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Opening Remarks from the Creator of the 
Fargoth World Building Project 

 
Belandir … it’s a remarkable place where intelligent 
humanoids and fantastical beasts share the land with 
the more mundane creatures. All seek to carve out a 
niche to survive and be comfortable. Sometimes habi-
tats overlap and altercations ensue leaving the victor 
able to take advantage of their spoils. 
 
The locations on this eclectic planet vary from the in-
hospitable tundra of the polar regions to the sweltering 
rainforests of the equator. Each has its own unique 
characteristics that makes them both beautiful and dan-
gerous in their own way.  
 
Belandir is much like Earth in its travel around the sun, 
axis tilt, and other parameters which means that adven-
turing on it will be familiar enough to make it your 
own without having to think about strange planetary 
differences. At the same time things will be unique via 
the population of creatures and locations that adventur-
ers can be constantly on edge wondering what circum-
stances will develop out of a seemingly familiar and 
mundane forest or other location common to an Earth-
like setting. 
 
It is ultimately the Game Master who uses a setting and 
makes it their own through the constant customization 
of the material to suit the needs and desires of their 
players. We hope that what we present here makes this 
job as easy as possible by providing a rich, detailed 
setting for you to use. 
 
This is only the first of many gazetteers that will break 
the planet down in increasing detail. This particular 
publication presents things at a macro level providing 
the overall setting from the solar system at its largest 
view, down to the continental level as the smallest in-
crement discussed. 
 
Belandir is a creation of the Fargoth World Build Pro-
ject (www.fargoth.com). I created it in 1997 in an at-
tempt to create an online community where like-
minded creative individuals could collectively assem-
ble their thoughts, ideas, and creations into a cohesive 
world for all to use in whole or in part while gaming. 
 
Because of the very nature of such an endeavor the 
setting is in a constant state of development. We would 
like nothing more then to have an even greater number 
of contributors and as such I invite you to visit our 
website. Perhaps you too will find yourself drawn to 
some aspect of the world that you would like to add 
your creative spark to.  

We have a motto for the project that I believe captures 
the essence of what we do and the spirit in which we do 
it. That motto is: 
 
“Always remember: Our best tool is our collective power 
as a group. If we don't help one another improve we are 
not doing ourselves and our project justice. We must take 
the common and ordinary and make it extraordinary!” 
 

As you can see we not only wish to create a wonderful 
fantasy setting, we also wish to help each other grow 
creatively in whatever medium we choose to employ 
on our creative canvass. 
 
Whatever your passion or preference I strongly believe 
that the Fargoth World Building Project has something 
that will appeal to you. 
 
I hope you enjoy this gazetteer and find it useful in 
whole or in part and that it, in some way, enhances 
your gaming enjoyment. 
 
Respectfully, 
Paul J. Pishnak 
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Fargoth’s Solar System 

 
At its heart, the solar system in which Belandir, Far-
goth’s parent planet, exists has a G2 spectral type main 
sequence (Class V) star. For simplicity’s sake, this is 
much like Earth’s Sun, with similar gravitational and 
luminosity properties. Its key properties are: 
 

Sun 

The Solar System in which Fargoth exists contains six 
planets including Belandir, on which we find Fargoth. 
Some mages and visionaries contend that a (legendary) 
seventh planet exists based on their studies of the heav-
ens. However, it is impossible to see this planet with 
the naked eye – if it even exists. The planets as outlined 
below are in order from the closest to the sun to the 
farthest. 
 
Ciapha  
Ciapha is the first planet out from the sun. It is tiny and 

hot. Its nickel-iron core occupies 80-90% of its volume. 
It has little atmosphere; it is so hot and its escape ve-
locity so low that gas molecules, even massive ones, 
easily escape Ciapha. A small amount of hydrogen and 
helium exist at very low pressure on its night side, and 
in the day an atmosphere of sodium and potassium, 
released by the rock as it absorbs ultraviolet radiation, 
dominates. 
 
Its surface has many large craters, scarps and cliffs – 
the craters a result of frequent bombardment by mete-
orites and asteroids as they are pulled into the sun, and 
the scarps and cliffs forming as Ciapha’s core and crust 
cool and contract. 
 
It is virtually impossible to perceive Ciapha in 
Belandir’s night sky – few have been lucky enough to 
spot her in the late evening gloom or the early morning 
haze. Humans, certainly, cannot see her, but some races 
with superior vision have been known to get a glimpse 
of her elusive appearances. 

Mass 1.99x1030 kg 

Radius 6.95x105 km 

Mean Density 1411 kg/m3 

Surface Gravity 2.75x102 N/kg 

Escape Speed 6.19x105 m/s 

Effective Temperature 5770 K 
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Iranil  
Iranil closely resembles Belandir in most respects; it 
has a similar size, mass, obliquity and eccentricity. 
However, it differs vastly from Belandir in that its day 
is about 155 Fargothian Days. 
 
The interior of the planet resembles Belandir also; a 
thin rocky crust, a silicate mantle, and a metallic core. 
 
Its atmosphere is very thick and acidic, consisting of 
mainly carbon dioxide and a small amount of nitrogen, 
with trace amounts of water, oxygen, hydrogen chlo-
ride, argon, hydrogen fluoride, hydrogen sulphide, sul-
phur dioxide, helium, and carbon monoxide. Pressure 
at the surface is about 60 atm, with clouds of water, 
sulphuric acid, and small solid sulphur crystals 45-60 
km above the surface. It has a very high albedo, due to 
its thick atmosphere, and is brighter than any star in the 
evening or morning sky. As it is within Belandir’s orbit 
around the sun, it cannot rise high in the night sky. 
 
The surface terrain is rough and barren, though scarred 
with few craters; most debris entering Iranil’s thick 
atmosphere is incinerated or vaporised before it reaches 
the surface. Tectonic and volcanic activity create pla-
teaus on Iranil’s surface populated with volcanic 
domes. Iranil has one satellite; a small asteroid orbiting 
close to the planet; its orbit takes but 12 hours. 
 

The Iranil sky contains one odd feature, singular among 
the terrestrial planets. It has a thin belt, a ring, in its 
equatorial plane. Though not very luminous, there is a 
lot of heavy material in its ring, suggesting the sudden 
calamitous demise of a second satellite not too long 
ago. 
 

 
Belandir  
Belandir is a very Earth-like planet. Its size and density 
is identical, and therefore so is its gravitational pull. It 
is this planet on which we find the continent of Far-
goth. 
 
Internally, it is the same as Earth: a thin crust (average 
thickness of 35 km) of density 3,300 kg/m3, a solid 
mantle of silicates to a depth of 3,000 km with densi-
ties between 3,300 and 5,500 kg/m3, a liquid outer core 
to 5,100 km deep with densities from about 9,900 to 
12,000 kg/m3 due to the metallic compounds of nickel 
or iron, and finally a solid metallic inner core of radius 
1,300 km with densities around 13,000 kg/m3. The 
crust contains both a lithosphere and a hydrosphere. 
 
Its atmosphere is similar to that of Earth, consisting 
primarily of molecular nitrogen and oxygen (N2 and 
O2). There is, however, slightly less carbon dioxide, 
resulting in a slightly lower greenhouse effect. Like 
Earth, it has a troposphere (capable of supporting life) 

Ciapha 
Mass (kg) 1.28x1023 

Radius (km) 1,795 

Circumference (km) 11,281 

Average Density (kg/m3) 5299.2 

Atmosphere Nil 

Obliquity (degrees) 1.21 

Inclination to Ecliptic (deg) 12.32 

Semi-major Axis (AU) 0.41 

Eccentricity 0.102 

Albedo 0.06 

Gravitational pull (Gs) 0.27 

Orbital Period (Fargoth Days) 95.89 

Sidereal day length (F. Hours) 1146.30 

Solar day length (F. Hours) 1158.25 

Satellites 0 

Iranil 
Mass (kg) 7.77x1024 

Radius (km) 7,149 

Circumference (km) 44,921 

Average Density (kg/m3) 5077.3 

Atmosphere CO2, N2 

Obliquity (degrees) 25.29 

Inclination to Ecliptic (deg) 1.85 

Semi-major Axis (AU) 0.81 

Eccentricity 0.005 

Albedo 0.61 

Gravitational pull (Gs) 1.03 

Orbital Period (Fargoth Days) 266.27 

Sidereal day length (F. Hours) 3887.74 

Solar day length (F. Hours) 3902.34 

Satellites 1 
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up to approximately 10km above the surface. At 30km, 
it has an ozone layer a few kilometres thick. Above 
this, it has a stratosphere to about 60km, and finally an 
ionosphere, which includes the subsidiary meso- and 
thermospheres and extends to approximately 750km 
above the surface. Surface pressure and density are 
approximately equal to Earth’s. 
 
Its orbit around the sun is slightly closer than Earth’s. 
This, combined with an unusually large number of sat-
ellites for a terrestrial planet that cause more gravita-
tional stress, means it is slightly warmer – an effect that 
is almost cancelled by its lesser greenhouse effect. Its 
warmer atmosphere can contain a higher humidity, and 
cloud cover at the equator is slightly more than Earth’s, 
resulting in forested and jungle areas nearer the equato-
rial deserts compared to Earth. Its tropics are at the 
same latitudes as Earth’s, by virtue of Belandir’s axial 
tilt. 
 
It is the only planet in the solar system with life, as far 
as Fargothians know – however, a lack of telescopes 
and astronomical knowledge means that none can say 
for sure. There is at least one other planet, Aering, ca-
pable of supporting life in the solar system. 
 
Its satellites are the Little Runner, the Blood Moon, the 
Scarred One, the Shadow Moon, and the Tortoise. All 
of its satellites rotate synchronously, with the exception 
of the distant Shadow Moon and the erratic Little Run-
ner. 

Belandir 
Mass (kg) 6.00x1024 

Radius (km) 6,378 

Circumference (km) 40,074 

Average Density (kg/m3) 5520.0 

Atmosphere Earth-like 

Obliquity (degrees) 23.5 

Semi-major Axis (AU) 0.99 

Eccentricity 0.016 

Gravitational pull (Gs) 1.00 

Orbital Period (Fargoth 
Days) 

360.00 

Sidereal day length (F. 
Hours) 

24.93 

Solar day length (F. Hours) 25.00 

Satellites 5 

It’s worth paying special attention to the 
fact that the world of Belandir has five 
moons. 
 
The gaming implications this can affect are 
numerous to say the least. The obvious 
aspect greatly affected by the many satel-
lites of Belandir is lycanthropy. 
 
While a Game Master can keep things 
simple and have all lycanthropes attuned 
to a single moon they can also make things 
far more complex.  
 
Some types of lycanthropes can be attuned 
to a certain moon. For instance all were-
wolves could be affected by the Blood 
Moon and the Blood Moon only. No 
other moon, regardless of its phase affects 
their curse. 
 
Another suggestion is to have a creature or 
player affected by lycanthropy roll ran-
domly to see which moon they are attuned 
to. This introduces an element of surprise 
into the game. While the previous sugges-
tion allows players to know that a werewolf 
will turn when the Blood Moon is full, this 
suggestion isn’t as rigid. 
 
One nasty little event that could affect 
entire populations on Belandir is when all 
moons are full simultaneously. This could 
cause anything from wars amongst lycan-
thrope bands to a night of sheer terror for 
those caught unprepared for the wave of 
destruction that crashes over them as 
droves of were creatures terrorize the 
lands. 
 
While lycanthropy is but one item that 
multiple moons affects it is one of the 
more fantastical that a game master can 
use  to make the World of Fargoth some-
thing special for their players. 
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Aering Prime 
The heavenly body of Aering, as it is known on Far-
goth, is actually a pair of planets caught in each other’s 
gravity. The largest of the two, Aering Prime, is con-
sidered the actual planet, while the smaller Aering Beta 
is considered its satellite. How it came to be that there 
are two planets there is unknown; a disastrous impact 
in its history, a strange aligning of gravitational wells 
during planetary formation, or sheer coincidence. 
 
Both have molten cores, due to the gravitational stress 
they cause on each other as they orbit and rotate, 
though Aering Prime has a more metallic core than its 
sister planet. 
 
Aering Prime has a life-supporting atmosphere of 
mostly molecular nitrogen and oxygen, though satu-
rated with water. Its surface is covered in a layer of 
snow and ice several kilometres thick, and its atmos-
phere is thin and cold (temperatures averaging 270 K, 
pressures around 0.3 atm). There is little surface water 
in liquid form; over 99% is solid ice. The surface has 
few craters or scars, save the many glaciers that cover 
its surface, due to the erosion that the atmosphere, com-
bined with the water (solid and liquid), causes. 
 

 
 

Aering Beta 
Aering Beta has a diameter of about three-quarters that 
of Aering Prime, and its mass is such that internal heat-
ing is less than Aering Prime. Temperatures here aver-
age 200 K, pressures around 0.02 atm, and its atmos-
phere contains a much higher concentration of carbon 
dioxide – it is incapable of supporting life. Its surface is 
relatively smooth and unmarked; vast blizzards that 
envelop it wipe clean any trace of impact or volcanic 
activity. 
 
Notice that the obliquity of Aering Prime is larger than 
90 degrees – almost 180 degrees – so that its rotation is 
retrograde. Aering Beta, on the other hand, rotates nor-
mally, so the two planets in unison seem to spin 
through space like a pair of counter-rotating billiard 
balls. Their frosty surface and water-logged atmos-
pheres give a very high albedo: it is a bright star in the 
sky, second only to Iranil. Due to the fact that this 
planet pair orbits each other, it periodically brightens 
and darkens in the sky approximately every 46 days. 

 
 
 

Aering Prime 
Mass (kg) 2.05x1024 

Radius (km) 4,668 

Circumference (km) 29,330 

Average Density (kg/m3) 4,802.4 

Atmosphere N2, O2, H2O 

Obliquity (degrees) 153.27 

Inclination to Ecliptic (deg) 0.12 

Semi-major Axis (AU) 1.89 

Eccentricity 0.020 

Albedo 0.72 

Gravitational pull (Gs) 0.64 

Orbital Period (Fargoth Days) 949.06 

Sidereal day length (F. Hours) 32.13 

Solar day length (F. Hours) 32.16 

Satellites 1 

Aering Beta (satellite data) 
Mass (kg) 6.32x1023 

Radius (km) 3,268 

Avg. Density (kg/m3) 4,322.2 

Avg. Angular Size (deg) 0.96 

Orbit Inclination (deg) 0.19 

Obliquity (deg) 20.90 

Semi-major Axis (km) 388,900 

Eccentricity 0.018 

Gravity (Gs) 0.40 

Albedo 0.69 

Orbital period (days) 46.15 

Phase period (days) 48.11 

Sidereal rotation (days) 1.31 



 

8 
www.fargoth.com  

Thalorn 
Thalorn is the first of the Jovian planets in the solar 
system. Solar day length is not included in the data 
provided, because due to the long orbital period of the 
Jovian planets its solar day length is almost equal to its 
sidereal day length. 
 
Thalorn has a rocky core at immense pressure. Outside 
of this it has a layer of ice, a layer of liquid metallic 
hydrogen, and a layer of liquid molecular hydrogen. Its 
atmosphere consists mostly of methane and a small 
amount of ammonia, with trace amounts of ethane, 
phosphine, acetylene, methylacetylene, and propane, 
among an abundance of molecular hydrogen and he-
lium. One of the most amazing properties of this planet 
is its low average density – because its density is only 
about 83% that of water, if there was an ocean large 
enough to contain it, Thalorn would float like an ice-
berg (though it would have about 17% exposed). 
 
Thalorn is more like a star that did not have sufficient 
mass to ignite and less like a regular planet. During its 
formation it accrued a large proportion of the matter in 
the solar system; only its big brother Thodrad and the 
Sun are more massive. Because it is essentially fluid, 
Thalorn undergoes differential rotation; fastest at the 
equator and slowest at the poles. Its rotation structure is 
reminiscent of Earth’s (or Fargoth’s) trade winds 
 
Like any Jovian planet, Thalorn has many satellites. It 
has at least 12, but probably more; three large satellites, 
small planets in their own regard, and numerous 
smaller lumps of rock or ice. It also has a series of rings 
in its equatorial plane; many dark rings, a few bright 
rings. The innermost satellites frequently pass through 
the rings and collide with particles inside the rings. 

Thalorn 
Mass (kg) 5.96x1026 

Radius (km) 55,591 

Circumference (km) 349,286 

Average Density (kg/m3) 828.0 

Atmosphere CH4, NH3 

Obliquity (degrees) 3.62 

Inclination to Ecliptic 3.51 

Semi-major Axis (AU) 7.19 

Eccentricity 0.089 

Albedo 0.69 

Gravitational pull (Gs) 1.31 

Orbital Period (F. Years) 19.58 

Sidereal day length (F. 
Hours) 

9.14 

Satellites 12+ 

You may have noticed that the Fargothian 
solar system is strikingly similar to our own. 
The creators of Fargoth intentionally made it 
so. 
 
Things may appear to be analogous but there 
are enough oddities to make a Game Master’s 
bag of tricks full of surprises they can use to 
paint strange pictures for their players.  
 
It is the little details that can set the stage for 
a night of adventuring when players look to 
the heavens expecting to see the same type of 
sights.  
 
A clever Game Master can use what he reads 
within the covers of this Gazetteer to set the 
mood for whatever type of adventure they 
are pitting their players against. 
 
Horror, comedy, mystery … all can be en-
hanced by a skillful mind who knows how to 
insert the right set of visual cues at the right 
time to keep players at a minimum, on their 
toes or at its fullest extent, shocked and dis-
mayed! 
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Thodrad 
Thodrad, like its little brother, is a Jovian planet. It is 
the largest planet in the solar system, larger even than 
Jupiter from Earth’s solar system. Its proximity to 
Thalorn’s orbit around the sun means that the two plan-
ets cause relatively large perturbations in each other’s 
movements. 
 
Internally it is almost identical to Thalorn. However, 
because of its higher mass and higher density, its me-
tallic hydrogen shell is much larger; the pressure inside 
Thodrad is much larger. 
 
Its atmosphere contains a lot more phosphine, for an 
unknown reason, and this gives it an incredibly high 
albedo. It is brighter in the night sky than Thalorn, even 
though it is further away. It has a ring system, though 
much more extensive than Thalorn’s. This can be at-
tributed to the fact that it has many more satellites and 
other junk around it. 
 

Duininon 
Duininon cannot be seen from Belandir without the aid 
of technology or magic. It is small, cold, and has a very 
low-pressure atmosphere. 
 
It is mostly rock, with a solid core; a few plateaus of 
frozen ammonia exist, and what little atmosphere exists 
is mostly methane, hydrogen and ammonia secreted 
from ice in hydrostatic equilibrium. 

 
It is a legendary or mythical planet, since only some of 
Fargoth’s inhabitants believe it exists, and the myths 
and legends of its existence are both backed and re-
buked by ever-disagreeing factions of magicians, as-
trologers and astronomers of high status. 
 
It may have one or two satellites; however, the planet 
and any satellites it may have behave essentially as one 
heavenly body. 
 

 

Thodrad 
Mass (kg) 2.51x1027 

Radius (km) 74,702 

Circumference (km) 469,365 

Average Density (kg/m3) 1,435.2 

Atmosphere CH4, NH3 

Obliquity (degrees) 27.13 

Inclination to Ecliptic 1.72 

Semi-major Axis (AU) 9.21 

Eccentricity 0.043 

Albedo 0.82 

Gravitational pull (Gs) 3.05 

Orbital Period (F. Years) 28.34 

Sidereal day length (F. Hours) 15.36 

Satellites 17+ 

Duininon 
Mass (kg) 1.83x1024 

Radius (km) 5,549 

Circumference (km) 34,865 

Average Density (kg/m3) 2,560.8 

Atmosphere CH4, H2 

Obliquity (degrees) 19.27 

Inclination to Ecliptic 0.39 

Semi-major Axis (AU) 21.12 

Eccentricity 0.211 

Albedo 0.10 

Gravitational pull (Gs) 0.40 

Orbital Period (F. Years) 98.48 

Sidereal day length (F. Days) 7.37 

Satellites 1? 
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The Satellites (Moons) of Belandir 

 

  Little 
Runner 

Blood 
Moon 

Scarred 
One 

Shadow 
Moon 

Tor-
toise 

Mass (kg) 2.98x1016 4.26x1021 1.21x1021 5.88x1022 8.03x1022 

Radius (km) 12.76 637.80 446.46 1530.72 1785.84 

Avg. Density (kg/m3) 3422.4 3191.2 3256.8 4305.6 3367.2 

Avg. Ang. Size (deg) 0.10, 0.01 0.31 0.16 0.17/0.06 0.51 

Orbit Inclination (deg) 8.38 4.7 1.3 0.5 5.1 

Obliquity (deg) 0.0 7.3 3.4 92.1 6.7 

Semi-major Axis (km) 56,830 235,000 311,200 1,060,000 399,400 

Eccentricity 0.738 0.003 0.016 0.121 0.034 

Gravity (Gs) Negligible 0.07 0.04 0.17 0.17 

Albedo <0.01 0.02 0.04 0.00? 0.06 

Orbital period (days) 1.50 12.58 19.17 120.00 27.69 

Phase period (days) 1.50 13.04 20.25 179.99 30.00 

Sidereal rotation (days) 0.48 12.58 19.17 21.18 27.69 

The Little Runner is a near-spherical asteroid caught in 
Belandir’s gravity very close by. It has a very eccentric 
retrograde orbit, approaching the planet as close as 
14,900 km at perigee and moving out to 98,800 km at 
apogee. Its orbit is perturbed by its close proximity to 
one of Belandir’s Lagrange Points at apogee so that the 
precession of its ascending node matches Belandir’s 
orbit around the sun. At night, it speeds through the sky 
at a maximum speed of 6.8 km/s, rising and setting in a 
matter of about four hours, passing from its first quarter 
to its last quarter in the process. Because of its unique 
retrograde orbit, it rises in the west and sets in the east. 
At closest approach to the planet, its (maximum) angu-
lar size is 0.10 degrees, about one-fifth that of Earth’s 
Moon, though it diminishes in size again as it moves 
further away from the planet, reaching its minimum 
size at apogee of 0.01 degrees (though the planet’s in-
habitants are unable to see this as it occurs on the day-
time side of the planet). Since its orbital period is al-
most exactly one and a half days, it appears in the same 
position in the sky every third night. 
 
A variety of compounds of iron give the surface of the 
Blood Moon a red appearance; hence its name. It had 
an atmosphere at some stage of its life, but its core is 
no longer hot enough to outgas material into the atmos-
phere. It passes through one whole phase cycle every 
13 days; however, in order to correct for its slightly 

longer phase period, once every year it passes through 
a 14-day cycle. When it had an atmosphere, the Blood 
Moon was the brightest moon in the sky, two or three 
times brighter than Earth’s Moon, though it is slightly 
smaller (its apparent diameter is 62% that of Earth’s 
Moon). It is now a ghostly dim figure, a thin fog of its 
former glory. It is considered a bad omen to many. 
 
The scarred, pock-marked face of the Scarred One is a 
result of billions of years of abuse by meteorites and 
asteroids. It is itself a huge asteroid, caught by the 
planet’s gravitational pull shortly after its formation. It 
consists of basaltic rock, and is seismically very quiet. 
Its core is not metallic, and it never acquired enough 
energy for a molten core. It is slightly brighter in the 
sky than the Blood Moon, however it also appears 
much smaller; from Fargoth, it appears to have half the 
diameter of the Blood Moon. It passes through one full 
phase every 20.25 days; three out of four phase-cycles 
is 20 days long, the fourth is 21. 
 
Mystery and myth surround the Shadow Moon. It had a 
molten core and mantle earlier in its life, and though its 
core is no longer molten, metallic compounds of high 
density abound. Its surface consists of a very absorbent 
dust, and it is usually impossible to see unless you 
know what you are looking for – a small black patch in 
the sky. However, some time ago, an asteroid of im-
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mense proportion collided with it. The collision threw 
the Shadow Moon out of its regular orbit and sent it 
spinning in its orbital plane; its obliquity is now almost 
90 degrees, its sidereal rotation is much faster than any 
of the other moons, and its eccentricity, too, is much 
larger (with the exception of the Little Runner). The 
impact crater that remained was more than a thousand 
kilometres from one edge to the other, and covered in a 
silvery molten substance. The substance solidified 
quickly in the cold vacuum of space, and left a solid, 
highly reflective “ocean” resting in the crater. This 
reflective surface can be seen from the Fargoth on the 
longest and shortest days of the year – no other time is 
it at an angle suitable to be seen. On these two days, it 
is small (a diameter a tenth that of Earth’s Moon) but 
very bright indeed – it is the reflective crater that can 
be seen, and not the moon itself. Shrewd observers can 
track its progress through the sky throughout the year 
by observing the black patch it leaves. Its actual angu-
lar size is 0.17 degrees, while the angular size of the 
visible crater is 0.06 degrees. 
 
The Fargothian month is based on the phases of the 
Tortoise. It is much like Earth’s Moon, appearing only 
ever-so-slightly dimmer but just as large (its angular 
size is the same). It may have had a molten core at one 
stage, but it no longer does. It, like the other Fargothian 
moons, has no atmosphere, as it is unable to outgas 
sufficiently. It has by far the greatest effect on the tides, 
and is the brightest object in the night sky. Steadily and 
evenly does the Tortoise plod across the heavens, reli-
able, docile, but with the largest gravitational influence 
on the planet. 

Fargoth Lunar Cycles 
 

Name: Tortoise  
Appearance: White when illu-
minated 
Cycle: 30 days 
 
Name: Blood Moon 
Appearance: Ghostly, dim-red 
figure 
Cycle: 13 days with one 14-
day cycle every year. 
 
Name: Scarred One 
Appearance: Dim grey plane-
tary body full of pock marks. 
Cycle: 21-day cycle 
 
Name: Shadow Moon 
Appearance: Extremely hard 
to see.  To those who know 
what to look for it appears as 
a dark patch in the sky. 
Cycle: 180-day cycle 
 
Name: Little Runner  
Appearance: Bright white 
with a hint of yellow 
Cycle: 1.5-day cycle 
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The Belandir Sky 
(Northern Hemisphere) 

1. The Scythe 
2. Hangman’s Noose 
3. The Rat 
4. The Goose 
5. The Dragon 
6. The Centaur 
7. The Bow 

8. The Spear 
9. The Scale 
10.The Hydra 
11.The Flail 
12.The Twins 
13.The Snake 
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1. The Plow 
2. The Frog 
3. The Hoe 
4. The Mule 
5. The Tree 
6. Hammer & Anvil 
7. The Wishbone 

8. Epoc’s Eye 
9. The Pelican 
10.The Wave 
11.The Arrow 
12.Eagle’s Claw 
 

The Belandir Sky 
(Southern Hemisphere) 
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Plate tectonics is the mechanism by which, what ap-
pears to be a solid planet, is actually several relatively 
flat sections of crust on the outside that float over a 
molten core. It is the action of these shifting plates that 
causes the planet to shake, volcanoes to form and erupt, 
and all manner of slow and methodical processes to 
take place that forms one of the many factors that 
forms the surface of the planet into what we see. Most 
of the occurrences happen at such a slow rate that it 
takes hundreds of thousands of years to notice any ap-
preciable difference or change on the surface. Some 
catastrophic events are often the rare result of shifting 
plates such as quakes, volcanic eruptions as well as 
some associated events that happen as a secondary oc-
currence such as a tsunami that is formed by quakes 

that happen beneath the oceans.  
 
In some instances new surface material is created. The 
most common form being the formation of islands dur-
ing volcanic eruption. Likewise some landmasses can 
have their mass reduced as enormous portions slide 
into the sea during quakes. 
 
In a gaming environment the information presented 
here is useful if a GM wishes to place charters in peril 
using natural events in whole, or in part, as an obstacle 
to overcome. For example a party could be searching 
for a rare ingredient for a wizard to use in some grand 
scheme. Unfortunately this ingredient, a rare metal, can 
only be gathered while molten near a volcano or else its 

Plate Tectonics and Volcanism 
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potency renders the sample useless. A GM can consult 
this information to determine the best location an ad-
venturing party must travel to in order to gather the 
substance. 
 
The information is also useful should a party be faced 
with time travel. If a group travels far enough into the 
future or past the topography of the land could very 
well be drastically different. A GM could use plate 
tectonics to alter the landscape causing an additional 
obstacle for a party to overcome as the land they were 
once so familiar with now looks totally different. 
 

Belandir Biomes 

A biome is an area on the planet where similar plants, 
animals and climate exist together. These have been 
classified into the seven biomes you see in the image 
above. 
 
The basics for each biome are as follows: 
 
Tropical  —  This biome has two primary types, the 
rainforest and the savannah. The rainforest is a very hot 
and wet environment that plays host to a teeming plant 
and animal population. The rainfall levels usually fall 
between 60 and 160 inches of rain a year. Typically 

there is no winter season as most of us know it. The 
two season usually experienced are the wet and dry 
seasons.  
 
Large trees and other plants form a canopy that pre-
vents most light from reaching the ground. A large por-
tion of the animal life makes their home in the trees and 
the canopy of the rainforest. An abundance of insect 
life thrives in this biome. As can be expected every-
thing from the mundane to the fantastic can be found in 
great numbers in a rainforest. 
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The tropical savanna is a biome characterized by tall 
grasses and occasional trees. Savannas exist in areas 
where there is a 6 to 8 month wet summer season and a 
dry winter season. The annual rainfall in savannas var-
ies depending on the geographic location. Some savan-
nas get as little as 10 inches of rain annually while oth-
ers can get as much as 50 inches. The dry season is 
marked by months of drought and fire which are essen-
tial to the maintenance of savannas. Savannas can re-
sult from climate, soil conditions, animal behavior, or 
agricultural practices, which limit the occurrence of 
trees. 
 
Temperate  —  Like the tropical biome, the temperate 
biome has more then one facet. The two major compo-
nent are the forest and grassland biomes.  
 
The temperate forests are cooler and drier than tropical 
forests. The climate in temperate forests goes through 
four seasons. There is a warm summer season, a cold 
winter season, and two in-between seasons—spring 
and fall. Each of the four seasons lasts about three 
months. 
 
Many types of trees grow in temperate forests. Some of 
them are deciduous trees meaning they lose most of 
their leaves during the cold season. Evergreen trees 
also grow in temperate forests. These trees have nee-
dles instead of broad leaves that do not fall off during 
the cold season. There are many open spaces between 
the tops of trees in temperate forests which allows 
sunlight to reach the ground. Because of this, shrubs 
are able to grow beneath the large trees as opposed to a 
tropical rainforest. The 20 to 60 inches of precipitation 
in a temperate forest is distributed evenly throughout 
the year. The non-growing season is due to tempera-
ture-induced drought during the cold winters. 
 
Temperate grasslands have summers that are very hot 
while the winters are very cold. This biome typically 
has between 10 and 20 inches of precipitation a year. 
Much of this falls as snow, serving as reservoir of 
moisture for the beginning of the growing season. 
Warm to hot summers are experienced, depending on 
the latitude. 
 
There is a lack of trees in this biome which does not 
mean that they cannot grow with the proper introduc-
tion of the right circumstances. However the temperate 
grassland is primarily composed of a rich mix of 
grasses and forbs. The soil tends to be some of the most 
fertile soils around. In areas that are inhabited by hu-
manoids many temperate grasslands have been con-
verted to agricultural lands. 
 

Desert  —  A common misconception is that deserts 
are hot. Such is not the case. As stated, deserts are de-
termined by their lack of rainfall, not their average tem-
perature. 
 
Being an arid climate a desert averages less than 10 
inches of precipitation a year. Potential evaporation 
exceeds precipitation in these areas. Furthermore, rain-
fall is highly localized and relatively unpredictable in 
terms of when it will occur. Annual variation in total 
precipitation may also be great. Temperatures are also 
variable. They may exceed 100° F on summer after-
noons, but dip by 20-30 degrees or more at night. Win-
ters are cool to cold: "hot deserts" rarely experience 
frost; "cold deserts" may have prolonged periods of 
below freezing temperatures and snowfall. High day-
time temperatures and low nighttime temperatures 
make survival in the desert very difficult. 
 
Shrubs are the dominant growth form of deserts. They 
may be evergreen or deciduous; typically have small 
leaves; and frequently have spines or thorns and/or 
aromatic oils. Shallow but extensive root systems pro-
cure rainwater from well beyond the canopy of the 
shrub whenever it does rain. 
 
Alpine  —  Alpine biomes are found in the mountain 
regions of Belandir. They are usually at an altitude of 
about 10,000 feet or more. The Alpine biome lies just 
below the snow line of a mountain. The average pre-
cipitation is around 12 inches a year.  
 
In the summer average temperatures range from 40 to 
60° F. In the winter the temperatures are below freez-
ing. The winter season can last from October to May. 
Generally, as the altitude increases, the temperature 
gets colder. Temperatures in the alpine biome are dy-
namic and can also change from warm to freezing in 
one day.  
 
Because the severe climate of the Alpine biome, plants 
and animals have developed adaptations to those condi-
tions. At high altitudes there is very little CO2, which 
plants need to live. Because of the cold and wind, most 
plants are small groundcover plants which grow and 
reproduce slowly. They protect themselves from the 
cold and wind by hugging the ground. Taller plants or 
trees would soon get blown over and freeze. When 
plants die they don't decompose very quickly because 
of the cold. This makes for poor soil conditions.  
 
This biome is very inhospitable and requires great 
preparation, knowledge, and fortitude to traverse or live 
in. 
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Taiga  —  The taiga is the biome of the needle leaf 
forest. Living in the taiga is, at best, risky due to the 
extreme temperatures and overall lack of food. This 
biome’s average temperature is below freezing for six 
months out of the year. 
 
The winters in the taiga are very cold with snow being 
the only form of precipitation. The winter temperature 
range is -65 to 30° F making life practically unbear-
able. 
 
Summers in the taiga have temperature ranges from 20°  
to 70° F. The summers are mostly warmer, rainy and 
humid and are considerably short with about 50 to 100 
frost free days. The total precipitation in a year is 12 - 
33 in with the majority falling in the form of rain in the 
summer.  
 
During the summers, the soil remains very wet and is 
suitable for lichens and mosses to grow. Fir and spruce 
trees grow well in this environment providing homes 
for many birds who thrive on the large insect popula-
tion that appear every summer. 
 
Ice  —  This biome is also known as the tundra biome 
and it is the coldest. It gets very little precipitation, 
(less then 5 inches a year) with most of its water com-
ing from snow. Although there is some thawing during 
the warmed months, a layer called permafrost remains 
about 10 inches to three feet below the surface, perma-
nently frozen year round. Because of this trees cannot 
grow. The bare and sometimes rocky ground can only 
support low growing plants like mosses, heaths, and 
lichen. 
 
During the warmer months, when the snow and upper-
most portion of the permafrost melts, there is an over-
abundance of surface water. Unfortunately this water 
cannot penetrate the deeper permafrost leaving the ter-
rain extremely soggy. This makes circumstances right 
for a great number of insects to live and breed. This in 
turn attracts many bird species that thrive in such a 
food-rich environment. 
 
Although there is a variety of animal life, many ani-
mals live in the tundra only during the summer. The 
colder periods are simply too inhospitable for most 
animals to survive. 
 
The tundra is also an extremely windy environment. 
The winds typically blow between 30 to 60 miles per 
hour which only serves to make things even more in-
hospitable for living creatures to live let alone thrive. 
When you add to this the fact that the days are pre-

dominantly shorter you have an atmosphere that leaves 
little to be desired to attract man or beast! 
 
Ocean  —  The ocean biome is the largest of all the 
biomes since the vast majority of Belandir is covered in 
water. The temperature and precipitation levels vary 
greatly from region to region and can best be deter-
mined by studying the wind patters and ocean currents 
as well as consulting the neighboring biome(s) in a 
given location.  
 
Plants and animals of all types abound in this biome 
and vary significantly.  
 
Temperature and Rainfall 
 
The temperature and rainfall graphics that follow are 
provided for game masters to use as the situation and 
their games warrant. It is worth noticing that they show 
are average amounts of their respective data. The pre-
cise temperatures and rainfall can vary greatly with 
local weather, seasonal, and other changes.  
 
As you’d expect you should not be able to find arctic 
animals frolicking through the rainforests of the equa-
tor. Of course, this being a fantasy world, anything is 
possible provided the correct circumstances exist to 
cause something so odd as a yeti terrorizing the jungles 
of Merabu to become a reality. It is ultimately up to the 
Gamemaster to decide what is appropriate in their set-
ting.  
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The Continents of Belandir 
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Sizes of the Continents 
Continent Approx Sq Miles Continent Approx Sq Miles 

Amymbor 2,712,937 Fargoth 2,515,146 

Bagnar 1,888,775 Handar 366,401 

Cadorwyn 2,357,350 Merabu 3,481,385 

Clear Sea 2,185,470 Saveobeth 1,319,296 

Corthurnus 11,154,902 Sy ‘Vor 607,137 

Dabur 2,117,406 Thennandor 18,842,796 

Daenar 7,043,614 Vadish 4,746,825 

Elequay 1,215,860 Waal 69,448 


	The World of Belandir Gazetteer
	Table of Contents
	Opening Remarks
	Fargoth’s Solar System
	Sun
	Ciapha
	Iranil
	Belandir
	Aering Prime
	Aering Beta
	Thalorn
	Thodrad
	Duininon
	The Moons of Belandir
	The Little Runner
	Blood Moon
	Scarred One
	Shadow Moon
	Tortoise
	Fargoth Lunar Cycles
	The Belandir Sky(Northern Hemisphere)
	The Belandir Sky(Southern Hemisphere)
	Plate Tectonics and Volcanism
	Belandir Biomes
	Temperature and Rainfall
	Annual Surface Temperature
	Annual Rainfall
	The Continents of Belandir
	Sizes of the Continents

