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A Fantasy Role Playing world

Using the Jordgard Maps
with Fractal Mapper™ 8

Version 1.0

Product Code: JCS2-0001
Authored by the Vintyri™ Project

All artwork and photographs not designated specifically as Open Game Content are Product Identity of Steigerwald
EDV™ Verlag. The terms Dungeons Daring™, Jérdgard™, J6érdgard™, Joérdgard™, Joérdgard™, Joerdgard™,
Joergardh™ and Steigerwald EDV™ and the graphical logos Dungeons Daring, J6rdgard, Jérdgard and
Steigerwald EDV™ are Trademarks and Product Identity of Steigerwald EDV Verlag. All photographs identified as
Product Identity are not Open Game Content. All maps and diagrams are Open Game Content unless they are
specifically identified as Product Identity or Releasable Product Identity. All other elements of this publication are
Open Game Content.

Jérdgard™ is produced under the Open Game License 1.0a. The use and distribution of this product are restricted
by the conditions of this license.

. Dungeons Daring™, the Dungeons Daring™ graphical logo, Jorégaré™, the Jorégard Project™, the
Jordgard graphical logo, Jordégard™, the Jordgard graphical logo, Steigerwald EDV™ Verlag and the
Steigerwald EDV graphical logo are trademarks owned by Steigerwald EDV™ Verlag.

. Wizards of the Coast® and Dungeons & Dragons® are registered trademarks of Wizards of the Coast®, Inc.

The front and back covers are Product Identity

Front cover picture: Map of Green Meadows in the North Kingdom
Rear cover picture: Karlsburg Ruin, Karlstadt am Main in Northern Bavaria.
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™

Open Game Content

All of J6rdgard that is not listed as Product Identity is Open Game Content. Product Identity is described on Page
17. All items not described as product identity are Open Game Content.

The use of the term Jérdgard is allowed solely within the two-word combination unofficial Jérdgard. The electronic
Jordgard icon file JOERDHGARDH.ICO is distributed solely for the purpose of private use. It may not be duplicated
for distribution in any manner. The names J6rdgard and J6rdgard Project constitute trademarks and may be used
only with written permission. The graphic Jérdgard symbol constitutes a trademark and may be used only with
written permission.

Steigerwald EDV™ Verlag, Am Hasenldhle 12, 91481 Minchsteinach, Germany
E-Mail: info@vintyri.org

Internet: http://www.vintyri.org/

Fractal Mapper 8 from NBOS Software is the official mapping program for the
Vintywi products. For more information on this product, please see the
NBOS web site in Internet:

http://www.nbos.com

The Vintyri Project supports the Cartographers Guild at http://www.cartographersquild.com

Cartographers Gtild

orum for cartooraphy enthusiasts
: L

gy
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Photocopying:

The printing and photocopying pages of this book for use by the game master and players of this game are explicitly permitted.

Impressum:

The J6érdgard campaign setting is published in the Federal Republic of Germany. The following information is required under German
law.

Herausgeber: Oliva Steigerwald EDV™ Verlag
Der Steigerwald EDV Verlag ist ein nicht gewerblicher, nicht gewinnerzielender Dienst.
Verantwortlich fir Inhalt: Mark E. Oliva

Am Hasenlohle 12

Ortsteil Altershausen

91481 Minchsteinach
Deutschland/Germany/Allemagne

USt-ID-Nr.: Keine - nicht gewerblich

Telefon: +49-9166-995410

Internet: http://www.steigerwaldedv.de

E-Mail: info@steigerwaldedv.de

Gesamtinhalt: Copyright © 1995-2011, Steigerwald EDV™ Verlag, alle Rechte vorbehalten
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o6rdgard™ is a free, open source, open gaming campaign setting for fantasy role-playing games. Because of
the non-commercial, open source nature of the Jérdgard setting, it is not the authors' goal that gamers use our
products just as we make them or, for that matter, that they run a Jérdgard campaign at all.

We make gaming material. If you use it, it's fine with us that you use it in just about any way that you wish. The

one restriction is the Open Game License Version 1.0a at the back of this book. If you use our material at all, you

must accept and comply with the terms of the Open Game License (OGL). Commercial and personal uses both are

allowed. The OGL should pose no problems for anyone.

The name of the gaming world is the J6rd. This name is Open Game Content. It is under copyright, but anyone
who complies with the OGL can use the name Jérd in private and commercial works.

Like our real world, the J6rd comprises two hemispheres north and south and two hemispheres east and west. The
Western Hemisphere is being developed by the Vintyri™ Project as official J6rdgard campaign setting gaming
material. The Eastern Hemisphere is being left open for development by individual game masters who use the
setting. Thus, there will be no official maps of the Eastern Hemisphere.

To use this download package, you must:

. Have the program Fractal Mapper™ 8 in either the full version or the trial version installed on your computer.
Only FM8 can read the map that you've downloaded. For more information, go to: http://www.nbos.com .

) If you're using the full version of FM8, have the current, free update to Version 8.10f installed. For more
information, go to: http://www.nbos.com .

. With both the full and trial versions of FM8, have the complete Vintyri Cartographic Collection for FM8
installed according to instructions. This collection is free, open game software. You can downloaded it along
with accompanying PDF booklets at http://www.vintyri.org/vintyri/vccindex.htm .

What happens if you don't install the Vintyri Cartographic Collection? Take a look at the two versions of the
map of limarinen's Forge on the following pages. As you can see in the lower map, all of the symbols from
the cartographic collection vanish when it isn't installed.

One other point:

) You might wonder, as you work with the Map of the Week selections, how we did certain things or achieved
certain effects. The best way to find the answers to that question is to download the free, open game Vintyri
Raster Mapping Tutorial for FM8. You can download it along with accompanying sample files at
http://www.vintyri.org/vintyri/vccindex.htm .

he J6rdgard maps may be a bit complex for new users of FM8 as well as for those who have limited
their FM8 work to date to vector mapping. Regardless of your experience level, you probably will need
a bit more explanation on how to work with the J6rdgard maps in FM8. One thing that you'll need to do
with every mapis to make the necessary display quality settings in FM8. You need to make these
settings anew, each time that you open a map. If you don't make these settings, some objects in the
map will become unsharp and others will seem to vanish.

Using the screen shot on Page 7 as a guide:
. Open the map before you make the settings.

. Use the Map menu option to make the settings shown on Page 7.
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Open Game Content.

Necessary display quality settings
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his is the point where things start to get more complicated with some maps. Many single FM8 map
files actually produce several different flattened maps. These may show the various floors of a
building or a dungeon. In the hemispherical maps for the Jérdgard books, some are shown with texts
in the Jérdgard language known as Escar (the American version of the real world English language)
and in the native tongues spoken in particular areas. Different layers also show or hide the various
political and geographical features. In these cases, a single map file has multiple layers. Layers allow
one to use a single map to make several different maps.

The screen shot below shows how this works with the map named Joerdh.fmp.

. 1. Click the menu option Map.

. 2. Pick the option Layers.

. 3. Click on the layers that you want visible. Click off the layers that you want invisible.

. 4. Note that most text layers are available in Escar and Aldmal titles. Escar texts sets are pure English. The
Aldmal text sets all are in the language of the land being shown. (Aldmal is the original basic tongue of the
Joérd. It is based upon old and modern Icelandic.)

I@ Fractal Mapper [F:A\Vintyri\Joerdhgardh\Maps\FMP\Distribution\Joerdh.fmp] [9,50%] — ‘

Eile Edit | Map | O 1 ctions Views Plugins Help
Q@ W% Mp e B SO 8 Generl hd 9,50% (9033,05, 9615,98) 12600,00 Miles
H# Grids.. Ctrl+D
Stanf_j_ird i Map Notes... Style  —————— ¥ (solid) v arows [ =1~ D 0 deg.
IE‘ 1 Q |’ Layers. [
T W A L 2 T Avial > a0 v | Bsru|lse=s wE®
Show GM's Screen
i) L oy g WIF TR, = L0 U T R
- Color Theme e oy e S e - B 3 2
Display Quality 4 T S a
Custamn Too = \E 2:-3‘: : i
8 Zoom To.. Ctrl=W “'.‘;E Misible Selectaple | Secret | Laver Name | -
|8, Zoom Back §-.§'>, : i I [ Brown Hills Zoom 1
Tool Option {.\gg [v r r Brown Hills Zoom 2 |
= IE g S v r r Swamp Marsh Continent
acta; fac] Snap-To Square Grids i [ r L] Swamp Marsh Zoom 1
7 e LE [ I L Swamp Marsh Zoom 2
Mapping Svi PFOlelts_f Snap g F F Desert Continent
Symbol Set: Intersection Snap . & - - B:Z: %22: ; =
’Vintyri Collections '] 7 i v r r
Category: 'é [v r r Aldmal Zoom 1
: [] [ [ Aldmal Zoom 2
Artisans and Commerce Clay Broy V] R F [% I Text Fscar
2 favorite random ¥ r [
r [] )i} Escar Zoom 2 -
[] r [ Text Aldmal Continents
[] [ 5 Aldmal Cont Zoom 1 ’I
N r r Aldmal Cont Zoom 2 -
r r r Text Escar Continents
r r r Escar Cont Zoom 1
N r L Escar Cont Zoom 2 »
[ [ L Text Other Continents
r r [ Other Cont Zoom 1 [
[] r [ Other Cont Zoom 2
[ r [ Borders MNational Continent
[ r r Borders Mational Zoom 1
[ [ I Borders National Zoom 2 G
Check visible and selectable boxes to toggle their state. Double dick layer name '
to rename it.
=
. —— W R 0 e e ] o

Open Game Content.

Layers as such are a cartographic issue rather than an issue specific to raster maps. As far as cartographic or
mapping programs are concerned, raster mapping was not a topic until 2003 when the program Dundjinni™ came
onto the market. The two leading cartographic programs at that time, Fractal Mapper and Campaign
Cartographer™ from ProFantasy Ltd., were vector-based cartographic programs. Vector programs use colors, fills
and symbols that grow and shrink proportionally when a map is zoomed. However, the graphics of a vector
program are limited as far as a realistic display is concerned. Raster mapping allows for semi-photorealistic
imagery in a map, but raster maps can have serious limitations when one zooms in and out. Too distant a zoom
turns a beautiful background graphic into a mosaic of strange colors and lines. Too close a zoom makes the
graphics unsharp and even pixilated. See the example on the following page.



Using the Jordgard Maps with FM8 - Page 9

Without multi-resolution, tlght zooms in raster maps are unsatlsfactory Open Game Content.
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Fractal Mapper 8 gives the cartographer multi-resolution tools that eliminate these problems in most cases and
substantially reduce them in others. We'll take only a quick look at this issue, but this subject too is examined in
detail in the free Vintyri tutorial Raster Mapping with Fractal Mapper 8.

The map Joerdh.fmp implements Fractal Mapper's multi-resolution abilities, as we'll soon see. But let us assume
for just a minute that we hadn't used these abilities. If that had been the case, and if we had zoomed in to the
Karelenland area in the upper left hand corner of the map, the result would be what we see on the previous page:

. The name Karelenland has a scale height of about 100 feet/30m.

. The rivers have a scale width of about 20 miles/32 km.

. The water of the Westsea is unsharp and partly pixilated.

. The geographical areas are unsharp and in absolutely dissatisfying scales.
. The dotted yellow border line has a scale width of about 40 miles/64 km.

. The map is all but devoid of information about Karelenland.

This doesn't have to be and isn't the case in the version of Joerdh.fmp that you can download, because we used the
excellent multi-resolution raster mapping tools offered by FM8. Our map defines three zooming thresholds:

. Zoom values from 0 to 40 but not including 40.
. Zoom values from 40 to 80 but not including 80.
. Zoom values from 80 upward.

Use the screen shot on the next page for the following steps. One method to set a zoom value is to:
. 1. Click the menu option Map.

. 2. Pick the option Zoom to. That will open dialog box of the same name.

. 3. Type in the desired zoom value.

e 4. Click the command button [Ok].

In this map, we've also memorized views at the three critical levels. Therefore, again using the screen shot as a
guide, you also can:

. 5. Click the menu option Views.

. 6. Pick one of the three views, 42 (more than 40), 82 (more than 80) or Full (the complete map).
These options, along with the FM8 multi-resolution tools, produce the results found on Pages 12 through 14:
. On Page 12 we see View Full, the complete map.

. On Page 13 we see View 42. We now see more detail in Karelenland and Northland, including major
settlements. Scales on the fill patterns, rivers and text sizes have been adjusted.

. On Page 14 we see View 82. We now see more detail in Karelenland including major roads. Scales on the
fill patterns, rivers and text sizes have been adjusted.
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f Fractal Mapper [FVintyriVloerdngardh\Maps\FMP\DistributionoerdnmpI 950%1 e woc w8
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Open Game Content.
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MAP $ W

The hemispherical map Jordh.fmp in the view Full Open Game Content.
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Zoom 42: Karelenland and Northland

Open Game Content.
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Legal Information

Jérdgard is released under the terms of the Open Gaming License Version 1.0a. You should read and understand
the terms of this license before copying, modifying or distributing this material. The text of the Open Gaming
License 1.0a is not Open Game Content. Instructions on using this license are provided within the license itself.

Open Game License
Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright © 2000 Wizards of the Coast, Inc
("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game
Content; (b)"Derivative Material" means copyrighted material including derivative works and translations (including
into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes
and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior
art and any additional content clearly identified as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including
trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto,
designs that are used by a Contributor to identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content distributed using this
License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this
License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a
perpetual, worldwide, royalty-free, non-exclusive license with the enact terms of this License to Use, the Open
Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the
enact tent of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and
You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.
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7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent Agreement with the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you
are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may
use any authorized version of this License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not
Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure
such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this
License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only
to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
. Open Game License v 1.0a, Copyright © 2000, Wizards of the Coast, Inc.

. Dungeons Daring™ Open Game Content Reference Document, 2" Edition Version 2.0, Copyright © 2000-
2011, the Vintyri Project™, Copyright © 2001-2011, Steigerwald EDV Verlag™.

. Jérdgard™  Copyright © 2003-11, Steigerwald EDV Verlag.
. Using the Jérdgard Maps with Fractal Mapper 8, Copyright © 2011, Steigerwald EDV Verlag.

END OF LICENSE
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Open Game Content and Product Identity

Your right to use the Open Game Content within this product is contingent upon your agreement to abide by all of
the provisions of the Open Game License Version 1.0a as found upon the preceding pages. We wish to draw your
attention here to Section 7 of that license:

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work containing Open Game Content except
as expressly licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that Product Identity.

The following trademark symbols are Product Identity. Under the license terms, you may not use these
trademark symbols in any product you derive from the Open Game Content in this publication.

™

™

The following trademarks and terms are Product Identity. Under the license terms, you may not use these
trademarks and terms in any product you derive from the Open Game Content in this publication.

Steigerwald EDV™ Dungeons Daring™
Jérdgaro™ Joerdhgardh™
Vintyri™

All artwork, illustrations and photographs not designated specifically as Open Game Content are Product
Identity. Under the license terms, you may not use these artworks, illustrations and photographs in any
product you derive from the Open Game Content in this publication.

The original J6rdgard™ books in electronic PDF form contain product identity. Therefore, these electronic
books, as issued, are not Open Game Content and may not be distributed by you in_any form. That
includes distribution by downloading in Internet.

If you have a need to use Product Identity contained in the original Jérdgard books and/or wish to
distribute the original books, please contact us regarding a separate license. We will issue such licenses
when legal and other conditions are fulfilled at no cost to the licensee.

Contact Information

Steigerwald EDV™ Verlag Internet: http://www.vintyri.org
Am Hasenloehle 12
91481 Altershausen E-Mail: info@yvintyri.org

Federal Republic of Germany
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