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Basics About Gairdra 
 
Ages of Gairdra -- The Fêrdran Rithaf rî Gairdra (First Age of the world) was the initial 

creation of the world out of the cooperation between Chaos and Order, leading up to 
the creation of the Majera and the Darklord, a time period of more than two billion 
years.  When the Majera and the Darklord appeared, about 700 million years before 
Istaria was born, the Fêrdran Thirlûof (Second Age) began; it ended when the Second 
Race of men came to be.  With the organization of the Second Race, the Fêrdran 
Rithel (Third Age) began.  This lasted from 12,300 years to about 4,400 years before 
Istaria was born.  As recorded in the histories in the Second Realm, the Fêrdran 
Thirnien rî Gairdra (Fourth Age of the world) began when the Darklord was 
defeated. 

 
Amril Nos: Literally "Land Sun" in the Ancient tongue, shortened from Amril rî Nos, 

Land of the Sun.  Amril Nos was so named because of the heat of daytime reaching 
beyond what a human can tolerate.  The area is located on the equator of Gairdra, 
where the sun beats upon it year round with equal intensity.  The water is deep 
underground, running in rivers through hard rock that allows little to reach the 
surface. 

 
Ancients:  The First Race of men were created in purity of spirit by the Majera to act as 

an army against the creatures of the Darklord.  They can channel the magic of the 
world with unlimited potential and are immortal.  It was their immortality that the 
first magi sought, which started the wars between the two races of men.  The kind of 
immortality that the First Race has is the same as the dragons.  Barring injury or 
illness, they will not grow old and die as the Second Race does.  Many of the first 
creations of the Majera were given this since they were yet pure (untouched by 
darkness).  However, when Nekrâos corrupted the making of the Second Race, the 
Majera gave them short lifespans and the inability to use magic to limit any evil they 
may do.  This is different than the immortality imparted on Gaispar and Makleor, 
who were cursed with living forever; healing quickly from injury and resisting all 
illnesses. Thousands of years ago, the Ancients left their magnificent cities and took 
their knowledge and skills with them to three islands and those who hear stories 
consider them to be extinct.  They only want the world to believe that they are gone 
and use illusion to hide their islands, along with the last seven waterdrakes.  They 
appointed a triumvirate to head their High Council, the Nathel Morissî.  The title of 
Morî refers to one of the three executive administrators who reside over the High 
Council on Loringale.  They have veto power but only if two of the three agree.  No 
one person heads the government of the First Race.  To serve is a calling, not a selfish 
desire for power or self-gratification.  The High Council does not make laws so much 
as decisions for all of the First Race.  Representatives from all three islands have a 
voice. 
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Cavatar:  Cavatar is divided into five provinces that form a confederation joined under 
one ruler, a king.  However, the Advisory Council to the King of Cavatar is 
composed of provincial representatives, each with equal voice of the laws over their 
lands.  Since the Isolders are the heirs to the leadership position and live in 
unrepresented territory, they have no binding loyalty to any one province.  The white 
horse is the symbol of Rivonia.  Aric Isolder adopted its use in the family crest when 
he formed an alliance with Rivonia, the enemy from across the Darnasian Sea.  The 
five stars represent the five provinces of Cavatar. 

 
Citadel of Paranor:  Paranor was a merchant rumored to have arrived before the Rivon a 

thousand years ago.  He came from across the sea and claimed the then abandoned 
structure, which had a grandness unmatched by anything he had seen before.  Its 
origins were unknown to men of the Second Race, but the Ancients would know it as 
Treafoshî rî Darna, the Watchtower of Darna, which was the name of the kingdom of 
the Ancients on Ayrule, and provided a lookout over what is now known as the 
Darnasian Sea.  During the war with Rivonia, the Citadel was captured by Rivon 
forces, who established a garrison there and used the harbor to transport men and 
supplies.  After the peace agreement, Candro formed around the Citadel and the city 
grew into the massive center of commerce for overseas trade that it is at the time of 
this telling. 

 
C'Lupuc: These creatures are mostly human in form but with dark blue skin bluish-gray, 

short hair over all of body with longer hair along shoulders and upper back, which 
raises like hackles on a dog. They have wolf snout and teeth; fingers that end in 
claws; long feet on which they walk on front of foot while “ankle” raised; pointed 
ears on top of their heads.  They typically dress in only a loincloth and sometimes a 
bandolier on which they display trophies of their kills with a knife sheathed at their 
waists.  When the Second Race and magi finally defeated them, their ancestors, 
retreated to the caverns of Amril Sol on the continent of Voshtrau.  They are one of 
Darklord's creations but designed to kill men and live as long and reproduce the 
same.  Multiple families live together in packs with a single leader, often one of the 
strongest warriors (male or female) chosen by the previous leader after proving 
themselves.  The packs use custom gracha staffs, A staff decorated with tassels and 
knots in a pattern unique to each pack, used for communications from a scout to those 
in a nearby den.  It has other uses also, as when the packs gather.  When one 
approaches another, the stick is waved like a flag to communicate peace.  Despite 
their union under their creator, the separate packs have been known to battle amongst 
themselves over resources.  Signaling peaceful intents is never dishonored by 
betrayal. 

 
Continents:  Three of the five continents are in close proximity and are also the largest 

land masses.  In order of size, from largest to smallest, they are Ayrule, Rivonia, and 
Voshtrau.  The two smaller continents of Lotar and Caprion are more comparable to 
large islands.  On Ayrule, the largest kingdom is Cavatar, which is actually a 
confederation of provincial governments under one central leader.  Rivonia is named 
after the people who dominate in power--the Rivon--although the Caveshan Plains 
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make up seventy percent of its territory and are named after the tribes that control the 
area.  The majority of Voshtrau's territory is inhabitable as dry wastelands (Known as 
Amril Nos).   

 
Dragon Wars:  This is the time starting when the Red Clan was created to when they 

were put to sleep.  The dragons were the first army formed by either side to defend 
the claims of their masters over control of Gairdra. 

 
Linfrathâr: The name of the fortress means "mountain city".  It was one of the domains 

of the Ancients before their Exodus to the three islands they now call home.  The 
five-level city is located in the valley of Arronfel, which is hidden by an illusionary 
spell to keep out enemies.  That magic does not extend beyond the mountain peaks 
around it. 

 
Lumathir:  The word Lumathir is a misspelled combination of the Gairdran words 

lûmea, meaning "light", and m'athêrred, meaning "children".  Their order of 
priestesses began around the end of the dragon wars, a few hundred years before the 
founding of the Sh'lahmar.  While Sh'lahmar guards are also considered m'athêrred rî 
Lûmea, or "children of the Light", they are generally not referred to by the word 
Lumathir.  Only four locations were chosen for the various Lumathir women.  All are 
former cities of the Ancients chosen by Tahronen when she started training her 
children's children, who had spread over the world.  Because the C'Lupuc had 
overrun the cities before being chased out by the Second Race, most of them had 
been left abandoned and in disrepair.  However, they remained habitable.  Fetharn is 
located on the continent of Voshtrau; Narethal on Rivonia, and Mossînea on Lotar.  
Euranê lies on the small, green continent of Caprion. 

 
Lusiradrol:  The name Lusiradrol was given by the mage Makleor shortly after the black 

dragon was exiled to human form.  It is derived from the words for black, lusif, and 
the word for heart, drolasa.  She liked the new name, which was intended as a curse, 
and abandoned her self-given dragon name of Nefarthissen. 

 
Moon cycle:  The time it takes for the moon to make one full cycle of faces.   It is equal 

to 26 days.  A year, annul in Gairdran, consists of almost 14 full cycles.  The new 
year starts on the spring equinox, which usually cuts the last cycle of the previous 
year short by one to two days.  The new years does not always begin on the same 
moon phase but every cycle within that year will. 

 
Nêron rî M'amâth:  "Mount of Deaths" in the literal translation.  It was also referred to 

as Amâth Nêron, "Death Mountain".  This dormant volcano in the Dark Hills was 
known in the elder days as the Darklord's lair.  He chose it because of the heat and the 
low risk of eruption as an ideal hatching area for the Red Clan. 

 
Setheadroc: Over 937 years before the start of the current timeline, in the days after 

peace was formed among the warring states of Ayrule, the Council of Laerenthal was 
formed.  From the leaders of all the torn lands, they chose a new leader under which 
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they could unite.  His name was Isolder.  His heirs would eventually claim his name 
to identify them as the heirs of the kingdom.  Thus, the kingdom of Frîmor was 
formed.  When Rivon forces invaded in pc (post confederation) 386 in ships full of 
men and horses, they were driven back by the forces of King Damien Isolder of 
Frîmor.  After twenty-three years of various warfare and Damian's death, his son Aric 
formed an alliance with the sovereign of Rivonia.  In light of that agreement, a new 
name was given to the kingdom.  Cavatar is a combination of the Rivon words 
meaning "honor" and "peace". The palace was designed by Rivon architects in honor 
of the peace accord. 

 
Sh'lahmar: Over the thousands of years since they were established, the Sh'lahmar have 

guarded the vault in which the Red Clan slept under Makleor's spell.  The full title of 
Shinna Lahamar was slurred and condensed into its current form.  The original 
meaning of "guardian of the secret" was rarely used in its full form of shinna rî 
aflahamar before becoming the shortened title of Shinna Lahamar (translated word 
for word as "Guard Secret" but meaning the same as the full description). 

 
Son'Tal: A higher order of Sh'lahmar was established whose duties were kept secret from 

the others.  The sonthenîel talri or "protector elite" whose existence remained 
unknown, carried out the same duties as the ordinary guardians while living in the 
home of the Sh'lahmar.  However, on the rare occasion that a Sh'lahmar could not 
morally carry out his duty or left the guard to pursue a new life, a Son'tal Sh'lahmar 
was secretly assigned by Master Haiberuk to the man for the rest of his days to be 
sure he never divulged a hint of the vault or its location.  

 
Song of Llyra: In the early days after peace with Rivonia, Makleor had written much of 

the history of the world in the tome he left in the library of Cavatar.  The stories were 
known to many of the people, rulers as well as commoners.  Naturally, bards looked 
to the tales as ways to entertain people.  The Song of Llyra was written around pc 237 
for the princess Llyra Isolder as a gift for her thirteenth birthday.  The full story 
recounts the exploits of a brave warrior of the First Race who lived in the time after 
the dragons disappeared but before Makleor defeated all the demons that roamed the 
world.  Not until generations later did the politics change and access to the library 
was limited.  By then, the bards had found newer stories to use for songs and plays. 

 
Sôrath Ron: Makleor uses the residual magic in the dragon tooth carved into the shape 

of a dragon on his staff.  A craftsman of his younger years made it to hold the Sôrath 
Ron, the seeing stone, given to him by Tahronen as a gift, as she had presented to all 
her original children when they mastered their powers.  It can change to warn of 
danger or be used as a means to focus his power. 
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DRAGONS 
 

Dragons of Light 
 
 

The true dragons were made by the Majera to aid in their battle against the 
Darklord and can be considered "Dragons of Light".  Of these, two kinds developed, the 
firedrakes and the waterdrakes.  Both were given potent magic and great wisdom and 
most often speak in rhyme and riddles. 

All dragons have scales harder than diamonds that cannot be penetrated by any 
weapon.  They shed their scales as new ones grow to replace smaller, older scales.  
Because these dragons grow throughout their entire lives, they shed various scales at 
different times.  The First Race of humans discovered that the scales contain residual 
magic from the dragons and figured a method to grind them for use in the metal of their 
weapons and armor. 

Some of the oldest dragons have grown to the size of large hills.  Their scales 
would be large enough to use as shields. 

Dragons are immortal, barring injury, and are immune to all illness.  However, 
they can be killed.  Like any being, breaking their neck will end their lives. 

The only means to slay any dragon is to deliver a thrust into the brain.  Only two 
ways to do this are known and one of those, by a spike through the back of the throat can 
only be carried out when a dragon opens its jaws.  The only place on the outside of a 
dragon where the brain is vulnerable is a soft spot on each side of the head.  These cover 
the hearing organs and catch the vibrations of sound in the air.  Usually a dragon must be 
sleeping to get close enough to slay it by this method. 

Dragons command the most powerful of any magic except the Majera.  Because 
of this, they cannot be killed by magic. 

They do not possess the organs to vocalize words.  However, they are intelligent 
enough to understand speech.  The first dragons quickly learned to communicate using a 
magical means that has come to be known as mindspeech, whereby one projects their 
thoughts so the intended recipient hears them. 

Some differences do exist between the two types of dragons. 

 

 

Firedrakes 
 

Firedrakes were the first kind of dragon created.  With fire as their main weapon, 
they need to consume certain ores on occasion to maintain the chemical reaction.  For this 
reason they are fond of the mountains or rocky areas. 

The high cliffs of the mountains also provided protection for the nesting 
matriarchs, or breeding females, before the Second Realm came to be.  They may have up 
to three matriarchs, usually two green or light blue and one gold.  Although this can vary, 
at least one is always gold.  Female firedrakes reach breeding age around a hundred 
years, males at around seventy.  The other females help to incubate the eggs and guard 
them or bring food for matriarchs and any new hatchlings. 
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Firedrakes range in color from gold to a deep blue.  Any color in the blue 
spectrum ranging from less than deep blue to an almost yellow-green are a mix of the two 
primary colors and may be either male or female.  True blue or dark blue dragons are 
always male, gold dragons are all female, and green or lighter blue dragons are of equal 
gender.  Gold is a rare color as it can only mix with the others and gold dragons always 
have smooth scales.  Green and blue are the most common dragon colors with the texture 
of their scales ranging from very rough and spiked to almost smooth. 

 

Waterdrakes 

 
Waterdrakes may also be known as sea dragons or the Water Clan.  They are well 

adapted to life in the sea.  Although they can stay underwater for long periods of time, 
they must return to the surface for air.  They have no wings for flying, and claws of their 
feet are spaced wider than a firedrake with a thin membrane between the toes.  Their 
bodies are long and sinuous with a fin that runs down their dorsal side starting at their 
head.  Because they swim in an undulating motion, like giant eels, they have often been 
regarded as sea serpents. 

Since they live in water, the water clan does not use fire as their primary weapon.  
Instead, they can let loose electrical discharges of varying strengths.  However, outside of 
the water, they find that it is more effective to command the weather. 

Waterdrakes are all the same color, a dark blue dorsal with a lighter belly as 
camouflage within deep water. 

Before all the female waterdrakes were slain, they mated and incubated their eggs 
on dry land.  Like the firedrakes, only certain matriarchs mated while other females 
provided support and the males provided protection. 

All the seaports of the Ancients had a wide area of beach to allow the waterdrakes 
to come to land.  When the females laid their eggs, a designated group of caretakers 
would help care for them until hatching. 



Legend of the White Dragon Appendix / 8 
 

Dragons of Darkness: 

 

The Red Clan 

 

 
The dragons known as the Red Clan are related to the firedrakes and are also 

classified as firedrakes but are not usually referred to by that name. 
The Red Clan was created by the Darklord.  He commanded his demons to steal 

eight eggs from the firedrakes.  He then took the eggs and immersed them in the dark 
forces, which mutated the embryos inside.  They hatched red, and forelimbs that were 
separate from the wings on the Dragons of Light, or true dragons, had merged with the 
wings so that a three-fingered claw appeared on the fore of the wings.  The only separate 
limbs are the hind limbs, which had grown thicker in the mutation. 

Because the true dragons consider the Red Clan an abomination, they are not 
called "dragons" by anyone except their master and his minions.  Others refer to them as 
the Red Clan or as wyverns, which is a slur they will not tolerate. 

The Red Clan are as immortal as the true dragons.  However, the Darklord took 
away a level of intelligence and lessened their magic.  Fearing the possibility that the Red 
Clan would not stay loyal to him, he wished to ensure that they could not overpower him 
as the true dragons had shown they could do in several confrontations. 

The Red Clan mature faster than true dragons but reach a peak size around fifteen 
to seventeen years of age that is smaller than the true dragons.  By two years of age, they 
can take down a horse with ease.  By twelve years, they can breed, although only one 
female breeds.  That female becomes known as the queen.  Normally the queen lays a 
clutch of eggs once every eight to twelve moon cycles.  Eggs in a clutch usually number 
five to eight. 

Due to the violent nature of the Red Clan and the status of the queen, competition 
is fierce among breeding females for dominance.  While the other females settle to 
serving their queen, occasional fights will arise when one wishes to challenge the current 
queen. 

Most of the Red Clan are female.  Males are rare and usually for breeding 
purposes only.   
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Drakin 

(Drake Kin) 

 

 
The drakin are not dragons but winged reptiles.  They reside in what is known as 

the Second Realm, or Eyr Droc by the dragons residing there, to escape the Second Race 
of humans when they turned on them.  That is the place of the drakins' origination. 

Drakin earned their name because of their similarity to dragons, or more 
accurately, the Red Clan.  They look like they could be drake kin, thus the source of their 
name for their kind.  They have two hind limbs, long tails, and wings but no separate 
forelimbs and are all a shade of green that allows them to hide among the foliage of trees.  
Their scales are like those of reptiles, however, and almost more of a heavy skin. 

That is where the similarity ends.  Where Dragons have sharp, tearing teeth for 
ripping meat, Drakin have jaws full of flat, grinding teeth.  Drakin primarily eat insects 
and berries but also enjoy occasional soft fruits.  They also are not very intelligent and 
have a short lifespan of only about thirty years. 

Drakin have none of the cares of the dragons.  They would rather play all day, 
chasing each other through intricate acrobatics. 

Ever since the Unnamed Majera gave them the ability of mindspeech, their only 
magical skill, they enjoy speaking.  They can, however, talk nonstop for hours, which is 
likely because drakin easily get sidetracked when telling stories.  Those who know them 
have learned that they must interrupt a drakin in order to keep it on the same subject. 
 
 
Some of the dragons mentioned in the books: 
 
Anthârgal - green male; offspring of Sethirngal; oldest of younger drakes--those not on 

the council 
Darmentôs - green-blue male, moderately rough scales; offspring of Darmîndren 
Darmîndren* - dark blue male 
Dethanea* - gold female; gave up matriarchal duties to younger females 
Fessingal - green male, rough scales; offspring of Anthârgal 
Frendal* - topaz male, rough scales 
Gilthiel - white dragon 
Jêrafînas* - blue female 
Sâremath - gold-green female 
Sethirngal* - green dragon; oldest of all dragons; Istaria's primary teacher 
 
*indicates Elder Drakes 

 
Lusiradrol - black dragon in human form 
Fresthan - male red wyvern 
 



Legend of the White Dragon Appendix / 10 
 

Background Stories Mentioned Within the Books 

 
 

Felithan Lomfôr --Kaillen, Calli's father, told her many stories of his people.  Felithan 
Lomfôr is a myth with some basis in truth.  It is a story about a cat who walked like a 
man and who could talk like a man but who was nothing but an ordinary housecat. 
Lomfôr outwitted many travelers by pretending to be injured.  He would let those 
who pitied him take him home, where he would reveal his intelligence.  If they could 
keep his secret, he promised them riches.  However, after taking advantage of his host 
or hostess, he would trick them into revealing his secret and disappear.  This 
happened many times on different roads, until an old man called his bluff.  The old 
man cared for him but was a mage of high enough power to trap Lomfôr in his 
mischief and make him reveal that he had no riches. In truth, an orphaned Lumathir 
child sought a family to care for him.  One of the Great Magi sent him to Haiberuk 
for training.  The events occurred before the Second Race chased off the Ancients. 

 

The Magi  (a summary) -- 
The story read by Istaria in the crystal palace is the story of how the magi came 

into existence.  It starts with the warrior Trafen after one of the lesser battles of the 
Second Race against the extinct creatures known as the Garzun, which were 
considered the weakest of the Darklord's creations. 

The regiment in which Trafen served faced numbers thrice their own.  Despite the 
passion with which the Second Race fought and the numbers of Garzun killed, the 
numbers of humans dwindled.  The Garzun fought like savages and, although the 
humans almost brought the numbers equal, more than three-quarters of the humans 
died before that happened.  Exhausted and most of them injured, the survivors finally 
fled. 

The Garzun hunted them down, intent on slaughtering every last one as the 
Darklord ordered.  Trafen encountered a woman of Light, one he called a "celestial 
maiden", near a lake he had hoped to swim across to escape his pursuers.  When the 
Garzun emerged from the forest, she vanished into a brilliant light and Trafen lost 
consciousness. 

The Garzun took him as a prisoner.  He was beaten and questioned about the 
maiden, who fit the description of the Darklord's enemy, the Majera. 

On the verge of death, the woman--who identified herself as Tahronen--took pity 
and rescued Trafen from his captors.  She took him to safety and nursed his wounds, 
an action of interfering in the lives of the mortals created by the Majera, one of which 
she had been forbidden.  However, she bore a guilt for stalling the brave warrior at 
the brink of escape and desired to make things right. 

Her pity transformed into curiosity and perhaps a love deeper than the Majera feel 
toward all living creatures.  Trafen had already fallen deeply in love with her.  When 
she accepted him to her bed, a child was conceived. 

Tahronen gave birth to a girl half mortal and half Majera.  The girl was named 
Nafea, the first of the Great Magi and the mother of a line of descendents that traces 
to Istaria.  The descendants are listed in one of the many books kept by the Unnamed 
One noting the lives and lineage of the m'athêrred rî Lûmea. 


