was a
o different colour, the colour of the ocean. It tasted salty
| but I didw't care as 1 rejoiced at finally reaching the
| grear Eastern Ocean at last. 1 could tell from the sun that
! I was on the northern bank of the river mouth, and so
YL began to walk northwards. I reasoned that sooner or
" later 1 would reach the invincible fleet of the Emperor
anchored off the coast and be rescued.

first I thought that these were other - junks which had

- mighry invincible fleet of Imperial Cathay, over a
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T walked slowly for days, eating shellfish and binds' eqgs.
I managed to break free of the manacles on-my wrists
and ankles by usmq big pebbles. As time wore on [
began to see ships’ timbers scartered on the sand which
hiad drifted in on the tides. As I proceeded further
northwards I saw the shattered hulks of ships. Soon 1
recognised them as the war junks of Imperial Cathay. At

l-.a—

ﬁq

been scattered and shipwrecked in the ryphoon. 1 found
no survivors, only a few bleached bones which had been
picked clean by the birds.

1 sat down in despair. Before me was a terrible sight.
The whole beach was full of wrecked junks and strewn
with countless bones. It was all that remained of the

thousand war junks and a hundred thousand men. 1
wandered among the wrecks for hiours and found no sign
of any survivors. The misfortune that befell the fleet had

occurred too long ago.”

Yin-Tuan Returns to Cathay

“I camped on the beach for several days before 1 saw the
sails of a_junk out at sea. 1 fit a fire of ofd tarred
driftwood to sigual to it. Soon the junk approached close
to the shore. It was a trading junk, on the spice route to
Araby, flying the banner of the Tei-Pings, who were well
known spice traders. They sent out a sampan for me as 1
waved and shouted from the beach.

The crew were surprised to see me and very anxious to be ‘
qgone from that place as quickly as possible. From them 1 '
learned that the Emperor’s fleet had been wrecked while 1
at anchor by a second terrible typhoon. The survivors P
fiad marched infand and disappeared. The Emperor had
therefore ordered all traders to keep watch on the coasts
for any sign of their banners. I was the tmf_i; survivor of ﬂ
that mighty expedition to be found alive. I retwrned to
Cathay and was received into the presence of the Emperor
himself to give my account. The Emperor ordered thar it
should be recorded for posterity and rewarded me with aF
command :_Jf the Palace Guard."” ]

Historian’s note: It is quite possible that the Slann Mage-
Priests with their arcane power to influence the geography of |
the world, brought about the two disastrous typhoons which
destroyed the Cathayan fleet. One typhoon struck as the fleet
set out, the other as it lay at anchor. By that time the bulk of
the remmaining troops had already disembarked. The leaders

decided to march inland and attempt the conquest rather than )

report failure to the Emperor.

The Slann would have needed e advance warning of the &
invasion. They would have acted according to the predictions
of the Old Ones. Thus the typhoons would with uncainy
accuracy coincide with the Emperor of Cathay's attempted
invasion. It is possible that only one typhoon was required
according to the predictions of the Old Ones, but that two
opposing schools of thought among the Mage-Priests of
different cities resulted in two typhoons separated by several
weeks.

o}
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THE RISE OF SOTEK

One of the most significant events in the history of the
Lizardmen is the rise of the cult of the serpent god
Sotek. Traditionally, the gods of the Lizardmen were and
still are, the Old Ones: such shadowy entities as Tlaxcotl,
Chotec, Quatl, Tzunki, Xapati, Huanchi and the
inscrutable Tepoc. Sotek was a new god, an upstart god,
the god of the Skinks. Now Sotek reigns as the great god
of the Lizardmen, eclipsing the shadowy Old Ones.

THE OLD ONES

All of the Slann who knew the Old Ones when they
dwelt upon the earth are now dead. Although the
younger Slann were spawned in the time of the Old
Ones before the Great Catastrophe, they never actually
saw the Old Ones. The Slann of the first spawning acted
as intermediaries. They were the only Slann wise
enough and mighty enough to be permitted into the
presence of the Old Ones. All lesser Slann faithfully and
unquestioningly worshipped and obeyed the Old Ones
as though they were living gods, but had no idea what
they actually looked like. They represented them with
various carved images, totems and idols derived from
the hearsay and imagination of the Mage-Priests. As far as
the lesser Mage-Priests and the mass of the Lizardmen
were concerned, the Old Ones were indeed gods.

THE PROPHECY OF SOTEK

When the Old Ones perished, so did the Slann of the
first spawning. The Slann who remained continued to
venerate the Old Ones as gods. The last of the first-
spawned Slann had inscribed the great world plan of the
Old Ones onto sacred plaques of gold before they
themselves perished. These plaques were copied by the
remaining Slann and recensions of the sacred plan were
created in all the temple cities. It is not certain whether
all the copies were faithful in every detail to the master
copy. half of which has now vanished through the
depredations of plundering invaders. For this reason,
every sacred plaque is precious to the Mage-Priests,
because it may reveal unknown details of the divine plan
of the Old Ones. The Mage-Priests will go to any lengths
to retrieve sacred plaques which are plundered from
their temples.

AT THE TIME OF THE THREE
HUNDREDTH CYCLE OF THIS WORLD,”
~ THE TWO MOONS SHALL UNITE AND
SUMMON FORTH THE RODENT GOD

AND HIS EVIL SPAWN TO DELIVER |
PLAGUE AND PESTILENCE LLPON |

For countless centuries the Prophecy of Sotek was an
obscure detail known from only one plaque, which was
kept in the great pyramid temple of Chaqua. Only the
Mage-Priests of this city knew about it and never
pondered its meaning for very long, in case other Mage-
Priests should read their thoughts and demand that it be
rendered up to them or worse still, demand that it be
purged as corrupt. The Mage-Priests of Chaqua believed
that this prophecy was the true words of the Old Ones,
but since it was to be fulfilled in the distant future, like
so many of the other intentions of the Old Ones, they
did not concern themselves with it before the appointed
time.

The Prophecy of Sotek not only predicted the collapse of
the warp gates but also the cataclysmic invasion of
Lustria by the Skaven. As the Skaven were not part of the
Old Ones’ sacred and enlightened plan they are treated
as enemies by all those who follow the Old Ones.

This cataclysm had to be endured. It would come, it
would rage for many centuries and in due course it
would pass. The prophecy predicted the ruin of many
cities, including Chaqua, and the spreading of a great
and terrible plague.

The time of the rodent spawn would eventually be
brought to an end when the mighty serpent Sotek
would appear. Sotek was destined to prevail over the
rodent spawn and would be heralded by the appearance
in the sky of the forked tongue of a serpent. The Mage-
Priests of Chaqua considered Sotek to be none other
than one of the Old Ones who would return to save his
faithful servants from the dire peril that beset them.

THE PLAGUES

It was not until rumours of a virulent pestilence arrived
in Chaqua that the Prophecy of Sotek was scrutinised by
the Mage-Priests. This took a long time, and in the
meantime many of the Skinks in the city began to sicken
and die. Finally the Mage-Priests proclaimed the
prophecy to the population and despatched a warband
of Skinks to find and attack the rodent stronghold and
bring back captives for sacrifice. The Mage-Priests had
made up their minds to invoke Sotek in an awesome
ritual. They hoped to attract the god with the smoking
stench of the rat servants of his arch enemy, the rat god.

Few of the Skinks returned, but those who did did not
return empty handed. Unfortunately their captives
brought the plague into the city with them. The Skaven
chiefs were duly sacrificed upon the new altar to Sotek
and the god was invoked. Within weeks, the city was
devastated by pestilence. The Mage-Priests perished.
Their Saurus bodyguards took their remains into the
crypts and sealed up the passages from within,
determined to defend their masters to the bitter end.

While this was going on a new sight appeared in the sky,
a comet with two rails shaped like the tongue of an
enormous serpent. This sign was viewed with awe and
consternation in all of the Lizardman cities, but try as
they might, none of the Slann Mage-Priests could



interpret the omen. It was not predicted in the glyphs
on any of their sacred plaques. Only on the plaque of
Chaqua was this event predicted and its meaning made
clear. The Slann of Chaqua were dead and none of the
Slann Mage-Priests in the other cities were even aware of
the existence of such a prophecy.

THE MIGRATION OF
THE RED CRESTED SKINKS

The surviving Skinks of Chaqua were left leaderless. The
Skinks of that generation were Red Crested and the
greatest among them was Tenehuini. He proclaimed
himself to be the Prophet of Sotek and rallied the other
Skinks to him. Tenehuini declared that the sign of Sotek
had appeared in the sky as predicted by the sacred
plaque of Chaqua. The sacred plaque of the prophecy
was placed in a reliquary and taking this with them, the
entire population of Red Crested Skinks deserted
Chaqua and migrated ahead of the plague.

Wherever the Red Crests went, they proclaimed the
Prophecy of Sotek and urged the sacrifice of rat spawn
to invoke the god. All Skinks were swayed by this new
cult, especially as it was the Skinks who were the main
victims of the Skaven plagues.

As for the Mage-Priests of the other temple cities, they
viewed the prophecy with disdain and ignored it,
despite the heavenly portent. Perhaps wisely, they
forbade the bringing of rat captives into their temple
cities for sacrifice for fear of plague. This frustrated the
Skink followers of Sotek who were, at great cost and
suffering, succeeding in capturing Skaven chiefs in
skirmishes and raids. It was not long therefore before
Skinks began conducting their own rituals to invoke
Sotek among the ruins of their stricken cities.

THE EMERGENCE OF SOTEK

Sotek heard their invocations, although it took many
vears of sacrifices to build up his power. Although the
coming of Sotek was foretold, and the moment of his
coming was heralded by the comet, it was still necessary
for his followers to make him as strong as possible for
when he was due to appear.

The appearance of Sotek was hinted at in the prophecy
and by the comet. He was a mighty serpent, the
swallower of all rodent kind. A serpent of such awesome
size and appetite that he could swallow the rat god
himself and then spend a thousand years digesting him.
The rodent god would be crushed within his coils. So
said the prophecy.

The time of Sotek drew nigh. In the Skaven stronghold,
the comet had been observed and it was seen as an
omen of another kind. Soon afterward, a snake
infestation drove the Skaven up from their tunnels into
the ruins. The serpents proved virtually immune to any
pestilence which the Plague Monks unleashed upon
them. At length, the decision was made to abandon the
ruins and migrate. Clan Pestilens gathered together and
resolved to hack their way through the jungle to the
coast and from there to return to their place of origin.
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This was indeed what they did. It was said later that
following behind the rat spawn came a gigantic serpent,
none other than Sotek himself, accompanied by his
myriad slithering legions of snake spawn.

It is also said that the serpent plunged into the sea after
the rafts of the retreating Skaven and emerged even
mightier in the South Lands. From there he slithered
into the depths of the earth in his relentless pursuit of
the Skaven and now lurks there, feeding endlessly on rat
spawn and protecting his people from the menace
forever. Such is the myth of Sotek.

SACRIFICES TO SOTEK

The Mage-Priests could no longer ignore the power of
the god of the Skinks. Tenehuini, the Prophet of Sotek,
was summoned to speak before the High Slann. He
revealed the Prophecy of Sotek upon the sacred plaques.
It was now clear that the prophecy was in truth the
words of the Old Ones. The Mage-Priests decreed that
new pyramid temples be raised up to honour Sotek in
every city and so the cult of Sotek became pre-eminent
among the Lizardmen.

Every temple of Sotek has a sacred snake pit of great
depth. At the bottom of the pit dwells an ancient and
enormous serpent. These serpents have been nurtured
for centuries by the Skinks because they are sacred to
Sotek. All snakes are in fact sacred to Sotek, but the
more gigantic the serpent, the more sacred it is. The
Lustrian jungle is home to many strange varieties of
venomous or constrictor snakes which can live to a great
age and grow to an enormous size.

Sotek is honoured and invoked by throwing sacrificial
victims down into the snake pit to be devoured by the
sacred serpent. Enemies captured in battle are
acceptable as Sotek’s rightful tribute of sacrifices. Sotek
is most gratified by Skaven sacrificial victims because he
relishes greatly the flesh of the rodent spawn. The
Lizardmen are therefore always eager to render such
delicacies to their beloved god.

LINGERING THREAT OF
THE RETURN OF THE SKAVEN

Although Clan Pestilens have abandoned Quetza, the
Skaven tunnels beneath the jungles of Lustria remain
intact. Fortunately these tunnels are now infested with
snakes, the servants of Sotek who protect his people
against the Skaven menace. The Lizardmen believe that
as long as Sotek remains lurking in the tunnels beneath
Lustria, then the Skaven cannot return, so every effort is
made to placate Sotek with his deserved tribute of
sacrifices.

In the South Lands across the World Pond from Lustria,
the Lizardman city of Zlatlan is under far greater threat
from the Skaven, being much closer to the heart of the
Skaven under-empire. Here, as might be expected, the
cult of Sotek is particularly strong and Sotek is especially
venerated. Encounters with Skaven raiders seeking to
infest and pollute the city occur often, and this results in
captives for sacrifice in the snake pits of Sotek. So far,
Sotek has protected Zlatlan from a Skaven onslaught.
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THE WELL OF TIME

During the Second Age of Ulthuan, in the time of Bel Shanaar “The Navigator’, EIf adventurers set out to explore
the world and establish trading colonies. Lustria, being not far to the west of Ulthuan, did not escape their
attention and many Elven expeditions set out into the interior never to be seen again. This is the story of one of the
first of these doomed expeditions, led by Sirion “The Obsessed'. Absolutely no records of this expedition survive,
neither Elven nor Lizardman, but the events can be ‘seen” and ‘heard’ by v means of the mysterious crystal skull of

Hogqzi-Poquz

which is kept in the secret vaults of the city of Tlanxla.

A sleek Elven ship enters the mouth of the great
river of Lustria. It is not a large ship, but a
merchant vessel fitted out for an expedition. On
board are a company of Elven soldiers, belonging
to the same merchant kindred. Their leader stands

at the prow. His name is Sirion and already he has

gained a reputation in Ulthuan as an intrepid
explorer.

Sirion’s obsession is the mysterious land of Lustria.

‘His interest in the wealth of this exotic land is

superficial, that is what motivates his men and that
is why the merchant kindred financed the
expedition. Sirion however, has another motive for
exploring the interior. He searches for secrets and
hidden knowledge.

The ship glides effortlessly up the great river, the
breeze blowing it against the current. The mist rises
from the waters and the distant riverbanks,
swathed in jungle, appear blue on the horizon. It is
a glimpse of a remote age, a time before mankind,
the dawn of the age of the Elf and Dwarf empires.
But for the hidden dwellers of the rain forest it is
the dawning of a new age, a time of contact with
outsiders, new races of which their prophecies
speak. The progress of the Elf expedition is being
watched.

Eventually the sleek ship reaches the headwaters of
the mighty river. Its shallow draught enables it to
penetrate the reed choked creeks, between the
menacing mangroves. The river is narrow here.
After a while the ship runs aground. Sirion debates
with his officers. It is decided to try and drag the
ship over the mudbanks to the swamps and pools
beyond. All the ship’s company labour under the
hot tropical sun dragging the ship inch by inch
across the mud.

Elves with keen eyesight and powerful bows shoot
arrows at the crocodiles as their comrades trudge
thigh deep in cloying silt. At length the attempt is
abandoned. Leaving a few Elves on board the ship,
now high and dry on the mudbank, the rest trek
onwards, with their gear strapped to their backs. A
long file of Elves forces its way between the trees,
deeper and deeper into the jungle.

The Elves are suffering in the humidity and heat.

Their silvery armour is tarnished. Their pale skin
burns under the scorching sun. Their faces are
hidden under their hoods. The insects bite and
delirium takes its hold. It is a bad decision, made in
haste and surprise, to shoot arrows at the Skinks
who suddenly appear from the trees. A small party
of them are slain, transfixed with Elven arrows.
None are spared, none escape.

Sirion and his Elves emerge from the forest. They
enter a broad sunlit clearing. Beneath their feet the
ground is paved and not even overgrown with
weeds. As they continue into the centre of the
plaza, they look up at the great stepped pyramids,
towering on all four sides of them. The stone
gleams white in the sun. Strange carvings grimace
down at them. The place is utterly deserted, yet
pristine, as if some unforeseen catastrophe has
overtaken the vanished inhabitants, leaving the city
intact.

For a long time the Elves stay close together for
fear of being ambushed. They make camp in the
middle of the plaza, posting guards to keep watch
throughout the dark night.

The sun rises over the summit of the greatest
pyramid. Rays of light shine between the obelisks
and along the paved road, cutting the plaza like a
golden knife from the sky and waking the Elves.
Several of their number are found to have perished
overnight from bites, stings and sickness.

Suddenly an eerie sound pierces the dawn. Sirion
and the others gaze up to the platform of the
nearest pyramid. They see a lone figure playing a
strange tune upon the pipes. It is Hotx-Potx
greeting the sun as has been the custom of this
place since the dawning of time. A foolish EIf,
crazed with the delirium, shoots an arrow. Hotx-
Potx tumbles. His greeting for the sun is not
finished. Sirion glares at the Elf with the bow in his
hand. His words of rebuke are unspoken, his eyes
betray his dread.

Sirion orders his warriors to search the city. He tells
them “If you find any scrolls bring them to me. If
you find any objects which have no obvious use as
tools or weapons, bring them to me as well.” The
Elves split up into small parties and set about




searching the pyramid temples and the
surrounding buildings. This takes a long time, and

everyone is in fear of a sudden attack. The search is

cursory, but various strange things are found.,
Plaques of gold are prised from the walls of a
chamber on top of a lesser pyramid. These things
are being shown to Sirion when another party of
his followers approaches.”We have discovered
something which you ought to see,” they say.

Sirion accompanies them across the plaza. They
enter the portal of a large pyramid. Torches are lit
and the party file along the descending shafts.
Lizardman glyphs and murals glimmer in the light
of the torch as they pass by them. Then they enter a
chamber deep beneath the pyramid. The entire
chamber is filled with dazzling yellow light as soon
as the torch passes through the door. The walls are
covered in hundreds of gold plaques, everywhere
is the gleam of gold. Sirion gasps with wonder. His
Elves grin with satisfaction and no small amount of
avarice.

In the centre of the chamber, set into the floor, is a
circular hole that looks like a well. “What is that?”
says Sirion. “We don’t know!” his men reply. “We
came to fetch you as soon as we found this place,
we have not yet been inside the chamber.” Sirion
steps through the portal and peers down into the
well. Suddenly he lets out a loud cry of despair. His
men shudder and feel the icy chill of terror in their
hearts despite the humid atmosphere of the
chamber, where even the stones are sweating.

Sirion backs away from the well and pushes his
warriors back into the passage. “Go back, go back!”
he says. “What about the gold?” asks a plumed
officer. “Leave it!” replies Sirion making his way in
haste past the officer, the latter’s mouth agape in
disbelief. The party glance back into the chamber
then quickly follow their leader back along the
passage and into the sunlight.

A nasty sight meets their eyes as they emerge onto
the plaza. The pavement is strewn with dead and
stained with blood. Most of the bodies are Elves,
horribly slain. Sirion gazes in silence, his mind is
clearly disturbed. There are no traces of any
enemies. Another party of Elves arrives in the plaza
from the other side of the city. The plumed officer
calls out “What happened?” “We don’t know”
comes the reply. “We heard cries so we came as fast
as we could.”

The two groups of Elves meet. The plumed officer
turns to Sirion, “They must be around here
somewhere, what shall we do?” Sirion’s mind is
clearly elsewhere. Then he says, “Pick up
everything we have found, everything we can
carry, then we go!” The Elves set to work.
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Suddenly they hear the rhythmic beating of a drum
and gaze up in the direction of the sound. A line of
Saurus warriors armed with spears and shields of
bronze emerges out from behind the great
pyramid. The line wheels around perfectly in step
and in utter silence but for the beating of the drum.
Then a second line appears, and a third. The Elves
look on in awe as the Saurus bear down upon
them. Then taking whatever they have got in their
hands, they run. They head across the plaza and
into the jungle.

ok % N F L,

Mage-Priest Xiliquncani sits upon his palanquin
within his ehamber. Ichipoxi the Skink scribe
approaches. The Mage-Priest blinks. “Speak!” he
commands the Skink waiting patiently before him.
“Wise one! Revered one! Focus of tranquillity! The
strangers have left Traxcan. Are they to be
pursued?”

The Slann is silent and then he says “Their leader
has looked into the well of time. He should not
have done such a thing!” Ichipoxi replies “Indeed!
Great One, let us slay him!” The Slann bestirs
himself to utter once more. “Desist, impetuous one!
His offence is his own chastisement. He has seen
the doom of his own kind!”

* % ok o %

A pitiful band of Elves staggers out of the jungle,
and begin to make their way across an expanse of
mud, baked and cracked by the relentless sun. i
They reach the ship, high and dry on the mud and

held fast. The ship is little better than a wreck. The _
sail hangs in tatters. There is no sign of life. All b
those left to guard the ship have vanished. Sirion is i
demented. He rants and mutters to himself,
declaring his intention to found a great trading
port in this very spot. His troops ignore him. Under
the direction of the plumed officer, they begin to
make a raft from the timbers of their ship.

It is many days later. The raft is complete. Sirion i
has assumed command again. The raft is drifting
slowly along the great river. Flies buzz over the

raft. High above, vultures are circling, The Elves lie
here and there, dead or dying. The head of one of )
them lolls over the side of the raft into the water. It
is already a skull. Fish tear at the remnants of flesh
adhering to the bone. The plumed officer sits,
clutching his sword, awaiting death. Sirion is
striding about on the raft, describing the great _
trading colony he is going to build, in all its i
splendid detail. He turns to his only surviving i
companion, “You don’t believe me do you” he
says. “You think it will never happen, but you're i
wrong I tell you. Wrong! You'll see, you'll see...” A '
gold plaque slips into the water. The vision fades.
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THE SOUTH LANDS

THE CREATION
OF THE WORLD POND

In the remote age of the Old Ones, the continent of
Lustria was physically joined to the continent of the
South Lands. This is clear from the fact that the same
kind of jungle vegetation and animals exist on both
continents and also that on both sides of the World Pond
there are Lizardmen. It is even possible that the hidden
Lizardman city of Zlatlan which lies deep in the jungles
of the South Lands had already been founded before the
continents drifted apart.

When and how did these mighty continents break
asunder? The Elves of Ulthuan believe that it may have
occurred at the time of the birth of their own land,
which rose up from the sea and split the continents
apart. The Slann Mage-Priests believe that the creation of
the World Pond, as they call the Great Ocean, was a
fundamental part of the great world plan of the Old
Ones. Indeed the Old Ones brought about the
sundering of continents in order to create conditions
favourable for the rise of the new races of Elves, Dwarfs
and Men.

The continents may have been joined by a kind of land
ridge which subsided beneath the waves. An alternative
explanation might be that volcanic forces resulted in a
narrow sea widening to become an ocean and in the
midst of this ocean erupted the land mass of Ulthuan,
pushing apart the continents and causing the rise of
great mountain chains elsewhere on the globe. The Old
Ones may have been able to use power derived from the
movement of the sun, the moons and the stars as well as
forces within the world itself, to change the shape of the
continents and the oceans. Ever since the Old Ones
vanished, the Slann Mage-Priests have been trying to
understand and even regain some of their mysterious
knowledge.

The Slann perhaps find it difficult to come to terms with
the possibility that the Old Ones did not regard them as
the pinnacle of creation, but a stage on the way to the
evolution of the Elves, Dwarfs and Men. The collapse of
the warp gates and the pollution of the world by Chaos
has in a strange way given a cosmic purpose to the
Slann. Whatever the Old Ones intended, they never
accomplished. The catastrophe overtook them and they
perished, leaving only enigmatic glyphs to hint at their
intentions. The new races they had created, although
evidently capable, lacked wisdom and were at risk from
Chaos.

Thus it was that the Slann felt themselves to be
entrusted with the ancient task of continuing the plans
of the Old Ones. They seek to protect the world while
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the new races continue to evolve and mature. Ultimately,
and perhaps according to the vision of the Old Ones, the
new races will triumph over the forces of Chaos. For the
Slann believe that these forces were the enemies of the
Old Ones even before they appeared upon the world,
part of a cosmic struggle beyond comprehension.

The Old Ones were engaged in no less a task upon the
world than the creation of offspring which over
countless millennia — perhaps not such a long time in
the time scale of the Old Ones — would evolve to the
point where they would rise up, contain and overpower
Chaos forever, returning equilibrium to the entire
universe. The Slann envisage the world as a great pond
full of tadpoles which must be guarded until the
tadpoles can emerge full grown to fulfil their destiny.

The new ones are understandably too ignorant and
primitive to know that they shouldn’t disturb the
tranquillity of the Mage-Priests or subvert their sacred
task by pillaging the sacred plaques. Many of the new
ones are already victims of Chaos, like the Dark Elves
and the Chaos Dwarfs. Then there are the strange races,
never intended by the Old Ones, which were spawned
by Chaos or which just evolved in the changed
circumstances after the collapse of the warp gate, such
as the Skaven, the Undead, the Orcs and Goblins and
others. It is thus the task of the Saurus and Skinks to
protect the cities of the Slann.

Meanwhile, the Slann sometimes succeed in their efforts
to adjust the shape of the world using what they know
of the arcane powers of the Old Ones. Though this may
cause floods, earthquakes and Dwarf, EIf or Human
cities to disappear beneath the waves from time to time,
the Slann know that this is for the ultimate good of all
creation. Indeed, many of their own cities are ruined by
the same process. Could it be thanks to the Old Ones
and the Slann that the warp gate is surrounded by polar
ice creating a barrier against Chaos? One of the great
pre-occupations of the Slann is whether or not the
World Pond is as the Old Ones intended it, or whether
further shifts were planned.

THE SOUTH LANDS

The northern part of the continent known as the South
Lands consists of the vast peninsula of Araby and the
realms of the Undead. This latter region was formerly
the ancient civilisation of Nehekhara. The entire
northern half of the land mass is largely barren desert or
eerie wasteland. To the south are dense jungles and
swamps, and these regions are almost completely
unknown. Explorers and adventurers have barely
penetrated a few miles inland from the coast.

What lies in the interior remains a mystery. It is said that
thousands of years ago, Dwarfs journeyed along the
mountain range which forms the spine of this vast
continent. They reached the southern end of the
mountains and built a stronghold, known in legend as
Karak Zorn. If this is so, then the stronghold probably
would have been situated high above the surrounding



jungle among the snow capped peaks. Here the Dwarfs
could flourish in a climate not unlike that of their better
known homeland. All contact with the Dwarfs of Karak
Zorn ceased long ago. No one knows whether the
stronghold still exists, except perhaps the Lizardmen.

On the southern tip of the South Lands the High Elves
of Ulthuan have established a stronghold of their own.
From here, they attempt to control the passage of ships
from one ocean to another. They do this partly to try and
ensure Elven domination of the sea and the continued
security of Ulthuan. Despite all their efforts and the
quality of their ships, they have not succeeded in
deterring the reckless adventurers of other races lured
on by the prospect of gold.

At first the Norse and the Dark Elves penetrated the
southern seas. More recently, Tileans, Estalians,
Cathayans, Bretonnians and the corsairs of Araby have
joined in the search for riches. Tales of the wealth of
Lustria and the South Lands just encourage more
adventurers to put to sea. About half of these brave, or,
as some would put it, foolish, explorers are never seen

again.

EXPLORERS,
TRADERS AND RAIDERS

The merchants of Araby were the first to probe along the
coast with their dhows in search of spice, gold and all
kinds of exotic tropical merchandise. When they
encountered opposition from the Elves, they tried the
overland route across the desert with their camel
caravans. The great Arabian traveller Ibn Jellaba was the
first to penetrate the jungle and encounter the hidden
realm of the Lizardmen. Since then, few have followed
in his wake, preferring to halt at the edge of the desert
rather than risk battle with the ‘Al Saurim’.

Erik the Lost, father of Losteriksson, was the first
Norseman to reach the South Lands. He had been sailing
towards Lustria, which he had heard about from EIf
hostages captured in a raid on Ulthuan. Somehow he
managed to miss the entire continent and sailed around
the Southern Sea in circles at the mercy of monsoon
winds and currents for weeks. Thus he rightly earned his
nickname the ‘Lost’, which he bequeathed to his son.

Eventually he made landfall on the coast of the South
Lands, which he believed was in fact Lustria. Lost Erik
and his men sailed up and down the coast raiding Elven
and Arabian trading settlements, then returned to
Norsca with the booty. By this time Lost Erik realised
that he had reached the South Lands and not the
unknown continent mentioned by the Elves. Years later
his son, Losteriksson, set out to raid the coasts of the
South Lands. Trying to follow the old rune-map of his
father he became hopelessly lost, but this time ended up
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in Lustria instead. It was a long time before he realised
this and by that time he had encountered the
Lizardmen.

The Cathayans heard about the wealth and abundance
of spice in the South Lands and the Emperor of Cathay
sent several expeditions to explore the coast. Soon
fierce rivalry had broken out between the Arabs and the
Cathayans. This culminated in the great armada of war
junks sent out by the Emperor Wu to take control of the
southern coast of the South Lands once and for all. The
fleet was struck by two devastating typhoons and utterly
wrecked. Now only a few Cathayan traders warily make
the journey to the South Lands, running the gauntlet of
Araby corsairs and Elven dragon ships.

All of this goes on around the coast of the South Lands
without interrupting the Lizardmen who dominate the
interior, secure within the impenetrable jungle.

THE HIDDEN CITY OF ZLATLAN

If it were not for Ibn Jellaba and Yin-Tuan no one would
know of the existence of the Lizardman city of Zlatlan.
This pyramid city has remained secret within the jungles
of the South Lands since the separation of the
continents. Maybe the Dwarfs of Karak Zorn
encountered the Lizardmen, if so it is not recorded in
any known Dwarf sagas. Almost certainly, the Dwarfs
would have been interested in the gold and riches of the
city, and fascinated by its stone architecture. They may
have even made contact as friends. The mysterious
silence surrounding the fate of Karak Zorn could be due
to war with the Lizardmen, but it could just as easily be
due to war with the Undead, who sealed off the route to
Karak Zorn centuries ago.
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As to the Undead legions of Settra and Nagash, they have
never penetrated into the jungle to attack the
Lizardmen, or if they have then they certainly met with
defeat. The mummified remains of the oldest Slann
would be sought out by any power crazed Necromancer,
if he knew where it was and could fight his way in and
out of the Lizardman city.

There may have been a time when there was contact
between the Lizardmen of Zlatlan and the ancient
civilisation of Nehekhara in its formative stages. The
people of Nehekhara could have been influenced by the
Lizardman cities in the form of their own architecture.
From the Lizardmen, the rulers of Nehekhara might have
taken the idea of the pyramid and the practice of
mummification. The priest kings themselves could have
been set up in imitation of the Slann Mage-Priests. It is
possible that at some early time the Slann of Zlatlan
encouraged the human population of Nehekhara to
build a civilisation on the Lizardman model. They would
have done this in order to further the plans of the Old
Ones.

However, when things turned bad in Nehekhara, or
more probably, when the Slann realised that things
inevitably would turn bad in Nehekhara, they cut off all
contact and hid themselves within their jungles. The
Slann would have been extremely anxious to prevent
their arcane knowledge getting into the hands of Nagash
or others of his ilk. To this end they were supremely
successful. Barely a handful of outsiders have ever
encountered the Lizardman city of Zlatlan; it remains a
fable and a rumour.

The Slann Mage-Priests of Zlatlan are unable to maintain
contact with those of Lustria via telepathic links because
of the curvature of the earth. The Slann communicate
thoughts and magical energy along lines traced out
across the jungle from one pyramid to another. The
expanse of the World Pond and the curve of the world’s
surface prevent such a line between Lustria and the
South Lands. This has led to the Slann Mage-Priests of
Zlatlan having to make their calculations and rituals in
isolation from the other Slann. One consequence of this
is that, although the Slann of Zlatlan may deduce the
time that an event predicted or planned by the Old Ones
should occur, they are sometimes out of synchronisation
with the Lustrian Slann. This may explain why the great
armada of Emperor Wu was struck by two typhoons.

It is difficult to know which school of Slann Mage-Priests
is most accurate. Whereas the Lustrian Slann have
suffered the loss of many key sacred plaques bearing the
glyph inscriptions of the Old Ones due to raids, the
plaque sequence of Zlatlan is probably more intact if not
complete due to isolation from raids. The Lustrian Slann
are very arrogant in many ways and are loath to admit
that the Zlatlan priests might be more accurate!

Despite its isolation, Zlatlan was not forgotten by Sotek.
The Mage-Priests of Zlatlan observed the two-tailed
comet and perceived that it represented the forked
tongue of Sotek. Once again, it was their complete
sequence of sacred plaques which meant that they had
access to the Prophecy of Sotek and knew exactly what
it meant,

At this time the Skaven Clan Pestilens washed up on the
shores of the South Lands having abandoned Lustria.
The rat spawn were in a vicious and aggressive mood.
Plagues penetrated the jungle but fortunately did not
reach Zlatlan. It was said that Sotek himself encircled the
city to protect it. The Mage-Priests marshalled the Skink
cohorts and Saurus legions and prepared for war.

Miraculously, the Skaven did not attack. They ignored
the city, if they ever knew it was there, and instead set
upon the underground strongholds of their own kind.
For a long time the Slann of Zlatlan had been concerned
about the rat spawn strongholds beneath mount Lhasa
and Bhagrusa, now the Skaven were despoiling them in
some strange frenzied rat-strife. All the priests agreed
that the rat spawn had been sent mad by the magic of
Sotek! Thus the cult of Sotek arose also in Zlatlan and
henceforth any clashes between Lizardmen and those
Skaven who yet remain in the South Lands provides
Sotek with his rightful tribute of sacrifices.

It is not surprising, perhaps,
that the glyph depicting the
forked tongue of the mighty
serpent god Sotek, represents
not only the idea of Sotek, but
also of sacrifice. This is not
just because of Sotek’s
ravenous appetite for
sacrificial victims (said to be
100 Skaven a day in the city
of Zlatlan alone), but also because the sacrificial
dagger is shaped like the forked tongue of a snake.

It is also interesting to note that the appearance in the
sky of a fork-tailed comet was the portent for the
emergence of Sotek. To Lizardman eyes, the comet's
tail appeared to be the forked tongue of the serpent
god himself. This glyph is therefore also a very sacred
and potent talisman which is depicted on all manner of
magic items.

The usual meaning of the glyph is simply ‘Sotek’ and it
is used on its own to spell his name. When used for the
word ‘sacrifice’ the glyph is usually accompanied by
glyphs indicating the number of victims sacrificed to
Sotek and would be literally translated thus: Ten-
thousand rat spawn for Sotek’, for example.
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LIZARDMEN TEMPLE CITIES

Nearly all of the temple cities of the Lizardmen in Lustria
and the South Lands are immensely ancient, having
been founded in the time of the Old Ones. Since then
many have been abandoned and fallen into ruin. Those
that remain have not grown in size, but often have
diminished slightly, with ruinous precincts on their
outer edges, gradually being overwhelmed by the
advancing jungle. From time to time the Mage-Priests of
a city will deem that the time is appropriate to reclaim
one of these ruined areas and rebuild the temples.
Sometimes an expedition led by lesser priests will be
sent out to re-found an old abandoned city, or at least,
re-establish a presence there. This is usually done
because the priests are interested in maintaining the
network of astral alignments between the cities in order
to continue the venerated intentions of the Old Ones.

Although most of the temple cities were founded in the
time of the Old Ones, they are not all built on a standard
plan. Each one was laid out differently according to
certain astral alignments. Thus Hexoatl is planned
according to important solar alignments, while liza is
planned according to alignments of the two moons.
Other cities are planned according to the alignments of
various constellations. Two or more cities may be
aligned on the same planets or constellations, but in
different ways, thus Huatl is also a solar city, but is laid
out differently from Hexoatl.

Apart from these differences, all Lizardman cities have
certain features in common.

PYRAMID TEMPLES

The dominant features of any temple city are the
pyramid temples. These are arranged around the central
plaza and rise up in platforms, giving a stepped
appearance. The temple is on the flat topmost step. One
or more staircases ascend the pyramid to the temple, up
to a maximum of four (one on each side). Within are
sacred crypts and chambers reached through secret
tunnels and beneath the temples are labyrinths of
catacombs where the Saurus warriors dwell ready to
defend the inner sanctums. The pyramids are decorated
with sculptures painted in striking colours. These depict
aspects of Lizardman mythology and of course the
totems of the gods. Each pyramid is placed in alignment
with one or more stars or planets.

Although each pyramid temple is dedicated to a god,
who will also be considered to be a manifestation or
messenger of one of the Old Ones, it serves as a
residence for a Mage-Priest. Exceptionally revered Mage-
Priests may even have their own pyramid temples built
for them. The mummified relics of former Mage-Priests
are hidden in crypts within their own pyramid temples,
or the pyramid temples of the gods. From the palanquin
chamber in the temple, the Mage-Priest can commune
telepathically with other Mage-Priests on top of distant
temples or even receive inspiration from the sun,
moons, stars and planets to which the pyramid is
aligned. The palanquin rests on a plinth enclosed by a
sacred pool. Saurus guards and Skink scribes attend the

Mage-Priest in the surrounding chambers and pillared
porticos. Pyramid temples dedicated to Sotek have a
deep sacrificial snake pit descending from the top
platform into the depths beneath. At the bottom dwell
enormous serpents, a manifestation of Sotek, fed by
sacrificial victims hurled down from above. In some
cities the pit is located within the pyramid or in the
plaza.

SACRED SPAWNING PONDS

A typical Lizardman city occupies a clearing in the
jungle, often bordered by swamps. The roads leading
into the city often cross over these by means of paved
causeways, flanked by avenues of lizard sphinxes carved
from massive blocks of stone. The swamps are the
spawning places of the city, where Lizardmen have been
born from time immemorial. Some of these places may
have been enclosed by stone embankments and made
into rectangular sacred ponds. Among the spawning
ponds are other ponds infested with carnivorous
piranha fish. These hazards act as defences for the city,
trapping the unwary foes who try to approach through
the jungle to circumvent the causeways.

CENTRAL PLAZA

The causeways become processional ways as they
proceed into the heart of the city. They are lined with
carved stone stele covered in sculptured scenes and
glyphs recording various events, myths or rituals
important to the Lizardmen inhabitants. The roads may
pass between tall obelisks which are positioned to
define the alignment of the axis of the city on various
stars and planets. At the heart of the city is a great paved
plaza. The pyramid temples face onto the plaza from all
sides. This place is where the population gather to
observe rituals and where the army of the city parades
before marching off to battle.

SKINK BARRIOS

The barrios of the Skinks form the suburbs of the city.
Here the Skinks live and pursue their craft of making the
artifacts of Lizardman civilization. There are many types
of craftsmen here: the makers of scrolls, beaters of
copper, brewers of intoxicating potions and the
sculptors of glyphs, as well as vast numbers of workers,
skilled and unskilled, and their overseers. These clusters
of small houses, courtyards and workshops are crowded
and full of activity, with Skinks scurrying about attending
to various tasks. A thriving Lizardman city may have a
teeming population numbering many tens of thousands;
the majority of the population being Skinks. In the open
spaces around the barrios are kept the Stegadons and
other beasts needed for work in the vicinity of the city,
or ready for marching out with the army. Others are kept
in small clearings further out in the jungle, among the
overgrown ruins on the edge of the city, or at the
outlying stone quarries and mines.
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LIZARDMAN LANGUAGE

The Lizardman language, known as Saurian, is a
primaeval  reptilian  tongue. It is  almost
unpronounceable for any race other than the Lizardmen
themselves, because it contains so many sound values
that occur in no other language. Only a Lizardman can
voice these or interpret them as words or sentences.

It is doubtful whether the Saurian tongue was spoken by
the Old Ones as they probably communicated with the
Slann via mental telepathy. The Saurian language is
therefore unique to the Lizardmen races that they bred.

DIALECTS OF SAURIAN

There are three dialects of Saurian. These are spoken by
the Slann, the Skinks and the Saurus.

Slann

The language of the Slann is the most eloquent form of
Saurian. However, the Slann rarely bother to speak it.
They can communicate with each other by means of
telepathy and so restrict their speech to dictating their
prophecies to the Skink scribes and issuing their
directives.

The Slann’s orders and instructions are usually reduced
to a bare minimum of words and are enigmatic to say
the least. Their Skink servants are left to interpret these
words of wisdom. Thus around each pyramid temple
there are to be seen huddles of Skinks debating different
interpretations of the dictates of their master so that
they can faithfully carry out his instructions.

The Skinks are the most vocal of all Lizardmen. They do
most of the talking and all of the reading and writing.
They do not speak fast, but in long sentences laboriously
constructed in a low, kroaking tone. They use much
gesticulation to help communicate because all Saurian
words are vague in precise meaning and yet must be
used to convey the profound thoughts of their masters,
the Slann.

Crude Saurian

Crude Saurian is the dialect of Saurian spoken by the
Saurus. The Saurus are not really capable of
pronouncing many words at all. They are far better at
fearsome roars and blood-curdling battle cries. They
seldom speak otherwise and their words come out deep
and harsh. Saurus vocabulary is limited to about fifty or
so words mostly to do with fighting and their leaders are
those who can string these together into rudimentary
orders and instructions to keep the rest drilled and
trained ready for battle.

PICTORIAL

GLYPHS

SPAWNING

PROPHECY

LEADER/RULER
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LIZARDMAN GLYPHS

PHONETIC GLYPHS

NUMERALS

100,000

1,000,000 %
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SECRETS OF THE SCROLLS

The Skink scribes in the temple cities of the Lizardmen make scrolls from the reeds that grow in the
surrounding swamps. The pith from the reeds is sliced into thin strips which are gummed together
into a kind of paper. It is upon these scrolls that the scribes write down anything of importance —
records, annals, reports, astronontical observations, mathematical calculations and details of their
ceremonties and rituals. The scrolls are perishable and in the humidity of the jungle, thousands of
scribes spend the day copying out the old decaying texts onto new scrolls. The most important texts
are of course also inscribed onto durable materials like stone and metal plaques. The scrolls are much
more fragile than the parchments used by all the other races of the world, but parchment is made
from animal skins and the right kinds of hides cannot be obtained in the tropical lands of the
Lizardmen.

Ah‘huuqh many scrolls have been looted from the Lizardman realms over the ages, they seldom
survive for very long in the hands of barbarians. EIf scholars and wizards in the Old World are eager
to acquire them to learn whatever secrets they may hold and so will pay a high price. Therefore
adventurers and raiders who go to Lustria and the South Lands in search of treasure regard scrolls as
equally valuable and worth taking. Elves and wizards diligently copy the texts of any decaying
fragments of Lizardman scrolls they can acquire, before the scroll itself perishes.

Amazing though it may seem, some Elven scholars and afew Old World wizards have managed to
translate some of the texts found on Lizardman scrolls. It is said that the Dark Elves are very good at
it, but then, they take Skink captives from Lustria on their raids and no doubt force them to reveal
the secrets of their language, such is their thirst for arcane knowledge to further their evil intentions.
Some of the scrolls record tales of events in various temple cities. One scroll records the tyrannical
rule of Mage-Lord Zhul in the city of Xahutec and dates to the period before that city was
abandoned. The excellent Elven translation of this tale is given here in its entirety. The translator
made a great effort to preserve the distinct archaic and hieratic style of the Skink scribe who
compiled the report.

“Master Tbnoq"ins’t_rﬁcted that the occurrences in the
time of his predecessor, Lord Zhul, should be

‘recorded, so that those who come after may learn

from it. For there are now many things seen and

‘unseen in the world, which have entered it from the
time of the Great Catastrophe. These were things of

which the Old Ones did not speak; or if they did, the
records have not survived. We must make our own
observations of new phenomena and record the

methods which are seen to be effective to correct the

erratic tendencies in the great plan. We must
diligently pursue our work as ordained by the Old
Ones. So said Master Tenoq. May Sotek watch over
our endeavours!

Lord Zhul was deep in wisdom. His th.oughts were

;- pure. Then came the time of renewing the great

Pyramid Temple of the Sun in which the Mage-Lord
resided. In order to commence the work, Lord Zhul
was conveyed into the pyramid temple of the
Northern Constellation, which was made ready for
him. This place was formerly a ruin and had not been
occupied by a Mage-Priest for two hundred and fifty
cycles of the sun.
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After Lord Zhul had resided upon the lesser pyramid
for a short time, he gave instructions to stop work on

the renovation of the Great Pyramid of the Sun. It

was not understood why he should give such an
instruction, but he was nonetheless obeyed. On
another occasion Lord Zhul asked why the work on
the Great Pyramld had been stopped. Why were the
chisels silent and the great stones not moving up the
ramps? His servants replied, "It is according to your
instructions revered one!” Lord Zhul said, “I have

given no such instructions, let the work be continued

at once!” The chief overseer of works was dismissed
and set to oversee the gold mines.

Sometime afterwards this happened again. Lord Zhul
ordered the work to be stopped and then ordered it
to begin again as if unaware of his previous

~ instruction. This occurrence repeated itself many

times. Each time Lord Zhul became more irritated and
more angry. Three overseers of works were executed.
Such a thing was unheard of! Lord Zhul even ordered
that an overseer be sacrificed to Sotek. Such an
offering is unacceptable to the Snake God and the
order was not carried out.
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When he heard that the order was disobeyed, Lord
Zhul became even more angry. Then Lord Zhul began

~ arevision of the sacred texts and ordered many to be

destroyed and words to be changed. The scribes did
not obey. Instead the scrolls were hidden, or sent
away to another city.

When Lord Zhul became inconsistent in his
pronouncements his servants divided into two
schools of thought concerning the matter. Some, led
by old Copaquetl, were for following the instructions
of the Mage-Lord whatever they might be, for was
not his wisdom more profound than theirs and was it
not foolish to question it? Others, led by Anqipangi,
suspected that an anomaly in the order of the world
was manifesting itself through the erratic utterances
of Lord Zhul himself! It was the latter faction who hid
the scrolls which Lord Zhul ordered to be destroyed.

At that time there were no other Mage-Priests in
Xahutec because Master Tenoq (later to succeed Lord
Zhul as Mage Lord) and the other priests had moved
to Huatl to re-found the city. It was decided to
consult Master Tenoq concerning Lord Zhul, and this
was done in secret. Master Tenoq found that he could
not hear the thoughts of Lord Zhul. The mind of Lord
Zhul was closed to him and also to all the other
priests. Master Tenoq said, “The mind of Lord Zhul is
focused on a far distant place. There is something
which holds his attention.”

Those scribes and acolytes that had consulted Master
Tenoq then returned and persuaded the others that
the matter should be investigated. It was observed
that Lord Zhul made contrary pronouncements only
when his palanquin was positioned to face the rising
of the northern constellation at the zenith day of
each month. The alignment was therefore towards
the ruined temple pyramid of Tlencan. Indeed, there
was no other place on the alignment. Thus it was
understood that Lord Zhul's thoughts were focused
upon the pyramid of Tlencan when he became
irritated and confused.

The ruined pyramid of Tlencan is located upon an
island a great many days distance from Xahutec. It
was decided to send an expedition of Skinks to that
place to discover what it was that held the Mage-
Lord's attention and disturbed the tranquillity of his
thoughts. The expedition was led by Quzipantuti. He
took with him the First Cohort of green-backed
Skinks on account of their reputation for bravery and
endurance, and also because they were willing to
swim across salt water to the island.

Quzipantuti reached Tlencan after many days and
crossed over the salt water. He found that the ruins
were deserted as of old. Then the pyramid itself was
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investigated. Quzipantuti himself entered the sacred
chamber by means of stealth. He saw that the plinth
in the middle of the sacred pool. upon which the
palanquin of the priest was by custom placed, was
occupied by a vile Xlanax!

Translator’s comment: The EIf sage, Aradhel of Saphery, made
a commmentary to accompany his translation. In this he stated
his belief that the Xlanax was a Chaos Daemon, although the
exact meaning of this obscure Lizardman word cannot be
known for certain.

Quzipantuti reported that the Xlanax was transfixed
by an Elven blade inscribed with sacred marks: This
had not slain the Xlanax, but yet had mortally
wounded it. Who can say how long it takes a Xlanax
to die from such a wound? The scribes have since
agreed that the Xlanax was undoubtedly wounded in
a great and ancient conflict between the enemies of
the Old Ones and the Elven-spawn in the lands of
Ulthuan. From there, the Xlanax escaped and came
into the pyramid upon the island of Tlencan to die a
slow death, deep in resentment, When Lord Zhul
occasioned to align his thoughts towards the north,
the profane instincts of the Xlanax were opened to
him and polluted the purity of his contemplation!

Quzipantuti was alert in his judgement and
understood that the Xlanax must be destroyed. Only
Sotek could consume such a creature! Thus with
stealth did Quzipantuti make his way from that place.
Together with other scribes and acolytes he attended
the altar of Sotek which is in Tlencan and performed
the rituals on invocation.

Upon the rising of the sun, Sotek manifested himself
in his aspect of a mighty serpent. He issued forth
from the depths and ascended the pyramid by means
of secret shafts. He entered into the chamber upon
the pyramid and consumed the Xlanax! That was
indeed a mighty struggle when Sotek in his wrath
consumed the Xlanax, but the venom of Sotek
prevailed. It took many days for Sotek to digest his
prey, before he returned, satisfied, into his ancient
abode.

Quzipantuti returned to Xahutec having incurred no
loss among his expedition and having succeeded in
purging Tlencan of the polluting presence. Before this
and at the very moment at which Sotek had taken the
Xlanax as his justified tribute, Lord Zhul had perished
upon his palanquin. It was the effort of mental strife
with the Xlanax which had caused his demise. For
many cycles of the sun had Lord Zhul striven to keep
his thoughts pure, failing only when his powers
weakened, When he transcended this mortal
existence and became a revered one, as one of the
0Old Ones, he became pure again. Thereupon Lord
Zhul was prepared with resin and bedecked in gold
and set to rest within the crypt of his pyramid, his
magic restored and potent. May Sotek guard him!”

As translated by Aradhel of Saphery

‘ :
ol




Each‘teml)lébcity oft.he Hmtdtnenls like a separate independ
country, ruled by a Mage-Priest and defended by its ovm‘ajgny
warriors. The armies of the Lizardmen are very exotic and colﬁurful’.
The cohorts of Skinks and Saurus warriors line up in their §crried
ranks, each with a standard depicting one of their. anuent,‘jungle
~gods and led by officers bedecked in feathered head-grésses.
Regiments are distinguished by the vivid colours and markings of
the warriors’ scaly skin and everywhere is the g[mt of glcaming gold ‘
and bronze weapons and armour. T Ve
the swaying howdahs
Stegadons, and the férociims Kr
Mage-Priest commands the army from
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SPAWNINGS

owe.ringr bove these hordes are
on the backs ofl' _msome

hisgolden i)alancpnn

S lann, Saurus, Skinks and
Kroxigor are spawned in ponds
and swamps whereas the various
reptilian beasts which serve them,
such as the Stegadons and
Terradons, are hatched from eggs.

Every Lizardman city has its sacred ponds and
expanses of marsh where the spawnings occur. Skinks
and Kroxigor tend to spawn in ponds and swamps
open to the sky, whereas Saurus are usually spawned
in dank subterranean caverns. Pyramid temples are
frequently built over the top of the entrances to such
caverns and outlying swamps are sometimes made
into rectangular sac