The HordeLands at a glance
A vast expanse of the Eastern Continent of Vworld the hordelands are by far the largest region explored yet.  Stretching for hundred of miles, they take up nearly as much land as Arrata, Mahasssarpa, Zakhara, and Wang Guo combined.  Despite all of this they are the least civilized of any of the Eastern Continents lands, though once that was far from the case.

Summary

Regional Break Down:

There are X major geographic zones with the hordelands.

1) The western Plain

The Western plain stretches North from the Obsidian Lake to the Northern sea.  The land contains a network of rivers and streams that flow both North and South depending on the weather.  During the warmer half of the year they head north ward emptying into the sea, but during the rest of the year the North end is clogged by glaciers, whose massive size and continual runoff flood the rivers and reverse their course.  These glaciers and the constant movement of the river create fertile soil idle for farming during the summer months and constant roaming bands of caribou make for good hunting.  The western plain is home to a few settled and more civilized farming communities in the South, and several herd following tribes in the North.  The land is amazingly flat, and on clear days a man can see for miles in any direction, a boon to the Southern communities that will often find themselves raided by the barbarians of the North.

2) The Obsidian Lake


Massive in diameter the Obsidian Lake is the largest body of fresh water in the known world.  The communities around it rely heavily on it for fish and farming.  The area is permanently settled with many towns and even a few groupings that could be called cities.  The buildings are crafted from stone left over from the empire that once flourished around the lake.  The empire was destroyed by the conquest of the barbarians from the eastern steppes and most towns around the lake have suffered a similar fate two or three times in their life.  Though more sophisticated than many of their neighbors, the town lacks of unity and constant state of rebuilding leave them in an unstructured state of constant flux.  
3) The Eastern Steppe


Taking up the largest portion of the Hordelands is the Eastern Steppes.  The men and women of the Eastern Steppes are among the fiercest warriors in the world, and when they unite there is no force in the world that can stop them but nature itself or the uneventful death of the leader that united them.  Consisting of a tribal society that survives on goats, water buffalo, and small harvests.  The tribes move with the weather and their herds.  During summer months they often will plant crops of barely or wheat near to their village and harvest it after a few months growing time.  These short plantings help supplement their diets and keep the tribes mobile.  Living in large mobile tents the tribes of the Steppes are accomplished riders and care for their horses like no other.  The worth of a man is generally measured by the number of horses he owns and a man without a horse is the same as a beggar in most societies.
4) The Northern forests


North of the Eastern Steppe lie the northern forests of the Hordelands.  Consisting of dense evergreen forests the area is filled with bears, wolves, moose, and all manner of creature.  The climate here is harsh with a short mild summers and long brutal winters.  The tribes of this area often winter in the south or in low valley’s near lakes where fish can be caught through the ice.  With the Western plain in one direction and the Eastern Steppes in the other, this area has the least contact with the outside world or even the more civilized cultures of the Hordelands.
Races by region:

Western Plain:

Human

Half Orc

Half Elf

Obsidian Lake

Human

Half Elf

Half Orc

Halfling

Dwarf


Eastern Steppes

Human

Half Elf


Northern Woods

Human

Elf

Half Elf

Dwarf
Korobokuru

Hengeyokai (all but Monkey)

Half Orc

Classes

Fighter

Ranger

Barbarian (not Obsidian Lake region)

Cleric (Obsidian Lake region only)

Spirit Shaman (not Obsidian Lake region)

Monk (rare)

Wizard (Obsidian Lake only, rare)

Sorcerer

Wu Jen

Samurai (Eastern Steppes only)

Rogue

Bard

Scout

Psion
Psychic Warrior

Wilder

Soulknife

Other classes from expansion books may be permissible.

Special: Heavy armor is not common in any of the areas described, if a class would normally grant the heavy armor proficiency the character would instead receive one of the following feats instead depending on region.

Western Plain/Northern Forest

Track
Point Blank Shot

Far Shot


Eastern Steppes
Mounted Combat

Skill focus Ride


Obsidian Lake

Dodge

Iron Will

The Western Plain

Geography, flora, and fauna
The northern end of the western plain is a barren tundra which itself gives way to the ice choked Frozen sea.  This harsh area has little to no plant life beyond lichen even in the warmest months which are still below freezing.  Seals, snow bears, and birds are among the only animals found above the ice here and all of them survive by eating those things found below it.  Just south of the frost line is a generally snow choked expanse of land that grows tundra grass and low shrubs.  Snow hares and other rodent life live here along with caribou and a few other larger herbivores.  Frost wolves are also a common sight.  Further south the great plain shakes off its snowy mantle to reveal a large grass covered plains.  Several streams run through the area and a few major rivers.  Bogs and marshes are prolific, though few large trees grow in the area.  With the heavy snows that come, travel can be extremely hazardous with many a man having broken through snow covered ice and drowned.  Continuing even farther south the streams and river come together to form just a few major flows and almost any animal native to temperate grasslands can be found.  Fertile soil lends to the growth of hearty grasses and shrubs and thickets of trees can be found all over.
Monstrous consideration

In the far north reaches remora and frost giants occasionally roam.  South of that winter worgs are often spotted along with the occasional yeti.  Welpling and other extremely young white dragons are common in this area.  Older whites haven’t been spotted and only legends really explain why the younglings are present.  A few small orc tribes also inhabit the area, having fled to the north during the Great Purging.  Wil’o the wisps frequent many of the arctic bogs of the area.  On the plains displacer beasts are among the greatest threats though rare.  Colonies of giant ants or bees are much more common and can be just as deadly if not properly avoided.
Civilization

The Inu: Living in the far North this tribe worships the spirit of the Whale and the Snow Bear which provide for almost all of the Inu tribes needs.  They live in small family clusters, and rarely interact with other members of the Inu tribe except when seeking mates.  Young men and women are forced to leave their families when they reach a certain age and find mates.  Once they have done this they build their own family unit and move on.  When these families meet there is sometimes war sometimes peace depending mostly on the availability of food.  Inu will never greet a true outsider peacefully.  All races including Orcs and Half-Orcs are freely accepted among the Inu.  The Inu rarely use metals of any kind, having no where to mine and no concept of smithing.  The Inu follow a shamanistic religion that focuses on the spirits of nature.
The Volga: The nomadic people of the plains, the Volga follow the migrating caribou herds .  In addition to the meat and skins from the caribou the Volga also live off the roots and gatherings of various plants found on the plain.  Some tribes among the Volga freely trade with or invade their neighbors to the South.  Wedged between the Inu to the North and the Adribani to the South they are not usually friendly to outsiders in their land.  Various tribes within the Volga are at times aligned and at other times at war.  The Volga use steel and other metals regularly.  Many of the Volga have Norse heritage from a long ago conquest by the Northerners and the tendency to pillage and kidnap wives from their more civilized neighbors is well ingrained.  Because of this it is not uncommon to see dwarves, elves, half elves, and half-orcs.  The Inu follow a shamanistic religion that focuses on the spirits of nature.
The Adribani: Like their fellows around the obsidian lake the Western Plains Adribani are an agrarian folk that settle in small permanent villages.  The fertile land of the plain is ideal for farming wheat, vegetables, and barely while the grasses are easily edible to goats and sheep.  The Adribani are village oriented, even neighboring villages are only loosely affiliated.  There have been some attempts to organize the villages have been made but the only success has been made by the conquering tribes of Yavans.  When the Yavan overlords subsequently lose power over the area the villages once more fracture apart.  Like those around Obsidian lake the Adribani’s religion has become more refined, with specific names given to just a handful of gods that tend over specific matters.

The Obsidian Lake

Geography, flora, and fauna
The region around the Obsidian lake is lush temperate grasslands and forests.  The western and southern shores of the lake are nestled into the mountains that separate the Hordelands from Zakhara and Arrata.  Wolves, bears, goats, water buffalo, cows, and horses can all be found wild through out this area, and domesticated as well.  The climate has warm summers and cold winters, with large amounts of snow brought on by the lake.  Mild in comparison to the other regions of the Hordelands, the climate is still unforgiving to unwary travelers.  The lake teams with fresh water fish, aquatic birds, and aquatic mammals such as otters and beavers.

Monstrous consideration

A few goblinoids can be found in the foothills of the western mountains, but they rarely travel into the Hordelands, preferring to cross the range to terrorize other folks.  More common are hill and stone giants.  Duergar are also common in the mountains, along with their better tempered relatives.  This area has in the past faced attacks from the yakmen of the mountain range, but little activity has been seen since an explosion in the hill giant population.  Sahuagin and Aquatic Elves both live in the lake, and occasionally interact with the villages around its perimeter in both positive an negative ways.  Lastly, dryads, nymphs and other natural spirits are found in many of the forests in the area.
Civilization

The Adribani: An eclectic civilization of various different races, the Adribani live together in close knit towns.  Neighboring towns are friendly and trade with each other.  In troubled times the towns will come together to aid each other, but otherwise each is autonomous.  Towns are ruled by Burgomiesters, who enforce the towns laws and command the towns militias in times of war.  Large towns will have men in the employ of the Burgomeister to help with these tasks.  Town councils generally determine taxes, laws, and other various matters.  The Adribani have been conquered countless times by the Yavans, but it rarely results in anything coming of it but required tribute payments.  Over the past centuries the Adribani have stopped putting up resistance when the Yavans conquer them, simply paining the tribute as demanded and then stopping when the Yavan Khanite falls apart.  The Adribani are the most technologically sophisticated of any in the Hordelands, but heavy armors have never been popular and continually prove in effective against the Yavans light cavalry.  The Adribani worship a handful of gods with specific roles, particularly the God of fishermen.
The Western Steppes
Geography, flora, and fauna
The Western Steppes is a dry grassland for the miles and miles that it stretches.  Consisting of tough plain grass, scraggly brush, and hardy tough trees.  The western steppe contains many grassland animals including water buffalo, goats, and camels.  The eastern edge of the step is a salt flat desert that cannot support life.  The desert forms the natural border between this section of the Hordelands and its neighbors.  The weather on the Steppe is dry, with little to no rainfall during the dry season.  During its wet season is sees light but consistent rains.  The area is relatively harsh and inexperienced travels will find the area difficult and foreboding.
Monstrous consideration

The Western Steppes are home to many monsters including several breeds of dire animals.  Also common are elementals of all types, surprisingly water elementals are among the most dangerous of this sort.  Bodies of water are rare in the steppes, and even those few that exist are sometimes guarded by these creatures.  Their lesser cousins, the mephitis are also quite numerous, flying across the steppe in small swarms these creatures are have been the end of many a wary traveler.  Almost no goblinoids exist in the Western Steppe, having been systematically purged form the region.
Civilization

The Yavan: A fierce warrior people the Yavan are generally what is thought of when strangers refer to the Hordelands.  A sophisticated culture, the Yavan’s greatest limitation is their ancestral land.  Though they possess great skills in many areas, the Yavan are constantly warring with themselves and their neighbors to feed themselves.  There are currently nine clans though that number often changes.  Through out history a warrior leader has succeeded in uniting the Clans and then going on to conquer neighboring lands.  The Yavan inheritance laws state that the holdings of a man are to be divided amongst his living sons, this has led to empire after empire dissolving as the man that united it passes away.  Many rulers have tried various tactics to prevent this but to no avail.  The current clans are led by the descendants of the last Khan’s nine sons.  The clans each go by many names, but when a true leader come comes to power they begin uniting the clans under a single name.  The past three Khan’s to do this were of the Kokaha clan, and it is rumored that the current clan leader of the Kokaha has aims to be the next Khan.  The Yavan value horses above all else, using them where other societies would land.  Nomadic because of the poor soil and grazing, the Yavan rarely own more than their tents, horses, personal gear, and herds.  A child is expected to ride before he can walk and Khan’s wives generally give birth on horseback.  The Yavan’s follow a shamanistic religion focused largely on ancestor worship.  Outsiders are considered fair game to be pillaged and plundered to benefit the Yavan.
The Northern Woods

Geography, flora, and fauna
A vast evergreen wilderness pine trees and other weather hearty plants dominate the area.  A rich wildlife of woodland predators such as bears, wolves, tigers, and hawks abound.  On the lighter side, rabbits, skunks, moose, deer, and many other varieties of herbivores call the forest home.  In the winter nearly half the forests population hibernates, emptying the area of much of its wildlife.  Several lakes and streams provide homes for fresh water fish, and the bays along the coast team with seals, walrus, and an abundant aquatic life.

Monstrous consideration

The Northern Forests contain a rich number of monsters in addition to the animals it sports.  The most common monsters of the region are dire and giant animals, who often are found intermixed with their lesser brethren.  The reason for this is unknown, but many legends say that power laden ley lines course through out the forest.  In addition to these several denizens of nature such as dryads and satyrs roam the forest, there has even been a unicorn spotting or two.  Hags while not common to the area are much more prolific than any other region and at least one colony of Illithid have been found and destroyed.  Troll villages dot the area and are surprisingly non-hostile to the local inhabitants of the area.  Local legends say the trolls are descendants of an old tribe transformed by the mountains they live in.  The last monster travelers should be wary of is the undead.  It is considered best practice to burn the bodies of any that die in the Northern forest, since an alarming number of them rise again on moonless nights.
Civilization

The Siber.  Greatly resembling the Yavan of the plains the Siber reside in small to medium sized tribal groups.  A tribe usually consists of a handful of villages, that trade with each other and offer support in times of war or hardship.  By tradition, no one within the tribe may marry another from their village or the village of their mother.  When they come of age, the young men go out into the wilderness and kill a beast of great prowess, they take this beast to another village and attempt to attract a wife.  Once a young woman agrees to be the man’s wife the two return to the young man’s village.  A young man who fails to win a bride is forbidden from returning to any village, if a young woman has not been wed by her sixteenth season she is considered unfit and is similarly exiled.  Most villages maintain a winter and summer site, sometime nearby by up a mountain, or miles apart.  Various races are found among the Siber, including several which have recently fled from Wang Guo.  Due to the harsh conditions and Xenophobic fierce territorial nature of the Yavans these races were forced to intermingle with the Siber.  Though inter racial marriage is in no way discouraged, it does occur.  Generally the offspring will favor the mothers race, by this half races have cropped up particularly between human elf combinations and human orc combinations.
History
The history of the Hordelands is maintained with a rich oral tradition among all the tribes, villages, and clans that reside within its bounds.  As such dates and other important numbers are vague and often off by a few hundred years.  That disclaimer made the following is the story of these vast reaches.

The stone ages

For ages without number there have been peoples living in the four corners of the horde lands.  Simplistic and unsophisticated these peoples lived by the most simple of means, using wood and stone weapons.  Little unity existed and tribes fought viscously with each other.  Animals had only begun to be domesticated and food was scarce.
The First Empire

Many, many hundreds of years ago the first travelers crossed the mountains from the lands beyond.  With them they brought skills in mining and smelting and knowledge of how to craft bronze weapons.  With this knowledge they quickly became the mightiest of the tribes around the Obsidian lake and began to slowly build an empire.  The Empire stretch North and East only a short ways however, even with their superior technology and more organized fighting style the harsh reality of the regions left them week.  Ironically, though this first Empire was unable to establish a foothold in either the Western plain or Eastern step they did have a strong presence in the northern forest.  Many mystics and wizards traveled to that magic soaked region and set up towers.  The towers eventually fell or were deserted as the wizard were destroyed by the monsters of the area or simply reached to deep into the energies of the area.
The Norse Invasion

The first Empire lasted several hundred years but was finally toppled by an army of rampaging Norsemen.  The summer had been extremely warm in the North, opening the way fort he Norsemen to pillage down the swollen rivers of the plain.  When through a brilliant feet of portage the group was able to follow the river all the way to the Obsidain Lake.  Equipped with hot forged iron weapons the group pillaged the area for years until unrest among the citizens caused a civil war that destroyed the Empire.  The Norsemen meanwhile had already begun to settle in the area, unable to leave because of now frozen rivers and seas.  Aspects of the Norse religion can still be seen in the gods the Adribani worship today.

The First Khan

The horsemen of the Steppes had always been a threat to the Empire and after it fell it seemed certain they would conquer its shattered remains.  The iron and fierceness of the Norsemen though, had not left the Adribani behind though and they Yavan were held at bay.  Then a young warrior traveled to the lands beyond the eastern desert and returned to the steppes with the secret of steel and a knowledge of war unlike anything the Hordelands had seen before.  He trained his smiths well and his men better.  Focusing on the speed and power that the horses of the steppe possessed he created regiments of light cavalry.  Strong beyond any other tribe he led his men to conquer the entire steppe.  When this had been completed he led his men westward and made the once mighty Adribani bend knee.  From there he went on to attempt conquests of the Eastern Plain, the Northern woods and the lands beyond the western mountains.  The result was a mix of success and failure.  Eventually the Khan died and his Empire died with him.  His four sons split the empire into north, south, east, and west all concentrating on holding the most of their ancestral homeland.  The resulting infighting weekend the Yavan enough that the Adribani were able to throw off the yoke.
The Second Empire

Orc clans had always been among the denizens of the Eastern Steppe, and by their legends it was here that the first orc was born.  Having heard the greatness of the Khan’s one orc decided that he would do as they had.  Trapping and training Worgs form the woods the leader created a massive fighting force that began to roll over the Hordelands.  The leader attacked the Yavans relentlessly, killing hundreds.  Women and children were enslaved and where no building had ever stood the Orc leader began to build stone cities to be his eat of power.  The second empire spread far reaching deep into the other territories of the Hordelands, bringing misery for all but goblinoid kind where it went.

The Great Khan

The Hordelands seemed lost to humanity until another young warrior rose up to rebel.  Uniting the clans once more and recruiting the Adribani to aid him as well the Great Khan began to attack the Orcish horde.  His tactics were precise and he focused on luring the orcs out into the open where the fast cavalry good decimate them.  His victory was slow, and by the time it was acknowledged that men once again ruled the Hordelands he had little left in him.  Refusing to die in his bed, the Khan eventually succumbed to a glorious death in battle against his life long enemies.
The Scourge

After the Great Khan’s death his only son took up the campaign.  He conquered the lands as the orcs before him and the previous Khans had.  Where he went though any and all goblinoids were slaughtered.  The deaths were brutal and the corpses desecrated.  Any wall, well, or sword that had once belonged to an Orc was destroyed and nearly all the Hordelands was purged of the green skinned menaces.  To this day the Yavan honor the laws laid down by the scourge and orcs and goblins are killed on sight.  Eventually, like the first Khan before him the Scourge died and his empire was split by his sons.  The Adribani threw out their lords and the world moved on.

Now

There have been seven Khans since the Scourge, none conquering as far as he or the first Khan managed, none able to hold their empires together after their deaths.  The men of the Hordelands have integrated their cultures with their captures, and the refugees that flock there from the more civilized, though often more troubled areas of the world.
